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Since the dawning of dme, when Triumph the Forger-God pounded out the wordd
from the mists and ores of heaven, men have soughr the Riddle of Steel

Few have found i,
What is ie?
fris inviniibiii[}'- ter strike with all and o be soruck by none.

It is understa nrjing—m ask UEsTIOns and to know the answers.

It 15 peace—to walk without fear; o know thar the end 15 in your own hands.

It is shill—to feel the elegance found in violence, and to know the beauty found in sallness.
It &5 Spirit—to gaee into the face of your God and to know him before he comes for you
What is the Riddle of Steel? Where 15 it found?

Thar is the question with no answer
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T Macistrats leaned back in his chair. His dark
blue tobes fir snug over his large body. His hand
mechanically stroked his pointed beard. “What should |
do with you two? Every time you come into my town,
touble seems to follow: And whar happened last night is
unforgivable! [ find ir odd thar the best tavern in cown
burns to the ground and you rwe are found at the scene
of the crime. Please indulge me on why [ should not
bock you away forever.”

The two mercenaries looked at each other. “Sir, we
bad just stepped in da place when the fight broke out
and da latern got knocked over, We had nuttin’ 1o do wit
o

The Magiserate dosed his eyes and sighed. ™ You know,
1 hold your furure in the palm of my hand... and thar’s
the best story you can give me? I'm afraid your careers as
caravan guards and general rroublemakers is abiat 1o come
o an end. Your furure will be 10 keep the rats occupied
ina decp, dark dungeon under his lordships castle.”

The large man paused for a moment, then a thin
smile crossed his face. He looked back and forth between
the two mercenaries.” Thar is... unless you can do a small
fvor for me.”

“Huney ek, I think 1 hear them coming”

The light from the half full moon lit the alleyway as
pwo figures crouched against the wall, One hunched owver,
his full arzention on the door ahead of him. 1n his hands
hie delicately manipulared two long steel lockpicks. A soft

=
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dick sounded inside the lock, bur the door remained
closed.

Frustrared, he sneered ar his partner. © If you think
vou can do any better you're welcome ro 1oy, if not, leave
mie be o do my work.” His attention shifted back o the
lock. The taller companion edged down the wall and
peeked around the corner, The shimmering of rorchlight
could be seen down the streer. Not waiting to see the
source of the light he moved back down the alleyway.
Momenes seemed 0 drag o minutes and minutes 1o
hours. Sweat dripped frecly from each of the mens
brows. Dyrek’s hands moved as skillfully as those of
surgeon. Another soft click and the door shifted sligh thy.

Torchligh filled the empry alleyway.

N hat is it Sargent?”

A seruffy old man, clad in chainmail and the tabard
of the ciry guard, pulled his torch back, "Nothing private,
just thought I heard something down there. Lets contnue
on.” The small group of guards marched further down
the sereet and around a corner,

The light from the hall moon lit the empry alleyway
as 4 door softly clicked shar.

Baror's prearTimG caused small puffs of steam to
rise up through the vents in the frone of his helmet. The
joints of his armor creaked in protest as he marched down
the snow, covered path, News of barbarian raiders had
caused the clan to organize this group of men to go
eliminare the problem. For three days they had marched
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through unrelenting weather, the snow and cold more
dangerous than any bandirs they could imagine.

A soft sound in the woods, nothing more than a
whisper, but it was enough to break Balor’s main of
thought. The leader of the war party held up his hand o
hale, A dead silence hlled the area, a silence thar Balor
knew wo well. He reached down and unclasped the
warhammer from his belt. Aronce, as if the forest irsell
had come alive, [::rg-: dark ﬁgun-:: came crashing our of
the underbrush and siu:mum'ling woods, Balorhad higr¢|_v
enough time to ratse his shicld as a large axe sliced down.
inrent on splirting his head. The axe lodged in the shield
and Balor swung his hammer around hiteing the attacker
in the lefr shoulder. The amacker. dressed in leather and
furs; stumbled backwards. his war paineed face going slack
for an instane from the pain. Another swing from the
warhammer and the bandir fell 1o the snowy ground,
MEVET LO Fise again,

Balor turned wo see many of the other barbarians had
suffered the same fate as his aracker. Some of his clan
had joined them, their body’s contorted in different poses
of death. The white ground was now stained red in many
places.

The small battle had started qu:idd‘l.-'., and had ended
even quicker.

O THE EDGE of a busy markerplace, two boys sar
playing a game involving smoothed circolar rocks and
and small square of black fabrc, One boy threw down
three rocks, two of them landing on the fabric. He looked
ewver at his friend and smiled.

“¥a know, when [ grow up | wans take care of Lord
Harland’s horses like my ‘pa.”

The other boy, his clothes not guire as nice and his
hair mated and dirty, glanced up. “1 suppese Ul just be a
farmer like my dad, bur at least I'll be ablé to come o
the markerplace allor, T like it here,”

Boch hn]rx fell quict for a while, Intenr on their ZAMNE,
Nearby a young man, barely past being called a boy
himself, walleed h}' c.ani'ling the artenton of both children.,

A LR
—

A roughly woven cloak billowed our behind this siranges
At s waist hung a large broadsword, is sheath as barteral
as the leather breastplare he wore, but both glearmed watl
il and were obviously well cared for.
Bath boys stared at the stranger in'silence, then o _
spoke again. “ I think I wanr 10 be a swordsman when
oW L.
e roo,”
The srranger looked down at the two boys as he passs
by. With a wide grin, he nodded ar the two and theg
murned in towards the crowd and disappeared.

What is a Roleplaying Game?

A Raleplaying Game, RPG for shor, 15 a system ol
res thar define the way a player may interact with an
irn:lgin:tr_'r warld. Rl‘]]t‘]‘rlﬂ}-‘iﬂg 15 n-r,n-[h'mg more than rhe
arr of pretending. though some refer to i as acting, Gamg
such as this one allow the player o experience scenarios)
morality, and expeniences otherwise unavailable. Like al
games, roleplaying 18 meant 1o be fun, and accomplishes
this with the stimulation of the mmagmaton m the
company of friends through the use of straresy and
storyiclling,

In this game, the storytellerand guide, referred roag
the Seneschal, wses the mules conramed here-in to crear
an meersctive story-line for the players’ characters )
explore. The Seneschal verbally puinis a picture of
world in which the characrers are immersed, and creares
EVETIS 10 -rh-.1||a_-ngr thic p]-.:l}rm' WIS, g [ing cheill. pmi;ﬂ], o
and luck. While the plaver conrrols 2 characrer’s actions!
the accomplishment of these acdons is lefr vo fare. Lia
use dice to attempe to successhully achieve a characien
physical actions, but must rely on their brains to solvd

= ol a '
il ki | I
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mysterics and their wits to avoid dangerous situations.
The poine? To have fiin, Roleplaying is like reading an
unpredictable book, where you are wriring the story, bur
have no idea what will occur nexe. Unlike video games,
RPGs force you o interact with sctual people! People
who are unpredictable, often hilarious, and a hopefully a
lor more Interesting than a glowing hox.

Like all games and many RPGs. The Riddle of Steel
involves dements of chance, skill. and srategy—dhe three
are, in fact, tightly related. Chance is represented by the
s L:-]_-j:l_u._'q;i:;'[] dice (disoussed below) while sEratepy i= found
in o anel wben you use those dice. Skill is learned over
time, a5 not only the character, bur the player also
improves. To start the game you will need o acquire
pencils, paper, a copy of this book, and dice.

S .
i

Book One: In the Beginning 5

A Y .

Whart kind of RPG is The Riddle of
Steel?

The Riddle of Steel involves elements of fanrasy
familiar to most gamers—magic, swordplay, intripue, war,
and adventure. What makes the game special—and
unusual-—is its approach o these “rraditional” clements.
Roleplaying games have abways seemed w0 seek some form
af balance in play, found in chamcters with “lesels.”
“classes,” and exeremely limited choices in sorcery and
combart. Things are different here, Magic is deadly and
powerful—even the weakest sorcerer is a lethal threar.
Swordplay is fast, dynamic, and ends in blood—choose
vour battles wisely, The world thar The Riddle of Steel
brings you to is more real, more dangerous, and more
exciting. than perhaps what you'll find in any other
RPCar least wed like to think so. You'll have to play it
o be sure.

Players take on the roles of people. These people, so
their players hope, may one day become heroes, legends,
kings, or will discover the answer to the Riddle of Srecl.
They may not be famous yet, but they are already mighty
powerful, dangerous, crafty, or walented. They are nor
“average” at all. Player characters are, by definition,
exceptional people in a very real, very harsh world. Not
one of mythical deserts and castle-laden clouds, or orcs
and dragons around every corner, but one of greedy men
secking power, hungry villagers after food and ransom,
wandering swordsmen with an eve on conflicr, death,
and the Riddle, and millions of orher people jusr trying
to see tomorrow. T his is 2 game abour personal conflict,
moral dilemma, the breviry of lite, and the search for
ANSWEES.

Now the only question is, how—and where—do we

hrgin...

Basic Rules and Game Mechanics

I. Dice

The Ridedle of Sreel uses vwo kinds of dice to resolve
situations where chance s involved: several ten sided dice
{(referred 1o as 1d, 24, 3d, or 1410, 2410, etc.), and one
six-sided die {1 dé or d6). Any time a reference is made to
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“dice” wicthour STating a6 or &1, assume the reference
applies to d10's. Most players will need one diand 10 or
more d10% (d10%s may be purchased at any gaming store
and most comic stores). We also recommend that at least
one of those dice be red and another white, and that each
player have a small bowl or two to keep his own dice in
on the gaming table.

II. The Major Rolls and Tests (Rolling
Dice)

Five different kinds of rolls are made during the course
of play, most of which are very similar,

I Asirsbuie ¥y are made by rolling a number of dice
against a Largee Mumiber (TN based on the difficulty
of the task at hand. The TNs for Ateribute Tests are
ser by the Seneschal, based on standard TN in Tble
1.1 Targer Numbers range from 2 (toolproaf) o 12
(very difficult) or higher (ncarly impossible). Every
individual die thar equals or bears thar TN is kepras
a success; the rest are chrown away Targer Numbers
over 10 may be achieved by re-rofling any roll of 10
and adding it to the orginal wll. This process is called
Stacking; any given die may continue 1o Stack so
long as a 10 is rolled each time. Usually only one
sticoess 15 necessary for an action to be successful,
though some may require more. Likewise, the
quantity of successes indicares an acrion’s degree of
success: one is just enough, while four or five are

nearly Hawless (see

2 lable 1.2).

TABLE 1.1: ;

TARGET NUMBERS . Oecasionally
circumstances make

2 Fealproal EXCCUTINE A given task
4 Eﬁ'."'_ casier oOr more
6 m“ge'l difficale chan it
& Ehﬂ}lﬁ@'ﬂﬁ would normally be
{g Eﬁlﬂ&ﬁml{ on its own. Penaloes
14 hma.zmp. ot E‘l-:.l::m:::-e- 10 your
16 TR ."Il.[lr.lhl.l.E'i.'-S may be
) Nearly Impossiblc a_r_rpllc_:d in :an.:.r_ such
3 The Lnkehovabils SITUATION, Feducing or
increasing the

IF FarL ] = avatlable number
b UPF:ECCESS ui']]rjicr o be
e 4

# Mapin Rearelt
of Saceesr Camteron, & young
ke e i:n:l'éfm:.{r :rﬁi:.

5 RSt Tes

(Thes) Resulr Vanes ﬂ']':l'fj.ﬁ'."ifﬂl anly tre
g:; rﬂﬁim .&:-:Jrl from his ouwn
R"mm o ip:a_ﬂ: _;.g.l.r.l.'.l.‘ﬁ:il .Iru::rr.-:lr. As .;fc‘-
Fos F-!qlﬂ'!i? i flees from _ the
Five Fl:rl.:.rh'-.ﬁ:é dungeon (with &

maiden pver his
shoseleder!) the waills!
begin to collapse around him. Hoping to avord being eruibed
&y i falling slab of rock and debris, Cameron leaps through
the dunpeon entrance. The Seneschal calls for a Tese of Agility
and assigny Cameron a TN of 9 (he considers this 1o be
fairly challenging, ac the rock ix falling presty fast),
Additionally the Seneschal notes, Cameron bar & girl T
Hris shonlder. Because Cameron is rather stronyg {ane his i
smarden 1 ravher thin) the Seneschal only imposes a —1 die
peralty o Camereny Agilive. Camerony player now rolls
Agrlity (in this case 4 dice, 5— 1, for the penaley). He rolls
4 6, 7, 9. _one suecess! He narrowly escapes tve falling
dungeon walle. Had Cameron mot been carrying bis dearest
ove fe world bave had 5 dice, not4, o rofl

2 Skl Teser are a specialized kind of Atribure Test. Skill
checks are made by rolling an appropriare Arcribure
Test againse the Skill Rating (SR} of thar skill. The
Skill Raring thus acrs as a Targer Number. Lower SRe
are berter than higher, as they allow more possible
successes. See Table 1.3 tor a genenc listing of Skill
Rarings.

As with Ateribute Tests, die modifiees may be
applied to any roll should the task ar hand be easier
or more difficult than “average.”

3. Proficiency Téits, or rests made from a Pood, are made
by ml]ing any number of dice from the uppmprialﬂ
Pool (Combar Pool, Missile Pool, or Sorcery Pool)
against Target Numbers based on the difficulry of
using the weapon or magic at hand. Sample Targer



TABLE 1.3: SKILL RATINGS

‘Master: well known and sought after
Adept; 2 skalled and respected veteran
Proficient; a trained professional

Some Training; a good heginner
Beginners: most students; some defaults
Defwalt for uptrained characrers

mE e

Mumbers will be found in Book Three: Training
and Book Six: Sorcery.

4 Contested Rolls (" Contests of "] are made
whenever two characters or forces are compering for
precedence. Examples include trying o defend
vourself from an ateacker, sneaking pase a guard (or
listening for such), and arm wrestling. Any af the
abowe tests may be contested againse any other: one
player might roll a Skill Test while the second mighe
roll an Aseribuze Test in opposition. In such instances
both parties roll against their own Targer Numbers
2 (etermined by the individual circumstances of their
given Test, Successes are then tallied up; he with the
mosT successes is the winner—the other is the loser.
The losers successes are taken away from the winners,
leaving the winner's Margin of Success as an indication
af how well he did. An example is provided below:

Mk, o Siehe :-.:ngi-:hlll‘ﬁ'.!'ernu-; i trymg to srcak past & voyal
guard on duty. The Semeschal asks Mk to nucke o contested
Steaich roll {2 Skill Test) agaimse the Guards Perception
(PER). Mik rofls & dice—dis Agility (AGl—agatnst bis
Neill Rating of 6 (Miks done this sort of thing before). He
wile 2.2 7 8 6 and O (Feror are r.r.l"w.rz_rs read ar T05):
foner succesies! The Seneschal simdtansonsly volls the Criared s
Perception (PER) —an Attribuiee Tese— 4 dice against a
TN af 7 (average difficrlty, determined by the environmens
thar t.f?egm.:f o5 listening in). The Crsard gets 2, 3, 9. ard
- trom successes. Sa Mk wins by rwe (@ contfortabile margin)
awd sreaks on by the guard,

Ties may be resolved in a number of ways—ithe derails
are left open, 5o as to leave the Seneschal as much
freedom of interpretation as possible. Ties may be

re-rolled or resolved by a new test of W ag a TH set
b}- the Seneschal. Some rests (such as auar_'lc.i:ng and
defending in combat) have predetermined results tor
rics as well.

5. Extended rolls can be any of the four types listed
above, These rolls are made when attempting o
produce some kind of final product {such as making
a sword or researching a spell) or o complere some
lengrhy task (such as climbing a tall cliff-face). Each
Exrended Roll has a number of successes thar musr
be mee over ehe conrse of any sumber of rolle. Cienerally
each roll represents the passage of some length of
time. Such rolls may take as long as dme allows or
unnl 2 Fumble is rolled, after which the rolls must
srart over from scratch.

Mik i weaving a basket for bis friend and traveling
companion Geralt, As a bagket is a simple item the Seneschal
regueires Mk player to roll an Extendee Skill Test of ACS
f_.};-i_lﬁ Skill (tn Mkt case, 9} wneid be ety A4 iceesmes, b
Seneschal alo informs Miks player that each roll represents
tie assape ﬂ_'jl'".'mf Bour Mk ralls Bis A (6) Hgﬂ'ﬂﬂ his
Crafe SEill (SR ), aned gers T suceess.. e volls again: ne
suceerses! And agarn: 1 swccess. . and again: 2 successes! Afver
d howrs Mk assembles the basker. The Semeschal may now
call for him to roll again to awsess the beauty of the new
batskeer (PerfCraft Skell), bt thars another story!

6. Hir Locatton rolls are made by rolling ane (just one!)
d6 and referring to the appropriare rables (see Book
Four: The Codex of Barde).

7. Fumbling

Somerimes Lests don't Just fail, ﬂld:;r"t'r -.:a}mpla:n.‘-lj.-'
borched. This 15 called |J-ulr_'[iii:|g 0or liunbling,ill1d happms

Warmrm Roarre awr Trere
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any time you fail a roll and have two or more “1%5"
showing on any die, The Seneschal will generally devermine
whart the eftect of any given fumbled roll is, though some
siruarions, like combar, have pre-figured results. The anly
real euideline for fumbles is that they should be were

than a regular Falure.

Azl grer Sivele Seehe _f.;‘.i.,-*.l.'.ﬂ'.', i n}'fﬂg E COMPIRCE & TETOha it
that he didn’t steal anything. The Semeschal avks Miks player
to rall Ter r:f Socl TH B Mk ralls 4 dice—Nic Sor
Attribrte—and peis 1, 1, 6, 7. .. ne suceess and two 15—
i fumblel The merchant is going to react very poarly
indeed. ..

IV. Attributes Described

Fach character in The Riddle af Steel possesses a
number of Attrifanes. Arribuees represent basic narural
and developed traits or aspects of your characrer, such as
how strong he 5, how well he gers along with other
people, and what drives him o live and die. These
impu:n;mr rrairs ate divided into four FrOups: Tem pur..l].
Mental, Spirinal, and Derived.

1. Temporal

Temporal Arrribures deal with the tangible, physical
realm. An average human's ability is ranked ar 4, while
10 s the maxdimum degree attainable,

Strength (5T is a measure of physical power and braws,
and has a grear influence on damage dealt in combat,
as well as some physical fears.

Agiliey (AL) is 2 measure of nimbleness, dexterity, speed,
and hand-eye coordination. Agility is a key clement
irn all physically acoive characters such as wamors,
thieves, and some entertainers.

Tonghmess (T is a measure of physical grit and hardiness.
A high Toughness protecis characters from bodily

['I.I.!']Tl-

Enelurance (EN) is a measure of general “fitness,” and
plays a large roll in any long-rerm physical activiey.
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Flealth (HT') is 2 measure of ones immune system 208

healing capabilities.

2. Menral

Mental Areribures deal wich the mind and thoughl
processes. An average humans abiliry 15 ranked art 4, whil
10 is the maximum degroe awainable.

Wil Porwer (W) is 2 measure of mental endurance 1
derermination. This extremely uscful virmue ofte
means the difference in tght spors. This kind o
personal determination and gric is best found i

hardened soldicrs and those fercely dedicated o dig

CRALTAES,




Wi (Wic) is 2 measure of mental reflex and sharpness,
best exhibited in comedians and fencers. This trait is
kev element for both good hghters and those that
el in the curthroar intrigue of Weyrth’s royal coures
and palaces.

Mental Aptivuede (MA) is a measure of how quickly one
leareis and how much they retain, exemplified by
scholirs, know-it-alls, and the finest pupils. This i
mota measure of intellipence or cleverness—rchats up
to the playes, not the characrer sheer! This aie has a
great effect on skill advancement, This Artribure is
cspecially important for Skill-based characrers such

as pourtiers, thieves, and academics.

Sactal (Soc) isa measure of how charismatic, empatheric,
aned culturally adepe your characrer 1. This is a crucial
abilicy for envertainers, courtiers, leaders, wheelers,
and dealers.

Errrrp.f:'m {Per} is 2 measure of alermess and awareness to
ones surroundings. T his aoribure can warn your group
ol an impending ambush or a nighetime attacker, or
help you find the keys o the kings secret passage_..
Woodsmen and rogues ate often noted for their keen
senses and Perceprion.,

3. Spiritual
Spiritual Azcribures differ from orther auributes in
many ways: There are no averages. These traies fluctuare
often during a characrers lifetime. Unlike other Anmibaies,
Tests with Spiritual Traits are highly uncommon; mather
each trat 16 used in a shightly different manper, as oudined
below. The Spiritual Arributes are also important because
of the role they take in vour character’s life and
progression—bicyond the advantages sach presenis below,
|:||:|mu from your Spiricual Arcributes may be SpEnt 1o
improve vour character over time (this is discussed furher
i Book Fiver The Laws of Nature). Unless modified
by nationality or other areumstances, Spantual Atribures
cannot be raised above 5.
Lastly, cach Spirirual Arcribute must be individually

Book One: In the Beginning 9

chosen and defined for each character, resulting in a unique
combinarion of beliefs, values, and motivations in
everyone. 1he cxceprions are Luck and Conscience, which
need not be defined {although defining what kind of luck
Fou have or what the cause of vour Concience is should
be discussed). See Book Two: The Birth of a Legend?
and Book Three: Training for more on chnnﬁ]ng and
using Spiritual Avribures.

(anscience refers to one’s desire to do the “right thing,”
be it compassion, heroism, or any one of a thousand
manifestations of “righrand wrong.” It is 2 common
quality of determined men; heroes, small ralking
crickers, and others that strugzle with the difference
berween good and evil. Thrs attrifmte represents dice
that may be added to any roll that supports your
chardcter in doing what be should tastead of udhat mih
be more fun, more profitable, les dangerows, or fust

PTG TROTE ST,

Destény signifies a higher calling—perhaps to become king
by your ¢wn hand, or to bring down a great empire,
or cven just to be killed by a man “not of woman

Whatever it is, chances are the destined

character is aware of his Destiny, but may be denying

it. [)r:-;tin:.-‘ Creates xpﬂ{;iﬂ] characiers wirth an added
depth, but difheult to play. Most great hisorical and
prophesied religious figures, Shakespeare’s King

MacBeth, and most all of Arthurs Round Table are

examples of people with a special Destiny. Any time

@R TRIPOTLINE CUCRT IN the chararters .-:il':_“ﬂ.f.r.!_].' COMmer e

a head, these dice muzy be diveted wp and added to

avy raember rolls, vefreshing every rownd, as long as the

Sevesehal says wo. Theve events showld be rave, important,

hl'_'l'l'l'.l .“

ard short-lived (unless the event is the grand climax of

the Destiny).

Drrive defines an extra level of determination and a
powertul sense of purpose. Someone with Drive has
a worthy cause that they would die for {and probably
will). Examples include the zeal of freedom hghrers
and parrioes like William Wallace, or those that serve
great and noble canses or ideals at grear personal cost.
These dice may be added to any rolls that defend or

ATTRIBUTES DESCRIBED
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frerther the character’s cause, & ofter 45 i Semescinal

deers it appropriaie

it reFlects the bond beoween man and I'_‘I:.'ll._‘_r Belief is

an important issue in Weyrth, for a man without
beliels 18 not a man. Any character may posses 2 degree
of Faith—even atheists, if they hold strongly vo their
atheism, These dive may be wwed 3n one af frwo wayi:
(1) they may be added o any roll that sigmiftcantly
_lir.:l'f.rll!?r".?']' @ .ra'::.'?r;.-:i!' r the :'-*r‘ff't_',":_ .'r Gtk or el -':g JOTT ?-':-'I:J-"Ik'rll.
ar (2} they mety e added o any roll thae defends or
protects the trily faithful (Seneschaly dicretion).

Laick s 4 reflection of fate’s rendency 1o smile on you,

Arronws narcowly miss, archenemies leave their grants
ra “Finish the job.” and the cute barmaid across the

room notices you nstead of your manlier traveling

Passton entails a specific love, have, or loyalty—woa s

COmparion. Fhese dice muay e added to any af voul
rolfs—all ar ance or bit by bit—during e course aff
Harie EE{ETORT, ll:-"'.':.lr'rj sisred .'.'I,:‘- r.I'_.lr_F;."fr' Fone el ned
session, although genevons Seneichals may allow re i
during longer sesstons. A pornt may be spent permuan
£0 &fford an (1SNt gecceis L @ity matter starmaily o
of your hands—iike a bay cart at the bortom of
castle tawer you fust fell out of (ne matter what
NG

person o enrity—that occupies your charace
thoughts and actions constantly. This craic adds 1§
and vibrance to your characters, and is perhaps
maost fun o play. Good examples include Lanc
and his loyalty to King Arthur (larer overcome by

love—and competing Passion—For Chuee




Guencvere), Romeo and Julier, or the Counr of
Monze Cristo (who spent a good parr of his lif=
secking revenge on his best friend who had homibly
betrayed him). Thiis seeribnete represens dice wibvich may

be added to any ol thar direcely affeces the object of

Pagiions, ssech as lilling your hated enemy, rescuing your
degrert love, or rzr.e_'ll'}n.-:i’f.rzg the s .:;-f: your ford and
kimg. These dice may be wsed as many tines per gave
as the Senevhoal deems appropriate.

An example of a Spiritual Averibure in use;

Camerpr, the Yeung Stahlniih Fi'.ru;:__r.lf.l! ﬁﬂm am garli=r
rx.sr.n:i':r;-f.r, loves the maiden that hes Irying to rr'.fmrﬁﬁ-m
the collapsing dungeon. When the Sereschal asks
Camerans player to roll o Test of Agility. Cameron
rEqets that fis Passion :._r,lr.i faarﬂ'::,l'?rd' &t a'.'c-lz-'r_,l"-}r .{ri-rﬁ:r'r
maident be added to the voll. The Seneschal granes his
reguest, and Cameron now rolls 7 dice (his originad 4
r.pu.lE;:r _:Tﬁam his Pacrion). He rolls againsta TN .:::,l‘"_}. a5 5T
by the Seneschal in the previows example: 4, 6, 7.7, 9,

0. anad 10.. . three suceesies this el

4. Derived Attributes

Deerived Areribures, as their name suggests, come
from 4 combinarion of ather Arrribures. These rrairs

arc used primarily in special situarions, such as
combar and sorcery

Reflex is a combination of Agilicy and Wir, and
determines how guickly a characier may
physically react to external stimulus. Average
Reflex is 4.

Afm, extracted from F:rc:prinn and ﬂgili[}-',
gquantify one’s natural abilicy to hicara rger over
distances.

Knockdewn 15 2 measure of how solid and balanced
one remains afrer raking a blow. Average
KEnockdown 15 4.

Krnockout 15 2 measure of how hard 1015 1o knock a
character unconscious, based on Toughness and
Will Power. Average Knockout is 6.

Maoveis 2 measure of how much distance—in :,.-ards—
one can cover on foor in approximarely 1 or 2
seconds (one combar round). Average Maove is 6.

A special set of Derived Artribures for
Sorcerers is addressed in Book Six: Sercery

ATTRIBUTES DESCRIBED






Ram FOURED THROGH THE GAPING HOLE in the stone
moof, wetting the unconscious rmans face. Jequies slowty
bewan 1o stir. With a groan he rolled onto his side and
wried 1o push himself to his feet. He made it 1o his keees
hefore he collapsed apain, He looked around from his
prestrate position, trying hard to focus hiseyes on
something familiar.

In the corner lay a man with exremely long
fingemails desperarcly in need of a beard rimming a nd a
haiteur. The mian seemed vaguely familiar, bur didn’t
quite look righ.

Jequies shook his head and raised himself again to his
knices. He noticed that the rest of the room was dry, so he
dramed himsell our of the rain. He looked up and saw
that the seone of the roof directly over where he had been
Iying was charred and jagged around the hole as if recently
struck and sharrered.

The man in the corner stirred. Jequies g_rﬂ':h-:d at the
|:|,rg-: oak rable behind him for sappor and stood. Near
the door he saw his broad brimmed hat hanging ona
hood ahove his rapier, propped againse the wall. He
stageered over 1o the door, pulled on his hat and strapped
his swoed back on.

He rurned 1o survey the room once more and gawled
directly inro the eyes of the man with the fingernails, now
wrapped in his deep black doak. Jaquies reached for his
sword, but the man lashed our with his hand. The cuton
Jaquies's left forearm was roo clean and too deep for
fingernails. The man held a dagges, cenched awkwardly in
an inhibited right hand.

Jaquies leapr to his right, tumed and drew his rapier.
Unlya shadow of the man remained. jaquies hesitated as
the shadow lunged forward, then lashed across his body in

ook Two: The Birth

of a Legend?

a defensive parry. Steel stmacked into flesh. A dagger
clattered o the stone Aoor as the shadow spun off and
ducked behind the large oak table.

Jaquics pressed his left anm agginst his right sleeve to
stop his cozing wound. His years of taining in the
Geluroise army were finally paying off. “Wizard,” he
velled, “What business have you with me?”

No answer,

Jaquies showly circled back around the room, placing
the colurmmn of rain berween him and where he last sow the
belligerent shadow. As he approached the door he focused
incently on the spot just behind the rable where the
shadow seemed just a lictle deeper than it should be. 1fbe
could just take the mage alive, he might find the secret o
the Riddle.

The shadow flinched. Jaguics Rumbled with the larch
behind him with his injured hand, all the while keeping
his eves locked on his opponent. The shadow grew. 1 he
darkness lessened, and a misty, over-grown face appeared
near the ceiling.

“It is 2 shame Jaquies,” the wirard hissed. “Your future
could hold the power to overthrow the Emperor.
Undormunate thar T must now alter your destiny,”

The shadow advanced. Jaquies waited, warching for
the moment the rain hit the weeasd [rom above,

“1 seel no power,” Jagquiss called back, “Just the
answer to the Riddle.”

“Fool,” the wizard scoffed, “You are not worthy of the
Riddle.”

Juast then the shadowy illusion melted under the rain.
Jaquies lunged toward the now distinet form of the
wizard, thrasting fiercely with his sword. ...
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I. Character Concept
Deecide whe and whar you wanr to play. This first
decision will be the most important you make throughout
all af the characrer creation process. Formulate a concepr,
personality, belief system, and background for vour hero-
in-the-making. As you do so, consult heavily with the
Seneschal and any other players thar will be joining your
group or party. Decide on relationships between the
characters before you stare creating them, as The Riddie
af Steel is a deadly game in 2 deadly world—your
characters will be mortal, though your obstacles may o
be. A unified and complementary group spells life or death
lor each of your characters in the game, and how much
tun you have as a player.
A hero's concept and background are rightly relared.
Some examples are presenred below. Choose from the
concepts and backgrounds below, or create your own.

1. Concepts
A character concept is something berween a personal
mission statement and an occuparion.

Academics devorte their lives 1o learning and study,
whether doing research in the feld orin a UIIversity.

Bladesifngers are wandering swordsmen and fighrers,
secking answers to all the mysteries of life and to the
elusive Riddle of Steel. They o0 wherever instinct leads
them, always looking to improve their skill, defear a new
Opponent, or escape the innumerable enemies char their
previous rravels have brought them.

Bogury Hunters track down Fagitives and ocher
wanted persons, dead or alive.

Brigands, robbers, and bandits steal wich the strong-

arm. Most are former soldiers or mercenaries o
piecemeal weapons and armor whe terrorize thes
countics they grew up in.

Chotent Oner are oracles and visionaries, const
recesving insight to the past, present, and furre f
gods or spiris. Some are the real thing, some are
(but which ones?). The most powerful of oracles -'i
prophets and religious revolutionaries, _

Commoners include peasanrs, farmers, and b
Many such folk leave their homesteads early in lif
search of something berter, '

Crusaders seek to further the causes of their
and gods. Some roam rthe land in armies, striking do
the heathen, others fulfill the roll of monk and de
of the faich. i

Diruiels are “heathen” priests {and often sorcers
secking t protec the Fey from the world, and the wg

from the Fey. Druids are always highly revered amon
their believers, who benefit from druidic b[:.'a':ingf'
herbal remedies.

Duelusts seek personal combar wherever they can fi
it, acting as champions in trials-by-combar and dayvlig
assassing for those thar can pay it

Enterratners travel from city 1o city, lord 1o lord, i
to inn searching for a paying audience. The desire mog
new places, learn new songs and srories, and fles
offended lords keeps them moving.

Crampiers and con-men live for the thrill {and p4
off) of living with risk. Most rely on wits and deceprig
to get ahead in the world. By nature they are forced}
constantly mavel—angry men and marshals in row—
search of the next sucker.

Knighnts-errant are those armored sword-car
members of the higher classes that have Jeft behind 3
of comfort and wealth to serve their goals, their g ™
their people, or o seek out honor, fame, orenlightenmen

Friests, Monks, Nuns, and other people “of the clof§
spread their faith amongst the people, acring as leadd
and advisors to king and peasant hoth,

Roaawardens and Marshals are the long-arm of
law; patrolling borders and keeping the peace. They ma
be called upon o quell 2 minor rebellion, or hunt dow
4 notorios criminal.

Scorets and wwodsmen are most at home in the
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spaces of narure. They may be pionecrs, glidtﬁ. freelance

explorers, soldiers, or fuginves.

Soldsers and mercenares fight in armies for pay, and
may be driven by a desire for wealth, rravel, fame, or
bloodshed.

Street Theeves, serchins and fwrglars live by thefr and
wits, srealing from anyone and everyone inan atempt to
ehe our an existence. Most are small-time, but all are
searching for that “big score” thar will allow them to retire
for pond.

This list is by no means complete—if you donT see
one you like, or want to combine a few, then make up
vour own! Once you've developed a concepe for your
new hero, take a quii:]:. meanent 1o

I_'iguw aut his past, and how he
became who he is. Write these
rhings down in the "Concept”
and “Background” spaces on

your Characrer Sheer.

2. Philosophies
Everyone
different approach two
life.
aggressive, others
passive. Some belicve
that' the strong
should defend the

weak: others chat

has a

Some are

the strong should
rule them. Your
characrer’s
personal
philosophy, when
combined with
his concept and
background
{5,.2 history, will
largely determine
what kind of
expericnce you
have as a player in

Book Two: The Birth of a Legend? 15
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The Riddle of Steel. Your hero’s philosophy will be the
most rewarding if 1t is one that vou have created on your
own. Nonetheless a shor list of sample philosophies i

provided.

“Kall them all, ler the gods sort them our.”

“All for one and one for all.”

*Turn the other cheek, do guhﬂ unto rhose that harm
your., "

“Life is a journey. Wherever you go, there you are.”

“If you don’t warch your own back and look our far
your own interests, who will?”

“The gods gave us strength and ability thar we might
serve and prorec.”

“Ear, drink. and be merry, for tomorrow we die.”

“All things are in the hands of the gods.”

“All things are in my own hands.”

“He that knows he knows nothing knows much.”
“One should never give up until the end.”

“Let no man make laws for me.”™

*We must build erder out of chaos.”

“Stand and fight.”

“Run and live tomorrow,”

“Honor is the gift man gives o himself”

“Rule your own destiny. Gain wisdom [rom talure.”
“Dro whar you love, love what you do.”

“Memorics are permanent.”

Proverh books and other sources of pithy sayings ate
a good seart for developing your characters own approach
to life. Be ereative—if you are an old-time gamer look
for something thar you haven't tried before, If vou are
new to roleplaving choose a philosophy thar you will
enjoy acting-out. Lastly, be sure thar your philosophy
gels well with those of the other players in your group.

II. Priorities, Priorities. ..

Your new hero, as great as he or she is, can't do
evervthing. . .ar least not yet! Using vour characrers concept
and personal philosophy as a guideline, arrange the
following categories into priorities A-F (A being the
highest priority, F the lowest, least important aspect of
your character). The caregories are Rier and Sercery, Social

PHILOSOPHIES
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Clay, Atersbuzes, Skills, Proficiencies, and Giffs and Flaws.
Each of these categories, and the resules of placing them
In various priorities, is explained in detail below.
Following these explanations, Table 2.1 provides a
SUITMTIATY.

1. Race

There are a multtude of races and nationaliries
inhabiting the face of Weyrth. Most characrers are
humans, broughr up in any one of many unique narions
and cultures. [fyou plan on playing a non-surcerer human
character (which we very strongly recommend-—especially
for your first character in The Riddle of Steel) simply put
“Race” into Priority F {the lowest priority). Record
“human” on your Character Sheet nexr ro “Race.” Then
cheose a nanonality that fies your concept, background,
and philosophy (remember 1o talk your nationality over
with vour other players and the Seneschal) from Book
Seven: The World of Weyrth.

Players thiae wish to play one of the “Gifted,” 2 human
with magical ralent, must place Race into Priority “B.”
The Gifred are few and far between.

Even rarer than the Gifted are the Siche: Elves and
the Fey, dwarves, fasries, sprites, troll-spawn, etc. Players
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may choose to play one of these mysterious races w
permission from the Seneschal. Detailed informari
abous PJ-I}'irLg,Ei-thl:, the Fey, and Halflings can be foug
in Book Scven.

The Fey, the oldest and noblest of the Siche elves. 8
an ancient, enchanted, and secretive people. Few menh
scen them, and fewer still have survived the experient
They avoid contact with mankind preferring their W
ethereal coures, palaces, and groves. Many people doal
their existence—others believe in them the same as th
believe in any other supersation. Being immortal (a
natural death), they are calm and refaxed. and never hum
except in the greatest need. They are slow learners
long memories, for their ability to learn is curbed by the
greart hife span and overy calm approach to all. Physica
they are tall and somber looking. though they have smil
like sparkling pools. They find sleep unnecessary (g
perhaps impossible?), and prefer ro sitand think dus
rest periods, The Fey derive their name from their
word for "magic.” Each and every one of these elves
gifted with the ability to form sorcery.

Players wishing 1o run Fey characters must place Ra
into Priority A.

The Seelie and Unseelie are the smaller, mof
woublesome vatiety of the Siche. Such frequently serd
the Fey as subjeces, being weaker and not always abled
wicld magic They vary widely in color, sh:r.p:, ST
behavior...no two are really alike. The Seelie a8
mischievous, though not necessarily cruel. Sprite
dwarves, and most facries are commonly knowt
examples. The Unseelic are wicked creatures, causing pas
suffering, and other troubles, Gobling, rrolls, black efve
and blacker dwarves are all named amaongst the Unseeli
Borth kinds are commonly blamed for last keys, missin
children, and other mischief of all proportions; they
very often guiley.

Rock Drwarfs, a specific group of Siche (provided i
example), hide far sway in their own deep caver
amongst their own people. They know almof
nothing of the ourside world, which believes in theg
as it believes in legends, They are sruff and given

; ._.__,,_, B ,’
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arguing, fighting, and sleeping, They are greedy and
wicked natured, and do things out of spite 1o
everpone; they love to complain. They mock laziness,
but hate to work long hours, opting to rest and work
all day withour any given nighteime, Drwarfs may be
either Seelie or Unseelie, according to disposition.

Players wishing to play minor Siche characters {Seelie
ot Uniseelie) should determine whar exactly their particular
efor faerie looks like before going further. Seclie characrers
who cast spells and weave enchantments require Race to
be placed in Prioriny A. Others, such as dwarves and most
trolls and goblins whe cannot use sorcery require only
Frioricy B.

Halffings provide an alternarive to playing humans
or Siehe. A halfling is the child of one human parent,
and one Siche parent (they are nos three-foor-tall-hairy-
feoted Farmers thar live in holes). They are even rarer

Book Two: The Birth of a Legmdl’ 17
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than the mighty Fey. Some are magical, others are not.
Those gifted with sorcery must be placed into Priority
B; those without take Prignne (.

Mgl {:_f‘".ﬁj'"mm{' are the result of atragic love
affair, nsually beeween a human man and an elf
maid. They inherit many of their mother’s strengths,
bur also cursed with weakness not found in cither
parent. They are sharp learners, strong-willed, and
beaurnful, bur che Elvish desire for evenness and calm
results in 2 slow wit and low conseitution. They are
often raised amongst the elves fora season, then enrer
the world of men a5 case-ours. Many hold prominene
positions in folk tales and legends.

Man-clves of lesser Siehe stock are another story
entirely. They are often comical in appearance {some
are blue), small {sometimes mistaken for dwarfs),
still given to tricks, and make good thieves and
urchins. They make fine companions {alshough
they'll often be more trouble than chey are worth),
and are loyal friends. As to where they come
from...it happens!

COtther ruces may be created with the Senechal’ permtsion

and gudance.

Whatever race or nationality you choose, refer o
Book Seven: The World of Weyrth for a detailed
description of cultures and statistical modifiers (such as
Artribure bonuses).

2. Social Class

The peoples of Weyrth divide themselves into
numerous social classes. These benchmarks of
sociocconomic status hold an immense deal of
impaoreance. Besides determining wealth and possession,
one’s social class determines legal rights and privileges.
All following descriprions refer to human soceties. I
your character isnt human note that both the Fey and
the Siehe judge social sranding differently than men. For
them this caregory covers only worldly wealth.

Social CLAss
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Lordy, or landed nobility {Priority A) possess a sizable
manor, a monthly income of 3d10 x 10 Imperial Golden
atandard from lands, wes, and orher sources, in addirion
1o a starting wealth of 250 Golden Sandard. You are
assumed 1o have abour 10 immediate servants, several
hundred serfs, and a small garrison {1d 1 + 2 soldiers).
This income requires ar least a few weeks ar home every
year to maincain, and some decision making. Lirtle else
is required, though the local ruler is sure to be aware of
any Landed Nobiliry in his province, and may call upon
them. Lords possess all possible rights and privileges
offered by society:

e Geszory, o minor nobility (Prioricy B, own licdle
or no land (beginning characrers are assumed 1o be the
arrer). They instead receive income as soldiers, courtiers,
or freelances. Many become swordsmen and advenrurers,
secking their fortunes ar the tip of a blade. They begin
with 100 Golden Standard and no monchly income unless
employved (Seneschal’s
and Player’s
discretion). Average
monthly pay Ffor
bachelor knighes and
freelancesis 1d10x 10
Golden Standard,

whereas courricrs live

on gifts from their
superiors. The gentey
have the righe to bear
all arms and armars,
own land, and enforce
their lords ks, Their
names are prefaced
with “sir” or “lady.”

High Freemen
(Progrity )
merchants, clerks,

arc

well-to-do farmers
and artisans, soldiers,
and mercenarnies, Most
adventurers  and
wanderers come from

._.ﬁ&."-.:} 4 .I;ﬁ-t'ﬁ: :
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this class, as well as many clengymen and courtesans T
are sometimes educared in either a school or mill
academy, and may possess their own horse and weag

High Freemen begin with 50 Golden Srandard §
employment—if avarlable—for 4d10 Gold Standand)
month. Freemen may bear arms and wear non- e
armors (unless their lord dicrates orherwise], bur mag
own more land than their lord allows. '

Lo Freemen ('rionicy D} are the poorer cguvall
of High Freemen—they are indentured 1o no one
likely work for someonc. They may also be mere at
dﬂ'g}!. ot even soldiers and MErCe ey {prﬂh;hh in .'.._
or archers); many sailors and pirares come from this ol
They begin with 15 Golden Standard and 3 mon
wage of 1d6 Gold Standard (ar Seneschal discre
They may own weapons (if they can atford i), i
horse is usually out of their means, Thedr righes are ident
to those of High Freemen.

Peatsares or Serfi (Prionity E) may niot own weapd
legally in most lands (that means swords 2nd other f
weapons—no law abour staves or hows), though m
steal them and become bandits or brigands, In THITRER
need they may be called upon o fight a5 extras or infag
in their lord’s army, though this is rare. Most of 1 :
cannot afford anything but the clorhes on their back
perhaps a mule or other semi-valuable (1o them) ineg
They begin play with 5 Gelden Standard to spend]
well as 3 monthly wage of poor food o carand a o
roof aver their heads. Oince or twice a vear they can md
an addigonal 1d10 Silver Shillings at harvest time
seiling excess and stolen soods ar the marker. Peasans
livtle more than property, and may not leave cheir |y
land without his permission. In practice few lords w
actually pursue any char run off.

Lresoners and Slaves (Priority F) begin wich notli
other than the rarrered rags on cheir backs. In addini
thar they either spend their days in a dungeon or at
tabor. Living conditions are exrremely poor, and fi
CRproCrancy 15 very shor, Some slaves, such as trose
servants or concubines may have better—even excellent
conditions. Still being slaves, however, they should



nothing, bur have some privileges instead. See the
Seneschal with any questions on beginning with this social

lass or resouree level,

3. Attribures

Dierermining one’s beginning acrributes is a crucial
parof building a characrer. Each player is given a number
of points to distribure amongst the 10 Temporal and
Mental Auributes. This quantity of points is derermined
by Priority level. Priorty A affords 47 points: B 43; C,
30: [0 35 E 31; F 27. These points may be distributed
fmd?, with a few limitations and reserictions. First, all
players must nominate one of their arcributes as “high.”
Mo other attribute may be equal to or exceed the “high”
at this stage of characrer crearion. No amribuse may be
higher chan 7 or fower than 2 prior to racial and national
medifiers. The example of Character Creation, below,
provides well thought-cut aptiens for allocating points
w Temporal and '--L:ma] Arcribures.

Additionally many characrers’ atributes may be
affected by their race or nationality. All such modifiers
are found in the descriprion of the appropriare race or
natiopality in Book Seven: The World of Weyrth. There
wdifiers, while aptional for human characters, are an
abralute moust for Fey Siehe, and Halfling characters.

Now choose any fie of the six available Spiritual
Attributes (Conscience, Destiny, Drive, Faith, Luck,
Passion) and fill them in on the back of your characrer
sheer. The only Spiritual Areribuee that may be raken
twice is Passion, so long as the focus of ecach Passion is
different. Al ocher Spiritual Arcribures are limited to one
mstance cach. T hus Lancelor, :-'!}:‘ﬁ:m&w Arthsrian Knight,
huad Passion (Love of Guenevere) and Passion (Lapwalty ro
Arthur} in adelition to 3 other pascions (maybe Conscience,
Faith, @i Drive. .. ), Beginning Spiritual Attribure Points
are the same for each beginning character: 7 points to be
distributed amongse 5 aceributes. Though no more than
5 points may be placed in any ene area, the minimum is
zero; your hero could start play with a Passion of 5, a
Dirive of 2, and Faith, Destiny, and Luck ac 0.

When choosing Spirinual Arrributes don't forger to
specify each one thar you put points into {excepr for
Luck}. This may require you to choose a religion, invent

| g
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g e

a desriny, or outline some grand canse. Write your specific
Focus next to each Attribiste.

Derived Arrribures are calcolated from combinacions
of existing ateribures. These traits should be figured after
any changes (such as racial adjustmensis} arc made to
Temporal and Mental Attributes. All figures are rounded
down.

Reflex = (A + W02

= (A + Per}i2
Knockdown = {5T + AGN2
Knockour = TO + 12WPE
Move = (ST + AG + ENW2

" & & B

Sorcery also has s own ser of Derived Atributes
ifor the Gifred and the Fey), found in Book Six: Sorcery.

Record your Atribures in the appropriate columns
of your Characrer Shecr.

4. Shalls

Each new characrer begins play with two “5kill
Packers,” described fully in Book Three: Training. These
groups of skills should follow che precedent set forch by
concept, background, and ph]!nsnph}r—indtti the skills
in these packers are a product of a character’s history,
uphringing, and life experience.

Priority A allows for both beginming Skill Packers ro
begin at a Skill Rating {SK) of 6. Prioriry B srarts onc
packet ar G, the otherat 7. Prionicy C grants two packers
ar 7. Priority Dz vwo packets ar 8, and Prioricy E: two
packets at 9. Priority F is the exceprion, granting only
one packer at a paliry SR of 9. As stated in Book One. a
lower SR signifies grearer skill.

Once Pricrity has been assigned and Skill Packers have
been chosen, write each indvidual skill and apply any
individual SR adjustments (as outdined in Book Three).
Each characrer gains an addirional skill, language, or —1

ATTRIBUTES AND SKILLS
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TABLE2.1: PRIORITIZATION }
Privrity Race and Social : Shills Proficiencies Grifts and
Sorcery i |- (¢~ Vagarzes) Flaus
I Vayar g
Sorcery- i _—
Py ST Nobiliry 47 6/6 14 2 major gif
o 250
or
MNon-magical
Siche, Gifted | Landless e ]
B Human or | Nobility 43 6i7 9 e
Gifted 100
Halfling
3 High e
c Nnn-—m:.tglml b 39 17 6 | major ol
Halfling 1 minor i
50
| Low | minor gif
B Human Freeman 5 8/8 4 and Haw {0
15 none)
I i Peasant 31 9/9 5 1 major flaj
5 | minor g
Prizoner | .. 2
F Human ar Slave 27 9 0 m:,l'lm o
0 1 minor i .,

5K adjustment to any onc skill for each point in his
Meneal Apricude (MA)Y. A new hero with MA 5, for
::x:lt:ip|f. could have 5 additional skills {each one musr
be approved by the Seneschal), speak 5 languages other
than his native tongue, lower the SE of 5 individual sklis,
or take any combination thereof. New skills bought in
this way begin with the same SR as vour highest packet.
For a complete listing of skills, see Book Three: Training,

Write your skills, along with SRs and applicable
Artributes, in the “5kills” section of your Characer Sheer.

5. Proficiencies {and Vagaries)

Proficiencies refer to weapons training. Each
Proficiency covers one style of combat or weapon group.
Prioricy A grants T4 points that may be spread amongst
any number of Proficiencies so long as none exceeds 8.

L s o . R e e
& - r j’ ] ..lr § —:_l.
e -ﬂiﬁ -'Lﬁ R o L

= =

Troes

Priorities B-F limit maximum beginning Proficens
7 and allow the following quantities of pomn 5
distriburion: Prmnw B 96T} E X FA.
because seme weapons resemble others in use and | ,'
ability in one weapon may grant free poinis ina 1.__'
(allowing you to train “from defaults,” elaborated ug
in Book Thres).

The same rulesapply for the Nine Vaganes, deg
in Book Six: Sorcery. Prohciency poings may be pi
in any combination of Vagaries or Proficiencies, ass --‘
magical ability {as found in the Gifred and the Fey)

Chnce you have your Proficiencies (and Powers)
jor down any pertinent maneuvers or spells (fo o
Books Three and Six respectively), Write them dow
the “Proficiencies/Vagaries” and the “Maneuvers/Spd
portions of your Character Sheer. '

e i Y
-}' W, - Vo [y - :
. :'?:'. e R

-



jor gift

ot gift,
Haw
nor g1 fr
w lor
nc)

r faw,
or wift

jor faw,
ar 'I]ii"!"-'-

JCAENCY T
points for
e F . Also,
gand form,
in another
ated upon

Cderaiied
be placed
AT
e by ).

ers) ready,
{found in
pdovn in
ersl Spells”

6. Gifts and Flaws

These are special abiliries—aor problems

thar each
PETSON PRISSCSSES. These unique quitks come in wo
varieties: major and minor. When choosing Gifrs and
Flaws (see Book Three: Training) one major (ife or
Flaw & equal 10 two minor ones. Any Gifts or Flaws
chosen should reflecy the kind of characrer that you, the
plaver, wish 1o bring o life.

Prigrity A allows 2 major Gifis. Priory B: 1 major
Gift- C: 1 major gift, 1 minor flaw. I: 1 minor gift, 1
mi,nn:::r ‘H,]w |:|;_'I-r:_ at I,:-!,;t:\.'{'l,'.':\ L:-EII . N ':;51‘-:‘1 (aln [;l.ﬁw‘ﬁ a7
all]. E: 1 major flaw, T minor _gir':- F: | major faw, 1
minor Haw.

Write these down under “Gifts and Flaws™ on your
Characrer Sheet.

I1I. Other Details

Fill in any other spaces on vour Characrer Sheet, such
as Movement and Encumbrance {see Book Five: The
Laws of Marure) and any Equipment (see Book Seven:
The World of Weyrth) that your character owns (boughr
with moneys from his Social Class). Other useful items
include your hero’s appearance, wirh age, hair and cye
cokor, 2nd h-.'::.{hl: and u-q-ig_'h[, Tables 2. 2and 2.3 pmvidr_'
anpptional way of derermining the lareer. Caleulace any
Pookifsuch a5 Combar, Missile, or Sorcery Pools) ar this
nme as well.

s Combat Pool: Reflex + Weapon Proficiency
L] M]ssﬁ]: P':_:-u!'_ Ay 4 |:'-.-"ii.i'§i.:|." 1':'i:-'ll.":'n._,‘ll:'lr'. I.:'r-:"aﬁ-:.'i.'.'[]l'_'}'
» [nformaton on the Sercery Pool is found in Book

S,

[V. An Example of Character Creation
(with Advice)

Before the first ringing blow af hammer and chisel
seiting stone, the unseen form of the sculprure is already
chosen and ser in the mind of the artist; so wo must the
plaver choose the type of legend he or she wishes to play.
{H paramoun: importance to the creation process 5 the
characrer’s Philosophy on life. All other aspects of the
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characzer will but serve to bolster, arm and cement the
fictional persona into an enjoyable, death-dealing
adventurer.

Onge a Philosophy has been selecred or created, the
player must decide how thar Philosophy will manifest in
the character. This, entwined with logic, will diceate che
sclection of Priorites that follow. In example...

Nick buts decrded that be really wants to play @ Knighe. He
aecides bis Philosopin is “Defend rhe weak and innocent,
upheld truch and honor, grane thase worthy of it devout
obedience, and send thy enemies to hell before thee.” Ji5
T it Loy and mare o code than & J:Jﬁ.fercﬁqﬂ.{l_}; Bacd BET A LT
none the less, After reading through Book Seven: The World
of Weyrth, be concludes Be wanis fis character, Vibard von
Direicler. 1o be from Sgabl.

(sazing ar Table 2.1, some dedisions are quickly made.
Both a Fey race and the ability o use sorcery are of linde
interest to this characeer, paring down the choices tor
Priority A. In the end, his selections are:

Priorty A: Auribuges
Priority B: Social Class
Priority C: Proficiencies
Prioricy D: Gifs and Flaws
Priority E: Skills

Priority F: Race

Lirsedded .ur:.f:':'ﬂjjl Jrokeed ﬁ:f.r'?-rg. bt hed rather biave B
kenight e statistically well endowed. So be decides to select
Atzrebutes first, (He dnows that Bigh “saaee” ave winally best

far melee prone characters) and has 47 points o divide

between 10 atiribuces. Nick assigns the seoves to the statisiie
Boxes on the Character .*’-.'r_'l.‘.:':-'.-';-zr'.:" Sheer, based om bis
blueprint for the chavacter. Viord is to be strong, restlient,
dexterons, and well lked by the people. Nick i atiempting
to create a well-rounded (yer dangerons) chavacter, and so
distribctes his potnts as on the Chargcter Sheer. Originating

from Stald grants the following Bonuses (see Book Seven):

+1 TO, -1 Soc, I extra point for weapon proficiencies, the
right to bear weapons and ght armors, and one trained
Shire Flarse. His attribute scores ave demarcated as:

Dierans Exaupir oF (CREATION
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TABLE 2.2: HEIGHT (IN INCHES)
: e Siche, Halfling, Halfling,
(ST +TO) — Human | Elf, Fey Siehe Dweact Fev ."iir:h:rg
(AG + EN) G2 + 704 - 45 + i :.
1d10” 1d10” 8d10 1d10” b4 = 1d10 30 + 2410
0 1 ey 33 -3 ~2d10 = =5 —3di
oy 3 25 —1d10 =5 -3 —2d6
=L =3 —1 -1 —1d6 -1 -1 —1d6
{0
+1 1o +3 +] +1 +1d10 +1 +1 +1d6
T +3 2 +2d10 +3 +3 +2d6
+8 to +12 +5 +3 +3d10 +9 +5 +3d6
Mationality | +1— 4 si— 4 — +#—3 +f—4 #1—3
Female” — 1d6 — e + 1d — 1d6 = 1d6
* Siche vary drastically in size: this provides a possible sample,
'Sec Book Nine: The World of Weyrth for possible modifiers due to natdonality.
" All numbers are assumed for masculine characters; this row is for the fairer sex.

STS5 AGS. TO4 (G3+1), EN 4, HT 4

WP WT6,MAS Socd (5-1), Per 5

Passion 1 (Undyving ||1-:.-'.'l!‘.':l' to has :i;jrl:__rl], Dirve 2 (1o
“defend the weak and innocent™), Faith T (" There’s no
such thing as Magic or Guods™), Destiny 2 {10 be sung of
as a hero in his homeland), Conscience 1({defend the
weak, uphold truch and honor, etc.)

From those scores all ather ™ Derived Seatistes” are tallied,

resulting in
Reflex 5, Aim 5. Knodkdown 3, Knockour 6, Mowe 7

Nose oo wvetehed He decides that resowrces and social
SERLRE P @ SECONAATY SRPOYIAHCE To his character he wanty
to be a dnight, after all), and selecrs them as Priovity 8—
grving hiv the satus of “landless nobility " and a 67 marks'
initial wealth (the Stabhlnih cquivalent of 100 Galden
Stancdard. That will be of importance when be beging to
purchate equipment. Beng Siabilnish, e already bas a
harse.} Intending to purelie .'r.'l.'nl,r.-."a'.-'.c later on, be jots donm

AT HORER r:JJ.-:"J.':r'.-'_-:-.'.-'r @it with the rest r.l_,I‘I!.i'l-'." sheet.

Nect e selects Proficiencies as Prioviry C(6 poinrs), as o

dre efsentigl to any POt e combat. He selects S

arted Shivld ar level 6 (547 for being Stablnih.. ). 2

Bowwr ar leved I, This allowes Fis variows Pools to be caleulen
{all except the Sorcery Posl, which be hus no need of

Combat Pool = 11

Mizsile Pool = 6

Combat Pool: Reflex + Weapon Proficiency
Missile Pool: Aim + Missile Weapon Proficiency

He maay alio now mote the manenveri—baced on Dis St
and Shield Proffciency—that bis character & capabled
ranscribing f b rief thre oot and cost of al ! dimcived to
charcter sheet for ease of reference.

Dhesiring o _E;_"f.;‘ ad :.'_."Jr.ﬂ-:-: I-",lrJ:l.';_:{-",l weirar, te enlivenr g
character, he selects Cifls and Flaws ag Priority D, leavd

Sklls for Prioney E and Race as Prioray & {Tecause §

fumtan). He chooses a minor (ood Repration as b G

e Lecherowsmess ar bis flan:

Suech a o priovity selection for skills gives Viord nivo paces
with a Skill Raving of 9. Nick chooser e KNIGH T o
COHIRTIER Seill Packets from Book Three and recetve




gines), as thep
selerts Sword
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be cirlenlated
meed of );

cency
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desered e 1
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& v e {'.r'I_',I'i",'

fip Pebchets
NIGHT and

anel veceiver 5

PpnE < e
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L wr

delbrfona) 5.':".'..'I.'I_n'llrﬂ'J{Ef{:i‘gr’ﬂ":."!-.'r':: porRts dre to e Memial
Apritue.

Wk devies 2 of bis bons skills v addivional langicages, |
to iprovinng his acumen in Diplomacy (raking i a 9,
m&'.r.-'g.&r_r'_rcﬁ e',n.-.-f:ﬂ:.'.ll;.-:p and Clvare (both ar 58 D) for one
ponnt apacre,

After deviding on Viord s personal appearance and rolling
o gisr chogsing) bis freighe and weipht, Nick wies tose 60
Ginlder Marks (comversed to Stablnish Marks from 100
Gplden Standardses Book Sevenjto buy the reit of bis

: . 5 . . 1 3 '} ._- 10 I- i’
uipmers. Affer bei spent sove of fis money, it will be..
He it mon revedy to play

About Vhord’s Spiritual Attributes
Nitk now has a character, Vhord, made mostly of
mrnbers. S0 hes a decent Iigh:;=|':||1l‘. hasa loraf stuff. . so
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e

T

what! The most important pare of YVhords Characrer

Sheer for borh Nick and his Seneschal are the Spirfraal

Arrributes. Diefined cardier in Book One, carefully defining

onc’s Spinmal Aaributes allows the Seneschal v wailor

make each story or adventure 1o the players. When

n;_'|1|:'n:'|:-i1ll‘-'.. -H}‘-H itual Accribures make sure to chose ones

that {a) vou want o play and thar

{b) are nor only

compatible with, burt actually co-orchestrate with those

of the othier players in your group el VoL Seneschals

plans.

Whar kind of adventures or stores can Mick look

|-l::|]"|'|-';=;'|'|:£ i 51,:,,1_1_,'-',“:_-'\. wil,ll 1'-.'.r:|-:_r|-:_|;" 1'-."':-"|,' k_l'u.r-.'».' '.|E::|I |".|.' i"\.

tremendously foval 1o his king and char he wishes o

proiect the weak and innocent likea tme chivalrous oype.

Whar happens when the king he loves orders him 1o

oppress the weak and innocent? J‘I.'rh'.ag?n: that coiild be

ried inoo his -c|-:=.'-cli[:_v as he becomes a hero of the |2'L'4.3'|.1=L'

[z ;'xm::u}:-h.'z: of this sort tJ|'L11i115 ify the Advenrere Seeds

TABLE 2.3: WEIGHT (TN POUNDS)

Elf, Fr:.:-.r Siche

Human

[Dwearf, |

Rock |

Halfling,
__Eldc:r

Halil ing, Siehe

Endurance

{EN} 65" 40"

150 |bs. 175 lbs.

57"

150 Ibs.

40"

75 1bs.

80 1bs.
E 2100 | +30 - 100

— 50 — % 30

Epm—

+ [
— 50

+ 6O
=

- + 50 k20 + 50 +75 + 50 v 30
= — 30 N} 20 — 35 — 30 - 15
: =25 + 2 £ 25 + 30 + 2 + 15
3 i35 — 10 - 10 —24 | i -5

i e i

- No Modifiers——————— e

S+ —1d10 - 1410

— 1410

1

— 1410

i

Every inch

— T
under noem

> —1

—2d6

Ly |

— 1d6

Every inch

OveE Bari

+ 5 + 5 + 1d

+ 1d1¢

+ 1dt

Female" - 25 =35 .

_ 25

15

* [Choose berween oo skinny (lower 5] ar too
I SR L e Th A i o P la
Stehe vary drastically in simes this provides a possible sample,

' All numbers are assumeed for masculine characters; this row is for the fairer sex.

Fat (hiwher #s).

R CREATION

ExaMPLE OF CHARACTE
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Congtier— - (9]
Knight (9) Etiquerte (Courr) ~2...7
Riding —1...8 Persuasion +1...10
First aid —1...8 Ridicule...9
Hunting...9 Games —1...8
Heraldry —1...8 rf;fmluﬂﬁ---? }
iplomacy +1... 1
a [ 5
Strategy...9 P i
Tactics +1...10 Read/write —1...8
b Intrigue...9
briquette (Tourney) —1...8 =
Batde -1...8 Law +1...10
Sincerity —1...8
Cemporal ; Skills =
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section of Book Eight). Perhaps ar some
point he has a vision from a “higher

power,” causing him to question his faich

ar continue to live according to his

beliets despite what he saw/feltf
experienced on a religious
level. . or maybe he'll have
ta change his Faith as
he finds the
religion that's
right for

I]I:'I'I! E'«"L'Il (RRLE) e UJ.'-'l.]liJ]L'-i RISt ‘."."J'Ifl'l MITC IIZ|'|:1I'.'I|.'!'II_'“I‘.‘-'. crer

inta the scene, allowing the Seneschal o mix, march,
and oppose their various Spiritual Acributes in the
creation of a story thar the plavers helped write and have
a personal INVEsTmene in,

A8 &5 R
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“THE CHILDY 13 TO BE BORN THUS, in the falling
crane T Snoerden asked,

His reacher, a grizzled man ina druid's robes,
pased and replicd, "It is their way. She muse give birth
:in the bpen ain or the infant will be unholy
}._ﬂrmtmixr, she 15 Fry, and understanding them is as
sanderstanding the gods—worth a lifetime, but vanicy
i the end.”
~ The rain grew more wiolent, and the elf-woman’s
Bbar-born screams were drowned incin. Chne of the
Senlytes ar her side marveled at the oddness of it all—
e Pey were said 1o give birth painlessly, yer dhis

d

fidthes-to-be cried out with agony in her voice...an
Bich rairs were unheard of in Farrenshire this time of
e, Behind him 2 tree fell, only ro crash against one of
jix sqnd]ng.srnnr.a of the :1'.1||'r|~mnding| h-:-ng-:‘ amd rest
e, Strange things, mdeed.

3 smowden. himself little more than an acolyre of the
: ::'dziu-fﬁ..ngl'lamf_!. rurned to the fallen srunk and

_ med in vain 1o lift it. From beneath the peltng rains a
firof fiures emerged, both clad in dark, earthy tones
ath wees black hair I}1:11i11§ their pale-gray skinned
ies—men of Fahal. One, a heavily builc man, pur
izl under the fallen rree beside Snowden and
creded (o aid in lifing,. The second, a smaller man,
et 1o the EICs side, where her wailing had suddenly
s,

The young, acolyte handed the newborn to her
her, who lay exhausted in the soaking prass.
Ap." one druid said.

_ “But look,” said another. “Mot an EIf, bura
Haltline child s chis”

Mo marrer,” said che smaller of che Fahalanim,
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“the child has whirc eyes. The Prophecy is fulfilled.”
“White -.'}'n:.'x»m was all the mocher heard, though. *1
will name it Gaenlbgad”
Snowden marveled at the look in the Fahalan's gray
eyes, tor they seerned 1o ger a joke that no one else did.

CHRISTOMHE Was DIsarroNTED in his st
campaign; the lack of combar, which is what he was
mrained for, was nor o his liking, He wanted 1o taste
the thrill of barrle, brush of death. He didn't realize
how soon he would be gerting his chance ar his wish.
The end of his first campaign brought him back home
o the Sword-Arims mercenary chaprer house in
Reshknig,

His rime there was shorr, as wirhin g week be was
caughr causing mouble and sent abroad, guarding a
CATAVATL Jw:u.fjn;:; st inco Sarmatovy, 105 final destinarion
being the Sarmatovian capital of Stolieza, accompanied
by Sir Konigstrausse.

The fiest week of travel through Stah] brought
Iirrl-r nfrlm -:_"'&-!-:'.ir{"l‘.l'l-:_"l't'. [.1.]1r:.~i:|:l;'|.||q: j1-e r|:-|_-':I [|:1 i |_.'3'.;1_-.-.1;1ir;-:_r\I
the third night of the second week, a small fire broke
out in one of the caravan wagons. The fourth nighr
brought the caravan a day’s ride into Sarmarov, and
when a wandering thief was caught in che foodsrufts,
he was exccuted on the spot. Midway through the fifth
night Christophe was awakened by his menvor, Sir

- r;,f_t.'.-. 3 l"":ic""i-:' S -"-..":.I':-..-::TF = ‘.:"9‘.-1. .
:.:"I'r\;rl_. - .;_:,._;'?-w -_|_‘:H-;_ T . l__:_1 | e
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FOnIgsrausse.

“Bandits,” Konigstrausse whispered gruftly in
Stahlnish “Three, rwo on the norch side, and one to
the south.” He pointed as he spoke. Christophe was
fully awake by the middle of Konigstrausse’s words,
and on his feer, drawing his long-sword by the end of

them. “Time for all of that training 1o ger useful, boy”

Tk kMerT pown in the snow, ~ T hese tracks are
easy 10 [ollow. They're not more than a day ahead,
now, and if we skip steep this evening we should be
able 10 aver 1ake them—maybe even cut them down
before they're awake.”

*Theres no honor in that,” Marek scolted.

“There’s no honor in gerting killed by tramors 1o
the king, either. We take them in their sleep- This 1snt
a bard’s tale. son. Heroes in the real world nse
ambrishes and kill the enemy in his sleep. Mo shame in
it. The story just gers rold different, is all.”

*“Teisnrt b Tade”

“le’s not supposed to be, Marek. It never was, and
anybody who thinks otherwise doesnt play the game
oo long. Seoner or later Mistress Dieath comes for us

as they lic.” Ar the last of it he spat into the snow.

I chaose larer; and thar means we kill che bastards

Marek spat, oo, though not for the same reason.

Skill Packers: Warriar."Mi]im.ry
Soldier

T Smaa

Combat/weapon art | Leadesship

First aid <1 Intimidare
Bady Language (read) +3 Riding
Sryle analysis +2 Heraldrey
Edguctic (School) <1 Srrategy
Tactics =1
Battle -1

Firsr aid =1

I‘!E’.muismaﬂihngﬂ Warrior (Clan or
Tribel

Hunting —1
Tracking +1
Survival

5 FOrLar IE]“_I-_‘\.
Animal guise
Herbalist 41

Lirtentecnng —1

Barle

Hunting -1

First aid =1
Eriquerte (Clany -1
Sneak +1
]_.r:|-:|rn]'|ifl +1
Inrimidace
Gambling +1
Boatmng ~1

Sncak +1
Camoufage
Climbing +1
Swimming —|

Kmi

Riding 1

Firse aid —1
Hunting

Heraldry -1
Stralcgy

Tacrics +1

Enguette f]'mlrm':-':'

. Skalls

In T Redale .u_,-".'{a.:'r.l'. Skills refer to those leamns
abilities chat each person has, Warriors know how to rem
their weapons and gauge the ralent of opponent
woodsmen can hunt and track, and peasants and ss
performers know the tenants of their trade, Each of the
i5 n_-r-.r.g_n_l..-_-n[-_*d {1:.-' Slalls ':.-;r|:1'.|‘:r.- ol skills :|-.'|.1!..'i]'r:'|.|. thro ]

education, training, or life experience are called 56
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Book Three: Training 29

Pk Where Skills cover irems like Skill Packers: Other
hunring, m:_fin;‘..u: F'sl aid, skill Packers Sailor

are collections of Skills that one has

learned in the course of life and Navigaion

employment.
E'..we:r}- nme g Stall Test s Euu:.im".
umder duress (1o be judged by player

Swimming —1

Sailing
Crambling +1

and Sencschal both) a check is placed .-'-"..rl:':[!-::1':.r i1
m one of the small boxes nexr to each Climbing
bkl on the Characrer Sheer. This Boaring —1

martk—called a “Skill Check™—is
grcial tor your characrers advancement,

Facrics (Sea) +1
Hrr‘:]ldry I:_]Tlaf;s] =1

Ltrectwise —1

1 or mare Trade skills
{smith, weaver, ..)
(varies)

Firse aid —1
Seewardship +1

Folk lore =1

Animal handling,
Herding

Survival +1

Farming, or Boatman
and Fishing -2
Hunting or Trapping

T'eamster =1

Clergyman

Etiguerte (Court,
church) —1
Meditation
Leadership
Oirate

Lawr 4]

Read & write -1
Theolagy
Ancient Languages
Stewardship
Diplomacy +1
First Aid or
Surgery — 1+ 1

aoul & described larer in this Boolk. 3
Astronomy +1
1. Skill Packets
Most characicrs begin with two - —
Sl Packers, each of which conmins a Druid or Ritualist
bnumber of skills. These skills are based :
5 PR . Mlediation
b an average difficulry, determined by :
Sneak +1

‘heamount of training and practice that
each skill hras undergone—itor beginning
Stharaciers this is derermined by
Pricritezation. Some skills are harder
‘than others as well, and are therefore
“more or Jess difficult than the average.

s akill increases, the dithouity o

;l:rfnrm a task goes down. This

Arcane theory +1
Ritual Magic +1
Symbol Drawing —1
Herbalizz +1
Astrronomy +1

'iurgcr_'.' +]

Secret Languages -1

mic

Ancient Languages
Read & write -1
Oirate

Research

Eriquette —1

Up to 4 knowladge,

language, or lore skills

I Ier

1 eamseer —1
Streerwise —1
Intimidare
Gambling +1
Any onc craft skill
[varies)
Mining,
shipbuilding,

cimilar

e

construction skills

B difficulty rating—which acts as a Target
* Mumber in all Skill Tests—is called the
Ll Raung (SR). Easy Skills usually
sartonrar—1 SB, hard at a + 1, and average
barno modifier from a Packers base 5K (as
Betermined by Priority duning Character
Creation in Book Twa). See Book One: [n
the Beginning for more informarion on Skill
Mt After choosing Skill Packets be sure
st all Skill Banngs sppropriately, and
i by any new Skills {(see Book Two: The
Birth of 2 Legend). If both of your chosen
packes have the same skill. rake the better
8lof the vwo and drop it by one.
Mways choose Packers with a specific
tombinatien in mind. A brigand could be

Skill Packets: Urbhan

Courticr

Persuasion +1
Ridicule
Cames —|
Dancing
Diplomacy +1
Read fwrite —1
Intriguc

Lawr +]1
Sinceriry —1

E.qic]m:rrt Court) =2

Entertainer

Ridicule
Dancing —1
Inerigue + 1

i drate
Musical Instrument
Jupgling ~1

Crames —1
Acrobarics +1
Acting
Disguise
Singy g — l

Thief

Panhandling -1
Traps
Strecowise —1
Scrounging
Sneak

Pick Pocket +1
Lock Picking +1
Climbing +1
Gambling +1
B&E

SKILL PACKETS
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Soldier + Thicf or even Soldier + Farmer, Those creepy
cultists ar the univeesity could be Rirualist + Academic,
while a regular thug would be composed of Laborer and
Thief. Although it is possible 1o double-up on one single
packet, most characrers will be creared usi ng a
combination of two skill packers, which reflecr the
characrers backeround and train ing. Some sample
combinarions:

+ Seout or Hunrer: Woodsman + Warrior or Soldier
+ Knight= Knighs = Courrier
Duelist Swordsman + Courrier
Rogue: Entertainer + Thict
- Wizard or Sorcerer; Academic or Clergyman +
Drruidd or Bimoalise

Ohther Packers nor found here may be designed by
the Seneschal or by players (with the Seneschal's
approsal), General puidelines are thus Skill Packers hawe
a minimum of 5 skills, maximuem 15, Difficale dalls
should be ar +1, easy at -1, and average ar no change from
the beginning SR, Packets should be parerned after actual
possibilities and backgrounds. If you wish o create a
variation on any of chese packets (with your Seneschal’s
permission, of course), then go ahead.

2. Skill Tests

Skill Tests—wherher contested or otherwise—are
macde by rolling an apprapriate Areribure apainst the Skill
Raring. In extreme circumstances, these rolls may be
modified {by adding. or xuilrrm:r'!:ng dice), or certain
numbers of successes may be required 1o complete the
action at hand (somerimes “good enough” izn't). Those
rasks thar take time may be rolled over an extended checls
if five rotal successes are necessary (five is just an cxample),
then any number of rolls may be made until the todal
number of successes is five; cach roll sim ply requires dme.
In these ways both rasal talent (the armribure) and eraining
{the Skill Raring) are represented in tests of skill.

3. Languages and Knowledge and Lore Skills

Weyrth is a big place, and for the mavel-oriented
adventurer the ability ro communicate in many languages




wyer important. A character may buy any language Skill
BESR + 1) thar he has a reasonable explanation for. The
mngues of neighboring countries are the most likely (and
st uschul ),

| Several Packers refor ro "Knowledge™ or "Lore” Shalls,
These Skalls are meant to be defined by each player
E;mp]n: might include: “Impenal History," “Seahlnish
:HIHELIIJJ'-E:." “Folk Tales ufh§1usad.'l “the h:ul{:m‘ of
the Fey,” and 50 on.

'#._ﬁefau.lting {(Using Skills chatr You Don't
Have|

sometimes a characrer needs to use a skill dhat he
ﬁﬂmt have. This is covered by defaules. The defaule Skill
& fn:rr:m;.' shill unknown to a given character is given
fmhe last line of the following skill descriptions. There
e three kinds of defaults. Generic Dhefasdts are the same
ﬁm:lj.r[mdv thar doesnt have the skill in question.
%ﬂ_‘.ﬁ&rﬁam related Skill simply add o the difficuley
of asimilar skill by adding ro its Skill Raring. Finally,
some skills simply have no defanlt, and muse be learned
W beused.

ﬁ. Quick-Reference Skill List

This list serves as a relerence for choosing additional

'-;iﬂ apon Character Creation.
Amvbarics Dancing
Ig éﬂlﬂg Di_ﬂ-l-:‘rl‘t‘tal,_.'}"
| .'émrmla.uguagﬁ Dispuise
' amal Cruise Enquette
; Anim] Handling, Herding Farming
' Hrcane Theory First Aid

Antillery Folk Lore
Jstronomy Gambling
%Iﬂe Crames
W Heraldry
Body Language Herbalist
3 ing and Entering Hunting or Trapping
L pitlaze Intimidate
Llimbing Inrrigue
: eapon ATt Juggling
Lawr

T

¥ ]

;
T

A
L sadership secret Languages
Lock Picking lncery
Medication Singing
Musical Instrument Sneak
MNavigation Stewardship
Orare Strategy
Crcnreering SIrccrwise
]’anhﬂnﬂﬁng Stvle Analvsis
Persuasion SUrgery
Pickpocket Survrval
Read & Write Swimming
Research Symbol Drawing
Ridicule Tactics
Riding Teamseer
Ritual Magic Theology
Sailing Tracking
Scrounging Iraps

6. Skills Described

The skills below are roughly oudined as ro uschulness
and game mechanics. Anributes suggested for teses and
rolls: are simply suggested, and are not the only
possibiliries. A fine example is MA, which may be used
with any skill when artempring to pull raw inlormation,
as opposed o execution of the skill isclf,

Acrobatics

This skill allows a character to spin, flip, leap, and
execute other like maneuvers. It 15 usually found only
amongst shorter, lighter people. Heavier or even average
sized people will suffer serious penalries in dice. Successful
acrobaric rolls can be used ro enrerrain (and eam zome
money), impress, and even evade.

An unarmored, unencumbered character may ol
Beflex/acrobatics prior to any full evasion (see dodging,
Book Four) to whirl out of the way. Every success grants
an additional CP die for the following evasion roll only.
Failure or fumble on the acrobarics roll is equivalent o a
Lailed dodge—2all of the arracker’s successes count! The
same roll may be made for partial evasions (ar—1 die for
the skill check) or ducking and weaving (at -2 dice).

No detaule.

SkiLLs DEsSCRICED: A
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Characters who act may either entermin or deceive,
Enrerrainment usually requires an unconrested roll: maore
successes equal more entertainment (and probably profies).
The traic used depends on the kind of performance.
|mprovisation o comedy is cortainly Wits; staged combat
or physical comedy would be Agility, and serious drama-
Perceprion.

When used for deceprion, acting is made as 2 contested
roll {usually with Social, Wit, or Per), against the
opponents Perception {ara TN determined by situation).

Diefaule: TH 13.

»  Ancient Languages

This skill provides the ability ro read (and perhaps
speak) any one of the world’s dead languages. Optionally
one may have a lesser knowledge of two languages instead
of a good understanding of just one.

Deefaule: Similar lainguage +6 TN,

+  Animal Guise

This is camouflage used for niding from animals.
Characters with this skill may successfully hide their
appearance and scent from nearby animals. Movement is
still governed by the “sneak” skill. Usually a contested
roll of Per/Animal guise is made against the animal’s Per
(TN by sirnation, average ).

Defaule: any animal-relaced skill +35.

< Animal Handling, Herding

This covers knowledge concerning how animals
biechave when in and our of groups, as well as how to
handle them {(whether in herds or not). Thisroll is usually
miade with eicher Per or WP either as an unconrested.
contested, or extended roll

Defaule: Any animal skill, such as riding, +3.

- Arcane Theory

Used for the creation of new spells based on research
and experience, this skill’s use s more fully realized in
Book Five: Sorcery,

Mo defaule.

Artillery
This covers rhe l:-:'-L'Ul:.:h_':!'n"_!." VAN such asca I

:'l!'[‘l;-'l.l'!l'-auL:i. and Harer on) canons. This is 0 |__-;-.;,;_-t-F.u'
combar {its a skill, nota pruj":._-i-:n:_-,'_:_ This =kall e
not only the upkeep and packing/unpacking of 8
weapons, but also their use. Because these WA PO
usually used against stationary or slow-moving
{such as boars, buildings, walls, and large ranks of infan
cach success derermines the effecriveness of the cap
ar hand. This will be further discussed in f#
supplements to The Reddle af Seeel

Mo default.

- Astronomy

Thas skill covers knowledge of the heavens: the mi
stars, and rmurning of the constellations, [t is s
possessed by sailors, wanderers, and pracricioners ofl

ocoale, Used in conjuncrion with Per or MA, astrong




may be used ro read omens, navigare ones Wy, guess at

L

a4 L‘;-t[ﬂ.F'l.lj'Lli _ mm;ng weather, or even know the dace or season.
Bl eXCEPTiON o Defaule: Navigation +2

is skill coves ‘
acking of such
SE WeapoILs A

oving Largets

s of infantrg)
t of the weapon
ksed in furuee

- Hanle

Pesseised of soldiers, warriors, and anybody else that

Bammands (whether siven by voice, rumpet, doum, of
whaever). It can also be used o survive the rgors and
¥ i of hattle should vou be scparated from your unir,
githat you can re-group orwhatnot. Most appro priarely

inedwith Wit Per, or ENL

Eiefanle: 13, or Tactics £32.

= the moo i,
It is usually
ttioners of the
. ASTrONOME

atin
Small sailboars {one or two man), rowboats, canocs,
il oofts are controlled by this skill. This is usually an
moatested roll {excepr maybe in a race or in harsh
westher), tsed with 5T, Per, AG, or EN most frequently.
-~ Default: 10, or sailing + 1.

Many swordsmen are accredited with the ability ro
ied their opponent’s movements a moment before they
e, This skill allows a swordsman o read the tiny
idicators of intene in his opponent’s movements and
eyes.

b Incombar this skill can be especially useful. When
deending, by spending 2 CP dice ar any ame #efre the
ataches chrovws his dice, you may roll Per/Body Language.
W Bichsucoess adds one die 1o your swn CP for the purpose
ﬂfﬂiﬂlill}_:’. 0 the Incoming mManeuver or arcack. Dhice

ot s immcdj.m_-l}r are lost, Failure jn's]1|i|:5 thut you
i the wrong signs, and an additional CI die 15 lost.

This skill is both porent and risky (especially for
e experienced types), and should be used when you
tien 4 tricky mancuver is coming {or has come, such as
Stleclared feinn).

Ko defanlr.

% Breaking and Entering

I This skill covers know-how and knowledge
W Gincermed with forced or semi-forceful entry. Irincludes
O things like quietly breaking glass, forcing open doors and

s

8 led in bartle, this skill covers the execution of

.:L:.i&“ i

vweindowrs, and -—
: TABLE 3.1: PERTINS FOR

general knowledge THOSE SFARCHING OUT
about I'.].H:'I lu:--:;a:‘..s.' CAMOFLAGED
security habies, Trwill CHARACTERS,
usually be made asan
extended roll, in § Py i
combination with | DuskiDawn T
MA, Per, AG, or ST | Bighe L
{all depending on the
exact circumstances || Ne cover =t
and place/manner of || Light cover =
entry), Thisskill does || Fleavy cover +2
not cover lock

picking or traps,
which have their own skills,

Drefaule: 13.

- Camoullage

Hiding under cover of brush, black face paint, or any
number of r:-:_'hni-;.]ut's exist in the incerest of SEAVIIE
unscen, cven when in plain sighe. When using thas skall it
is assumed that a character is properly covered in some
fashion, and is remaining still or using the “smeak” skall
simultaneously:

Hiding requires a contested EN/Camouflage roll
against the onlooker’s Per (refer to Table 3.1 for THs).
Characrers with ample preparation (black paint, proper
clothing, etc.) gain +1 die for the roll; those with some
preparation roll at no modifier, and those with no
preparation ar —1 die. Size counts ag well, and smaller
characrers may also receive 2 bonus die, while large
characrers may lose one.

Defaulc 10

- Climbing

Used by thicves, sailors, and many others, dimbing
is the skill of going up or down vertical and semi-vertical
inclines. Slope and handholds all derermine modifiers w
climbs. Easy climbs (moany kinds of rrees, O pREs, CF 5|L!-PL"&|
rocky crags) are at +1 die; average climbs (most other
rrees, rock walls, etc.) are ar ne modifier; hard climbs
{reasonably flac surfaces with few or no handholds) are ar
—1 die or worse. Most climbing checks are extended rolls,
where each success brings the climber closer to his goal.

B:C

SkiLLs DescrICED
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Failure results in a standsrill or even lost ground, and a
tumble means a hll. More information falling can be
found in Book Five: The Laws of Nature.

Defanle: 10

+  Combat/Weapon Art
Ths skill covers rehearsed movements and forms
artached 1o various weapons by their schools {nor unlike
the gtz of many eastern martial ares schools). Thess forms
are used in rests, performances, and in everyday practice.
Generally an uncontested or extended roll (in conjunction
with AG, 5T, EMN, or ecven MA) is called for when using
this skill. More successes, for cxample, may mean greater
control and beauty of movemenr—ausciul for
enterminment or tests of slall.
Mo defaul,

+  CraftTrade

Whether blacksmirhing, carpentry,
basket weaving, sculpture, or painring, craft
and trade skills are widely varied and very
uschul. More successes mean a final
product of greater quality, endurance, or
tmaur_'.'.'i'h'l.i is often an uncontested (or
more rarely an cxended) roll using Per, AG,
or MA.

Each craft/trade skill muse be specified.
Average ume for completion of a producr is
varied by craft, from a few hours {a basker or
woodcarving) to many days or weeks
(farnicure, wea DHONS ).

Defaulr: vares from 13 o none.

+ Dancing

This skill covers streer and ocher
specracle-related dances, foll dances, and the
formal dances of a noble’s court. Specification
5 necessary. Dancing usually calls for an
uncontested roll of AG/Dhancing, though
other traits may be appropriate ar other
times.

Deefaule: 13, or any other Dance +2.

] ; L ol - - -~ . ey ';'.;} =i
| |L§:¢' :I'ﬁ?ﬁ%—?j;&—-_-_ ; - _._. o

This skill covers both knowledge concerning poli
relations as well as how to handle them. This is usuil
made 25 1 contested roll of soc/Diplomacy against W
Diplomacy. Knowledge concerning political marres
MA/Diplomacy.

Drefaule: 13, or Eriguetee (Courr) +3

¥ I}iﬁglliﬁ-l:

Cosmumes, masks, or Glamour magic make thiss
a teality, deceiving others in plain sight thre
appearance. A good dispuise is necessary (and n1:|§r_
acquired through purchase or scrounging, or
homemade). Poor disguises give a —1 die penalry, 28
excellentdisguises add +1 die, Characrers wath the disg
skill may disguise others or themselves by rolling 2 conts
of Per/ Dispuiise versus Per of the onlooker (T van
|.:-_:.-r how SUSPICIONS the onlooker 5,

Diefaule: 13 or acting +2

. Etiquette (Church, Clan, Court, Schg
Tourney]

This skill allows characrers wo blend in g
act their station when in most serrimgs. TH
{Lourt Enquetre covers how 1o act in any stan
when at court, and in your own station
elsewhere. Proper behavior, greetings, mradineg
and so on are all covered by this skill. Generd
an uncontested roll is made using Soc/Etiquen
Failures are embarrassing, while a fumble
seriously offend someone. Specificarion

Default: 13, or similar Eoqueste skill ac

- Farming

Farming is the daily work of raising fof
{usually fruir. vrgrr;hh:—:.. and grains). [t
thankless and hard work, and usially the solig
domain of serfs, peasants, and poorer freems
or gentry. Generally an uncontested EN/Farmig
roll is used to raise crops, while Per/Farming m
be used to gain information about soil, crops,
other farm-related marters.

Mo defaulr.

o
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4 EN/Farming

Farming may

soil, crops, r

- Fimst Aid

Shorr-term medical care 1s exeremely important, and
mes soldiers and mothers know art least a linde. Roll an
mmenniesied Per/First Aid roll for trearment, and MAS
First Aid for informarion checks, See Book Five: The

Laws of Nature for more.
Blefault: 13, or Surgery +1

+ Folk Lore

I,a;gc;m:ls ahaund In every regon, and those thar know
Sthem know the heart of a people. Generally used for
'.._ﬁn:ﬁiuﬁ hjﬁ::'mal:jn::.['..h A '.Jll-;_.-:_ll'l[u:"ﬁ?ﬁ" ."'.-"l""‘ur] ;i:l“.-f. ]_.l'.'!'ﬂ: J'I:J-;]

susually enough.

Defanily: 10 for lacals. none for outlanders.

The hard way to make easy money is an honored
Skill in some cultures, despised in others. Gambling
W eompasses bluffing, rules for mose all local games, and

the ahility o bear the odds through guessing, This skall is
anly useful in gamies thar require some skill. Generally a
ittested roll is made of Per/Gambling against Per/
WGambling, Une hand or game may be rolled thar way,

sherethe winner takes the pot. Over an extended dme
fmsally one hour) one roll may be made. Margin of
Sibtees defines how much moncy is gained (# of successes
misdtiplisd by the average ber for the hour), while margin
uﬂm defnes how much money is lost (# u['upp-:rl‘.u:nr'ﬁ
S menes mulriplied by che average bet for the hour).
Defanle: 13 or Games +3

+ Laames

This skill covers both knowledge of most popular
Emms,bul alse howr to win them., Generally a contested
poll & made of Per/CGames apains: PerfGames.
. £

Defaulc: 10

» Heraldry (Land and Seal

Thas dall 15 especially useful borh in ba rile and when

EEMpLIng Lo reCogis
flig, standard, crest, or

any unknown party bearing a

similar device. Generally an

ancentested roll of Per or MA/Heraldry 55 necessary ro
gecopne all bur the most familiar devices. Generally one

v
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success is enough for common symbols, bur less
influential, foreign, or more obscure standards may
requine more.

Default: 13 or other Heraldry skill +3

- Herbalist

Roots, herbs, and the concoctions thereof can form
life-saving elixirs or deadly poisons. Generally an
unconrested or extended roll is necessary 1o acquire herbs
and ingredients necessary for any grven potion, depending
on the rarty of the mm;hr-:zfrcr ingredients. Actually
constructing the porion rakes another uncontested or
{more rarely} extended roll. More successes = more
potency.

Diefaule: None, or Farmer +5.

- Hunting or ’li'appiug
These are actually rwo separare but relared skalls, Both
used for catching animals for food. To hunt game roll

d o - i
. o iy k] ]
; . W o . 7 ""i"\.q_. ol B -\..:‘-l'_-_._m-_ - 1
rar ¥ —
: m T e
= ;'\-T"':' Lo o i S e
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ey hE
i aa e -
.-_':il-__","':'- e
[er/Hunring against the preys Per/Evasion S -5t success may be a Hinch or soft concessg
e e ! ; L R Y R, : -
(2 satistic possessed by game animals. (- ﬁ:’: = 5 while five calls for a change of panj
For those without ir, use Perara TN g '%.:.\ ’-:;i_ ' L e Those in no position o Incimid
of 7Y, Its a comrested and - extended ff’_f._'! ii B S s {peasanrs in the face of royaley
—— AN Tl
roll. When the hunter gaing 5 ,.-ha-"' | — 'ﬂw*’kﬁiﬁ’w%- o ey the Tr1|:L...-: paraplegics, etc.)
E & e

AU CUCEYD S ':_-L-J[‘LLI;LLH.'I:J rl'li_lfll ik

caught—Xkill it nsing regular combarz
Diuring the hunt each roll is made about every

; "::l-." - LY
chree hours. Should the prey gain fve successes over Ehw;}f may grant addirional dice or lower Targ
the hunter, then it has successiully evaded and may .qxh'%-.f.r:? MNumbers.
not be found again that day, Dogs and hunting parties 1.1- The exact effects of inamidation are up wol

may add dice o a hunrers pool, though never more
than +3.

- . :
hunting may be rolled

bigger catch,

For quicker resolurion,
unconcested, where more successes mean a
CIne mighe be a rabbit, while three could be a deer and
five a large boar, Only one such roll may be made in 2
day, and the whole day 15 assumed o be spent in the
process [l]mu:-:rlh sucoesses may be craded in 1o fessen the
time ar the expense of a bigger carch). Modifiers for dogs
and the like sl applhye

Trapping works similar to the quick hunting rules
abowve, except that traps are laid in the evening or night
and recovered the next morning. Bair can be laid out o
target specific carches {mear for w-n-ll.m Foar -“-:1111[-]#"-
M umbnr and quality of mraps effects the number of dice
rolled by +/—1, though it is assumed that all eraps be of
average quality and abow 5 or ten in number. Each suceess
lands a smaller animal or two successes a slightly larger
specimen, determined by the Seneschal (randomly orar
will).

Hunring defauls: 13, Trapping +3, or Tracking +3

Trapping defaule: Hunting +3, Tracking +3

«  Intimidate:

This skall covers everything from staring somebody
down (W) to the vetled theears of the Empires courrs
[Soc). Generally 2 conrested roll of W or SocfIntimidace
is made against the targers W Inoimidare. Fatlure mezns
that you may have offended someone that you didn’
want to, or r|1:1: vour threat was simply hollow. Future
1 die. Success causes

[J1L' [.'J.I.'“‘I_.tl;'t 0o |.]1.|‘.' Li]l]l'[]i'lli.l:-'..il_'lll L} Blive LEN SCRITE WhLY. Clne

attempts 1o intimadate wall be at

e o2
margin of success, of course) then the preyis 5%, ey ,a-':_,f -

rules. ' f:‘b;i.f M

TN o

¥ Seneschal, though penalties to dice pools and aroribug

suffer dic penalties, ac i
Seneschal’s option. Cther factors, such
size, magic, or obvious superiority |
strength, power, social standing or whares

may be appropriate in many situations.
Drefaule 10

+  [ncripue

Crossiping has been a past time sinoe the first o
of people got together. This skill allows one o pry
minds and lips of others for gossip, dir, and the lag
“word,” straight from the horse’s mourh. All courng
practice this one with another, some using i 1o g

n falsified rw X

and plans. This is done in an uncontested roll when us

informanon; others to lay our their own

for general gossip and news. When wying w prysug
informartion out of someone a contested roll is called 9
| se SecfIntrigue against SeclIntrigue (o
Intrigue}, with the winner pulling informarion ouwt{

the odher.

[ TEmes, W
As always, more successes mean berls
informanon.

Detaule 13, or Diplomacy +3

- Juggling
This is an enterrainment skill,
earn money in the circus or on the sireer. Roll

uscd by performensi

uncontested AG/Juggling roll. More successes lead
more speeracular results {and more appreciation fro
onlookers).

M default.

v Law
This skill covers the knowledge and practice of 1§
in either the Empire or another locality. Informar

checks are unpcon D’.‘.'n-ll'_'l'_‘l. |.'.'Lil ill_'l'.LlJ.: I_;l.'.hﬂ 1S il.i]liJ o 1

Tree el
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of b {such as in a court) require contested Soc/Law  This skill may be used o by those with great faith o
malls. External factors, such as convincing evidence or
babery may give bonus dice.

Defaulr: 1% or none.

contact deiry, by sorcerers o replenish lost energy, and
by others to recover from fangue. Meditation improves
healing and aids in cleaning the mind when necessary, Rolls
may be conrested, uncontested, or extended, depending
. Leadership an desired effect. EM, WP and Per are the most
Masses of people can breed chaos unless propedy
fireczed . Those with the Leadership skill know how to  Atwnbures may come into play as well. See Book Six:
keep things running smoothly and effectively. Leadership  Sorcery for more uses of the Meditation skill.
i akey shill in gewing others (especially the masses) 1o
[en w0 whart you have to say and then to '.1n:.1u:|J|;.' CATTY

appropriate antribures, alchough Faith or ocher Spiritual

Defaule- 13

Musical lnstrument
The ability to gracefully plav a musical instrument-

sout. Thisskill is used whenever a character is direcring
athers, whether at manual labor, in council, or on the
barrleficld. Most rolls are uncontested rolls of W or
Socll eadership, depending on the situarion. Whenever
anather amemnprs to take power, or a significant discraction
toyout lead comes up, a contested roll may be called for.

whether the peasant’s flure or the noble's harp—as gready
valued in every culture. This skill covers any one musical
instrument, though other, similar instrruments may be
casily defaulted. Fach success represents a grearer deal of

Defaule: 10 chill and beauty, whether in compasition or in
performance. Some more difficulr picces may require
- Lock Picking more successes Just 1o play ar all. Rehearsed pieces are

Most every thief prides himself on his ability to pick  rolled using AG/Musical Instrument or MA/Musical
lpeks quickly, quictly, and cffectively. Lock-picking rolls
s made uncontested using either Per/Lock-picking or
AGiLock-picking, depending on the kind of lock
{Seneschal’s discretion). Fine wools add 1 or 2
dice o the roll, while inferior wools subtracr
diee. Lock quality determines the number

ef successes necessary to open the lode
Ehe-ap locks pequire one success, most

averape locks three, and fine locks

Instrument. Attempting to recreate a piece requires Per!
Musical Instrument, and WriLing ;al'igil‘.:l.l material calls
for MA or Per/Musical Instrument.

Dicfaule: Any similar instrument + 1

or 2 dissimilar instrument 3 ot

IMIe.

- Hu'-':igmi{‘_“

This skill is useful on land, bus
fivearmore. Each attempt assumes indispensable ar sea. Mavigation covers
B nntes of worle ar cthe basic astronomy, especially the
lock—extra successes reduce
Eme by one minute <ach.

Mo defaufr.

constellations, and how it all relares ro
where vou are and where youre going.
Mavirators know how to read

navigational charts and maps, and

+ Meditation many become

Meditation cartveraphers
has many ;;"Rq.zi. MAJ
borms, MNavigation
whetler cross- ¥ hen charting a

e - course, and Per

legped chanring, a
wagshippers prayer, or

dﬂ:];. qui:r con [emplut'm i,

Mavigation to stay on it.
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38 The Riddle of Steel

destinarion {more successes = less time); Rilure gets you
lost. Carrography {map-making) checks require Per/
Navigation checks ar—1 die.

Defaule 13

«  Omte

This skill covers the rules and practice of rhetoric,
story telling, and other forms of spoken discourse. Those
with the Orare skill are often gifted speakers, able to
convince men with words of monvaton or tell 2 rousing
or moving tale. A simple speech calls for an uncontested
roll of Soc, W or Per/Orate {depending on the
circurnstances and subject maner). Debare and other
spontaneous discourse require WP or Wio!Orate, and are
msally contested rolls. Failures :-iil:]].'!-l_'n-' COTUWTIECE 11 O
{and probably make you look silly), and fumbles cause
the oppasite cffect of whatever you were going for.

Defaule: 10

«  Dricntecring
This skill 15 ot unlike lang-
based navigadon. Ir is based
on landmarks, paces, and
trail signs. See Mavigation
for mechanics.
Diefaul: 13

+ Panhandling

Some would say
that begging 15 an art.
Panhandlers know how
to gt the largese charitable
contributions from onlookers
and passers-by. In order 1o
panhandle, a show of some son
iz required, wherher irs a
crippled leg (no ong says char
the injury necds 1o be real) or
a streer show. Generally the
berrer the show, the larger
the contributions (add 1 3
die vo Panhandling ralk
for every success over

e BN HA R

L-‘[-:H-rrniurn-:*n.: m.’l.l‘ﬂ
sleall. .. no show? PERT ENEUMH::IEMI_;

Subrracr 2 dice).
hMost ralls will be (hut in the open

URCOIIC 5-'..':‘1 S'U-L'.'I

Panhandling. Each Moderate crowd
success b il:g} in || Hexwy criverd or o
more cash. pood distraction

Az a side note,

many local || Proximizy ro body +

auchorities don’t

appteciate
parthandlers or streer entertainers.. but that’s anol
problem.

Drefaule: 10

- Persuasion

This is a specialized form of oration which reliesg
moving arguraent. Generally a concested roll is madd
Wit/ Persuasion against WP/ Persuasion.

Drefaule: 11

»  Pickpocket

Most theft isnt at the hands of brigands or robbe
bur by petty thieves and curpurses. This shkill mag
used to pull an object out of someoncs pockets, o
or other open place, or to car a pouch or simidar 1
loose. Picking so micones pocket requires a conicied
Pickpocker roll against the targeds Per (sec Table 3.8
Per TNs). Success means that the E--ilughr-ﬂFn.‘r item s
heen secured, ties mean thar the item s secured, bt
rarget fele ie. Fatlure means you've been caughe with
having taken the item.

Drefaule: 13

v Resnd & Winite

Literacy bevond a redimentary level is hard oo
by in most of the known world, possessed by the ed
and wealthy, Roll and uncontested MA/Read 8 W
check to comprehend or correctly wnite anything. i

LIy ;|rt5|]_-,- greater Deauty or grace of writing]

i |_E.|_u_-p-e:| .:um]'.-r.:*-i'nm::i::nn WIS rt;ul'mb.:’i roll 15 meces

for everything more complicated than road signe
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«  Ridicule

Everyone knows how 1o taunt
m some degres or another—
fehers have made an arr our
it Ridiculing someonc
allitora conrested roll of
WaiRedicule (although
il S0Mme contexts Soc
miy be Mmore
ﬂppm]:-sia:t::l against
WHTN 7. Success
mean: that you've
saccessfully offended
and :Jng-:'md the taryet;
; y
more successes cquals
eter offence. Offended
‘pople tend to think less
Saoanally, and are hikely 1o ace
ppsiivedy and impulsively. While
b eact dice penalries are applied o
8ic farpet, the offended character (whether
Sanimlled by the Seneschal or a player) should act
amdingly.

When raunting (see Book Four: The Codex of Barde)
Wopponent inro artacking firse, this skill {and the above
-_n.n:]]min::e:] should be used for goading an opponent on.

Pefaule: 10

i Mﬂﬂ

Homsemanship is indispensable ro many culwresand
Ssmbesions. Those with the Riding skill know not only
Sl simply ride a horse, but how to control the animal

it myriad of siruations. This skill is necessary for all
st who wish to gallop or fight from horschack, as
Sl s evecute jumps and other tricks,

There are many ways to use Riding; for example;

facngy: Contested rolls of Reflex/Riding {shorr
Sdmmnce} or ENYRiding {long distance).

b Jimping and rrick riding: Uncontested AG/Riding.
Namber of required successes depends on dithiculry of
hefump or trick.

- Defaule 13
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Rimal Magic
This skill covers the abiliry 1o
use rituals and coremonics w
create and channsl magical
energies. At least ovne
person in the ritual muse
possess sorcerous blood.
See Book Six: Sorcery
for more.

' Sailing
This skill covers
the many tasks necessary
for sailing vessels of all
sizes. Muost ships require
many sailors (all with rhis
skill) to operare. Those wich
the sailing skill are expert knot-
tiers, know how to min and care for
sails, rigging, and so on. Usually an
uncontested roll will suffice, though the
artribure used varies heavily, depending on the sk ar
.
Mo defaulr.

- SCrounging

Resourcefulness can ger some a long way. Scroungers
know how and where to look for useful junk, and can
build almeost anything at sub-standard quality from
ohjects in their surroundings. Sample items include
furnirure, crude weapons, disguises and clothing, tools,
and other things, Roll Per/Scrounging; the complexity
and quality of an irem derermines how many successes
are necessary.

DEretaafe: 100

+  decret Languages

Many guilds, societies, and factions have invented
their own code-languages for communication within the
group. These lanpuages are usnally easy to learn, and may
be based on slang or birs and pieces of other languages.
They are never raughe to outsiders. Roll MA/Secret
Language o successfully communicare. The complexity

of the idea determines how many successes are necessary

S¥iLLs Descricep: R-8
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(though one or two is usaally

Use MA/Stewardship

financial roin.

) TABLE 3.3: SNEAK V. PER ;

plency). Y TARGET NUMBERS oSt Z|:1-|l:i-

No defaule. (BASED ON SURROUNDINGS) Defanle: 13
+ Sincerity Quier 5 - SErAlEgY

The Imperials believe that 1 : ; Strategy covers the theory
perception is more important than r:}k[ "“[__“"_ : : practice of war from the general’s sean
reality. Sincerity is the epitome of (edgE ot cimp) greatest strategises are often the g
this belief, and is used w liein such | Loud noise 12 generals (particulacly those thar
a way thar there 1s no doubr as to | (Crowds) how to plan the attack and lead |
the earnestness of the speaker’s contested Win/Strategy roll may e
words. In shore, this is the skill of | Degreeof dlertness  +/-2 mass combar berween equal fog
lying. Roll Soc/Sincerity against 2. = (though Per s often a passable arcribug
Perl TN 8. well). More derails will be found

furure supplements and sourcebooks.

- Singing Diefaulr: 13

This skill may be used 1o woo, enterain, or just w
pass the rime. Those with the Singing skill have honed
their natural calents w do juse thar, Most singing rolls are
uncomtested, using Soc/Singing, More successes mean
maore beaury and elegance. Failute means several off
pores, and fumbles. . [5n;:|wljrl_§: wrh the -rfc:-ir:}.-:. Pracoiced
and familiar pieces grant +1 die.

Defandr: 10

- Sneak

Moving silently has many uses, from sneaking past
guards to sneaking up behind rhem. When used in
conjuncrion with camouflage, stealthy persons are as
good as invisible, Rofl AG/Sneak against Per (see Table
3.3 for TNs, based on environment and background
notse). Lighr, everyday clothing is assumed. Those in
heavy dothing are at 1 die, those in chain mail ar similar
at—2 or =3 dice, and rhose in plare are at —4 dice.

Defaule: 10

- Stewardship

This skill covers hasic management and economic
skill, and s best exemplified by stewards, caseellans,
landlords, and overseers. Rolls are made every monch o
see ifany profit or loss has come onto the land ar question.

i

5 . . .
Crenerally one or two successes imply thar no loss or e2in
g ] o

has ralen }1].1-.'-:‘. rhree means profits, and five means l'll-’-

profits. Failure means loss, and Fumbles can incur

- Streetwise

This skill covers the general etguete of the g
and underworld. Characters with Screcrwise can 168
thicves’ guilds, important contaces, and gt other usd
informarion. The strecrwise know wirh whom o ralf
find almost anything {on rhe black markee, of co
Additionally this skill covers how to act in the compg
of the dangerousand the shimy Use WP MA, Soc, of
o locare people, equipment, or information (eg
arrribute depends on situation); most rolls will
uncenresied,
Defaul: 13

v Style Analysis

Every swordsman’s school has irs own strengths
weaknesses. This skill allows an observer o catchd
patterns present i each highter, as a by-produce ofd
school ar which he scudied. Some time is necessany
judge, and a single duel is rarely enough time—ar |l
several minures of combar or practice must be ohse
before a roll can be made. Each success onan uncont
roll of }'l.'i;'-f"i?].-‘ii' A II;I.i.:.'aJ?.- :'_:-."r_'*-. a lirtle muore informar
about what manecuvers the subjects school prefen
teaches. Five snccesses reveal which school the subi
:JrrL‘:'ui::J. More than frve r|||5||1 |_'.h.-_'|:r_1:l.' -:'i:“l:.'ul--, -_-,|_;"
who rhe subjects teacher was {assuming vou'd lael
.‘:L.I'.:.‘r'.'::':?i'-'u'l;-, three successes will tell the viewer cxag
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Mo defaule.,
* purpery

somerimes First aid isnt enough. Surgery (also

heory and gilled Chirugery) is necessary for serious medical care,
ral’s sear. The
the greatest
that know
g lead it} &

[['L.il:." F{‘.‘-ili]]‘."l:_

whether it be leeches and bleeding, amputation, or
grichies. Most cases can be handled with an
uncanrested Per/Surgery roll (although having a very
ot AL: could cause problems in some operations).

Rime operarions and wounds require m|L|Tj_r:-|-r SUCOESSES

0 trest; more can be found e Boolk Five: The Laws
cof Mature.

Mo defauls.
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- Suryival

Finding water, shelter, and gathering enough food
o survive (not necessarily sood food... ) are all elements
of the Survival skill, This skill may be used in any
climare or surrounding thar the characrer is Familiar

with: less familiar terricories may incurdic penalties of

—1 or more. Most rolls will be uncontested Perf/Survival
rolls (in the shore term) or ENSSurvival rolls {(in the
long termy).

Dretanele: 13

- Swimming

This skill allows for movement through and
buoyancy in water. Except in the casc of races or orher
contests, an uncontested roll of 5T or AG/Swimming
(for maneuvering or complex actions in water) or ENJ/
swimming {for any kind of distance swimming or
deep swimming). Most clothing costs one die, and
heavy clothing or armor may cost several dice (even
mal{ing swimming im|'.-c:|5:;ih]r}- Failure or Fumhle
may cause sinking, drowning, and so on:

Dwefaule: 10 or none
- Svmbol Drawin

Many approaches o magic call tor complex and
deratled symbaols, glyphs, mnes, and diagrams to be
drawn on or around the place of conjuring. 1o correctly
draw out these symbols roll Per/Symbol Drawing
uncontested.  More complex diagrams may require
multiple successes (but rarely so). See Book Six:
Sorcery for more uses of Symbol Drawing,

Mo defanlr.

Tactics (Land or Sea)
While Strategy plans out the big bartles, Tacrics

handles the derails {often with little or no planning).
This skill is used both in planning and executing
conflicts on small scales such as raids, ambushes, and
the management of individual units on the batrlefield,
(enerally Per/Tacrics is rolled, though rhe roll frself is
often contested against another racrician.

Defaule: 13

SkiLLs Descricep: S-T



SMVT] NV S1410)

- Jeamster

This skill covers the care and drving of carriages,
wagons, teams, and the like. Most rolls {other than races
and wharnot) will be uncontested AG, ler, or ENY
Teamstes

Defauli: Riding «3 or 13.

. Theal

This skill covers advanced knowledge of one’s own
fairh, derailed knowledge of zimilar or related
denominations, and basic 1-:|1n1.!.-'lrd[;1: of most other
religions. In addition o simple knowledge, those with
the Theology skill can argue their own philesophical
points and beliefs based on scripture and the precedence
of other, pasr grear theologians. Use Wir, MA, Per. or
SociTheology in a contested o uncontested roll (all
based on drocumstances).

[Defanle: 13

- Tracking

The ability o successfully track and follow animals
and people is one greatly sought after by many. Good
rrackers can follow solitary creatures across plains, rocks,
and other places with livde ditficulny:. Most of them can
erack unsuspecting targers almost anywhere outside of
cities and other urbanized areas. Tracking an unsuspecring
warget calls for an uncontested Per/Tracking roll. Tracking
someone or somerthing that doesnt want o be followed
calls for a contested roll of Per/Tracking (the Followed
party gets +2 dice). Terrain can add or take away from
the tracker’s pool of available dice. Muddy terrain might
add 2 dice, while rocky rerrain might subtract 2 or more.
Likewise, trackers must move slowly—movement must
be reduced to half or less (going [ull speed costs 3 dacel).

Mo defaule.

- lraps
This skill allows a characrer 1o spot, make, and remove
paisoned needles in locks,

traps of the "booby” vanery
teap doors, and just about anything else with a readily
available mechanism. Even those thar cant ger to the
mechanism or disarm the trap should be able to spot and
avoid it most of the time. Roll this skill anytime you're
making or disarming a trap. Characters with this skall

can spot traps most people wouldnt see (make a

[raps roll), and have a better chance at secing onest
aren’t as hard 1o see {make & Per/Mraps rollin addirtion)
any ather Per rolls thar may be made). Sporting trip§
usually Perd Traps, and disarming them is usually Per/ IR
or AG T Traps, depending on the trap.

Drefaule: 13

e —

/ ;

r

7. Other Skills (The List Isn’t Complete)
Onher skills are available as well. I you want it, ma
it up using cxastng skills a5 a basis {most “lore” sk
would follow the pattern of Theology or Folklore,
example). As abways, consult the Seneschal.

II. Gifts and Flaws

Cifes and Haws represent the more unique aspec
vour characrer—his repurtation, how attractive he apps
permanent wounds or disabilivies, and other such o
and ends. Most characters begin play with a few Gafts
hoons o your charac rl:f:l and/or a few Flaws
dizadvantapes thar your characrer has in relation to othg
Ciifts and Flaws mav be amained {or lost) after cha
creation in 2 number of ways, the most common of wi
is through role-playing and the expericnees of pl
characrer.

Ciifrs and Flaws are divided into two main carepl
major and minor. Major Gifrs and Flaws are signibia
advantages or disadvantages, and are generally rare anvf
“average” people. Minor Caifes and Flaws arc mi
common—almoss m-r:r:.-hnd}r has one or two. Manrld
anid Flaws are available in both major and mi
incarnations, depending on severity, During Charad
Crearion., two minor Gifs orFlaws are l:l'_]l_'lE.]. L0 One

1. Gifts Described

The following list is bur a sample of Gifts—m
and minor—rthar one may have. Many more are posas
assuming that they are comparable with those oun

. | iy —
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addimon w0 Absolute Direction (minor)

g Traps 15 Those wach the Gift of Absolute Direction are never
Il Per/ Traps: st They abways know which way is north, and which

WAy s up ordown. Assuming they've been consciouws they
SEingues the amount of distance they've rraveled within
“afewmiles, and which direcrion they ve been gni ng e
; fﬁg I £ & g or coach and can’t see the road.

Accupacy {major or minor)

In the whird of combar one rarely strikes the exac

hgamn thar one aims for-

it the shoulder, you thrust for the body and strike the

you swing for the head and

Acturay |:u'.n:: 0 uNcaAnny ﬂhll:n’ o predice the subtle

l:ut:s of their opponent -.md cater their weapon

Samicks 5o that the desiced target is struck.
The minor version of this Gift

s the artacker to modify their d6

t 1ocasion roll (see Book Four: The

"f odec of Bartle] by 1 point up or down.

4 bapplies only to stable hand-held

epons (not bows or flails).

. The major version of this Gife

Rl the artacker o modify their dG

I.n::nnn roil by 1 point up or down

Wenh miszile weapons, flails, and orher

= !1[::.
er siech odds

ew Flaws
o TLEaT Tk Y
shter ch
onof

_ §arenrate or unscable weapons. Hir
iences of youlg

L ion redls made with other weapons
iy be modified by 3 points up or down.
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Allies {major or minor
e sy irs nor whar you know—

hﬁ:l. Allies are those thar are willing
el you out, sometimes even at the
n_fl:h-&i:r awn skin, Minor allies are
average people who are walling to
hngmvm help you our from rime
& ime, o :xnr:pnr:-n.ﬂ Or IMportant

eaple who mighr offer some help

LA
‘il
A

of Gifts—map
mmons re Possie

th those nu[l

thesieh nos coo muech) should their own
pitances allow it. Major allies are
o exceprional or important people

. F
'r" n .'._
R o 1 1

p:m_ ithe examples are endless. Thase with the Gift of
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who gladly offer their help (often ar personal sacrifice)
from time to time. An example of a minor ally might be
a lowcal :=~|'|r:-[‘1'!-cl.'42'}‘:1.'r whio aup[JE-.':c your group with supplics
and informarion at great risk to himself or a great duke
thar likes you and helps out when its convenient. An
examnple of a-major ally is thar same duke, except that
this time he’s willing to nisk his own neck o help you
out,

- Ambidexterity {major)

Those born with the Gife of Ambidexterity are
neither lefe-handed nor rizht handed, and may wse Eith.:r
hand as if it were their main hand. This is not the abiligy
to fighe well with a weapon in cach hand (you have 1o
rrain and go to school for cthat), bur an ambidextrous
person may tight freely with erther hand. |
+1 dic advantage when atracking with a one handed
weapon in the left hand in duel-like situations (it JUst

‘his provides a

A
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doesnt make a big difference on the bartlefield).
Addirionally, should one arm he wounded, the other may
be used ar no penalty. Other uses for this Gift are outlined
i the Schools section in Book Four: Comibar.

- Animal Kin {major or minor)

This gift creates 2 meaningful bond with animals of
all rypes. Those who possess this gift are not likely to be
attacked by animals, are gifted rrainers, and can gain the
trust of an animal in very linde time.

[he minor version of this gife adds swo dice o any
roll that mvobees CoHMMIICAnon o interaction wich
domesticated animals, and one die when dealing wirh
wolves, bears, etc. The major version adds chree dice to
rabls with both wild and domestic animals. Appropriate

ST
aE r B -
1'__;':' 4 .:'r__:"‘!;

uses include traning, calming, and even riding anin

- Area Knowledge (minor)

While everybody knows the land thar they grew
it iuma]]}' their own domain or the domain of cheir lof
those with the Gift of Arca Knowledge are intimaf
tamiliar with the local country-sized region. Additon
they are quite tamiliar with the next several countné
kingdoms [or equivalent). Any knowledge (MA) ingy
rolls are made ar TN of 3. 6, and 9, depending
familiaricy.

+  Beauty of Legends (major or minoer)

Most characters are assumed 1o be somend
unarrrEacve, average, or slighely armmactive-looking peod
others are born with the Gift of “Beaury of Legend
This gift is available ro members of both sees {jusr ren
the word “Beauriful” wirh *Handsome” or *Dashing

The minor version of this gift applies to those @
are markedly beauriful or handsome—such as sticky
mn a crowd and nearly always arract members of
opposite sex. Any rolls thacare directly effecred by be
(many social or entertainment skall, for example) are m
with +1 die.

Those with the major version of this gift

stuntimg—songs are wrnen about them, membes
the opposite sex often become imationally enamored.
they stick out in a crowd of beauriful people. All diem
thar are directly effected by appearance are modified]
+3 dice.

In addition roany “zame mechanics,” beautiful pes
ate simply treared berter by evervbody. Many of '.
advantages of such beaury are 1o be seen only in roleplag
and common sense. There is a dark side to this giff
well—beutiful people ofien amracr roo much acrenm
and can even evoke to jealousy and enmicy of ot
Lremember Sowr Whee?),

+  Good Reputation (major or minor)
A mans reputation is a funny thing—evervbody wa

a good one, but few acmally enjoy the fame and ok
ir can bring; ics hard to gzin a good reputation, but g
to lose it, Minor reputations are less impressive and
well known, while major TEPULAtIONS are very impr




Sind ofien very well known. Both garner the atention of
“foee who are aware of your reputation (for berter or
Those with minor reputations may add one die o
-y roll thar directly involves their reputation (particularly
:".i:-:iﬂ Jased rolls). Additionally locals will buy them
h};i and generally do nice 1 |*:||1ga for people that they
:’-mFﬂEL Recognizing someone with a minor reputarion
- Toquinss 3 MPL-' N 7 roll {each success brings more
Ninfamation resarding char person’s reputation ).

Those with major reputations may add three dice to
guch repuration-cffected rolls, and are likely to be
‘matenized (cither by appearance or by name} by almost
eerybody (MASTN 4).

. These Bonuses are not cumulative with other such
PBennices fsuch a5 those arrained through the Gifrs of True
Leadership or Beaury)

Hing animals

they grew U

of their lord),

intimarely

. Addirionally
bl countries of
{MA) incuirg

Hepending o n

be somewnat)
'[Lgptu_.
g of ]'_,:g:ndj.:l
es {just replaged
hr Daﬁhl]lg :h
s to those that
ich as stick oul
pembers of o
ed by

[TIE '];'ITC' 14

]
|
|.'

jon {minor
Some Fmpl: are lucky-—others just know how o
@m Inmuition is the innate ability to guess tight, Any
Uime a charicter with Intuition guesses as o the solerion
840 2 probletm, what door o take, or any other decision
ﬂi-;['inmh-us essentially nothing other than chance or
[ag_, their chance of success is increased by 50% of
hn al chance. Thus a characrer randomly choosing
.?y,-tnm pwo doars would have a 75% chance of guessing
Hthe nght one; when choosing berween three doars his
ﬂ:u:c:w-nu]d be 45 (33% = 16%__halfof 33, rounded
When the result would be derermined not by
Spetcentapes. bur by an antribure or skill roll, simply add
ilfagain 1o the dice pool being rolled. If a character was
fie to this gift ng an uncontested MA/Eniquere check (trying 1o
uch attentiof ma what the best way 10 handle a certain breach of
mity of othelfl mnners, for example), and this character had an MA of
' ﬁj]jm&mﬂrnm,hm would roll 9 dice (6 + 3) againse the
[Jap:s,sll::li raring. It 1s important to note that this does
e normal skill checks for information—those
ubd nsuzlly be made firse, rolled by the player. Should
gnoemal skill check fail the characrer simply realizes that
E:dpm'!_ know the needed information [excepr in the
ﬁr_&nfa fumble, which gives the characrer wrong
Hmmunn} Inmuition rolls, on the other hand, are made

I

f this gilt
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enamorecd, 3
ple. All die roll
are modified b
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by the Seneschal on behalf of the characrer. The Seneschal
keeps the acrual result secret, simply giving the charzcter
the needed information. Thus a characrer must have faith
in his own infuition, a5 he never acrually sees the rolls—
only the conclusion thart his intuition has led him ro.

- Linguist {ininor)

Your have an intuitdon and wlent for language. You
automatically begin play with one addidonal language
{remember to explain how/where you learned id). In
addition, new languages may be learned in half the time
and ar —1 o your beginning Skill Racing,

Patron {major or minor}

You, like many artists, explorers, and swordsmen, are
in the general employ of someone more powerful than
you are. In rerurn for your occasional services they see o
it that you eat, are sheltered, and have other resources.
Major Patrons are often powerful nobility or groups with

a great deal of money ro burn. Minor Patrons arc usually
lesser nability or groups, or powerful but stingy nobility.
While having a patron is usually a grear asset financrally,
there is often a dury artached. Another version on patrons
is the feudal system—most all knighes are indebred
through a kind of patronage to their lords.

- Duick Healing (major)

This Gift facilitares very quick recovery from wounds,
doubling the number of dice rolled when healing o
FECOVETIng from sickness. See Book Five: The Laws of
Warure for more.

- Tme Leadership {major}

While most anyone can lear to lead, others are born
with the peier to lead. Such people in our own world
hive been George Washington, Alexander the Great, Jan
Sobieski, and even Adolf Hider Those with this gifr
invariably find themselves in positions of leadership, and
almost automatically gain the trust and support of those

that they lead. In game terms all rolls thar concern
leadership or follower loyalty are made ar + 4 dice

"L
{H13,

Girrs DescriceD: =T



ISH] SAVTY

L
[=

g-y ‘asdi

2. Flaws Described

The tollowing list is bur a sample
of Flaws
one may have. Many more are

major and minor—thar

possible, assuming that they are
r_'c:m]umhiv with rhose outdined
helow:

whatever it is that you'te sddicred
to, whether it's
_ alcohol,
= sambling, or some other
drug. As long as the daily dose 35
not oo much, no major negative effects
take 1:!].11:-: Upon or fﬁlluw‘inf_-‘ |,',1,:-ﬁ,n:-_||rq}r|_jm| {use common
sense to determine whar “roo much” is), Failure 1o get
you're daily dose incurs a —1 dic penaloy o ALL rolls
until vou get it, Aftera week penalty increases to—2 dice.
afrer twao weeks o -3 dice. The penalry stays ar —3 dice
until the fourch week. after which the penaley lowers by
one die every weck. [ this process of withdrawal and
rehabilitation is successful then the addicsion lies
dormane, and will only rerumn if the addiction is re-
indulged. At any time, before, during, or after withdrawal,
it the abject of addiction is offered or made newly
avattable, roll WPTN % o resise.
These are generic rules, and may be modified
depending on the specific addiction. Is should also be
noted thar no major addicrion s offered as a flaw due o

the dehabilitating (and cherefore unplayable) natuee of

such hard addictions.

- Amputee (major or minor)

One of your limbs is badly deformed or missing all
ogether. The minor flaw refers to a missing hand,
where the major version includes the whole arm and
any portion of a leg. A missing hand restricrs weapon
choices to those things that may be strapped on (flails
and maces ar —2 CP) and some shields. Lack of 2 whale
arm precludes the use of that arm entirely {of coursef),
and causes a—1 1o AG. Missing leg parts are extremely

You have o get a daily fix of

difficulr 1o deal with {especially for combar-relared!

characrers), imming character movemient to crurchis

th some places, 2 wooden Jr:g- As a peneral rule, a
deformed or amputated leg causes 2 negarive die
maodifier of hall the Combat Pool, assuming a pegls
Or cane,

. Bad Luck {major]

Be careful with this one—ir could et vou ki
Mo points may ever be pur into the Luck Armibg
Additionally, ance per game, :in::mr:l:hinf__ bad [
usally embarrassing—never Gatal) will pest happen mog
character, The Seneschal gers to be creative with thise

- Bad Reputation (major or minor

It hard to gain a-good repurtarion—bur g iy
bad reputation is easy. The hard part is staying alives
that kind of a pame, Those with a bad reputation may

may not have carned it—either way thev're not
popular. Such infamous characters, while feared, aréil
hunted by the law, those they've wronged, or
wishing to prove themselves,

The minor version of this Flaw costs two dice od
roll that the character’s negative repotacion mighc off
{mostly social rolls and other mnteraction ralls). O
up side any roll thar relics on far or inumidaton of ol
brings +2 dice. This flaw is bes excplifted in well- I
brigands and other baddics. Mose people will recogis
you or your name with an MASTN 7 roll !

The major version of this Flaw is reserved for ]
oruly frightening and despicable. Good people abhorg
people, and many fear them. Subtract 4 dice from i
roll thar repuration might effect: add 3 dice to anys
where such a reputation might be used to one’s advant 1
{azain, fear and incimidanon). Most pmplc will recogn
you or your name with an MASTN 3 roll. '

Exact details are left up to the exact repurarion
the Seneschal. No one will ever be terribly friendig
helptul ro such a person except for fear. Those thas
more powerful than you will show nothing but Cotes
and disrespect, and may even prove dangerous.
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her happen o youllisnt o kill, you never let an enemy live (ot if you can
with this ong

—but gerringd
sravirg alive with
PUEALIOTTE Ay
they e not

ng.::l_ or th ..5: .'|::|1:ur WP 12 {for major). Muleiple

ts two dice roang
o might e e
o rolls), Cn e
idarion of oche
il (oward. .. Ar the firse .w.ign aof rrouble you either
nle will recoent
reserved for i
j_.'ll.f.' abhor ik
4 dice fromn 2
3 dige o any
o ones advantag

bple will recoghy

L reputarion e
ibly friendiy e those that you love or fear in search for
ar. Those thats
ing bur contemy af

AT s _ L-;

lnse Teonblemalker {(major or minor)

Ipstead of avoiding rrouble, you look for it instead

bitaneaking past the enemy, you do anything you can te
Bt them as you pass. [he manor version of this Flaw
sl easily be called “troublemaker:™ vou like ro ger into
- e rrond e q_';.}hg'g‘i:{l":.r Frghsﬁ.. You nover Fm'grr an
ttieny and find ir hard 1o forgive those thar cross you.
This s 3 comman Flasw AMICEST rh'.q;:: and some Blade-
. pers. The major version of this Flaw is much more
ef o you have the same rouble-making tendencies and
Binfooziving spirit as above, but you go for the kill. You

p i), and have litde respeer for human life, Ir's

Smpoetant to note thar rhis doesn’t mean thar
miie an unkind person—vou probably sl

b f P .

Seyour family and friends_ . you just have a

i you ever need to resist an urge 1o stare
b, kill an enemy, exc., roll WPTIN 8 (for

SRS may be mqu'sscci where more serions
e are invodved.
1
8 Chicken {major)

Gutless yellowbelly momma’s boy
= - b
b or wet vourselt, You cant handle torrure
e even threats, and grve in ca.ti|_','. Even trving
. be a lirtle brave calls for a roll at WP T
(e e p-r-:t_-:'r that T st role p]:l.:.' i}

*The love of moncy is the root of all evil.®
- lowe money, wealth, power, or some other
Bnd of personal gain. This love and obsession
phten overpowering, leading you o cross

Wi, recoenition, or cash. Any ame you are
d mongy, power, or whartever your
Wtzssion desires roll WP The TN varies,
Mmending on the amount of risk and the
bmaunt of reward involved. This holds true
fhoch for offers of money and wealth “out m

T e o
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the open,” be it in your friend’s bag or 4 dragons har.

«  Lecheropsmess (minorl

Some have a problem with gambling. others with
drink; vou're problem is women (or men, depending on
your own gender or preference. . ). Examples abound in
lireracure of men easily seduced or distracted by beawriful
members of the opposite sex (2 cerrain British super-spy
is the classic example). Any time someone of your gender
preference makes a pass. no marrer how subrle or
aggressive, roll WP che TN is determined by how
atrractive this person is; but may be «ffected by things
such as how long since your last score and how aggrressive

Fraws Descricen: C-L
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the pass is. Resisting someone with the "Ugly” Flaw s
easy: TN 3: “average” people: TIN 6 those with a minor
Gift of Beauty: 9; those with a major Gift of Beaury: 13.

- Little {minor)
Same Siche, such as dwarves, are smaller than maost

p;ﬂph*:ur-:‘.-rh'lx. miakees ir difficule to blend 1n within most
social cirdles, and limies many ph}'r.'j.:.'.ﬂ activities. Dhrarf-
sized characters (around 3 or 4 leet tall) fighe as i cheir
weapon was 2 length caregories shorrer (including cheir
fists!) when fighung larger persons. Even smaller
charscters, like sprives and pixies. are unable m cven cngage
in combar with larger opponents (though thar kind of
size has itz advanrages),

- Obese (major or minor)
Those weighing significantly more than
“average” for their height are constantly burdened
by addidonal encumbrance. Sce Book Five:
The Laws of Nature to determine just haw
permanently encumbered a chamcrer is.

«  Owerconbdent (major or minor)

Some people dont know when
theyre ourclassed—others dont care;
haoth suffer from the
Overconfident Flawe Characters
with Cherconfidence have a bir
voo much self-esteem—big .
britches, as it were. This Flaw
may be erther major or minor at
Sencschal's option; it simply
depends on what the players are
like. Many plavers, whether
they have this Flaw or not, will :
exhibir a good deal of
overconfidence—iIrs a minor
Flaw for them. Others are a
bit more prudent and must
work to be overcontident—
its a major Flaw for them.
Either way this Flaw must be
role-played o the hile. 1fa roll

i ever called for {and we dont

encourage it, bur somerimes you have to), roll
10}, Ohne success is encugh to stand down or humbe
a little. Be careful with this one—this particulas
isnt too safe ..

I"hobia (major or minor)
Some people. no marter how tough they seen§
deathly afraid of some things. Whether its closed 5
Dpen Spaces, the darkpess, I.ELL"]ll, snaloes, rats, che sl
blood. the sight of weapons, or magic (a dehabih 1
degree of superstition), something causes your E|'I:I

to-go weak in the knees, faint, or puke. When comb

with Rage, this Flaw can creare substannal problem
The minor form of this Flaw causes people
irraricnally, suffer from sickness and weakiness, andig

a —1 dic penalty 1o most all rolls {ar Senesd
discretion). The major version is simply w0
causing -3 dice 1o appropriate rolls.

Rare/Bad Temper (major or mmg
The Flaw of Rage maké
difficult for one to control hisg

actions when frustrated or of
Pressuce. Such pmplr: B
“explode” and go berserkc, ks
Qe I_‘rl‘.}"&il‘ﬁﬂ}-‘ or verbalk
anyone or anything.
In its minor meahs
Rage forces one to ac
agrainst the source of fi i
in some way or anothen 8
physically, verbally. or
subitly—ir need not be log
even violent (though it v
15), boer it must be immn l
Those wishing 1o keepil
cool must roll WFTIN
alternatively one g
siply walk our or m
distd
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iiq:;ﬂ“.ﬁ the characrer o immediately and violently
Stem apainst the source of frustration. Such characrers
ieta berserk: rage, arracking and perhaps killing anything
it pes i their path. Berserk characters may come out
[ _ﬂ]fmynnh by rolling five successes iman ex rended
WA 6 roll. Those wishing o keep their cool must
E.-. T'l'."l'"‘».l 15; alternanively one may simply walk our
[I: i sete other way distance rh::mhtl‘.'u. from the sowrce
thiniseracion by rolling WP TN 10.

B Bemng in 2 stare of Berserk (available only in the major
g0 docs have itsadvantages: 5T and TO both increase
by ancfor the duration of the berserk. On the downside
I-‘ imasz always press the advantage and take theroll of
whenever possible and all CI dice must be spent

cople to acts
o and ineur
Senesc _1
ply WOrse, Sleep Disorder (minor or major)
_'I'uu have a problem with sleeping. Either you sléeep
E ke and long, needing abour 12 houors of sleep a day o
Or mInor). m[n_.u]'t shle (minor Flaw), or you have difficulry
makes ‘ S demine. Lizht slecpers (major Flaw) make good guards
rol his own ST wake up ar the slightest hintof trouble), bur often
sl or U et from severe fatigue. Light sleepers should Toll Per
ople l'.rf[ﬂ.':_’ grughr. TN is determined by how much noise 1510
serk, lashing remvironment. Most nights in a building are TH 13,
verbally o8
i sreding this roll causes —1 die to every roll ‘l‘u: MexT
L CArTatios

o - - - #n
g camnps are 11N 7, and noisy areas are 1N 4 ot worse.

B4 'ﬂ'u'-sr penalties apply uneil one full nighr of good
o act ouf
f fruseration
other, be it
lv, or even

be loud or
eh i usually S e with yours. What's more, is that they haunt you
Lmﬂ'ltd-lﬂtf- walarly. You suffer from “Hashbacks,” n:ghfmftn‘.ﬁ, and

keep their gomant guile. Your combined Passion and Drive
P TIN HES mibures can never exceed 7 points rotal In minor

one may pans, and are limited ar 3 in major variations of this

Taw.

=aad

g, Fathiare mesns a nl;fh{ of tolecable rest, .md. Fllm-‘rhn,",
:j.m';.murtd, hnh}'-]ik:: sl-::q:l.

= Tumented (major or minor)

Every pesson has his own “demons;” you havent come

[0 [0 SOME
distance

from the
stration by b Samerhing about you just bothers people: your
e This Flaw is always taken in relation to those

i 7.
r‘l-'l':F:"uil:rTll:!l_hlLr fur vou are with—it is assumed 10 be relative o

(major or minor)

humans first, other races second. Thus a troll would
almaost definitely have this Flaw when in contact with
humans, but it would probably not be a problem with
ather trolls.

The minor version of this Flaw causes a one die
negative penalty to any roll {paricularly social rolls) that
invohve appearance. The major version inflices 2 chree-die
pnalry.

Yows (minor)

Many people have undertaleen vows—such vows can
be af abstinence from sexual relations, alcohol, violence,
or speaking. For the most part these vows are considered
minor Flaws {though some really impressive ones, ot
combinations, might be worth a major—comnsult your
Seneschal). If 2 vow is violared no Insight Points may be
earned until proper penance, recribution, of FEPETILNCE is
made, or until the Flaw is bought off. This Flaw does
noL g‘fnrmlh' cover vows such as *T will kill the man that
killed my father,” that falls under the Dierve Arrribute.

If ever seriously tempred ro break your vow roll WP/
TN (varies by difficulry). Failure means violation, with
all the effecrs abowe.

3. Sorcerous Gifts and Flaws
Gifts and Flaws for the Gifted and the Fey are found
in Book Six: Sorcery.

[11. Proficiencies

Proficiencies, where combat 1s concerned, measure
the amount of training, practice, and familirity 2 characrer
has with a given brand of weapon or fighting style.
Proficiency covers the basic renants of how such a weapon
or combination is used, and what its effects are.
Proficiencies represent relatively loose categories—a short
club, for example, can be used with sword-relared
proficiency, based on weight and method of use, This
assiumes that the two items {swords and shorr clubs) are

PROFICIENCIES
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used similarhys it is conceivable that another proficiency
could cover the club, or any weapon. Whar is importans
15 fagee that WEl P i% is{'ir'.t_r' LS —nat ]1-'.‘*{.':.‘&'-!:11'53_‘_." fr'-':-'-'!-l'
the WEAHI 15, Use common sense and remember thar
the Seneschal lias the final say.

The following descriprions cover most every weapan
that a chamcrer may use or come in contact with in the
coutse of play. Each entry consists of a descriprion of what
falls under thar fightine stvles “donmain,” followed by aptiomal
rules for using those weapons.

Manewuvers, listed under cach Proficiency, are specialized
uses of each given proficiency: Some maneuvers—such as
st basic artacks—arc auromatic o anyone POSSESSINg even
one point in the proficiency i question. Many maneuvers
alse have an “activarion cost,” paid from the Combat pool
and found in parentheses 1o the nght of each maneuver listed
under a given Proficiency, Crthers must be leamed through
play—muost of these are even then only available ar cerzain
leveels of proficiency. Unless otherwise noted one may amempt
any raneuverwith some knowledse of the principles behind
it. Maneuvers may be atrempred at defanls fora penaley of 2
CP or more over the maneuvers original cost. In addition,
many manemvers work for different kinds of weapons (muny
:;-,un-r.;:l ManNeuvers I_r;{;n-u?'::_':' |.'.'I.=.i|:l.-' [ TIEEES .J.'I1.-|J. Fln'_'ll.l_' "-'-‘vq_"._{il{ﬁ'l:i_
The Seneschal has final say over any crossed-over mancuvers.

Diefaules are similar to those in Skills. Some fighting
styles are very similar to others, and cach Proficiency lises
whar orher soyles are dosely refared. Defaults are signified
with a negative Proficiency modifier based on which
Proficiency the default originares from. Defanlied Profiencies
may never exceed 6 withour formal training (afeer which its
no bonger a defaulted Proficiency). Most maneuvers, unless
very similar te thase in the oniginal Proficency, are assamed

X T
e e
) L
L3 .
Sty e

N it g ¢ F i e

of effecrive use ™
'
e ;l ‘ﬁ"_;_'. =
B - o *] g j:h
i :-..- .'P. § -I.-

unusable through Diefautr. Defaules listed in the follo
section follow the weapon they onginage fro m. T hus, il
need o find your defaule for Doppelhanders whenj
primary weapon proficiency is " Sword and Shicld” losk
the-end of the Sword and Shicld preficiency ®
Doppelhander is listed as -4 (meaning your Del
Dopplehander proficiency is 4 less
than your nomual Sword and Shield
Proficiency},

1. Sword and Shield

As [nnf_g_ as the sword has
been in use. the shield has been
present o support it This i
ane of the oldest hghring
stvles found in Weyrth,
anud is still tasght in many
5:;:]1qu-_-.__Hn'm'.ghnur the
Gentry  and
MNobiliry are particalacly
fond of the sword and
shield, fnding it the |H“I'FPEL'
combination for knighrs
both mounted and on fooe.

This Proficency assumes

weort]d

any ane-handed sword and
a medium sized shield
farleast 18 across,
bt usiu:zll}' orer £, )
o
s
advantagesof the i
shield are its case

b 1

e

Primary
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Thus, if

|:||i i[5 5[;|'|_l'|g L;:'E-c' ese [:|,||u'.-.'i]|_5 :_|;||;; ::wnr-:j [Cr L]\'."'li"l-'l:]' | {.:;rl.".l.l'_b'-'-'::ll'-:.‘l F'
imng offence). This profidency may also be used without Mass-weapon and Shield —1
3shield ar no penaley, but any shicld-based maneuvers Pole-arms —4

}- arealso impossible, Pole-axe —4

Pugilism/Brawling i

Bifensive Maneuvers: Rapier —4
: Bind and Scrike (0) Wrestling —i
1:._ Car {0)
g | Feint (varizble) 2. Grearsword/Longsword =
. Simultaneous Blocks/ Sorike () As berter armors came into use warriors began g
L Thruse (1) dis-:.‘ar-:l'mg shields in fvora F]:argrr swords, | hese ;()JI:.’J’.‘:I 2]
Deersive Maneuvers: blades have gained grear popularity in Cyrinthmeir, Stahl, g
Block ﬂpl.‘t‘. and Strike (2) Oustenriech, and Xananum over the last 200 years. They 3
Block (0) are clegant weapons, capable of cutting and thrustingand =
Counrer (3, 2 wio shield) complicared maneuvering and countering, Greaswords, gﬂﬂ
Parry (1, 0 wio shield) longswords, and bastard swords are effective weapons E
4 ! Bedanlre: both in personal duel and on the battlefield. e
Case of Rapiers —4 The Greatsword Proficiency covers greatswords E
L Cut & Thrust —2 (roughly 4' 6" ro 5" long), longswords {asbour 4° long). =
= Dagger -2 bastard swords (about 4' long, with a hard rapenng blade) ©

Doppelhander —&

- : E o — =i i e o s
o o e -3 A e a4y P AT ,g'.,'. T 7 S =
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and estocs (47 long, unedged for half-
swording), along with any other two-
handed or hand-and-a-half variery.
Primary advanrages of these WEAPONS
include a long range, lots of curting
power, and a plethora of maneuvers,

Ofensive Maneuvers:

Beat (0}

Cout (0)

Evasive Arcack (1)
Feint {variable)
Halt-sword (vanahle)
Srop Shore (0
I'hrust (1)

Defensive Maneuvers:
Counter (2)
Expulsion (2)
{'r:::pplq: A
Half-sword (variable)
Parry {1

Drefan]s:

Case of Rapicrs —

Cut & Thrust -3

Dagger -2
Daoppelhander—2
Mass-weaposn and Shicld -3
Pole-arms -2

Pole-ae —2
Pu:_;:]imu.l'ﬁmwlir:g -4
Rapier -3

Sword and Shield -2

"-.'(-"rc'::'r]ing 3

3. Cut and Thrust

As longhbows, crosshows, and primirive firearms
began 1o make plate armor less practical 2 new form of
combat evolved. This fighting style, the predecessor to
the rapier, consists of 2 somewhar lighter version of the
old-fashioned knightly sword, with 2 new em phasis on
thrusting in addicion ro cutting. A companion weapon,

HAlVY LSNHT aNv 10D

such as a buckler, dagger, or arming glove usually
complements this quick and deadly weapon. This stvle is

popular in Gelure, Fauth, and—recently
Cyrinthmeir, the Empire (Xanarium), and parts of &
and Sarmarov (with sahers especially).

I'his school covers all ighrer one-handed swordsd
as basket-hilred hroadswords. backswords, mosr s
sword-rapiers, and so on. The primary sword is al .
always accompanicd by a buckler, poniard/dagge
arming glove (a leather and chain gauncler for grasp
and deflecring blades).

OHfensive Mancuvers:
Bt (0)
Bind and Serike (0)
Couc
Double Scrike (0]
Feant (vartable)
Simultancous Block!Serike (0
Stop Shorr (0}
Thruse {0
Toas ()
L}El:l‘_‘:'l.ii'l.-'l.‘: .".-'T;_n (i
Block {(with buclders) ()
Counrer{2)
Expulsion (2)
Grapple (2)
Parrv {0)
Drefansles:
Caase of Rapiers -3

Lhagoer -2



Dappelhander —4

Greacsword —3

Mass-weapon and Shield -2
Pile-arms -3

Pede-ae —i
Pugilism/Brawling —2

Rapicr -2

Sword and Shield -2
Wrestling -3

4, Rapier

RTEEH’FAJ]B;L"{[ rapier is an urban descendent of the
w,ﬂ;mﬂ stybe, focusing entirely on the st aspect.
"Ih.ll:p:‘.'i'hﬁ}'u'm hiais just begun togain popularity in upper
ks of Xanarium, parts of Gelure, and in Fauth, There is
g bat [z2nd bloody) debate between those that prefer the
mor traditional lomgword or cut and thrust swords, bur
Bempeer s aeadily prowing in populariny as a civilian dueling
epon. It i relatively useless on the bartlehield.

Rapicrs are long, with blades somerimes reaching 4 feet,
Diespire their weight, superior balance makes them quack
and deceptively deadly thrusting weapons. They are almost
abways used along with a companion weapon such asa cloak,

a poniard/dagger, or an arming glove.

OHfensive Manewvers:
Bear ()
Bind and Strike (1)
Double Serike (0
Feint {1, may be performed from a thruse)
Simulrancous Block Scrike (0)
Scop Shorr (0)
Thruse [
Toss (0)
Dretensive Maneuvers:
Black {with bucklers) (1)
Counrer {3, vs, thruses and for thrusting only)
Expulsion (2}

Cirapple (2)

{CASE OF RAPIERS
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i Wrest I]ng -3

! Parry {i) Pole-arms —3
Diefaulis: Pole-axe —4
| Case nFRa_picr:; —1 I‘ug;ilis.rn-"]jrax-.-'ling =
: Cut & Thrust -2 Rapier 1
Dagger—2 Sword and Shield -3
Doppelhander —4
|

Cireatsword —4

Mass-weapon and Shield —4 6. Doppelhander
Pole-arms -3

The true rwo-handed sword. an snoum Ol we -_-1
| Pole-axe —4 of Stahlnish origin (the name means “douhle-handdi
15 the latest addition to the bartlefield: Meant for CLIE
down pike formartions and other pole-armed infig
this weapon resemnbles a spear more than 2 sword in z

Fi Ig'.i]jsmfﬂmwli.ng —d
Sword and Shield —3
Wrestling —3

- 5. A Case of Rapiers
The capital city of Xanarium, the Sear of
the Empire, recently developed this unusual
style. A case of tapiers consists of one full-size
rapier in each hand. Popularity for this srvle is

beginning o grow.
This schools primary advantage is the
extended range of both weapons— possible
. only due 1o the thrusting-only attack line ofa
rapier. On the downside, a swordsman is lefe
without a smaller weapon in the case of
suddenly-closing range,

OHensive Manecuvers:
Bear (1)
Bind and Strike (1)
Double Strike (1)

; Feint (1)

| Simultaneous BlockiStrike (1)
Thrust (0}

Drefensive Maneuvers:
Expulsion (3)
Parry (0)

Pefanlts:
Cut & Thrust —2
Diagger —4
Doppelhander —4
Greatsword —4
Mass-weapon and Shield —4

HAANVHTEdO

i1..--::"‘1 A




e | e el
g ‘___ E &
v popular in some Seahlnish armies, Gelure, and
Uaestenricch,
Doppelhanders are generally about 6 teer long or
‘moce, with an 18" erip and a second cross-guard abour
8P ap rom the first, They are fearsome weapons wich
e nnge, but easily overcome by any fighter quick
‘emozn 1o close range.
MIMOUS WeApoI Uenave Manecuvers:
puble-hander™ Beas (1))
eant for L'urriJg Cuz {1}
armed infaneng Feint {varialle)

4 :-,1,1.'1_1]11 in ,ﬁ_‘nﬂl [‘[:],[l'.-s."-'n-‘-::-l'q:l ':'.-':1 ria hlll."'_l
] Stop Shorr ()
| Thrust (0]
:E_Hfl:l‘l'ii'ﬂ: Maneuvers:
| Half-zorard (variable)
Byl

Dbl
| Case ol }-‘.npi-::::i i
|| Lur i Thruse —4

Dagger—&

Greatsword —2

Mass-weapen and Shield -3

Pode-arms -2

Pode-aze 2

Fugilism/Brawling —4

- Rapier —4

Sword and Shield -3

Wrestling: 4
7. Pole-axe

Thisancent weapon has proven effective and valuable
thmugtiout history. The pole-axes primary purpose is
gk through armor and shiclds, providing a powerful
Bl Most knights and infantry have rrained with this
weipon. It is popular in every comer of the world in
same form.

Pale-zxes are generally 4 feet long, with a hardwoaod
Baftand 2 reinforced steel head. They are often adorned
fih 2 spike or hammerhead on the back or top or both.
e pole-ase is especially uscful against armored
t_ippimcn::s. Because it requires the use of both hands, no

| el 1s [u'rst.ih‘:r-
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Offensive Maneuvers:
Brat {7}
e (1)
Hook (1}
Thrust (1)
[efensiee Manesrvers:
Counter i)
Cerapple (2)
Parmy (i)
[Defamlts:
Case of Rapiers —i
Caic &6 Theast —3
Dragger—4
Doppethander—3
Cirearsword —2
Mass-weapon and Shaeld -3
Pole-arms =2
|"|_:g|.-'.:_~I'r'.."[2.-.":t'-.¢."|il'k__2| —4
H'.:ti_'lln:_'l 4
Sword and Shield -3

Wrestling —4

8. Pole-arms

This wide grouping of weapons encompasses
irems as ancient as the spear, as new a3 the pike,
.5:1:'_{ a5 |_".'|_'|'];,a_k|_|:|::|t_“' = 1 :|‘:-!: -:_||I:'|:'[|.'F.~C.".'|f.r.. I'Jér':'c-r-.-r_:
forms are popular in different places—opikes in
Ouestenriech, Gelure, and the Empire, halberds in
Srahl, bills in Farrenshire, and spears and staves
worldwide.

'his school includes all staft or pole-mounred
weapons over G feer long, though most range
.1:1}-"..'-.':;:||:|'r_' from 8 teet (spears and sraves) to 14 feet
(pikes). They have the advanrage of range and
(often) speed, butare bard o transport.

Available maneuvers vary greatly due ro the
design of each individual weapon, Use discretion

.'|:1IZ| CO I ITLOND  SETLNL,

Offensive Maneuvers:
Bash (0
Bear (4

EARMS

PoLe-AxE, Fo
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SR
Cur {0 9. Mass Weapon and Shield ~without
Feint {variable) Since the carliest clubs mass weapons have fo -:
Hook (1) their place in warfare. With the advent of berier iSRS
| Stop Short (0) berrer armors clubs and farming tools were tranglo - Oh . sebdnic
I Thruse (0) into battle-axes, picks, Mails, morning stars, and m o
| Diefensive Maneuvers: These weapons are in use the world-over, holds B i |
Counter {4) particalar popularity with rhe peasant infantryms Cur g
Parry () irhese WEAPORS ATe cheap) and the armored gentry it £ Hool
! Defaules: weapons arc especially effective against plate armo Stm "
Case of Rapiers —4 Mass weapons include any single-handed | e
Cut & Thrust —4 occasionally owo-handed) weapon thar is particu s
Dagger -4 heavy on the business end. Axes, maces, flails, and pi
Daoppelhander -2 are good examples. These weapons' balance mai i
' Grearsword —3 parrying especially difficnlr, and forces the we i
Mass-weapon and Shield —3 CONSTANT evasion or—morte commonly—shied ::. = s ey
Pole-axe -2 Addirionally most axes and hammers are outfired w i)
Mugilism/Brawling -3 a secondary spike or hammer on the back and/or f
Rapier 3 To flip the weapon over spend 1 CP if done '.;:_5
Sword and Shield -3 round. As with Pole-arms; eiacr maneuvers I8
Wrestling —4 dependent on the weapon ar hand. Use discretion s

common sense. | his proficiency may also be

TPy o

wr'""‘“"l‘{’ﬂ‘“‘I.;“5’*f
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ns have found
of betrer and

mancuvers are also impossible,

e rranstormed ﬂﬁfﬂbij-'l.' Maneuvers:
B, and maces. E?Sﬂ"' () .
over, holding H_“:'"I and Serike (0]
infantryman Car {0}
gy (il o)
plare armor), Simultaneous Block!/Strike {0 \

-handed {and
s particularly
ails, and picks)

balance males

Thruse (1)

Pefensive haneuvers:

Block Open and Stnke (2
Black (1)

5 the use of I |"an-_|.-|f|f|
nly—shiclds Defzules:

batfirred vtk Case ui'_ Rapiers —4
ck and/or ropy. Cur & “'!I'IJ.#‘I. 3
done duringd Dagper -3

dfeuvers 4

ieretion and
also be used

Doppelhander —
Crreasword —3
Pole-arms —4

withour 2 shield ar no penalry, bur any shield-based

Pole-axe -2

Pugilism/ Brawling —4
Rapier —4

Swird and Shield -2
Wrestling -4

0. Dagger

This small, easily hidden weapon comes in many
Sfimms, Found in every place in the world, dagsers and
,-k_ﬂu.]:tt:.wd as tools and instruments of death. Dageers
_._l_t:ﬂl:rv::mri_'.-' popular civilian WEApONs, and are carried
ipalmos: everyone.

This Proficiency covers stilettos, poniards, rondels,
sandall manners of short stabbing and slicing blades. This
Whicicncy is directly attached to street brawling and

Wemtling due 1o the short range of daggers and the like.

Olfenstve Manewrvers:
L Cur (D)
Gerapple (2 or 4}
Kick {2)
Punch (1)
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Thruse (01
Defensive Maneuvers:

Latapple (2)
Pacry (1)

Diefaulrs:
ase of Rapiers —4
G &8 Thrust —id
Doppethander —4
Cxreatsword —i

o

=

=

s

L

i

=

Bl s and Shield —4 r -
, SS-WEAPON AN el ‘%ﬂ. -
Pole-arms —d § @
Pole-axe —i =
e . o
Pugilism/Brawling ~1 iy f e
Papier—3 i o
Sword and Shield —4 i 5
Wrestling —1 / )
resthing J E
3 0

11. Pugilism/Brawling

- e

o e
W Lo "i."-_-l-i_

LA




SNOAVEMN FTSSIA ‘SIONVTT

58 The Riddle of Steel

The ope weapon everyone has is his or her own body.
Variarions of unarmed combar exist all over the world.
This version ts popular throaghour the western half.

PPugilism and Brawling consise of punching, kicking,
erappling, and direy tricks. These weapons are infinirely
portable, bur ineflective when compared o a “real

WERPON,,

Ofensive Maneuvers:
Crrapple (2 or 4)
Kick (1)

Ponch (1)

[Defensive Mancuvers:
Cirapple (2]

Parry ({1

Defaulis:

Case of Raprers —i

Cur & Thrust ~4

Dagper -1

Doppelhander—4
Greatsword —4
Mass-weapon and Shicld -3
Pole-arms —4

Posle-amne —4

Rapier —3

Sword and Shield —4

Wrestling —1

12. Wrestling

Wrestling, thouph pepular as a sporr, is
really: the most -:l-:".-;pi:r.ut' of all barles, Az
with Pugilism and Brawling, Weestling s
atways an option for the unarmed characer
Adimionally, many fighters find themselves
unarmed on the ground in the course of Battle
ora duel (the Dagper, Grearsword, and Pole
axe schools are particularly fond of rhis).

The following maneuvers are by-producs
of maining as a wrestler. They are generally
used to enter a wrestling situation, not used
eluring.

Offensive Maneuvers:

Cirapple (1 or 3)

Punch (1)

Kick {2)
Drefensive Manuewers:

Grapple (1)

Wrestling, in addition to mancuvers, has special

once combatanes hit the ground. When wresthersh
eround both are assumed o be "Free,” meaning thi
have use ol most of their body. Both contestanes
divide their Combar Pool (derived rom Wrestlm
course) Inio, offense and defense. Any dice not allon
one category or the other are lost. Both players 8

their offense in a conrested roll againss the others




ﬁﬂﬂﬂﬁt‘gﬂ[ Mumber equal to the opponents ST + 1/
Ilm:ﬁ over your weight. Thus if wrestler A has 8T 5, and
I‘qhs [BMhs andwrestler Bhas ST 4 and wci::ﬂ'u; 25015,
hmﬂiﬂ AT is 11 {4 + 7O/T0) and wrestler B
TN s st 5.
i you win both conrests, then your opponent
begomes “held” (or pinned if he's already held) and loses
Hlﬁ if pinned) of his total CI* Alternarively vou may
mprove your own condition (from pinned to held, from
bekd &0 frec} instead of making your opponent’s worse.
Efmwlnﬂn-: contest, then your opponent remains free,
W 0o you. [F you lose both conrests, then vou are now
Pl (if ez} or pinned (if held). Only one characrer may
b pinned at any given tme. I you successtully pin
*nll:mm:r iz pinning you, then you become held and he
Semmes pinned.
Ti!ﬁf tolls are made every round unul one opponent
doryiclds. Small weapons (including punches and
i may be used by any free characrer our of the
! meCombat Pool. Any such arracks are made ;.5(5.,-'?-
etwn contests are rolled with remaining dice from the

wrinal poo).

Wrestling,
not allotred @

pta}nrl'e'- throw’

3. Lances

. s hghring from horseback became more and more
cal, efficicnt, and popular, heavy cavalry came into
Their weapon of choice for the opening charge is
ekince. This weapon is found anywhere knighes or heavy

HrE.

l.:nr.'e:.s range from 8 to 14" in lengeh, depending on
emcmological advancement of any f;;m_n area. They
ustzally biakisd! e the right arm and used with a
Lances, Thnugh made of wood, are usually capped
ith a L:rnﬂ seel or iron point, A -:F:-r:-r['rng version, the
blunted rip for tournaments. The

-."l' h Ed.\-ﬂllldrl{:h to ik E:h_]li.'l'_" are If5 e .1l'tld [T 10 8

ipe. where it uses the mount’s 5T, not the nder’s.

Jostin: ].mu: has a

Wensive Maneuvers:
&mﬂta.ncmu: Block!Scrike (0 used in a charge

[mnl.mu &T)
Thrust (1) used when seariona ry {riders ST
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Defensive Maneuvers:

Block {0

14. Missile Weapon Proficiencies

Missile Weapon Proficiencies are not nearly as
complicared as hand-to-hand Weapon Proficiencies.
These Proficiencies go towards building the Missile Pool
(see Book Four). There are no attached maneuvers,
though cach has a few defaules. These Proficiencies are:

Bow (including long and short varieties; defaules to
crossbow at -3}
Crossbow (all stzes; defaults o Bowr ar —4)
Diares {defaules to Javelin —3)
Slings
Spear/Javelin (defaults from Polearm —3)
Thrown Knives
Thrown Axes, etc.
- Thrown Rocks/irregulacly shaped objects (defaules
fram any other Missile Proficiency ar —3)

IV. Maneuvers

Maneuvers are listed rogerher in a lump sum. Each
mancuver has an Activaron Cortwhich is outlined under
Proficiencies, above, What follows are mechanics for Lsing
offensive and defensive maneuvers in the course of a bour
or bartle. Much of the information below will be difficulr
to use and understand withour having first read Book
Five: The Codex of Bartle. This information 15 included
here instead {or ease of reference.

1. Offensive Maneuvers Described

Offensive maneuvers are chose initared from the
aggressor side of any Exchange {scc Book Four: The
Codex of Barde). Most maneuvers may be combined
for a grearer effect, so long as all Activation Costs are
paid. All offensive maneuvers, unless otherwise seated,
use 4 weapons Artack Targer Mumber (ATN) for all Teses.

Bagir: This 15 the standard arrack for all swung blune
weapons, leamned immediately. Extra power may be
added 1o a bash by expending one (and only one)
extra (I die prior to rolling and adding 1 to damage

MANEUVERS
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60 The Riddle of Steel

in the event of a successful hic All blunt weapons
have an Artack Targer Wumber {ATN} for bashing,
All beginming hghters—and most people in general

know how to bash.

fear; The bear 15 an artack upon an oppanent s weapon
or shicld in artempr to rempornarily remove ic from
the equation. Beas may only be performed at the
start of a bout or following a “pause,” as described in
Book Fouwr. This sudden. brutal, and
elfective manewver 1s executed by declaring
"Bear” a5 your offensive maneuver, along
wirh the dice allomred to the artack. The
defender assigns defense dice o a
defensive maneuver (parry, dodge, block,
etc.} and the contest is rolled normally, If the
attacker wins the beat, then the defenders weapon
{or whatever else was being "bearen”} is knocked
astde and cannor be used in defense on the ﬁa’.[mwing
exchange, Addinonally, every success in the artacker s
margin cosis the defender 2 CP (this funcrions
similarly to Shock, described under Damage in
Bool Four). 1f the defender wins then the round is
resolved normally and intative changes over.,

Using a Beat is an excellent way vo handle

Opponents with I‘-"'F.'-"' WEAPONS as weell: all range
penalties are cur in half (round down) when beating.

Mk, ozr short half-siche friend. has beern ctught in a back-
street brawd with g _."E-'.?."I.ih..rr." (thae’s o "f-{r:'rg f _."If.”' £
Americans). Borh parties are armed with short swords, Mik
decides i poke the thug as fast az be can sa that Be can get
awt of there. When ininative 5 thrown, Mk’ die s red:
the thug's i white, Mik leaps forward, attempring to
pull & beat with 5 dice. The footpad respords with a 3-
dte parry {he's been caught off guard a lnle). Mik rolls 4,
7 0. three swecesses (TN 6); the foorpad rolls 5, 6,
(). . avee suecess (TN 7). The Fovepad's sword i knocked
the side (B cidn 't wse it e .-'.I':;_'l.";:-'r:r.u" on thi :'.\T'.l!ra'.lagr"_.l and he
foses 4 O (2 CP each for Mik's two siccesses tn the pugrgin)!
Mk decides bo thrust i and _,ﬂ;u.".u!:: e thug writh by
|'f.'rr.r.'.".'.'.'|{_!: 5 dliee i J’.'l.'r'_lfu::-l:l:_ll'.l.':.-'.l"."r |':i'e'|!'|!"|1 He ralls 30,79
(). . three succeses (TN 6, unmiodified); H':'r_ﬁ.'-r.'fl,.!:-mf_ea-::

for a ficll dodge with bis repaining one die (he had froe,

e : Lo T
[ i i

U‘ e

oy T,
._‘___-:'n- il W T AeCEn 3
_. E e

g = i s i

g A e

Lraat lost o frome ehe beat), and rells 4 5. one o
Frfes aerrtly tano Gieceesves

[he beat maneuver is available at pmﬁaim-:}'
fevel 4.

Bind and Strile: This maneuver uses off-hand w
ishiclds, poniards, erc.) to bind or pin do
opponents weapon, opening up a clean ol
attack. On one Exchange roll amack as noen

the off-hand weapon/shield (use the T
an ATHN for shields). Tf thisg
sisccessful your opponent losed

for every Success in the Margn
on the next Exchange, Th

beat your opponent by 4 sid

his defense on the nexr e

would be reduced by 48

e This is the standard
for all edged wed
learned immediae
power may be ad
slash by expend
{and only onel B
dic prior m rollig
adding | to cam
the event of a5
hit. All edged we
have an Attack
Mumber (ATHN]
shashing and curming
All beginning high
and most poop
peneral—hknow how

Dorebile Arpaek: Arcackan

twWo weapons at once IS 4

thing, [hvide your dice on this

i any proportion berween boch we
(remember weapon lengrh penaloes) and st

OPPONENT may defend h_i' {a) r."-'.ir_{ing b} bl

and parrying or parrying with both of his weag
ance {c} parry ane of the attacks (his choice) 3




the other docsnt land or {d) pre-empt (buy infnamve).

B stk This ix a defensive measure thar takes place

DETIEY guring an attack (thus it counts as an offensive
mncuver). In principle the ammacker cues with his

. weapon while simultancounsly leaping baclward so

hand w-t'd;‘fﬂl'l-'!:_ ® 1 svade an opponcnts attack., This maneuver
pin down i
Jean follow-up
15 nu:.fn'l.al “"I“i
e the LTI
If this arcack
il fnses 1 C
he Margin. goad
g Thus i v :
ntby 4 s oo N 2 .
next exchan@ @ ey by one for every two additional dice spent (ics

ced by 4 dices

equires a grear deal of skill, but is indispensable o
those who often find themselves in quick-draw style
tucks where hoch OPPOnents F:’rﬁf!:lig]'lr for the artack.

Toexecute this maneuver one arracks as normal,
mmdkug_ an addivional dic to activare the maneuver,
Qnce the mancuver is activated any number of
skdinonal dice may be spent to raise your opponents
anack TN by one per additional die spent. Cin the
dmmside, vour own attack TN also raises, though

hard to hst 1 ey when your're going the other way... ).
& sared above, this maneuver is activated with any
fh or skash-Tike maneuver; it is relatively impossible

grandard a =':_
ged weaponk
mediarely. B
may be added
by expending o
anly one) extrald
ﬁu} to rol ling a8
ng | to damages
ar of a succesd
| edged weaph
an Artack Targ
T (AT} I
e amil CUTing,:

meonjuncrion with any thrust-based mancuver.
This maneuver is available ar proficiency level 6.

et fall o two categories: Feint-and-cut and Feint
and-thrust.

Frtneanad-Crt: This is the first “tnck” thar most
swardsmen know, consisting of slashing ar one region
gt the body, then changing direction mid-swing in
an effort 1o pass the defender’s defenses entirely. This
weelstively difficult and slow, wirh a high Activaton
Cost,

Chce the Acrivarion Cost is p;aiv;l any number of

hemnring fisreo dice may be added ro the artacker’s hand, ara cost of
oSt pe‘uplt 1P for every additional die rolled in the amack. A
N Lnow how toBE fanr & slways declared after the defender declares

tlefense but before dice are rolled.

i important 1o note that a feinted attack lands
i & different spor than originally declared. The
snacker must also srare the new location of arrack

ks Arracking W
gt once 154 i
1 dice on this :":
en both weagd
Jries) and artackd
evading (b) blocd
hasth of his weapa .
{his choice) andk

e : BT
Busally within one or two areas of the oniginal
nck—more exotic feints may be performed ar a

et execution cost).
An :.':-:;irrlple: [s :.N'-:'ﬂ.-'idvd:

o -
LA AT A
T LS - f
- - |
e -.-'J__i',.*;'.-a e
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Creraals (CF 15) 2 fiacing off with Stefans third consin, Stmon.
After several minutes of attacks and parries Geralt decides
te finith the duel He declares a low slasl from b own
right side (zome 1) for 8 CP dice. Simon declares a block
with 7 dice (hes feeling pretty safe belond thar shield).
Crevalt, spending 1 more CF die and Longhing heartily,
arnomrices @ feint-arnd-glash to zone [0 L revialt throny three
dice away and purs his Los thyee dice into his hand
(B4 1+3+43=15. s whole pooll Gevalt rolls fns artack
with 11 dice againse Simors meaddy 7: Gerale gets 2, 3, 3,
S 899 900 0 ame meceses (ar Cerales AT of 5,
a really fucky roll). Semon’s defense roti s 1, 2.6, 7, 6, 2. 0,
(3. ... five swccesses (e bes DTN of 6, akio a good roll, just nor
gl enongh). :

Feints have 2 tendency 1o lose their novel effect
after a while when used against the same opponent.
Each repeared idenrical feint agminst a single opponcnt
(over any number or duels—not just onel) costs an
exrea U die oo exetwmte.

The feint-and-slash is available ar proficiency

level 5.

Fetnt-and-thrase: This is 2 more practical feinr,
a5 casily performed with long swords and
broadswords as with shorrer weapons. Like the
trinr-and-slash it beging with a false slash—usually
overhand or across (zones L IV and V), but
Anishes with a thrust ro the head, neck, or torso.

This maneuver is execured almost identically
to the feint-and-slash. When attempting 2 feine-
and-thrust the artackier declares a slashing arcack
{rapiers are the exception, and may feing from a
thrust), complete with location ana CFP dice
expenditure. The defender then declares his ow
defense—unlike the feinr-and-slash this manewver
i ‘|_-_‘_q_|a;ﬂ_|_ ag:i]nqr l,car.rn'."r.-: .?f:l_'}'. The attacker now
stares that he is feinting and thrusting and adds
any number of CP dice to his pool ar a cost of
one CP die thrown away for cvery onc added to
the attacking hand {as per feinting-and-slashing,
abowe).

Feints do have a tendency to lose their novel
effect afrer a while when used against the same

F

FENSIVE MANEUVERS
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opponent. Exch repeated idenmical feint againsc a
ri'ln_gfu oppanent (over any number or ducls—not
just one!) costs an extra CF die o execure.

Ihe feinrand-rhruse is available ot proficiency
leved 3.

Crrapple: (ffensive grappling comes in two forms—A
Iy o i b
sct-up grapple. and a straighe grapple. Ser-up grapples
are easter m o, To “set up” your opponent you amack
during one Exchange-—this attack does no damage,
.'J.[EI:J I.'!utl:'-'.l!-! l.'.l]'ll._".' [ Ii1.' 0l wir:. '[.]n. '.E = I:-n;}“_n::u'l.l.ri:'|E-L
exchange, you may artack again o atempt a erapple
with no aceivation cost (bur don't foreet ranee
penaltes)
{usually 2 dice) muse frst be paid. 1f this areack i
{usually 2 dice) muse first be paid. If this amack is

Withour the ser-up the activation cost

successtul you may either {a) toss FOUT OPPONENT OF
tb) pin him down, For tosses vou may sither deal
damage 1o him by purting him down bard (DR:
ST41b for most surfaces, randomly
distribured like a fall in Book Five) or
you can send him rolling or flying
away. Compare the Margin of

e

Suocesses o the charr below:

5T +1

45T 2" away

L=at your feer
1=8T=17
E""l r. il Li‘ni'.;l_:|'

ARy
AWy

81 %5 away

Pinning your opponent down or
wrpping them up reduces their total
CP by % in the case of 4-5 successes
in the Marmn, 1-3 succssses render
them “held™ (-4 CP. A tie or failure
deads o Wresting, as per the Wresling
Proficiency.

Half-siwored This is one of the few practical
ways 1o kill an armored apponent in
Full harness {(full plate) with a sword.
Used with long swords, bastard
swords, and other lomger weapons, the
half-sword cechnique is performed by
gsmping the blade of the sword with
the off {usually left) hand in order ro

use the sword as a short spear or pole-weapon.
technique is particularly useful in cose quarks
well, when swinging a long weapon mag
impractical. Halb-swording reduces 2 swords offid
length by one or two sieps from long 1o medim
shoer, ar player’s discretion; note thar the halfm
may be released into a one-handed attack ac any
nullifying any half-sword bomuses, bur gaining e
and provides +3 damage when thrusring ag
armors. The Artack larger Number (ATN)
half-swording s 5, and the Mr-u:n:ih'w."]':argﬂ Munl
LTI 15 15,

One can shift from normal grip to the half
at any fme, I:hl::l'u_g:"l -:1|:-i:||g 50 LE'lII'iI::f_[ an Bxchn
{alliﬁir:g .‘u-'l.ll.él'_'ll:.'lllt}' meocar our of the halFowenl
order to execute a particular counter, for examg
costs 1 CPand requires a Rellex/ TN 6 roll.




E-Wea P,
lose~quartees
Apon nray
swords cffecting
to m-:'x:lium'
the halfswosk
ack ar any TOE
L g e --t_l
rusting againg
r (ATN) when
Narger Mum

b the half<s
an Exchany
- half-sword
- Far cxamp

I 6 roll.

i Many pole-arms and axes are capable of hooking
in opponent’s [imb or head. This maneuver 1s
eecuted like a thrust thar intentionally misses, and
then the shaft &5 pressed againse the target and pulled.
s maneuver is particularly effective on the legs,
gy oncs opponent o fall and become prone.
Mfter spending che Activation Cost (usually 1) allos
dice for 2 r-:::.:u|;l| thruse-like atrack. Fvery success in
e Margin of Success lowers the rargers Knockdown
mmbute by one die. The hooked party then rolls
Enockdown T 8. Failure drops him 1o the ground
= toral CP for lying prone). Fumbling causes
ilamage a5 2 6" fall {(sce Book Five: The Laws of
Mature ). The attacker still retains iniciarmve.

|
Suitancons Block/Sivike: "This gutsy maneuver 15 not
B unlike the Bind and Strike maneuver, except thar it
il happens in the course of one Exchange, To
perform chis maneuver, divide your CI berween
Seick and defense (remember thar you'll s
ice for the next Exchange). Either atrack or defense

| nead

Smiist be half as large as the other {thus you could
mde 2 dice into Gand 3, or 3 and 6, burnot 2 and

Book Three: Training 63

7}. The defense is then rolled against vour opponents
artack, and your offense againse his defense (ifany).
This maneuver is obviously only usetul in siruatdons
where both you awd your opponent are attacking ar

once, All arracks are resobved no rln'.t:.!.:_-'

Stap Shore: This maneuver consists of leaping or sromping
at an opponent and then halnng suddenly to throw

your opponent off guard.

The mansvers cose 15 varizble: Boll a contest of

the atrackers W' against the defenders Reflex. The
arcacker’s TN is equal to his opponents Per. The
defender’s T™ is equal to 7 plus the number of dice
that the artacker spent in execuring the maneuver.
This counts as an armack. If the defender wins, then
he may take initative normally: If che atacker wins,
then his opponent loses a number of dice from his
I equal to the anacker’s margin of success. This
maneuver is really only effective once. Every
addirional atrempr (whether the firsr was sucoessful
or not) cumulatively costs 1 exoma O die to the
ACTaCECT

This mansuver is available ar proficiency level 3.

OFFENSIVE MANEUVERS: S-T
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T Al thiruseis =L |r1~151|-;_
weapons have an AT

for thrusting.

S OITE
WElpD s Are |.'l|.‘|‘.-;:r :i:JJf-:_'u;,'
to this form of ammack, 4=
in the ATMN

Fhrusrs  are

r::'-ir.'..'rm'.'
alzo
T1¥EY :-r.;r--.ul-.- I_:_i_l.|—.1_|_'r A%
if che thrusting parny's
Reflex was 1 higher
should Inittarve e (a5
when borh sides declare
:rg;{rL'hale:n
simultaneously, Shouold
two.partics with equal
|\-L|.l.". hruist il |_||_' L% | Ty
tme borh atracks are
I'!!-”l.'d ar ance It was
not uncommaon for two
|.;'.':I-;.'L'r.'-! [ 11:-I' upsn one
anothers blade after much
1 mistake.

All lighters know this

L NERIWVET,

p g . s T '_- —
TABLE 3.4:
EFFECTS OF COUNTERS
BEall {d6) Rall (d10) Effecr
Half-sword* MNormal
1 Slash ar 1
2 Slash ar T
I 3 Slash ar 11
4 Slash ar TV
9 Slash ar V
. 0 Pommel ra X1 {DR=ST bludeeoning)
) ¥ Thrust ro face (XI11)
& 5 Thrust to bady (X1 or XIT)
5 O Grapple *
0 10 Dissrm***

Motes:
*Roll on this column when half- swording.
"Sec the Grappling Maneuver, Note that no Acrivation cost is necessary -
thus {:mpﬂ|-r_

***Success resulrs in no damage, but rather one's opponent loses his wes _
Chne or two successes result in the weapon landing within 3 feet, thr-::
four successes send the weapon ﬂung in a random direction [dée]
yards, five successes put the weapon in yenr hand, if vou wane it
{otherwise it flies 1d 10 yards in a random direction).

foss: Dhsrraction has always
been an important part of dueling and combar. This
maneuver allows you to toss a har, gm-.g sidearm, or
other object into your epponents face, '.|1;_-§'|.'l‘-'-_'.'
distracting him (and causing him 1o lose CP dice).
::::l CHECLEIC |-:Ii‘i IThaieuwer '\i;r"“l'll'.' _'||||'.l: -:|i|_|_' A% ";‘-" |

nommal amcack. The ATN is assumed to be 7 for most
hand-held objects such as a fistof sand, 2 elove, hat,
thiz |:-|1;r_'|.‘. al

i

LYENF

win each success in the ."»-1:-.1:;::1 causes bim o fose 1

or d aAFper e opponent may dodge
(like a pareial evasion in Book Four), IFvou

CP on the following Exchange {not unlike 2 Bind-
and-Strike). Addin inally, vou retain initiative.

2. Defensive Maneuvers Described
[Defensive mnaneavers are those ACCIONS '.J,'\;.:-_l on the
M ost

combined with orhers far wreater effect. All Teses are

defensive side of a combar Exchange can be

assumed to be made .Eg'lll'lhr the Defense larger Num
(LT of the weapon ar hand unless atherwise s

Biloce: This 1

deflecting incoming artacks, Where game mecha

= the most basic of defenses, |1.1|rin

are concerned, blocking works essentially the sam
any parry, except thar it uses the shield’s DTN
Book Four: I'"h.:- {..-IJ-I'Ir_':'E 1}['- Bartle fal ITHEEE Cafl Il
defenses,

1us mancuver is available at all Proficiency

filock f.-l',"M".'? aried Strike: This maneuver consises of hlods
OF parrying an incoming arack wide open, then
SO0 L1 |||"-|."-\A.-\."|-' F"f:]Tl .;._" "-'--l\'."'.'lI"‘I"'I'| [ At ..l':_lq, [J'I.E'
OpEning. r-'I.'-:'IIf:-', one Exchange defend, acoond :
the Block or Par ry maneover, buerwirh the adding
Assimin

Actrvation Cost Tusaally 2 dice).

successiul defense, the follow-u P at tack TRy then




made with one addirional die for EVETY SLICCESS in the
previous Exchanges Margin.
This mancuver is available ar Proficiency level 6.

Wauner: Though primarily an olfensive action, counters
are initiated by the defender Sometimes called a
mposte; a counter relies on receiving an OpPONENs
attack. then using it against ham. There are liserally
hundreds or even thousands of counrers, designed to
deal with most any artack from most any direcrion.
Counters generally prove weak only againse feints.
When a defender declares “counter” as his chosen
defense he must spend an execution cost of 2 CR
Dice are then allocared as in any standard parry. If the
defenider loses then the 2 CI he spent on the counter
are lost and he is hit. If the parry is successful, then
every successful die #he atacker rolled becomes one

extra die that the countering party may add o his
next attack,

Additionally, due to the myriad nature of
gpunters, the countering party should roll an mable
54 1o find our the exact effect of his counter {note
fhar counters with rapiers and rthe like will be different:
pie the Half-sword collumn, ignoring rols of 13,
Those with the “Accuracy” Gift may modify their
salls o this charr as if it were a Hit Location charr:
athess may spend an additional 2 CP w modify their
m" |:|_||'_| o dn::m.rn:l |_:|:.' ] 0 _;1. T'I'I.ES I'-:'r” i:i |13.3d-;: prjur
mrelling any attack dice,

Counters may also be performed when
halfswording (see below).

! Eglion: This maneuver is not dissimailar 1o the
pffensive beat, but is inmitiared from che
defender’s side. This maneuver is only cffective
arainst thrusts and thruse-based artacks, or
gmainst slash-based artacks made with 4 dice
e less,

To exccure an expulsion, simply declare
“spulsion” alongside the standard parry. Dice
are allocared o the parry asusual, usually along
with 2 two-die execurion cost. The effects are
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normally. If the parry is effecrive, then each die in the
defender’s success margin causes a =1 CP penalty
apainst thrusting artacks to the defender in the
following cxchange. See offensive bears, above, for
in exampile.

This maneuver is available at Proficency

Level 5.

Grapple: Defensive Grappling appears in three torms—

g_r:tpp-ling I0 Trap, gr.tpp]iug L par, and glh1p|?lil1_h=, [
throw. The Activation Cost is the same for each.

Crrappding to Trap: This 15 the most common form of
grappling amongst swordsmen and others thar use
arappling when armed. It leacks tor s quick and effective
strike or limb-break. While holding an opponent is
possible from this position, icis largely impracrical.

Every winning success in the Margin of Success
adds one die to the following arrack (in the mext
Exchange} in the case of a punch, kick, or pommel
strike. Arempts o hold lead o "-."’-l-"rl.'a:l”n:__: [see the
Wresling Proficiency), also with an initial die bonus
{+1 per Success] for the Girst round,

Crrappling to Throw: For throws you may either deal
damage to your opponent by putting him down Aard
{[DR;: ST+ 1b for most surfaces, randomly distribured
like a fall in Book Five) or you can send him rolling

or flying away. Failure results in nothing other than

peachy identical 1o those of an offensive beat.

If the parry fails, then the round is resolved

DEEENSIVE



turnang initiative over o vour opponent. C.ompare
the Margin of Successes (assuming a sucoesshul defense)
1o the charr below:

| U-ar your feer
[-5T =1 away
25T away
Pt I Away

| o [ Ay
=51 + 3 away

Grappling to Min: Pinning vour opponent down o
wrapping them up reduces their ol CF by % i the
caze of 45 sucoeses in the M.urg‘in, 1-3 successes
retder them “held™ (- C1). A tie or failure leads 1o
Whiestling, as per the Wrestling Proficiency.

CGrappling may be preformed at Proficiency fevel

H:.‘_'.I':.-'r{'yr:f.l':' [This :-:.'~;|1.'1ii|m' has fine defensive properries
as well. See Hadf-Swerd as an offensive maneuver,
:_.'.E1-;_| Vi, ,_'|I||.:| { ..r.l.l.' FELRFY, .I|.\.|:- .1]‘!4‘:-'-'!.'.

e

brry: T his maneuver is the basis for all noen=shield non

- Y - +
dadging defenses. It consists prmanly of using oncs
own weapon to deflect—nor hale—an incoming
attack. Parries are performed by simply rolling defense

with the [YTN of the weapon ar hand i the normal

Contested Roll of a

combar Exchange.
This maneuves

. e :

s -available ac all

Proficiency levels,

V.

Characrter
Progression

your ..'|1.1r:L-..'.-:r

A

experiences new things,

furthers his own goals,
beliets, and personal
philosophies, he will

MNOISSEHOOY] HELOYIVYHD)

also improve in many

ways. Instcad of
|
- E; "L . =3 L= I. ..:
‘ — P : i
#, - 1

characrer “levels” exch teair grows independencly, allos

the entire character o grow and change according 1)
player’s wishes. All advancement comes from two sous
(a) constant use of a given skill and (b) constant efla
playing out and furthering one's Spiritual Arrbuees. 8
major aspect: of your character, and how to adva
thar area, is discussed below,

1. Spiritual Arcributes

The Spinitnal Artributes define those things rhi
it i|5:|}1-|_rr:;|_|::||_ | £ |_|z:-‘:|;'|-; T¢T -|1..:.~i ;I.:l".'\'.".‘i .3]1|.'i. |'l.1|l:'i.
dreams, his Bxith, and his destiny, T should be a pom
zoal of each plaver o uphold and develop these
throughour play, for it is through these atmnbures tha
other rrairs rise and improve (we think abour 3105 g
poines grined in the course of a night’s play is preoy g
Each HPEr':l:u,d Agrribu e has s own nules of advancen -

Should a plaver ever wish o change the Focus
Spiritual Arcribure (such asa change in religion, |
or 1deals) rthar Armibare and ARy one ather Jﬂrrr' i
Astribsete must be dropped o zero and the focus
written. [t may then progress as normal. An cven
and more dramatic event is when 2 Spiriroal Arooai

changes entirely (¢.g. replacing "Destiny” with
“TPaszion 1. This 13 c|I1.1}' |'.-|:|.~i.~i]|‘.-|:: if | ) the Sene 1
APPTOvEs itand {2} 10-5parie Points I::::-:p!.u:u-e:d e
are spent o facilitare the change-over. Whatever happ
oncs Spirtrual Arributes should always be compag

with one’s Philosophy, asset forth during charg

Creatronm

Canscienze is effected by vour chars
day-to-day actions. Every nime W
character does the “righr thing Wi
faced with any kind af appos
he 5-.|iuu a point. FExtred
circumstances—such ass

phsical danger—mavws
two poioes. A poing
Conscience may bell
'.'.-'|_||._".|q1. =T O FOCs ft_g.]'
b= o id-narired 1sEng

acting our of selfishnes




wowardice thar brings harm to others
This trair, when combined with Fach
Gin lead to 3 truly good person or
legendary hero. When mixed with Greed
fir many ather Flawrs, it creates a tragic
P oo advance 0 bt bifel ke character,

Rleteny erows cvery Time you act in
wenrdance with the p.-.L that fae h
ghosen for vou. If you have any points
i this Areribute to begin with you
gipadd decide (or [ind our) whar your
'|.:I'|5|:||:|:.-' 1% & S0 as pl,:u'-.'i.l’.‘l.'l." l__|IL'-.T fi I'-.Lii[ilgf.
aut would be worth a few poines).
Rewards vary from |
qeps) w0 3 poings (large steps wward

point {minor
Riltiflment of prophecy). Fighring onc’
Peainy 5 a natural J*-n-[-_-, o dn, and
IS o loss n:"tm:u[x. Femember also
thar any existing T'h'-h[iﬂ‘.-' |'-'i3'il'l7.*i
r Destiny

may
the: focus gome to bear during a
R svon raa dependen crossroads, 1 :|1<_'-:t-:uc-.:|1g Ones
ghances for a favorable outcome,

Etiny with gl A second source of Diestiny comes

the Sencschall

FTIZI'T.I Faur LJI ITACLET s advenrtures,

wehecher related to one’s destiny or not. Pareicularly

or otlerwise SIOEmUOLNS

|uz1g._ |1:a|_'|'-cn\'1lli:__, difficulr,
S smsions are worth an extra point of Destiny at your
Seneschals discrerion. Accomplishing any major ol
{such 25 the grand finale of 1 shom advenrure or major

nlrr:|:1;:;:||r|]'r._ in adexswn-oung :.1'|1p..5§:|‘. } 15 also worth

compatibled
rm'lE__ L n15:-|.|.'1'JZ-|'.'|Z'::'I'-r

g point of Destiny to those players that have this

1LLFL'§'.I.3I.’IC[I:I§5

ery i s Attnbute,

tthing” when§

Bliee, being thar onc higher purpose that drives you ever
paward, may increase any time you place yourself ar
msh in the name of that higher
andertaling is successiul you gain two points. If you
ful—but really tried
gy, piven the proper oppormunicy, then you lose one

s, 1 :I- e

ITILY Wil FTAT %
FOLE I G I vod dont even

A poine of

poing. Remember also that any exasting Dirive poinrs

20CS aq:u:m
od instincts,

SRy § b <l
kelfichniess orl ones chances for a favorable ourcome.

may cormne to bear during any supch Situarion, increasing
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Ezith works much in the same way as Divive, growing by

one polat every time you act on Faith or because of

your Faith. Denying whart you helieve in causes one
point ta be lost, while supporting or defending your
Faith in the face of danger brings two points, not
one. Bemember also that any exisung Faith pomnts
ray coane to bear dunng any such sinuanion, Indreasing
one s chances for a faverable ourcome.

! uck 15 the great wild card of the Spiritual Aunbures.

One point of Luck may be ;.',~||[:|-.'J through any of

three ways. First. any time you make the whaole group
laugh or impress l||-::'.| ‘-'-I-.II a fine plan, idea. or
dramaric piece of roleplaying you gain one point.
Second, whichever player had the highest single die
roll chroush the course of one session Fams one point
at the dose of thar session. Lastly, whoever rolled the
worst overall during the session gets 2 “consoladon

" M

poing with a wish of “berter Luck next cme!’

SPIRITUAL ATTRIBUTES



IHOISN] ‘SINIOJ VS

rr'ft.m:. :|.'.;u| 5 |.I..'|,,'1r\5. |‘.ui'||1-z'~' may be TABLE 3.5 ?HEIGHT AL e 1 .l”'i.'l-':'-'if'lg _'-'n:.:l i ]i;[m 3 5
AL edl L0 Y DN SCREITL mew Ccharacter. nen Y
. Lmsight Bonus Prionties rolling a new r'-'l““:“':'“ (w :
Pizcion, described as an intense pessonal the last one died or was s
lovaley, love, or hate—directed § 1215 E “reticed”) comparc the
rowards a specific person or | 1630 D characters Insight to Table
enmity—arains one point every time. | 3145 - Higher Insight grants addig
your characrer makes some sacrifice. | 46-60 B “priorities” {see Book T
or undertakes some risk in the || 61-75 A I character creation. 1 hus st
name of this Passion. Thus [| 7630 A one Priority A, B, C, and
defending your loves name, or 91-105 AB you may begin with one Pr
Pﬂi]l‘liﬁ]ll!‘: diown Vour archenemy'’s 106-125 Ay A ' A, ruo Prio FIF_'- B s, one C. 1
brother just because he’s related | 126-130 A A, G 50 011,
would grane one point. That poing !I,'“'rf:ertHJ e B
i always g:tin-:d after the ¢venr 201+ A B A & Tg:_n't!_']ﬂf&l and M#
takes place. Iris important 1o note | Artributes

that you neednt be successiul in
vou just need to really oy, Fatlure

your endeavors
to act on such an oppormunity may actually cause a
loss of one point of passion, at the Seneschals
discretion. Remember also that any existing Passion
points may come to bear during any such situation,
increasing one’s chances for a favorable ourcome.

2. Spending Spiritual Attribute Points vs.
Using Them

Book One outined a number of ways to use your
Spiritual Areributes. Those points, though they have
limired wse during each session, are not lost. They retum
ar the beginning of the nexx session in the same quannty
that the last session ended with. Spendrne Spiricual
Attribute poinrs is differenc. All ocher trairs, cxcept Skalls,
mncrease by permanendy spending Spiritual Attribure
Points. These points, once spent, are lost—and may only
be regained through play (as described above). When
spending these points they may come in any quanury

from any combination of the five Spiritual Arcrbuces.

3. Insight

Another aspect of spending Spintual Arcribure points
15 Iresighie, One poing of Insight is gained every nme you
spend one Spiritual Attribute poing. These points come
inko play afrer your characeer dies or leaves the game,

Any Arrribote may be'
by spending Spiritual Artribure points according ol
3.6, below. No Temporal or Mental Atwribure mg
increased by more than one point per session.

5. Proficiencies

These are easter to raise than Areribures, bur o
thar a character either spend some time rraining @
the Proficiency in the course of play. Mot much i
is needed, assuming the character has an hour or 5§
to spend practicing. To raise Proficiency by ‘ong

amply spend a mumber of Spinimual Antribute points
to the current Proficiency level. Hence the costg
the Greatsword Proficiency from 4 o0 5 would
Spiritual Ateribute Poines. As with Temporal and
Attribates only one level increase per Proficiency =
during any one game session.

Acquiring a new Proficiency requires a teack
Proficiency level 5 or betrer, and costs the same
normal proficiency {minimum 1}. Thus buying
Thrust would cost 1 point to begin ar fevel 1, but
already were proficient in Greatsword {which defa

Cut & Thrust ar —3} vou could buy the new Profig
. [ 1 i ) =] 1
45 if you were already at the same level as Greatswa

&

1']'7.9:1',-2:-_ :.l,'.',l'{':l;.-.r.'.-;_,':l."r' .":iﬂ'll.r.h' Hrlﬂ.l':.' Lawrer, 5 _IL'!'.P-:.',I'..I;J'H'?I.I‘ o ¥
and Shield gt fevel 7. Fe now wishes te learn o figh
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W6 Vagaries

[ Rawing Sorcerous Vagaries works the same as
Bnficiencics. above, cxeept at double price, plus one. Thus
Blking any piven Power from 210 3 costs 5 poings (2x 2
8= 5. Buying a new power costs 1 point (2.x 0 +1 »
[

B This cost 15 dondled tor any trying to leamn withour
henefic of a master, large library, or similar resource.

&0 Gifts and  Flaws

Lifts and Flaws may be l'.-nuj.:h‘. (or an-U'L:gE'Il aff)
Eiu:i_ng play if your Seneschal allows. Minar GGifts cost
Bl Spirirual Arcribute points w buy; major Gifts cose

reacher with
i came a5 I
uying Cut E
1, but |fj.f{'.rll
ch defaulrs w
Proficieney
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20. Minor Flaws may be boughr off {and therefore
removed) for 1) points; major Flaws go for 20, In
addition, characters may zcquire Gifes or Flaws duning
the course of play for no cost at all, should the Sencschal
grant them (or punish with them). A fine example is the
Amputee Flaw, which may be gained simply by losing
an arm or hand. .. free of charge!

8. Skills

Skills generally do nor increase through the use of
Spiritual Auribure points. Instead, every nme you
successfully use a Skill under duress of any kind vou place
a check in one of the little boxes nexr 1o each Skill. When
threc chedks are gained roll Menzal Aprinude (MA) against
a TH equal to 15 ~ (current Skill Ranng). hus if your
current SK iz 7, then your targer number for thes MA
roll s 8 (15
Rating drops one point and you erase all checks. If you
Fadl this roll vou erase two checks, and your SR remains

7 = 8). If you succeed this roll your Skill

the same. If you famble this roll you lose all three checks
and your SE stays che same,

Skills may be improved during our-of-game training
by spending 2 Spiritual Arcribute poines for an MA Test.
If this Test is successful, then the SR drops. If this Test
fails, then the SR remains the same, though the Spirimal
Arrribute poines are still spent

New Skills may be purchased for 2 Spiriual Areribure
points at SR 9.

9. Wealth, Status, and Social Class

Alag, these things cannor he changed through training
or the use of Spinmal Aanbute Peints. On the other
hand, a5 your character’s story progresses he may find
apportunities o improve his station and standing in life.
If this is important to your character consider making
taking the Greedy Flaw, choosing an appropriate Destingy,
or just talking to your Seneschal abour it.

SA Points, ADVANCEMENT






BIBIGRIEY HE YaMKED THE kEIGNS, wheeling the horse
wr: blood and spittle flying from the vicious square
itin the black sieceds mouth. Mid-afternoon sun
giated the silent desert terrain casting a harsh black
below the char "l'm:_; destrie

Fhmer foclish his bear screanmed.
Bt o them, hardened Kozaks with sharp cyes and

berws!”

growncd it in wrath. A moming of hard flighe for

ness!’ “There are
Yer alive as his fear hear in his chest, his

s companions and their captive provided ample

it resulring in this unforcunare end.

MCcLy ok Frienps from New Cyrinthmeir
the Conclave had recently accepred a “contract”
a Helentan merchant who had been set upon by
gl during 2 recent caravan to the cast. While
L he had purchased a slave so bewitching dhar he
martied her immediarely following her first bedding,
ke ;]l{!-ﬁ‘g with numerows orher wealth. she was losy
hiin 2 monch prior-during 2 night raid. Caring more
i his money and his life, he continued onvrard., VW

i & T iy
“Bnance his loves rescue.” Jeriah made use of his

..’h ‘H‘t "l::l d l'.a] 1T,
Adfret
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ioole of S€eel

“our: | bhe

Todex or lhat€le

they separated and lured the Kaozaks m the casy prey of
the naked train wich tempeting plunder.

Remaining in hiding, the three other members had
waited for the raiding party 1o leave, and then slunk inco
the complex of caves comprising the hordes” mesa base,
There had been some killing and sneaking abour, not o

mention the looring and saborage. Discovering and
fleeing with their prize had been relatively easy However,
the Kozak ratders had taken it person: I.||'|'-. and those who
survived the poisoned wine gave chase. They had ndden
‘i'|||:||,|l-'|'||,:-',|l, tlye n;gltl, I_l‘;l,-;_l-.ir':'-" ther: chis wery OIS
haying Bintarnus with armows when he arrempred the

SRITIC hr..:u{.-:[mn;'. charge.

CAALEEON SELNG HIS SHEELD In front of him, slipped
his rnight foot from the stirrup, and swung across the
horse to rest the entrety of his weight on his left foor.
He lelt his weight slamming through his leg with every
desperate toottall of the horse, the saddle slipping slighdy
under the lopsided strain. As foretold by his instincr,
arrows hissed venomously from the sky in a bricf long-

range barrage. A swift kick to his horsess side renewed

its full momentum, and tL.lrml:mu:J'. .51-:.';.' EJ]LL[J;:,::':J
doratn the hillside,
'|-=||:-|,,'ir||'| harn o the saddle, the Koraks nonetheles

wrestled gravity on the sieep embankment; their sruggle
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for balance weakened their aim, their sight already
compromised by the position of the mid-afternoon sun.

Mummeting sideways behind his shield down the
hillside, screaming at the top of his lungs, Galleon rurned
his horse. which with an extra burst of speed carrsed
him well our of the path of dearh. A cracking snap of
rock AgAlnsT rock and a swift shadow against the sun
warned all wo late of the oncoming danger.  Screams
and howls proved an ineffective defense against che
avalanche of stone taling the oncoming nder, and the
Kozaks found themselves ground ro burrer.

[. Combat: Gritty Realism

Combat in The Ridedle of Steel 15 unlike any combat
system you've ‘ever seen. [here are no hit-poines, no
iniriative rolls, and as lintle abstract thoughr as possible.
Insread chis system is based on vears of hands-on mamial
rescarch and maining. Though stll 2 game, it is closer o
representing real Aghring than any RPG combar systems
ever aeritten. A few words of advice are then in order: (a)
never geg hit., ever! You probably wont recover. (b} Use
vour head. Here, as in the real world, fights are won
very much through scrategy, not just high “stats” or hig
swords. (c) Even the smallest weapon is deadly. Would
yor want to get stuck wich a knife? Neicher would your
characrer. {d) Teamwork, teamwork;
TEAMWORK!N. . need we say more? (e} Theresa fine
line berween brave and stupid. Don't be stupid. () Have
a hack-up plan, ora good idea of whart your nexr character
shiould be like. Ir's up o you.

[ tllustrate, picture three new characrers walking
along the road. They hear some notse up ahead and see
trve burly troll-like guys {some folks call them gols. . . read
abour them in Book Seven). Should our three heroes
charge them head on? Not in The Reddle ryp.{ﬁ!ﬁrﬂ Five

Cst 3
-
B

on three is bad odds (juse think back: to wresding
friends asa kid), So mstead our Heroes hide in the b
and concoct l,!'.'|':|.".l'.-' (heaven forbid! A plan!). Theyde
to rush out of the bushes as these trolls pass. st
three of them down before they even know wiild
them. Thar pues the odds at three on two in§
favor.._much better! Remember thart w only ak

E]il. fa3 CLEIr JAHLLE CRAraCiers Ri%l}'- o lBFEVER

II. Melee Combat

Melee combar is often referred 1o as hand-w-h
fighting. Ir

Lrﬂ-l.'!-f'.l'n'[!l?g{- '!'.Jl E11L'|.EL‘ l'_'IZZI!Tll.'l'ﬂ:. 15 lJEEk’lj LRI QG T aE

mvolves swords, axes, tists, shields
dice: the Combart P'ool (each point in you Combat}
equals one die). The Combar Pool [(CF) s used To 3o
certain maneuvers, o artack, and o defend. Oh
course of a duel or bowur you will divey up and rehll§
pootseveral times. Factors such as wounding and eig
circumstances will cause vour pool o lucrusg
recommend using two small bowls 1o keep rack of§
rmany dice are in your Combar Pool ar any gven
and how many have been spent

1. The Flow of Time in Combat

Whenever a simation involving combat beging
Sencschal declarss char time is now measured in G
Rounds. A Round in The Riddle of Sicel
approximately 1 or 2 seconds, during which arady
made and other evenis take place. Each Round is§
divided into two Combar Feohanges [sometimesd
an “Exchange of Blows"). An Exchange, being b
Round, s roughly how much tme it takes to amack$
aweapon and begin to recover. A whole seriesof Rog
constitutes 4 Bowe, or a Bght. Bours occasionally unis
A jriusc, 5|.||;_|| s l.-.-|:.|;'.| Opponcngs -:'il':_'|:'“ ar break -
[rom one another. Though these patsesare srill m
in Rounds, one may assame that these Bounds las m
longer than 1 or 2 seconds.

2. The Order of 2 Round

The arder of one melee combeat round 15 summa
in the following steps:
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mess each character must secretly decide whether they
arc going ro arrack (assuming the artitude of an
“ageressor | at this time or hold back and see what their
opponent plans (taking the roll of a “defender™). If
enough tme iz present, both parties should declare a
stancie—this is done our loud, and should be done
withour hesitation (see Stances, helow, For more), MNow
remember those red and white dice that we
recommended in Book One? Here's where they really
come in handy. When time slows to Combar Rounds
each active character takes one red die and one whate dse
into ctheir hands, After stances are declared (if there’s
time), the Seneschal calls ot "throw,” and éach
combarant drops onc of those rwo dice onro the mble—
a red die indicares aggression and a white die indicates

pae RO e I
5 oy .= = = = =
£ - : s 3

= i B '.'E.-':-:G =S 3

defense. It a combarant fails to throw any die dowa
thar character has hesitated and may only defen
one full Exchange (see Surprise, below).

Each ageressor, inonder from lowest Reflex 1o/
now declares how many dice from his Combar Fs
being spent on rhe armack, where the amack 53
and whar n1:tn-:=|L'.'|:r—iE-:|n:..'—E.~c being used. ek
niw—in response to their attackers—declare how
dice from their Combat Pocl are poing towards difs
whart kind of defense they're using; and whar mane
if any—us being used.

Martters grow especially messy should B
combarants arcack {throwing a red die). A conis
Reflex {with the combarrant’s ATNs for T
MNumbers—see “Exchange of Blows™ and the Appe
tor weapon ATNs) determunes who's strike land
Remember that we defense & posible o e priscledag
attack, so the loser of this congest usually endsup k

This process (red ad whire dice) is only ussdd
heginning of a Bour or following a Pause (see hek

In all other rounds the winner of che p

exchange cither takes or retains inttiative.

SLAnCes |-.m'..riq,1|: STrOnger aracks and defenserd
cost of predicrabiliy and Hexibiliry. While each
has its own sances and positions thar it daims areh
three are universal {ar least where game purpos
involved—appearance or exact position may bed
varied): Ageressive stances, Diefensive stancesd
Neurral stances.

Aegressive sances provide 2 bonus 1o atraclt
making defense more difficuli—the classic =i
with katana raised |1E:_§|1 153 _'.:m:d -;.'x;unp|r. ¥
stances add 2 CP dice when arracking but mg
the Activation cost for any Defensive Man
2 CP
Defrnsive sances provide a bonus o defenses
making artacking harder—most stances vl
blade or weapon head facing down are g
examples. Such stances add 2 CP dice
Detending bur increase the Activation cost fnm
Offensive Maneuver by 2 CI2

o . AR SE R k-
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Watde fiaken (or re-taker) ungil the combatans separaie
W neinping for @ mement—ihe Bour must be

Wmted by o full pasise

'-'jﬁlpfiwisamm mon evenr—even when one 15 aware
"- Bnemy, Sometimes a character is unprepared for
Einming attack—perhaps they are surprised or
o (50 you bereer throw a die ar the beginning of
b el Shink 0 To check for 5|,|:.:;||'i::r orin a similar
naton the unsaspecting character rolls Reflex against

to defense
 stances with
b down are
2 CP dice WSS
bation cost for @ {8 based on how alert the character was. Table 4.1

i gudelincs—the Seneschal has the final say.
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T A AT =

Falure indicates thar no
acrion can be taken until
next round. Success—even
one—rmeans that you may
deferd (o Aempt 1o (LTHE
i)

Buying imitiative, or
the preemptive strike, is the
art of the samurai or the
gunslinger {in our case,
Bladeslineeri— '.=-.-;|iring for
FOUT OPPONCNT Tor SITERE,
then acrempring o beat him
to the blow. It’s a risky

move, used by the
desperate, the quick, and
the suicidal.

Initiative is wsually
bought in onec of two
circumstances. | he fimt is
when twoe combatanes
attack simultancously. The
loser of the previous conrest
for initative  may amempe
re  buy iniriarive by
spending a number of dice
equal to his opponent’s
{Per}. A

contested eoll s then made

Perception

ol the buvers WP and his opponents Wi, with both
THN's being equal ro the others Reflex: The buyer (and
anly the buver) may opt 1o raise his opponent’s TN by
one for every extra Combar Dhie spent, to a maximum
bonus of his own Wit The winner of the contest strikes
first—the loser may strike second, assuming any dice
rernain in his Combar Poal.

The second simuation where one may wish o buay
inftiative 15 when a chamaceer who has previously declared
defense wishes to areack mstead. The process is idenncal
ta that above.

In either case both attackers have commimed
thernselves and may nor withdraw, which may cause a

real mess.

INITIATIVE
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TABLE 4.2: HIT LOCATION ZONES

A%

arms (thrust)

XTV

upper legs
[thomast)

forelegs
{thaust)

Vil

Taunting is the last resorr of a fighter who is tired of
circling and circling {the effects of both sides throwing
white dice and declaring “defender” for several rounds
in a row). By raunring, one can force ones opponent
inte becoming the arcacker. This is accomplished by
trying the patience (W) of your opponent through
insults and the like. This is not possible until both
aopponents have circled for ar leasr 5 rounds.

Ihis effective tactic is handled wich the *Ridicule”
skall {see Book Three: Tl‘:iu-ing:', which may he defanlied

for those withour the skill,

3. Steps 3 & 5: Exchange of Blows

Fach Reund
“Exchanges.” During each individual Exchange§
party pets one “action,” mening that one usuallyas
and the other defends (usually. . ). Every artack :
directed at a specific location—numbered with 1
numetals [-XIV (see Table 4.2). I-VT are For swis
arracks; VII-XIV are for thrusting or missile ama al
not necessary for players to declire the exacr m
bur the location and variety of attack {overhand §
upper-hand slash, thruse for the face, &c.) are com

S IIJ.F!-il'.'i.'I.‘F\R.'IiJ. J%Jd"-‘."{‘—l.'ﬁl.'tri.ﬁ[ﬁ 1

necesary—no one artacks randomly but thaose
hesirate! Manewvers and rargered locations may df
difficulties for either the arracker or the defender

Both combatants—aggressor and defender
rall the allorred Combar Dice (from Step 2}, wil
modifications from mancuvers, stances, or other &

This is a normal contested roll, where the &
successes are subtracred from the winner's, leaving
winner with the Margin of Success. All Target Nom

o ‘ﬁ:*‘

:.I““}- N

.
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TABLE 4.3: TERRAIN MODIFIERS

Terrain Stand/Crawl | Cautious MNormal Hurried | Sprinting
. [} 0 ( 0 0
W (ledges, walls, 1 2 3 = i
oy ar rocky 2 3 4 G L=
fight spaces (1o get # i 3 4 ) G

|! ] ]

Bpponcnts NIA NIA NIA G 5
35 opponents NIA MNTA MNIA 8 G
k) opponents MN/A NIA N/A 9 7
Il opponents NIA MNUA NTA 1O 8

e zoll come from the ATTY (Arrack Tarpet Number,
amad wihen 3|_|;;|,{ng:- ar EFTA [l}-;:lf-t'm'-:'lhsgct Mumber,
i '.l.l.;hm deFr|1:EEngjl lisred with each Weapon (see the
. dfix]. The winner, after damage is resolved, may
it ihe advancape by taking or keeping ininative {1.e
mll of aggressor) if he so chooses. If the defender
Sessiully defends, then he may make the role of the
fstesor. Ties, while no damage is deale, are considersd
Wi the atacker for purpaoses of initiative. Such tes
allyimnply thar rthe defender has just barely deflecred
and is still recovering from the momentum aof
Blow: thar he just blocked, parried, or dodged (sec
pase. below].

Himally, chould the loser wish 1o artack during the

it Buchiange (normally impossible), he has owo choices.
| may simply declars an arrack. The winner arracks
'-- fesolves damage first if the loser has any dice lefr,
WEnarack. This is a foolhardy maneuver. The second
e 15 1o buy initiative, as per Step 2. This requires no
Wil rolls other than the standard process of buying

Matiative (see shove),

].h]nplc opponents may be dealt with by simply
ag up oncs Combat Pool between the two
NS in any ;1:1::|E1|::|j1 T LT ﬁghrrrs will wry to
e arounad so thart they only have w face one opponent
s timne. Doing 50 acts as ~Terrain” (below). Success in

S S e LT
il e T L PN o
e i 1 LT B
L Ew

such a sitzation allows you to fght just one opponent ar
a time. Failure indicates that one more opponent has
gorren through (forcng you to splic your CP). Fumbling
brings two more opponents on you {(forcing vou ro splic
vour CP three ways). No more than three opponents
may engage & characrer ar 3 nme (Just IMagine SiX Fuys
iy a tight circle swinging sharp objects every which way
trying 1o hir you but mor their buddies), Exceprions o
this rule include groups of spearmen and the like, who
may gather tightly together and thrust, group chases
(handled through the Terrain mechanic, below). Even
two or three opponents will drain your Combar Pool
eery quickly. Encounters with odds like this should be
avoided ar all costs.

Terrain, or the ground that you're fighting on, has
an immense effect during any melee encounter, whether
it a battle or a duel. Each termain carries a TN, against
which any number or CP dice may be allotted and rolled.
This TN varics with how quickly ene wishes 1o move.
All characrers engaged in combat are assumed o be
“hurried” or even “sprinting” when arracking, and
“normal” when defending. Characrers notin combat may
set their own pace, and make the rolls with AG instead
of CP dice. Successful terrain rolls mean thar the
characrers actions may go on unhindered. Failed rolls
lead 1o disaster—a slip, a fall, a stuck weapon, resulring

TERRAIN AND OTHER MODIFIE
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it the loss of half of one’s CP for the duratoen of the
round. Fumbled rofls mean a 1asty Fall or ocher disaster,
r:-:‘nﬂ-'.'ing all CP dice and lL'.'w:ulg CUEE [Frone OF otherwize

momentarily disabled.

Visibility effects combar as well. In near-darkness
{dusk) reduce all Combar Pools by 1. Ar night (jus:
moonlight) reduce all Combat Pools by 1/4 votal. In pirch
darkness reduce all Combar Pools by half. These penalties
obviously do not apply to those that can see just fine in

the darl:.

Higher Footing (such as seairs or horses) adds 2 CP
at the besmnning of the Round (Step 2). This also effeces
availability of targets for all imvolved combaranes
according to common sense.

Weapon {.-u:ngrh. or reach, often meians the
difference berween seriking ond’s enemy and
TR them -:nti:n_'i.}'. Weapon ltngrh has bheen

'ljl"«'i.ljl.'lj intu SEX li.-:lll'_'g{!ll.'it!-i:

T

- Hland (fises, dagwers, Enee-sribes, grappiing) les
thap 1 reach

2. Sharr (harchers, short swerds, long kuives) les
than 2" reach

3 Mediwm (arming noords, flails} less than 47
S

4. Lang {greatswords and bastard swords, spears)
dess than & reach

5. Very long (long spears. polearmi) less than &
ol

6. Extremely fong (pikes, lances) everything over

8 reach

Areacks against a longer weapon are made at
—1 CF for cach “srep” (h.e.: Shorr to Medium, or
Medium to Long] the attacker wishes 1o close—
;'lliL!Li'l!]'l_:__’, a Pikeman wath a d..!ggr,:r wioild cost S
CP! This penalty holds unul the shorter weapon
makes 2 damaging strike, after which the penaloy
transters 1o the longer weapon unril he scores a
damaging blow. when again the penalty goes 1o
the shorter weapon. When the shormer weapon is

out af range this penalty applics only o atads
the longer weapon is penalized, it applies 1o both i
and defense.

{(fen the best conrse of actien for long 1
to use 1 full evasion in the evenr of sudden dosei
or 1o drop weapons and wrestle! Certain manevesl
as the Hall-sword) are particulardy effective i
situacions, Likewsse, many weapons—such as spei
other rwo-handed weapons—may shorten ther

Fumbling {or “hotching” ) resules in failure
anything and allows the weapon’s momenmm
control. Bowhing on any attack may canse the w
10 drop, break, or otherwise be rendered useless. Bog

-



e nimber of dice you spent on the failed ate

4 ,, i & 6: Damage
-ﬂ:mﬂd an actxcker have one or more s
pnent then the
adivis rolled o determin
£ oas seen in T

mean lower | I

fmein higher hits, E 3
I Rl of Steed there are no his-points
~every hir causes a very real wound. As

iy way to kill 2 man is o deal a faral blow or e

leed e deach. Wound tables are found in the

[ F'.] nl‘ r|1-r: wes
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of 51-2 10 ST 3 ather factors,
Ly ; ity a5 W vell, The
ruck—subtraces hi m Ty and

Armor Value {if any, depending on locan

~re total damage. The resule i the Winaed e
|.J O r||.|. i"-i:nl.l ].|1}|1."': [see

provides protection over those areas "-|un...1 :|L i
Henee, if someone wearing a helmer is struck mn Zone TV
¢ Table 4.2, and the atacker ro . the
1. then that helmer I'rl'ﬂ"- ng Prorection

poor amd wnarmered)

ST ELREEET B o ;"'r‘.ll.r.'r:.




80 The Riddle of Steel

aned @ Combate Posl Fof 12, Felix, by Aring Initiative from g
suecessfid parry. strvkes ar IV froom bis ovom r-';r.-'u-f .-.'.l'.l'|::|'r_1'_r.|:?|'"
il T altce (an awbitions .r.-.r:.mL-'. Creralt, wirely knenoing
how immportant it is that he wot get bit, avaans D dice ro b
defene. —dit pazrry from belowy Both combatants threw their
allocated dice: Felix, the attackes et 4 succevser; Crernlt
rolls 5 suecesers an parries vl bl Beciree aff bres saecressful
defense Creralt now has initiarive, wnd ihic APLT fo artack
area IV from Fiv own eft fnotice the [lewid morion [from
parey to attack—ithis is intentional’), _-.‘rlr-lrr':l"e'.'!g' b
remaining O dice. Felvc realizes bis mistake, and throws
the dasy ‘3-' :J."_.-;:-' dree in ."r1.r & Py | from the side. Crevals
SCOFET 3 SHrcesier aned ."-.;v.".rx- scores arly one, teaving Crevalt
weith a Margin of 4 (this looks really bad for old Felic)

Genaits weapon has a Diwmige Rating of 8T +1, so0 the
stebr-total {or Whsend Rating! is 10. Rolling location vr a
2y, Creralt seares i direce Bit to the neck—Feloe s g T T
there! Felix thes subiraces andy kis TO (5) from. the

subtoral .. 10— 5 = 5. A fevel 5 twesind anyurers i nasty

7% 'rfa-r.f-fv_,ir.r.&za'—r.'. the meck it kelly .'-"I.?u?.?ﬂ_rl'I'r'-l'::..-.':!i.n'n".'.h".’&.'i'

does thar. ),

__E: ____-:_—-“nr—-_—_j:::r”

Wound levels are raced from 0 to 5. A O-level wound
is usually a E:lrL:a'*.r.' or scratch, with no norably adverse
effects. Level one wounds are a tad bir worse, level threes
are quite dangerous, and level fives are usually fagal or
close 1o it. Location always makes a difference as well, as
a fevel theee to the head is 2 lor worse than o the shoulder,
Wound levels are nor curmulasive (th ough the Seneschal
may rule that several smaller wounds to the cxact same
location may add up in some w ay it takes a solid hi
o o a man in. As is evident from the above ex: mple,
only ane solid hit is necessary for a kill
strategy are all needed elements in
survival....so choose your barrdes wisely,

skeill, luck, and
rhe ﬂ;;]‘n for

Damage T-rpl:-; are afi imporzant part of the damage
thar a \WJP(]I‘I does. Barring sorcery, fire, and other

NIV ‘MDOHS ‘TovIv(]

sources of uanmga_, the mest commeon are listed below,

iy

e

Most melee and missile weapons are counred
of three types: those dealing cu tring wounds, pum
wounds, or blunt (or bludgeoning) wounds.
wotinds are the most common {swords being
arc}, although the other types

have cermain advanc
Puncrure wounds, caused by SPEArs, arrows,
pomts, and the like, do more inceenalized damag
are generally deadlier than cues. They use the th
locations (I-XTV). Bleeding from puncrure woun
harder to stop than from cues, as much of it is us)
internal

Bludgeoning wounds, caused by hammers, d
pommels, quarterstaffs, and the like are thel
damaging though srill deadly. The primary advanm
that when srriking the shoulders or pelvic region §
can get a kill with a level § wound, as crushed B
severs arteries and other vessels, They also incite 2
shock number (even againse armored opponenn
¥

blow and blunt trauma, Bludgeoning attacks are wil
rargeted for the arced areas (I-VII), although weap
stch as a quarrerstaff or fist may be rargeted 1o “forwa
or “thrusting,” areas (VII-XTV).

Finally, for fire, electriciry, cold, and other )
abstracy forms of damage there is a

Knockous, below), representing the momenrum

“Creneric Dam

Table® (see Appendix),

Shock and Pain measure how badl ly & given w
immediately cffects onc’s ability w fight and carry
Every wound has its own rating for bach,

Siock subrracts dice from aff your dice poals (&
combar and sorcery related pools) immediarely uf
recerving the blow. Should the Shock rating cxcerd)
total current CP the remainder of r|'|{“1'|-:_||.j.u:" 15 appl
ar the b..plnnrm__ of the next round unless the ®
penalty is greater. Shock i only applied once for o
wound, unless thar same hody pare is struck a s
e,

fair s subtracred from one'’s pools at the begimnn
of every Combat round, Where shock is 2 static nuimb
one’s WP can reduce the cffects of pain, Pain 3
imporant in figuring our healing times, as described
Book Five: The Laws of Narure,

Shock and pain are cumularive as long as they §
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unted as ﬂ'ﬂE Bntied 1o different zones. Should one arrack the same  halved. When HT reaches zero (0], the character enters
ds, ]?'ilﬂ'i- Wemultiple times, the Aighest shock penalty—new or  coma and dies. Assuming the wounded party lives, one
ds. Curtin ‘é :ﬁ—iﬁ applied {or re-applied) to the wounded party. It point of HT is recovered for every day of rest.

ﬁ"’"h“ ey 'ﬁu!:e bemeficial o amack a well-wounded area over-
md-m:. even with weak amacks—the onginal shock Knockdown and Knockour are covered by the
TOWS, SWORESNStl will keep on rerurning o haunt the wounded!  desived searisnics of the same name.

Arage, a . ] Any nme a character recetves a blow that throueh
I - L=

wdvan mgl:s;

When recording wounds on your character sheetr,  pain or shock reduces his C1* to few than zero he may be
e anate of where the exact wound is and whar effecs  knocked down. In such an instance roll the Knockdewn
B Biove such as shock, pain, and blood loss (BLY.  crair against a TN equal 1o twice the number af your
mmnmmun such as “level 3 cur, V14 left,” meaning  attackers Margin of Success {counnng after your defense,
'I'I'l:ldﬁ[w cutting wound ar zone VI, section 4—from  but before armor); the TN is three nmes your actack s
'ipdlﬁmﬂ—cm the beft sde=
[u.i[wnn: “ Il 3 cut left
& *Make sure 1o recond
% ) _le raLne a5 for each
meire 3 hight H‘i‘lih.li]l wound as well.
nenei—see. Pcfu”jr' receiving a
ntum of the: v pd will be 2 rare
Tl icurrence. meaning that
gh we Bmuwon: need o write this
E"""""-"'d- Sifirmation down oo

[ 1,
other more

rIc I-‘-":IJTIH:' Blood Loss (BL) covers
| Mie dercriorarion of one's
O et due 1o bleeding and

TVETL Wi nd B nrernal damage, Each
pcl. carry o, ,.md carties, ;ﬂunﬂ__&'dl:
H].[..;k and Pain, 2 Blood
pools (both g Tarper Number. These
tately upon: .ﬂiml:ﬂ“i are cumulative—
, i:_'_':h:l_'i:tl'_‘l. e Sadding up 1o one biz BL
is applied S Gnter fomg ws the
the “Pain® W wunds comne from differen
ce for L"i-'l.{.ﬁl. pers ;.J Fthe bedy, Ax the
ka '-'.EC{!IH& g |'||'|||'|-"E of cach Round

dl wounded characrers
: beginning S bie wll Endurance (EN)
tic numbes, :n|1|u-:|d Loss. Whenevera
;:'-in_iS 315*5" ;h:lls failed one poine of
jescribed in S Bk (HT) is remporarily
,-l_m.":lﬂﬁl'u]ﬂ._n.a-:'hrq [ all
as they 3“ "_ ibates and Pools are

1; . S -
o . o

Broon Loss, Knockpown, KnockouT
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siccesses i struck with @ mass weapon. Many blows 1o
r|'|-|." i!'!n:".'l-.‘l o ]l:"ﬁ\ I'I'I.‘:l_!r" ;‘llf.u i_':1_|t H_:-:I E':._r1-:'|-;:|\,-:_‘||_:-'.-.':'| I:I.:'[E!a- |_:.:_'|;_'
Appendix). The TN for such rolls is equal 1o the Shock
I'M, withour any WI* modificairons.

RKnackost tolls are covered by the Knockout crair.
Such rolls may be called for due to certain wounds
(especially blows 1o the head——see Appendix) or under
arther circumstances under Seneschal discretion. Such
rolls are made against a TN af 7, modihed acconding ro
the severity of the wound (again, as outlined in the
Appendix). Failure of one of these rolls resuls in 1410
seconds of unconscionsness: fumbling such a knockour
roll result in 1d10x10 minutes of unconscousness,

Optionally, Kuockewr rolls are also called for every
ri:I'|1.|:' | -.'|1:i|".'||._'r|;'|' |'|"|._'qil.'n;_'.~t 2l |'::'|'l.l.'r|'|' ]:-[-:ll.-.r it ) ‘.EM_' ||.|;_','_|_4J_.
whether armored ornorara T of 1-AR {armaor rating).
Such blunt rrauma causes a shock penalty eqqual go half

of the amtacker’s damage (that’s DR + amack successes).

Lot I -y

Each success on this Knockour roll drops the She
one die. This modifier is not in additon to normall
and pain modificrs inflicted by telling wounds, L
resuln of fasluee is thar the Shock value is noc lesie
ane does nor lose conscionsness unless real o
dealt! This rule helps simulare borh fist fighring ang
disorienting but not damaging blows thar a help
combatant may receive to the head.

Fatigue is an opional rule thar simulates the
and exhaustion thar comes from constane ph
exertion. Thoese characters wearing heavy armonsi
made of metal or that cover maost of the body) loss
every EN Bounds. Thus 5ir Vhord, who has 20§
4, Joses 1 CI for every lour uninterrupred Rounds
fighting or otherwise physically active. Those pé
wearing lirtle or no armor lose 1 CP every 1
Rounds. Sir Vherd, fighting unarmored chis dme
loses 1 CP every & Roonds. These points
recovered by taking a few seconds w rese and m
EN/TN 6. Each success reduces Fatigoe by oneg
For more on Fatigue see Book Fives The Laws of ] :

1. Missile Combat (Ranged Weapons)

"'l"lln.b'\-ill. WAL PR L ":Ll'i.']l il & 1!'i.|'l-"-'!'i or CHE

WEADONS— wirh 4_.F:'|f;._'||.'1lll|g. feom mclee WO, W
using a missile weapon all amacks are made T
Missile Pool (M), which retreshes and is nsed diflg
from the Combar Pool.

The Missile Pool refreshes—or fills wpd
“segments” equal to a characters Wie score ar 2 o
one “segment’ every round. MNaturally, refreshinghs
ar zero. This represents how quickly the charace
process his surroundings before taking a shot. Theg
rme one has 1o aim and prepare, the more acoum
shot is going to be. A pool can never refresh izl
number than the pool’s own maximum: if 2 chagg
MP &5 %, it can only refresh up to a 9—any addin
points orsegments arc lost, Once a shor s frred therd
must DeZin ancw; STarmng ar 2ero.

MI* refresh bepins as soon as a weapon is in pos
for arrows, that means as soon as theyre knocke
knives. as soon as theyre blade-down in the thig
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Wi hand. Most weapons therefore require asmall — only 2 extra MP dice.
ouseit of prepararion time {especially berween shots)
,.... lhl::lr can h‘_l- :I.il.-‘t"d.. ]]'”_l\.\. LITTRE AL !,.' I':||_"' Ir_"ﬁ?;[ll;'ﬂﬂl_ .|!r__!.,l'|"a', i .I!..-I'r.lf.l"l"'zlr;'.r.':-rf.r.'_Iﬁ;"i'l:"fl'rl'???fjfll:';.l'f{'." |-.|l1"lr||l'l lr.-'}. Ll-""‘"l'f Ir.l_.:_. .Illl'ﬂ'$

h normal shock
|J'Id'_'i. Theo ity
(1 IEESL'[IIE'd =

. 7

':-'- . B 1§ 1 . ] 1
! da.iﬂ:lgf- BEmon. I:_.unq_']'.jjf}' l_1T|_'E1:_=|_|:'|I,I1a-IE rme may IEJL' il:'l.[:l.lc;-:.":l i _l.':l-:'.l‘e'.".l el .r'-ﬁ-r:fll"?'{-'l,'_‘.“ e Sl __."-l‘r:l.l':i'.' Hire I.':r:‘!'L!-:'r' gy e

i‘
;
:i]:mr::nr.'-:l by circumstances or by sheer haste or  rome fo (htamariuk ro assasinate the Sul'taan. Taking
ting and W ine round by spending dice from one's MP and  (about 25 yards away), she prepares her sthars bow arnd
at a helmet Biine o successtul Reflex rese. MI® costs and TNs for  stécks three arrows into the earthen roof. Svme time later
BBSIF prepuration arc found in a weapon’s scariscics. the Sul'taan -"Jr::i'r.'-'-‘fj'h cxits the palace surrounded Jriji’
» Ringe is also an important factor when dealing with  gueards. Ling fmmediately grabs an arrow and knscks it
hlates the weatlasieweapons. [n The fiddle of Steel range is measured (2 rownds). Feeling that she has enough time she takes

krant ph}r'- h'h;:-.‘m-.‘n'“i If a weapon has a Range Increment of  carefiel aim ar the Sultwan’s chest, waiting 2 more rounds
armors (tha hper 10 yards,” then the rarger number increases by for her M to f1ll to 1.2 (a6 dice per rounal. She removes
v} lose | e lic cvery ten yards, rounding down. Thus all shors 2 dice from ber MP (becanse the Sul taan i5 walking, an
has an EN. 80l 210 109 vards are made at a weapons base TN, all - example of “constant” movement) and wuses the rest (10

Rounds spem s 16 o 19 yards are at + 1, and sooomn; rf.e-:'{-'.:__féfr b ahat, e ATN 13 -:',"-_.l'-r'-':l' the o ‘.':lfzr.f _:".lfll*:'rr

hose sont The satisrics for a missile weapon appear thus: the raiege (25 yards), for-a fnal ATV of 8, She thraws
S I R ] Ferdives 1. 23, 4.8, 37, 8 8. 8., three succesies, fler
this time, now  Boderd Short Bow danare level is 8 (5 for the bows, plus 3 for ber successes),
oints may DEMERE 24 rounds preparation time: the poor unarmored Sultaans TO i 5, leawing bim a
st and rolln B Pull arrow: 0 {on ground), 2 (from quiver); bevel 3 wround fn the torso ar the arrow strikes him.
one point, knock and draw: 2 Rofline a &6 on FZone XIT Punctiere Damage Clare (in
y onc pomnt, g ¢
s of Naturs MR Befresh begins with drawing the arrow, the Appendix) rhe et & 2—just bl the rilbs—drich
IMP dice o reduce prep. time by one second at  reads: BL: 10, Shock: 8, Pain: 10-WT, "Belly wonnd—
™ of 8 internal bleeding is poing to be a problem.” The
DS . £ iz guing |
s or throwli ek Target Number (ATN): 6 Sultaan reels back, spouting blood everywhere. Lira
pons. When Elecaive 5T 4 wants to see bim dead, thowugh, and reaches for amother
> N DR (damace raring): 5T +1p (5 votal) arrows This time she’s tn a hurry as palace guards scateer
ade from the s - o & 3 A ¥ & £
o AT Ranpec: +] AT per 10 yards to proteet their liepe. She opes to astempt reducing the
sed differently g P ] 8 /
‘o | preparation time by one second, ard rolls Reflex/ TV 8
Ell un—a Common sense should always be a factorn, especially  (her reflex &5 6, and she manages o fucky 3 successes).

re at 4 rate of RNUE decermining preparation rime. A previously  Beaching for the arrow sticking from the roofiop takes
qh]ngl e U MELRE AT TN weortlel have 2 m!::.-r',"l't'r"-lr::!_iml e af 1 mo time, and ber baste has reduced "t"'""?"":"'-"'.i.’ !;’Hrﬁ'{“‘“"
gon zero. while 3 character with his crossbow in his 2 rounds to 1. After a tosal prep time af anly one rowd

character an : : _ Sl A b i
: Sudrack would be wury behind. ber pool begins refreshing. She bolds ber aim for one
Iy [ .-ir (]

thot The mom

B Mot missile weapons will use the picrcing tablesand  rosnd (giving .".l.r'." s .r:l".:'.-l'r,r'r' anel r'r'."-t.’ri.'-'{':- ""r"_"- secord arrot
h 1o a high B VI — XIV. Dumage Ratings are based on the e the bleeding Sultaan’ belly. 2 of her 6 dice ave remoned

Smngth of the user (knives, javelins), or a built-in  becawe of ber basty preparation, |".i'.'r.".IJ::'.I.'.-'III"|I:'.I' G
jth (For bows and crossbows, called the “Effective  (the Swltaan isns walking at present.. bes just fying

if a charac
ny addirtio

b red the re .= Boms cannor be used by someone that Lacks the there). Liras player rolly the remaining 4 dive (v, TN
geth 1o pull them, 8- 4 4 6, 7. sl Livg v now chosse betaveen fiving

3 i in position :_.j.-hvm?' rargers are especially troublesome. Aoy rarger  shae thivd arrow, or making ber escape before the palace

USRS | W is mowing erratically costs 3 MP o hirin addition  grards carch up to fer.

\ the throwitti nonmeal arcack. Those LArEELs |'|'||:l\'EHl-3__ At any constant

pe—no marter how fast—require the expenditure of

MissiLe COMBAT
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e P

TABLE 4.4: EvasioN TARGET NUMBERS ||

4 Full evasion or rereear. No-attack
possible for cither party on the next
exchange. This pause in combac calls for
a new initiative. Evasion may not be
atrempred on an exchange immediately
following one’s own attack.

Parrial evasion. May rake initiative as the

aggressor on the next exchange by paying

2 CP dice, or if opponent fumbles or

fails completely.

9 “Dack and weave.” May attack on the
next exchange as if opponent had
borched his areack (he will beara CP

I &isad\rm[a.gt}.

=l

[1I. Defense

Diefense is the art of how not 1o ger hit. Defense can
be actve—dodging and evading, parrying, or blocking,
or 1t can be pas.s.iw—h[d'ln[: behind a tree or wearing

ETITHRL

1. Evasion (Dodging)

Evasion—also called voiding or dodging—is the
most natural of all defenses. The advantage o dodging
is thar it leaves your weapon complercly open for a strike
as your opponent’ is whistling through the air. The
disadvantage is that its difficuls ro actually pull aff. Any
quantity of Combar Dice may be speat in dodging; the
TN depends on whar the evasive party 15 cxacly trying
1o pull off. Table 4.4 explains and provides TNs for three
forms of dm{g'j .

Two forms from Table 4.4 arc particularly
noteworthy: Full Evasion and the "Duck and Weave,"
Full Evasion brings the combat ro a pause as combarants
separate and must re-establish imitiative. The “Duck and
Weave” places the evading party in a prime place toartack
from: shields and weapon-length bonuses are lost or
rendered useless, :ﬂ]uwi::g the ;‘]-::n-dgcr a clean shot thar
may only be parried or dodged.

Stances have no effecr on the full evasion, bur work
normally with Partial Evasions and the “Thuck and

Weave.™

Fumbling a dodge is bad news, sending yous
stepping into the blow or ambling to the ground
2 levels 1o any damage done.

Dodging, vsing dice from the Combar Pac
also be used as 2 defense against incoming missile s
that you are aware of. Unexpecred areacks p
defense. When not engaged in hand-to-hand @
use the Reflex Arrribure for dodging,

2. Defensive Mancuvers

The foundatons of all Defensive Maneuvs
described in Book Three: Training, are the Bl
the Parry. Most all other DPrefensive Maneuvers ased r
relared 1o these two.

Parryine is the chosen defense of duelist
bladeslingers everywhere. It has the practicality ofg
transportability (no shield or armor 10 carry amg
and effectivencss. Most swordsmen have a rudimes
understanding of parrving some chonse to negleal
Favor of greater skill with a shield {such as knigh



Wikdiers, for whom parrving is often less pracrical on the
htdt-_['armd'l Any quantity of Combar [ice may be spent
gmmving when defending. The difficulty to parry with
Wi piven weapon is derermined by that weapon's Diefense
jhg:: Mumber (13T},

Blocking is the reasonably unscienrific action of
mpasin 2 foresgn objecr (usually a shield) besween an
ioming atack and oncself. Ir lacks the grace of a well-
;r':rhm-;:d parry; but is very effective. Many shields have
e lisdvancaee of being cumbersome and slow; the
#amugt being a large area ol efficient cover and that
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A

its easy to leaen.

As passive insruments, shields ace as armor offering
almost total protecion o the off-hand front side of the
body, generally providing between 4 and 10 poinrs of
prozection to areas [1, X1, and IV or more, on the shield-
side {depending on the size and make of the shield).

Actively they can be used o defect blows, HEﬂIil&i’!}"
te a parry. Any number of dice can be spent on a block.
A successful blodk defleces an INCOITINE Blow just as a
parry would, lessening the artacker’s number of successes.
The Defensive Target Number depends on the kind of
shield. See Armor, and Table 4.5, below:

TABLE 4.5: ARMOR AND SHIELDS

gpeﬂ'descri ption Armor Value* | CP modifier Other Mods
Laather Jack (w/ sleeves) 2 |
' eather Jack (wio sleeves) s

[ham shirt (light, wi sleeves) 4

§Chain shirt (light, wio sleeves) 4

Y Chiin (full suit) 4 = —1 Move
Fiecemeal plaring (sample picces) 3-5 —0 to -2 ea. WVarious
§-Bricers or well-made gauntles 3

= Larpe shoulder cop 3 e

§-Shoulder and whole arm 4-5 —1/-2"*

; e cop 3.5 =i

fBecast Place (front and back) 6 -]

WPhie (Fall suic, wio helm) G = —2 Mowve
Whiinmail coif 3 ~1 or (}*** —1 Per
|Pos helm 5 -1 —1 Per
ii’ il helm G -2 -2 Per
JBickicr shicld (hand) (TNG) 4

filedium round shield (TN 5) 3 —1 Move
Pledium “heater” shield (TN 5) 7 —1 —2 Move
].a_rgc kite” shicld (TN 5) H -3 -3 Move

' Applics only to covered and prorected areas.

I * When worn under any kind of helmet.

Al:lpiu_s when prutt:Ll:mg sword or WEeApOon arm.

DEFENSE:; ARMOR
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3. Armor

Armor, as
|_r|.;'.-i||||.=~|}'
mencioned, reduces
the damage done by
successful arcacks by
deflecting
aidfor by absorbing
L]:I-I_'ll:l. E-l:ll:li i |]'|-e".~.|"

Blows

gualities arnc
represented by a
picce’s Armror Valre.
As seen above, AV i
directly subracted
from the damage
dealt by
OPPONEnt.

O s
While
ArMOT CIN 5AVE ONes
life, most hghters
cant afford it domnt
like eraveling with it
al 5i|:'|'|F‘|i:|.: Find 1t roo
combersame. In
addition to Armor

Value, armor usually

negatively affects the
wearer's Combat
Pool; thus a heavily armored hgure is easier to soike,
but harder to injure; Table 4.5 conmins several examples
of armor with their various modifiers. Various pieces of
armor may affect other things as well, such as hearing,
WISIOM, OF MOVETTETLE.

It is crucial to note that all medifiers from Table 4.5
are for well-fitted pieces of armor; any piece of plae
armor not specihically tailored will have more severe
macdificrs (-1 or worsel, as will any other non-plare amaor
thar docs not have a good, comtortable fir. By the same
token, one cannot wear multiple suirs of armor (though
mixing-and-matching is acceptable). Shields, Helms and
other headeear are the exception to this rule; and may
be worn in addition tea full sun {or no suit} of armor,
When weaning piccemeal armor, all negaove modificrs
are based on the |1ig|1r:-4,l.' madifier, +/— 1 for =ach

LA

— .
I — oy i - — e
e e

addirional piece. The maximum negative modifiers
{as long as the pieces v well),

Orther fctors, such as being mounced, cffos
modifiers [rom armor subseantially. Mounted comés
may ignore one negative CP modifier as well
nq‘gar'w: O modifiers from ]r_g-ut'mur and shield:
fully armored characrers simply cut the toral CP p
in half, rounding down.

4. Caover

Cover, such as hiding bebund rees or ledges
simple matter. Those arcas protecred by cover ma
be hit, thus limiting your opponent’s choice of
This is most effective when used i ranged combil

IV. Movement and Combat

As discussed in Book Five: The Laws of N
characters may cover distance equal ro their Move g
i yards each Round. During a combar Exchange
number is reduced o their Move score in feer. M
so Far constiruees a “charge,” which is tecated 8
Offensive Stance (granting +2 CP for arcacks
infliciing a—2 CI* penalty for defense for the ol n
Even if not charging, one st move half as far (V2 i
during each Exchange (melee combar onlyl |
moverment mayv be forward, backward, or o the s
We recommend using 2Smm-scale miniatures on 8
grid. Turning and more complicated movenms
covered in Book Fve.

In order to fire a bow or use any other mssibe we
{except a javelin or similar instrument) one o
standing stll.

Movement also impacts Ferran Modifrers, aba

V. Mounted Combuat

Fighting from horseback offers many adviantaps
addirion to increased speed and movement (78
mounted use the horse’s Move score), mounted fit
receive the following bonuses:

. H.-‘{:_fr':z.-"mn:-": AT 200
o Mounted Charge: +2 CF for the swhole Rownd [
ar defense)
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i A e By T

[X. a3 g i -1 i L1 £ o

iy _-_..':_{:. E 4 - '
helifier is—4 W Annar: Jewore 1 CP loss due to armor, in addition @ Seneschal: The two of you circle for a moment, sizing
gy nodifters from armored begs up your respective opponents. Throw again.
. " 4 v -
, effect P B Borninr- Vo -meed to subtract dice from your (P Rell 2
3 e - o K - a 4 II : .1-Ill -‘ (a ' r'. 1

combarants Risking Tese snstead Both parties again grab g ved die and @ white die gnd thron
well as all ane smultaneously. Borh apain throw white dice. Afier
shiclds. For S e arc 2 fow drawbacks as well: circling for i meoment they bath throw again and again

CP penaly
W Focnaon: g ;.'r.;.l.;'."Q'{'_-. .'.t.':.lr'.l' than "Dk and Weare" are Seneschal: Sretan, o resdl of L'.:T'..'.Fﬂli_’g |.'1I-."_L'L|I'=5 [ TEMND VL,

wnalable to your characrer {without falling aff the borse,  insulting your family and your skill.

hat it CGeralt: 'l return the favor. ©say, “Tt's your brother whose
ledges, is @ 0 Wonnas: auy Lime you or Your monnt is won meledd, rouil
T LAY not Riding or fill 6" to the grovumd.
o of m;-ggm W Riockdmend Kinockaut: if either of theie things happen
ombat. W or pour mrownd, Eredl i a5 G ' fald

B0 [Wipones: ancly orse-handed weapons, spears, and lances
ity be wsed from boviepack, thosgh offhand siields
&rE [

of MNatore, ; - 2 :
g e Ay COMPLIEATEd MROVETIERT TOnzres d Test af -ifa'ﬁ".':.'_-q.

Moree scopel
hange chis
e, J".*im'inﬁ'_’_

i ¥ xe P - I||
Fitliere means yos dont move, fumble—syou fall.
i Mrrle TR —§ NP pben stationmaey, -2 iohen

. T A H.'r-:!'.'!:"- L T PR
I:ElTli."ll.{ fr g 1 i3 & z 3

:I:;;i:m:::{ tor Book Five: The Laws of Nature for details on

ar (Ve Move) s
). This: e
:_:Lﬁi ,;,[dt:: VL An Example of Combat
<o 2 e W Ferts (reralt bas been called our on a duel by Felis!
AT Irther Sefan. Crevalt s a ST of 5,2 10 of 4, a Reflex of
Wond b Combar Posl &5 15, He is carrping a longnord
ssile weapon ﬂ'w,-ug na armor. Stefan has a ST of 5, a T of 5, a

ne must be Rl of <. and hic Combar Pool 33 13, He is wearing &
‘H'nu': of chatmmuatl, a poe-frelmet, and carrying a heaier
ors. abovel Wt thes relices s CF to 5 They are fighting on foot,

Sepeschal {controlling Stefan): Stefan salures you and
Wit forward 1n g neusral stance.

vantages. In : : oy
= Bedr: [ 21 wp in a defensive stance. This guy looks

ent (when : : "
: finprrous—and he's got a shield. T hare shields.

-] fighrers 3 , : .
nted fightess w : Dleclare attack or defense.

M&Pﬂ"'ﬁ -g.'.-.l._'f-' i red die aid i it dre arid throws one
Slreously, Borh throw white dice.

ExAMPLE OF COMBAT

ourtel | satsack |
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head this inbred, unskilled blade-slinger tore from s
shoulders. Perhaps you would like 1o join him in hell!™

Seneschal: Your insult scems to be really working him
up. He changes to an agpressive stance and increases the
ferocicy of his insults. Throw initarive,

Again, both throw white dice.

Geralt: He wanes me 1o artack first, but this just might
work. | say, “Your brother never even put up a hght |
telr bad after 1 killed him—ir was like slaving a hand-
matden!”

Semeschal: It looks Tike thar did it Throow initiarive.,

Thic time .ﬁh‘fﬁij: rhrows g red die—ihe
tasented into ir—aohile Geralt stays
s b benefit the most from bis starcel.

Seneschal: He comes in quickly, I
sideways at your head, zone 1V, from hisng
He's spending 5 dice on that ateack.
Geralt: Ifs abour ome! T'm Eﬂ-iug e o]
wieave so thar [ can srrike him from thes
amel eel past that darm shield! T'm sp-m'
dice.

They both roll Stefan rolls 1, 2. 2 4§
5. even with the gegresitoe stance banusay
dice that’ only rue successes apainst his weg
AT r:lil'ﬁ Crevaltrolls 2. 2,3, 5,6, 7 7 8
B {1 three successes witl the defensive
bomus {+2 dice), beating Stefian by 1! Il gl
aned Stefan’s sword goes whizzing ha
by—opening & big hale for Gevalt 1048
s,

Seneschal: You've evaded his blow and
attack. He loses 3 CIP because of the D
and Weave,
Gerale: Excellent! Ir was close, but it wod
I'm spending my remaining six dice ..
to hit his lefr side: thar’s zone TT1.
Seneschal: He's going o oy and e
(partially}, spending his lase 4 dice.

Apain, they roll. Ceeralt, the artacker, rolls 4,5, 5.5
0. .. froe swcoesies at bis weapons ATN of 5 {its a very
stword). Seefan rolls 1, 7, 8, 0. three succesy at Fis D7
7 (eliee 1o pﬂnf.i! erasron. Timrl-g.r'.l-r.' Lrenalt R
Prhves T saveres damiaee rating of 8 (5143, & greatuy
Jor a sulrtoral of 10 He then ralle 1d6, geiting o 3; accmi
I e wtirng .:erri‘.r-r#rgr frdrles :’rcr."f;]prr:.ﬁr,l Hhts a g
Stefans wpper abdomen, fust below the ribs. Stefarn b
hir oumn rr:-.r:;g.ﬁn.-*.c; AN AP il .-'r.rg (hes chairermid oo

ehat area), total 8, to finally recetve a level oo wondl
8 = 2). Dhat wound (again, see Appendex) reads; 8
laceration, bleeding. and some torn muscle. BL 5, 5



P 6 — W N .-*.-mﬁm.-g.-- .‘ir.-:ﬁ:.u todd Frdve .;.-.u.:.f].- 0 g

v wurk wieh, and only 7 dice every exchan ge thereafter,

s ette {380
e,

I-ﬁémdm!.— You duck under his sword and land a solid
w10 his side
e billed him. Nonetheless vour blow leaves him
tling somewhar, and you may artack again, though he
hil]-: to spin_himself around for -;{u.,"-:-uts:r somewhat,
e berinning round rwos pools refresh.

faenale: Les do thae. Ull swing up from below ar VI for
1|] dice. I'm gonna gl this puppy.

| Seneschal: He's going w0 atempt to block, using his
5 Hd vach 4 dice,

f:'ﬂ-ﬂw e:fi-.E'-
Bis weapons
RERAT
ST STATIE
11 0es plenpis
i harmiesiy
ol to strike

were it not for his armor vour wortd

Iy, J_'ultiug;.-:
pr his right.
ck. !
1o duck andll
m the side,

.'.}'M:nr_{'mg L

Gttd.lfrm.'.'ﬁr L4234 4 7 7 and 7. (bad becke!)
Hﬁfﬁm‘:mcnf{':- against an ATN of 5. Stefan rolls 2, 3,
H‘. I succester agatmst & diffrondty af 3 (shield s VTN
Woemalr frits il o meseryine uf#:rr.pm RCEPI AR FIver
bt af 9. Rolling location (see Appendiz), Clervalts
';ih-.':m{r an Stefans inner trgh. Stefant armor and 10
ﬂnu;r.lh-rn:a'.::lrzm ta zero (O, grving Stefase & level O wonrd
el sontl—juest a seratoh.

v i rvap - '
f the Duck M‘lﬂ] Yo land 2 hit on the mside of his beg, bur m
| Bk o break Stefan’s chainmail armor. You seill have
5lnmrn: and may amack.

eral: You know 1! I'm spending those last five dice to

r it worked.
dice ::j.ﬂng

and evade

i

iEham in thar same side again (zone I11).

Seschal: He's blocking with rwo {thar’s all he's gor)

it rells 1, 2, 2, 4, 8., . ome suceers (ATN 5). Seefan rolls
et 9. . ruro succesies! He manages to block Geralts artack
N T Thus ends rownd two. As round three begin, the
Samal wlis blood locs (TN 2) for Stefan. He rolls 2

55, 7o
i DTy o
his DTN af
et oril
i according
e blow o

fin ubimacts
rrat il .n:'a-rm'
wennd {100

ls: “Deep
5, Shock 3,
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swceesses, and Stefan &5 fine for noew. The Seneschal also

applies pain modifiers to Stefans CF leaving bim with 7

-"-ﬂrn'l"t".

Seneschal: This is round three; pools refresh, Stefan now
has mirtarrve and areacks your side, zone 111, from his
own right. He's spending frve dice.

Geralt: No problem. Ull parry sideways with B dice.

.‘:-}r_f,lr.n::f:.r rofli 4, 5, 7, 7. 9. three succesces HAEHE DY) ANl
Ceralt parries, relling 1, 2, 4, 5, 9, 9.8, 0. four steceesies
{areapare VTN G,

Seneschal: You just barely manage to knock his sword
ta the side, and may now arack.

Geralt: Time to finish this guy. Seven dice ar IV from
my lefr.

seneschal: Hes going to wy a blodk again, for rwo dice,

Geralr volls 2, 2, 3. 7. 7, 7, 8. 8...five successes. Stefan
rolls 1 and 9. _only ane suceess. Gerilt ysrpin 1c 4, and
roldling a d6 Geralt gets a S5—the blow lards on 5: ihe face!

Crertle’s Blow does 12, mrimus Stefans T0 (51, but noarmor,
Thats a level frve worenel” The damage table reads: "Deatkr,
Destraction o) Feevebelfum, Reatlly meeny ™ And that ends the

Jfezht.

Seneschal: Blood spatters all over you as vour opponens
dm;n like a lxjgni_s:md- Mo his rerainers star ad VANCINE
O YORl. ..

Crerale: Okay, rime 1o ger out of here_ .

And thars how combar works, Lots of freedom, bur
it was really thar firse hiv thar won the fight

ExamMPLE OF COMBAT
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HE AIRE had started suddenly, withour thoughs 1o
.-" the inns few dozen pacrons. At first Jeral, the
Wikeep, had scen and smelr a wisp of smoke from the
B oo, The flame must have hit the barrels of ale
B bichrvwine then, because the entire back wall blew
ward, sendin ng shards of glass and potiery jugs in a
[|1.rc.>u|;.hcl=...
uphr, atter picking himselfup, was to check on Sylpha

SR, he told her o ger up. The young Elf-

.|:||; COMIMIAN o0, Snowdens firss

eher did <o carefully, before panic wok her eyes,
B Gweniiygad! My child. Snowden
B Frantically they both surveved the
o e bright flames. Here and there men dragged
g companions from beneath burning rubble, all

r 5
wiherss my

|‘::I:..,:»-:||::I'|ri:|:_;

e ig toward the crowded exit. All bur two.

Himsy Dvees!”
e got the kid, I've got the kid.”

The two thugs
mind agarnse the panicked maob, I.'-|1i'1<= tonward the
Wan!”

(k5 -ﬁ'|{' WOITAN Wwas 1||,‘:-. :_||'||:- SOME an wll_ll |'||.'r.
ﬂ;p:i_,r'.'.'s:n:-mmilm right toward Dhyrek and the child,

I B
I.:':n-'Tl.'I-L i.i.E'IliJ S1Ls JCCTNITE '11I-L-L froze 10 |.||L I

ks dravwn.

i“?l‘.'l'l‘.‘ N FnE mea e 10 oo the -"._IZZIIZZI I...kD '.".IL SEAlr By

6 to the stairs.” The pair wheeled around and

fted the staircase. Halfway up Dyrek’s companion

it e ames, and rolled back off the soairs, wailing
; :

Okﬁiue*g

g' e iZidole 0;: ~€teel

e LLaws
Fa..(]fﬂf‘e

of |

ind thrashing abour.
"hrlll'ng r|1|. *\.L|.|'1I'|-: I'|I| .-'||",_..'|'||. il |._'|I|'||_|'- "'n.ll:l'\.'l.l;,l-u\_lu.\,

sending him recling 1o the floor wicth another inch of

hair on his head and beard. In the rush ro escaps

]'ILLE.‘I |Eii.l.:. IIL'ZIFl_'.' L'.‘-Z;'i-l-ill'.l-\'.'-.l Wit I'IZZI-\.:I

S g [ ]
::':li:l_l.'d <.il||::r'.%'.-.3'. et

L':H.:l.:'liﬂf_’. any e, I_|=|_' 'I:|.|| COTSCIONE [T On l|1.:.' :]lH:-F.

o the funous woman SIeppIng over the Borh of them

cowarnd the stairs,

Prweer's pecs couldn CAITY hifm Fast '-'-"":“-IL’E'I- The

|‘.'|-:'|:!‘|.'I' '.'.'|'.:"'[ Lill:i .|" I'|||'-I-|||;.'

longswond, he

':"ll.ll.i 5 CATTIES A

musecd—was Tight behind him. He ran
to the edge of the rooftop—the inn wasnt as long as
hed have liked—and leapt. He managed to land on his
feer without slipping on the slick dle of the next rooftop
cap right behind

and resumed his I-Ii::!u. She made the 1

E'Ii:!'l. .'I|"'.I.1 :‘il.'!ll'l'!-ll."";hill. l!"!!'l'!.'-!'II!I.'I.E i_'llll'.'qlllf :]:_;,!III'- '.I!l,,' LR

fase, he thoughe.
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I. Movement outside of Combat

Contrary to what some players believe, there s life
outside of battle. Sometimes your character may end up
in a race, Heeing danger (often a wise decision), or
scurrying o help a companion.

1. Movement on Foot

All mevement on foot is regulated by the EN and
Move Arrribures. Endurance quantifies how fong a
characrer can run, Move quantifies .I!'.'.i'ra-'_i":-i-"'- Whenever
your movement s important you must declare your
speed. There are five speeds: crawling, cautious, normal,
hurried, and sprinting.

Crazlfng characters are down hands and knees: A man-
sped Lra.xv]iltg character covers 1 foor per Round.

Carutions movement consists of carcful, deliberate steps.
Those sneaking or carctully searching are moving
cautiously. A cautious characrer covers half of his Move
score in feet every Round.

Nermal walking is the most namral pace for most
characrers. Someone walking covers as many Feet a5 their

Mawve score every Round.

Hurried characters are jogging or moving in some other
hasty tashion. Besides making a lot of notse, those moving
at this pace cover rwice their Move in feer every Round.

Sprinsing characters are running with all they'veg
this speed one may cover four times their arormal
score in feet every Round.

Speed, other than effectung how far one ge
has a large influence over Terrain Maodifiers (s
Four: Combat) and turning. Thoese moving at
or slower paces may twm any direction at sy ume
their movement. Hurried characters may tom
the right or left for every yard they move, Those sprg
may only tum 602 for every 2 yards they move. {in
hex-grid or hex-map (which we suggestusing with
scale mindatures, available wherever you bought
book) 602 is equal 1o one hex-face, and one
equivalent to one yard.

Endurance derermines how long a charctes
keep 2 certain speed up. Hurried characters m
ENITIN 7 every 5 minutes. Those sprinting mu
EVETY Mminue.

2. Racing and Chasing

Races and chases are generally won by the che
with the highest Move Arribure. In the case of
Move scores, the characrer with the highest End
Arrmibute wins (as his opponent tires and shows) <
both Move and EN be equal, roll a contest of WE
winnet has the will to push on as he leaves his pun
i the dust,

TABLE 5.1: OVERLAND TRAVEL (IN MILES PER DAY)

Tereain Move Score

PR M 516 178 19 101112113} 415
Trail, p:al:h 6 9 | 5408 B R 1 &0 24 127 |30 |33 | 36 | 39 | a2 -'%i_
Poorroad | 9 13 (18 122 1 272 |31 |36 |40 |45 |49 | 54 | 58 |63 | 67
Goodroad |12 |18 |24 |30 |36 |42 |48 |54 |60 |66 [72 |78 [64 | 70
Openplain |5 |7 12115 |17 120 022 |25 |27 | 30 |32 | 35 | 37
Farest 3 |4 |6 18 |9 10112 |13 115|165 |18 |19 )21 |22 §§
Hills 4 & 8 10112 114 |16 (18|20 |22 |24 |20 |2 30
Mountians | 2 3 |4 5 & |7 |8 19 10 |11 |12 |13 |14 | 15

i i e R . ol
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 ENCUMBERED

ig-distance Travel

train and Movement determine how far one may

i Cada}"s. ame. Une day's travel assumes abour 10
i walking or riding, including short breaks.

terrmin and Move scores to Table 5.1 For
travel. Remember alzo to :1[:!5.15}' any

CH ATTIRCT I'[ll.:llli.Flli‘.'I}i ".".':IIt"ll l'_'i.II.-L'Ll.l.EI.Li[lE. A 'd.i.l.:r'lb-
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I1. Encumbrance
Derermining ones encumbrance—aor how weighed
down and hindered one is—is a simple marter. There
are five levels of encumbrance in The Riddle of Steel:
unencumbered, mildly encumbered, moderately
encumbered, heavily encumbered, and overburdened.
Fwo major factors determine one’s Encombrance Level.
First, ones own body weight; overweight or obese
characrers carry more than their frames were meant w

ENCUMBRANCE
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TABLE 5.2: ENCUMBRANCE MODIFIERS

Maove

. l:nrnl':at pﬂ!}].

Encumbrance Level

Unencumbered

Modifier

Description

I

Clothing, scabbard, light bag

=

Mildly Encumbered -1

Robes, pack, scabbard & bag

Moderately Encumbered | -1/4 toral | -3

Several bags or weapons

Heavily Encumbered -1/2 total | -6

Large bags, back-worn weap

[Overburdened 3ldroral | -10

e

Lots of stuff...

OVERBLRINENED

bear. Second, whar ane is wearing and carrying; heavy
objects, backpacks; cloaks, sheathes and extra WA PONS
all incerfere with motion. Instead of 2 complicared system
of calculated weighits and volumes, simply compare your
characters trappings to the accompanying dlusmatons.
I{-:nwa'nl'mr r!'|:I: I|‘a-.|||__|="|: & !,'n:_:_{l:h,qr.;] Or & :|:' 1 i § |_1.3§{ Eﬁ
consideraed “unencumbered,” wearing both constitures
“mildly ¢encumbered.”

Each level of encumbrance beyond “unencumbered™
imposes negative moedifiers to movement and to the
Combar Pool. It is wise to dispose of any extra burdens

before engaging in combar or flight, Table 5.2 outlines

ONIANEYT) CINV ONLLAI

these encumbrance-based penalrics.

- P = =
T 2T il Eh e i g L ey
i i 5 - 2r
A " . 1:.
e il

I11. Lifting and Carrying

How much can your character 12 This ab
based an the ‘ilrc-nf_-,r'h (5T Arcribure. -'llu._n-_p!_-.
great masses are 5T Tests against a Targer Nusibe
on weight. Table 5.3 sets forch these Targer N
The gquantity of succeses determines how faroff
sround: 1-2 successes, just barely off the gnt
successes, o the chest; 4-5 sucoesses, over the

All characrers also have an “auro-lift,” or weig
they may automancally raise L s i :Z:J._-:.- hisd
successes {raising the object up to their chest). One
less (auto-lite —1) may be lifted over one’s head, §
degree more {auto-lifi
#1)

:"II.;'I_!.-' i1|_'

TABLE 5.3: LiIFNt

auromarically pulled up

Werghe THY
{in [bs.} At

off ofthe ground. Auto-

lifr is cquivalent o ST— ||=
2l

thus someone with 5T

75

3
4 has an auto-lift of 4 =
s an auto-lift ob 4 as = 3

well. Auto-lilt 15 also

e 25 4
tound i Table 5.3,

150 15

Ay areat wnelehy o
m g '!E" ] 17 "

considered moderate to - -
200

heavy encumbrance for ==
: - 225 a

i rl!'-‘i-'.l'li".' |'.f_|' Gl S &) 0

QUET T s
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[V. Jumping,

T 12

350 13

T_.Eﬂping, Fallin a

Every 25 w1

From time to time
Ibs: mreere

VOur Characrers 1Ay

i pa= st o
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bag
a®

find themselves

TARLE 5.4: JUMPING
H:%EI.I TH/Aure:
| ]I:I I'I:IP

r-:'.-|1|'.--:r:1ri|:.'

atrhorne:

Without magic,

|'_|_:|'|'-'L"-'I_"_.. |_|'I Ly W II:

1
=
aid L000N COME 10 the
b

eround. How far

pons

Lhis abilicy iss
temprs 1o Hies
Nizmber basad
Pl Ht]mhr:_ﬂ..__
 far off of dhe®
he grounds 3
the head.

r 1,-.-q_-i__EIhT chiat
» had rolled 3
o). One degmess
head, and ongl

LIFTING
TN/
Aure-Lift

] el B i
ARMATIGY SUCCCERTLL :L'.IIEE'“'-'_::

are they from

their

WIS EIN

position and whar
when

happens

they ger there?

1. Jumping
Jumping
like

15

vertically,

lifring,
controlled l:_‘f bl I8

[able 5.4 outlines

jumping heights,
|unrjrxti by how much space there is berween the
geer and the ground. To calculare verncal reach add
§aF5 oW |1|:i_§rl|1|_ (and ;:1|._'1'||:|,|:1:-. AT I-:*n,:;-,rh]—ir. inches
Slfest— 1o the figures in Table 5.4 1o jump any given
st simiply roll ST againsta TN
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M oo v e
Avteibure).
This &5 his base
standing leap {or
auro-leap). Bunning:
requiring at least three fLERTRTH)

steps [about 3 % one’s height)—

adds 3 feet to any leap. Armemprs

to leap Farther call for a 5T Test
against Targer Numbers from Table 5.5
as with lifting or jumping,

Like

jumping,

encumbrance modibiers

fom Table 5.4
e with liftng, cach character

B a0 auto-jump,”  of

TABLE 5.5 LEAPING DISTANCES
(ADDED TO HEIGHT)

.\,|||:|'
normally .a|'-|'-|ix"| to che Move

Areribute are applied to ST as well

MovelAuto- | Leap Maodilier (fee)

when leaping.

1 2 AR T b
gasht. Based on ST (ST s ol “'.3

= ALITC-

nadi ng Rum ning

wll

I

g4, suro-jump is found inthe Jb— <

- -3 3. Pa!ling
i o

W anlumn of Table 5.4,

Falling describes
E

: ANy
+1

Prcembrance modifiers

q 0 S e

mmally applied to the Move |b—m———

o uncontmolled descent from a high

+.L

l,'ll;l:_l{ (I I | il:l'u'rl.'l' rNC. [[ |"'| :.:'ILI

L Annhuze ane ;npli;:qi to = as well ':_J_ , U]_ "_?'. landing—nor the fall—rhar causes
hen jumping. . : : - +_;~— injury. All damage from falling is
? = ] T +.::' based on two factors; how far and

L leaping [I{_l | .-: | :__: |_3-:.':::'-'-'3:'..>.'.. .-‘*.u-.':il:.;-.' a -_I.-;f.-:;:;;nf:: ;ifiz-i
Leaping  is jumping |53 ] 5 R e '\-.'-IIL"‘-:'-Il-C'I. ,*.:r-:.\rl.r:»!n -_._:jl.' it
Wemnally. To figure how far a |5 v 9’ !"-r'll-«::'l-::l' cliff) consu ..=.ll_'.-.n: L
ncier may leap: add his T = BT All damage received _.Imm a fall
Bkht—inches and feer—to his |3 & . B -|."~:"-'.||'I‘.i..'-\.| to be .":-lLIII._l.. o1
e modifier” (based on che |75 Y 17 Bludgeoning damage. Each

PR —

NG

"
i

Jumemig, LEAPING, FALL
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TABLE 5.6: FALLING
L.mdmb Surface | Dg:r!_:!.ge RalinE

Soft (hay, mattresses,

water on a successful Fallen

| per TOY
swimming roll}

Hard fgﬂ:ﬂ ind, stone.

armored prnph‘, water on | 1 per2 teet fallen

a failed ﬁwimming roll)

Mixed (crowd of people,

falling—nor diving—into e
i | per 5 fallen

shallow warer, muddy

banks)

sneelivecliad point of dam: age 15 randomly distobuted o

some part of the body, decermined by Table 5.7. 1}.L_r::_1<_-_;_-
tor areas rolled more than once 1s cumulative and ._|Hl-i||;_'r.|

o e i noll on the Hit Location Chars {see Appendix).

Example: |

."ér-:'_,-':.'.'r.'r: O {sitiamg -I'Jr.f_q'.r-.f on & Ntabliiid r,.,-,'l-i_';'?'.l anEs the

Vo fc kv -'-'--f.- |Irf-'-'-'-' fris doyie -"-'ll.l"".'.l'fq'u frartie

fard grokmid. Consuliong Table 5.6, we e thar thats 3

points of .-'E"..".l.l.'.-.'_:;:'g'

A Tt P
Virar .f_.ru".-.-|-.--r ot 3

TABLE 5.7
ALIOCATION OF
FALLING DAMAGE

D10 roll Location

{see Table 4.2)

e (once for sackh
. T T 1
pormt of damage) on
Table 5.7 ro

Viord  is

see

I,
W APETE

toarenaed. He rofle 3,

f, anad 7. He taker g || 1-2 |
leve! turp |} 34 18
bludpeoning wonnd |15 i1l
to i spper log {avea || 6 | IV
IT—te still meeds ro ||7 W

VT
=11

roil Fal to see eaicily

urhere an S renner (L0

:'.e:q_.;' and a bevel one

R 2 ;
toind to ors hedd. Noww e bas to gt up. ..

V. Fire, Electricity, and Other Nasty Stuff

All damage that enginates from fire, cold, eleciriciny,

and other ‘elements or energy forms comes from the

W
&

- r*i-'n =

-

“Lremenic Damage” char inthe Appendix. Sachwi
are calculared like damage from any other anad
Book Four: The Codex of Barde. D
sources 15 usually applied randomly using Table 5

|_||r.;|,_|_|_q_l._||; J.!-|.'.lr.Lr.I-;. CATECT Csiech a5 I"""”'E SOHTIEone

almage Imr -

. For the
T® hedling ¢
. E' T
'ﬁqm:nsn .
the Fimt A
.im,-.-;:ut.

Hymd leve

'_ _ -I. for &

mr.m
ng e M be

4 hours a night causes 1 point of fadguc for the S

a burning torch, where the fire damage is simply alln

oo the area struck],

V1. Fatigue and Rest

Fatigue—yained from combar, strenuous wa

lack of sleep—can be removed by simply restine, RS

for 30 minutes permanently reduces farigue by one
The exceprion o this is lack of slecp. Slecpi

Ii..".:'-. :'rl.'.lll iI":.I.' I EF'II."\ Wl :I |I_"w.':. '.."l.Jll_ -:I TS ;_'l::ln'lr [=
§ CD M and§

I hiese poines may only be regained by a full mg
o

up to 4 points of fateue (and thus

|'||:-.||.-] of :q\_-q .
VII. Healing and Wound Recovery

Ceetring wounded in Tie Rreddle of Seeel, as expl
in Book Four, s no light marrer. While you shoulds




fer peeting injured (dont you in the real world?),
imeticnes cven the craftiest of characters take a hit. In
tmler for healing ro take place, certain conditions must
et First, vou must be resting or relacively passive.
Seond, for more serious wounds, you must have medicl
e
Wounds
meared on the spor by
@mmne with the First Aad

LT be

MhL Fach wound must be
meared :ir.-prr.tn.-|_1.'.
Scessful Firse Aid roll
Slice: Blood Loss by 3
B every success. A bailed
B Aid rofl increases BL
IJI.'I.:md 1 fumbled First
il roll dpslles any BL
fom the
.I:f.H.!-!-‘I'i.l'.ll:l. HT protnes fst
.E[II.I]. Blood loss are
geined ar 1 per day.
ueless the characrer is seifl
ticeding.

For the long-term
fealine of anvthing
h_"lﬂ_'ﬂ{ld_::_r:_'-. ;'-'r';.l W :II_.'I'I-i.E
mouines a characrer with
me Firse Aid Skill o be
ficsent. Any  wound
peoed lovel three or four
Balk for a Chirurgeon
Sincone with the Surgery
S Lo serions wounds

Wi :'Il_! 111

h e
huch wounds
;_I_[[i'lh.'.l.".. k1 i.'l:l

b From such
ke 5.7 unless
mmeote wWith

:-.'II:'I-' fl]]'lﬂ-ﬂrd'

ons work, OF
Ang. Restng
|_'.-_1_.-' O ]'!-I.'I-Lnt.
ing less thit gy be carcd ftor by
ar the whole M Bmone wich less rraining
s compound % eneschal discretion. IF
MP and SER

full nighe B

wautside medical help s
fl']_illl'\']{'. :.I_:I:J LTl Wkl I-\, Lile
muezelf using WP First
e 153 W Surgery. At
g eed of cach week spens

Very
of qx r.':-'.p]&mﬂ.
1 should avoid

ming ol H1' [modified
Sarany unrestored Blood
b} apainst the raw Pain
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a5 the TN; WT medifiers o Pain don not apply here).

Each success lowers the Pain (and next weelk’s healing
TH) by 1.

This rall s maodified by 2 things: medical care and
4 o

Healmg AND WounDs
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TAELE 5.8: AGING AND SICKNESS THS

AR

Character's

Aging
(vs. HT]

Age Category

40-i4

‘_'-.-T-.:ru it

4549

E.lT]"r' m[ddh: L]

50-54

Lare eniddle vears

3329

| Silver

BT

Od tirmes

Sickness or Disease

_."u:-ii[-_‘l {Serious colds '.-Ln-:l the like
Moderate (Flua, r'mll'l'll!_'ﬂF N

Serious (pneumonia, the p-|-'LE=LH:f'

damage type. The characrer providing First Aid or’
may make a Skill Test ar the end of the week, belin
patient rolls, Each success in this Test adds +1 die
paticnc’s HT rolls for that week. Failure adds nig
and fumbling causes a -2 die penalty: The v
medical facilities grant an addinonal 1 or 2 diccig
roll, and the warst remove X or 3 dice. Pamage
meaning cutring, picrcing, or bludgeon
maodifics this HT roll as well. Piercing wou
harder to heal, incurring a -1 dic pg
Bludgeoning wounds are easier 1o heal, granng
die 1o healing rolls. Cuts apply no modiher
or the other.
Failure ro propery care for 2 wound will

it from healing, but some activities can g8

a wonnd. Any strenuous activity {Eilce tig

TABLE 5.9: LOST ATTRIBUTE
PoOINTS DUE TO AGING OR
SICKNESS

Lost Acribute Pos

# of Successes

Fumble
Fail 5

1 4
:.l

il

Tk |

SEANADIG CNV DNIOY

AN | =
-




CKNESS THNS
Aging TN
(v, HT)

!
i}
110
1%

Sidkncss TN
(vs. HT) |

e

13

r First Aid or Surgery
he week, before ehe
padds + 1 die to the
tfure adds nothing,
palry: The very best
bl 1 o 2 dice o chis
ice, Damage type—
ar bludgeoning—
Picrcing wounds am
a —1 die penalog
o heal, granung +1

ADE] :!‘:IZ:'I_:':I:.". i ALY

ra wound will keep
IYITIES CAn aggTavate

coviry (like fighting

ATTRIBUTE
AGING OR

55

Attribute Points
—

o
-
L e

' il .: :

o mding 3 horse

TABLE 5.10: AGING BONUS
DICE DUE TO RACE
| Bonus [ce

fwer than normal

Jpocd) re-opens old =
: I ace
wonnids on a failed —

W 10 roll. As Human y

R ; o B farda)
gith healing, roll —t ok — - : d-l"'l“—J'h.LM
Lesser hiehe 3

T £ag h wound

Dhsearl I "~::|.'§'1-:_':| +5

ndvidualtly. A re-

EEIII.'"“:I_L" +:

:11:nn| woLnd 15

gansidered fresh
findading 3 round of Shack), and must begin healing all
INET Tain.

Finally, some things just cant be healed
Bememberment and death are permanent, although the
first c2n be remedied through sorcery. Magic exists as an
mpeion for healing all manner of wounds (anything shorm
afdeath}. See Book Six: Sorcery.

VIII. Aging and Sickness

Everronc—excepr the Fey—erows old one day

. i |5 -
ipmng may be brought about natucally, as 1

ME PAsSses,
:-r:hmu.z;:. unnatural means such as casung spells or

by curscd Afeer the
e

illon Table 5.8 once a year. Aging rolls are Tests of HT,

40 each characrer must
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bur che Targer Number vanes with the characrers age.

Fach success on this HT roll reduces the number of

;‘;:i:u:— |.-u_ '_.r".'_'1 ;_;_'_'.|-::-r':_l‘:.: I_|:|' 110 '.":-mp::r.::. .IE'.|. :"-"El\'.':'l'l..l.l
Artributes. Table 5.9 sets forth the quantty of poinis
lost from these traits. Each poinc is individually
subrracred from a randomly selected teait {zoll 1410,
where 1=5T1, 2=A0, 3=T0, 6= 10=Per, egc... ). I
the same trait s re-rolled more than once the peints lost
are camulative. When anv Aceibune F:..lll_'. reaches 1
due o aging, that characrer passes away from age or
disease.

Additionally, some races age more clowhr than others
do, These characters roll ar the same time as their human

companions {once a year from age 440 onl, but gam Domus

dice o their asing rolls, These modifiers are found in

e
1]
Te
Fi
M
v
o=

Sickneszss and mose discasesare handled as ETIONE,
I-'-.-l.'-'}' wieeke thar a character has a seriows Hlaess rell HT
AEAINST :'.'f':a:gc-r Mumber based on that sickness. E":m:u.".pk'r:
are tound below age categories on Table 5.8, Recovering
from a sickness requires 5 success in 2 cumularive HY
|;-_-:-_|_ :|_ = r:,'-:_:_:. ."_:|._|_'.' i:-,_' ':|,_|-.|:; OO '.'.--.".'L. ."'L!-: 1.'-.'i1E':
aging, failed HT rolls refer one ro Table 5.9 to see how

Ty ."'.I_I_: |!:-|: Ic ] |E|'|:'.-. |'|.I'. il et L) O
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Kniw ae as O, the last of the Mine.

Here bepins the era of my 10,000ch year of life. The
B burned the sky with colors and shone down on
iy homble abode. Thunder broke the sky later that
moon. Dust speckled mud fled the sudden impact
dthe min. A torrens raged that day, yet 1 found my
at peace. Images swirled and formed in ny mind
jfening black universe, 1o which...

i Unashing lighting broke my menral reverie, tirmed
Wne with the splintering door. The hallway swirled
i darkness as rorchlight projeceed his shadow amidst
i splinters. The smell of hear was vanishing from che
it The tocrent thundered on oblivious 1o my smashed
i
b looked impassively on whilst the hulking barbarian
Bokdly st into the rocm.

WIZARD! [ wesh ahn oudience witch yue, [ kom
o icc yue avoud ze Reddul! Vhar deez it
:.' evhered’s™ His accent was unbearable,
~ Mnd if T refuse to tell ve, cretin? Nehummhh?”
*Then yue DHIEH!T He grunted, hefring his blade.
"o away, ye already have ic.” 1 dipped my pen, and
murned to my scrolls.

“har?"

“hool, Ye lack insighe.”

Tl mi ore dhich!™

[focused a fragment of my encrgy rowards him.
S%hh . Vhuttttiit? Eeececes o
gl fipure suddenly floaring ar the end of my fingertip.
i fatled wildly abour, desperately trying 1o land a
il ¢ hlow 1o my outer cuticle. “Knowledge of the

=pl" screeched the

means ye are no longer afraid of dearh. Ye must
Bltady have this knowledge to be foolish enough w

e ey A s e

2 idodle of “teel

[ 5 ook =jix:
Sorcery

threaten me. Behold the ermor of thy chinking.”

[ placed my fingertip over the [lickering candle arop
its ancient wooden desk. The lirde fellow screamed a
lirtle scream as the fire rrp:.m'ﬂ the flesh from his IHH.'L}'.
The smell of burning blood wafted up on black waxy
smoke. The barbarian smoldered and sizzled away
dropping small chunks of burnt flesh into the wan.

As the candle hissed, a low woice slithered behind
Ty

“Yer 1 know the Riddle all voo well. A picy: for now
vou die.” An assagsin, OF a0 AppPrEOTICE. __either way not
the first.

The intruders sword passed cleanly through my
neck, blood mickling down the blade.

“Indeed, it seems ye do. However ve know nothing
of the Sorcerer’s Rule,” [ noted unimpressed. “Thy next
assassination shall fare betrer if yve dont speak.”

My bloody illusion vanished, as well as the man’s
weapons. The assassin quickly glanced abour, searching
for me.

“Sray if ve like, I could use an apprentice. But chy
arrempr to slay me shall have ro wair unril thou hast better
learned thy arts. Seeel is no march against magic, only
Hlesh.™

The man steod there as if pureled, considering my
wotds,

His sword appeared at my neck, as his illusion
wanished.

“Nery well, 1@:1glw_-ﬂ rd, bur never underestimare me
again.” Power glowed from his blade as ir sar frozen,
flashing the candle’s hght.

I sent him to the kitchens. .. the fast way
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102 The Riddle of Steel

I. Magic with a Bite

In The Riddle of Sreel, magic is unshackled.
sorcerers wicld incredible power, and have the
unmistakable ability to disrupt the balance of anything
and everything. These are no mere MARECS, OO
pracritioners of “hedge magic”

tncantacions, These are the Gifted men and women

and .~'.in|pI._-

that wicld the power of the Fey, Such individuals are
rare, secretive, patient and dangerous,

inevitably cost the characrer his youth. Fvery spdl
has the potential ro age the characten as welld
knock the sorcerer unconscious from the @
Sorcerers must temper their actions with
paticnce and cunning in order to rerain their nl
and often their lives. The payoff is unparall
however, for there ace no Sweak”™ ROTC
Undoubredly, all rhis is rerrifying—or o
ke, really.

I1. Mechanics of Magic

All Gified (o1 Feyl characters create theif
spells using fast, accessible rules. These rules, by
required a degree of interpereration. The prefes
and goals of your gaming group and the Sencl
will often determine how hard and how demand
spell will be. Magic can be one of the most revwa
clements of play in The Ridale of Sreef, bur ol
everyone 1= working under the same j
AsSUMpLons. .

1. Derrved Artributes for Sorcerers

Sorcerers, a5 stated in Book Two: The Birthg
Legend., have an additonal ser of Derived Arenboes,
are psed in magic-related Teses and in fi_wrrul.daﬁng-
Sercery Pool. After assignment of Prionries and Azerbos
the characrer creation system {asain, see Book Tvo), s

Each sorcerer Jli'.“i.l.[rilh a'J.]'Hi LRSS magic

TABLE 6.1: DERIVED SORCERY ATTRIBUTES

differently. Magic is a precious gift so rarely
bestowed that only one in a many tens of

(T + HT + WP}/ 2. Kaa i5 the amo -

thousands Ay -.-..-.iq:[d it. For :hqi-,s.: l.’_'iiﬁu:r_.{ fear, ey :LE:::;ELELT::E;;: Capable ok
only a hal‘l_dhl[ of books on magic are ,-L-.-;3|[.3|1-_l;_- T (WT + PER) / 2. Form stanifics 3

in the entre world. treasured and zuarded in : Sarcerare dll G ALili vo-cads spells
secret places by those who wish the ko wledge |1 5

keprsecrer. Muosr sorcerers must, therefore, be (MA + EN) / 2. Art measures 3 sorcersrs
responsible for their own advancement and ART compelehce &t resisting, the harmiul effes

l..‘IC"r'i.‘J pmenl.,

- L ]
al magic.

Magic in The Riddie of Steel is both

J:irt;:r.'mu:i and [“.l"u"r't'il'ElJl. In conrrast to whar

LMSIPLINE

WP+ BN £ 2. How cantions and de
3 SOMCEreT 560 [.'n.‘:.r“'fi.‘:lrmi:n:_{ riruals,

MLy p]d}-‘tni are accustomed oo, |11-.|gi|_ in thix
game can prove dangerous to a reckless user.
Wasreful and Thﬂll?.lllll.‘hi' use of magic will

DRAW

(5T + WP J 2. The rare at which a
sorcerer can replenish his vagaries.




ery spell cast
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TABLE 6.2: THE SORCERY POOGL ANDITS
BOas1ISES

RN TOCHL = KAA + FORM

there 15 a 1::-.1.-;-: ane dl(‘ in rhr. "'-::u FCETY Pawead,

or shouldy
= Sorcery Pool

= Aorcery Poal + A

= Aorcery Pool « Arcs Discipline

te their oW
les, ho A

[;:-r-:-h:rc e

Skl their derved sorcery artribures based on the

Ttk .1

he senesch |-|.
demanding
st rewardir

| but only i
Eame SET ol

1 The Sorcery Pool

dez 35 bladeslingers have a Combar Pool and archers
-- 1 Msale Pool, sorcerers have a Sorcery I ol Chnee
gies have been assigned, the Sorcery Pool (SF)
o ke rallied. Calculare your Sorcery Pool using Table

""J'l:n-:“:-::nrct'r'.' :"nmrr.'rm:u.[z.s. he number of L‘-IH nsedd

= Birth of &
m!_'rl:nﬂ.-
mulating your
Artriburesm
Two), a ayer

T 15:{|'|1:|:]g|_u d-or otherwise), The sorcery pool can
; |:-_ modified based on the kind of spell being cast,

Mtmere on thar will come lacer.

_ % The Nine Vagaries of Magic
o | i - m .
IBUTES W iy Sorcerous Proficicncies)
e amount I ] .:I"lr.'u;t t|'|r_-' |_:-J:_|;:r'|_-'r ARSI SCOTCs Ty l‘rt:fh:h'!h'iu:{ in :l!‘:\'_'

le of el urts. Hencetorth reterred to as the nine Vaganes,

AeE present facers of whar can be done using magc
W 15 three poines may be placed in cach 1'n|<_.m-.n '.I-l-.
P of poines available is based on the Proficiency
mens in character creation, Bemember thar these
'_...,. Come I:'rn:_|1:|| |'_||_!_' same I_'!ll'.'ln.'l."' A5 ‘-}I--_-.z.pm:

fligencies, and trying to pur a lot in both weapons

nugj; will quickly deplete a character’s available
_ Cy poins.

hgﬂmﬁ should be selected on the basts of the type
il manner of spells a player wishes 1o use, Whar are
s player coing o enjoy doing most with magic?

ien casting: spells and resisting the harmiful effects of

Sorcery 103

How will your selection of Vagaries further the
philosophy of the character? How do your Spirirual
Arributes reflect upon vour Vagary choices, and your
Vagaries on vour Spiritual Arorbures? Deciding who and
what vou want vour characrer to be should take priority
in defining the style the characeer will inherit. Consider
as well which Vagaries are comparible and might miake
an interesting or useful spell, as muldple Vagaries may
be combined into a single spell. Table 6.3 lists the MNine
Vagaries.

& word of advice when choosi ng "'.-":ngluri-;.'s:
Summoning is an important Yagary for all sorcerers, as
the creation of a Constant ‘.‘C[Jr..'l[ {c;-'.;lhll‘:q'd below)
requires its incorporation in order o be etfective. The
capability of refreshing a characrers Sorcery ]"m':-l dice
through the use of the Instant Spell *Mana” is an

additicnal reason for the selecrion nf?m:mnnnt::g-

The Rules of Three
The

by Xanar Scormbringer, said eo be the fiest of the Gifted.

“Rules of Three” were discovered and codified

They state that all concepts and energies of magic hir
within a three-sided polyhedron, This is found in all
aspects of the universe, and applies w gods, men, and
the Siche,

Following the Rules of Three, the Nine Vagaries of
Sorcery produce thrice as many effeces and are contained
in three carcgorics. Three are based in the Temporal {or
physical) realm, chree in the Mental, and three in the
Spiritual. The number of Vagaries thar may comprise a
spell are varied according ro the rype of spell cast and
the desired effece, although

three
Vagaries the
construction of 3 Rimal spell,
described larer on.

L'I!-iEEIE'!l Imare Lll;l.]l

TABLE 6.3: THE
MNINE VAGARIES
~ Sculprure
Cirowth

FIL'L]I..:H":.'?-

amer—|| The Nine Vagaries
Glamour Deseribed

— Nision Vagaries have three levels

Summening of proficiency: Novice (1) =

Banishing Apprentice (2} —Master (3).

lrnpr:i;::.-}rl.ing Each Vagary is broken down

ThHE NiNE VAGARES oF Maaic
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imto three effects, which in turn have three level-based
characteristics. The more poines placed in a2 Vagary
{(between 1 and 3), the greater the Level of Effect a
sorcerer may use. MNovice level (1) is a rudimentary
familiarity with the vagary and its capabilities. Apprentice
level (2} is most common., Spells generated by this
proficiency level are generally the core of a sorcerer’s
repertoire. Mastering a Vagary (3) includes a number of
benefits, especially when creating a Risual Spell.

Both the Vagaries chosen by the characrer and the
spells he selects define his role in the magical community.
The player is responsible for creating all of his characeer's
spells. Thus a sorcerer who wishes 10 be known as a
necromancer would focus on crearing spells that urilize
spirits in some dark and spooky fashion; sorcerers going
for the “battle-mage” approach should design spells that
are best used in combar and war. If your campaign
revolves around combaring an advancing horde, vour
characrer may be essential in repelling them. Spells may
be parrerned after the example spells {at the end of Book
Six), though a personal touch—in ritle or in funcrion—
should be added o cach. As always the Seneschal has
the final say in all spell creation.

h["El'I]P'DEEIJ realms are those that affecs physical mareer
in some tangible fashion. They generally change, move,
or alter the size of the target. As they may affect large

areas as well, these ."f-pu.'EEa- are useful for boch offense as
well as defense.

SCULPTURE: Magic that changes the physical form
of shape of matrer.

Lhe wse of Seulpeure asswmes that the materials sculpied
are already present. Minsseulelcellular user of Sculpture
reguire Veston3 {clasrmpance 3) to see the reduced area
elearly Some Semerchals WELY TeaiTe the e rJ_;I":ﬁ': Artistie
Skl sebien using Sculptre for complicated shapes.

Intricacy is the level of detail that the sorcerer of
the rarget fnto,
1) Theé sorcerer can create basic peomerric
Pyramids, cubes and spheres, for instance.
2) This level of mastery allows complex pol 8
surface structures of inanimare objects.
3} Asorcerer can replicate the complex formsd
things.

Composition defines the number and type of ma
SOFCETEY My sse o combine or separdte,
1} Two types of matenals may be joined or 25
atfecting inanimate objects. '
2) Ten different marterials may be affecred. ind
plants and inanimate objects. .
3) 100 various clements may be integra cil 8
composition, finally effecring animals. This
skill allows a targer ro be disintegrated as .

l:-'rumflﬁi‘ stratifies ihe complecity of the creation,
1) The sorcerer can duplicate someshing the
currendy viewing,
2 Ti]::wn;.tr-:ii.*i-;::i]'mH-:nf’l‘luplim[ing:.u i
he or another has seen and described.
3} The sorcerer is able to creare things
IMAgInATIen.

MOVEMENT: Magic that enables a tangrt

Newtons laws (albeir Mewron lsnt around in thiss
and animate rl':ing:':. '

Mevenent spells may be the most sieful andd
all speits, The effeces of rapid movement and
Wﬂ!riﬁfffﬂl'l{'}' affect a rarpet, iﬁrﬂ'u..:l"i.r:gﬂw .'!.l..:rr.r:u:ll'i:.!' e
from sudden aceelerationddecelenation av bei g Lo
fekee 2 dolf.

'ﬁlwd 7% oty _,lf.;a.fr & target My be accelerated ar decdd
and the mascinm vate afn:r:ww.rz.r it Y i
alo fncluder the element af Liff, ar how r':l.fgﬁ o L

fre moved from sts current focution.

B Rl AT P
' o " o 3 B - = " g
T T R L
[+ == 3
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v thar he 18

ething that

s [rom his
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p this world)

wd deadly of
dereleration f

wd sidde-cffecs
toseed about

decelerased,
chieve. Thi S
& warget cnm‘:

I A target may be ].'-'I_‘:-i]H.‘v:J. up to 10 }':uﬂﬁ per second/
eotbat round (About 20mph). Acceleration/
deceleration are 2x of the marget’s current speed. Lift
i 10 yards.

8 R arpet can reach up o 50 vards per second {about
1 mph), or slowed o a crawl. Acceleration/
deceleration is 10x tarpet’s current speed. Liftis 100
yards,

Al Ararget may be instantaneously transmitted through
open space.  Acceleration/deceleration s
msuntaneous. (327 857,009 yd/s, the speed of light)
A decelerared targer 15 ncapable of movement. Lift
g1 mile

WMeneuverability allows a sorcerer to manipulate the

Srein i wolvich o Larget B provEng,

I The meger may only make directional changes in

 ooe |'.-|.1ne..' of direction [up/down or lefr/s igi‘ul,“,l.

B The arger may change direcrion swifthy in all three
planes,

3l The target may change direction instantly and reverse
Lo,

dammarion controls fine manipulation and complee

At af the previsusly fmantnute.

i Jarpet can walk at 2 shamble and excend limbs.

& firger moves with the coordination of a normal
hunan.

8 Bzer can move with the grace of a finely-tuned

gkt or predarory car
ey

ﬂﬂ\:{ITH: Magic capable of regenerating or
mnding 4 targer. Lesser increments may always be
wel. Affecting any microscopic rarget demands the
Wtuncrional use of Vision.

Wﬁg OT COMETACHITE A target Pncreases or decreaces
Bz

8 sarcerer may double the target’s size, or shrink i
" 10 half.

R The carger size is muliplied or divided by 10.

TeEMPORAL : MOVEMENT, GROWTH
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L 'q..'l""'-;" o
A e
- - - - - - - L L ™ - l L.
3} The rarger size is multiplied or divided by 100. Realisin gueantiftes an ilfuston’ dupitcation aff realig

1) The illusion is shadowy and vague, or blurg

Maturing a tavget causes 1 to gro if it s living, decompose few derails,

if dead, and corrodes (if possible) obfects. (As time may voe - 2) The illusion is recognizable bur lacks sincerg
be reversed, making things younger i impossibie. ) 3] The illusion perfectly simulares realiy.

1} Target ages as though 2 month had passed. . .
2) Tasger ages as though a year had passed Tangitility reflects bow real the illusion feels 1o the
3} Targer ages as though a decade had passed. 1} The illzsion has no form and can be passed

Dividing a target causes it 1o

reproduce « smaller, duplicate

version af iself

11 Divides an objecr on a chosen
avis,

2) Dhvides 2 common group of
cells, effectively causing them
o reproduce themselves.

3} This level splits molecules
into equally proportional
divisions.

Mental realms are used wo affect
the minds of others. The sorcerer
uses these vaparies to create
illustons, dominare che wills of
others and see what was, 15 and
will be. The TH for the
“Volume” variable of a2 mind-
alecting spell is zero,

GLAMOUR: The magic of

illusiomns.

Hllustons wmust e programmed
befarehuend or actively contrafled.
Semte Seneschals may optiomiily
riede that truly realistic iflusions
wiiect broe o Viston 3 reqrrentent,




A

ey e .._EE'--*;:

W The illusion is solid and makes ghostly sounds, bur
2 no thermal or real racrile components.

W The Hlusion has chermal and avdio components
b smularing realicy.

. TOE,
B Ehe illusion is as animate as the arger it is
‘duplicaring.

ONQUER: The use of magic to control o

mpulare the mind of a rarger.

QUi means & sorcerer s capable of placing @ thought,
e 7 crntaty into tre wiind af anoker.

TE: sorcerer may place 2 shom thought or simple
tmage meo the mind of the rarger.

BTh: sorcerer may place an experience or emotion
Iltl:~::n‘.]1.-:: target.

B The sorcerer may implant a SPIRIT, DEMON, or
Sbemane spell into the targer.

Contrs deitnes the sorcerer s alriliny ko enfiteence the aciions

lmaiher being.

@il sorcerer may coeree the target into performing
_-.rmtnr]abh* simple action. This actien may not
Ereaten in any manner the life of the target, nor
ot be an acrtion thar the arger would normally
hnd offensive.

Iibe sorcerer may manipulare the targer’s actions,
g it to act as the sorcerer wishes. However, the
pet is aware and likely to resent this manipulation.
be tarzet is completely dominared by the will of
'-: sorcerer, happily acting according 1o the
FUCTIOns it 15 given, regandless of the cOnsequenoes
Bad with no memaory of the period spent under

P I_
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Re‘_lp.l"ﬁ'.' .'-u".'..'r.'r .-'.'I.':?'i'.i‘.‘..l.'rl'l'r' SRS :.f;.'_,.':-r.:-.r r.blr .t.ll_.lr' _:;.r_r:.\j_'.:".'_'-r r_r:m.'r.l;l_",-:
1} The sorcerer causes the target to forget a recent
oocurrence, Thiz can be no |m1gc=r than a day past.
The target may remember the experience as défa v

I
o

The sorcerer may delere all information associared
with a specific person, place, or event.
3] The sorcerer may completely wipe the mind of the
targer, reverting it to an infancile state.

VISION: This Vagary enables the sorcerer 1o see other

:-.1|.11.'-::~.~s. other tmes, or into the mindsof others.

Divination reveals the cvents of the past or possible events
of the fature. Divining the fisnre only reveals the most
probable epent a5 the futnre o constantly rewritien. Visen
heigihtens the minds ability to represent or recreite reality
thrawgl imaginarion. It does not altey the physiology of the
eyes in any way. Vigon it necessary i the crearion of spells
frpenlzing miniscnde targets @ well,
1} The sorcerer is capable of seeing a day into futurc or
prast.
21 The sorcerer 1s able ro see events thar have cocurred
or that may occur within the time frame of a vear,
3} The sorcerer may prophesy events as far reaching as
his lifeline.

Clairvoyance ablows the sorcerer to remately vicwo the coernts

mnfolding anzund him

1) The sorcerer can see the evenrs accarring within |
mile of his position at a magnification of 10X if so
desired.

2} The sorcerer may view ¢vents n the radios of 100
miles ara magnification of THOX.

3} The sorcerer may view any event anywhere in the
waorld, providing he has some form of a link 1o the
EVErE.

Telepathy i used to reid e minds of others. Tome is aften
reeded to find the infarmation.
1] The sorcerer may scan the surkace r]wsugh:s of @

farget.

Gramour, Conguer, VisioN

MENTAL
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: P

2} The sorcerer senses the needs and desires in addidon
ro the surface rhoughrs of the ra FEET-

3} The sorcerer can dive into the mind of the TATEEL.
experiencing any of its memories.

Spi.ritual realms tap into forces beyond the limits of
human understanding. They deal with magic and beings
thereof. Many spirirual Vagaries impose a cost for their
e,

SUMMONING: Calling magical beings or forces (char
contain their own magic) inte the physical world, for a
price. {This Vagary does only thar, however, and conrrolling
thiese l'.-:in]_j; is 2 whole orher matrer.) Tr is advised 1o select
the Vagary of Summening, as the creasion of a Consrant
spell—any spell with a duration longer than
InSEan EnecLs—reguires its incorporation in onder o be
effective,

Spivits ave vemnans of deengs, e ressdisel copy af & Bfe foree,

Spirits wsst e seen throsgh the e of Vision,

1) A sorcerer may summon a minor Spane, Cosn A service
to the spirit, such as a host body or other offering.

2] A sorcerer may summon a Spirit. Costs An sxtensyve

SETVICE,
& A sorcerer may summoen a Greater Spirit. Cost: An
CPIC (JEACST-

Diemons are magical beings penerated by belief in Glads,

andd are either pood or evil in nature. Congueer3 ic needed

to frplant therm inte @ lving credture.

1) A sorcerer may summon a lesser Demon. Cost: 8
spinmual AL, poings.

2} A sorcerer may summaon a Demon. Cose: 16 Spirinual
Att. pornts.

3) A sorcerer may summon a greater Demon. Cosez 24

5}1iriluu] ALL poings,

AT S
s .
3 b 2 e

{aﬁfﬂ = . W=
o = b i -

Magic &5 [ife force withowr divection. fr exisss, novimnp
Fawr muagec meast e ssmmored and prprisemed o
erchany frems, grant spells extended duration (Le. 1
Canstant Spells), and quickly refrech the Sorcery Bl
1} A sorcerer may summon enough magic to S5

MNovice level spell.
2} A sorcerer may summon enough magic wo s

Apprentice level spell.
31 A sorcerer may summon cnough magic w

Master fevel spell.

BANISHMENT: Exiling unwanred magical

or effects from the physical plane.

Spivies ave besngs created by the Lfe force of Sning oo
1} Asorcerer may banish a Minor Spinc.
2) A sercerer may banish a Spirir.

3 A sorcerer may banish a Greater Spinr.

Dierrans are muggical beings pererated by belicf in
are either good or evil i mtre,

1} A sorcerer may banish a Lesser Demon.
2} A sorcerer may banish a Demon.

3} A sorcerer may banish a CGireater Demon.

Magrc i life forve without direction.
1} Asorerer may banish the magie of a Novice led
2} A sorcerer may banish the magic of an Apprenn

speil.
3) A sorcerer may banish the mapic of 2 Maswes kb

IMPRISONMENT: Trapping magical creans
forces in the physical plane, A focus {such as a ol
must be created in order o bind the energy o the pi
warld, ]

Spirits ane .Er.-'mgr created |51 !}'k'a'ff.:.'_li".;:.l'ff rg‘ﬁfr'.'r:}:g A
1) Asorcerer may imprison a Mmnor Sparit. o 28
Pool dice (SP); this is not a permanent expen®

| e T P Ly
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£ r.ﬁfngm'lﬁ:; and these dice refresh normally, Limits in a Limitless World
in oder i flll' fsorcerer may imprison a Spiric. Cost: 3 5P; this FEach Vagary has an endless—but not limitess—
. 10 produce 8ot 2 permanent cxpendimure, and rhese dice diversity of uses. Magic in The Riddle of Stecl is based
ery Pool. : R weircsh normally. on the concept that sorcery can bend the laws of namiee
10 SUSEAMT AR sincerer may imprison a Greater Spiric. Costt g an exorbitant degree, but completely breaking them
\ u HESE: this is not a permanent expenditure; and simply nor possible, There are no freballs or similar
10 SUSTAN A0 e dice refresh normally “comic book magic,” as a general part of the “feel” of

magic in he Riddle of Speel, A st of sampie limirarions
EIEI|:| 1 I.': ¥ g W i W g S (B PSR i 5 = i = : - . - = 5 -
e RN ewans v magreal beengs generated by beltefin Gods,  follows: Your Seneschal may modify this list, adding ro

I"HI"W eizhrer goad or evil in nature, or taking from ir, at will.

B sarcerer may imprison a Lesser Demon. Cost: 7, Spells may not create matter from nothing,

: spintual Atrribute points for permanency. -~ Spells may not give life to an object (though they
B soreerer may imprison a Demon. Cost: 13 may mave and animate it, change its composition

Spiriteal  poines  for

P:'ITI:'I:;I EICY,

BN sprcerer may imprison a

poal creatures

0 CTEATIRET, bireater Demon, Cose: 2]
5;J§5E1u.1| points For
|permansncy.

..
:"ﬂlg-l:f t§ é'.'_.n':.;' force wirbout

. i T i 1 h

i (rons, mﬂl ﬁ'!il.'ﬂ.'.'_

I sorcerer may imprison

ghe mapic of 2 Novice level
ipell. One Sorcery Pool die
G irrevocably lose if the
| imj'n-ris.-:rn::u-nl is 1o be made

permanent.
e l-:'r'il'_l.ﬁpcﬂﬁ_, " W sprccrer may imprison
brentice level the magic of an Apprentice

el spell. Two Sorcery
1 lewel spells fol dice are irrevocably
' lost af the imprisonment i

o be made permanent.
?II _ﬁ. §OTCETEr May IMpTison
Creatiires or .I ilic magic of a Master level
a m]isman}*.:'*' Sipell. Three Sorcery Pool
o Fh},ﬁ; fice are irrevocably lost if
' the imprisoament is o be

MEde permanenr.

I
I CTed e,
) 7

“ose: 2 Spell

pendirure,

-
-

SEIRITUAL: IMPRISONMENT; LiviTs OF MAG
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and structure; or blow it ro smithereens.. ).
Life may not be restored 1o the dead.

+ Thme may not be reversed.

+ Beings may not get vounger. (Though they may
appear as though they are.. )

- Souls, Spints, and Demons may noc be destroved

(bur may be banished or conrrolled).

+ Fire may not suddenly appear and burn on nothing

{bur can be started on flammable materal. ).

As a peneral guideline sorcery is scientific in s
application but nocin irs effece. Magic is still magic, weird
and scary, but its practitioners (the players and Seneschal)
are encouraged to use reality as a mitigating force in the
application of its fiction. Wirhin such guidelines, each
player/characrer muy create and cast any sumiber or nariety
af spells.

Each time a .'iF!u:l[ 15 cast, a4 [_1].3_1_.-'-:r must describe and
justify how his encegy aleces reality, what sensacions it
cases, and any perceprible effects the magic creares.

P = " ;-
BT = T ="y =
T . - 4 Ll
e -
T # =

['.::1}3'[1.15.15‘ shonld he p-[;u_-._u_f an _-»;:_-.r,'.:- and .;_I.;.'SL“_]J bt
should never be -.1:=..lcimp§.; of basic as “I casra Tisk
hale,™

[11. Spells

L. Freedom & Power (the Diversity of M

The whole concept of a “spell” in The Rradel

15 a mebulons thing. Just as Combar is 2 fld, o8
thing, so is magic. You don't need o have a spell
doewn in one of vour characrers spellbooks {in [
dont even need a spellbook). though bonuses g
i"nr b '«-’l:'l}’,, Spl.'”f ira I'LHL".'E'l-:"qJ- a% |-|,1:'_|1 L.;[E]l;[;jg BH =
miakes perorming it casicr. Instead, spetls may hedg
on the fly utilizing whatever Vigaries you havedd
within the conseraines of the Nine Vigaries and e
creation rules thar follow The only excepiivng
highly complex Rirual spells. which mustha
documented pattern o follow. Even the weakeam
user has a numberdess selecrion of spells ar hish o

2. Spell Types and Casting Times

Fallowing the Rules of Three, there are thret
of spells: Spells of One, Spells of Three, and S
Many. Spells of Many, or "Rirual Spells” are the g
but at the cost of time; :‘!-[1L'.|J.'. of Three are gen x|
spells—etective; timely, and low-risk: Spells o {8
thie fastest and nskiest kind of sorcery—are spontang
gencrated frecform magical effects: Spells of Mang
“Formalized” Spells {which may either be Spellsaff
or Spells of Theee) are the transcribed resulis of peds
experimentarion, Unformalized Spells of Ore a8
Three are generated based solely on a chang
individual Vagaries and his plaver’s imagination.

“Spells of One:” Cnly one 1-.".1%-;;_“'}* may b tased
casting Spells of One. These spells render fism
heavily draining effects. This is because the sorce
both the peace and rime needed o correctly drs
shape the effects gencrated by this wvpe of o
Consequently, as the characrer is forced to draw sl
reserves of energy (the Sorcery Pool), Instant Spells
to quickly deplete the characrers supply of mag
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cription, and bonus dice are allorted s the safest and most powerful form of casting, granting

when casting Instant the sorcerer a once-per-spell increase of ART «+
Spells. DISCIPLINE in dice o the Sorcery Pool. Again, these
are only bonus dice and there must be at least one die in

t LightmingSSlrey - 6.4: THE FIVE
AN VARIABLES IN

ALATING A The castimg gime for  the Sorcery Pool in order to receive them, Also, because

5 “Spells of (Mne” is the  casting Ritual Magic takes so long, the sorcerer is able to

E ..,Tﬂgf_r}'_ CTIN -:,i'f the f},w.-"a" in  tefresh his Pool somewhar while casting. As the sorcery

of Magic)

! T T—— «freches at a rare of one dice per hour, at the end of
biddle of Stedd L Hange ey, Poul refreshes ar ; perhout, : o
N R the spell. the sorcerer gains as many dice as the TN of
nid, ¢ . :
e m‘f 0. Duration “Spells of Three:™ the spell he casre.
e P F
spell writrem = _ i
{! F S the Level of Effecr (1-]] Allowing  for  the
in fact : : I : ; i o ; 7 : s
» FORG), o the minimum incorporation of up o Ve casting time for Ritwal Spells &5 one howr per CITN
808 Are FIVER . S LI : : .
5 ' FATY MASIETY bewel three ‘w"::g:arlrﬁ in cheir {:'f'm-:* sperd,
Aty procesiiisessary to produce the compaosition, these

_'ll l‘l{' H.I'E'Hlfd:; |I,_:| EH:':"-E
have chosén
nd rhr::ip:ll-

ions are the

spells are both versatile 3, {_f,;ajcul:-ltiﬂg Spcu Casting Tﬂl’gﬂ Numbers
and advantageous to (CTNs)

s, J|i|_'c.:-:';-q1|':|:i|1§_-| ‘v"ngﬂrff:.-c takes time to be done

_ The most imporeant part of creating and casting a
grmcctly, bur the serain on the character’s magic reserves spell is its Casting Target Number, or CTN. This
§R0T 50 great, Decause a shim porion ni ENETEY IS EMNCE by nber must be matched or exceeded by the result of
Stz casting. When casting Spells of Three, the Sorcery

Bal 3 nereased l:-}- the ART arrribuce due o the

st have 2
kest magic e a5 o s D
< Bnpertintl any roll of the Sorcery Pool E_EII:ZI:t. Likewise, its value
: : 1 : ke denores how many months of aging a characrer must
Wlinonal mental preparation and tme. These bonus oo op 0 casting a spell.
fkearc just thar though, and there must be at least one The complexity of any given spell is represented by

1E'”'":H: [vVpes: 3 4 L 1 i i 1 ] i L gy W R - ' - . .
B ieleft in the Sorcery Pool in order 10 gain them. irs (TN, High CTNs increase the likelihood of aging

d Spells of

and unconsciousness dramancally, and wise sorcerers will
the safest, :

gencral nse 'T-:-h rﬂ;{”‘f time for “Spells of Three™ is 10 seconds per . WS 10 ICrEIst the number of Llif-"-'_a‘r'uilul:f-: in

.'.'Iu-f' O Ll of speil I'.I‘il’.']_l. _f*:{u'q_‘.{‘l.*y Pool in order 0 IEEIFI'.-!-:EF [|.'u:'51: nsl.-w.

:-m:mmu.sl:.r A . ; ) L ; LA The |1|g|1:.:-'.r ].-:'1.-'-.:5 aof Effect I,l-ﬁ‘fl iH:I:I;'E- cach
Spells of Many,” also called Ritual Spells, are incorporated Vagary is added to the TARGET, the

i';-]'la:ué:'[e-e;:d._ Eﬂhli‘ -:'l!'.l]}-' in a |rti'.-ﬂr.3mr:.x H:J.L'il:’d |:".1I:'IL'2L'. O arher H"!'LNLJ.".-. |;|'|_;_' 1*,‘_-?.[1_:3”.[.[_:_ ;.l.!|1':.1 El.“il-:' T-]'L:R"ﬂ-]':}f“*-.- ity

::;_ ﬁt:&wlﬁ ud'ta-ju:h:d area. A.m:rrc-:':-:r bl ﬂ:r k-x1|11.hi|1in;:;:.|n.j.r (0-3) to create the Casting Targer Number (CTN) of

g Sarics hie knows in the creation of Riual Spells. This b ool This sets the minimum CTN of a spell to 1

Jne and of Chi e ' : ; : !
characters

HOTL,

wsed when ITABLE 6.5: SPELL CASTING TARGET NUMBERS g
fasrer b CTHNs for. .. CTHN COMpPONEnts |
reerer backs SMels of One TR E
p draw and ized Spells of One T+R+V+D+L)-2 =
of magic. TTTE T T+R+V+D +L{(+ 1 per additional Vagary used) %
won latent - - — o - I

Spiedls verl 1ized Spells of Three F'+R+V+D+L ¢
magic. Na Spells of Many T+R+V+D+L(+1 per additional Vaﬁar_'.-’ used) -2
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and the maximum CTN to 15 (Rinal Spells excluded).
All Vagarics and Spell Types urilize the same rables in
ﬁguring -[-“H_E__',-rt, F'-.;i:nj__‘-'_l:, Yolome, and Duration {(see Tahle
0.4). Table 6.5 presents the formulas for figuring CTNs
for different types of spells and Table 6.6 oudines the
Target. Range, Volume, and Duration Values used in

EhEJSL' A IS l'.'EEl’.'lI] ACIoE,

4. CTN Circumstanrial Modifiers

CTNs may likewise be increased or decreased due
to circumstantial modifiers. Many, such as meditation
or using dialogue n casting, are done ar the caster’
option. Crchers, such as a disruptive environment or being
wounded while casting a spell, are to be avoided because

T s
'y ﬁiﬁ i
¥
5

il
e

of FIUHi.EIJC adverse effects. Table 6.7 .;Ji,-_..pls_-.r:, o
fundamental C TN modifiers.

Pasitive Modifiers:
- Dialogue involves chanting, singing, or athe
mmnmn{iing the forces of magic with the E.Ii
verbal component, Roll Form/Ritual Magd
chanting, Form/Singing to “sing” spells, hn
Musical Inserument if playing chem, erc. Unlal
Seneschal rules ocherwise, Sorcerers musr choos
torm of * Dialogue” for casting all spells. and s
it throughout. A successful roll lowers the CIN
1. Thizsbonws does nog :,-|‘|_.~P[}' e [agual SP:LH
dialogue is expected) or to those with

TABLE 6.6: CTN VARIABLES AND VALUES

Variable

Value

angr:ts; ."'-"[Ll.fiiplt' LArgets may ke ';pf:rl_ﬁq::d
provided they are within the concurrent volume
constraint. Objects on someone other than an
enchanted creature can be affected withoura 5Pu:[l-
resistance test, A player may splic his rargets in a
number of ways equal to the characrers MA.

(0} incorporeal (a “waryet” of zero s also pousihled
the spell affects the caster exclusively)
{1) inanimare objects

(2} plant life

(3) animals (including humans)

Rartgq: The caster must have access 1o vision o
designate ranges bevond the line of sight.

(0) selb (the spell effects the caster exclusively)
(1} touch

(2} line of sight
(3} unlimited

Volume (or Size): Any value of a targer’s
L':JFI\].'E-L'-L'EE:EL‘II'I may not exceed any one of the three

variables below by any amounr withour raising the
[T.

(0} incorporeal

(1} 3 gallons / 20 pounds { 1 yard

{2} 30 gallons § 400 pounds [ 10 yvards

{3) 300 gallons / 2000 pounds / 100 yards

Duration: This variable is only used when
composing Comsant spells (see V. Spell Duration).
Every success in casting increases the duration; 3
successes with a Duration of 3 creares a spell thar
will last for 3 weeks. Remember thar the effects of

Inszant spells may be lasting without the Duration
Variable.

{0) instant {Instananeous spells have a value of
zero, even when consrant)
(1) one hour

(2} one day

(3} one week

A spell's variables are calculared independently of each other. For instance, a spell thar directly cfecsan
opponent requires 2 Target of “Animal” (3 points to the TN), bur depending on the Vagary used, may
have 2 Volume requirement of less than the rargets weight, IF the spell was comprised of the Conguer

Vagary, and only affecred the targess” mind, then the volume requiremene would be 0. This is true for
f the above variables.
L

o s, ) ATELET e 2T S e el
- _..I_%_ _':-iy_.__ . -\l:j,r I-F : '.'ﬁd"l_-l'in- % ll_-.n.'i_.l : -'_|. LW ————
- L B i P o .-_r.,_-‘_'g‘.'- ._-._';_E-E.- g b - B




6.7: CTIN MODIFIERS
Reoll If Successiul If Failed | Notes
e during casting | Form/Rimal Magmc -1 CTIN MNIA Mo bonus when used
es during casting Form/Rimal Magic -1 CTN MN/A with Ritual Spells
ion before Discipline/Meditation | -1 CTN (-3 CTN MNIA Rirual spells only
with 5 sucoeiss)
Iy on See in-text description Rirual Spells only
gmbel Drawing in the | Arc/CTN +1 Tarpet's -1 target’s | Spells of Three and
nes of 2 Ritual Spell resistance 1N resistance | Ritual Spells only
k TN
SVITOnment WP Meditation Mo change +1 CTH | +3 CTN if fumbled 1
WPHCTN Mo -ch:angr; T +3 CTN if fumbled
Ne roll N/A NfA | Apply shock and
pain modifiers 51

W lencndent on Dialogue” Flaw (incuding most
| Bennming Crifted).

', involve plmjﬁi..'a] movemnent assaciated with
pell casting, through arm motions, dance, symbaol
dwing or similar means. Roll Form/Rirual Mamc
fir “normal” wizardly geswures, or Form/dance,
Ermlﬁ} mbol Drawing, or Form/ {appropriate skill)
frother forms of gestures. This bonus does notapply
m Bl Spells (where pestures are expected) or 1o
ase with the “Dependent on Gestures” Flaw
including most beginning Gifted).

Meditation is an option for casting Spells of Many

e casting time of a spell must be spent in quier
gieditation immediarely prior to incanting the spell
irn]] Discipline/Meditation). Success lowers the
CTN by 1: five or more successes lower the TN
b3,

- %mhnlﬂraming. in an advanced form, can be used
ﬁjmprm.: the effectiveness of a Rirual Spell on a
ﬂ-gm by raising irs resistance 1IN by 1 for every
WIGCess o an Ar rifSymbol Dirawing roll. Failure on
it te<1 bowers the tarper’s resistance T by 2 (or 5

- -
;‘n_[h: case ot 1 botch].

Copperation with other sorcerers can increase
tines 5P when casting Rirual Spells. Add the
Wcpline of the first additional wizard, plus one

1- -..h:sr]t.—.—.—.-\._l& .-i-

tﬂ?

ﬁhm:!s] To obtain the banus for this oprion half

addirional die for each additonal sorcerer. As
many other magicians may cooperate in a Ritual
as the primary caster has WE An extra die is added
if the total number of sorcerers present in the circle
15 2 multiple of 3. These dice are cumulative, bur
only if the toral count is exactly a multiple of 3
(thus 9 wizards in a circle gain 3 bonus dicc in
addition to the second sorcerer’s Dhscipline and
the 7 dice from the other seven participants, but
cither 8 or 10 wizards in the circle would gain no
bonus dice). All dice are given to the lead wizard
casting the spell, who must decide how to divide
those dice between casting and aging. Any and all
aging incurred falls onte the lead wizard. If any
wizard pulls his support or is removed before the
aging roll is made, the dice thar his presence
provided are immediarely lost, and the spell is
considered “interrupeed” (2 roll must be made—
sce below). The danger of false friends using chis
against the lead wizard berween casting and aging
rolls is enough 1o ensure thar most sorcerers only
cooperate with those that they truly truse.
Formalization :;:prc[lﬁ (see 5, below) 15 2 valuable
process allowing sorcerers to reduce the CTNs of
commonly used spells with a grear deal of
preparacion.

CTN MopiFiErs
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Negarive Modifiers:

+  Meoisy Environments, or other significantly
distracting surroundings, call for a WP/ Meditation
roll. Failure modifies the CTN by +1, a fumble by
+3. Success allows the spell caster 1o continue
unaffecred,

- Interruption, causing the spell casting to break for

EVETL @ momant, tequires a WERICTN rall, Failyre

modifies the CTN by +2, a fumble by +3. Success

allows the spell caster to continue vnaffecred.

\\}“uunding, in addition oo being considered an

Interruprion {above), also applics any Shack ar Prin

maodifiers to the Spell Paal.

3. Formalization of Spells

Within the romes of a sorcerers notes and spell books

are those spells that e has Frmulized. The Formil
of a Spell isa lengrhy but valuable process, involving
research, experimentation, and practice—all results
transcribed spell.

Formalized Spells provide many advantages TH
be j‘.*u_wl_-'-:l On IO one sorcerer oo another s Ei
spell 15 transcribed in a mumally undersrandabl
(many wizards invent their own secret cipher for
their spells so thar they cannot be stolen), The Foml
process also refines a spell, lowering 1s CTN o
injuring s cffectiveness. This bonus is found in Tl
above,

Both Spells of One and Spells of Tlhie
Formaltzed by Exrended Skill Tests of Form/ Arcine
and {for Spells of Many only) Discipline Rimal M
as rany success as the CTN of the unformalined s
roll takes one week to complete (chus Formalizingg




b 3 |.I:I'I§I|:I."r' process). Lnce these Exrended molls are
et a single PerfRead 8 Whrite Skill Test must be
gl o write the spell down. All of this must be'done in
¥, laborarory, or other environment where
fiments may be safely conducted. Especially fine
ks fsuch 25 miant libranes or laboratories) may provide
hilos 1o the Extended rolls ar the Seneschal's oprion.
fliculey of Formalezing a spell—due to time, expense,
of proper resources—aoften leads sorcerers on life-
quests 1o hune down the notes and spell books of the
iy Spell of One or Spell of Theee may be
Bemalized. Spells of Many, or Rirual Spells, are
::r""'" zed by definition as thev cannot be case withour
il o a transcription.

.F.nj:e 5(11.::.:;hrt|.': eption a character may begin play
4 pumber of Formalized Spells equal 1o the total
e of points in their Beginning Vagaries. These
el e contained in the characrers spell book, and
B be iy combination of Spells of One, Three, or
.L They must be composed of those Vagaries the
ger knows and ar mastery levels that the character

g _Inff.g-_i"-._":l,ll.'-'.!'f Formeliziion: Chier Ble Crnied seriifres
mslize the following speil:

Kllof One

=7 [costing time: 7 secnnds)
o ol)2

sk Congquer 2

. )z Binplant 2

e (bur maineainable)

e targer is wracked with pain, as if struck with a
mn with 2 DR of 7 (plus casting successes; use the
i damage table). The target may lower the level
by rolling ies WINVTIN 7.
s of SP dice bose by 1.

Each success lowers the

panted dreess T .I'zu";.-:-n.lmu, opRe 'H:"F.:H, e

nﬁw books an the subject of human andatomy and the
pry off pate, Cdmiar begins rolling an Extesided Formd
e Theory Tese. Ohmars Form iv 8, and s Avcane

Book Six: Sorcery 115

Theary SR &5 6 (hek done this befare ). At the end of the ferst
weeeke e rolls 1, 1,4 <4, 4 5,5, 8., one puceess, Week tie
i better at he volls 1,3, 5, 6, 6. 7. 8, & 0., 58 sueecesses!
Afier sweo sweeks of ingense 1'”:'.-1!‘}' andd experfmentation the
spell £ veaddy for transeription. (wrar volls Per/Read o Wiire
(Per SISR & 136, 0 4.

- BN SHECCECS |'-I'.?J'-E'.gI |".'!.J'L" )Ft'!.'r 7]

succesgiredly Formalized and writien tnto bis spell boak. If

he had failed that Reaed o Widte Tost bre wonld frave bad to
tearr geet amy sseel pages and sare overs if e had fumbied be

wooeeled bave had to seare the research all sver again! Yiles!

(mars wewr Fornulized J‘;-'I?Jr.'rf reoreer donder el thae-

PAIN
Formalized Spell af Cine
CTN = 5 [casting time: 5 seconds)

TYA3R) 2V 0T 0 L) 2 (-2 for Formalizanon)
Vagaryls): Conguer 2

Effect(s): Implani 2

Drotantaneens (but maintasnalle)

The target is wracked wath pain, as if struck wich a
weapon with a IR of 7 {plus casring successes; use the
“generic” damage table). The rarger may lower the level
7. Each success lowers

of pain by rolling 15 WITIN
number of Poal dice lost by 1.

6. Physical Damage Caused by Spells (if any]
Many spells are created with the purpose o harming

others. Whenever AL tales the }'r];-h;l.'ura conventional

WeRpO fsuch as 2 rock, sword, or Tighrrning blase) ics

DR is:
TN af the spell case + the mumber af casting successer.

The injured partys TO (and sometmes armor) is
subtracted from this value, leaving the difference as the
final Wound Level. For most wounds the srandard
Cutting/TPiercing/Bludgeoning Damage tables, found in
the Appendix, will do. For others {(like elecirical or fire-
based damage) the Generic Damage chars will provide
specific information regarding wounds, Shock and Pain
affect Sorcerers as well, applying all negarive Pool
Modifiers 1o the Sorcery Paol.

DaMAGE CAUSED BY SPELLS
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IV. Using the Sorcery Pool

Three events are simuls raneosly resolved viz Sorcery

Pool dice: Casting the spell, avoiding aging, and resisting
the adverse effeces of any incoming spells

1. Spell Casting
The Sorcery Pool’s first use, casting spells,

accomplished by rolling an allovment of SP dice agains:
the mven spells CTN. Any success from the SP when
rolling, allows the spell to funcrion. Multiple successes
can reduce spell maintenance costs, effect damage, or
even allow '\-:FIt'”‘-i to become Constant (self-sustaining).
Wirh some spel

the diffic |.:|||1.'-;_|| n:}\..:-||]|1|:_-| their effects.

, the SULLLRSCE e f-l.-l-'“l.a Ir.-cl‘.- INCRCRsE

Casting “Spells of One”
STEP?
As soon as the CTN is calculated, the spell is ready

e cast. The player decides how many dice from the

character’s l‘:-"Il:'“ Poal wall be |_.;_1..;rrq-:-u:‘| o Casting the ﬁru.-!]
(making the :i-'.J'.'.” zake cifect) and how many dice wall be
devored o resisting the effeces of aging (the character
will age as many months as the CTN of the spell, minus
the number of successes rolled 1o resise i), Alweays
consider devoring a large amount of dice for resisrifig
aging. Reckless use of magic will rransform your characres
o 3 prunc in very lintle tme...

S 2
[he plaver then rolls the dice devoted 1o spell casting,
artempting to meet or exceed the CTN of the spell with
ar least one die. Regardless of the Margin of Success in
this roll, the player must then roll the dice alloted
towards agimg, and rry again to meet or exceed the spell’s
C N TF ehe characrer ages ar all, a Knockour Roll must
be made. The TN of the Knockout roll is 5 plus the
number of moniths aged. Cinece again, a single success
will allow the sorcerer to remain conscious. If the roll
fails, then the sorcerer is rendered unconscious for 1d10
minures or until revived by 2 friend's successful Per/Firse-

Aid rall,
All Spells of One represent the sorcercr slamming
against reality with all the force he can muster in a minure

amount of time. Consequently, botches are devag
te the caster. The Seneschal may tule thar any b
|1|I.:]11||.' CREISES SOmie l_r'1-c:‘.r.[:u:'r_'r:d l."z]_:lhl:rup[“n:', jﬂ
the possibility of the botched spell nurning oni it
This effect is in addition to mncreasing the C TN
spedls fand aging) for the nexe spell case by the ol
of botches rolled, regardless of the time clapsed,

.':‘I}I.?.I'.’_In"dlt' -.':3-_:|'Jr'.l".lf' o e

DAARFING GIANT OBJECTS
-5]1-1"” of Oine
CTN =9 (casting tme: 9 seconds)
TIAR2VI2ZD)oL) 2
Vagary{s): Corowth 2
Effectis): Ex panding 2
Tustntaco s

The target object suddenly shrinks to one 18
Its SIZC, OF Pows [0 ten THmes (15 norm. AT cister
this HFIL'E my affects all items on or surrcundms
target, provided they are within the limits of the
variables. This spell is ugeful for cmt.h:ng oppond
r '|-:'I| AT, ar I'I::|".u-\.ll'l.gl I,|||_||_' 5w|;:|:r|;:|-. T 4 E';- i

FLIGHT

Spell of Cine

CITN=5 leasting rime: 5 seconds)

TIORENYZD 1 1) 2

Vagary(s): Movement 2

Effect(s): Speed 2, Mancuverability 2, Lifr 2

frstantanegns (but maincainable)
The sorcerer is capable of flight. Flying s

200 MI'H is dangerous unless the sorcerer also clim

the impact of the wind on his eves and lungs, 259

any loose gear.

Casting “Spells of Three”
Spells of Three are cast in the same manner =%

of (ne, except that the “Level” variable i
differently, increasinig the CTN of the spell by 1 fof
This means that thel

1I.IL.1|.:I e fora 5 '|-:‘|| of Three is 2 to 5, instead ofthe

Spell,

Vagary beyond the first,

_E_. of an [nstan:

A




| Semple Spedl of Three:

III .
dCHT

-;: dlaf Three

M & 6 (casting rime: G0 seconds)

BIR0Y) 2D 1132+ 1)

sk Movemnent 2, Summaoning 1

fecils): Specd, Maneuverabilicy 2, Lift 2, Magic |

f ..--.-.u I'i"..-'l_;;r:;iu of Success % 1 hoor duracion)

The sorcerer is capable of sustained Hight.. Flying

Berthan 200 MPH is danperous, unless the sorceres

{ -d'mlin:;,[u;ﬁ the impact of the wind on his eves and

pee. 35wl as any loose items and gear.

Wvehart the only difference beviween the Spell af (e version
Wmani ool aliows flighe for Constant Dunation (in
i for a few howrs), I #is har rarsed both the CTN
WRithe canring rime. Note also that only tue Vagaries were
Spelis of Three have

e n the formzlation of this spell
Wi ihree Liaparics invalved, bt are wot rr‘.-l{.-n'rr‘r?' ri,
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Casting “5pells of Many” (Ritual Spells)

The dark laboratories of academie sorcerers and the
ominous stones of Celtc Druids are home o the mose
powerful breed of magic—Rituals. The preparation
involied and the sheer nature of such spells provides
this strengeh. Though Spells of Many are best cast in the
comforrof a sorcerers home, he may Cast hp-;?';:- af !"-'T;u:'lr'.
anywhere thar he is free to prepare the necessary
armangements undisturbed, Casting a Ritwal Spell requires
as many hours as the spells CTH.

Bevond the large SP bonus added when casting
Ritual Spells, Spells of Many have one other primary
advantage: the ability o combine more than three
Vagarics iInro-a spell. Spells devised solely tor wse in rituals
may incorporate any quantity of any Vagaries in which
the sorcerer has a Master level of proficiency (althourh
the Master Level of the Vagary need not be used—just
avatlable),

The sorcerer must have the spell intended for wse
the rivnal rranscribed in some fashion, and must manmin

Yreparation and rescarch are crucial o

ready access 1L
Casting
: 7 ; : : & ; G
(and can therefore cause a lor of harmful agmng to the

such spells, which aften have very high CTNs

caster), Generally a sorcerer should be well rested and
fed, and ar full health. A sorcerer should begin by
spending half as many hours in meditation as the CTN
of the spell.

After resting, the character musr eliminare any form
of corruptive intrusion from the immediate area. [t must
be quiet, calm, and peaceful in order to begin drawing
the appropriate diagrams and ritualistic symbals, These
acrions allow the sorcerer to focus his mind complerely.
_-".:n:.' other prepi rations should be finalized before
il raton of ¢ :ﬂin;__*; {e.g: in the case of a SUIMMOTLE,
a vesse] must be P rect).

Immediatcly prior to casting the spell. the plaver
tallics his characters Sorcery Pool 4 Ar and Discipling
Acrribures {as per Table 6.2}, and divides the dicc i a
desired fashion. One need not spend all his Sorcery Pool!
[t is wise, if summoning for example, o give thowght to
regaining dice for defense if necessary—one never knows
how a summeoned enrity mighs reace. ..t s best to be

propared. Following previous guidelines, notes and

CAsSTING SPELLS OF THREE
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research, the sorcerer then cases che spell.
Successful spell casting is determined by
meeting or exceeding the adjusted spell’s

TABLE 6.8: AGING AND OVERDRAW KNOCKOUT

C TN with a roll of allotted 5P dice. Any

SPELL CTHN = AGING TN

successes past the first are only counted
LY & CONTEST ur'np{r-;_'rmng magics. Borching
the ritual casting roll resulrs in doubling

the TN {and number of monchs) for the

AGING TN — # of successes
_El_l?L__I’_E.'lE hl_‘.l_.‘-:l._".‘-'.__llrl the characrer sheet.)
KNOCKOUT TN = 5 = # of months aped. Failure results in

D10 seconds of unconsciousness.

- AGIMNG in months, (Marked of

Aging roll.
Example Rivual Spell

REGROWTH

Spell of Many

CTN = 11 (casting time: 1| houars)
T3IRZIVIZDI0OL) 4 (3+1+1+1-2)

Vagaryls): Sculpture 3, Growth 3, Conquer 2, Vision 3
Effect(s): Composition 3, Intricacy 3, Concept 2,
Division 2, Expanding 2, Matunng 2, Implant 2, Repress
L, Clairvoyance 3

Instarmancons (bur with permanent effecr)

Regenerates a severed limb, slowly and layer by layer.
Without the use of Conquer the pain would be
excruciating. [he sorcerer must make a successhul Per/
strgery Skill Test. The caster uses Vision 1o remotely
view the individual division and growth of cells, using
the Sculprure Vagary ro align them correctly: Thie targer
loses 1 point of HT, as the matier needed ro generare
the appendage is mainly taken from existing rissue.
Failure ta cast this spell creares 3 useless appendage.

2. Aging Rolls and Overdraw Knockour
Secondly, a portion of Sorcery Pool dice 15 used
tor pecist aging, Every time a sorcerer casts a spell, he is
forced ro exert his life energy in order to alter realivy.
This practice must be done pertectly, less the
expenditure partially carrail the sorcerer’s own life,
The Aging TN is the same as the Spell's CTM. If the
number of successes s equal or greater than the aging
TN then any and all effects ol aging are negared. If
not, then the sorcerer ages a number of months equal
te the aging TN minus the margin of success, Players
are advised o devore a lot of dice ro this if they wish

their characrers 1o live long. Table 6.8 outlines
and Overdraw TNs.

Suddenly aging even a monch 15 2 massives
on ones system. Each rime the characrer &
konockour Roll (an Arcribute Test) ara base
must be made. This TN is increased one po

month aged. At least one success must be gend
in order to remain conscious. {fa spell &5 mo
citst, bt the caster s then rendered snconscions, 8
is serlf considered to have “gone off " riwht befored
of conseionsness. Maintaining spells when involun
knocked unconscious, however, is impossible,

3. Resisting Magical Artacks

Eventually most sorcerers end up ar oddg
orher pmp|-|:-- This often leads to one persomn T
a spell ar another person and—if boch pars
wizards—the other person throwing back. Soo8
later resisting che harmbul efecis of an attackery
will comie into play. The third use of the 5P alg
sorcerer o halsrer a detense ::g::inxr nmgical i
There are three ways to resist a spell.

The first &5 to ger the heck out of the way. -"i
projectile, abyect. and enerpy-based magic may
dadped. Such attacks might include magical prosy
explosions, and so on. Any “area of effec” i
any spell thar requires use of the Missile Pool ml
be dodged. Diodging is done through the nscl
Combar Pool or Reflex Arrribure as discussed ml
Four: The Codex of Bartle. Using many instants
missile-based Spells of One is the same as firings
but without the weapon proficiency and snis
ATN assigned by the Seneschal on the b :
difficulry. Spells of Three and Spells of Mang



fiboeh time to ebb so thar an arrack roll is
LAy,
iy spell char artacks a hving targer erternaily
i ﬁind control, disinregrarion, etc.) calls for a Contest
larked of on the type of spell. Generally any spell thar
B targer” variable of Tanimal” will allow an
itz in | T el . T
Bercpniate contest to defear the spell. Resisting a spell
fhis manor s handled on a spell by spell basis. For
glnmplu,; the spell PAIN allows the opponent to Test
putlines ;"Lgi- z WL with any successes lowering the spell’s effece. This
il secnnd WY [0 TESIST 3 5511.'“.
massive Strafl The third is available only 1o sorcerers and other
Wiled or Magical beings, who may resist any spell

Sithd Coneest of Ave plus any available 5 dice spent

CACTET AZEs i
base TN of 5
ine point J it a TN (equal to the incoming spell’s
| be gencratcllIN) verses his opponent’s number of
[/ 75 :Hfﬁ‘ﬁﬁ e from when he -:Il'j:_ti:1:l.:J'-' cast the
Ii.:ﬂ. Mulification of the attacker’s successes
mintures @ resisted spell. IF che spell is not
Rted, sorcerers are still allowed any contest B
emally prescribed (such as the W Test for ¥

scions, Hhe 5 i
before arny (o8
i involuntan)
oasible.

BEPAIN spell). Sencschals may allow other

pier characters to resist magic with their highest
ar adds wi"' I!.i'ri'rua| arrribute (fare tends o step in for heroes,
rson throwing

th p.]:rrif.*: T

er all]. (The target must geperare as many
Wtieses as the caster in order to remain unaffecred.)
Wbt resitance applies only to the characeer: It does not

hck. Soonerof)
attacker’s spell
e 5P allowss
agical aveacks

g . L . . I ,
Wbin resisting piryiical attacks of any ki,

% Refreshing the Sorcery Pool

| Marmally the Sorcery Pool will refresh ar the rage
way. fxtermsliilone dic per hour, or two per hour spent in
e may endy gelmtion. In an emergency, however, a sarcerer may
giiesh his SI* by Drawing in energy. This 15 done
fough the use of certain Spells of One called
fresriny Spells. Refreshing Spells are special

manzaneous Spells of One that allowr a character 1o

cal pn:-iw.'li]d;:,
ffect” spell ol
Pool roll mag
he use of ches
ssed in Bo ppkenizh part of his Sorcery Pool very quickly for a
Rish price.
Be sure to leave at least one die in your Sorcery
foolar all times. Withour ir, vour characeer will be
Bepable of refreshing vour 5P on demand and may

INSTAT CA M SOuEs
'ﬂring a bomg
nd against
the basis of

£ hlany allow il imsell in need of shovel and a headstone,
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Refreshing Spells

MANA I
Spell of One
CTHN = ] (casting time: 1 econd)
TIoeR)OVIODYO L)1
Vagarylsh: Summoning |
Effect{s): Magic |
Instanrancous

Increases the caster's Sorcery Pool by his DIRAW
artribute in 5P dice. If unused afrer the sorcerers EIN
in rounds, the summoned magic dissipares. Casteng
this spell automatically ages the sorcerer one month in

T ' I - ]
.'|'|::|'r."|"|'.f."li-'.-'.' PV L A A O L T

sisTiNG Macicar AtTtacks, REFRESHING THE SP
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MAMNA II
Spell of One
CTN = 2 [casting times 2 seconds)
TIORYOVIOD) QL) 2
Vagary(s): Summoning 2
Effect(s): Magic 2
Instantaneons

Increases the caster’s Sorcery Pool by 2 x DPRAW in
SP dice. If unused for the sorcerer’s EN in rounds, the
summoned magic dissipates. Casting this spell
ASGRSEeally ages the Soycerer Boe Mot i addition o
arey aging incurred in casting.

4
TR

MANA TI1

Spell of Cne

CTN = 3 {casting time; 3 seconds)
DoeRIOVIODIOL) 3
||l.-".'i_g.;:l:;r:.."i_'a.:I; UGS 3
Effect(s): Magic 3

,|r.I£ PR LR ey

Increases the caster's Sercery Pool by 3 x DRES
SP dice. If unused for the sorcerers EN in rousdd
summoned magic dissipates. Casting thi
m...r,_,.,.,.l.m-r',:-m'lfp e the sercerer three srorths o ddid

AR} AgIng incurred i castng.

The Sorcery Pools
never exceed its mazim
vialoe rhmu.gh the used
spells or by normal has

refreshing,

V. Spell Duration

A spell’s duration e
how long the spell la.m.-
spells need no duraig
their effect takes placel
the work 15 done, (Ol
sitch as illusions—mug
kepr up, or sustained; ¥
lengeh of rime. All spellss
a durarion that fits mig
of the following careg it

; Instantaneons
have a duration of zem |l
power comes and @
leaving only its ownl
effects. Many (if notm
Instantaneous spells
permanent effects, wh
Instantancous spelll
dissolves a door—theda
gone for good, buff
exccation of the spel
instant. Spells of Cng
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Pool may

A1 T
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1tion
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laszs. Some
lurarinn—

place and:

Others—

—must be

hined, for i
| spells have
I5 INnidr ane
ATEFOTIEE:

ous Spells
zere. Their

nd goek

own after-

nor most)

Uz will have

s, such a5

spell thar

. bur the

f One are

1 | i s e, ey 1...! o 1 s A

the door s

spell was’

dlways considered Instantancous or Maintained
All

|II5-'| 2T A LIS !-i].?'L'El}- Ll |.:'L' ."'r']-;.’.iill.illr;.'i.'i_l. J:IL?"L‘-'{'-'h' Ls

single-Vagary

doe 1o cheir sing nature.

a2 described below

Maintained Spells are sustained with dice from
the Sorcery Pool. To Maintain 2 spell 2 number of
dice equal to the spell’s CTN minus the number
of casting successes must be ser aside. These dice
g not refresh inte the Sorcery Pool, however, until
e Maintained spell is released (atrer which they
refresh ar the normal rare). Orher spells may seill
be cast while maintaining a spell and the sorcerer
may undertake any actions normally allowed in
the interim. Spells may not be maintained using
e bonus dice granted for casting Spells of Thiree
and Spells of Many, Maintained spells may be
dropped” arany time. Additionally, if a Sorcerer’s
af is-drops to zero through wounnds or other
auside influcnces, the Maintained spell breals
and drops.

& Constant Spells have a definable duration. This
guration is chosen as a variable wien creating the

wse of the Vagary of

.clpn'f and Firea r_-:_{.l'l the
gemmening. Each success in casting allows the
spell to funcrion for the chosen ome frame without
mreentration; essentially creating a selfsustaimmg
Spell. Because Constant spells are effecrively "ted
rrt-E..' I!|'|-:_" SOPCere] 1||:‘|._'-:| Gl |‘:l-:' |._|l|‘::-i-:'.:.!-:|I:.~\.. .|'||."::||'.'E'|f.'.
or evén alive o ensure their pre-established
duration.,

& Dormant Spells are cast for another 1o use, orin
the enchantment of talismans and other spell
m|i|'_-g items. They must be implanted via the
Yagary of Conquer into the subjecr, in addition
msuccessiully casting the spell {(doing this as parr
of 2 Rirual spell will reduce the risk of aging
gumsiderably]. When 2 spell is given to another,
sarcery. Pool dice used in casting arve transterred
moih it Once a Dormant spell has been passed o
11|J|1_|m'.r, the Carrier may cast it using those 5P

L dicr passed along with the spell for casring and

T
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A

aging rolls. The subjecr only has the spell {nor the
Vagaries) to use, and must use all dice received in
the casting, The spell-bearer must resist aging as
though he or it was a sorcerer upon casting the
spell, or sutter the consequences (in the case of
talismans and other magical items, the irem must
make an aging roll. Seneschals should assign the
number of months or years thar an frem can
endure to “age” before it is destroved or otherwise
rendered useleéss, withering away or wurning to
dust—2 or 3 d10 months is a reasonable amount
tor most items). Once cast, the spell acts as
normally as it would for the sorcerer. Though these
dice remain in the carnier uneil the spell is case,
the sarcerer thar imbued those dice originally
refreshes his own SP normally. A sorcerer can only
have a5 many Darmane spells "out” as he has dice
in his full Spell Paol.

Erample: Gchandul decides to implans "Regroweh,” from
the above example, & a dormant spell inte bic walling-
steck, The spell remeins unchanged, except thai the Vagary
af “Conguer 37 has now been added to the mix (raiing
the CTN Gy I to become 12). He spends the full 12
fours in Ritwal, including 6 howrs of pre-casting
meditiation dnd sembol ::".P;..'u-'.r'.l.'l-q' (-2 CIN, making the
fenal CTW 10} and the cooperation of anather sorcever
{urhe bar a Diescipline 5, or 45 5P for Ghandul whern
carizng the spelll. His SP for thes #s 28 (13 + Are £ »
Diccipline & + 3). At the end r.f,ll:..'.li:'r" ritteal B volls 10
dice o cast the sl.c-r:"." {he volle § success, a 13) and wees
the other I8 dice to make his Aging Roll {He volls 3
successes, w 10, I3, and 17). He ages 7 months (CTIN/
Aging TN = 10, minus 3 = 7). b bac successfully
itnibaecl fis seaff with the Regrowth spell and 10 dice (at
a CTIN of 10, the same CTIN sued when casting the
spell. When e wses the .fr:rﬁ':u:- PO-TITICN AR AT OF i'.-':g
fanyores), be can choose how many of those 10 dice will
g0 te casting the spell, and Fow many will go toward
protecting the stall from aging. Either way the staff will
be doeng all the work next time, Nove that be condd bave

pricd fo .!.r.-JJ.':u".'.".'.'! g srmle ".":'J.':.--.".-' .-}f g™ o "5:.!:-;#.-5!' ry"

Toree” psing a rirual ipetl aqs well (or in a l,nnrnﬂ:,

I
.!r.’i".lr.l'-!-'kf_.'.
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- i S
g S5 !
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V1. Sorcerers and Sorcerous Characters
The Fey and che Gifted are challenpes for even the most
advanced gamer or RPG veteran. Beyond the mechanics
inherent in a sorcery system thar allows so much freedom
and grants so much power is the isue of rce, culiure,
balance, and tone, These irems, along with direction and
advice for crearing a sorcerous characrer, arc outlined below,

HOVY ANV SHELDVEYHD) SNOHEHOS

1. Race and the Gilt
Three races allow player characrers 1o wigk
dreadful forces of Weyrths most ancient powes

(Gifred; the Fey and Facries.

The Crifted are those humans born with thed
to channel, control, and direcr the energies olm
Such power usually as
the time of pubermg
doesn't reach matung
adulthood. 8

nationg

YOUNE
human
SUPETSHTIONS and fead
magic. Many reliziong
culrures hunt down g
have such pow
IILLLSITIONS and purgd
Gifted hide their @
“gift” warh all thae el
Though generally sofig
the practice of magis
of the Gifred haves
networks  acrossof
homeland, passed ool
apprentice from hiss
The Gifted are o8
inferior to the Fey andd
magzic-using Siche mond
.l_” ||.:_||r'|.\,||| SOANCEICT: M '
either the " Depend
(zestures. or  Dependag
Malogue” Flaw o m
versiom. 1 his 15 in adding
any Flawes E_:I:in-:‘d cur
Priority phase of Cha
Creation (see. Book |8
Training). Those G
willing to take thes
version of either Flawmg
xo if they please, coun®
s a minor Flaw f#
purpose of Priooties
characrer creatron. The
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b bought off through Spiritual Attribute poines
wield the trin play. This is due 1o the fragile bond between
= *['}é petal man and the god-like power of sorcery.
b lie Fey are those ancient Siche Elves thar ruled the
the abiliny of Weyrth before the coming of man. They arc
b of magic.
b surfaces at
ETTY:
urity untl
od.  Most
e {
fearful of
Ipions ang
in those that
ower
PLIrges. .
1r COver
thy
solitary in
aglc, ma

have smyall

e an Celtic pagan. circles. feared by commoners,
fomsidered superstition by the wealthy and educared.
rimale powerful sorcerers, but are wary 1o use more
thun they can handle. Unlike humans, the Fey
@ no life-span—they are immorral, excepr for the
gz citects of magic {discussed below). Any aging thar
Billcharacrer undergoes affects him exaetly as it would
faman, causing the effecrs of age o plague the eremally
g Fey. It is considered a sign of grear power and
lom (or foolhardiness) amongst the elves 1o be

in years, as only grear {or foolish) elves channel
mngic a5 to endure sorcery’s adverse offecrs.

Shaerer are those lesser Siche (be they Seclic or
feclic) thar can use magic. They are not uncommon
Bities the Siche, and are constantdly by the side of the
Llhs:l Faeries disdsin and munt those ather Siche

(5 irE y
gance wield sorcerous powers, r:c:rnﬁid-:-ring them

T
DI GO Each
i MASTer
|:1a|gi 5 g chantic narure, most Geries may never take the

1 ol L

a0 her [ aliHE

gbe Birrle: more than ugl}' humans or dwarfs. [hee o

Caifr, though some wood-sprites may be
0 One Wy Btions.

5 TSt take _

lafts and Elaws for Sorcerers

Mz Gifts and Flaws are available only to the Gifted,
g mand to Faeries. They apply to the realm of magic
:.I' Rules for selecting them and buying the off are the
s for mundane Gifts and Flaws as found in Book
: [raining.

eerotis Gifts Described

L Lift of the Ancients (major)

B Aew decades one is born—descended from the
e The Gift is strong in such sorcerers, be they elf or
B e destroy themselves and everyone around them
i poweer i too grear for the untrained o control:
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the rest come to be feared and admired by the world.
Sorcerers with the Gifr of the Anciencs gain theee (3)
extra dice 0 their Sorcery Pool, reflecting a narural
acumen for magic.

»  Mindful (major}

Those IT‘mg:c--wjrhlr:rﬁ that survive 1o a ripe ald e

by narural means often write books of the deep sense of

insight and enlightenment that their lives and journeys
have broughr them. Few actually attain this oneness of
mind and body thar the elders once possessed—some
say it parallels the clusive Riddle of Steel, Characrers with
this CGilt are on the brink of such enlighrenment, having
aligned their thoughts and consciousness with their
physical form. All spell casting Targer Numbers are
reduced by one {1} point when the characrer is well
rested.

- Sleepless (minor)

The unification of the corporeal, the mind, and the
soul thar sorcery creates allows the body to do fantastic
things. This Gift has different effects for different races.
The Fey {are considered ro have this Galt sutomatically)
never sleep at all unless they so choose, Some faeries {(who
must buy this Gift) are accredited with the same abiliey.
Human and Halfling Gifted muse enter a powerful and
ancient form of meditation that allows them to remain
conscious and aware {though m a mediative stare)
instead of sleeping.

- WWeires and Familiars (minor)

Weires are those sorcerers bonded to a2 companion;
familiars are che animals which act as thar companion.
Small erearures, such as ferrets, cats, hawks, bars, and
rats are popular, though any kind of animal may be
bonded. Characters with this Gifr begin play with a
familiar of their choice (assuming Seneschal approval).

The benefits of such an arrangement are many,
though not withour risk, The familiar grants the sorcerer
one automarnc success on all Aging rolls. The characers
mind is linked to thar of the animal, constantly sharing
thoughts, sights and feelings. The sarcerer is effectively
rwo beings, and may use either bady as a vessel for his/
their mand. Entering the mind of the animal deprives

Girrs AND FLAWS FOR SORCERERS
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the sorcerer of his own bodvy, and for the duration i lies

: s g A SR A
in 2 catatonic slumber. A Weire would be wise o take

Lhe MaCEsSary pPrecailnions. ..

Talisman (major o mnos)
""h: e 'l'l., |_L_|'\. il I | (S il:'. | ] '||.1 3 |.-\'LI S e SOTCETCrS
CHWET.

|'_.'_','.- W e :l'\-c||-_'.'_|:_-_'l k] WIS (9 o Dot o ol T B T

T O TERS

lalistrans, physical objecs that contamn th ygical

:'.I!;I_”|_'-'.. |:-|:-I'I:'.|'l!'.' L'I!.:I:.L'..'l!'; e
hiving
:;-:I.'l"'\. .|r.|.-'.! i

eryerery ane the resalr. Thoush

TTLET [aOprLsier, any ?:1:.'!-1:.I..I.| (NERT 4 'I‘--if'l!i ITLLY -H. |

ralisman. These powerful ani ams dice 1o any

spell cast, not unlike the bonuses provided by non-instan
spell casting,
A majo wath the

SI2 while

talismans may be used ar once, thoy lg.|: hinding

alizman provides two dice for
. : St R v P

L minor-tlisman provides only one. Up o three
OT CICAting

more than one may be |1|:|1nu.~|':|5r.

Sorcerous Flaws Descnibed
Dicpendence on Dialogue (major or minor)]

[his eommon disabiliny amongst soroerers forces them

and

o speak aloud when weanng the threads of magic

sorcery. Each spell s performed by reciting ancient chants

attached 10 the Vaganes that compose it H'pa-“:- must be

enunciated properly, and may be urrered ar any volume

above 3 whisper. |i'\~ allowss prher soroerens to -J-:.Il.'-LI bt
Vagaries you are using and w derermine the Castng TN of
M A Arcane

yvour spell a5 you cast it by rolling » successhu

||L'II:'|. II_"||.

The minor [ 'II;_-|'\-;_'||-.|_-;_-||\_|_' carn [l e Flaw carries only

the disadvantages listed above. The major version forlids

the l.'l"'\-"[”l.'l' VY }x IEs o e a5 woell.

|"i-'i.||'-...'|'-' the. random CHICrEvs ':ll -"-h.lh“-l- OWEET 15 3

o do for many sOrcerers. :""I'.III'L' in

diffaculs 1 nng

caron, have learied v use their hands as a method

el F 1 RS 1 Y e gl .| o
of visualizms these channeied cneryies h'l.'l'-i.;l- 'I.Ihl‘!_-
1 ;

movements. While enabling such weaker or less developed
MITACIONE.

v hink s ul
Casiers 1o WiICkE I"I";"I-.'. IT COHmes WiLh CEriairm b

~..| laree CRrEnos st an 1 -..|_'| || If: a | .‘|.'|Z1l'.|.':-

cut off

SOEUETETS W ith
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VII. Sorce

allomws sorcene

Flaw

..|I;.' BRENATRL l.-.'r:i:.:.-:'. |.-|.I-'|i:~
th only their hands. The major version &8

hands il
any Spciial

1 |-'i A

maore debilitacing, requiring the use of both 1. Swords
With ev
'.i'lpa"nl‘l]:-.- 1t 5.l
Blades will
=|:|'|.-.- n]':.FF[trID
4f the sword’
":'Ijj:..a.rmn:r a
! afrer discove

Haunted (major of minor) To be of

and .‘-:'I':'.l.l'r'!.":!‘: fLing '.'|l'lh!-li:|!|:'-' of Casting
; | 1 [

+  Impotent Blood {major)

Sometimes the ity surfaces 1n gencranions T

LY
i

I |'r| 1 |1 L I |_.|_,-|_ I,__'-._ _,_:[_ Aormriant, o arECLeTs |:I|-

Paal.

thiz Flaoaw loose two dice from thei SOTOELY

In ther 1.-.,_|, g E with the “otherworld,” manyas

st [t th
TN of 2
h‘[{m"i nnJ}'
rﬂ'u: shortest
h 1 second
aercerer is le

“Any spell wit

atrract the atrention of restless ghosts and spirits, Thee

drfiing souls plague the days and nighes of any ol

with this Flaws sorcerers '-.'-.:_|' the - minor Bl e

ricared and bothered by a single ghost or snill g
Il often find i hard o

n daily marters. Th

Such characrers wi y sleep at o

may o mtederence D5 Witk 88 _

mcammateon of Hagnred are tommented almos oo

by many spinits or by one very or ankev eroublemaker s
'.:.-\.I'I'.'..ll.

R HCCTERS VWOl Gl I"I"'-""'I:-._'\I [GFTNCNE

and find it difficult to do anything abouar the vl ;

I-"|-:' “visions that seem 1o barrage them constalg

such persons are deecmed mad.

- lortuous Magic {major]

"\E.|||“;l_' l-,-;:-|'|,'|,'_'-'_'r‘_\-\.. '||:||,__|_'\-\. .\,l ¥ -. i Y '-'.'.':I o £ :l-:

oo long to ¢
a sitting
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acring 4%
}u:l.}r other
: dice allot
Arrribute or
the caster m
are well ad

direct conh

=_|;!_' torces of MEHFIC. For sue h characers CIALIng

apes the caster by one month in addition to oy i

mipht be received normaily. Dont forget o roll O
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. Volarile Magic (major}
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from master to sindenn Some of thee methods

and wrds '\ﬂ||'-|||| ol wirh de Il.||1. resules for thase

2. Mage
Just as
| gven rarg
moment
sorcerer fin

the arena of

conlrol over thelr powers. :"'-'.-.I:_'ill.'.llh with the Vol
Wosnds (ol
A ppendix) whena

1.1 i) I_'- ] '.\,II.\,'I\\:::I\.':'..
fible in the
e roll. 11

aswith

|';;|'\.".' e Y
CGeneric Diamage
Wl '-.:‘-:-::',|::|!:1. e

1
MRS Or |"i:‘lLl'“ A LT

randomly to the a fall (see BookS

The Laws of Mamrc).
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with one ‘.‘r"I'.lZZI 'LI-H.H."E- calkl

bt

bladeslineer,

Il Sorcery in Combat

himself. ..equal. Spectators take heed.

o HI'IITI'.'L'!'IZ'.:!C IGJ.I_'L'I.- 15 |.2".'EJI|.'J.”-i}' I i-‘--."'ill-l-.' of -']|'|'|-l"1

L Swords and Sorcery

Wik b L % 2% sorcerers attempt to disable each other by casting
ith evervbody running around swinging 4 R : . !
i b e et - e o a faster spell than their opponent. As each spell
Becd:, is almost inevitable thar the targer of these AR ST R R
b il v b : 1 has 1ts own casting rime, all involved must keep
& will eventually be one who wields '
i e , 5 T Tha i rrack of whart they cast and how long it takes
sgerious powers of magic. Thart is, S o e T T
. il ; P : : ; to do so. Thus, running the duel in “real
e sword s owner hasn't already soiled : i R ST
b d T nme, & sorcerer may cast mulnple spetls
or and ran off crying for his momma : SHEE :
.Jrr.:.1.:ur 5 . s e ”"E', with Jow CTHNsz in contrast co.an
g discovering who and whar vou are.

To be effective in melee, sorcerers
et it their r:a::ring to spells with a

ppponent who is r.r:.qring nne ::pr_'.:.i with
a large CTM. Using a piece of graph
e : 3 pApPCr IS AN casy way o chart "E"—'E-i
BTN of 2 or less as cach exchange of ; : ! e ; -
y A : casting rimes in & duel. A congest of

Hees only Fasts for 1 o 2 seconds amd R : T will
: ] ; : i W v each casrer’s own TN wil
e chortest of Casting time for any spell

; S i resolve any ties, should boch
il second per T, As-a resulr, a

: i : combatants spells “go off” in the
gicerer 5 Jess than effective in melee. e e
i spell wich a higher CTIN requires
3. Inverting Spells

This is an application of the
Vagaries that applies to many
situations, mot just combar.
Many Vagaries have opposite
effects; or may at least be
“cancelled our” by imermtng the
i lonz ro cast, leaving the sorceres e.;lh.'l;[.c. of 2 5!'|c_=||. ]nx'x:rfln?g a :.]1:::”
|5Er.i.‘r-.|r, Yol Carbar ren is accomplished by using the
gplacly, with the sorcerers spell
¥z as his oftense or defense.

same Vagaries (at the camie
level of master or
higher) as a deliberas
- - LR p S A C] LD TARE
b geher acrions raken wse the el
f B COUNTET 0 another
Reflex

licz allored by che

o . spell, Thus; counter-
donbute or any combat pool that y | | 1
e . casting the same spell in reverse
fitcster might posses. Sorcerers i s R :
i ; will nullify the original spell,
g well advised to avoid such TR i
B PrODIACE GISIIRE SECCEes Sl or
toenirontations, = fioh
¥ exceed thawe of the spponent.
know which

¥ s
Lol Must

1 Mage to Mage

just as inevirable, bur
§KE0. rarcr. s the
moment when 3
wererer finds himself in

Vagarics your opponent 15
using in order to effectively do
this, as you are essentially
casting the same spell as your
apponent, only backwards.

e zrena of combat, not with a

SoRCERY IN COMBAT
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VIII. Emmph‘ Spn::il l:_.':-l.-:ting Scenario
1. Ghandul Makes a Spell

'-'--'"-mr."-r-'"f'ru wrtten i spell (after making an Arcane Theory

and Read o Write SEIF Tet), He decides 10 wame

"FOLET

e muot ave MOVEMENT mugstey ranke (30 1 avder £
2l

: ¥ [ ?
FRRTTEmsiL J'l-'n'f ?.?.'{'-J-E'n'érélt"': TR T '|' i -'-'" ".'1‘.I|l|'|.'??r" Ll 1 | £

.'.!.'r"ﬂ}'." el the ta reet tuzleie fs zero (s the e ! efferes ondy
The e of e MOVEMENT COMBORERT i
CULPTING

_'i i .r.'.-'-'.ru':r:r." £ I"."u:'-'-.;'.'.'.' ;."..'.'!.-.'.:__g'-'- ] .".-.-',u- .g'.l'.r-'.-'."r_.'f .'.-.-;.r':.;.‘.l:.ll'.‘

i CHSLER ).
(), bt the ranpe of the VISION vagary &5 3.

.."":.'Fi‘..'Ll i ..-'.r| S |'.i'.-_l."r'.rl.- L e R Fad b
I-'_'."."I'.":'-\!'r.?.':".!l: Crierneded alve mmrarponzted VISTON e the spell
flirer

0 that e cotdld go ayuhere s fricnds needea rn.

fevel i mevded _.u"r'J-" a L'.Ir.-;."."-'T-!}'- Il sean -"_.-r.'.-":c' farger aned.
All this worals up 1o a spell with a TN of 8

£ r'nr']hrpu-'. — Amimal (hier in chis case 05 the caster)
+3 for Range — Linked o targes.

+2 for Volume — 10 liters 77 kilos (his weight)
i for Duration

Level [the Vagary of MOVEMENT]
:i-'|-:'1'p"-.| eSOl Y |“‘ﬁ_|{ ™ At oY '._ Ly ¥
Farmalized Spell of Three]

3 [or
[+8 each fou G
becanse this s a
[OTAL CTN of spell = 8 (A hard spellf)
AGING = 8 months maximum
KNOCKL fll..: I' = 5 + months aged, il any
FOLD
PFormalized Spell of Three
CTIN = B (casting rime; 60 scconds)
TIFRyOVI2ZD)0L) 3
1in-':uzT.aLr}’I:a':I.' Movement 3 "';'i.LLlL'I"'JI" 3 Vision 3
Effec{s): Speed 3, C -:Ilr"'-\,_l'll[l_l_:-.\,l 3, Clairvovanee 3
Istantaneons

| bie sorcerer a|iﬁinr-:g:.11:ﬁ his molccules and
transports them to a preordained destinagon ar the speed

of light, reassembling them upon arrival.

Fie g _If'f'll.l'l

| [} r II T . - II | K3 1] . A
Calrandml s aiailabie Sorcery Posl dice for thry -I.'.w-.!l'
(AP I3+ AR 3]

2. Ghandul Uses his New Spell

Cne day he needs to pet it an enenry castie nipes
away immediately or bis friend will be bebeadel
baneds of a mad Ring. He decides that the risk 1 8

4 i
£ aete phees reealy seeretens soell,
- !

T caast vhve spedd, Crbuzmetad spdits free sehole Sorcery Fng
for- ome dic (o that be oo e a fr fresi "l"r"' T
'.'».1' prce fre grrivey at the mad LJ.I.'-'-'.a castle) He

sise borlr Crestures areed | Jr..rm.n. o ot the CTHR

.f.:,-'r.:'r .'-.l-'."-:.e‘:-.!.- H Ly .---.l.-.".r.'.'.r:' i Aeterbeere T .-.!_n"_J-:l_-ln 18
B {the i el TN -_I'.|:.ll Both Crestreres and Dog
-.-'.".'ﬂ.' faiees oot mtasre (61

Fe depntes T4

|'.' T ‘l'_.l"l.".".'I i ?J'."."l 'E} l"!::l o TR TS "'l"F'-ﬁr..'.'f 7

. LA Fo

Crbagma el .'l:'.:".' ENEL VT
et i b i : 5

ST e SIE ||.-|||I l"-".l'“': .'h"" l!l..'-!'.

FOTNITET CAsTim

PRt Frariy $T 3 Soores T casting ol
L} -'l - e e o
iy ..l .l'.l'.e".-'.'l'::_'n.".' 2 moomtiy funt senll Gty tive J-I.J-e."ll. il

R'-.l.'r.l.; _i.. ] .'.-.|'_-"- I

|£'|'|'.I'|'. PERLATS COMSCTR N,

" r
% 4 '.-'= 2 mrorrth

|35 . '-_l ]
P .ll'.:_';.::l'.l TrlE
i

5 B .."-g'r'.-'.': 2 omaprtiy (o

likeely meed a shave and o hatrcur), bue i fdea o f

.'.'.?ﬂ' .-'.-':".:él e ..:'.il fnat :""'| |J|'|' G ."|:'" "-' " ST S

3‘. {Ehiill[llli {:H.Z'il.h: |1131. SJ!IIIE i‘;ET::” i[!l il H

Same spell another sttuation. Chandul does wot baeg

e flaves wp
Tt i el
e cat and fif
., , {Fre
TN af . and
- S fres vast d
i oot s 1

.an Crfnaaeeis
'-E'J He gees
m.n'nummg

fameaerrr i

FiF EINTTLE. .'I.-'-'!r |'|"|'.'.’?.'.._";_ -!:'_u u' EALNTR TS |'|':.'.'I. fl.'l.-'.‘.'.'._l'; |.'i"'i'|'|'.!1l

o cast PO

F T i o A ] 5
ST R REeas B _!':'!'-' fip s -:Il'l'l'.l'l.'.‘\.' i :,:l'-'ur?l'_::'
sertes ol Seedl ol e,

Ceframdel 5 Spell Pool for tivic spedl ix 13, fus wrn

FOLD { Vision Component)

Spell of Oine

CTHN = 7 [casting time: 7 seconds)
TI3RIFVI0D DO LY 3 (-2 kar
Vagary(s): Vision 3

Effect(s):

Instantaneons

L |.-':_J_-'_I-::-I:|

5
.l rYoyance 3

- pertian hus a

=)

The sorcerer's innersighe is instantly guided o theps
or place that is w.--..a;i*.:
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caded ar the

ix sufficient

ry Pool except
if things gt
T decides to
CIN by 2
orms (ST
{ Dialowue,
(60 secorda)
5 5P dice
LT LR IR
P i FESISEIRG
|:'.":|'I. _,r .|'r¢" rﬂﬁr
stccessfrlly
fos {errred ol
4 113 SHTPTINE

3.
a Hurry
ar FRaieE e

s ST,

ALY el

H r-'r.r; fred 5

LT ll}

|Ii':' |'II"|" T

QLD (Sculprure Component)
“L-'II- .I|'.l_'

m?"i :'l|-'il‘-l'llf.'_l.'ll'.L'.'
B

A secomnds)

] |-\.I. b B fist 'r|||:':_:i|.-'._||_|::|"

Fﬁ;r_l'.:._l'. Seul pung #
ctls): Composition 3
ROonLIe
The sorcerer disintegrates his molecules for a second

=45
R

.“.T -"iIZw'-.ll '.ll.i.':.' I "..'Ill_':i

LD [Movermnene € :-'|||':_|-:||'|_'.'|I |
f':l‘"-.ll T

BN = 4 [casting time: 4 seconds)
QIR 3 VIO D) 0L) 3(-
leary(s): Movement 3
Bhectlsl: Speed 3

'
N TP P R

2 for Bormalization)

rransporcs his molecules ro a

el
BINE SOTCENET

momlainco dosn

narion ar che specd of ||-“'|r

T caast @il T

. e
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sheir
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e

Wivel 55 [ raght e, 3t can ondy refresk wp to 8.

v Crbaredied Is maintaining the shell with

ST _I_ £ _r_:'_.

argerk
e

.= !-'_.'I Tt -:.'l'l"' frE

e Canerieleed e ALANA
Dreaip (4) dipe—7F2 total by

I1i. .l-]II._I-“'I-ru' L T g —'l.:i'u'l'u' Py
53 5P aice,
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T O e
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.":"."-‘!'“:'-'.*"r'.-' fL-TE "l"“"'"l .l'-"-'n'-'. iJ f.-...- 5 ."'-'-'.'.-' fremme b weses oM

s b wont need more Shan 8 dice (TN 08 ard 1t goes off
: 1 I : i g
i freech He noter fas a 7 die manie o b -I",.!'-'-!"'n'.'

-.--.-'r.l'm.-.--'
ST

seoid =
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el I|"|-c""""

F .
cist the Moversens porsgorn (CTN 4) and'

e .
P I e o LT i ’Fl"-'

Feeradls 2 sweceses for e ".-r""" artel .~'..'-'-'.-.-.-.'-'-.' i

g e dges

anather ot He feksf ¥ e Frre Choerdiae Knockouws

Fed FL

y i i
mell oFrcy P

Witk rhe I-'.-'-'|'r|'.'l camponent prepaved he reledases s

il s gl WA o LT
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Crinarneliel ¥ Bodly 1 imimersed with FRETE and tie serms
£ e pteae b feed et dres modeonles are strreddedd aender

I
CAFTETE ) I.’u

Lo S,
= : g b i, ~ o
BN a3 W T e

Wohite

i s I e vy l.- =
LR Trrh ..l.'.'.:_';.l 7 ':I."lr.l'.' g

Blinds fris mind for a aplit second, followed
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5 AT AR T XEnT T 3 ) .'.- FHSEF FEL Hagrr

W

L T

ExampPLE SPELL CASTING SCENARIO
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In tomal he kas .::;r_---_| 4 months [ron the hirst spell, 1
month from the third, and 5 months from using r=fresh
spells, or 10 months in afl. When he re-appears outside
of the cave he'll have long hair and 2 wicked looking
beard. On the other hand, it only rook him 16 seconds
to do whar would have raken 60 if cast as a Spell ot

Theee,

1A I",:-L:-lmpln:: SPEHS

| hese ap-.'l'.ﬁ are only examples, s0 create your own.
Any spell here can easily be modified for Range,
Duration, orany other Targer Varable for a varation on

the srated etfecrs.

1.5pells of One

SCULPTURE SPELLS

DESTRLUCTTION
Soell of One
CTN = 6 [casting time: 6 seconds)
TYTRE)EYEL O L3
Vagary(s): :'5-_'.||p‘it: fo
Effect{s); Composiian G
Jrl'l'.'-."-ﬂ-'."nlfl'nl PELCHTES
!'}i-r:nr-.--stmrc'r: any object porachied, Besisrance s MAA
unless the mem 1z in the possesiion of an enchanted
crearure, inwhich case the ereamre has s AR seore mn
dice |1-||_'_:-: amy devored ST dice 1o resist withe
WaALL
.H;_u_".': of One
CTN = 6 [casting time: & seconds)
i e Ve e B

"u"a?l;,q_r:l.-'lj}: ."';-c_'li- nTre .-'.
Effecti(s): Intricacy 2
.'r.'r'..".-.'.-.' Pl M e ids

A 4" inch thick wall of earth or stone riscsh
ground, its mass J-.'zrua.u:'.;; from rthe surface ars

Le.

MINE SHAFT
“"-l'l."- af One
CTHN =8 [casting time: 3 scconds)

TY L Rp2ZN ) 30 0L 2

ahject Hung.

FROZEN

Spell of One
CTN =7 {cas

Vagary(s): Sculprure 2
Effectis): Composition 3
Trrstad mr e
Creares a pit in the earth 10 yards deep. I
below someone, an Aglity test againsra TN B+

3 y . T .
SUCCCRECE 15 II:::.';.I.I.‘I_'h Lo Ao |1|::-'|'I_L", 1T

RAPIERS OF BONE
"'-':'-,_” of 4 e

CTN = 10 {casting time: 10 seconds)
T3 REZNIZDEELY 3

Vagary{s): Sculpture 3

an Al rest a
NUCCESSCS 1

Effect(s): Composition 3
.Il.llr:|.|‘|£|II.|.L|..III':.'\:-'III|..|

The targer’s bones project spurs through hel
causing DR 10 (+ casting successes, minus T4 @
part of the body on the Generic damage table, e
15 excruciaring and rermaing unl the wierinids hezl (e
Pain walues with Shock). Tt this rCi'!-:.'lI. ts modifidl
Decome Consant, no :‘:-:'“.1..i!'!i', :'--;:E‘Ii:w L'.IIII.-' :Il.iE A

duration of the spell.

MOVEMENT 5SPELLS

FLIMNG
Spell of One
I =49 {Casting fme 4 seconds)

DIERFLIY) 1051




e ks iy
"
= o amie ™ o 3, ¥
e of Lq T ot

i prylsl: Movement |

__s]:."ipw_'tl 1, Lift 1

BT

The sorcerer LY ouch causes an l::IE:lj'.'.‘\-L'l Lll--iif_’jﬂ.
dir 1o b flung into the air. Lse the Missile Pool for
Bl Damape is 4 + casung successes. Damage type
amine, picrcing. bludgeoning) is derermined by the

| 1 H]l':ng.

ii |
e
BB T (casting rime: 7 seconds)
RV 1 D)0L) 3
iz Movemene 3
liesils: Speed 3
Summor
This spell suspends the movement of the air around
£ gmpet at 4 distance and depth of an inch. The air
f ghtees and arrests all movement
Bietirger. The rarger may make
MG tesrata TN of 7

SECS- LR IZI-IIJL‘]' 4] L'b!.:dl."i' an

+ CRSLIT l:;'{

st before being frozen. If
feht the tarzet is afforded an AR
o, gasting successes against
Wiming physical arcacks, bur 1s
ieeable of movemnent and cannot

|
]

byl [n:pl:ﬁ_ﬁ:
modified o
til afrer che

LROWTH SPELLS

WCLE OF THE SUN

el of One

BN = 9 [casting time: 9 seconds)
.ITHH:' IVIZDp0 L2

5!%:}1:5]: Leroverth 2

tles): Maruring 2

banovi

* The tarpet of this spell ages as
fouch 2 year had passed. This spedl

s oo rolls for those with a
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Sorcery Pool, one for everpone else. The it roll allows
the tareet of this spell to resist with dice from the 5B
Any success cancel out one month of aging per success.
The second roll is to remain conscious, and applics to
any targer of this spell. The victim uses his Knockout

ne out all the months on the firse roll negares the

cancels

SOOI OTLE,

PLAGUE OF THE DWARF (OR GIANT)
Spell of One
CTHN =9 (casting time 9 seconds)
3R zVI2DI0LY2
Vagary{s): Growth 2
Effectisk: Mar .|I'i.‘|_|:_:_ 1
Tnstarraneons
The targer suddenly shrinks 1o a renth of s size (or

FIOWS L0 Ten TLmes 168 norm), The rarget loases one pount

ExaMmrLE SeeLLs oF ONE
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carget gains one point of 51 and 1O for every S0%

incresise in size. Resisting the spell is accomplished by
nullifving all casting successes with a conrest of TO
againsta TN of 9.

= — - = ——— |

GLAMOUR SPELLS

SMOKE
spell of Oine
CTHM = 6 (casting time: 6 seconds]
TIORIZVIZDIOL) 2
Vagaryis}: Glamour 2
Effect(s): Realism 2
lstantansonus
A thick "smoke” obscures the area (up to 10 cubic

yards}l. PER tesis are penalized by 243,

DUIPLICATE
Spell of One
CTN =7 [casting time: 7 seconds)
TIORI2ZVI2I)0L) 3
Vﬂgar}rfa]: (Zlamour 3
Effect{s): Tangbilicy 3
Trstantaneares
An llusion of the sorcerér appears anywhere in
the line of sighe. Defearing this spell requires a

successful contest of PER ara TN of 7

VANISH

f‘i-|‘.l|.']| of Oine

CTN =7 (casting tme: 7
TIIR 1IV)2In0L13
Yagary(s): Cilamour 3
Effect{s): Tangibility 3

-"’J'.'-.I'r-”n'l'r-l'.'n'n:'l:-'.':r.'-

segonds]

The sorcerer wraps the area directly around him
in an illusion, effectively making him dear. Movemenn
5 TN FI-:'l.'-.'-.“‘.-::'-:' I|1.-:||-.-_'|-E|._ as the sorcerer will redppedr

ocutside the Aeld of the sprckl

of 5T and TO for each 30% of reduction in sz the

CONQUER SPELLS

LURE OF THE GLASS
Spell of One
CIN = 6 (casting nime: 6 seconds)
TI3RZ2ZVioDya L)y 1
Vagaryis): Conguer 1
Effectis): Implant 2
Insranrancous

The victim belicves and feels as :h-uuy:-ﬁ
drunk. Resisting the spell requires 3 contest
the caster adds any casting successes 1o thosedl

CLFETLESTL




wough he &

rest of W

those of the

MESMERIZT

el of One

N = () lr.1~:'i:'r' tirme: & seconds)
ER2VioD)0L)
_Hpr}f;.. L.;:—m;l.u. i
_Eﬁ_‘l':s:l: JJ||':|-::!'|! i
et ces

T scorcerer peers into the eyes of his victim, assurning

f pesson thar -."-'-.'T_‘-':l: LELE £8 fine and there 1 no case
fralarm.
fe caster

fnocst,

aj::-ll TCQUITes 4 comtest of T

Do e firar T
DUCSISLINE Lle

.jr_‘g.r_i,x ANy CASTINE SLCOCsRSS 1D thise of the

WIVERING BOWELS
&..-IJ ot ine
= (casting tirme

T|H| oI 0Ly 2
ryls): Conguer 2
Wieces): Implant 2
Rnnaneous

The victim of this spell suddenly
fihded arca. .. Resisting
B the casoer adds any :__|-.ri:‘:-'_:_' successes to those of the

7 seconds)

" ~
necds to hnd: a

e spell regui

SEIICE.

SICIDE

el ol e

N = 7 (casnng times 7
AR 200 Ly 2
Mpryls): Conguer £
fects): Concrol 2

|
PSRRI S

sernids)

1 a W conrest

| P:_':' |_||;_' CASTCT S SILOCORSES,: 1T 1

Unless the targer resists the spell 4
g s T of 7 |'.~|;:.x
fecad kill rrself in the swiltest manner I"”"*'“E:"l’-'-

TRANSFIXIOMN

| of One

CIN = & [casting time: & seconds)
2V aLys

res 3 conbest of

T e ]
s gL I - o
i v B '-_\ﬂﬂ.\,_r____dr- -
g (s A =
.
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a1 " i - .-',' Ty ‘I - |-_.-”.I T H- . e § ~

"l.-";_l,g:g :::,'I_ﬁ.]: £y MIUC]LLET .h':l
Effectis): Conrrol 3

Tnstantamenns

T'he tarpet’s mind is blanked, causing it to do nothing,
The rarger is

against the TH of

'|||' sta r|._.,_'|..J_ slare |1|'||'|'-.|'- INe SONCETET.

the spell.

:'_':9:_'||,',,l:_| a contest of WP

alicmpiing mo Canced o the sorcerer’s ¢ ISTINE SIECCEREES,

VISION SPELLS
PROPHESY
Spell of One
CLIN
TIOR)
."ﬂ'.HE.;I,r_\"':h.i: Wisiom 2

G o unL rime: 6 seconds)
A T o TR Y

Effectis): [hvination 2
Trtandaneons
Pecring into the intricate tipestry of time, & vision
of the future solely dependent on overwhelming
probability is unfurled, portraying the major cvents
refevant to the sorcerer for the upe nfn:ng vear. |he

ACCUraACY |'_|'E "| 55 1-;_|_ |_'\1 |_|_..I| 11 |.-:‘| il I'I 1] I..1.f dsed

duration. Recelved as a sudden tlash af 5.:11.1;'.:.'!--. EVETIES
may be distorted, jumbled, merged, or completely
obtuse. In reality, the Seneschal will only reveal events
pertinent 1o the advenrure, with a lietle flavor thrown

in for drama

MINDGATE

Spell of One

CTN = 8 (castung [ime:
Tr3 RI2Z2N)0 "Jl 0L
"r":{gar}-:sj-. Vision 3
Effect(s): Telepathy 3

SRS TR IR e EEE

:“-é. seconds)

The use -.:-: this 51 el | =-”|'h'-.~.- the sorcerer to II:.'-SLLE
|I thoughts swirling |h|m gh the mind of the targer

1 '||'-|_'-1|,__1I_ TR P .'&-EJ" ize hiz mind is bein g scanned
'Lf a PEK e
made. IF

1
' ||I'If_' K

| I.-I.F'.-. ||.r_1. ] .T- CASLEILE, SUCCESRCS 15

|.'I|':.;'|i.'-.
theughrs (successi I.'.'.E_‘.-'

:'n-: :n'.rl'.:.im1 iz detected. the may

umble his

ExameLE SPELLS OF ONE
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accomplished or nor ar the discretion of the Seneschal,

based an MA)

SUMMONING SPELLS

MANA 1

h::h;“ of One

CTN » 1 (casting oime: 1 second)
TRy OO 0L ]
Vagary(s): Summoning |
Effect{s): Magic |

[mstantanecons

)

Inereases the casrers :;"-I.'IFI.'I.'F:-' Pool by hias DIRLAWY

attribure in SP dice. W unused afer the sovcerers EIN
in rounds, the summoned magic dissipages. Casting
this spell automarically ages the sorcerer one month

in addifion [0 any agg Incurred 1n casting.

MAMA 1
Fp--_'” ol Oine
CTN = 2 (casting nime: 2 seconds)
ORIV I OLE2
Vagary(s): Summoning 2
Eftect(s}: Magic 2
Tsrantaneons
Increases the caster’s Sorcery Pool by 2 x DYEAW
in 5 dice. If unused for the sorcerer’s EN in rournds,
the summoned magic dissipates. Casting this speil
auremartically ages the sorcerer two months in addition

Lo ANy aging incurced I casung

MANA III
Spell of One
CTN
Do ONI DYy O L) 3
Vagary(s): Summoning 3
Effect{s): Magic 3

Instantanens

3 [casong nimc: 3 scconds)

¥ o DVEAW

in 51" dice. If unused for the sorcerers EN 0 rounds,

Increases |.|.2-£ CAster s SOFCCEy Fool by

1j1u :1|_|;1|'|||_-|||_'-:| magig ::.iti:ii:'\lJTl.'h. ':..:.'.hlillir_ this spCl

s o B - i, i,

- -
- B ;.::_:.E_-ﬁ.. it

auromatically ages the sorcerer three monil
addition to any aging incurred in casting.

The Sorcery Pool may never exceed its maxhg
 of the spell.
both a visibl

value through the usc of these spells or by nig
hourly refreshing.

BANISHMENT SPELLS

EVAPORATE

Spell of One

CTMN = 3 {casting fitme: 3 seconds)
TR 2V OaL)]

Vagaryis): Banishment 1 :
Dpponent’s
many dice

oppotent |

| Lo contest 1l
it doesn’. It
Is aticmpti
bireak frec.
spell is inves

Effect{s): Magic 1
|'.-_-'_'-'_|' IR T
[hisspell reduces an opponents spell poall

caster's Diraw Staristic in dice.

VANQUISH
Spell of One
CTIN =3 {casting time: 3 seconds)
DO ZVIOINOL) ]
"l.-'.a:_ﬂ_._Ln'I:.'l.' Banishment |
|"|-|-|;,';_;:_1_;'. l".-i.'l:;"ll ]
Tristantaneve

This spell disperses the sustaining dice otz a8
spell of novice level, The spell arrempes oo ma

number of dice sustaining the opposing spell

IMPRISONMENT SPELLS

CHAIMNS OF FATE

_“epl_‘” aof One

CTHN = 5 {casting time: 5 seconds)
rNoryzVob)ol)3

l"‘ .II e

garyls): Imprisonment 3
Effect(s): Magic 3
Lt

PR gy s

s Fl 5 '__ iz l:_.l:_'il
s TR £ il
- L



nonchs 1

AT
v normal

‘-t:lliill. I.'l 13 l]lf

f 2 singular
match the

ell
el

Ii the manner of a lighting rod, the

SOrCerer
gty incoming magic to its poinr ot ongin.  The

pell “sucks” the magic back at whatever source
meinated it, forcing said origin to become the targer
dthe :.i'\l:_'” Thix .x}:-:_'-.| 1% xp.;” censitive, amd must hav
frcha wisible snoroe of ::.'E:__-ii'.nrin-n as well a5 3 |*.-1.1__gi:':'.§

SRIRITION To rediTecT.

SEVER
et of One
BN = 5 [casting time: 5 seconds)
RO 2ZVIOD)0L) 3
Rpary(s): [mprisonment 3
Becrls): Magic 3
Wtdrcte oo

successful use of chis spell imprisons the
Bponent's magic inside of him. Best vo cast wath as
ey dice devored rowards -.'-|:-.Ii'|; 15 :‘rl-h.'..|‘.~-.:'. an
gooncnt has only his Art score and reserved 5T dice
@oonrest this spell wich. Basically it either works or
ffceznt. If the opponent’s magic is imprisoned and
faenpting to escape, he must mvert the spell 1o
piEik free. Mo other spell may be cast unril the sever

gpell 1= inverted.

J.E]Jﬁlls of Three

EVITATION

spellaf Three

LEh = 5 LSt i||__g_ nme: 50 seconds)
PERIOVI 2T 1 Ly 2 (1+1)

fpyis): Movement 1, Summonmg; |1
firilsk: Speed 1, Lift |, Magic 1

1 hout success )

|I.:5..lllr
The sorcerer may floar up e 10 :.-:_ll-:_|ku"|'|||._' -_-||,:-:':|:_E

I-l:!-.'ll.:':. - |::|i.-'-:|||:':'|| MOYCMEnT May .Zl-.' 1 ;:.-;|||' ;hi'l:'i.
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’ i T e B =il
o s 5 i 4w
e e Tt Bh I r o ! ™

by the exertion of force in the desired ditection. [The

SOTCErET MUSt push himsealf HONE. )

BROOMSTICK
.";:_n;"| of Three
CTMN = 6 (casc 1ij e GO seconds]
TITERPINIT D) FLD2(1+1)
Vagary(s): Movement [, Summoning |
Effectis): Speed 1, Maneaverabilicy 1, Life 1
Comstane (1 hourfsuccess)

A small object is used 1o bear the sorcerer a shore
\ﬂl LALSE |LZ

£ on the dirccrion he wishes oo po; ag well az

3 . 1 T
distance above the ['he sorcerer miust

LT
the velociy: Inanrenon will allow the objecr o carry on

i the direction and speed wowas last onented towards.

FLIGHT

"‘~:|‘.".'|! ot Three

CTHN = 6 {casting time: 60 seconds)
TIOROWVIZ2IN 1 L) 5(2+1)
Vagary(s): Movement 2 Sumnmoning 2

Effect{z): Speed 2, Maneuverabilicy 2, Lift 2, Magic 2
Constant (1 dayfsuccess)

The sarcerer is -.:'||:-:.'."||:' of sustaimed tight, The

sorcerer may change direcnions ata bearing up ro 3 niney

I'Cr T the sorcerer

degree angle in a single motion. Dang

is based on the spesd ar which the sorcerer is raveling,
I--.3-.'-.:|L':', WP and EM rolls at a TN of 84 based on the
clirrent circumseance, 14 1q_'|;|_":-;,“:':.' ¢1 1o TH foreach 50
MPH the sorcerer is '.':'.'\.-:'!il.g atk. |:-._-.i|'_§:_ baster than

200 MIPPH

eliminates the impact of the wind on his eyes and lungs,

15 dangerous, unless the sorcerer also

as '-.'i-'-.'“ i kY .i.E'!:'.-' :.I.'II.ZI:-I.' ill.'er:- ATl ;'_:..Ir.
AMIMAL

.‘:-|1|.':.. ot "'.-'|:.':'|:-'

CTHN =7 (casting time: 70 seconds}

D3RI ONV)ZI) 1 L) 4 (3+1=141-2)

Vagary(s): Sculprure 3, Growth 2, Vision 3, Summoning

Effect(s); ¢ .'::-.':l}ln'-.:l_:-.:l' 3. Expand 2, Maric 3
g |

Coongranr |1 wreckd sipog

Transtorms the caster into an animal of chotce. W hile

in the form, the sorcerer ac quires all Temporal artribuces

ExAMPLE SPELLS OF THREE
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assoared with the antmal, as well as irs merthod of armack,

Familiaricy with the form however, is lcarned only

'.|!?l?l15-fl practice.  Speech 15 not |'-rm-ci|'|f.- uemdess the animal

possesses the appropriate vocal chords. The Seneschal

f"'.'l.'l!- I-:'-:|||.:|' a-IvLA of 5'!"."i~ fest at a l_lll'ﬂl'..ull‘. 'll- 4

order fo use the form correctly

STAUNCH BLEEDING

Spell of Thres

CTHN = 7 [casting time: 70 seconds)
TI3RMTI V1T DYO L2 (141
ﬁr'ag:ar}“l_.\_l; Crrowerh 1, ':..i:ll"\.|I.IL'i |
Effectis): Maruring 1, Repress 1

i
bR e v T

Seals and eliminaves the pain and blood loss of 2 single

I!."\.':'I ] il ," MOILITECL,

ARMOR OF AIR

Spell of Three

CIN =8 {casning nme: 80 scconds)
DITRIIN) 1IN 1 LYy4(3+1)
\-"xg:tr:r'{h:". Movement 3, Summoning 3
Etfect(s): ."-i_1|_'|'|_': 3 Magie 3

Lot | | lll-l:.';ll'\-'l-:'hl-ln.l'\.l'\..hl\:

:II".:IZ‘; ";Inl.'..: "-LL?;;R"I'II-:?\- .'IZI.' - E el L l;,ll.l |II_' LLE .\,I_li_ZI_:ili_:

the sorcerer ar a dissance and depeh of am inch, The air

solidifies and stops anything physical save the sorcerer

thar contaces it. This grants the sorcerer an AV of 8 +

CASTINE SUCCEsses, withont |'..'.1'i::;.r_ [0 Wedr armor. | i

n I:I-\.' I|.'\-C":| ;:I COrunction '.'-":,El |I|_'|_'||::,=_- ATTIET
DLESAPPEAR
- Hl-l'af, T T ﬁ-.:-”
= T

e S T

T

H:l“,a.'.."l _,_I
A A
%‘,

aE e

|
|
i

e

"~i-:|| af Th e
CTIN = 10 {castng rime: 100 seconds)
TIFROVI2IN 1 L4 (51)
Vagary(s): Glamour 3, Summoning 3
Effectiz): |'.i.:‘.'§',:-2li|:.?_'-' 3, Mlagic 3
Comstant {1 weeld'success)

The sorcerer wraps himself iman illusion ﬁ.|||i|
the space he is occupying, effecrively making himi
An opponent is allowed a Perception rest againg

SOTCERErs Wt 1o notice his presence. 1 his test 5 mod

accordingly bor any situadion thae would les

11'.|'f'i'.flldf_{L' Lik \.'il.l'.L': conlestant.

DOMINATE
_‘w.ru,":j of Thres
CTN = 10 (casting ume:. 100 seconds)
D3R 1IVI0ODPZL) 4(3+1)
Vagaryis): Congquer 3, Summoning 2
Effect(s): Control 3, Magic 2
Coomtanr [ |_:.::-. |'..:\.|.'-: Cessd
The targers will 1s suppressed, making rhe g
happy puppet of the sorcerer. The Targer may

the sorcerer’s will by rolling W1 against a TN of I

sorcerer does the same. The parey with the most s

CIIICTECS d LE1e ¥icior

FOLD

‘“ln-c” of Three

CTN = 10 {casting oime: |00 seconds)
TIOR)I3VIZD)0 L)5 (3+141)

Nr
" -
S5 e

: Spfil &

Nagary(s
. FEffect(s):

Vagary(s
Effect{s):
[risturmterm

The 4
Cranspors

Ufﬁghl. ]

MINDS
Spell of 1
GT'N =1
T 0RO
Vagary{s):
Effect(sh
Comstant |

The sé
'I'.hﬂ' {!umt'

SEAL W(

CTN = 1¢
T)3 R} 1

I i i
fristitntan

Heals,
the Pain., §

Ff_.m 0
Spell of

CTH = 1
TI3R)1
Vagary(s)

of the s

nterno;
brave indi



duplicating
g him clear.
against the
1+ modified
Id lend an

ic Target the
IV CONCest
of 10; the
51 SUCCCRRES

F%’J“m: =P o

sl Movement 3, f'ir_'.||p'.::|f.-'. o Vision 3
Shctlsh: Specd 3

A R

,Composition 3, Clairvovanoes -

The sorcerer disintegrates his molecules and
gnporss them to a preordained destinarion ar the speed
fliht., reassemibling them upon armval,
MNDSHAPE

il of Three

BN = 10 {c
ORI OVEZIN SIS B+1+1)

l.ll‘:ﬁ'-.l' Movemenrt 3, Glamour 3, Summoning 3

Bhals): Specd 3, Tan

(| |

astite rhmes FUM se onds)
- ILE [HIes EUAY 5 ey,

ngibility 3, Magic 3
week suecEss)

The sorcerer
g duration of the spell.

APPLELS G5 W hatsoever he imzagines for

BAL WOLIND
'?:.] of Three

L= 10
R LY 1 DYOL)5(3+1+1)
mryls): Sculprure 3
tlect(s): ¢

.11I|,:.':|:3 |

WU e

{casting time: [ (H) seconds)
- rpowth 1.« UEr ]

_.|:'|||| WSRO s ':l'l:-|'||.'..;|'|| I -.:'I.':i'.::'ll.':'. 1,

s T o B press
Heals 2 deep slash, gash, or other trauma, eliminating

& hin, Shock, and BL of a level 3 or 4 wound

itk OF FIRE
ol of Thrce
[MN=11 CLENE:
R 1V 0Ty 314 03+1)
I.'g.ar_l.'l'tf: Conqguer 3, ":- immoning 2
E;:El':zi:'! Concrol
ftar (1 da .-":c_'r_r.-.':-:-.'
All living
B 1o The targer of
8 would react to the existence of a large fire in dheir
& They are
Qi spell with the same manner of caution,
Id a |:_|:_'._:|'|__u
of W i

TS Targes.

I'-:':'.h'i:'.a; 11} :"i\'.'l\.'l:'ll".l::-:‘l','

-u.r.L .

:!-C_'II';-; sWInin RN por CAsTIEE SEO05RS

this =|'.u-:'. in the sanye manner as

TaBsle] WY |'..=..'J1'.L'l!-. I.'lLIl LresAt |.|IL' LECL

(u

rt.':-:h nsion and respect as that they wou

gtmo, The Seneschal may call tor rolls

i e T R T |_|.\,I| Al I"I'Il_l:‘\. (LE R II:I‘\.L"' I O
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LUST
Spell ot T
CTN = 12 (casting cime: 120 seconds)
Ty3R) l Y2 lJJ 2Ly3 (2+41)

Vagary(s): Conguer 2, 5Su

.'\-r,HI

¥ . 3
TTLRI1A I“:.'I"'
s - Ty i | ¥ IS ]
pltect|s)k: Implanc 2, Magic 2
T 3 i ¥ - =t T
Congegnd |1 QR SHCCess)

¢ TATEe suddenly hinds the sorcerer, another

PETSOn, OF 1m~.-r| er thing unbelievably atractive and

covets arpenoion, love and pl vsical contact wath him, The
[T of 12 4

spell is resisted with 2 WT roll against a

-\.'.l:‘:[i."lf."_ SLLCCESSCS,

SMITE
Spell of”
CTIN =
T3 R)

Ihrce

| 2 {casting time: 120 seconds)
2NI3 A0 Ly E(3+1)
Vagary(s): Sculpture 3, Vision 3
Effect{s): Composition 3

L i Ao 4

Disintegrares any targer. Living rargets are of course
afforded the opportunity to resisc. A conest is rolled by
the defender using their highest spiritual aembute in dice
[he defender amempts 10

against the TN of the spell.

SENCTALC IIHOTY FllCLeDsls |.|=§.‘.|I |.|:l.' ST '“'-R.'l'kl LE[VONTR

casting the spell. If successhul, the rarger avoids being

|_|Q'xI|-;_::,*|'|_.. Al oear and irems in the area of effect are
obliterared unless the rarger is an enc -hanted creature and

sucoessfully resists tor them.
:3.5p¢|f5 of M.i-lli't_‘_,." ( Rituals)

TRANSFORM

Spell of Many

CTHN = 12 {casting tirne:
TI5RY2V)3 :'J"_ FL14 31 +1+1-0)
Vagarylsh: o

3

. \
.:'.I'Il.\.ll."-\._l

culprure 3, Growth 3. Vision 3, Summoning

Effecels): Concept 3, Expand 3, Magic
Constant {1 weeldsuccess)

||'.-._' targel | 1| r -.|_|‘,'|||_- OO e S whatsoever the

sorcerer imagines for the duranon of the spell. The spell

CRSTEr IYLEST My ik amy skill the Seneschal deems n

ICCOSSTY

Many

[REE AND OF

I

T

-
=
B

ExAMPLE SPELLS O




REGROWTH
Favored spell to punish unruly opponents with, berter S
an acquaintance’s appearance, or make your allies into

i 1ienes. | he form cannot be maore

ilprure 3, Growth 3, Conguer 2, Vi

'||_‘.l-:'|.'5.ir|-:'|.". 3. Incri

betore the spell is completed. ulprure Vagary to align them corre

=
2=
=
]
=
e
=
=
m
=
=
e

 IWILITY ) ANYA

s




2, ¥ision 3
oncept 2,
2. Repress

e by laper.
would be
essful Perf
» remotely
ells, using

1 he target

gz | poine of HT, az the marer needed to renerate

i appendage s mainly taken from ;_-x|5_;|;<_5 Eissiie.

filuee to case this spell creares a useless appendage.

£ Spells of None

Spells of None are not acrually spells as they do not
fhinne] energy through the nine Vaganes, bur rather
ir are fundamental uses of raw magical power.
Hwever, being an action which uses the power of magic,
|j:.7-|.|.!.|.r-|':"|'| A% BLC Ii. .:-I.l_' ] ,_1I,.'_-r:|'|'|.' e I__'l»:_ :\.!r-__:l- I-;_r_l:'l'ﬁ'n
.r_p:!'lc .:-.':ic:-.-gtir:r.- [he evistence of others is sall debated
fithe dark corners of secrer circles.

IGHTNING OF THE S0OUL
II-|:'|!" ot Mone
!:.ﬂ'\- 5.2 ::':1:-'.':"::_; frme; 2 '-\.I_'I_'I_'l:I.'Jr:\{_:
RIRI 2V 0 D)0 1) nfa
"Hgarr.-il
Hiectls): n'a
Semsancons

The fase ditch spell of ¢
wedwhen there

Idn:n,':-;n:' ineo melee rounds wich awa

he sorcerer, i zhening 15 only
15 no course of action l-::l‘.. {1 A soTcerer

irrior) [his spell

Wiieer s enenyy in a chosen direcrion. Lightning ensues,

-Il.i.l'l__E ne foot pe r die released. Casring this spell releases

dlaf the rermaining dige from the Sorcery Pool, causing

energy is emitted, dispersing the

By anly be accomplished by completely releasing the
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- 3 = - i x
2 |~'-""-"|-'! £k '§.-"|-‘-”|'g Bl RRh -\.'lw.'l'.'!‘.'!-\.'.'l.l wWound [use ‘k'.l'

[ someric [..:'.IIT'IZ'IL'.:'.rE'Il_':-I-;_': i IV O tanget may he seleoted,

and must be within che allowed range. As the 5P is
COE 11|:1 "l.' i drained, § 'hl-\.rll"L |"|| £ 15 NOt po wsihie wirh
wo maonths,

|.|I 15 :hl.:'-\.” i E e caster autcnaticall

ALTS o
and 15 forced o roll knockonr.
SPITE

Spell of None

CTN =4 | (casting rime:
TORIZVI2D)0 L) n/a

"'.-"::Eu:l'} (=) ofa

4 secondsl

Effect(s): nfa
fastantaneotis

Lsually the las

1 act of a dying wizard, thiz spell is often a
Firal de sperate act of vengeance. The sorcerer wishing 1o
execute this spell bep Hn 15 10 focus his remaining r-:.z;.;-J. al
COCTZY (1 upor it selt over and over wnol a2 eritical event
is reached 1"n"-'.'lhr this happens, a spherical release of raw
mages aroms and
annthilating everything in 1ts wake. The sphere has a
radius of 3 j-“.mi : per casting success and causes 3 wound
levels per casting success. i hose Gifted and others wich

S pell Pools may Tesist the with ther ART

fischarse
eribute plus any SP dice -..;-ﬁ:_s;."..nrd. for such a purpose

:1__2:'I|If sia I ol 4 '.'.-':.'.l'. EVETY SLICCCES I l'|'|'i':';'.l<' ‘:;.n; l.1.-":-|_|_|;'_-d

cvel by one, ['0) are facrored normally

rrnor and

LLS OF NOoNE
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OBSERVATIONS ON SORCERERS IN THE RIDDLE OF STE

By Ron Edwards, author of the Sercerer RPGi, with some help from Christopher Kubasik

E_n:'u;1|-;_ at 1!.':||;|53;_' BOOCETY |I|!|.'~\. L r-n‘l-'.‘:.-' SECEITL F'l:l'l'_"l.'.:!-'
dangerous for traditional fantasy role-playing,. If vou
allow a sorcerer character in your game, then blood,
death, destrucrion, storm, and much more seem very
likely to follow. The player has the ability to change so
much. so fast - he can blow the head off of your
favorite villam, he can bring 2 hurricane into the sky,
he can stand your pre-planned scenano on its head. Tn
seems like 3 Seneschal's nigh rmare. {r turn the issue
around - the player might be a bit reluctant too, once
he finds our that any spell, successhal or not, mighr
drain the character's very life away.

[ hoems SOFCELY Secin like a bad ides?

Here's a character to consider: Von Salmn, a
Stahlnish sorcerer. That might seem odd, since his
culture rejects the possibility of such things ... except
that it's easier to hide your sorcery when people are
blind to it

Who'd possibly ler such a character loose in a
traditional fantasy game? Von Salm is a Master of
Movement, Summoning, and Conquer. He can
reverse a sword in an opponent’s hand and dnive it
throngh his body. He tell just abour anyone to jump
off a cliff, and they'd do it. Given time, he can
conjure up a pterodacryl and ride it against his

EMETES.

Sorcery in | he Riddle of Steel was not writen
with any sort of "game purpose” in mind. It's notan
alternative way to "advance” on an equal par with
“fAghters.” [f's nota justification of any sort of
I;J::n;_']|_.';|r_1]|:'_|::-'|'|.' ot culture in the setting. It'snota

vei K
Py

f .:'“—- i — gy i - B - T A 3 - &
T

diseuised excuse 1o bring personal amillery inw
O,

Insread, sorcery is designed as another, very
dramatic means of perting Spirituwal Artributes
play, Sorcerers are men and women working wing
the realm of these accribures. They will be casnng
magic for passionate reasons, and thus will havelns
seven more dice available, for those purposes, (ha
immediately obvious from just looking at sorcent
poals,

Just as fighting physically carmies its risk of ba
maimed by one’s opponent, spell-casting came @
of draining your life. Both of these things pus il
limhb ar risk. Both of them are the only means, 59
harsh and low-tech setting, of expressing one's ws
and values in a situation of crises. Both ask the
question: "Whar is worth the harm that T canbog

others, and the nsk I incur for myseif?”

Von Salm's Spiritual Arcribures

Dirive 1 - to bring peace to his home provnd

Passion 0 - harred for the maditional fewds
of his home province

Passion 3 - love for his son

Faith 2 - Xanar is real. and his call is now-
especially in Shl

Luck 0

We're ralking about a guy who is willing 1018
against the official decrees of his culture in ondes
preserve his faith. Stahl is a2 warlile place, with
lordlings riding against one another all the time;
he wants peace. He knows why he wants i, o=
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bause he loves his son, and even though sorcery about magic that draws them? To what end? Just asa
i damn his soul according to his own faith, he's non-sercerer plaver-character in this pame must be
slling, if his son can know a future that's better more than merely a guy who can kill, let's assume thae
than the present. there's more 1o a sorcerer plaver-character than the
Loak especially at the areributes’ potental. ability to destrow a rower wall or take over someone's
ggncless of their current values. His harred mind. He can do these things .. bur for this parricular
smbers, but it can fan into flame, as might his characrer, at this particular rime, the real question is
be, which is corrently just being bom. why?
How are his Spiritual Awributes actually lined up?
One must ask, of a particular character, why is he Phat will be whar he's up 1o, And it isn't going to be
_ ibe s sorcerer at all? These men and women have the same-old fantasy-game thing, either. How many
e fred vears of study to a secrer and fearful sorcerers have a Passion for Serving Military Big Wigs?
=5 .I[fminn thar involves r;1[:-|'.-':ng sTrange forces tharcan How ALY of them have 3 Deseiny to-be a Conrr
“:}mn gmlly kall chern if wsed incorrectly. Why? Whar icis  Monkey Boy? [ suggest not many, if any at all. Real
o5 ]
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140 The Riddle of Steel

have other goals. plans, Drives, and

SODOETETS '.':I 5
Diestinies. much more PeTsonEl ones. hat's where
thetr magic is going to go, and that's how theyll ges
tons.of exera dice for their rolls - mcluding age

resisring rolls.

Much, much better: now it's not a question of
“what Von Salm can de,” in terms of distupting pre
planned scenarios. The question is not the spell he
casts, but whart he casts it abouot. Is it abour some
foorpad who comes at him with a knife? Is it abour
some yoiz insulting him in a bar? Is it abonot a
stranger who offers him a job:

MNo. When Von Salm casts a spell, 1 can tell you
that it will be abour the fate of his home provinge. I
will be abour peasants persecuted for their faith. I
will be abour his son's education. It will be abounr

thar Dirive and that Hatred faring into higher values,

It will be personal.

[
|
ey A - 4,_1 :
NI gL -+l
B L =1 g o e=" i
A sorcerer, by definition, 15 someone with-an
agenda. This is another point where story kicksm;

both for the plaver of thar characrer, for the othe
olavers m the same, and for the Seneschal. Howe
that asenda be brought into full fruition? Al

how Fray It De I:L'ﬂ-:!rl.lr\'.'-\.l. alteced ines mew pathi

Theretore, soccery 15 about diams - ;‘:.'l.-::ii!:In':.'J

ACT -:n_'ll'. + B r;!f:'li}i;_'}\. |l;:_'l_'|': :i'l':l I'I.'::-i::"':"\.l. .'.:'I'\.‘I |I: '.i'.:\.' lu‘i
family, friendship, lovaloy, and ideals. It brings the
[

things into play with all she chilling, dark power 8
can imagine, wirh no immedizte restrictions bevk
prce. Surc, ic's unbalanced - 5o 15 the human heg
':';IIII'.

cold well be the death of the

o] '-'i:""-F'.i'n"-l:-f" -0 1% the human mind. St

T

one whi gses it -2
might a sword.
Lo surm ot all up: sercery &5 sreed fon: The Ridde

restdes there as well.

W
"

Character
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ithe probably should have, and stopped. Pinpoints

{E AHEAD of the eroup, just a limle bic farther

it cuit through the leafy canopy, surprisingly green
iietime of vear. Soon, from behind, approached the
filBer mix-marched band: Snowden—the Druid of
gind with sunken eyes and a longer beard than a
b se should have, Rentus Gwyndolyn—son of a
ot Farrenchire in his polished armor, Ahma ben

imun—the dark-skinned, dr-.rk—e_'.':':| '|'|1.l._1r';:riu.'

i K . " " 1 o
s Pu;l-;nl up I a :_'-rl.«:-:*.n-'urr.'-.ﬂc: in Crelure, and dhe

5
3

skinned Fahalanim—Lied and Ka'ost. Only one
ag- Sylpha, the mother of thar odd white-cyed
s how theyd ended up in the woods like ehis,
I more greenery than should be anywhere in
e ¥ winter.

3§ had run off right after the Inn caught fire. Lira
e cnrside tending the horses when the commation
fied. Aficr prabbing the others (and pulling the
Rt and strangely hairier Snowden from the
e had ser off, erying 1o track the shadows thar
Rliom roof 1o roof. The chase had raken them here,

e woods, and the sun had just begun to rise,

s

J..-‘Z.-FF.

0 Your sEEx? ™ a voice drifred to the pary. "0

# haleed firsr—Dardanri were known for theit
fituas natures. The others stopped behind her,
WWha asks?” she replied. Somewhere, just oumside the

he [2iddle of “teel
Seven: | he

edges of her eyes, she saw movement on all sides, and
heard the giggling of a thousand children.

I i meter .'.l:-r.,-' E, g that ae .l.'."r'.".ll:-', Bate e aRTLeT,
These are or woods, and we give guestions for free, but

ATSTUCTS COREE TOEh prrices, "The voice secmed to foat, as

afar, Benrus crossed an “X7 over hischese, and murmured
to the Three. Ahma did the same, l]mu:i__'ﬁ 1o i different
mod.

e seek @ worman—a tall woman with 2 sword. She
Er_';j,:l;_.!l:_'.'\;. ":;ll ] '-.'q.'l'l:fl."-i']'l."l.:i -'.'|'|E-.l.!. .'|I1|.-! I.Z.E:...:i :'-:'II' iL :'aél_‘.-';.ilg’_
i 'r'-.'-.n:_'l'lii:-.'__L"::ll.E.m

A, _she Is onr sivter. She & one of the old omes. W
huzeee foer child We took &t from the panting man. She lie
wwitde wes mew, T Balls you canmat wee, stnging to her child i
sworeds that you canrot bear. She i safe, and you pay resurn
the LAY YOI CARIE; YO drE jw_fii-.-',-,-_:,r,-_'}_ awd 1t wonld met do
to extinguish your shart lives bere. She will come to you
befare th sixth moon shines its fight o your beds.” The
musical laughter rose to a chorms and was gone,

Looking about and crossing themselves again, the
party returned the way itcame. The leaves didnt seemso

HLR == lJI-L' way oul.

SVLPHA, HAVING CALMED HER CHILD, set our before
nightfall, having feasted with the Seelic for the firse time
in many decades. A pity that her child wouldn't have the
chance when she was older, but cthat’s the way things are




ANMINIV

amongst the Siche. Berter, she mused, than her own
people, the Fey. The H.i_:ﬂ.':n_r! child never would have
even been rescued by such, bor wonld have instead
experienced the fare af her captor. Would her companions
be so close now that they knew? She rrusted
snowden. . .his fold worshiped her kind. . _bur whar of
the others, Time alone would rell,

And Triumph, the wighsy forger of worlds, looked
o #e ity wnbat Be Pad muade and e, _.l'::-r' If et be
paszed on to another.”

—The Bogk af the Ancients

I. The Gods Formed a World. ..

Weyrth s the official -.':'|I'|.'5|ﬂig1| world for The Rl
af Steed. She 15 nor unlike our own world in ANy Ways—
many of her culrures will seem familiar o you; many
others wont. Thats intentional. Those lands and peoples
that you recognize are to help introduce you 1o the
world.. .to help you begin 1o feel “at home.” The others
are 1o explore.

Weyrth is roughly the samie size as Earch, has 364
days in a year, and the same wide range of dimates and
peoples. Six moons—each one a different size and a
ditferent hue—orbit Weyrth in an elongared cluster. Their
luminescence casts 3 many-colored filter over the night
sloy when most of them are full, and leaves a pale darkness
when they wane as new moons. Though the ancients
recard that three suns once circled the heavens, only one
now shines over Weyrthls foreses, mouncains, deseres, seas,
and cities.

The known world consists of only one continent,
simply called Weyrth, as most believe the world ro-end
at its borders. Explorers claim to have seen other lands,

bar such places are yer counred mysteries o her inhi
This grear conunent isdivided inro three suboes
Mainlund—the west, Tepaarn—the cast, and M
the souch.

1. Mainlund

I'he sub-continent of Mainlund strerches g
Kanarian Peninsula to the iev northern shores ofie
and Stahl. Its wesrern border is the Sea of Raides i
surrounding ocean; irs castern border exel

Zaporochya and Sarmarov. The climarte i nos
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ELNNANTINEESNE' buropean continent—generally temperare, with

UBCONUNCRSElEr cemperatures in the icy north and Meditermanean

e Maraiah— Speranices in the south, genérated by the Imperial Sea.
fch of Mainlund is covered in mountains and forests,
danile znill per .'|i."|i|'¥| A VEEY .'1|§?| 'r:-l:-|,1:_||.;|,|,i|,:-'| al otk
man coniers and rural estares. Moso ok Mainlond was
hes from the e under the conrrol of che OHd Empire of Xanarinm
res of Savaxen il bears decp cultural and religious ties to thar hericapge

iders and che Wadn

:II‘II'I'n- ill"'I 4

T

extends inning Riddle of Steel campaigns take place

}
5 not nnlike laaniing.

Tegaarn

The largesr of Weyrth’s sub-continents begins roughly
B vorld s cquaror—uear the soucthern borders of
feurluk—and
s of Zhibara and the Northern Wastes. Tegaam is

Renely lag, wich 'e,...

tbﬂ"l.‘l |"-"-"-||. 1l || 1+ -:'l. 1T D 5L I." continents, ln the II.--FI. 1

- [ =

reaches all the way to the frozen seas

.-:."- et ALn [ADIFCS CRCeDN .IZ'IF

[|:'.'.'r.~ir!:':|.~\. fearureless terrain APPCATS 28 STEDDE arvd -rl“;iu'-..

iT m the summer and cold and wer 1n the winrer,

HJ.!:-lr-.d by hard people: Deserrs and wastelands spot
B middle and southern end of Tegaamn, with jungles
forests padding the eastern oceans. A grear

chof the 'IL':_::L;er'ﬁ Pl ;-.'.ml:_‘.

i derse rain
RIB O :_gllll_l'-:l”qn:_l il
ecistern shores of YVhedij and 'r:.'lkﬁtﬂil_' Centuries B
e vvas weakened by the incursion of Svarastran |':-|i:_-,-nu5

! HB.'II.'I-..'. and prEc rices, which in some -:'II'I'!'.“ oranorher

mmare the entire east. The western' half of the sub-

S |i]|l.'ll=. illl.'EI."l.Il.L'!i ITAJOE £ JJ‘-’I“.I‘md 1'.] ..llll.-.'. | lr-.] ICT1CCS

BB theologies of Mainlund, Ixdiaph, and even Fahal.
i Maraiah
[he wear

BeTS Of .":|.,|I|| [ {|:|:' SvAZe JUngics Of SavarL,

m climate of Maraiah ranges from the far
The
;..l:l'l-".'l-':".‘l kLS ||-'| | el T I'\' L ELILLS

Har plains and hilly

g reaches of Maraiah are

juntzins that smooth our o

¢ I'|.....'2_I"' |k ¢ harmin and the sast: As with I-L'é-'l.i..i.-_ﬂ. the

e shores are thickly vegetated with harsh jungle
S , ol Glin

fands. Religiously and culturally Maraizh is the most
e of Weyrths three conrinens, despine its smaller

] rmass western r:".fg-,iuwr'. 15 COTTTIOM T the IO,

idlands, eventually deving up inro the deseres of
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'||‘.'RJ. IL dlld

couneless fmiigrr&n:l.ﬁ and natonal cules and vasations,

a5, -.l:]-lJ.

Svarastran philosophy in the

II. ...And Passed it on to Others.

The rest of Book Seven outlines the details n""-.‘-':-:w"'rh—
her peoples, seligions, caltures, polines, and more. l'w.'n.Jv"J”
|'.l. |-:'|'-.'-.' 15 r.!l.'!l.’.'.-:'-'f:".'. |H. FOLET L..I_I | Tn "’,5 YOUR W '|-:_|_. ,"'.-'ll_'ul-;l a2 r_
change it to fir whar you wanr—more magic? You got it
Mo mame You can do thar too. Play in any part of the
continent or sub-continents. . .or create your own! There's 2
wide world to explore and invent beyond the rt:u.mungr,:;_"nnr-:':c
of Mainlund, Tegaarn, and Maraiah. Between the many
marions of Weyrch you will also find a number of unlabeled
countmes—places you can integrate from other campaigns
orwhich you can e to personalize che rich world gi-.-m 0o
VML

Before you start tinkering wich ic all, though, we
recommmennd that vou oy ot "as i7" at least onee. Weyrth s

different than most fantasy gaming worlds that you may
have found in other BPGs ar r;-;nd .-uh-qu_n i .':_|'.|.,;|,.x' iy L]a--
Instead of thinking “big,” wry thinking “small,” “practical,”

“real” Wieyrth should feel like 2 place thar really could oxim—
x place so close to our own world that it just might be here

somewhere, Yes, there are elves and sorcery. . .or are there?
Perhaps s all just superstition. .. And if they arereal. . .then
what! As you roam Weyrth asa Seneschal or as a Player, put
vourself into your characrers’ shoes, feel whar they fecl, fear
=0 STITTY.
G real. Try something different by retuming to the roors

what they fear, and gasp in wonder when they da. ¢

of ancasy—ro Malory's King Arthur, to the masterworls

of LR.R. Tolkien, w the darkly funny abnormality of the

Brothers Carimnm and other fairy ales. .. Thic s The Riddle
q"'.xan"ﬁ"
Oince you've done that once, your debe is filled. C hange

it around, thl and take away. Hawe fun.

II1. The Nations of Weyrth

The 111:!:1\.-.-'5!11; entrics contain detaids on most of
Weyrth's many lands and peoples. Narionality Modificrs
(discussed in Book Two: The Birth of a Legend) are
contained at the tail end of each passage. All informarion
assumes the year 1467 wivn (see the Timeline, below, for

fROre On Years ard :_":|_|:_'|:-q|~||'3:|.

TEGAARN & MARIAH




LD 1) AVHYHONY

Angharad and Picti
(ahng-hahr-ahd, pick-ree)

Ceography: The wll, green peiks of the westernmost

.:.'1.'.I:.-:.'-::|'|!_'|::: l:-.'.l ||4_' ]m:uun:h ."l.-'1|::|=.!I'Ir.'|iI".:1. I'iu;' |,'._'_| |'|.;_||||.
thick enchanted forests and groves. Frequent short
ramns summaon up toadstool rings and sudden fogs,
Wee '-'i||.1!’_w.':-: surronnd tall ||::_-:||,'.'--:1}1i_'|_-.i castles and
quaint fairgrounds. Everything about Angharad and
the Pict shouts “Fey here!™ and “Faeries there™ and
the Pico and the Cymry (the Celric inhabitants of

-:'tr-“ﬂl'-i‘iff':'-i:l woilldn't bave ita Iy 0o e

Religion: The inhabitants of the misty isles and Celri

peninsula worship spints: wood spints, trec spirits,
the sun, the moon, the winds.. .and revere the Fey
and the Siche as an oaension of it all. Druids—a
combination medicine-man and bard—and Shamans

othictate in rituals and nres, going from villige to

village leaving blesdings and curses; and s
appease the often-temperamental denizens i

ather world. For the average Pict or Celr irsall

matter of superstition and fairy-story come ms

Politics/ Militany: The Highlanders raid the lowhni

the fowlanders rmid Smahl and Farrenshire, and del
raid therm all.

Woirrtors prefer the yrearsword, called 24
marivr, the long spear, and short javeling. AmSl
rare, thiough many better fighters have small
round shiclds, and hardened leacher jacks,

Legal System: A combinarion of inported feudal pag
and old-world Celric rraditions hold Wi
Angharad. Kings—any clan chief with armog 28
asword, and 50 men likewise armed—uule digs
timde lands over each nexr hill or peak. Lesser

mile lesser lands 0 2 vassalfprotecior relann

i ¥rhiesr amey
rerained
arid druid
Pacris
of kings,
[-IZ_'F,J[ TTEAL
Iﬂl’lﬂ[’i-

b Economics:
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trving to Dtherarcs, particulardy in the souch, have successtully  Ahr
ens of the getmined all of the old ways, and follow their chicfs  (are)
ir's all justa and draids exclusivelw Creogra| e The sourhers shore tonches the Vase Sea; with
e L. Pemnan the orher hand., isawild land with dozens Yone and its towers 1o the west. To the north, the
laims so much as a horse. All Ancients Spears thrust into- the sky drawing an

EATTErS arne I!.=.:'!=|i:_'...' WAL INANS, COMEES, AL d .:'I'.'.'l-\_IEL".:'ﬁ!'\' [ border with a |:-.".i'i| of momnrains. lo

Lol anders, it kings, though none ¢
sd the Pion |::_'.l.:

| :HI.':‘-. rhee et e arshes :.!. '_i_'.-"i|_||"' i reearle '.Iir:'il-.'!i:.'u.'-i".
d a cledydhs | Bbeamics: Wool trade is viral ro those areas and and its pirates in the mires. Forests of jungle swallow

= AT i "r:i|';§:_|_||;:_"_';; that :;.\,I.I:'I...:- = gl i.Iu-.':l:l ||'l ELICTION. most of the |.E."|-_|. |.'-'_:I inn the north at '.|I:_ |;'-|'-: ol :|;|.'

n:'|.|.|.§ !14.“'.:11‘.. :.."!'r.l:.i'.i'_ 1% Common in 1% are I:.-.l.|:'|-=-EIZ.~CI'-.‘~'.'-'.!'-.'_;:-.'::Z |'.-!.=_:'|-.'="| the H:_-__;;||.|'.:-_|_-:-.._-

- pold and  Religion: Cinzens of AR

; woadsmens crafrs, Though _ end a knee o the Imperial
{al pracrices ither precions metals do hold equivalent value, Warlocks who founded the nation long ago. Though

b s b Culrure: The Celis ave dark haired and tair none have been seen since the [l of Xanarium {the

wor, 3 home skinped, shorr, and bl

le their omm giherwoobens m dress. Fe

L esser lords iz 1ovelry and music. ['he Thcts are even shorter, Ciods are prayed to i sécrer however, arud few of them

i o B 'I'_'|-_'_1_";_|_-.-._-- i:"!.'l'l'.h- aril M ""'i";' ¢}, N fereTis DGO rheir deaths, and i

Avals are common, a5 the 1 commion belief that they became Gods. Many other

: Ll!'!i'illh]li.l.'h garh darker hair and dark eyes. | hry are savage and are of the benevolent sort.

wakl. and oain their name from tatecoing and painting  Polincs/ Military: Ahr has generally poor refarit

s With

| '.!I'.'i:l'-:.' WS R E'.I'. ."|I.i!'_|a.Zi.| LATO0S .EI‘:-! |".=.'.il'.'-. | iy 141 (I8 I :I:.'Iﬂl III W '-'-'I'.l"l S 10 S & MEEEny & CLELILLTES
len ..'| e o e B g | I S T Al -

WAl wonlcns aned Ediiners, TNORIN ALK CCIIcTs b threat, Uinkind ferrain nas Kepd Adr DT 09 0y [Tia]on
: - A h :

',‘irr.-r'.'-.-t'. 10T I'-.I.i.i.lw..' wars lor many cdecades, I'l"'-'-'\-."- cr, Individuatly, warrors

P 3 S L 3 § 3 J : ;
LAYV aro ZUnel "'” ITLESEIRLS |.-\.'l.| I""- More. Oy EETECd [avor fhe SDDCT SwWardl, B o7 LA CUryed sword oF
= . ,

1 . -y = . 1 - i i
folk, thouwsh thelr wavr of dress and many rescvals [z I'I.:.:‘:'Il'.il_;. st Doy, and |' g, '-|-|5-.'-"-"
i 4 = i Lo

1 T + 1 ot G i 1 L=t et} g W e 1 L
Bave gTown guire fachionable in Cynnchmeir and  Lepal System: Each citv-statein Ahr is ruled byran DeAdsr.

:.-:n:_':;| ather rares -::|-I ||;_' WS, Ihe cowntey hiaisa :i_;-_'.-.‘. CASLE FYsLCiLl, enforced ".'lj-.' Anls
s of More: Mothic castles and floacing cities are all Soldier caste. Supremacy 1s held by the Buling Caste,

wwer Angharad and Picri. Though no real full- followed by che Warriors, the Merchants' caste, and

RS IS, Therd e DnoDandy i.|::.'-i.'..-:'.'|x|- af holy sites, Mgl slaves. Dach CAsic 15 broken down oo fogr

(FiH YRERY,

ans lairs (abandoned, of course), barmow rombs, individual sub-castes: Ruling into Ruler or iy,
enchanted isles, and very real horder castles in bod Warlocks, Politicians, and Generals (who hold rank

the porth and che south inan effort to contan the in two castest, Soldiers into Generals, Knights

i T e Trontooth mountiins Footmen. and Milida, Merchants :.'-‘.5‘-51.=.!'|.ilfl:'ll1i.'-'.l

cels wirhin the mao
are Sl T nose -.w-.--.._:l:-_|--:'||-_-_-.|:'|'_IZ_-u,'n -__|5'-|'|":.': |I.L' 1L Bulders, |.'.‘:-.|-.':'.-.:'.Il'l:'l."'\..:!:'l:l Physicians. Each
woads o the south are overmn with sprites and al these is subdivided into a respective “Conild of

I .,\_._|' i ['.. Il S—— I P T L N _.” | Y ETErY: I-\. L pr g ey P ” S e e | il ey
mocl-trerees, Lanchess [ravelers may Wy We b s ave no standing at-all, and are DTATHAICE YWER

b the gaze of 2 drvad, the song of a savr, the mark of the Cioy and owner. While they have no
B ; ]

o the arrow of a watcht ul Fey Siche. sTandings, they Mgy Oven tually earn Freedom through

BWee Bonnses: Celts and Picts are short (—1d6 inches) the whim of their maseers.

] % W 35 T -1 : = 3 [ 1 T |
[+ 1 AG. Wi Soc: —1 T, 5T Any coin N ssassins rake the place o nolicemen i A
I |

g after buying inirial tappings must be cicher \ivone who feels they have been wronged may legally

Jiminare the offender. Cine may

re or Stahlnish mine. Cele players should also fuire an assass

if thev're poing for a “Scortish,” "Insh” or eenerally do whatever one is capable of getnng away

AHR

e, with respect O ones caste and resources.
selongine o a2 higher caste must be respected and
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deferred 1o at all imes. The U Ahr alone is immune
brovm $I_'.I'|'|:'|'|:'t|:.' |_'~:::'|_'.:Ii|'-|| |‘l1_. d CASIE |."|-;_':'t||_‘l|._'l 1'"..'.
grearer standing. In Ahr one’s caste is power, and

depending on the offense, imposed slavery is the
favored soluton.

Economics: Each city has a barter system based on the

weight of the stone it was founded with. Slavery is

the mainstay of the economy, as trade relanons with
neighbonng councrics arc nonexisient. | be milership
of Ahr confiscates any and all goods and persons

daring enough to attemps to infiltrare their borders.

Inhabitants/Culrure: Harsh and cruel, majestic and deadly,
fierce, self reliant and proud. The inhabicanms value
'.[I':_'1|15'_|: and honor, ¢ :|||.'|i||g;|,|::-u_1 deceir aswell, T']ll_":r'
lowe women, war, apd wine. As the clime i5 grnrmlly
warm, helms are favored while lirtle or no armor s
WIOITL 20 -.".-'u.-':':nh_'.' bases.

Places of Mot The capital of Ahr, Ahar, is renown for
1ts pleasure siaves. :I-_vm: Can getin and E:lriu;',::rac:'_l;zh
money, you could have a really, really, really pood
timie.

E:']:_q:l.-'::r Bonuses: Ahrians bonoses are |.1ir'|_'|:r|:|' relared 1o
their caste and the Resource prioricy selecred in
charicrer creanion. Example: Warniors recerve traming
in the shorr sword and bow for free (one poine of
proficiency). Politicians receive twice the monthly
allotred pold. Assassing receive Herbalism and 2 41
bonus to Perception. All people of Abr are considered

enemies by the remamder of the world. Naoonaliny

madifiers are =1 HT.

Cynnthmeir

(kihr-ench-meer)
Cicopraphy: Cyrinthmeir is one of Weyrdh's largest
territories, extending from the Imperial Sea to the
lron-tooth Mountaing, bordering Ouestenreich,
Gelure, Stahl, Magyarfsld, Zaporozhya, the Whire
Sea. To the

TCMpCrarures are moderare and coastal. In the north

and orther, smaller lands. zouth

they are harsh and cold in the winter, and temperate
through the bulk of the land. The capirl dry of
Cyrinthmeir is located at the foor of Cyring Walk, a
land, fi

'-"..‘-q_u-:_'.al':., |:|_|-;|_'._ FOUuncains ah gl arc, .'||.L‘| '|-'-'J-\.'|1 Fll.-'llr'n

Lo mountam raigEe [..-'.-ri:Ill'I I 15 3 |'|L'|1

and farmland
["!.L,'}if_‘_i('ll'l.‘ ':.-.:"\.':,'l'
the impenial Churc

F0% of Cyrinthmeirans acknomig
h of the

Cne, the most popular religion amongst nobdigd
the far north ey “heathen” faiths are pracig
including vartations on Savaxen religion, S

.|"'|.|.|I.L'|.!~'!I|.«. i-l"t"-'l' I"""-"?-“III"'\. ?r'..”'l l?"'lili."':.‘- HL.II"-'

MEALTEr O

{_hurch isa marrer of a thousand Vedrs of :r.}:]l -

Politics/ Milirary: Cyrinthmeir has been tighly alfies
the old Xanarian Empire sinee ies fall. Th
technically a free state, the Imperal Church

Ireal pOower L L '-'rl'll..llr'-l‘"ll.'1 ACLIRE A5 4 I-l."-' gt
< o @

nearly every political decision. Cyrinchmeirs
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1 athering of Lords: wealthy lords and roads in the known world.
ndowners from all over Cyrinthmeir. The Kingor  In

:-:-Ht‘i.‘ﬂl.‘.l‘l.f‘ ' '-,J' | I*- |.'\.. Tk :'!I'\.'\.-H,'I!I,'_._ll .I||:,'~m; |E'|'.|_Z:_|. |:‘::|:§:|.-!'|:.*1:1 q.'l:'ll':‘."!'tl'.':'.'il:'llh.'l.'.. '.'."___'. I” LSS H-I.‘II l.ir :i_':lul CY S, .:.|||".'

iabitants/Culrure: Most inhabitants are light
| nhilh},-_ [n -.:|-._lin-_-_ the lar LESL Army and the most recourses. As ATe 3 POt e u|:-||_ harderied by war and weather, but
practiced, dch the Roy: || rroy 15 snll only moderately smed. blessed '-"-'I'..'I a rich country, Cyrinthmeirans are
. Stahlmish with |||:- rest of Cyrinthmeirs milicary ring in the senerally easy-going, adaprable, and ousspoken. | hey

ligion ix 2 mads of variows members of the u..;t||\.".:1<' of Lord are proud of their long-sranding uniey to the Empire
e Imperial Crinthmeirs military exploits lead to very linle and its Church, and consider |.'1-_'Jm::.'|'-'-.'.~: the wealdh
'rra-'_‘li'[i-:]-n. C!ii“.il'.!ii:.'ll O tspcde af |'|_': (AL =1-.||:|:'."~\., hur a :-__:.'q.':EZ -:'lr-T'.“:r.' '::lld li'1|§1jr:.-.

allied with deal of power strugele within, Neighboring lords war The official language is Cyrinthmeiran, in the
I. Though with ane another for resources and polirical strengzh. Cyrintho-Xanaric family of lanuages. Seahlnish and
urch healds The King allows such infighting so long as it does Gelurouis are popular second languages, in addirion
-y factorin noet grow too large, because it keeps thogse beneath o the Imperial Tongue.

cir 15 ruled him weakened. ‘~.h|,.|,__._| ANy one Phake or Loed :-_Jl:-.\ | '-fr.nrl.n'.n':r 5 h I”. divided ..-.|l.":‘."=_{ clazs limes
gl *-'“'-"'-'-:.-'.IE ta threazen the K :|5'. [RORET, 3 1 derived from the old |Ii‘::-,!-:.'|'|,'|| medel and the more

Wil :||'-\.';i_||.\,l_i:|:.'|_".||'\'I_'H.. w0 :.!\_'I_LC.\,-Il '\;..'.'5'_I_'-',_'!I, ':":-::q,'\.'{,'.'\-. il".‘.i".":ll'll:"'l.'l Trcsm i.'il.-'ll'll.:.ﬁ

Cyninthmeiran cavalry are amongst the best light in the Impetial Sea are common in the souch, as are
gralry in the world. The longsword and spear are native-born serts in the rest of the country. Cities are

e most popular personal military weapons. generatly populared with Freemen, who Baunt their
Border raids and p-.:-;.'.‘.'.-.u; tensions have led 103 rights as often as possible. The rural lands are ruled
loag-standing feud with Gelure, Cyninthmeirans with an iron fist by varous londs and Clergy, ranging
tolerate Stah -||r 1T u-ml., but have F'-uud relations from bannerets and knights to barons, dukes, and
with Ouestenreich, other lords
Bl System: Cyrinchmeir runs according to feudal Traditional dress is highly varied and based on
madels. Fach lord or landowner 1= r:_':-.rlrnl:u.!lh_ fia climare. To the south hinens and short robes are
dispures go popular for men; light, fowing dresses for women.

oo i e el ol
lew-and order in s own hel, L ek l.'

fo the nese ford '-'P“‘” the way to the King, CGeneric In the north Stahlnish fashion is popular, as are

_ i:l_':lis'::m:'.n,uu-u;n..u'.n; s, i*.l'.w.:f'.m;-.!r.d Prisnn tme various wools, ‘-L'!‘-!.'IZ'\-. and orher heavy texmles.

. lor infractions by commoners against commaoners, Treated and dved leather is especially popular
and prison Time or (more likelv) execution for critmes throughour the country for those who can afford it
against lords or gentry by comumoners. Precmen have (High Freemen and 'l'c Gienery). Hair is worn long
moare myphes L ::.'T:.:"..li.':h'.".' than nearly any ocher kand, by both men and women, and all manners of beards
imd are protected from execution by law excepr tor are cormmon {though noctherners tend towards chicker
more hemnous crimes. T he Church also muns s own Varetes)

gaurts and inquisitions, which are rarely challenged  Places of Notwe; Barameir, home of the old Imperial
oy any nighr-minded lord or magistrate. Library and powerful porr-ciny: Cyrinthmeir Ciry, the
Snnmics: (yrinthmeir profits from expansive sea-trade nanonal capital and center of the wardd’s gold and
o the south her trade to the ease, Tnmber, liveszock .xlh'-:r—:c:n|L.'1||Lgr_gr_t'.:!;5. Cyrnts Walk, a pold-and-silver-

o

£
tamecially sl sheep, cattle, and horses), and tarming in hemry mountain fnge. =
the center, and eame and mining to the north. Major  Player Bonuses: Natves of Cyrinthmeir ane a trusting lot -
ERNOrLs :|'|_I|.I.I':'| ke .'||'.l.‘| ITCFOE T TI :'|-C:I'[|: s .li‘.‘q‘.l E"-:"':-'-' | ].al |-.| 1T Tl .gl*. g l ] { -:'... .| I‘.;'_'.' drE ;’_n.'[h.'f.l”_‘.' '.'.';_'” E
and silver from Cyrins Walk. A greac deal of wrade, educared (free Skill- Read/White for Freemen and up) i
_'ur:'g CEIrt HE-:- Al _;l_l_:l'_:'|:'=. PO OO _:|'.'|:': |_E|._ e o | ._|i-;| I'\.‘I_xm‘.t\- H "|'.:. I'.~.|'.'|i"i:ar '-'-'i[l'“ I-nrr.'j"l'. .:-.Ir'.‘i-"..l I.E;L 4 |:IFL'L' "'-LII A

puph. Cyrinchmeir has sorne of the finest merchant Imperial Tongue in the south, Staleish Tongue in the
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150 The Riddle of Steel
G—i=;

v

1 any 1'-'-1;_-3_::22-:'

of the northern partion of the old Imperial rerrivories

norch for freemen and gentoy; oy lears

i Ill."'::1lii.| ot

{]u:d:gl_l..n..'r_
[dahr-dahn-cr)

Creopraphy: Sharp and cutting, rocky peaks cover the

“Land of Eagles.” From L||-.' lower costal ranges o

the i:|1?%5h:gl it ol the aorth and ease, Tarmdanes 1za

land of mountains and vallevs. Goars and sheep dot

1 a2 i U e o
those hullsides low EnLEn fDr veme parion, abways

accompanied by a boy shepherd or a grizeled man

accusoomed Li||i'1s= wilves bare-handed .i.E'*'“t—iI'

|'!I.'E .:I'I|'...=.I.'l!'|.=.i'll.:'h I:.::'n'.. I ALETLE, ] '\.:-'II'-':«.:III Dardaner

'..]l\.l.

i hard

l'b:.l_';;'\-_'ﬂl'\l'.ll III-\.\. |.:|:'-I|.|-II:'I e B L | :E l\.||'.l\.'L‘| I"'R.'I:l!:'l.;l\.'—'.:: E." .'\ln.lil.:

thart if thev are not fighting oursiders, they are fightinge
= = 2 T s
y the land’s relisious

Cild | -.|I..‘|-:'I'. !'-. ||'.L"."| :~."r|1'..~: I' l.jlll.' i

history. Much of the coastal population prays to the
I'hree Gods of the Impenal Church—much of the

cast pray in the name of the Propher and his Seven

" *-".-‘ _r,l' o

l'..'ll;,l'-\.\;}-_ :"‘ﬁ..l_l_rll,_'n.l.l.w-ul h;-r ‘.'E;."'-'-'!-:. SECLS, Jj1-:J _Z‘|1I]" s
have come as well, all compounding upon thea
religion still followed by many in Helena, T
aniversal amongst all these warring pams
superTstition—anever b from another persontl
(or you [} ened up |i5|'|l il'.g with them), -E..'-'u'.]:r'S- =
the right shoe firse (ics pust unlucky), and nevers
a patt (or it 1l min on your wedding day),

PoliticsiMilitary: Onee Dardaner progected M

i E
Foomn 'i..:':.l."l'lui..'..]lw. and |.| .-'L"-l.l‘ Vows. U

leadership of the grear chief Scanderburg, D

[hoee

are past. Dardann sce '.I: ~mischves as relisiows i

_'|_'||\_| |:'|l'_'|_':'| [;_'.‘{I‘:l!\_'{\_l.l_'l.j, if mOT T ||1| '_.".:lu i rf-..!.

:1:__5|-.;|_-;-, mercenanes, or revolutionaries, A
aovernments all proclaim authority over thel
and none has the strength o really win, Tn =1
much of the country’s rEsCources and ManpowT
Tl :-i!'__]1|_i|:'_-§'I []I_:_1|||;,.;|||||-. and s hoedes, a5 i
Dardanet has any love for their castern neiglib
Dardanst soldiers are particulacly skills
ambushes and small-group and guenlls oo x
are nored for their crueley as well, and show noms
or guarter to encmics. I bade they of TCT CITTTE
bowes, curved swords, or spears. .f"u:nnr. if w8
resembies thar of the r'-r...'I!'I'.:kh of the east.
Lewal System: Matrers are sertled by local clan o8

religious h-ldurw military fgures. or nf
gl

IMCANT 10 |

depending on whos in charge in any
Punishments are generally severe,
asting mark and [frighten orhers; thus inp

exccution a murderer might lose his hands, vk
both eyes, aned parr of his nose—the tongue o
50 .hm the rale can be told.
1cs: On the

infand made consists primarily o

AT COAEST :fiil.'.r_' % done in fesh and

Ao, 'and

some mining. The violent nature of life in D

I'!rl_:ll_'fl_l-\.\_-;:}\. [Ty et COTIRLERCS 15 WIRAL, many "JF ¥
ferhe
|I|.:'-'I|L'

|nhabitanes/Calmre: Stubborn, su

r I ¥ardan ca

frustracion. I"II-II l_l"l LIy FAlsy o

sbroad and send cheir profis o the fmilds

IPETSTLIONsS and 1
i1 be the P-:_'rl.._'u 1 .|||:. 07 the e

ig_',hr (i thes

sea) or rather dark {on easrern ban

wrted,

and To the

Hair is --:_|<._1~|II-.- brown or hlack, with h—mwn
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from o
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Preachi
with n
:IIH!. F] L]
the giftd
Politics!
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Clothing is intricate, with much lace, embroidery,
and knoe-work. Red, black. and white are popular
tibors, adorned with gold or brass whenever possible.
Vests are common for men and women.

Bie Dardanri speak their own language, of which they
iz immenschyr proud. Most all of them speak cither
Marhuk, Hellenic, or Imperial a5 well (if nor all chree).

W of Moee::Ha

b doughe-over capital.

S Bonuses: + 1
=1 EN {from those mountains). Free Skill: Language

s thie much

1, | he Crolden

P (stubborm), -1 MA (superstition),

tHetlenic, Imperial, or Marluk).

 Hld

)
igraphy: Orak shoots from the earth in all directions,
beeaking often into glades and valleys, Willow trees
wind the rivers, and aspens stand guard abour lakes
and pr!c:u|.~:. In Fall, the countrysicle blazes with a |'|,|.~~|.'ir-.;~._-h
fire 25 leaves kindle in the wind and bursrinro orange
and red Are under the setting sun. Beneath the
ress, brush of all kind Hournshes, dipping in
e shallow streams that lace the countrynde.
Sboon: Paganism is the core belief of most, who
mvere the Sun as the father creator, Weyrth
a the morher, and the moons as his
dasghters. Animals have an imporeane
ielezious significance as well, and are
believed to be the protectors of
man. |hey arc said to offer
themselves as food and
dothing, bur in return musr
be thanked and not wasted or
Druids

wander the land protecting i

I'i!l.:.l.'d l.Li'I. SHUTR.

om over development, p-l:;:ﬂ_ur-.g|
prchards, and asding the villagers.
Preaching harmonious coexistence
with nacure, they warn of famine
and plague as resules of abusing
the gifes given by the Gods.
Hilii.'ﬁ.'l:"-.'ﬁli!fll':.': ]'l"::- is
eomprised of ciry-stares,
Ahr.

much asx Fach

= ar = o
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Protecrorate as they are called. is guided by a
Prosecoor of unbrolken ]Il:l;;l,;:_' anid proper :-.n::_"||:||::|jj|'|!"_|
whae tn tam is guided by a councl of often mysterious
[ drineds. 1:]-:.‘:::‘I1-:!'.'F:w'-.'|.*i:i:.g_l'|-:1‘| by the Protector maintain
peace throughour the various scctors of the
protectorate, and cach defender maintains a garrison
of Guardians ;=.-.'-.r11n;|irif.r_ to the size and demand of
cherr realm. All bur the protector must abide by the
words of the Diruids, and the Druids maintain cha
t|1.rj.' ahide by the wishes of the land

During times of war, men 16 o 27 are marshaled
to form the army, known as the Shield. Frery man is
trained to use the bow and axe from birth, and any
wha have served as Gruardians have traming wich the
longsword and shield, However during times of
peace, these accourerments are forbidden to all save
the appoinoed.

Legal System: All crimes are judged by the Dnuids, who
dispense punishient as they see fir. Murderers are
ted alive to wolves, Miners, the despised robbers of
the earth, are all convicred felons and thieves.

[mprisonment 1% 0ol cormmaon, bt

seoning by those \.-.'rnng:x;l i,

Ecenomics: Economically
vased on produce, any surplus

15 sold o neighboring

countries (exc cpt Al
[nhabmant='Culoure: Superstiitions and

ceremonions, popular culmre g9 mix of
isolationists and rangers. Many would racher
stroll throush the woods on cold winger day
than curl up next to a warm fire. History is
rold in stories, as are moral lessons

and usnhicaonons for actions.
The fey are said o roam free

\i through this land. remaining

\ respe ;Ll'ui-j.' unmolested by

the populace.

Places of Note: The great

I:!.Il-u"l':"ﬂ !I':. "\-'1I||]|!||_:-_:

revered as 2 |:-|:|,|_:_'

ol Iw:'.-liu'.f_-,. and

said to contzin

the greatest Carcle
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character crearion, -20% bepinnine g wealdh,
Eahal
{fah-hahl)

Geography: The western coast of Faha

] A0
15 a fow Har

berween the Crescent Sea and the Mountains of the
Children of the One God. These same mountains
mike up most of the geography of this hard, bleak
land, with scattered lakes and vallevs and thousands
of small crecks and shallow rivers. Farther ro the east
the mooneans smooth out into volcanic [.‘|;ifn.'~ and
toe dense woodlands oo the ,_._,Lﬁ_':. ol n::.'u_'_-- Khanan
and Tzaul.

et band s

The most striking fearure of this a

i LR Sl i B cETRITE .'IF."Ll tlare mse onr ol rl*.;

i o o i | i
VIMCATIIC TOCK, -'|||.LL|'§J.'-' Whater (85 T STreaTns and

valleys. The sky is eternally overcast, with frequent
rains and thrashing winds, Even the trees and prasses
vl | -..{lll::u | -1.".'.-"1‘.-” %' i '||:_ i'n._g.--:_'x W ||_‘ Ll?j.?rl 1||_;_
shaded hue.

Heligion: The Fahalanim (the people of Fahal) worship

|';,;f"|._||_ L

the tribes, Fahal

anE O -alled Bha'al, and Vahal by some of

is the Great Laray Une; “He iz the

Land, He 15 the peaple, He 15 the One God!'

Fahalanism has no nrg.min-ﬁ cleries or leaders per se,

From time to time, generarion 1o seneration, a

|'5|.1||--_.||;:.|- orf warrior-messiah wall rise L [Or UL

the tribes and drive out foreign threars. n"'r"m rimes

a prophet who has “seen the face of Fahal™ will come

out of the mountains of Khaizer Kaabord, called the
Fortress of Blood, 1o |‘1!il':ui I_|||._' words of the Ciray

Bathier to his Children: L T red thro lL,l (aad r_|.:|_ “". VeIl

Tribes of Fahal are also secrer groups of Henakim
Kagoud, or Blood Priests. These men kidn: ap
unbelicvers, :;=.ji1lig them to rimal cirdes in caverns
benecath rings of standing stones to sacrifice them o
the Ceray Father.

Basic Bahalan beliefs are sin 1"'-| Fabal br Croned—

thiy i e one Freat rratdy, Corrtes Dreed COTTR 0N

pragslel wreme. The _-"-'r'-'.-'.l"n'lr' -'-‘_.'r.." ahal are His Children
--. ~ '.1 1 rl- . r 3 - f .- Y -
Fahal s e Lawd, and the Land & Fabal—one day

the ood of the Clildren will return unto the Land,

S (Pt T o el
Politecss IVELIIT

'raI.lllr...
taken with the nrmost g'r1'.'i|1 oe-all Fahalanim

i gren and o take. " T .'|-:'.-.-:_' .-||::'.||r; CIVIE
L !

The Fahalanim see all things as a2 matrerofl

.lliL: '-'.'lii'.:. '.IEI."-' [ESRCT '.|I'.I':I!-L' thac scand '_'|'-.nr I

they believe in, and hold extreme contempel

Better 1o believe mal

thar belicve in nod ]
1I"-|"||| L) e | ||-' I ik

III:'\-r

god than in none, betmer o

liar oneself. It can be dangerous w converse

Fahalan on marters of religion, however, &
conversation could end up something like dis
Fahalan:

T eannot trat you, wmy frend, for won o

me g gy

Unbeliever: “f o mor! 5

Fahalan:

telicre; 1 1

I ||'.- ' ':I-'

A tell you thar Fahal = God, and vl

L ol P R e e A .ﬁ

Betiere, Yo do mor frust e .--'.-:r.:: Srer, cam 8

Yozl

7r Because Fahial has no

i

likewise Lacks sipnificans politcs. Most narices

Fihal alone, since the mountaimous foms
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absolute silence (T hear His Voice™). Every fighter

present then cuts himself—usually on the forearm

asking that Fahal drink these drops and be satiated,
else “every drop must be taken.”

| :‘“gfli Svsrem: .!:'-.'-:'I':,-' clan 5 2OVET ned by g chiefl who s
surrounded by ar leasr one (bur as many as seven)
champion and as many aksebulim, or clders, as live
within the camp. Any man whe lives o the age of
40 iz considered an elder, since life in Fahal 1s shon
and brural. All decisions are made by the chief and
his -:_'|_‘:--L||'.‘-:_';.- (his |'§‘|.'|‘.‘|'|'_'|i|:-|'|\ :‘::'ll_i ':!:n; ..I'J:'_..;.-.{'.l.-.-'..'r.r.l:l.
Murder or thefr within the tribe are the grearest of
crimes, and are always sertied through a duel.

Economics: Fahalanim live as hunters, gatherers, raiders,
and shepherds. The last two methods are the most
fruichul, though significant Liems exist in the lowlands

where the gray bej-grass is ground and baked meo
course bread. Croars and sheep provide most all dainy
and meat, as well as leather and wool for clothing,
The mountains are rich with coal and iren which is
primarily mined by outlanders with enough military
force to hold 2 mine against ruiders forany length of
time,
A rrade i handled rhn,:-r.gh barrer o g,il": ;i-.--ug.
Inhabmants/Culrure: Like the tand they call Facher, che
Fahalanim are gray-skinned, with a pale slare-

%

color predominating. Warmer tones are more

— common m the east as a theowback from
(sinnful) relations with Keymeans and other outlanders,
”:_lil' i.'\. '.'||-.-.-':|.:-.'.- E‘:l:l.‘_.l-\.. rl‘il'\-:ig!". glﬂ:.’ kl,H‘-:,.;'h.-:iIIE il_‘:l{i‘\. L0 ]
whire with age. Eyes may be brown, gray, black, green,
or blue, though the lasr two are uncommon. The
Children of Fahal are & somber lot, given 1o long
contemplation and discussion of spiritual matsers. Life
15 short, and they feel thae they muse always be prepared
for Fahal to call for their blood, Their ||:|_1.-,'|,|I,i-:_'.x lie
first to their god, then ro their family, then o their
tribe, and lastly o cheir people. They have no comcept
of namionalism or pacriorism, but rather undying
dedication to their god.

They all speak Fahalan, a largguage distandy related
te the rongues of Ixliaph and Terhamun, Muliiple
:_i ::'|.|-:_'\-:_'I:-i cxI51 cach of the seven r:l;‘li-:ll [|'i|‘:l|."\. :ii‘:-;'.]L:;L

differenely. Those Fahalanim living on the borders

FAHAL
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mray speak the languaze of their neighbors.

Places of More: rj-lll:l::.i'.|. & Ty ol e western !Clr'n':.lr;.'h. |'fl1-
a muddy town by western standards, but is the larges
permanent settlement in Fahal: Tr was builc by
unbelievers several hundred years ago and is the masi
racially diverse place in Fahal. Fahal is also the home
of hundreds of catacombs, tombs, and mines buils
by ancient peogles and modern entrepreneurs.

PMlayer Bonuses: The Fahalantm are stubbom, hard, anc
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unchanging (+1 T, WFE =1 5Soc. MAKSE
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and conrest for rulership of the country inan endless
game of power. Currentdy rwo grear merchant factions
openly war for conerol of the country, granting land
and citles, commissions in the navy and orher boons
to any who hinder or eliminare members of the rival
Cartel. Civil war is expected any day should the
smaller guilds openly side one way or another. Unil
now, hiowever, the seventeen other main factions have
played one side against the other, theugh each side s
known to have at least five of the guilds in its pocker.
As these negotiations are always secret, no one guild
eruly trusts another, The Vardonna and Elujarde, the
main Cartels, have secrer alliances with neighboring
countrics, and open hostlities are about to begin...
Legal System: As all men of Fauth are free. any infracrion
committed is judsed by their employver. Those who
do not belong to a Cartel are considered worthless,
anid are set to msks menial, debasing and physical, a

HLOV]
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O e e T ¢
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the Crelure -r.;u'

o ".'.l."-lJ LAKLED "-II.:.'II.il'- |i||'f.’:-2.'|' ||Ii|.:| Lll.l.'

Imperial Sandard—Hhas !_#“'lLll great .:lc:-;||,|;-;||:|!.-'
throughout the western world.

Inhabitans/Culrure: The people of Gelure are struggling
between the

|"'I'i-\'.|l'.' .'I.'hl 5a |.-i:T_'-' r-.'.u'_'."h: Frosn

accustomed to under Uslub’s rmule and the fac thar
he is mimored tobe the Devil himself. The Geluroise
have always been a religious folk, but find themselves
moving away from their Bith in light of their growing
prosperity: Most every family has a son in the militan:
Uhey still generally dissaprove of the idea of witches
and warocks nu.mr-ir_:r;...h in their land—and have
thus become a superstitious lor—but avoid lynchings
made a call fo

M |:-'|'-|.I I'-I:'\- |1i Il:?n"' I.'«.l.” |.‘:".'L:.'| T

of the dark arrs 1o find shelrer with him.

VNITIH

Mouost Ueluroise have light skin and hair. witch

honey-blond and light brown being the most

ﬁ-: R - = P Y '
O e

common. | heir eyes are generally blue, bog

green. Nobles generally poweder their hair andf
thoush the Emperor dislikes the pracrice. fes
dress poorly, wearing woolens and comons s
Mables wear fine sills and ocher fine maresalih
far-seas made. All members of the milicany we
uniforms whenever pr:-tcxi';lh.', .L'."Tt'-rdin;{ them e
and securiey:

The cl.T cral finguage of Gelure 15 Geluross]
people n Gelure speak. the language of the
{ ::.'I inthmeiean, Chuestenreichi
Languz
larrenshire, Picei, and Angharad arc not uncing

:'||.':-_':||l-.||'
=

#Xanarnan (the lmpenal Tongue). The

in the far norrhern peninsula.

Places of Note: Dirack Guol, the capital, locasdog
Lake of Mist. The Frostbite Mountamns, when
is s=id 1o have come from, hundeeds of snalls
along the seashores.

Mlayer Bonuses: | ';_',Il bvs social and .'l::liriq.' 2l reforme
changed a lot in Gelure. Instead of being hur i
Crifeed are tken o and nortured (+ 3 Prof

points for the Gilted, not the Pey, in Geluze) 8

training s excellent (any character with 2 o

SR 1o any militanl

Proficiency poin

background gets—1 v bkl

packer and + 1 ¢ bor weapans imn

'L":.*.1~;-.1r'.7~; are not allowed ro carry any weapal
but freemen (assumed o be military) may cams
anything they wish. Lasily, the strength u‘
coinage adds + 10% 1o starting wealth,
Helena
.’Ewh—]a:.'-'.':.a‘:u;'
Licography: Helena, land of the mlling plamns |
of the peninsula is rich in the necessary minn
groowing grapes, which are in torn wed ©
famonis wines, and other sweet fruirs. The lindd
is lush and green with flowing hills and rollingg
vast enaugh o seemingly be oceans unto them i
[ hese quulf?ir.' 5 a5 well as several namral pd
ezsily made harbors also have drawn m
|'.L-_J~'.:1'.'.|r'.:: this *The Mend
Paradise,”
}Ef.'ligiﬁr..- The majoricy of Helenas populace

peacelul place

wilrirude of man- -|Lr_ goads and rmhlrﬁr&. i
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jmaa pagan belief. However along the western fron: collects taxes from visiting merchants, bur not so

#Hclena, the religion of “The Three-Gods-Become- much as po discourage outsiders from coming fo made.

ne bas been wairener inbuence and popalancy among Inhabieants/Culture: The major Ity af i lelenas POPLLLEOE

part towens trading with the Xanarian Empire. is 2 jovful and friendly sorr. Most of the people work

B/ Milivary: The naton of Helena 13 2 nentral one, a farm thar they will defond wath their lives if it were

e olven 3 mcening ground bor warnng nations o ever threatened, bue would also offer the spare room

wurk our treanics. Though neweral, Helena does boast for a weary taveler at merely a second glance. The

3 decent sized miliant force composed mainly ot wealthier members of the Helena sociery run the

highly trained foor soldiers and a nawvy thar is rarely ports, harbors and trading posts. All of the populace

matched. Bevond this, it is said thatwhen an invading is of 4 mediom build with light rones skin and

b has tried 1o take a portion of Helena, the farmers medium 1o dark haiz. The current popular haiestyles

i the lnd have been knovwn oo rise up and fend off are, long hair to rhe waist, often braided mm one or

EnLire beginns ara rme. rwao thick strands for women, and short beards and

ahort swords and long Spears are |_:I-:|;|:_:|:_'|-.' shorr car hair for men.

weapons, ideal for the phalanx, a military formanon The populace spealk their own language, Hellenic,

of spearmen with large shields in long ranks. though Helenas prominence as a merchane'’s paradise

bemperzture and availability makes most armors provides citizens with opportunicies 1o learn many

i|||pr:+;‘.i-'.u|. l|||:.|_,-;_r||' barbut-stvle helms, along with others. The Impenal tongue is EL%FIEEU;'-.-IF'}' COLFLITION

@in and forcarm protecrion, are common amongst  Places of Note: Spatha is Helenas major port town,

e o v ~ = 1 k| 1: e o
My SOEIcrs, '::'."II'.' r|1-.- Imore '.'-'L'ii.i.'.':.":".' LAl -..II-':Z[L'. tamons for 1s merchants and |||.:I!1':|||.;.|I||._'.'. AL A, 15

ircasiplares or suits of chain. its capitol city, 15 known for its incredible and ancient

i Sestem: The legal system is a loose democracy, architecture, art, and sculpoure.

[Mayer Bonuses: Due to the triendly and easygoing nature

I:‘Ih_'.:\_l Ilh::l'_:l_i_}\. I-TI:'I“Il Ii'.cl-;l;_'l':'qu,"' "'h;.n'l."l.} [ NE, '.'i::l::h a
welthy male, meet in the
|_-.|,|_1i|,;qi Civ of AnQca o
ditide upon raxes, and
wther incernal affairs.

These meetings are held
twiea year. and on rare
pocasinns as often as once
imonth.

Reocmics: Helena is nearty
e xdeal rrading place and
i§ thus 2 rich

very
gouncry- Its expores
mclude, bue are not
limited to, exotic fruics,
gremicly sweer winos—
for which Helena 1
amous—wool, and
some sillcs. Their imports
are the occasional
:||i'!!|!|;_"|| of arms and

gl e[ I I I.'I!.'."I:'I ‘-. e

HELENA
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ol Helenas citizens, Player Characters from this nasion
get +1 Soc. Those from Antica receive any an or erahi
skill for tree, and those from Spatha speak on
agditional language tor free,

Imjia

{eem-jee-uh)

Creography; Cue by the massive rushing waters of the
Caanan Biver, the land of Imjra feeds on the *'.r|ia-l.:-l_=.]r'
water and from it grows twisted trees yearlong,
comsonand black, An oudlaw from che brown color
scheme; green grass or leafs are seen briefly only in
the months of spring. Summer bakes the leaves
brown, and fall grinds them to billowing powder
In the dark recess of the night cdlouds of bats wing
through the skies, sithouetted on fields of glowing
CrETTSO Lﬂ::mir:g from the volcanos mouth; -I_!lﬂ".:f.r'h
water 15 plenciful, acidic soil limits the growth of
plants in the vicinioy of the Demons Fang mountain
range. Spitdng fire and bramstone from a sulfurous
maw of dripping lava the Mountain of

F

Destruction, Voduzogf Earred, vorments the
earch-wich ash and rock. Farther northeust
the seed of these shriveled plants take root,
and flourish in haphazard array. Whar
wildlife there exists roams from these
scragply forests across the blasted plainsand
e the Desert of Bone.  Peeding on gray
#ref-grass and rwigs are long horned bison,
cusstomarily adorned with their Hea-cating
finch from which maost life 15 sustained.
Religion: Forsaken by the gods, or 50 it is
believed, the shuddering masses have raken
to-offering their prayvers wo their tormentor,
tn hopes thar he will grant them a quick
dearh from ;1-;,',::.':]{‘::-;_':_‘“ in the sread of
starvarion. Here worshiped by rthe
forsaken and bound o his service are
the Disciples of Shire, a Demon
who kills while m ones dreamns;
Shire, or his priests,
(depending on your -
point of view)
demands half of all

Inhabitans/Culoure: Black or crimson 15 wotnl

thar is praduced in the country inorder o i
wrath: ez g|;ul§}’ griverl, for resistance g
staking near the path of s Lava flow. .
PoliticaMilitary; Cutthroat bands of mercenanesh
and killees eoam the bands El_1r_1::|1|:|:: and bant
their dark conrenr. A few strongholds have i
through our the ages, and those thar do cost i
constant martial law. A preferable arrangems
starvation and death, many flee to these S
Citadels, and serve the Generals and their s
glee, Most are aligned with the Darkiongis
o rerain fres, oo |.;inl_1 sertbe and perpet el s
t5 2 simple marer of survival of the freesy, andl
often, the well fed.
Legal System: Under martial law, no one leng
home before sunrise, or sfter sunser. Villpa
be searched at anyeime, and anyone may béls
in for questioning by the authories. Anes
tound in possession of a weapon, :in;rrriﬂg _'
creating dissension is exiled. Tramors arc o '
the block. All other criminals are thrown @
pits to rot and die, or be eaten by the other pg
Appeals are made with gold. All practitios
“unrighteous” religions are sacrificed by i
of bire ar the ™ Temple of the Scourge” on 'V

Farmd.

Economics: Imjia i
mineral wealth. iron png
[rarke wood of the oo
trees produces e
bows and armows
dense and hand
Kud:n

NECCE5ITY T E

witch

the populatmg
supply. Frii
spices trom
are priceles
PHmenan wn
main export ot
slaves, who ol

SR ML Do lIi1JLi.i.[15.1_:.' Lo Dw S0l

populanion, the deeper the black, the wealrs
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man. Crimson is reserved for priests,
who follow suir in reverse order. All
wve the .||i:_':|‘| I'|‘.:Eir.:|r:.- are torced o
arostrate themselves on their bellics
gpon the passing of a Child (as the
priest of the Darkrongues refer to
hemsclves). Thes pracrice is highly
effective in weeding our dissenters ar :ml
B smong willed .'-|||_.|1.-I|:-:I.1|=\.- lattoos are
|:-|_'|_‘.hu|':r;u|:_|_:-r‘-2| the --.._""L‘TH who erch
their suffering int o theirskin, Piercin
B also |.'{'|I'|1:'|1|:-E:|'|‘-|.1:.';: throughour r|'.:‘
kand.
flxces of MNote:
Scourge On
gaze into the fires of hell iself. Only

In the Temple of the
'.-"EJ-'-!'.-::-:l:ill'.!'_f.-Ir:.-"i'i".:'."-"'l CHILE LG

priests teeurn from that dark abode of
demons and they do so withowr souls.
To the cast, along the coast, more
hospirable regions are maintained in an iron grip by
the denizens of the Shadows and are much more
plesant 1o live in.

2 EN,

| e I_'I]I_i'-:_ s -i'll' the mil Lary dle LCASTEATCO.

fiper Bonuses: 2 HT: unftorrunarety, al

iaph
k- lec-af)
| beched in the cwist ing pestle ar 1d mortar of irs
MOUNEA oS [errin, dhe. country of Ixliaph unfolds
itz table toped mesas northeward unnl '|”'i""“'-1§=.'-'°- -|r~l]""-'
the Lipping waves of the silent sea. Perfealy suited to

tams and goats, endless ranpes of 1||.'1t.~.=p|-_;u:- P

mouncain scolf defiantdy ar the pathetic artempts man
| s = L il Pt o ) r
makes to settle them, Wind cut masoers of carth

seemingly avalanche away from gleaming fangs of

Tl;-Ij_'h;-ll (i .'f'||'l:'I”i'§-"'.'|-' .1”1.":.-!-. hid
wegecation and wildlife from the relentiess screams
af the xn.1p|'.-::u> wind, slit by glacial srreams cradling
life giving: fish that feed the adamantine creatures tierce
enouph to stake claim arop the great plateau.

Wision: Hard lined fanaricism of stricture and absunence

the Cles

I 1 I : : .. - - -
HEL of steel. { hosen |.:l}' ik Ll :_',I:-L‘- b eNMOCos 10E

5 I'I‘_'i,{_'_'\:lfl{_"\.xl':.-' entorced 51-.‘.-'

e law of Esauln, they have outlawed anything that

Politics/Milivary:

fe sheltering refupees of  Legal Sysrem: T

1C5 thar wicld the
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might petvert the minds of the Hock. A, dance,
[ITLLSIC, WEADONS, education and faiths not Esauln have
been eliminared from the land. ¥While thiz may seem
harsh, oniy 3 recorded murders in the last 50 VLS
and lack of ol wear for over 70 pronve that their
methods, :_j|-:_:-|,r5|‘: CRITEME, are ;.'I:-ll.‘l.'il'-"..'.
The politics and military of 1~.1i'1p-|1 are
controlled by the l: lerics, whe ingerpret and enforce

the waord of "-.-1u.~;|.1 They alone may bear arms or

judge the fallen and infidels, whi are always

arcempring ro infiltrate and undermine their society

with their pagan elicts: E’l'ir‘mrilv rl.'-cpx:-z1:ui1=-|-:: for
Protecting the jm _:-}l._||4:-|, 5 from the -J.-:.I wons that fark

in the hills, the military is comprised of bands of

realous brothers who range the mountain passes and

r,:_l\|| ZuCT ilka TV le ..!""ll 15L A0y for i‘.-."-.- are direcred.
he 1=_:-].cr.-.-||-_-_;;;;:_-q--| nes of treason. Creanng
a graven image fany form of arr), practicing sorcery,
|=.-rc-.ac|-.-.n;:¢J;ﬂ~.-n; faich, owning any lmf sk other than the
Kewva. Critnies againse the faith are; Possessing a weapon,
exposing any skin save thar abourt the eyes, knowing
another lainguage, reading and wiiting, dancing (reputed
Lo :_|-.'|‘_L_-r::|:'|._1 clisgrist the -:1-:|::.' ane), tailling to pray thooe
anel any action save

& day, pracricing medicine, prayver

on the f.=_-.' af |._3L_,|~r {the last day of f the weels).

[xLiAPH
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Eronomics: There s mide of rmmswoal and guif.l occasionally
with those who have proven conversion to Fsauln,
muainly for grain.

Inhabitanes/Culture: Stern and somber, stoical and
separatists, the bronze skinned and black haired
populous of gaunt shepherds and housewives are
honcsr and forch ig’:n-'l'hrg.- ncver doulr their laow as
being rghr or their lives as harsh or cruel. Viewing
other nationalities as week and perverted. they hold

llli.'ll.'i.'nl'.'l‘."'i.'.'- 18] E'H. dI1 i.'."i..’.f]]]"lw’.' |-I.'li L|1l.' '.'L':TIiI.Er'.l.il:']' E]‘I.

the world to follow. Nonetheless, they manage o

cke our decent lives in a land most would regard as

- I
SAVASE AL DERT
.-L.\.Lf\. LG

|’|.'|| o5 0l N-.ll_r' :'..;l_l wil |'||'.| rlu- :|:|'-'.|||I_:_|il'::1., .|.-|:'-;||. D

Legal Sy

il ers

mineers s mnoned modwell. Those whio have en

redl wrild ralesaf . hefore they are stlenoed bor
Player Bonuses: +1 T, =1 EN, -1 5042 -1 MA |

LAmE |9

Krym-Khanan

(krihm khab-nahn)

Cieopraphy: Eagles and vulnires circle the open shad
endless sieppe. Bencath them nomads and hahis
hordes roam through tall grasses, winding o
shallow marshes, and scattered woodland. Theg
plains of Krym-Khanan border a great vanen ol

and climares, burare all woifed 'rl:-.' e

never-ceasing fronrier-prairic. '

Retigion: Each mmibe, clan, or horde

pray io its own gods or to none. a8

as the great Tataar Honde, follow thel

Vows ol the Prophet. broughe to them8

I;-]r:l.ll'l:_.'ll'.lln. Eil :':':-:_' u_:-:_ll_l: -'"n” '|:i|§|-:||.

Krym-Khanan, however, is "rainted %

ancient heachen practices, no marrerwa

priest or cleric teaches on holy days.

Politics/ Military: Keym-Khanan hacd

government to speak of. Rather sl

ribes and clans roam the sieppel

enforcing its own law, The most po

of these clans s the Taraar Flornde s
holds the power 1o unite most of thesm
tribes and clans in times of war TheTif
are closely tied to the Sultan of Oam
rehigrously, economically, and polinals

Taraar horsemen—r{eared!
bur the Kozaks of Zaporozhes
diminurmee :]ghrvm on small, Tougher
nails ponics. They excel ar hit-and-m
raiding tactics, are incredibly Fstand
and can live {ear, sleep...do s
I|'||_' :_~:-'|-;_‘||_:”-:_' E-::I-I' -;_|."|:.'~\. Of l.‘.--:_'-:_"|-.*~ ([ :_'.'||j_ |:
carry lighe sabers and shor bews, 08
pPOOLEr Warriors may use anly spsg
chelarry, axes made using horses' e
MNo one—man, woman or child—l8

!H.' I_I.ZlirJI'.IJ '|-".'i|.|ll.'ll!I i |IZ-[3§'I -..'lL."n'?.'l'.i vl
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'.'::J.'{m'-:-:-'l':u clan or mmbal chief and the tribal

ghlers have the final all incra-tribal

5Y LIE

marrers. Al marters between clans are handled

s||.'|:-|.-:'.1. violence or, it tirmes of war, ’.1_?' the

fhan: T

Pur Ity -m.-l.‘l s '\...L (KN |‘.|. CACSCETIL _|_'r_| :‘.I'-!!I'.1 I.|:.;.'

hie Ehan 15 the chiet of the lataar

| arcaics] weal rior and CORNCUECTON EYer Lo oAl

e sreps, (hersi-Khan.

gerermined by wealth, alliances, and physical

Social srarus s

might.

Wrocmics: Herding ist the most productive thing

i ahe ol ful
"-'E:I:'.' tribes amd «

of hunters and garherers does.

lans subsist through raiding

gnd skrve trade wich (and chroush) neyghboning

gountrics, The Taraar horde 15 by far the

pealthicst group, with "m‘lxl-“ raiding. slave

II ':rJl.Il_'_ kil i:j‘:!l.['_;_"\-\. r ARLL HELLARERL I 1 IL5 ||:'.l\.| -.._..::L"‘::.

Bhicines/ Culture: Krymeans are penerally shore and

L ke black hair and eyes. | Fhev ape

| 13 i 1 Er
guremely resiliens and stubborn, and are Known for
kving ficry rempers. In the cold monrths, furs and

karhers are ".--Fr'| Ir ,_'||,'|'E' whereas  In warmer

monchs ma o baggy breeches and 4

Many go

my =1 FII."' QCT

ample vest or no shirt ar all. barefoot in
warmer months,

by Tk | :||
Flanan—Sarmarovian, Zaporozhyan

:Iuiilf;IIL L]

bnpuage of

find their home in .*C::.':n-
. il and

rhe

L MELages
name a few. Krvmean T |.':.:||".|l-:1
the Tataar horde, i the most like a

wnd in Krym.

manonal tongue as :I'I:_'h: e I

khanan.

e of Mo Caanan, Na zigg, and Ud’ Anhuf are thre
great rivers that pass bepween Koym-Khanan's sparse
hills and floed i low plains in tmes of min. Most

gatinnary population lives along these rivers, though

the Horde ndes everywhere

reans gain +1 TO and

soviall

d |.'II| W |.| 1

L

Bier Bonuses: Ta

EN due wo thenr nce. | e

5'.uu--- {=1dG inches) makes them
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[=2 Ridi
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Numena
[new-mehr-ee-ah)
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Geography; Though mostdly

desert wind in the west by the canvons of Vagails

lies the Great Valley of Twilight. Asrride the enormous

oasis. the residents of Sephite farm the and land for

daces and olives, srowing fields of E;F.'lill and Srdaae

oxen on the short erass left from che harvest. Much
i

Ii.'l“;.' -:,|| L :‘:I'll.i‘m.':'!!'“:' 15 |'.!'.':q.'.'l. Ve L 'll.l.':i...'t-:l‘-'l.'ll

TRICTOO T -.::.'l‘il!:".w'-.'ll o Elowers

scragely brush and wi

anly willing to bloom for a thunderstorm. Spilling
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'||3 e fire
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[EAVCESE 105 hilasred landscay horder of Ahr

rests the holy mount v shepherds

ind pricsts. Here the Numerians grow grapes and

press them into. a blood red wine fvored by abl within

ddlife roams the terrirories, witch

the excepnon of birds and che

i Litthe w

the reg

I [N STEpHCs ||:-L|."-"

Relimon: Priestesses lead Numeria, the |.|"| the rulers claim
E

Descendanes from the ;-Fiil.». Enrirely
tnue believing cheir

nd the

-.'»'-LI i 51 £

L‘iiw--*rf.';-ir'? [ |‘-"|_a b Lt e 1

ds ro posses the bodies ol animals,

man. | his lie of reasoming allo O SWay @

large portion of |'|"-.".I|:'I'.~\. infe breaking from

Faces of

MNUMERIA
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priestesses 2 measurable

Tezr Hamun, and gave the

increase i power. Ceremonies are held on a weekly
and the fairthful are called Lpon for tiche and

an their behalf.

Small idols {icons} can be found in nearly every home,

basis,

l:'|1' FII.'“;-'_""-. I [T |.1‘i-r INECICCAEI0n

an example of the commitment and be ||-.t afl the

people. They hold Ehld in higher starus than Yone,

their beliets fu_-ir.g similar and now maintain decenr
refarions with Ter Haman (albeir there are definite
rivalries to be had).

Politics/Military: Currentdy es 1gAg ed in skirmishes on their
northern borders as both Taveruun and Dardanet
encroach, Numeria strugeles to

;1|,,'|_i:1|_;_1i|| |_|_:-.'1I_|-;_|| -:_|| |:|'=|._' FIVER .'1l.|'|:i_.-'L:I'|‘:.

As the port of Zahnirr is so far from the

capital of Sephite, it is difficulr o

supply, and is generally forced to

negotiate and trade in order to mainean
itself. This has worked shightly o the
advantage of other nations, who have
been allowed o mainmain embassics
within the ciry borders. From Zahnitr
goods arc sailed across the sea to

Savarstra and south to Tex Hamun.
Equipment mainly composed of

tron, the weapons and armor of this

FEZION are Ii!_;! rand PO ahle, '=L|'.u-.1|'.= and

shorr swords are favored, as are small

bronze shiclds and helms. 'I_.-'u- ':n':'.Er.an'
has mastered the use of the chanor, ._-1-;1
bred a strain of horse well suited to the
demands of Addmionally,

] il_‘:ll._'_ﬁ. -:_r|"||'||._:‘.5-. |_.'|:1|-:_'| |'|'||'-.'|I'IE|,_'|:: .'"I'-:‘\-c:‘l'l:'lnz"l'l

the desert.

can be ratlied (for a price) to furtheradd
to the bulk of the sranding army. As
the first born child of any family is llll'.'
property of the priestesses, an army of
well-tramed fanatics s always finding
itself restocked by zealous young
graduares.

Legal System: Law is enforced in Numeris
only when a threat to the Pricsoesses is
perceived. Treason and war are the only
true concerns of the ruling females of

5, T F o i .
P s i ol e e T -
S % oia b I o

i T
%
5 L] N .
piy L

this land. As higureheads, the [Descendants m
show of handling merchanes and petitionss
the hedonistic religious leaders engape mi
& vast OrzanEtion s
more than insurals
ience be awarded them arall

debauchery. Controlling
assassins, the Priestesses have
lovalty and obex
Blasphemy grmr their gods most often resub
public skinning, slaying one is punished in thef :
1 staleed naked o the snl
Eeonomics: lron mines provide a great deal of il
Ahr, and the Numerian wine is covered by min
T._, _'[ LETALLEN, -"._._1.__||[||'§. |.-|||'., eI I_"|-:‘|=\. ||’rr‘-""J:|11|

desert with [l.':l: AOCLS 00
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gatern regions have maintained the sconom v for
ti:.'HL‘I:dxi:lr'--; ars Carrentdy, the coun Iy "\C-;].lfq'_']'l'll'.ll:ll'lf__?__
'l:lgrm'.-'r_'*l'!' "'1-;1 '-.'-'lnl. r"n-:_'n' h'm:'-.‘.lna |_:|:|;_ﬁ_'["r_'t"-'. ¥11]
lmeeting with lictle success, due largely in part 1o
Bthe lock: of direction by the Descendants. Wood.

Bbowiever, is scarce and imported invast quantities from
*Fhid.

b Culnure: Numerians share the browned skin
g lithe muscularure of their predecessors, however
Sebemen prefer | tong braided square cur beards banded
in goidd or copper with thickly oiled close cropped
ir o the shaved heads of Ter' Hamun. Overal] the
teuntry 5 hedonistic, fond of wine and lotus
hlassorms. Reading and wr iting is common, thou al:

bpracticed in g basic form.

tzsaf Nowe: High arop the Vagailith the Swirway of
flie Sun, an enormons tower buily long ago, stands
It is
pristesses practice cheir rituals, and is taboo 10 any

fleacly overlooking the desserr. where the
g they. Ascending the Veerch is the final cest of
Rbdiery, and allows the warrior 4 clear view of whar
heis fighting to prorect.

W +1 PER,
Ben actirude often found in Numerians.,

Mrer Bonrises:

due o the eir-oe-bes

& i)
merany: [nky granice armored in 2 coar of shim imering
pamite sternly glares skyward, proud and fierc: v stolid
within the :1.-:||-._ fluffy Hurry of i
eathwa

icy death wafting
banguid cursy, Falling darkness heralds
e initiztion of the moons barde for dominance an

R

the '.'!-IE_;']'J.l canvas of snow. Ohy clear .:1:;:_.-_-. wieh still
wnd, 2 man standing amid rhe seats of alants and
gods can fully grasp the msignificance of his life, and
the radiaring power that i the land. Hete in the norch
i3 Gnd unlit for men. A land for creamures and
femens whose hears are borged of steel, Odeon swears
pane save the strong shall inhabic its borders. Ty e

here that che ..!]w-:_r tov the riddle may be found, i
there o1

ruly is one, carried in the -.|-:.1|'.::; kiss of the
P Starmigueen.

Bgion: Know always that the gods have forsaken YL,
Their bartle was waged, and lost, Now they sleep,

Places of Note: It is said thar paradise lies just over the
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some in the sky, some in the earth. They care not for
¥Ou Or your desires, your existence is no more than
passing dream. One day chey will awaken again, and
man shall know thar all va anity is self I.i.l.'l-l.i[. Unto
that day and that final end, live a3 you will, destroy
those who stand against you, in 1d head not the
whimpering of the weak

may die well, Mo
one but you can defend yourself. Stane weapons and

Polmics/Milicary: Be strong that you

tols fastened 1o bones are indicative of the gencral
status of technolopgical advance. Few rees dot the
tundric landscape, hence wood is a valuable
commaodiry for life. Politics are simple, protece whar
is yours by whatever means necessar v. Bands of
tibesmen war with one another, and o un; ty of any
kind exists throughout the o jority of the land. T

Mounrain, a semi-nomadic rribe of MHY warriors

N

unider the leadership of the § STOTMguecn, assers itself

as the ruler of the land. However, 45 little is done to

malttain the kingdom, individuals in need must
1ourney to the camp and perition aid. Stone axes and
spears are the common weaponry, as well as bone
daggers and clubs, Metal WEIpONS are treasures,
heidooms, and the cause of countless thefis and
accompanying murders,

Legal System: Gor a problem? Fight to the deach or shut
Ly,

Economics: Odeons use teech as coinage. Furs and peles
are traded for deer, which the inhabitants have [i
success in herding,

mited

Inhabitanes/Culure: Many of the inhabitants flee the

torsaken land of ice Distunguished from other
natiomalities by their whice hair, |'.~||¢- skin and zif very
eves, Odeons are hunters by birth, and whi ]l_
unlcarned in the fineries of life, can be assured of their
OWETE SLIEvIval, Tz rcless of o TEIr surroanTid Ly terraimn.
Il hey are agmle

gile-climbers and silent as che talling snow.
Women are the dominanr sex, being larger and
stronger than the men, On average they tower around

7 teet, the largest has reached 8797,

northern fdee of the farthest mountain. beneath the

ODEON

~:|1i"“'||'|q:|'ir" aurcra tha ar guands it Pew have survived

-.h-. rrek LFRAEE I:Jh:ﬁr L|||r;:11._| L e ol rs, and none have
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|';_':'.|r.'>-.'-_2 to tell of ir. There ane vast caves of icicles
1 l.«.-.IZI I|I«. et ].1| "| oIers carved |.'l'l. the steam and

geysers of the volcanic region. Bands and mribes of

Odeons inhabit many, and all are eerily beauriful in
the glimmer of sunlight,

Ihonus oo 5T amd

[0, Males a +1 5T, Both Sexes suffer =2 MA

]'|~1_'.'-.-r Bonmuses: Females receive a4

Orramaruk

.l.'l-!‘l AE-TTE ||

I1||-:-q_':l

'l-..; |:'|F | I.:-ll'lll. l"ll'l:.-;'\:.ll.:.'\:i I:li'.l_li'\-\..\, '|.\,|'.':i_:._'\_;_' .\,'l.J -\.\,i_-l_,l_“:l I-__.:_':l'_;_'
I!|".r.' m:-r:"n'.'w:r .'|'.'t-:i SkLET |:|;.|x' COFTEEs il i1l |l=|||"
Otamarduk. | wo fagged
DMarlule Steppes, home of grear plains, sopgy marshes,

Berwreen these 1 1E -..'-- 1% |.|' !

and scattered woodlands. The weather is warm

TI'II'I_:-I.::-::.'H-:II_I[:_ WiLEl :fl_'l.]lll.'!'.l winter rains and w0ong

SR IMAET {II"::llll-'.-il:'\- ': yECAL TLL -'1'\.\_"\1 |.,_-.,L|_ _r.\, T "'|l_'_"!"|J

ir:f-f.‘“—’.h‘.“. ."'||.I|I|-' '-'-..'I I. I FEIYER '-.,, Bl |'\l'|' '-'-'::ull'l_':l

bandis, 1-'ul ruders.

Religion: All of Oramaruk bows before the Emir, the

|l=:_1|; cleric, as they recite the Seven Vows of the

Prophet morning, noon, and nighr. Marluks {(those

thar live L

i Oamarfuk), thoush not as outwardly
fanarical as their distant cousins in |'-;i_:._|}:-5'|_ have
I_‘ILL |.1|-|.'|.a H | E'r'.'.lr I'I':IIIL VLT III‘.\‘!:"IE "I!:' ||'.:'-|l;.|-\.\. .i'u I_:-\.I"||_.\_|.\_|i|
those char follow che Three-Crods-Become-Oine, This
war manifests itself nor only in hacde, burin abuse
of Prisoners, !I::.l'-"-' -|J1.':.--[r.1-.'.-.-. and jrrsarrie—ihe
caprured sons of infidels raised to the faith of the

Seven Vows and a

l’n|i:i:.'.l»'-'."-.ﬁ'.':i.:r_'.'-. Teanl and

hatred of their fathers.
Khanan

tributes to Orramarluk, which funds add 1o an ancient

|~:| WITE :I..I_:.' |:l.'..=."\-'_'|'

war waged primarily on the borders of Telena and

| f':'.:n_:a:'.-." "ml:.'-:.' the fall of :M.lr..'.ril'..rn and the Emprire

Crramua

the warld, and

Iuk i the most powerbul imperial torce in

bias desizns on the domination ol
{"Weyrth.

This is all under the banner of the Prapher ar

Mlaraiah .'|I'|-:;.']i.'.2|.-'|:_|| fz il nocon the wholeo
1d in the
name of the Seven Vows.

The most feared of all Markul soldiers are the
harsemen and mounted archers called

"|:||'|.;-:J

swords these merciless raiders ride small ponies in

light
Marmredids short bows and curved

Eflli;.'rlll.'l-:i'._'.'.'.' CACTRCS, | :uul;'l I'\,,'h"- i r|:||r'|-:||:-._.i.-'.'.'.' WarTes,

=" " 2

e 11
A TTOTTRICS: I:.:'!:II' IR B TEREEIRRE

the '.|-:_|-:|'!I|'|E" sone ol inldels !i.:' sl sumilar pes
many -.:-:u,-[" i
in Chramarluk and horror-scories in the wes

barra hacred and fire char has formed
oI,

Legal Svstem: The Suultaban is the highest powers

cmperor-king whe is counseled -..|r;.-,.L|_1.' by theE _El

ind protecred by a thousand concubines and cunisS

b --II .i Iu'_\_'\i: H L

with-hirm, smealler s

leaders

those thar violate

| rudicial decisions |||Ii|||.:|._'§.':r}'
1es are handled by eccicsianog
or local magistrates. Fhe highest crimes

and dex

L ‘\-IZL'-'I.'."_'-' are ':I11|'|I'.|-:‘~n'.'|Jl

the heven Vows,

attepintafain, castration

1rLl !II-&L:'.IILI."!Il.} Il.'l' ETI4RSE '\.Ill CTIIEIC S,
in wealth and

L=

bl st

than mooukd ove

noory

se ankng

rpalace and rempile. Slave s

Suultahan is loving it people live
the nthing class has more
SPLIES TOp nearly every
15 big business, as is mining in the mountsinss
firming i '|'.-.' plains. On top of it all e missl

: i
rbres from .".-\,,'!=_'|.'I|:-I'\-.' e ColEres and the '.|:1_5|L
E ;

of comst
Inhabicanos!
i :‘ii_:]'l I -|.'|E

their b
WOTTIEN
as much
adjusting
The
and gen
OYVEIEE
while m
he
COETLITAD
Lxliaph,
Places of Ny
the Sl
and lege
rarges
Player Bonu
leaves all
 SLarTi
ST
of duels

Aarriban

Chucstenres
fow-sten-ra
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and Crel
the o
Farrens
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COURETY
i locate
el ProL
Temperl
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full of n
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PoliticsMilitary:

by the (Crownm

amilaar tactics P of constant war in the west. Oruestenseich s mled |

ny legencs
NS and

I power, an
vy the Ermir
wd eunuchs,
rimarely lie
i |-;_'.'\.:=:_'|.~\.ril'..1.|.

CTIMES A0e
s death,
impaosed as

th and rhe
I_'\-I'u'_ll'l:l.'. bt
se, Crodden
. Slave rrade
mrains and
e MEssive
! the spails

.'-:'.1FLS LW

Below turbans and veils. Men ol

1
plthabizancs! Culrure: « skin, brown eyes and

meehit-black hair sie

thetr beards and mowstaches tooa -rll,'--:'-:'.r sheen, and

WIS ||l. ant their eves and adom |_||,__. bodies with
; 2 much l."-w'l.'-!:.' a5 :.'.-.'.l.- e | I':=.::|||I'.'._ Ll {|I::_=:|I.|I.:.-'-.
adjuseing SEATION.

I'he peopleare devoutdy redigious, hot-tempered,

and generally & zesty and fiery lor Their mulers are
mpsterious and cruel, living in the grearest of finery
witile m Any of thet) '.;|.|:"':_':\_;'k. larve,

.l. ¥ AP Il. ll‘.-1

lanpuages include Zaporozhyan, Fahalan,

k. 2 relative of Fxl"'lll:_ i1, e
COMmon
Ixhaph, Helenic, and Dardaimian.

Pices of MNote: Marstanbuul, the capieal and home of

the Suul'taban, The Palace of the Seven Dijinn, 2 grear

il -
ALl I BT AT ST LT~ L 1 l.".iiF.l.l'..'l in '.|:'.r_' SOUTNETI

| RS,

Brver Bonuses: The disrriburion of wealth i

|'. i ]!::_"l'l,,'l_l |_|_--:_

lzzves all freemen and lesser citizens impoverished (11

starting wealth) and nobles rolling in ic (double
marting wealth): Strice social rules and a sociery full
I Soc and Wit but

obduels grant 4 1 W to starting

L o
TR LERCS,

Buetenreich

Fi '\-|L|I".|_1- I.'h.h.

"Il"'\- LRLT -.."‘\-I-\.[--l.h.ll I"\-I-\. L L IZI MR § ""-I":. ".-FII""I meir

|n='- fi

%
!
t

ifis '--l'-i.ll'l.'- LHACOCTITNE O lEIL‘ I.'-.IZI-\..'I\C hea,

Stah] and
|'!!. :I!.I:I |':|':!|E| LR RERAN bR R .Ir'ﬁl I.III_' I:I-|||.l_.:_'.\.|||.:'| I;_!I
Farrensihnre.  The northern half 15 covered in Jow
mounnans and the souchern hilly, but the whole
-.l.ll.::'.l.u'_'-'i*-i feavily wooded. [he capiral, Oustenbersg,
i ltcated at I.!lh toor of the mountains and buried in

sarrounds forests. The climate is

1 CVETETCCIR
i

wmperate, with much rain from spring to fall and
SO 1N | [ i NIrers,

.:'ii!!il:l.'i. / -:' 12510 ‘|I-:'I |‘ :.'-\. | - | f:'l:gil:-...- MCEs |1§|:Z AR

full of nature-worshiping pagans, Imperial clergy, and

pressure from Emperor Uglub of Gelure to worship

himn. Most commoners follow the Imperial Church
he Diruids of the north, while the ruling dass finds

(| f{w | |:.:1:|:.|:.' Dalancing tradicion amd peafitiead

Inhabitanes/Culture: Ouestenreichers are

Prince of the Beich, and follows feudal models: 115
'i"."f-'l'tl.'.'::l.!l:"." allied wirth Gelure,
in thar siruation’ piven " E

but feels uncomitoreable
elib’s

-Tocn "'|'1I:l.\,2|||_:|_|_::|'¢

npes l.:'l'.l
expansionist tendendces: The Tron
protect them from Stahl, but not from heavy raiding
by Picts and Cymri from Angharad on the northern
barders,

':-.-"I..-:"‘-.ll.l'll.fl.'l"l'-. |'|||||' Al ,'_-."'I,,l” LFLLL ",{_rp '|'|..\_I|_
rrame]. Cduesrenreichisch mercenaries and CagMains are
highly sought afrer. As their own l-'ull-'."._P 1Y 1% 1ot
conducive to cavalry, mosr of the army is made up of
infantry and fendesknechten. The bulk of the army
is under the control of the Crown Prince and ather
powertul lords, The QOuestenreichisch navy 1s weals,
being greacly overshadowed by the more powerful
navies of Gelure.

Questenreichers have good relarions wich
i:_'.'n:l'.hu'.i::r and CGelure, bur POOT Ones wWith
Angharad and Stahl.

The longsword and poleaze are the mose popular
weapoens of Cuestenreich,

[ |_'§ .l-. "-'-"-'.Tl. Tz ':.-..-: ﬁr:'nn{x'h NS ACCOT dil':;-_" (& "L'|_|-:_;:_=:-:

models. Each lord or landowner is responsible for
law and order in |1.':.~= own fief. Appealed dispures go
to the next lord up, all the way to the Crown Prince.
Creneric punishments include fines, branding, and
prison Time for mtractions by commoners Against
and _il'i‘\.l:'l'"l rme of [more |'|\;_'-:."I

execution for crimes against lords or genory by

COMMOnNCTE,

COmINOners, very fewr hold the old Im perial
classification of I':-.'-::Ju:;. and no addirional rights
:‘:I'-:'gl;‘ll:':rl': tor such.

Economics: Ohicssenreich exports finished goods, lumber,

furni ITLITLE, Oestenreichisch
craftsmen are evcellen wich small work. snch as locks,

and iron products.
;w.r.r..-u and |\.'-'-.r_|-.-- In the south .'.i:l'l‘.l:':!‘: and
livesrock are Important sources of meome. While
rinthmetr and Gelure

noras rich a5 her netehbors i Oy

L-J‘Il;.".ir-:':'ll'-:'i-.'h':i I'||‘:-|‘:-;::'.:.' -il.l;'h 11, grear -:_-:|||:'::;:||_ -_-_.-i|_||,;;.|_|_|;

ool makes

ichisch rewrile trade

excess oppression of her commoners,
up the bulk nf Cescenre
rall and fair

skinned. Blue and hazel eves with blond or brown

QOUESTENREICH
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hair are commoin, [ coastal villages red hatrand green
eyes are equally common. Commoners dress in woaol,
felrs, and suede, preferring fancy needlework 1
jewelry. Moustaches are very popular, as are thick
beards. The upper classes dress in Gelure or Stahlnish
fashions; based on the political climate inany given
area or time frame. They are a people wrapped in
rracition and folklore, and seem to have no problem
in reconciling their own superstiions with whichever
Faich is prevalent in their own area.

I'he official language is Ouestenreichisch, a dialece
of the Stahlnish Tongue mixed with Geluroise.

ity

= .
= I T
-3

e e
L

|}

Shadouneood, a collection of las e evergresn i
Player Bonuses: Cuestenreichers can understandh

stahinish and Geluroise when spoken simp

may also gain both languages as a skill for cheg
afonc)l. Th cy-are viery familiar wich the fonesg

Skill-Foresr Surrival) and the lepends soerat
them (free Skill-Fade Lore).

Sarmatov and the Rzeczpospolita

(zar-mah-toof, zhetch-pohs-poh-lee-ah}
Greography: Flag southern plains gradually nse s

1'IUF|:|U."::I I'i' IJ]:- LL.'HJ Iy qretic Fll_'i.l.i:'i.!h }.-_1;.\__151|_"q._i: ‘l--.

wrought seas. Sarmatov 5 a harsh land, cow
snow in the winrer and homid days in the o
Rzeczpospolina |
Commuonwealth”), is nearly the samie. Forsgg

Her neighbor, the
the hilly portions of boch bands. surmounding the
lakies and wetlands on the border berween the

Religion: Despite an overwhelming percent

& adherents to the lmpenal Charch of the S

“""“-\._H Gods-Become-One, Sarmatoy

"'-KE?'“ <= Commonwealth are considered some g

2 most religiously tolerant and diverse 58
in Weyrth, Variations on most major fans
l_?_'l.:l:ml_f in every reach of the rwe |xi|1t_:|.5|‘:-|‘||h.
and minor nobiliry are generally |:'|1[~.:'."[:||.|1
wealthier gentry and nobilicy lean roward 58
atheism. Cther popular beliets nclude Z
heathenism and the Seven Vows of Krym-K
and the south.

Politics/Military: Sarmarov and the Commonweslt
been wnited so long char they are really npk
separate entities. Their governments have
-::,'_-..:-,.-;:u:i_;ti{}' combined for almast S VTS, whi
good thing considening all of the unrest oung
their borders. War ravages every side, wich Zlils
coming out of the mountains in search of 78
Krymeans niding hard up from the south in 658
janisares and white-sleinned slaves, and the Sl
-\,_-;_:l:-'-.i;i:ll,|:.-' ._|,I_[..':||;1Li||§ L) |._'\i_r.'||‘:_|._1 rheir donan
power. Linnl recentdy Magvar, now a proving
Seahl, was part of Sarmarov, a5 was Zaporodm
much of Krym-Kanan.

Places of Note: Questenberg, the capital
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minged Husars—heavy cavalry with L-:._LI:--L-::H. eted

wings atrached to cheir burnizhe d Mlare harmesses:

-8
Ili-:'-"“' [ IIZZI:'-Z 1 r:'.-\JI-Z.!F i'.llll-.' 1T OWET l.l:-: WOlEss
Ea

For the Fast "f'J” vears the saber hay been the

|'1":'| |:'r-\. I‘ll:' L S R e g .|” .\_r |_| W '.'!.I I__I-\.\_l || 1 it 4% -I:_I'_jr
cut-and-thrst

HE.'I'..':|-C'E'.|r-C'-!‘-||.|!"\.'h.'q.'l!ll-C!'-. the thin

swords and rapiers—are looked upon with disdain.
alost all soldiers carry 2 short bow in addition o
their spear, lance; or saber, and all know how o usc
ane either mounted or on foot. Peasants favar pole
ams and primitive axes formed from the filed and
'-|'|.'|.'i'l|'|'|-.'|'i jrwbones of 3 horse or cow

it System: When the lasi }_iu:i_s of the réecent
fapyelontar dynasty passed away, leaving no heirs,

a newe monarch.

e sarmat peoples elecred The king

gl armatov rewgns alongside the Seym, or Senare,

tver the Crown and the Commonwezlth

1) L-l."l'lll : -\'-.IL'1.=.I|I l.'l:l.

iy - . 3 E
Tze EPOSHY

B

Iy '::.'|':'| [ 'q;':l';'l .'Iliif I
Y 8

."I".: '\-'I.

far any onc :‘:-': the elecroral candidares, These

r,l:n-:rln;'_ﬁ AT PETLECEENY VETY |:'|I'l_1n.'. = IL :'||‘:-F1:-'|'-:|.'||::':;_'I'.'

r g - ¥
12 percent of all Sarmars are considered paper-carrving

i I o . e
sentry or nobility. The electoral king then rules uniil
bis death, when another |q.i|:g', 15 chosen. Any member

I'!r. :hl“‘ _L"l\.'llrl:.' L33 'Il!!I:‘"-HI\. [TEAY |'\l|_' -\.I-\.-\.-\.-\.-\_-\. I‘l:ll_l_l Il

pracocaliny generally limits candidates wo the wealthy
and powerful.

gal
andd o u"-'llh

The Szrmats are perhaps pronder of the

HALLEIL Ellil.r;. AT O her e FI{ All Fenry

are afforded certain “ger 5|-.':'.1.3|'.'*~' rights —no
gﬂ"l.;'llli'll' Ay
the |lar wrichou DrOPCr WIlTans, ||| i':_:'-.:_ 4 say i
decrions, any may be elecred king or a ppoi nted to
the senate, and any may bear arms and keep up a
il military force of his own. These priveleges are
i addition to "-.'11-*1':1; r1.'|ig>,i-::u.~c freedon.

The grear Haw with the Samatovian system is
r'r:.*.' |r |-.|a.~\.l'|. (it o “-\. '-.'-.;:'l-. -|.=||_' I'-:“f-': 15 .:.l.-'_f.-',;.'l._‘.'

powCTicSs when companed 1o his ":l'-:.'::Iu [reers it other

Economics:

-\.l.l.:' antsl

Places of Nowe: Stolitza

ha i A e e s b ol L
i IRTLPISARC O 0 EWET (ECCOSTR I."-

|'|;1;.'-.': Bonuses: Sarmar play:
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nanions, the Seym is divided, and “ofhcal” religions
relerance gives way to faith-led lynchings of minoriny
churches and .'-:'|IW::~:'&.-. Creneral lawlessness rages
throughour the country, where the strong or ruthless
sirvive on the frontders and those with “connectons”
and pu-.u--_'.-fl'.l patrons survive on the inside 'I'71:5L:glu
the PENLry are blessed with so many rights, the
peasants live lives of virtual slavery, as they are
o '|hl|."-f"I-:'\-c‘| T |l|. r|'| ||_:- [ :.,:\.' |'-".‘_'_".._'!|' ITASeTS.
.i:l-l.l'ﬁl: | !hl‘l.l':_: ;'I!II:_'\I'\-\. IIL Ericest I::II |1

income in the frigid north, as does coal-mining in

the south. Farming is everywhere, where beets,

elal =R LR and cabbages are ra in abundance

bur the wealthisr do their own r._|r|._||1_-1 :'_i'_ﬁ'_j;[;‘_
mast gentry have the aid of at least a few peasants).
.“\-.'Irl-."..!-'n 'u-.'l |-l\.I '\'lil. CaAW I Al ||_:':|:,!|-\.\,'I'_| (4] |.-L ||'|.;_' |'w.|,'\-|'.,
and find a grea -\.li.'.il ot '-"'('l'!':'\«. A5 miercenaries cutside
of their own borders.

ulture: Sarmars rend roward brown ang
blond hair and brown, green, or hazel eves. Mens
hairis usually closely shorn around the back and sides,
leaving a thicker “howl cut” on top; walms-like

m l'.!-iT.l-\.'I 1CS AT CXITE Y

fm ol NET] VR .'|:_|_'::7
|Z'J:.'F I“r:;". iII'.--.J |'I.=.'='-.' none of IE'I:‘ WISETET I|._".|-:|:'r‘-|._'-.' [

iress in DIIENT DU ot -:::'i.«i'u oo,

hide it. The Ty ¢

favoring colored leather booss, fur hats, and cloaks
rade from the hides of exotic .>.:1i||:.=.!x (such as wolves
or the lions and tigers of Lingia). A saber in a black

~|I1 J.I!|‘ I»..*\.IF | |.-. ."|'|::.Z:=.:_-. PICAERESS '||:|_§ L% |_|_'-":_~\.i|;|-_'|'q._'|_|

an i 0N 00 [rroe rhat DITOWEES TO i vo e ;'I'b-;'

wearingr 3 like seabbard.

™

¥ '.'.'.l.' capital, rests berween the

WO Afons ovet Icluhi.‘*.:_-; the enormous: Yezhara lake.
[he remainder of the countryside 15 littered wich
tortresses, castles, and walled cities, each |_'-;_'||,'-_"_-§r|5:1§=_
to a different lord.

ro their

rcharacrers sain + |
WP or TO and =1 HT due'to the harsh

which they live. Constant (and often violent)

conditions

in TCraCinon "-"-'illl :!'-l.'il I'I.'Z'.-Llll.'" s EI.I.ILh made |Z|'-.I.'!:'I |

|‘:-|.'-:||'l|-:' ifree Skills anv ewo of the
Shibaran,

Seahlmish, or Oudean). Lastly,

mudrilingual

.;::lll::l'.'-r.:."ly LA ZES: Borvmean,

Lapr n'nf|"'||' Magyar,

e
}d i = ha i.u

A

ARMATOV & THE RzeEczroszpol
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though finances are not cffected 1n any way, all
characters in the "High Freeman™ class are considered
gentry and gain all of the nghts artached. Low freemen
are usually ciry-folk and have a number of rights
depending on their lord, Peasanes begin with half the
normal starting wealth,

SEVAL]

(sub-vahr-ce)

Geography: Dense jungle and open desert compose the
landscape of this long forgotten land. The Iba N ahn
Dieserr, or “Endless Thirst” shiclds the teeming jungles
of the Juba to the west in its wavering, mirage filled
heat . Under the canopy of troes and vines, plants of
all varieties flourish on nucrient rich soil, Most of
the country is unknown o any but its inhabitants, as
the Juba is considered death o 2ll who dare trespass
beneath ics laced fingers. It is known thar all manner

o
F 1 f -
A

Religion: A highly superstitious people, the mbes

Polincs/Military: Only twice in the country’s b

-FI-F ﬂ{:.'..'.,"t'm fripled i].l'liﬁl-.'ll-"i lirk unseen. An oo

!
hill presses aside the marred foliage. andy s - |
hair. Sav

vibrant,

a mire beyond. Water abounds in the centralag

rivers providing the easiest route into the land

qf their

AT LS

WOTShip spIrts af animals and plants with ofs
of food and dance.

AR
Wﬂm:l ar:

a true Zool—or High Chiefran and “Warlond

the splintered tribes of this jungle paradise unig
Spear of War. Only the wisemen of the villag

know the account of their unwnmen hismon
Father of the best hunter in a rribe leads the 8

long as his son remains strong. Should the anbs
deceased or frail, succession falls o the next st

or sothe
IR
'..-v'&'fiI“ -

Tribes determine the szrength of a leader by e
[oes he has vanquished, the larsest bease ke
the pumber of wives, and signs of the spinsl




L3S :'||'|‘|

ITYASTETS Ol

gien consider men of other races o be spirit

it accordingly, for goad or ill. All arc

ghe short bow, the spear, the javelin, knife and seaff.
ey bave Letle armor 1o speak of, Lhnnjzh in tImes

colored hides

phwar bear large shields of brightdy
before them. Thei

areavest sirength is the
mhaspicalicy of the :-.n*._g,l:-. which proteces the hear
pithe land from conguest.

'|"-l'J1‘-"|"-:i by

lvretem: All formal decisions, though

. '|JII:' WiSeITLEr ..'!:'I-iJ. WIvES, dre ma lZJ-i. I.'l" 47 [= 'Ll 1t

dhe tribe. Each tribe has ies own taboos and
fuperstitions, which inevitably leads to war amongs:
e, Miost

hunr]n; grounds.

-il.:h:-'l:_'TL'l,_'l'IlL'!'lr.'-«. Al ONET Terriiory .,||_:I:,|
Banishment 15 a |*.~;|J:-|_||,||
punishment, as i the removal of recth,

t pomics: Engamng t:n'r-' 10 meager trade :~r-.3|1'.' ki
with the oueside 1.*.-lr||_ the inhabitants ofien place
gl v

H'ILJ'II o« -'ll-.'r'-'l Th ".l‘;:I'! ':|=L':-' L=l :.IIH.' :ilr!‘.ib:l LEIC i.-\'.l'u'

¢ on imetals of any soct, Man y dre 1."f||L.-1"

ﬂl’.‘l" Al g Ew it I fear, |.'||' o dalt |'.:‘:||-'i-".' -:||.|1|{'I:_'|| W RS
Er i ]

Binald undoubredly grant military superiority to the
tn|:-: possessing them. In trade :|1L'. affer skins of
fing: beasts, ivory, and raw semstones, all of which
weabundane in the land. Recentdy, Fauth has managed
westablizh 2 sca rouee
S s mumored o have a seceet base of
ahitants'onlore:

-J.lliJ =.|||.'L"i.' forrts on the ‘-t'uliZI]'L'liI'.-L'.

ICTC b WIEEL

Home o black skinned gianus {six
hlack

faic. Savanan coliore is hest r'r:lr:.'a*-:.'J :|"'n=|'*i'| its

oocasional’
o sink into
rral district.
+ fand.

i seven feet tall or more) with shorr, curly

dimce and music, Charactenstically drom-laden and

vibirant, the rhvihmic

= ol Ravar

rh L]ﬁ;:r'ln.gs-

IAsle BEEYES dAF A
pmmunicarion device aswell, The culoure iz P_-n_|_'_._-;:'|_||
az well az therr

it their skill 1m arms, freedom,

k hiscory has Savarians are fond of bright colors and bold parerns,
rd-—united
se under the

fiflages ruly
istory. The:

ind often .uicr’n themselves wath h.-mr"wrh and paine

|'-'|IL':l at war, Littd I'. WTILLET | ]"-l."'lr'l 5 1o be tound

Ihf\l::_'.!'l Wiseinen can recodint tales from ||;.':a:'._'-' 010
WS Previous.
the tribe S0 of M ore: Buried in the heart of the jus gle are the

Sremiants of @ -omnce 2 R | bt mow I'i".“ﬂr. iV .II.-'.'-'II_I-T:I‘.

SOTY hl‘l’.’[)l’lﬂ.ﬂ_{

(T SECONEEST, peso thee tule 1s told. Mo other tmie cities srand wirthin
- how vy
aken alone,

birits. Tribes

dvari, though Fauth’s and Abrs forts may become

ey important in the decades o come,

e Blonuscs: Living in a jungle atmunes ones senses to

widf =

tain c:l'
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a razor keen -.'df.z;.'. but limits inicial understanding of

MA) Asg

[rebas A ;.~|:|:~.| itse is wide Spread i -.'L:-rjur.n:-nn

. .
such concepts as technology {+1 Per, -

with hunting, the skills of herbalism and tracking are
free (SR = worst packer rating),

Savaxen

[Sah=vax-en)

MO RIS
{ Stahl

named for

Creography: Savaxen is a combination of
islands and peninsulas to the west o
Surrounded by the 5ea of Raiders-
Savaxen raiders—it is a cold, ice-capped land. The

IO UREEINsS (Jf- SAVAXEnN are SHOW-[R ked n 31 r'I:.' MOAr

round, and the warmer shores of s islands and
peninsulas are largely barren, save for scant crops and
grasslands. The khn'-l."-: are littered with fjords and
lakes, all as |i-.'|.'_'.'l as the fr CELINE GOEan itself,

Religion: The
pantheon, led by Wodan Omne-cye, the All-father, pod

Ravaxen norrhmon i -1:{.':i|~.- thelr o

of War and Death, Ky of all Weyrth. H?gr:if:u;::n
zods include (but are not limiged to) Thule, Protector
at Savamen and god of Single Combat, Faira, goddess
af ."::'rl'”'-"u' and hirch, and Lorek, gcjd of trouble and
TTLEGE |.-l..- havavens L__l::u:i'-\. arc .'||‘:-|‘.l-:'.|.-=|.'4_i_ [} 1.1-]|:_'*| ||_-:_'-:r_||_'._-i._
and not otherwise. The Savaxen gads admire strength,
ndependence; and wit.

They

I.-.l". to- Bisenbe Ty h!:l-

Politics!] -.4||| Ary; JEVIXEN has no official ".-n|i|i.-:=-

Illk:'lhl'!ll:un'.' '\-\.-!'I:I,,I o I_ll_:,:_'-lf i

“il"?l.'fl'l.iril I"I.'II“ ITEATECES 1'.-” IZILILL'F 155 11E8E Are j]Jl'I’_Jq’_'l:‘l

between clans and families. The head of 2 I,,..||||._1.' 1%

chief or “jark" the gentry call chemselves " ehieres

freemen are "kl and serfs, “hnedis.” The larpest or

MLOSE POwWeT il
A Hirr;:; though many of the more powerful farfs do
so s well, Inter-clan matters are managed between
the clans in question—no SrCalel SOVETNment exists
I Savanen.

All Savaxen karfs, thames, and § Jerrls are Warriors as

'-'-'L': i RIS |.|I 15 EI1 'I-J” -."'JI1.|. o | LCEC ATy |  chec J;-' 1 00T

:m-d 1. Th
p?!f:aging rhe

and even

i
iy
E )

K -l“l-fl.‘-'il."-.L"-'I i'-"-'L' |1P”L'I.'-' |."'-' ii.[l_.II'I."" .i.-"l-'.‘I

rne |'-'|'||.'5'---‘--\.I.|L | 1 -5, YIILLE, -:'!-~.1|'..-1I':-|1

il |JI.JI_‘-'|:.II'_'|-'J

some binds furrher sonrh and ease,
to eich other '|'|1L-:-' are feared and accor nplished

SCAITICTL.

ol the fardeand chicks may call himself

SAVAXEN



VAVS

k|

Mo major cities exist in Savaxen, nor do the
trappings of war associated with such. Savaxen
warnors pride themselves in the use of the spear,
javelin, axe, hammer, and sword and shield. Ring-
mail armor 5 common.

Legal System: The clan chief or jarl make

decisions, based on the council of the shanes and fards

all imporoant

beneath him. Murder may be repaid by means of a
eath I,!-I'i-:_'I;'

there is also halds a grear role in the administratio

e rgi]-‘. {g ™ or by war. What sparse clerey
of justice.

Economics: Raid, pillage. steal. Oh, and a licde bir of
sparse farming and husbandry, wo. Their own
craftsrnan are valued from clan-ro-clan, bur are
generally inferior to many of their more advanced

neizhbors.

Inhabitans/Culoore: axens Morthmen
embaodiment of their pods (o

wl fair. Red

is common, as are blue and green ey

Theyare all, weell il

I'-r_11'|_|:|_'i:_|rl_.|-.]_._ rrl;j_ljn_' 1.|_'-::LIr_'a 'l.\--:'r-:'rl, 1‘.'.] TS5, |I'.";1I! |'|l:'l'. (1L £

Light jewelry is very common.
1 admire coumge, honest

- appetites for wine,

LEEE 15 The Savas

relztive o
Places of Wore: A number of large «

. All of!




wd ll manners of Feries, foul and Eair.

gr Bonuses: The Savaxen Northmen are proud,
ST, and robust {41 5T and EM).
Shsunced in comparisen wo the rest of the old Empire,

e 1 '
Iher LU R

dpwever (-1 MA): and they are cons idered uncouth
B more avilized folk (-1
eed by most all peoples along

.:'ll'_ll;_ll_ I"'l;.' L II.':.'.rI.'I.u or

the northern anc

flaw), They are said to be born with

.u'plr.'..'.':m-
1'a:.'|_4+-'u_||-.--. in hand {1
bt under their feer (frec skills- Boating and Sailing).
Their language is so close to Stahlnish thar with some

exira proficenoy point) and 2

I.'.ﬁ"-:T [ERE TWCD ITRAY 'IJr'.-I'.I'LT':-l.-Jl.['Ii.l L.';.El-.-l L Ll

i Ll-'[ 1_i'||:,' E_;::_1_1_."|:ri."|.:|:| FI'I:'I:"I'_I[J'-.“:
-. “NAr- ;'|_|||'. arF .l'."II'I-ﬂﬂl'—'."‘"."-:'li'll:'.:'
perinhy: The Scat of the once greatest empire Weyrth
ftis ever known lies on a narrow peninsula in the very
he Imperial Sea, called b

Benicr of 1 by the Impenals

B The Sea of Crod's Sacrifice.” Temperamires are warm

bin the summet and cool in the winter—never o
imuwing cold. Tropical fruits and surf abound. Mose
kies an
MM TInE.

r v i . .
k:! SCITICIMCNES AT COGESTal, WiIlll i few in the

gen: | heold Empare ;!-;:.ii:urjxx']a'-.*-g;h its own [mperial

Charch of the Three-Gods-Become-Ulne. It 15

mought that the church (or rather the Xanar
highest priest) holds more power than the émpero
inen are thelWl mtside of the Sear’s immediare borders that is
: '.ri.'st'-'l.r-:r.szl_j.:
d blond hi'llr-
- Clothing is:

L and linens,

gerainly Truc.
The Sest of the Xanagian |'.I'|'|_.'\Iil'¢.' WES

rhat—zhe capital of the greatesr empire the

Wi M lilirary:
[ LIS
al, and

wodd had ever seen. Its decline has been gradu

i olitical sway

though it now holds a grear deal of p
Y, gmt:msim-:-' |F31'I,|,|;'|,|J:,::|'.' dize o the Churchl in 'v_'.uiﬂ.' T LIS, 11

d song. They

. storyrelling, The Seat is ruled by an Emperor, his immediare

ﬁ.ll-’l II'_i-I'II-"I.'“F an B F'.'.'r"l"l'. ima 101y -.l 1TEE I.J-Lll. LiLLRIES

E-ZIII.'L-\_".l-Z'IP.“i. er'.-l'_‘l LllL' SETane, Whi R'I'- L5 TTHOEE PRI erhzl

is,aquum':c:-:: that has been asked—and ’rm.-'rh[ OV er—

for centuries, The basic outline of povernment
Eclisdes a |L-}3|'k'.q:-|1r:1:|1f':: from each of I.]I-L' Three-{ods
Become-{ dne
War,” executing il_"i1i:.t

Serinyr Eae

Eighreous
covers the All-

*Merafil Hand.”

+ The Empéror rules the ™
The Senare

H-. Churc ) e the

S gy
e el el TR !
ke
J 20T & gl

BESSIET COasts |;1|-1'.'{-"|_':.-| |_|| ._‘Iu:_' [0 WEars of r.':l:iil'.-'i'_ { et
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Inn reality each branch interferes with the others. The
Church ofhicially leadsvanous groups devoted to the
Righteous War and o the All-5Seeing Eye. quictly
professing that the moreal branches of human
government need “assistance.” The (Grear and
|:'I;‘.'i|-_‘.'i.::|f.i ..E'!':,Il_;:hll_l-;!ll'. i,:. Al |:_':-::'||f'||".~|'.‘ ot all chree.

I'he Sear is currencly threarened by the rsing
'i:.r'nlw.*rn--"' Uglub of Gelure.

o e Ol ANOTNET

I'..-n,_'l!III'L OOTITI '-.'III'-.L'-'1 SITEATETLS THO xlr-a"\-' 'u]l'; |_1|"|1':_|-:_I$

of the Sear iegelf, but alse nations such as
Cyrinthmeir—ithe Seats strongest m.u‘-p-ul'[l:* and ally:
Ingernarionally the Seat is not especially popular
politically, bur is yet far from dead—ix 1s srill both
feared and respected throughour the western world.

The Sear supporns a very large and well-trained
military, though it is now little more than a shadow
af the Empire’s former glory. The Seat’s navy is sull
the bess in the wordd, I,|;_|,'|;|:::-'|:1 it has lost mosrt all of
its influence in the Sea of Raiders ro the north, due
tor the '-'3"}"*'*'1“*;”" of Gelure, There are stll many fine
schools of milicary scicnce in the Seat, despite no
major military vicrories in almost 50 years.

Popular weapons for both the military and
civilians include longswords, shorrer, thrusting
Ve ||:'-|, [l dER r.| idr ,_.:."n-;_ -:_‘|k SO OF f rhe bestar |-..\'.'_'
and sIegne :_'||,yr:-.,_':. come from rhe Sear as well.
System: The

marters of jucdgement, [Jmu' '1 the 5

Legal Emperor is the final authoriey in al
erate males most
all of the laws. Feudalism is stll largely unaccepred
in the Seat—rather a system of patronage 5 the norm.
Freemen have 25 many rights as some genery in other

1
[ tans, |||;:-|,'.q|'. pPeasants have almost none ac all

. - P
e el 5 e PR
e - - T TN
5 ¥ dE
- ‘e . . i = e w
= K L L

SEAT OF THE XANARIAN EMPIRE
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Punishments are ECNCRily cXCCTI0mn, mEilainon, of

!-I-.'l"-'lll.il'.ll.' tor commoners, fines or servitude for

freemen, and fines for ¢ |~'<'-::1|r'- | he Emperor may
punish anvone with wharever punishment he likes,
however,

Economics: h ear af the En ||~ re, 't 'ru._|_l'|| 1N Ay

LLE |."IL' ertire ".'-'l'-rlu. racie and thice | [Rach I':-:-' aErcal

deal of "independent” narions) keeps the coffers from
soing empty, if not exacely full: Sea rrade is
F-llrul--!rh Frumeful, s is fishis 1. | he Church also
halds a LT deal of coonomic power !:-:_':'i':_.1|'-'-. %
much as 15 worldly brother.

Inhabitanes/Culoare: The residents of the Sean come from
many lands and many races. MNarives of the Sear

genceally have swarthy skin and dark kair and eves,

thongh lighter shades are not uncommon. They are

generally shorr and thin, with -.:u:-':|L|-. L'?-i»l“.fL’.-:.r.i.’.:.*-:.:.

|".'!l.'3..1| f;'.'.lrll'.'-'.'.'-. JI-:"IH.'.l. prer Hine [ Tl ERpELs LEven mmcist
cormmoners, whose dothing is supplicd by o etr lords)
and sport elaboraee hairstyles. Jewelry is comman and
alten supports marine-based modfs. They arc very
proud and olten stubborn, and delight in gossip,
plotting, and palitics.

| he oificial language is the Impenal Xanarian

[ongue, thoush many entire ne ighboerhoods within
the seat *.-}"L.-.l-. their own dialects or even SEpATALL
i.ll:_:_';,::|:_:\-;".
Places ol MNarne:
Empire,

Xanarium, the capital doy of cthe old

I:IE..".:I [ § J%II IR ERS 1""\. HENH! I'i ANS Are very '-'-';_'I : -\',_'-\',,l | |_I_IJ " I.:l_':_'

Skill-readfwrite). All freemen and their betters are

constantly engagee d in polingl or social m:
Skills-chose any 4 >L|||k brom the courtier packer:
repeated skalls :_:.lil: 1 5R). All freemen (high or law)
are considered " Cnizens of the E :'_i:i:r_'_“ AN My
TecsIve _rn"ﬁ'.-*rr.-‘nr-.:'.! Creatmment 1y countres with SEFCHE

Aanartan tes. Such rights may be forfeit for those

:lf-r.'. dbandon the LJ] urch, however.

Stahl
[stahl)

{seography: Smhl 52 mountainous, hard |

THV LS

Tl I
and. The Iron
Tooth Mountains make up the sourhern and western

teligion: Stahlnish nobles, once e

Palicres Milicary: Stahl

borders, the Frost-Giants Wake—some of Wi

amongst the

eallest ;1-.'4'&:_--- make up the northern border b

[.ugaj System: F

the Icy Sea. On the east lie for any—ax

the SIAEmIER
and Magvarfild, o theg
|

ndl Chrestenreich, to the west, Sag

Rzeczpospolita, of the local

Cyrinthmeir a PrOVINCes 15

Economics: St
* sufficient
1 the | and sveel, A
is one of the

l".1-'.I-:'.|. .‘l|.|i|'.:i -|IZl.i IOTERTS I‘:Z:.':i{-.' |||'l ::':-:' i |-Z:q:.*.-\.|: =

the mountain ran .

Churdh, have ~|-:-,;_| umed dishelief in ||11-':r-j'|J[|
r higher power wi hatsoever, claiming that mang

o I|I :I'II' Ve il 'il II\.r [lllll'n_'l:.l". [riad 1/

'-ill':lL'I"-iri'.ilZ.lr and SOTCCrY. Thouw I Lome il s
common folk have come 1o .I-iII:-i_'I. this phikes
as well, the majority of Stahlners follos
tradivional faiths, worshiping the land or oldg
| Il:l.".'ll:ll:l "!-II':IU."'\- L trd I"’l-\.\_ili:-«.!'ll SAVIET, IE['I
tollows the rl‘:.'a-:'l'l::_. Church, the wese Follom
WY of the Diruids, Nobles and lords dis

organized rf.'|i:>,3n|1 in thieir provinces, feading g

villages and settlemnents having their own ml
and religions enacted by locals.

15 tuled by a number of g
:"l.'..'"l'.'l:'.‘;.. :'|:'|-:| ."II.".'III.Il-iI.'\- :|_|| |i|'.|_|-\;'. a

3] fif.lj'. "uq.

B | .r':':'ll |||'I':_'.. 'l'll":':llu"'l"-_'\I I LR
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few provinces of Smahl have become reas

lacks any |

amongst the various tactions, clans, ar

independent of greaver Seahinish role—n
Angharad, Savaxen, and Magyarfild. Seahlshigl
I'l:i'.l'h I.';l:IIII: .'I‘::lll:'|||__" k] .-l:II_FI ,|{'H.-\._ ||_|_|_||.'|"'- |E||

mey are far from his center of power

I:u:' Stahlnish army is lirge and varied. nadiSs

to wild barbarian hordes they have highly s
heavy cavalry, good generals, and armored g
Stahlnish steel and metallurey is some of thels
the world, and Stahlrizh armor and bardings
very bestin the world.

Srahls capiral, Escnbere. is perhaps thes
|:-:.'.'~'i=:.' fortified city in the world, surround$
geological defenses as well as man-made.

tahlnish refations with Cyrinthmeir arcds
|":"I.|r|-| ik "\.'\.'” I'I l: IL,'. e -\.III_: .:"‘:.l |-.'_|_r|_ e :';u'}i
those with Sarmacow and the sear of che
Emipire are extremely poor
Axes and heavy weapons and swords anepi

et AT g _".'-"=-' j
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ke of Wevrths W imonest the heavily armored Stahlners available bevond Srahlnish borders. Fur waol, and
horder before™
rmatoy; the

o rhe south®
or, Savaxenl erovinces as well. and eves. Red hair is common in the norch and west;

: : B T T et o S
Bl Svsten: Feudal, Punishments are extremely severe wild pame also make up a large pare of Stahls

e any—commoner or sentrv——thart break the law ECONOMY-

ifthe local lord. Missionary work is illegal in most  Inhabirants/Culture: Stahners are very rall, wich light hair

leys berween B nomics: Stahl’s size allows it o remain largely self darker hair and eyves in the southeast and southwest

- wficient. They provide much of the world’s fron corners, near Magyarfild and Angharad. Furs, wool,
the Tmperial S md steel. A breed of horse, the Stahlnish Shire Herse, and leathiers are common appare] in all 'ttna'i.“l| E:i.r'_.ieirh.
v kind of god S 1 oac of the fargest and most expensive war-horses though exacr fashions and workmanship vary from
har man ison are o area and within the classes. They are a harsh,
isly deny all unforgiving, untrusting folk, given 1o violence and
corne o F Hh drink. The lack of real religion has caused grear moral
15 philosophy
s follow ald

o obd guﬂs.;;
xen. the mu_ﬂil::
st Follows the!

- discourage
ading 1o most
bt EEad IEions

decline as well

Places of Note: Eisenberg, the capital. Various mouncain
TArIECs.

Player Bonuses: Stahlners are tough as nails {+1 T, and
though openly untrusting they are not given 1o lying
(-1 Soch. Due to the violent namre of their lives, mast
all Stahlners are familiar with weapons (1 extra poing
tor weapon proficiencies). and all Sahlners——not just
gentry of men—are allowed weapons and light

ALTNOLS, r‘-.-iﬁ.:'l}' woll-to-dd COmmaners, EIONE, 'r'-"l-fl-'-

iher of hngs,

gh King," and.
o 1S mmmnn'_'
rdd families. &
e reasonably
'L:|E—nmq!j;
ahl’s high lkang.

yns 1o line, 2%

mast all genery—have at leasr one rramed Shire Horse

as well.

Svarastra

{sfar-ahse-rah)

Geography: A refuge for its lions, rigers. leopards,
panthers, clephants and rhinoceroses, Sva TASLrAs vast
tracts of rich fauna and rivers harbor the counery from

ed. 1n addimon’ srarvation and thirst, A vast placeau named the Fissan

highly trained
hored irtﬁnh'}':@:

+ of the bestm

'Ib:l.n{ing EIEI.E

raurds the border to Oralmarluk, secreting below ir

| f

the great plain of Tarnassi and the river Enubd, fer
land seeps from the bank until the coascal waters of
the Saphire Bay. Deep in the interior, small
|'|F_l,|_j|'|_[_'|i|15-; -q'_'r:_:-l:'u '.J'|_:l i_{;,i_".ll:‘*-.;'ll;'l.'l '.'.-il:"l r.'irfr.-:: :l['.-l'_‘I ll.'[!'l].'ljt.'!-,
lavishly carved from the existing mountainside.

aps the mast
urrounded by
m g
cirare IL‘I.-I:'I:H?-E_:
re good, w‘!:ullf
the Xanarian

Forests recede into jungle in che south, dense to the
point of midnighr, and prowled by invisible rerrors.
Religion: Believing that the fastest way o heaven 1s
through cremation, all bedics are burnt upon death
and their ashes scartered in the rivers to speed the
souls’ journey. Interred in the carth for che period of

a vear, the soul is then reborn into its nexr iIncarmacion

ls are populas

P
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at the whim of nawure and the need of the
environment. [t aboo oo e mear 1o this countrsy
and all mravelers are “enc --.||'.|_;u-L1 1o adhere o the
custom.  Bortunately. the wide selection of fruir and
spices ensure meals o be just as savorye
]"l:-||I.i-:."~"f'-'|'.f'.'.:1|":'. A Gaste systemn common to the Maraiah
has main ained the countries Monarchy for 500
_l.=;:|l'.'f.. -'1|.I.'|II (= K ¥ ||-:||-:I|_"'\. WAl :| {_ ]I_._a|||'_;_'||'||_|_::a ::_:'l'\:,l
Savari alter the countries territory on 2
continual basis. Forests are being deplered
as the surging popuwlanon cannibalizes
them for farmland. Opulent wealth is
found in the gold laden streams, and

While

|"""II|'||:'.'II "'I'\.I LSEra

funmds many a2 reeary and bribe
well equipped,
i5 more for show than war 1.i-.|nf_-,
contented lives keeps most of rthe
peasant class in line, and the warm
isolation of the country breeds litele
I.Ii.';."'\-l:":” IR, I":‘L Ll II [ }l;l _'.||;|_r||_:i-; I_'I:'!-_Il.,'d
and the SAVALLS supersrinons, e
n::n.lir.]rl!t dangers to the COUNTTY are

posed ?1}* the rampant wildlite.

|~|'~ wed by pirates for rich, casy
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¥ ' ' i
EANECT PO O 504, |Ii=.'-'||'.";’_ |I|.|.|¢.' 0or
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no navy of which o speak

Legal System: The members of the royal
[:Jrl'.-il}' the I"ashirem, mainrain peace
throughout the land, though scldom
are forced o de much more than
arbitrare a contested marmiage. Most
inhabirants abide by common
courresy and supplicaton o their
betters. There is an underhelly
to the culture, but it is hidden
well behind a polite smile and
courmeoies bhow

Economics: Rich in gold from the
inreriorn, the country is able to pay
for anything i d-.'~:|rr.'~: or .'-.|IIII-:'-. thoug
it 13 often n_|1.-.-.--.c!- exorbicant prices for
goods (as the merchants are well aware they

ikl |.l:2'-. 15 .'.:-.;l-:'.l i b -I L ‘.:'u; COUniey 'j|,_||_:|_|-._-

fine pelts, jade, polden stanies, tea, suoarcin o8
I i :
[rade is paod

[averuan, a loss with Owmlmaruk, and dems

and cotton {in cthe north).

with the distrustful tribes of Savari. Easteme
also have csrablished crade roures, and |ﬁ|r|]y_mj a
deal of silks and IVOry.
Inhabirans Culmire: Warm and aeneg

¥ " i
WWIEn a FIE":—'\.RSIZ'I-T' tor dance, Tomane

ostentation, the culture of this hingl
spicy and mch as the food they ac
VL TasTE, &
lefr i dire insule, Once ivvired
1 puest 15 andef
protection of his patron until the gos

shake the right hand of 5

esrablishment,

the land
ni Numet
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I hn-w.' nearly al

rurhans on their heads,
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atrire chemselves wirh a sharply b
et Lnife. Women adorn chemseh

m—
— jewelry of every fashion, and ane
looking lor more.
Places of Nowe: Carved from
the thousand
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the warld. Mostof the land s hens
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Playver Bonoses: +2 Sac dosm
friendly navare and :_'.'!.Il"IJ (Rurlale =
Health {HTH A

rampant fevers and other oon

COUNnTry.
JFF-:h.'I.I[dn’.l With l.".."i"_';: '|'|l!:-|'l-J_':11I'Iﬂ.

Laveruun
(Ta-ver-roon)
Creography: Taveruun, “thels
the winding rivers,” S
folklore from irs toes: Tawe
the L1|-r1r.rnl the Xang
A Empire, 4 now indepsi
e uRLiE] y rhan was onee i
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mad were constructed in the j'.:11|'.-fr-."~s glory, afid
prmains largely

acrirs the :1:'55;ir! of the Craladonran Baver, th

intact to this day. Arrayed vertically

: |: :'||‘:-:'|'i:'|.
mad reaches as far as northern Mumena, A souchward
ek zcross the road originating in northern reaches
trougrh the Highlords Pass begins ar the Kingdom's
Lxabe, |||-='|| if1 the ||-n:'-u
mad l.'.-III{Ix through the dark spruce and pine of the

a1 .1 EREL

nountains. From 'l ere e

Spiders Forrest, along the foothills

Lingstone. Thus begins the second strerch of r;:-.'u':.
noy meeting: the Cathedral River and izs ommipresent

mnangent of oak and stonewood. After entering the
fieliks of the lower valley the road procesds southward,
the land withering and choking into the arid desert
gl Numeria.

oo Predominanty [mperialist, 2 smattering of
noreh,

fhayzrism can be found in che as well

E_-.ula_._-._:_:;_\_-p.nl't-'.n.:u:lu Iry the sourh chers 15 ='.-'."1-.|<.-1|u'

mwarnds the accentance of nanare, but :'.n"l_'\_nt-'.“'uJ
With the |

MaVETSmg cdominant Proscilin o
I]l'll:'“. omemalh ¥ omatc I'.']'I'J.'Ll'.'-.'!- LE -'::--.i{_-_'hl'i-ii'-lr

the
country, the J-.~.1|~-.-:5.=..:i:cl church holds sway over the
harred

g majorcy of the populous, reinforced by the

artack by the Marmalok hordes ehat

foc the constant
i !-|_||_'._I_';.| .'_ll.' l-llw:‘;'. Hl.hl.l-.-l'l 1‘!“'.."'&:5-.

Wt Military: 1 v created as an extension of the

Imperialist Church, the kingdom was eventually
dvided o the r_'j-=='1|, pOINLE of the compass, and a
Highlord weas set to rule each. Each 1 I'i—-l lord pracects
|h¢|'.;_'|,:}1;.;._ enforces the docrrine i f the church, and
maintains the disrrier inwhich they mle. Garrisoning
gstanding 2

e sabdicrs well crained i

rmy in each district each Highlord keeps

1 ot |_';|-:_'-:|i-,| .:||:|. T .-.I_-.-'|-.'.~i

gt combar; masters of the arts being sent abroad o

5.|.,.,|'. ;mr_, returcn ',',._‘,:: i [l ;;';_l".l'lil'_.ln:' - 3":-"'..'|i!'.‘r.'.il..:ﬂg"I

2small vy with which ro puard its coasts and ships,

e Hizhlord of the wesr is alone in his vocation

Politically the country remains on good term

with Cyrinthmeir, Helena and the Imperium.

Landitions zre not so -.-uu:’ with Clramarluk, or

hliaph, with whom religious diffe

rences spark
moflice. Viewing the Man 'I'I"IIIII'-.'\- as savage raiders and
thieves, grear conflict often erupts on the borders, as

| Pamarluk does nor recognize the daims Taveruun
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riakes to the terricory they inhabir. A line of outposss
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the Hip :1||,'-'|_'- :'-ru'r:-i"-:' te elimipare the Marmaluks

1l || ¥ 1o st teal inta the country unseen on ther

frequent ratds of che west.

Lezal System: Taveruun adherss o the governmental

systemn of its feudal forefachers. Each baron, count,

duke, earl or landowner 15 L';.'*c}'-l'al':-;llfu for instituring

the Lords Law within his fiel, .-'-.-:|:-:*.1'|.~c climb rhe social

|'_i.._'r,|_r;_'|'_'-., il..'lii A only L-.l-.l-:l r mables who may

witimately appeal ro all eight Highlords in council.

[Tuis is rare though, and usually only occurs when

guestion of succession must be decided [--.".I;'l:-.
punishments include fines, branding, and prison ime
“infractions by commaonces ALAINST COMIIMONCES,
and prison Hime or exccurion tor crimes against lords

STArs COMErast po fNc

Or Zenie b commoners. In

hern sociery, however, serts aré considered ree

WLETE

men; and may come and go as they please, provided

their conrract has been fulfiled. Tn this manner, chere

s some competition oo be useful as a E'li;-ﬂ'l:'l' Wage 15

naid to those who have skill. Additionally, a serff may
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foooman ar Y e Ir his cenure 15 l'.'.'l'.'ll-..;.:l'-hli:IL.

Economics: While the hills are suitable to raise catde in

Many DINners ["!'r.'|l.'|' '-l!L'l.".!- LINCE ||'|'-C:l' ANE CASIY
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|'-:|,:|:"i'__ Potate’s and beans are che x[.l|‘.-i|.' foods of the

resrion, a5 well 4s other roor vegerabies. e to corment
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altercations \WET ) with {tamariuk, LIV "1'.i|'|:-|LZ'- L5

nzed oo |l'.'l.'l.J the army, and '|'\-||:|||"=:ﬂ'\, 1% :"i'i."l"i_\_ﬂ,

being

old at this ame. Bconomacally, it is beginning o
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poor. Being outnumbered 2 1o one in population

density by the Marmaluks is also a strain on their

ability produce enough food, weapons and

oo hobd their o
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Inhabirants/Cuolture: Hardworking and prideful are the
E

Faveruun men, wlhiose st (Y rival char of their

bords if the oppormunity presents iseit. Though weldl

rreated and cared o, the nation sutters from ampant
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absurd threats. Many maditions have n1i|1g|ni !..ry_gurhﬁ
ower the years, giving the Taveruun a rich and diverse
collection of holidays, festivals, as well as an odd
assorement of astes. Pious and devout, they attend
church on often a nightly basis, and place their fate
solely in the hands of the Three.

Places of Motes Enormous stamues of 2Gnar and an enknown
companion adorn the cliff face ar the entrance o the
Imperial highway. In Longstone, the Cemetery of the
Honored boasts countles mausoloums and enypis of
resplendent decoragion,

Player Bonuses: Discrusthul of anyone Taveruuns gaina (+1
PER}, bur their urban lifestyle has softened them
considerably (-1 TO). They are gencrally well educased
{free Slall-Read MWt for Freemen and up) and familiar
with foreign languaees {free Skall-lmperal Tongue; may
learn any language of the nonthern portion of the old
Imperial rerritornies ar normal cost),

TEngnku

(ren-go-koo)
Ceeography: As the devastatingly breathmkiog

manicured countryside shimmers i winty e
blossoms, terraced rice helds ring all sides ol thl

dead voleano char birthed the enormyons sl
thiesen. Veperanion hardy enough 10 STV (e p
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assault of clemental rage grows in well ordeml
and archards, carefully tended and cultnrd 48
waters teem with fish off the jagped coasding i
by the villagers who have sextled in habirabl
Moist climes in summer spawn endless:swill
misquores and bugs, which in urn feed rhe i
hirds thar storm the skies. All available lind 8
for the farming of rice; because of this, only s
families herd Livestock such as chickens. ":'ur-"l
ocean as the countries only borders, the skl
paint its full majesoy in the splendar from whid
country rakes s name.
Religion: Belicving chart all |degg
of an endless cirdle of death andseh
the inhabitants see deith S
inevitability and therefore s
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their next incarnation asoendmig
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daily life, and all events arethe .:_
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many, life gains meaningd
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granted them. and then bringng
bear. Relizion is an mdividoa --_
miore than a driving force for ped
acquisition of power, as monkss i
allowed ro inerfere direcipi
workings of povernmeni. Reps
poth spirits and of the Fey isap
a5 part of superstition and bdig
Polities/Military: As they s
civilization, elapsing b
formalized the social sorucuel
:’igld |-::|._||.!;1| h:.'.‘.l-:":’l'l, ﬂ.rirh 1
defined roles for evervone. Al
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I ind his :,i_l_liil.:':._ Revercd as |".H.:.".:l.1:!- r_|i'-'iI!'_::-.. the roval
Mmily exists on a stipend provided by the Konon, or
Bailing warlord. Beneath him are the Feudal Lords,
¥bo owe their power directly 1o the lands they
eoncrol. All lords musc be of the
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n ones repurarion, and will go 1o great lengrhs o

mainrain the one they desire.
of Mone the sun or

Jl\r

Any part of the land thar fces

AEOnTsE 15 |'-L'iL piniud L"|'§.'|.'L'Lh D SEENT QD PR
y |

ne. Many of the monasreries and shrnes ta
'i:n'.u account in their architecrural design

g Bonuses: Tengokun manners are unmarched in the
wiehd, 2

Tl CECIOT a4 +2 -:.]:|-:' [ rI'.L-Er
diminurive sracare |

Soc is granted

C1dé +1 inches), '|".".‘|;"_-:‘:'.-'.'.I:'|

tharacrers lose —1 b |
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Ter Hamun

(rer-hah-moon)

A - I -
L ':I'_n'n'_:-_:l' AT AMCICTYE G0N Passed VO,
s . !

and in its passing ensorcelled the sand with the fire
and wind of its brearh; the ancient black rock of Issairia
sheds scales of abrasive sand, propagating the endless
wath the Diragons breath

deserr that is Ter Hamun. Bet

I'.:I_'I'-ﬂ.' L |'|_;_' WAL LS O { K | e I ':;j.;l I e I iI'I i [I-'Z'Il\.'..'i.l.i.'.":'*- I'.'|.'|J'b13‘| e

larkness Spawn :.'-\..|. AT GLIECICTLL

of Exzivt. Here the inky «
.\_...|||,,-.\,I_I,II'\I 1, II:IIII '||l\.| Wi l:."\..l. (a. lII.I:.. ..-'h.l "‘“1..|||. Ul i =
remnants of the wicked socieey that once enslaved all

of :"-'I:'Il'.l;f"..-l

immorealicy. In order to create thei

in order to insure their :_:ch.h infiniry and

STONE, ||1.-_' rce ||_'_-.|' |'-_'|-.-:' Was *\.II'“|'.II:-\.| L .l1-

beginning the process of decay and destrucoon I.|li.i.'.

i : AT :
to this day racks this blasred land. Only the am of

the forsaken marsh is habitable any longen & sad

¥
[ 1

way winding north 1o the splendor that

L altesl
. v
once Edorned "\-"'\-'Ilili 15 TLOs byuar

gandl.

Religion: A distiner branch of paganism has been praciced

here since the dawn of man. The gods of Tex’ Hamun

bear similarities to monsters of other nanons myths.

From the neck up, the gods are animal, from the

neck dowi, man of

assuming the form they represent. These gods are the

unification of all spirits of a certamn type of creature,

and are sent to guide men in their fashion. Generally

QNG PrEyts Doy TN ..""5-|"'-' :l"ll'iZl.l.':.' :._l\.':'"'\.l LEL |:|'|i' Ap r-“"l'!'----T':'

OCCASION, i."-'L‘J'"-E’--&IIL 0 TCRTAEC] -.|” and an L B RN =

AT "-_h’Z'I-"..'li SFEE- 3l
s

Offerings regular basis to padfy the

gods one has angered, or in hopes ot -1“|1|r.:rl||<. "c:-:.-

AV

{ilizary= Wich the .|1'.:1L--.L| conquest of Mar

x -\..-\.al

olitics v
in 29 weyvn came an influx of new religion, leading o

the decline in heathenish praciices of borh sorcery

ricart, I ueneria and A .'-..|'.|l;.mr.'n-..'d

o

during this time, asserting themselhves

and the old re
a5 MAtIONs 10
bloody revolution. Heedless of rermitonial losses, the
divine representanives relinquished nothing in the way
aof IVETCY, beheading

“disloval” followers, citieens and slaves, With drastnc

; ; L
r massive rriads of

testament to five thousand years of evil. Strageling

1::i:-'.'.l1 d throughost |.||L' I-.:-Z"ll-\.'l LTINS rORITe their

1 windswept sea of

WO LA BT 15 n_.ll.'.‘.i:'ll:.' o

hundreds of thousands of

TEz'HAMUN
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180 The Riddle of Steel

losses to their slave pool, ins the army, and are respos
lez Hamun retreared from

the lime-lichr for a time,

[or Teeding the pop
Whipping and ston

ACICMPLING 0 [CASSCIT IS common punishmens

disobedience, and :.-nr:c:n_'
forward to a lobommy covered 1
event one disturhs the pexs reason d
heresy or like offense, T Rumored
dealt with harshly, che SESEE G nd dea
h:'rng fed aljve b .. aver Bon
buricd alove in the endicsa Tez Ham
of the desert. :;l:ugian:

Economics: Based Sy N

former power. However, the
loss of habitable land to the
splinter kingdoms severed
thie rrade Bnes, and withouwt
foresrs o grow more wood,
the country receded into
anonymity behind  the
grueling shield of the desers.
Today, there are 19 Divine i
rulers of Ter hamun, each production of grain n t|1!

howse tollowing a parncular thar will erow ir, the e
Ihvine Spinrc.. Each manifests irself in the Ta
tnangular brass coin bel

ferziuls

property of the divines

maintains a city of loyal
followers and attemprs 1o surL Crold, while
prosper. Currently the house
of the Lion maintiins the 15 FIOSL PIecios stomnes IS
greatcst base of power, metals, This allows die o
followsd by the Hawk and to trade for nceded poods
the Baven. Base merals such the merchants thar mavd
as copper are plentiful and the sea and desert.
as such most armors and InhabitanesCulture: B o
weapons are of like make. heads anc whire lines; i soancien
|ighr, are the chosen :r_ph'_ formed
swarthy brown skinned W narure ha
Wamen armre :|'|-:'mi|:|'.'|:r Imﬂrtﬂ,f
same, and are not mode Tice gray
therr semi I'll:':JiI::'. ! " .d_ﬂ:m:h 5

1 T acbeanitl
and medicinally advaniell dhandscape
[abrary in Uzang riviso oifs Bl

(It was this fact, more than
any other, that lead o the

lmp::.-i.ﬂ Tvictory 1m 45
WEYE]

T I = T -

Legal System: There are three

tiers of people in
lez Hamun: she Divine, the
servants, and the slaves. the Xananan Empire ing

Slaves have no nights, save and knowledpe. Physicing

the right of being owned. A long sought methads e

shave ol the divine is not the life span of theirdhasts

subijecr to discipline b any have resultantly uncow
other one of the divine, but ETCAT ITELY [y STCTHS O

s i~
ta'll'llfl." 0r l'.'I'I'I.IIJ.:IJ'I'.'Iﬁ."-I'l'."\'.'I'If £k hllr.‘."l'.'lr'. ATAT T I Il '

the Divine is an invitation ACLCMPIS [0 CRSUTT e

for deach. Servants mamtiain of their masters, thezas
and engineers have 2l

|'.]:|.?l'-'i"-L'|l'L_-'J..' lZ"n‘

order and perform tasks of

stare within the realm, serve “soienice andn
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€ responSibieRie: of Note: Lost in the deserr and marshes are the
= populace.
SCOTINgE Are:
hments for:

one can ook

remnants of an unspoken civilization, vanished for
all time bur leaving behind wonders o mark it
passing. In the heart of the desert are the six triads of
fhie moons: * Egis diced meds,” six Black pyramids once
tomy in the i
1e peace with
se, Treasomn is
. the scoused |
beetles, ar
nl less coffin

cavered i gold (long looted) built for an unknowr

teason defiane srill of the deserrs grinding maw.
Rumored by tradesman to be an unholy place af evil
and dearh, it is shied away from by most,

er Bonuses: The hot sun and treacherous lifesoyle of
Ter Hamun causes +1 EN, #1 Per, -2 WP Required
religion: A chosen Divine Spirir.

soley on the
1 in the fields
. ;‘-;‘:n;_unur!!l}l'

the Token, a

i
.I'J!.'-|;|;'|:'.§j
Beoeraphy: Lush flowers l:_':m:n:uf_-: on vines obscure the

in bearing a
ntiful, is the
ine alone, as
wes and hasd
the counry
zoods with

traved acrods

: Bald oiled
en, airy-and
style of the
ned natrves..
selves in the
dest about
Artistically
anced, the
als those of
in splendaor
kiCians have
to enhance
hiosen, and
hoovered a
MCerming
kewise, in
he crermnity
astrologers
advanced
and marh,

I~
y A

werping trees from which they hang, Nesting within
the boiling green foliage dense clouds of anats and
mosquitos heedlessly carper the moist underbrush,
g.;nhh_'-‘d ‘.-':.*l'..“l.{i'i.ll.l.'::|_‘r' 'ﬂ_lf the birds. Small animals from
modtkeys 1o cars prowl che humid rangle in search of
iood and mares. Blind bur for their ears the residents
scrcam their locarion in hopes of discovery, layering
their screeches and howls inro 3 drnnfl':g, pulse.
Between the folds of the jungles dress 15 a civilization
sancient it claims o be raised by the very gods dhat
formed che planet. They have cultvared the land where
marire has permitted, and high in the hills where the
knocred ropes of vine cease to thrive, grear fields of
nee prow in muddy patches. Storm and monsoon

iy, keeping the spongy

drench the COUNEYSICIC Mont
binducape green and shimmering,

S hiron: Being an ancient civilization has allowed enough

ame 1o clapse for the entire culture o change ies
philosophy a hundred times. Chriginal theology
tughe thar the rulers were the children of heaven,
taught by the gods and instructed o further the cause
ofman. Larer, Ru Zi hypothesized thar man existed
m harmony with nature, later to be conrradicred by
Shou Zend, who believed man 1o be an instrumens
of sociery. Currently, E:-hi|n;:u:-'..;';-p||f-;_;|_i_ bareles wage
atempring to decide the question of equality berween
hifer and servant, basing cheir belief on the premise
e

that all life should be teated ethically: Such

unrestraned freedom o pursue theolosy is on the
VETRE {"i|.|:';.':::'|§': ourbaved, bur the avil war thae will
mevitably ensue has daunted the ruling emperor from

passing such edicts.

e iTics) ."»'1i|i:.1r_'.: As the peasants are forhidden w “APONTY,

Lo Insure their I.'I_'Z_I._Ilil}' they have -'.I-.-1.'-:|<:|':-g-q| i type of

|‘..1r'.|.1| [ -'I..=::Ia.|. o :-I'l'.lrl:.:.:.' |.‘-.i.~;1.'l.4. an rhe :1.“:2'i-.1..'|'ili:'.- rl_:'l.'.-'J.r'.'I'.

[t has allowed the common folk w stage multiple
revolutions, some successfil others not. On any hand
the inhabitants are formidable when marshaled for
WELE, OF wWhen rl-;wiu:;-, to another counrry 0 Parsie

cheir des

Trading wich ] engoku for silver the silk thar is
mass-produced in the villages; the royalty has
mamtained a level of decadence unheard of in the
wiest, | hey strive toensore that privilege, and rhusly
maintain an-army of devour followers trained from

birch in the amm of war As the west has not mer the

ot - e g g i

P — ” - - - :- b il I
it u-ﬁ'—-‘-'uuh'-'i:._ . -_ . Jﬂ

VEDI
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freld ot combat, «

East In A True
the two fighting styles can only be surmised.
in 'illi!l."n' o function are enforced with firness and
Justice, however in regards to the emperors wishes,
libe 15 considered orivial, and most imbabics are
more than willing o embrace the nexy life when
called 1o do so.
Economics: Silk and spices sold 1o caravans from the east

|I':|"-|l..'§. Braall TOVCDLLL, &S d':' . B |.'\. '|l...'|F|. trade wrth

]-. .12,-:.L:| Faxes are pard on all income, .||i|_:1|-;|l::;|xi||g

is considered ey -\;I.'ll'.__'-c'l-:rl:*\.
Inhabiranes/Culrore: Highly stylized and introspecrive,
the natves of this land constantly seck o attain
harmony with themselves, one ang 1L|1-.L and nanre.

|'. L5 M0t s ..II"-llblh." LIS E 553 I'.:-\.'IJI"I.'Il |'. = § Bl |...-l'. ML,

0r afc !'-'-.'Z.'I-uil'l_L'.-. I|||_' Hll.ull.!'l'. ney 4re '-I."II!.l."-'-']I:tl
L:.EI'|1:.I'|I'.T.'-.'-:' il": _n'.i.-'.-:' :'|I'.-.‘| REACLIMC, :'|'.'|".":.‘:'-_"|."|5 A1 OVWEE ::_:.
T

nerght o

abour five feer, with black hair and ereen

eyes. tasters of the ars of weaving and smithing,
clothing consiss of finely wmilored silks and jewelry
carved in the manner of an assorrment of creatures.

:"«’1 I.'Il.d.l. II'II
and many ar

||||| ST Sy 'I'..'R.I.l.i‘.' -\.IliJ."-'.ZIIIl.'L'l.." ] '-'-'L'”.«.

alchenuis |'.'|:-. crossed the barren
wisteland insearch ot sasrermn reachs ng. All ab this s

rrl'l"l'-'..'l.l up in a great deal of superstinon, which mles

many ;_'.w to-d: iy facets of Vhedijian Life:
Places of Nowes The imperial palaces and burial grounds
are $0-well wrought that they must begmn upon the

conceprion of an Emperor to be, and are trelessly
improved rhroughour the course of his lite

Player Bonuses: Seare educarion and
1 MA,

TO, and

firness programs grng

+1 AGy, but small stature canses -1 5T and

1d6 +1 to hicghr.

Yone
[ Yish-ororn )

Geography: To the west, the homed ram of Fauth rises

[rom the ZTeat stones of the Vadeon Forrest warched

over by the Towers of the Guardians. In the East,

beyond the Lancing Peales rests Al stabware in ics

imrﬂ'nl'“‘.‘ll"l.l.' '|'r':|!§|_'|_:. CILEES III'-'§,||II_' E_:"\-C\_'.\_';I_.'il-\.\_ d CORTEEDY
mare by che solarng seosraphy tha

design. W

B} e s

7 ._|_'-.'|q|_:._".1:~f

1t coastal breeres keep the clime wiarm

Legal Syseemn: The basic lvws thar cohesive sociery needs

Politics! Milita

nearky vear-round, though severe scorms o

countryside amidst winrer. A land of rolling hil
sunken valleys below the diffs char line 8

Ay = Vg 11
10NEs !-ilZZIII E5 TLCE -LLT:-IJ :'L'I'lIlL'- fiatl « | "-'I..I.II..1.|

and vinevards. Cartle, sheep and goars lethon

[l s '\.\_.\,II-Q'I';'.'.."'.!!.' A the emerald ||-,;.".:|'.-,;;i|."|n_'.

Religion: To the Yon, religion bears the reignsal
order in a steady hand. In the days of the Foth
"-"-'-:“-l.'i—.lll-i'.r. ter wi’;.l“- re—spread throoghe
v tenets he preached, recosill

L_iaro "-:uq'-:Jl_;a upon the Stome of AgeS, -.'i:q

prarci 'I..-._ | L} l.l

comnd mernt bur wide --1r:-|_:-|rr::':|||||:.-. hee
embraced throughour the majoriey of Yone

W e

dctians and reprets -'“' ones e, Live then .':'.f'-'.'k'i:ﬂ.

Felitaty -"|'.-|..|"-" '.-'a'.l'.".l-' '-".lf-'l-'.'. oS -'4-£“'r.' i |'|'I..' ..-'I'I.FI T

: Lo =
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It 15 the belict of the people of Yone mat

death, one slips into an erernal dream, o whidh

ones life shape the dream of desli®
facsimile in which the deplorable actions whid
regrets must be endured by those who conig
1 VETY b

|'I|,,I"\.!".'|-':{:II:'-':‘C [he Yon consider chis as3

religion in general, &5 most people are capablecis
ACTIONES '-.'-.-Irh-::-I.T regrer. True mastery of feargi

making the Yoo &

RN e | § Lla- ]
1 ELELE R DR TR

believers zealot stature
opponents upon tl
ry:A b

LAY CCIIr :I;_'Z"\..-I-IIZ'

eudal SUELEIn has mamtamned 8
i Yome fol h:|g|l'.gL-1i5[L,;.
e '-.1.@'.||-.. L 1i-"|-|il3§'. thesn From I.'i:-'ll'l:-_"'l."'r and I.'| Ll
In murn, the weak provide che sorong with
order that :|'.-.'}' may be defended whole-bems

I'he Kings of the Ini

1 TEOIC (TR

should the need anse.

w 1 - 1 E ==
known as " Masters, and each ot &

orverseen by one such lord, The country a5 2w

"-q,l'-'l_": |||_':_' i:-'.' A COuinG - ':'-CH'.'II,:.":‘CI_'I_'- ot |i'|':' !'-.[J il

the Nine Regions, who meet upon the changoas
season oo discuss policy, reform, and econome
Mostsanglist: the capital cigy of Yone.

While trade remains good with both £

|'III|:-|-\. |."liliti li.'i.ll.l.'llii'-\.':- |'H-|:'=-. irER "'!.li'::k' '-'-"':I'. ol SAETRS

£y, I:.:_-'L1Iu|lllf; rhiee _::-:,:‘-I,""'Ii;l-\.\,-:_' with disdain arim

Fauth holds Yone in cven less repand. a5 HEFRI] 7
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on difficult
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EXIET Lo Serve
and injustice.
th tribiee;in
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the land are

1€ rEglons i

as 2 whole is
e Masters of
| ange of cach

b ONOMICE 11

h Faunth and
h a skeptical
i At rimes.
majority of

K

Bpropenitors were considered revolutionanies even
amongst the Exiles,
I 3:."-:|."r:'|' :"‘-Eilu_'_h rorsof the common-<falk, [ resided

e by a Cirand Juror, (always over 61 vears of age,

o at onc time in life was chosen o represent the

mmunity in council] judge most mateers of

rvants. & mented appeal may be made o the Master
B the region if proof of misconduct by am
.I-ﬂ||:-:':i-:':|ril'|_§_ PACTY may b nweaw

Wehility of the Region, upon whom charpes are laid,

Tingly proven.
rngly pr

Feprantod audience before the Master of the region,
8 may prove themsclves by way of combat on
guese. In such inseances, the plancifl s allowed
chose the weapon wsed as well as the lethalivy

_|'|| rh;- -:‘|||-:'.'. .'||‘.|.‘| NG ATNOT Or :‘\.I": .x;:-.‘l.a Aare
fllowed. Masters arc judged by the
emainder of the council, in the few
imtances where evil has beset such a
keler.

Woimics: Yone is krvown for sts are abowve
ﬂ‘.hi:'lgh. Literarure and selb-expression
it encouraged by the Enclaves

thurches), who will gladly ceach anvone

prcad and write, for the exchange of a

et loyal service. Yone has good rade

ﬂ:":j]l_ll_lll'h |.'|||.-I| !:.\.Iul..ill }\.l.|l‘“r'|-||||:_-' Ii\l:l;_i‘-\.l |.||“-\.
and ieacher, wool, silks and .-|‘:-i: i Bl

Bnoets. Tone is not rich in precious merals,

owever, and relics mainly on craks as

primary EII:=.E1!.I.'."~ of revenue. While c-:!|_1'
maderasely skilled 1n the manofacture of
meapons and armor, those produced in the
gnsry are often sought atver heirlooms by
p-:nplq-:: and namions worldwde. Many

Scantrics ave Deen ERown o CoTmiImss 10T

Etises from: Yone to decorate their armaors

& desizn their standards. Also, they
fshor the sulrriest vixens in the land.
i

hirants Culmiee: Yone has becomea

gile-haven for independent and free-
minded people. Many people of other

muniries have fled o Yone in search of
feedom from prrsecution of one SUgh O

another. As a resule, Yone is a melting pot of
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cultures and traditions. Each brings 1ts own history
and culture, which are toleraved so long as they remain
unprompred ina vigorous fashion.

Above all else, the people of Yone strive to creare,
I'his desire rakes many forms, and most inhabiranes
live fulfilled lives. Many struggle in poverty, however,
until such time as they can achieve their goals.
MNeighboring countries regard the Yone as prideful

|

iofren eponistical) willful, and isolationistic, {They
are ofren too busy with their personal works

to care abour discant events.) Amidst
themselves, they regard tolerance,
endurance, wisdom, strength, eruth,
honor, and self-reliance as their chiel
qualinies. Though they prefer to think
their way our of a fight, they become
formidable opponents if consumed

by rage.

Languages flourish in Yone,
but the Old Imperialise
rongue has long been the

¢ of the

(=

COMm O I:-'I!'IE:JE

land.

Maces of Mote: Yone brims
with beauriful cities, as those who
build them serive to perfect the
art. The capital, Mostsanglist, has
been known fo caprivate Visitors
with irs endless sculprures,
tapestries and murals. (There have
been 5 attempts to capture the city
in all of history, each arcempt has
ended miserably for the besiegers, as
they quickly discover rhe
inhabitanes have no rolerance for
anyone who tries o descroy or
defame their art!)

Player Bonuses: The Yon highly
prize independence (+1 WFE -1
< g — Soc), and have learned in many
] ways o depend on themselves using
the attributes, skills and knowledge

they have chosen to develop {free Skill:
any one oraft skill).

Y OME
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Laporozhya
(zah-poh-rozh-yah)

'1.?!:-:.55:::1}541';.' "'|"'-".|1 l'-:r -.J.LI.I.'II"‘ 'I"-l:' Uy SUITLIEICTS, Wil SPTENES
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and grasslands. Tt is |1|=. grear wind T| ar best
characterizes this wide narions fierce inhabirancs.
Wide, zhallow rivers mun southwest into the Crescent
Sea, providing for thick forests, bogs, and rall grasses
in the south. The north is characterized by open plains
and prairies, growing colder as they come closer to
Rzecpospolita and Lhibara.

Religion: Bevond the general lack of organized rel Jgrrnn
in such a chaoric land, many Kozaks (as the
f.:.:pnrtrz-[n'ulm;.;z'l| themselves) acknowledse either the
Seven Vows of the Prophet, a mods *n.u vegsion ol
the Imperial Church, or practice the old faith of the
Thayrs. Diespite such proclamanons ﬁl-n'.'iigiﬂr., MCISE
outsiders consider the Kozaks and all of Zaporozhya
tor be podless.

Polies/Military: Zaporochya recently broke free [rom
political attachment to Sarmatey and the

Rzeczpospalica wich the aid of roops from Krym-

Khanan and money from Zhibara. While the Kozaks

have pained freedom from one lord they have really

just knele 1o another to che northease,

The Keymneans have an odd relationship with the
Foozaks, always either highting with them or agains:
them, and reversing position every 20 years or so.
The twa peoples have a profound respect for one
another, despite CONSTANT WATTINg,

The Kozaks are legendary horsemen thag live,
sleep, hght, and die in the saddle. They have no real
AFmMYy €XCEPT LN LTS Q||-:;|x';1| wat, when |]'||_'j.' Al her
under the Hetman, a type of warlord and grﬂ-:ml.

Many Sarmar lords srill hold lands and castles in
£a pu:-:m|'1'.1 protected primarily by Kozak moops.

Kozak footmen carry long spears and short axes,
while cavalry and those that can afford them Wl‘i.'l-i.l
sabers or the long saber-like kindjal. Though still rare,
the Kozaks are thought 1o have developed a reasonably
reliable rfle-like handgun, with which they are said
te be rather accurate

Legal System: There is no cenmalized government in

-__.-_'_‘:\-_..- = o L

r o T — a1 e

:"uhu"wh..-. [nstead, clans and “brotherhoodsm
the land Freely, uning inder the call of the Heo
a warlord-general thar claims to be of noblels

There a

{where he is the law). and each man must bl

arc no faws ourside of the Hetman'y o

himsclf and his family.
~'|'-:.'-!:|_1 herding. orchands
hunting make up the bulk of Zaporosy

Farmaing

5

Economics:

produectivity. The rest of the economy wlis
raiding and mercenary work for surroun
countries. Sarmatovian money is still commug
use, though barter 15 also a standard for mogss

TS RCTILTES.

¢ hairand g
1'."'[1'- I:"'._ [1F

L'II:I'|I al

Inbabiane/ Culoure: Koo hawee de
generally pale skin (though |'.'.ix"1 z
and Fahalanim in the south has fed to
skin tones). Men often wear their hai e:|::|w|]

round ft in the top or nonps

to all bue a single ;
Iy L'.!-:L‘.:ij':}' ETOWI very !l'-ng. Mousraches arce _
poepular, and are often grown very long and
waxed or braided and toucked behind the care
side. Their clothing is very similar to the Sarma
Zhibarans in the north and Krymeans il
soath.

HI;_IJ".]_L.\. arc '|_'||I:-'.'.-".'|q_‘-c_| = A |h| \"«'t':l‘:‘l;ﬁ . il

drunkards. They are wild and unramed. ik

falcons thar fy over their great hills and plame$
are sung abour the most unruly and independss
their people, who revere famasye, or piii
imagination, and flain above all else in ones chi
and carriage,
r;:'-i:_h;_-:_'.:- -:||' ;"“h.'-:llq: "|'-"|-:' 'r:" 11TT: :|i ri'.'l.": ~c'r|:r-:'|1-:'~; 'h: -.u'
the councry, flowing mnfo the fertile basin'a
Crescent Sea. Dnyepr, the Hetman’s capital 68
here. .
Player Bonuses: The spirited and wild Kozaks reyhiss
upon superstition, and find thar v suppors
Luck; Luck may reach 7. bur never drop:ig
Maosr are raised in the saddle (Free Skill: Riding
—3 beginning SK. Also, social class is Jes me
o the Kozalks,

concepeof “nobility,” but rather thar Rozksang

who dont believe in thesss
own social class, where cach one is free. Thi

not effect beginning wealth,
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fieraphy: Bleak, dismally barren skics of lead washed

thauds strain the basin of heaven into blizzards of iy
min. Hardened by eternal cold and smothered in
o, the evergreen forests dominating the landseape
mshadow and pine shelwer herds of elk and moose in
fifTE :-'.i.ll::r'.i';". "n.i'.'nlr |‘::I-.'.:-\.'-i._ |!'l|.':1|'.'\-. .II".|.': TR RS 54:‘|:‘:-|:.=\. irl.u‘l__;-_:!_'
throughout the lorely expanses of wood, 3 howl or
mar carrying for miles. Few crops are resilient enough

wfourizh in the froeen soil, limitng farmers 1o root
trops such as potatoes and beets: Mounezine, split in

r'-'-'-lil'l bar -:li-.E'l-i'L'ﬁ l‘:-.li.‘lk':'l-‘:-l-.' WL L Iilll'%.l:w-. ks E||‘:-’,,|i ]L"r'L'iljil'n'-'.
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frost laden forests hiddden in the tog.

Religion: Carved into the Hearr Tree of every village is a
depiction of the god or gods of namare thar are revered
by that Clan, Heathenistic (by imperial standards)

worship is prevalent throughout this isolaced land,

thourh near the borders of Rzeczpospolita some of
3 3

the lmpenal teachings have swayed farmers. Fach
Warlord vows o destroy all enemies of their gq_u;l,
and have no compunciions in carmving our this edicr.
Palitics/Milicary: Barbaric in comparison to neighboring
countrics, the rgrag assortment of clans arc consanely

losing ground as the boundaries of surrounding

nations increase. Shelrered by the vast expanses of

forests and sereams, conguest of this land is nearly

I'..IL|:1'!.I-*.-'-i.|'.1|L'. | ]mug{h there 15 speculation thar the

mountaing may be wealthy in ore, the counrry is
considered worthless and is generally left to irs own
devices. As such, it is home to many a bandir and
exile who wishes o escape prosecution.

Clans raid both west and south; seeking wealth
and trappings unafforded in their homeland. Linde
armor is 1o be found in the country of axe wiclding
maniacs, and that thae 15 15 fashioned from boiled
hides and leather. Several Imjian refugees tumed
Warlords have arrempred o implement mastodons
a5 assaulc pi.':?.*:n-rmf.. wirth limited success, (General
tactics are to slip in under the cover of nighr, sreal all
that is available, and burn the rest to che ground.

Legal System: Few laws exast, and those thar do involve
rlw I'igh[.'-. n:'||.:'| |.'::'.|| '\WI'I!_'.':I :|_|:I_._|-:__|-.{'|;|_ ;1:.- ,J|L|,:|r_|'.|:: -._'J:J_|:=__

Economics: Miserably poor, no export or trade 15 1o be
fomnd.

Inhabitants!/Culture: Anarchists from sociery whao prefer
to live free, fight and die as chey chose, the freemen
of Zhibara care litele for proper manners or education.
Continuously hunting in pursuit of a full belly or
chopping wood o stoke the fires has grown monsters
out of men, Smelly and shapey in their hur wrappings,
drunk on fermenced potaro mash, any male can be
expected wo fy off in a fit of rage at any instant while
women are elther umid and removed, or bold emough
ror lash the fires af hell itself

h!':“{]”\'.‘ﬂ‘l E" l‘::lr‘ri"‘l_f "ﬂ":l‘i!-il.\. L B F H:;l.l.l.!'u Ry .,l.}\.bln']'lﬁl;.l l\:n.' |_JH_"

number of carvings within their lodge,

ZHIBARA
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Places of More: Far in to the mountains looms the Maw
of Night, a titanic crevasse a thousand feer decp
Player Bonuses: A harsh, cold land has conditioned
backiwrards folk. 1 5TR £1 5"‘-. +1 T =1 HMT -1
SOC =2 MA, Survival skill at best packey raring free.

V. The Religions of Weyrth

Faith and devodon are important elements in the lite
of every man, woiran, and child, and the residents of
1'|:':.'rl_'}"|'[E1 are no differ
-and acrions under the guise of religion—hawve

*NtT- .':'L'-i "|'|-|'|| O E Q% lI'l-":'.-I'.I
rL‘ligil:-H
formed much of the history
entries describe a few of the largest and most influential

-.1 lfll'-. On L ZIIL ‘__]'li.dl 'L':.||"|"I'! 1

. The Role of the Gods
Each heliever takes his or her religion caches
:-i-:.'EEI'Jll:-iJ'r' wars have heen fought over such
matters, The gods and religions of Weyrth a
very real 1o their followers; while rarely any
so-called “proof” or miracles surface, the
people continue to believe. There are a few
“rules” governing the use of religions and gods
in The Rididle of Seeel,
= Gouds do notgrane "'t;pr:;.!-" and there an
Miracles, the

2k _
T of great need and ErCaret taich,

(28] f:_ll'lrﬂ.‘i-}'-ﬁ e ILJL]'I
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CLme 1o L,
o There is no “ofhical” muc religion of
Wevrth...ar least none that the players
should beaware of. Each character believes
his or her own chosen path to be the “rue
one. s up to the Seneschal and the Hlavor
|_'|_ '1|'\;. q'_._1|||__,|._||i-“ 1 A5 [ "Nhil.'i‘l—i{.!ll:l'—
of the following mythoi is the “one true

Borch "
LA

This is still just a game, Though
many of the religions presented
here and in the dossier of lands
horrow from real-world faiths, no

p:r_lugn-:_q: 5 "Lk-u. n o0 the part Url 1

of Weyrth, The following

authors or anvone else. Any similarities ro rels

Fatths, real o i'|::_|l'iln'g| are elfher COI S

coincidental or used ro add a dash of realism, ol
represciEaiio i any rel [HETSOS I'-L'lll.'l.‘: 4l IIJ K
at any mme any of plapers are uncomiorabie
the religious content of the game the Sentil
ol -li;:nnl ro accommadate thar player {sod B
Eight: The Seneschal for more).

I'hese religions are meant to provoke thougshe &8
and emotion in the characters and theis ;:-|.’|:.’I.‘.r:'-. I
:l'l_"l! o e B :'I :.‘ll:l". I‘I.L"\: ﬁ_'_"\-‘.‘..l?."\. E'll.,'l_".l |i|'; TLn
motivational factor for the |~.-r|i.~-|:__-:'<'.:n|'|=.:ul'_g-n 1

evil since rime beyan.

Major. Influential, and Internan
Religions of Weyrth Described
The tollowing entrics cxpand anie
religions presented in " The Nagan
Weyrth Described,” above, thar app
ITRATEY 10 uiu-w 0 I:-:*n-'-lﬁ. having crosedl
lmu idaries of simple polite, lngss
culoure. ::1 addinon 1o J'.III':J-.I'.:'::'TI-.I.! e
and hisrories each entry desenbingss
eiven religion’s pereepl won of o
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all cultures and peoples, thes
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The Imperial Church of the TiS
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s E"-|_{'-" Oipoe there was bur min
- and apart. ||1cu
Loy .I1|:'111—z'.-:. ['I"'I.IH-I'III'.
» [Yemons: He enticed 't
e her :||._':|I_|r!' ]n[
'-.:I:“:':_:'“Il.-.. ake it 1o vourself.” And hes

ol the first child shag

WO TIN5
||_|r |.' | .\_ull'l
-\.--\Jl-\."\- =]
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ook her. The birth
the heavens, raining rthe pieces chiigss
the skies. As the heavens broke so'did
did #ll semse was lost Fist Iy

Mankind was then alone in thew |I'||1,
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rakine 0w

fmd, so that [rurh might prevail in all nimes.
[eweas afrer Manar had subdued the wicked world
bencath the banners of Truth that the Drark Betraver,

He .:'|-:|

_:|;;|:--"u;:.=. af darkmess and wircherah

the Poul Chne, rose again - chose nine men
WO
0 lead an army of Darkness againse Xanar and the
panncrs of Truth. One by one the Betrayer stole the
gearts of men by murder and sorcery, until only a

fallen. I

preat ape SCanar called his brothers and his sons and

I L1

£ I'L‘Hl.li.::ll..'l'.l in the west that |IL=.L. T1CaR
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the whole of
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and the Righteous War in their hands.
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& with the |

0] [ I"ZZ' Wralc

ot mien and marched aleme oo do hal
e and the Nine
The bartle thar followed was arear indecd—the

power of Truth against the Power of Darkness.
Weprth shaered beneath the strain, and every naton
rokien (a5 the heavens before
I|'|" s PR Mar gave luss Lade,

the Thark Ben

lies beneath the seas, defearing him ir

weirhuim 300) |:'||;_'.- Wl ;:

them ) and plun

and in 50 d-.:-l.'*:;_ rrapped beneath
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tor a time.
Thar time is now. Through the power of Truth,
and n defeated the Foul

fo ||;||:.' |E||':;|,:l_1_|l the

Man preval

oA I - 1
WieToy UsSEEce 3 mortal ma

{ne and scarr red his minions,

[Chree-i ='|;ci--l*.-.--.'n ne-{ne can OVER

clarkniess and restore order m the sharrered world as
[ hey dh fid for the Heavens.
Basic '-Q'Ll'r [he Descendants of Xanar rul le today 1n the
Seat of the Empire named for him. The Senate

cmbodics the . v the Courts rule as the
Merciful Hand, and
I -r|". eous War. Above

of all Thres, and houses all the

(N |
Li HLL.IIb-
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all 15 the Church, which is
master of the tenants
words of Xanar given prior o the martyndom inw E:.z‘.
“Sea of God's Sacrafice.”
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Ihe empire hang all marm rs of  the thesh,

C hurch “the soul.”
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[racing a1 "W across their chese.

Lipan deach the sonl is brought o trial before
the Grear Tribunal of Truch, where the Three sit. The
soul will be weighed according o how 1 balanced
and adhered 1o the grear prinaples of Truth {seekang
knowledge, serving mercy, and fighting the righreous
W SEAITSL 1 he Faul Onel. Those char fal are sent o
the pit 1o drown forever in lakes of blood. Those
thar pass are taken in as angels and kings of heaven to
prepare for the last bardle between Truch and

[Darkness,

Iraditions: The fasthiul generally celebrare 2 number of
';._bq. |'|..||_.|_'i Al |l;.| I'I.\.'ZZ:-_'\_E':_I;J.\ I:;I.'.' C L ERLARTAC I'“'.-'I.'I':.' _'. Al -I-:-'II.' TTHEST
HNPOTTANE 8 “the March.” a ..::-.-I.E.i'.:l.' memonal of the
final journer and bartle of Nanar Shard-Finder. It s
marked by somber days of fasting during the fims
week and a 3-day feast at the very end, in celebrarion
of his victory.

{ _:1_|_rr\-t_'||| E'_'l. (5 f .: .l'*:":'._h'\.l' I_.||-;_' ]:!1I|?il':' |‘::;.'\. gll T '.'.-':'.IIC. CANET

the last century, the Church—led by the Xan
i3 still quite serong
has much international influence. One brancis

high priest of the Church

Church, :_;|]E-'"l§ themselves the “Sons of the Rign
War,” instimured an all-our inquisition and pug
of the “Darkness.” burning both suspecisl
PrACTCENE WITChES, SOFCEeTs, and .Lrt_rwh-:J
thar world
when we ©

the arcane. They have tremendous support ns
ruling figures in many councries, as well @
Appreciation il nor the love—of the popage
Perceprions: Magic is the ool of the Diark Berrpsg
to destrov the souls of all those thar come into
with ir. (ther religions are lost from the Tr
may be surned to the fold l!-:.' ln‘.it;]ill:;- friert
war, as the Church sees fir. The farther adhe
the Church live from the Empire, the more miog
they rend to be in cthis area; leading
religious rolerance in the far northezst {suchd
Sarmarov). The Church 1s seen as a threat
religions in “missionary nations” whene the!
Xanar are preached by wandenng evangeliss
crusaders.

Thayrism
History: In the beginning there was Eimekal, 15
rrue god of the world. Eimekal went 10 Tng
the forger-god, and commissioned thar 2 ek
built for Him. Triumph forged the word
Eimelal |:-|:|,u;|,". his children on the waorld, nang
Thayrth and calling His offspring men. The
wias pure, then, without the ]:l:lrku:rrr—wi
wickedness, and all s kind. War was unknossis

15 was hate.
Many great nations rose out of Fimekalss
]:-l_:-r;1 q_|'.:.;|;|_|-:_'n._ A0 WAEE KT I'-:':-l'.g :||":|:!' il'|'| !'ﬂl.'ll'lT[. £
timie the many nations grew and spiic, creating
narions for rthe sons and daughters of Eimet
riled by an undying member of the eldeirhs
the children of Thayr. The oldest and mosop
of these were Methusdal dhe "Wise and ha
brother, Xanar Storm-Bringer. Merhusdal ruled@
and with great prudence, and his realm r;mr.
Storm-Bringer looked upon his brothers wel :
posteriny, and gave birch to greed and eavy
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e eldest-born—
bl st }wwv:rFI.II
g and his nexts

husdal ruled ||r|5d-"-r

alm grew, Xandr
ql‘:;_']'}:-i wi“.‘thh il.ﬂl:i

i SHvy

Calling the names ol dark g0 ds Wanar releasec

ipnts and demons, all in xl OrT [0 gain advantase
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wer his hrocher Giants and rirans, the sons of deposed

wdsof other worlds heard what Xanar did, and said

[here 153 world .I.l'l'-'n".l there, call g

pone znother, ™
met | havr,

Fimekoal

ruled by only one god. This

Bt keep such power all alone! Ler y down 1o

'|FJ|. (Y| H ;'_-:1,_| T.iI-L:.' {0 PROEEERCYNS G5 g'.-:: 5 '.E.l.'l"\.. |:II
t.i en we control lands and take a harvest of souls
gl we not be gods, and giants nevermore?”

':'I'u_--.u_' demon ELANTS Came 1o Nanar, heanng his

gill, and began teaching him the dark ams of other

woekds . sorcery, summoning, speaking with spieis
he wood-spirits and

ind commanding the dead
.'Il.'Ti""'. = kY Ll"ll.'l..:-. ] .';-:I.'II\.I:‘\.

;
of Thayr

= hlack mcks ol

mick-sparits were released then,

anda SCOMITETE UM the childres and all men

Xanar,

+||L:¢'{| ar areny of his subjects

having rastered The witchoratt,

those he had been
PO

| the people of Thayr. Others of

Sered to nurnire—and begran war his brethren

feunmorrals and al

8¢ ddest-born saw whart he did and fell before him

peading mercy, pleading for him 1o give th nicce

-:I||'.I-.‘.....-:'l.-'_=' um.! 3

EIT1 2

aste of his knowledge in exchange
E ;

br their service—in exchange for their souls! These
betame known as the Mine, and only Xanar Storm
- ||-..|.I.II|I'..: [

Corruptor, Aurak the

tenger himselfis more foul: Chega e 57
SerT

r the Carpeor,

L d
,u:r..'a-'-'.":"r.".' e

1.4 i,
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A ""I.\,'h.'l s,

'-ll.'.'.' e Fs vy Sunraeney,

.I-".'r:'\'.:.:'-l.l"lll.l'lil.-‘-:I'I"
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Vehar fhe Dlaipeener, TR N o L R i
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s dark army Mr"x"||,| and his Nine Generals
|r|;j|;|-.u1 throughout the world, lying and stealing,
he wiorld

teceiving and laying waste, until much of

Thayrs and men were miislead, and

mrwasred. dlany

il before the Storm-Bringer or _‘-':.:."L-t'u| £o join him.

& the children of Fimekal were pushed back from
ther ancient lands the wicked granes swepr up what
was letr behind,
gtng the

ey called chemselves “the Weyrs,”

taking the souls of the fallen and

mselves upras oodss Having become such
: i

-\,!il'\:,l SWET T W I|'.l'.'

exETy [ase ves o Fimekal from the world they

| =ik ] "Ir_-,. "'.3'--. ] |

hen the last remmnants of the armies of Thavreh

bl been surrounded in che west, at the oot of

.
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Tradicions:

ic Beliets: 1 hose

s 15t .: ...:-...- T ““riﬂ' . E:.‘-. -

Eimekal's the Weyr-gods

committed their grearest affront o all thar Eimekal

mosl Noyy temple,

had built. Xanar himself, chrough deceprion and

trickery dehled char sacred edifice, and brought the

: : : e
tage of his own father down upon him. Bven as

Fimekal struck his own second-born son from the

Faee r;.:'._"|i:c .._l mg L'ﬂ."“l-\.l.|:"'\.': did the Wi Y=L I'\- el
their most hateful sore cry—For as Xanar ir;-rn-.:'.-ud SOy
1 the release of

did all the land around ham, eruished i

all his awful, hateful power. All the sons of Eimekal

yarse that lived Hed

I.IIL';.! (R RS E bt A WELY DWW, :_.:|:_1 I

(o the ends of the "\-".':.'II

th—called Weyreh

IRl Ty ;".lfl'.l."L'l'.I 11 lIl:' 'il-'-"-i_:

i-:_--,:_.:'-.-' |_'|:1|l.' " | !q v MDA E.E.':.'I"-'..-

" " = 11
oy the malien Ones

crossine the icyv seas, and chered g a lole to the de "-rna

of the world, from where 4 new moon is pulled every

three cenmurics. One day there will be enough moons

drawn the world, and Eimekal

thar the great tde wil
may begin his work again.

few thar sritl follow the “old ways of

[hayr” are dedicared o one main thine: the remurn

af l"'n--lunl rar his throne in the heavens. This indludes

the end of all wirc 'I-\.r-\.II-\. and sorcery and the downfall

of those narions that live under the rule of Xa
his MNime. f'r-:n"-- 1

hewever, the |

I14r
either Xanar or his Nine have been

hayrs have been forced ro

SOCIT I A,

REITLE '-"-'iL.:l IO ANy NeyT .2'.-1. BOVETTIITIC or :-:I:Jl.":'.'r:.'.

Cine of the most ru:.«p=.!|.||' anzles roward .'.'!in'- poal 18

e propagation of anarchy and chaos, which draws

DHPCE A3y TOOTn the rulers ol the '-'-"Th'.l'.l.

The maost important ideal 15 that of one’s “word’
ar “honer,” for thar is whar was lost by man during

the g'r-.".=- erraval. As such 2 Thayr's word given must

never be broken, no matter what the cosr. Most have

Ve ':|Lc-n SETIMZENT VOWS ofren -:*.m:x-in;f mntctng

P:'i“ on ones self—ag a reminder of how men

betrayed their Father and thar such caths and promises
CEn ERever E'II.\,' VIDRATCO,

Beneath honor in one’s word comes perhaps the
virtue of parience, to which the Thayts look as their
noeth star, leading them to the redemprion of theis

L'.':!"!'El...

"haves are scattered aceoss the whole of

| he
seeking o further their religions ends as

Weyrth,

.

"i —-.---#—i-n,.;f.ﬁ

e, ik

THAYRISM
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'IHJI'-"I.!'.I s or im small :'I'IZ'I'.I|'-"~' [hew have no holidays

I-I':.l i ':.':..k irate none | |.':|F WL LR F-;.I'!-Il.q. l!inl.-J"

the |.1|.‘.|‘|::i|.':'.’"|-:'||' of our Faches™), The only ::-:;_x-,:||_'|~|:

exceprion is the " Rising of the Moons,” said o oocur

once every 300 years by the power of Eimekals [ast

priests. In that L|1J.-"~.-.-_ their sabvarion and cheir o m'h

return to 1 i:a_vr:h. when the world will be cleansed
of the Weyrs in a great flood

':..:II!'-."'.'F!T I'-'r".'\'l-lrh: .I-Il'l'I-C'.'H. I'.;I'\.': Bl b I.I.I;J :._'L':“I.l_ 11l Te e TIE

history when the numbers of Thayrs has surged,

from othen

primarily due to an intux of converts

hs {most commonly from the Imperal Church
ol the Three-Ciods- Becomie-One). That has, in ourn,
created significant persecution of the Thayrs, many
of which now live quietly or in huding. In the year
[ 4640 {sewen VCATS before the recommended vear 1o
begin play) an unsuccesstil 2552551 nation AEmpl on
'.lll'.' Nanarth {the High Priess of the Imperial Church)
broughe hormd rerribution upon hundreds of Thay

living in the Empire at the hands of the l|1i:'.|u.="m1
Since thar time the fallowers of the old l:'_-'!.;| by ot
guer, bt theiy paticnoe 15 wel] ko,

Perceprions: [The Thayrs know thar all men are the children

- (R " P Sl
ot Eimekst, .l[hl seels o return them ro their Father

They bear no malice to anvone of another Fairh
[Wevr or no), except to those that stand in the way
of the requrn of their god (such as priests, inguisitors,
and many kings). Orthers look at the Thayrs cither as
anarchists and menaces, or a5 misguided rebels with
no real canse. Governments detest them {iynch-mobs
are tolerated when there are known Thays in town),

churches |:-|<Hu. hagains them, and the common man
I"I:Il": e 'l."a."l'l I\."I N "f_!ll,_l |_|r!_|_| |I_ TS e, ,I_t: T '|'|.I'I_ :'
..-Il:' ill.ur I‘.‘:f‘l_l.' |~\.|_- 1|:l|:l..:r"|l.'l.| |'-:.' |||:-'.'|.' 1II1:'I'-|."\-'f :z:ul :|!'.r_| |_|||_".'

SOOI,

The Seven Vows of the Prophet
History: The Seven Vows of the Propher roughly follow
the same history as ser forth by Imperial Church of
the Uhree-{inds-BecomeA jjlc', .'|':|_1!_.'g'|| il: dl:-;'.b- 110K |._'!|x|_
iri the same place, nor do afl of the deeails line up. It
continues thus:
Alter the great battde and much of the wordd had

sunk benearh the sea, many men believed that all was

] i o i il T -
5 b £ gy L
A b ————r
L LR
o

lost. Fora |'|l.-'|-:||.|.._'.'“'|l“x| -.i-.'.'-.'-.~.-._||'-.LI-.|1r|.-: i

il E:'..':Zi_'.' the Propher came. Ciuided

Hashalosh—the Three—the Prophet entered
ot the shores of the Sea of Fallen Gods, 2nd i
there the tomb of Xanar Shard-Finder. The s
of the called Maladreil, wil$

Propher that the wir was not over,

oMy, an .-II!:-._"I_".

Betraver, though iocked away in the Pir

..i'.. |.L.-.]'I.‘- ] l'.l L ....'-. "1|' IR RN Pl ..'I'I'I-'.‘I Imaany I
W .I

Mine seill walk the on the face of this word {8

IR AS iL':'-I«.':’:ll.'l.': L ||||.' MWL 1T .iL'.I.F o :I]l.' T'-j:l'.

' ra Sty & 3 .
I J:’: '-.|.Z.'!l.|"'\-||. | e they aose chtered inbo: ihe | C

of mien, and conrrol them even as the MNae
contralled by the Fool One himself.”

blaladreil g1_.>.'-'t' the Prophet all the words o il
Shard-Finder, and the wisdom of Ha'’shalosh,
LRI '||'.'\-'i'.: -': 1A \.\.‘lll" '|l_"'||_ I'li"ll r‘:"'l-\.\_l_' ||'|.].: IJIIT

Taly War g
the MNine, swearing o |'-r||'.g light to the [

Fallowers ot che ||-;||:-. et have led a |

He then placed thve Shard into the Prophers b
and swore him 1o the Seven Vows thar wouldss
him pure ;;m: protected from the: powers oil
1o e

rearl < iFi I|'._ L::lflil." e |:--_|'-|'1i|.|||-|,|]

ey and t . The Prophet then vl

K
e '.-.-'l'-::-:| nag

rhe strong 1o heht the Darkness, When his ne

done he came 1o Hakh'mah, the Ciradel of
anid Lighr, and died. He is buried thers rodmg
the Shard with him.
follower of the Prophet s
arainst the Darleness of the F|_'1,|J

To beoome sucha soldser of Trihs

Basic Beliefs: Every
of Fla'shs |,||:-‘\.
.I:'.-.I'.i":l.'?“-.'.l'l:'.

must remain complerely pure. adhering no-the

Vows given by Maladreil to the Mropher. The

Wonas are alwayvs I'l.':'!-r.'.IL-L'-i.l LOILLSE

[ Theve is

5 LA

{ Ine f.-.'.-.-':". Hebhalosd R .'.l.'_| e i ."l.':|"F

Shard-Fimder .{.-'.'J.l..'J'. and -"i'r_" HAaHiE
{ivere iy Chne Prapher of Trash, and biv named
Tiese are the words Maladres! (and I nameins
spake wnto fim:

Il Take

f
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rod bt what Crod gives, give not bud ol
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L. Pray at sunrise for Wisdom, tharall urill be mut )8
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Pray ar mig-day for Wirn thar ay a soldier you may
elegrse the world of sn and Darkness. Pray at sunset

jar .1-f:’5'!:I'. thar Hashalosh swilf JTESETTE YoM RN

.

fV Crive alms to ".-':'"F-'-'-'i‘-'; --'«'-'-"-'II-"'."r'-."I'“'n'." the =.-..’:"u:'|' W are it
I::'I-r:'.ilr-'f I..I Il "I..'-ll._'- .I. JI-J I{-:l..llil rllll.ll.".lll.l.

1 Fast day and might in the morih af Rhatdon, te purify
your mind, body and sl

VI, The journcy to Huakbimah mast be made in this life—
.’.-'I-'-:'."r'_'.-'r'.'.ﬂ :'.:'-'."."__I".:.l.'.-'." Jour :'.'.'-'.'n'n'l.-.'I.-'.-J'._',-u".'n'." Croe,

VIL As God

i Ao B nenarel IE Sorpiaerrest In b

A

writings of the Prepoet.

Following these tradinons and the words of Xanar
Shard-finder, devour followers of the Propher do no
drink “the fermensarion of grape or wheat,” nor are
breaches of chastioy rolerared. Women, being gencrally
less zealous, arc held to the Yows l':':" rradition and
society. Many young men are fanarical believers and
take the idea of the Great Holy War against the Nine
very serioushy

All faithiul followers pray at morning, noeon, and
night, facing Hakh'mah (where lies the Prophet and
the Shard) lying prostrate with bared feer and hands.
In those couneries where there are many believers,
mosques and temples ting bells calling all in the civy
(4] I'l r"'||..\___ At |_|_I_ .\,ll_:l!_'ll ||||E||I I‘i TS

Daily reference ro scripure, following the final
vow, is important as well, leading the illiverate o

&

temples and houses of worship daily. Those rhat can

read most abways posses their own copies of Xanars
writings., which they refer 1o for a short time every
day.

Traditions: Al devour followers of the :J:'!.:'P:-I-:'I MLLSE
make a once-in-a-lifetime pilgrimage w Hakhmah,
to commune with the spirits of the Prophert,
Maladreil, and the Shard. The sevench month of the
year—Rhaidon—is spent in a daylight fast, no true
follower allows food or drink co touch his '.Ip.i friom
SUN-Up to sun~down, nor does he or she Cngage in
AnY SEX wal relarions for the duration of the month.

Modesty is expected ol all (especially women).

In some nations this is as simple as daily clothing.

n orhers, it consises of veils, shawls, and head-ro-roe

SEvEN Vows OF THE PROPHET
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COVETINE,
Current Events: As there is no ecclesiastical head of the

Faith of the Seven Vows of the Prophet. each naton

-In[-:"rp-c‘l'-:'r:-: ::Ill-:i ACks ;.'|:-: 1R I."n;_' I“;-:_'\-.-:'ll l"rll'\l'.'-'h g|i|'|:_'::_|.-‘_:'|.'
In past years there have boen many crusades (lead by
the Imiperi: 1l Church) in artemps to teke Hakh'mah
in an effort 1o “retirn” the f‘.-.-1.1n.l o Xanariim and
the Scar of the Empire. Constant failure has beyun

LN ] I':'ﬁﬁ':"'l rI‘I!" .-'III I_||"| i II CVLET £ _|||'I||'|.\,-;1"'i'|_"'|-.J I_l._.,.
another crisade is in the making

Some panons, such as Cramarluk, have taken on
a form of counter-crusade aga
a " Righteous Holy War.™ Such

amongst the Prophers followers.

inst che west; calling i

SEMTITIETICS ¢ POpLLET

|‘rr.:r|:-ri| ins: In r|-.-:_' WSl ml,‘:-:_'n_1._||;'-. Marndonc

Followers of the Propher are considered godless

barbarmans, heathens that need 1o be pur down. The

failure of recent crosades has noc lessened these

1-.*-:.an< . The Fai

1l, on the other hand,; feel char it

15 their calling 1o retum thesr wayward cousing in the
west 1o the rue faith of Xanar Shard-finder, though
some wish to do this through preaching, and others
through a holy war. The larter oprion seems 1o be

INLCE Poprlilar,

Riddle-Secking

A5 Fir g ! d k i
Hisrory: Biddie-seekine is pot, and never reaiiyr Fias b,

a religion. It 1 more 2 goal, sonehe by omen and

women of all faiths and creeds. The entire quest is to
unravel the question, “Whar is che Riddle of Swecl?”

Classical mythelogy contains many possible arigins
for this question, many dating back to the roots of
.[-l'::l.'u'l'-'.'.-l:-r.'-.i IiI_:l ||'.I'i ‘.i"-l,.' _I'I ||'\-'I_'r -C:l:”l'ul".':l:l.--IJ'w. JTll_:."IlI,"_:l
Some L5 rhar when |||||"||,:-I wonirycdec] our the wearld
that he lete his mark upon i|- -5 any smith does
upon his work—bur this mark was nor a physical
sign, but rather the Mystery of Stecl. Any man who
finds it will be the greatest master of his generadon
be Lilled

ani MaAny Seneraos—a man thar canmon

by the sword. because there is no mystery lefr to him
History rells of only a few such individuoals: Their
SLOTIES blade-slinger and

are '-L"l'l.']'l:'l'.‘l :1'| CVCry

: : i -
swashbuckler from the Sea of Raiders 1o Tengoku,

though their mames vary with the telling. Such heroes

= Y.,

have always tought and won ar least 060 ol
are wandering outcasts, and 0 b retizem

LI..I'l' l:.' Tdi ll"-‘L"-' -'L'.Ilii-"{." 'l'liil [|.'.--:_'|' i ':I.'hl i

trddle.. for there s no longer any challengss
thirg. Such men always seem vo drift avwag b
(| 3‘|-: FE O 3% *i"l-:'.” |_‘-'.:! -:_"\-.'-:'II.'l::I”:.' I-'III.I-'-'iEIE |-|.
a hermir before writing their philosophics i
of ald age. '
ITytis TgnEDs

Whatever the facts and
elusive Riddle of Steel is sought by mostall
in mostall lands.
Basic Beliefs: There are nearly as many approschsy

discovering the Riddle of Sreel a5 there an '-
seckers. Some search forit in constant prace
training, studying anything and everything
Ohthers look for it in unending violemoe b
that the answer 15 lound in strength indiS
Wany within the genory—-qus
rhrough service 1o king, counrry g-:-IL and

~CEDIET jall ¥

knights-errant. Numerous men enrered thed
irt hope thae it would either be found inthe .
the Fooph
[ Trncsll
ad nom

the Marluks and the Followers of
I:|:|': 114 |-.i|||'.|:__{ ::':-;'||: in I_|||_' T :_:-|-|_1;'.|_'
ventild reveal 5 Trois said o be o
- wanderiuse,

blood, i pilgnmage, in phikogy

in War, In peace, in cxcellence, N CONTemHG
n;}:--'Litiuw in far-away lands and lost baokis

he soul of every -L'=|1'-'r Where is it really? 8
the key 1o the Riddled$

. i
AL T OCEZIMZC SOCieres ol
£

finds that has fousd

Teaditiens: There
seckers, though occasionally small aronpsl

hoping fo learn from cach otherarps

together 17

find it together, The nature of viclent ma
women, however, often overshadows this, [ex8
bloody farewells afer bloodier joumeys. i§
fands rhe day thar a aiven local hepo who 4
nave reached enlightenment is quierly colchng
those that wish to follow in his stead.
Current Events: The last man rumored to find thel

lives in the mountains beoween Sarmatov
Reeczpospolita. His name is Yezhy Srebnpis
reaches saber 1o any that come in earnest and ay
his srrenuous tests. Ambitious Hgheers i

challenge him regularly—looking to makes




for themselves—bur as none ever lived through i,
8 i now left alone by rhe ourside world.

The nation of Cyrinthmeir is pracocally overrun
with Hiddle-seekers and l?l.t(!l‘.‘*—:f]iﬁf’lf'.'!i of late, and
many more arrive there every day 1o hght and w learn
from their betrers,
bptions: Most common folk el stories of heroic
plade—slingers and Riddle-masters, though none
soally like ro have them nearby. Ie is said char where
1 blade-slinger walks, death follows him like a lover
The ruling classes generally try o iznore ddle-seckers.
oping they'll zo away, unless there is sudden need

s In SOMESS o 5 champion or an instructor prior 1o trial by

he 15 said TE gombar. In some lands blade-slingers are accused of

elebrated hi gealing children, though the reality seems 1o be more

O hor children run off to become blade-slingers, often

d the Riddle follerwing the first one to wander through their village,
ov and the

arny, and h:;|

ndm.upw
ers nsed r.ﬂ-f:
ake 3 name

The Children of Weyrth

t Berween the borders cstablished by men, decp in the
pnraing and forests, live innumerable rces and peoples
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thar—some say—<xisred
before the world did. These
denizens of the “other”
Weyrth do not recognize any
mortal human ruler, but
instead retgn aver their own
tands,
masters—somenmes bowing
only to gods and demigods.
These may be divided into
three factions:
Trollspawn, and those thar

under their own

the Siche,

come from the Orher Warld.

Cne extremely important
note is the “frequency” of
these races. They are all
incredibly rere. The Siehe are
Blamed for lost keys and
misplaced items, ralked of in
legends bur never ceally seen.
Ihe Fey are the stuff of
lezends alone—stones alk of
them, bur no one has even seen anyone who claims 1o
have seen-one of the Fey. Trollspawn hide in dark p-ln;u;t.-,
safe from men—mouncains, caves, the wilds. And the
Other World.
stuffof black magic. Noneof that ever happens here. "

f.f."-.l::l.‘if_l:- demons, ph:mmm.u.-. *Thats che

The Siche

The Siche {pronounced “shee-hee™) are best known
as faeries, sprites, and elves, They inhabir forests, groves,
engaging in
constant revelry and song. Such crearures are the stuff of

bogs. and all places untouched by men,

folk-rales, fables, and lependary romances amongst men.
Though wildly varied in appearanee, size, demeanor, the
Sighe may be divided into three categories of their own:
the Seclie, the Unseelie, and the Fey.

The Secclic

¢ alled “r"'m' gruu:'rr.“v fall” l'.-_'p' SUPErStITILS humans (and
“nonsense” by others), the Seelic encompass all the
mischievous leprechauns, dwarves, faeries, nymphs,

Ii.li}':tdﬁ‘ ll'L'l-."S-i.li'liih L'Illw'-.l U‘I]‘IL’: I'fl;.ll.i'-"'.'lfi' |.!'|."]1t"l-'U|.l_"Jli

THE SIEHE: SEELIE
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enommes and elves. Most Seelie are small compared o
men, ranging from the size of a pinhead o that of a bird
o that of human child. Some varictes. such as SatyTs,
nymphs, and dryads, are as large as men, and often rale
aver many of their smaller brothers and sisters, The Seelic
are often adorned with soft lighe when they wanr to be,
and many of them wield magic with grear ease.

Seclie gather in groups called Coures which u:cl,:a“_l.'
meet several tmes a month {in accordance with lunar
cycles most generally} in sacred places such as groves and
henges. These meetings are generally filled with Laughrer
and dancing, all centered around some facne-king o
queen. While some courts are homogenous

(only ane kind of Seclic in anendance) most
are filled with every rype found in the
nearby woods and hills.

Playing the Seelie: Be animared.
lalk n characrer. Laugh a lo1.
Remember that you don't look lithe (S
nost anvone else, and thae this could k '-_-_'
get you in trouble when around men
Try 1o keep a low profile {while causing '
as mauch rrouble as vou canin che process).
Bow in respecr or fear to the Fey, who are
youranceseral nasters. Seelic Characters gain an
automatic I points in the Glamour Vagary, +2
Wit, -I WD the Ridicale Skill ar SR'9, and any

color skin they wane...

Rock Drwarves

An example of homogenous Seelie courss, Rack
Dwarves live deep heneath the surface of the world. in
mountam kingdoms and subterranean castles and
tortresses. They are shore by human standards (abour 4
feer rall), and prefer long beards and stour lothing, They
speak in short bursting yells thar are hardly intelligible to
any bur each other. Dwarves generally live long lives,
spanning as many as three or four hundred vears: Ererperic
and ageressive In their vourh, they cool down with age,
serting into grouchy, stubborn patterns of lazy
complaining and mnsule slinging.

Mast Dwarfish courts bow o a single King and his

council of Elders. The entire court lives topether—usually

G
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and metal. Dwarfish women are excellen WD
though the men excel with armors. Srone warkis
IR et e F'.'L'IT: f.':-r rl'\il Il';ll:ul.\.'| I'|' '|'|.':'|-€| |!;|.'|'l_' :E:l_' '|'|.':::-C|_|:'lm l.'||-]
engrave their historics and language into the sons :
of the d::::p--x‘.'.l;a myouneain & :1_;L‘Ic:||':\. A ez i
acommune-like socicry, doing their Bair shane of el
in long shilfts. They are given o drinking, fighrings
other noisy behavior which is often restricred byth '-
".".-'Jh'l- ;J.afnm thiar bve _|||'|; Bul any 'k.ll_'l_'l,:l '.-.'il:", .|_| thatd
racket. going on.” Therefore drinking and panm
n..'!';l.'f'l'L'I_'l |-l::lj' |-l:'.=.'.~i7.~i and II.:'.‘:'|-'."-:!-::_:-.-.- ) ;J'.'..';l_rl.im;i._:_'
day” once every five or ten yvears, depending ol
famous he is; on this day he receives a new nil
sl AL
Crafr  Skill
ithing} ac SH

commenmorate the Last few vears of his life). Fesiag
name-day parties are generally actended in i
-I.i.'-.".'.'lr‘-'-\'.':“- Ard 'r'i'i'rll.':'ll \l"l:-:-\:.l\'l‘- .\.Ijll_': !1t'1_|:||'_|'|['
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g with fine craftsmanship or unusual qualities. Feint
Ben prerry pirls wink at you. Act extremely protectively
-:1'-;'-u: -:EL'I'HJ_'\«. |-|,'|- '-.1.-'||,|_'|'|| P -.'-.--::l,;fg': :_E:- :'||'_-'f|'|51'|_2.
Bver sell anything vou own, bur give gifts ofren. Buy
rthu vou like
pember char you're trying o ger around moegnito

[ LI h -CII'..\.' I :'Iill.l.':l.': l'"'.h 3 |: I"a !.Ir:-l".". "::'J:t:l'.'
e around -humans that don'
Bow shour [hwarves or the

dd of the Siche.

the
SO

Al

auit 1;11;:.'

flintle” Haw, -1
BT or TO),
0 an automaric
fate Skill
mthing) at SR 6.

Llnke

ke Unseelie

Lxhosts, gr&-ha:n.&- and things
&1 po kmp in the night—rthese things
ihe Unseelie. Generally wicked, mean, and

- rempered, the Unseelie resemble their Sechie

s in almost every way. ( senerally small and impish
Bking. they lay dangerous raps for men and beast {ofte

:Hnnh.q Some, such as the dreaded Banshes, are feared

._.1|| thar hear or see them. Ochers—such as the likes of

mlins and goblins—are cursed for the rouble they
- While the Seclie are problemance, the Lnseelic are
BEIOLLS.

| |.]:-\.:_' '_|h;:r |,‘l:,'|'.|".'|:-|-:‘||r relarives the Unseelie also Farner
tarts, hold revelrics, and sing and dance. The wr|" I
fen significancly different. In the dark groves, rocky
.and deep caves that they meet in, the Unseelic bow
pawer and to Evil and do the bidding of the greares:

T|'| Ly e OX

s -3.-|:||--F I ereamires, and will backbite and Iwr.-.'.:_-'

par or foul spirit amongst them remely

another to gaiin favor with cheir lord or master. his

Bamicular sentiment s overwhelming in regard to Troll

: :
gIven the

i;;wn'.. which the Unseelie hate and wall kill of

.'“nr..';'fr-'-:-' the q'.'s'h"-:*"."." - Be mean. Cackle.

Spiron things.

Wi lictle animals. Be afraid of anything bigger or

oz than you are (untl it murns ies back). Avoid notice,

"'En:c.':l,i:|:'|:.

around men (since you're always puilty, you're
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AWaAYS SUMe WO IS Sonma Fear the Fev ar

pet canghe! 1.

powerful creanures of the Orher World: be -."crr1-=~|'~i.:::t"||

r Ttollspawn anc | the Seclie. Unseelie characte r% grann 2
1 W ~|I=.d the
H;l:_-;-:.'r' Bad

poing in the Glamour Vagary, +2 Wi,
Ridicule kil at SR 6,

[emper” il

but st talee the

Flawr as well

The Fey-5iche
The Fey-Siche (also called Fey-elves)

are pechaps the oldest of all the races,
Cheir history is forgoten even o the
Seelie. which bow betore them. and

the Unseclie, who fear them n:|'|'i|1~|].r'.
Despite thar fact thar most of the
world has forgoten about both the
Fey and their history, they have not
forgotten it

| aig before man discovered ‘:irr or
farming, the Fey ruled the world. The lesser

Siche served them then, and many men we .~r~:|'.'||'.r:r.|
the Fey as gods. The Elvish Courtss—homes of the

great households of the Pey—divided over what do 1o
about men. Some wished 1o see them put down or driven
into mountaing and caves like the Trollspawn; others
sought either peace or continued power through the
manipulation of mankind. Wars were foughr berwesn
the various factions, and in the chaos of it all many lesser
Siche broke away. The Dwarves entered ¢ the mountains,
secking seone and steel, the Seelie either contunued under
the Fey or established groves of their own, close 1o the
homes of men {with whom many a tacnie had become
epamored}), and the Unseelie swore oo rorment mankind,
joining the ranks of other dark forces. In the end ofirall
the Fey decided ro leave man alone, and retreared to the
decpest and most hidden groves and forests, where theis
conrres exist to this very day.
here wre TES0NS, al course. thar the |:|.'“:-.' remember
many of them were there, By the scandards of any

- on Weyrth, the

mothers carry an unborn child for one year before

I
[ HEN

arhes Elvish

Fey are immortal.
paimlesly gring hirch to che '.'l.'ll.'.E'l"li.['.-:-' "'-<.'|'r'-:: are born
eady well develog |':.'\-\.|-\. .Llﬂu to walk and

HIL"

inte the world ale

O Weave *:-i.'1||.1 € ITASLCS. arg usually very rhin 'Il'!d

UNSEELIE AND THE FEY

THE SiEHBE
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|1R|Li|15|'|-::l .|I||i|-u:' ITEENY '.-.'-::r::-c“.ll::_'; ."';I'i'll-. _'I_'“_- '.'-c:|:.':'_:_'h il'-g

rhen grows o 115 adolescent size after only 6 or 7 years,
where it remaing indefinitely. Aging—in any form—

comes in the |IZZIFI'IL -.'l| SOTCETY. i'..1:-i| 15 humans dffc ‘.".'l‘.L':'I

they use magte, so do Elves...and they age the same

P e ':'|'-.' Fev only die when killed, or when then
bl ics |'.::'.'|'§:|:u$|. fraal wath the wse ol oo mach sorcerous
power. Thus an lf may appear as a boy in his teens, bur
in reality be thousands of years old. Anocher elf could
appear as ancient as facher dme, but have lived foronly a
tew decades having been umwise with his use of that most
AnCien! power
The Fev hawe
always believed thar the
immortal sonl of an cff
does not vanish with
death, but that it iz
"|_'|‘1|_:-| i, b }r:kl'_;:l_':ll WELTS
were 1 :!'.ng'l I I':ll.| WCEh
'|"|_- |‘.l.'|||.h'.':\.- .|.I'.'|.~\.. f‘|I1|.E
courts of the Fey—cach
army believed thar those
killed would be rebarn
clsewehiere in the waorld.
perhaps within their
own house or oourt.
Peath, then, was
perceived the same way
that -'~-'l-.I:I.I.'TE."|5'. d
beauriia .:-.q_|||}:-l'.|||._
was—a pity 1o lose so
much rime, efforr, and
|'~-.-.=.L'.u' but ulnmately
replaceable (and, in the
case of an enemy,
teplaceahle with
il'l' "l.‘ VST eIt A ]: s
rrcar tragedy of all the
Elvizh couores now,
however, is that '.'.'}:i|;.-
the Fey continue to die
fram fagic induced
age, accidenis and mow
rare viclence, almdast no

W |1'|I||'\. |::.l.{ I:-.;-u'n P:" i OS] BLIC) '.-:_'JI':,.
houschold or court may have no more than o o
hom since thar rime. Increasingly rare preg

INcreasingly Common miscarnages '|I1-..|. stakl b nHI:

QILCE l_'|||:-.':=.:-_'.-!r:|| lontsl l1 Pey). | JJ.II'. o l|.1|!

wonder whit is causing thas, '.=.:|'.i ourts have
senid N SECHEr CIMmISsIries Oul Amongst men :.:-'.l,'I:'I
answer lies there, Those chves our amongst men o
hidden. searching for the answer withourt ever o
their true narure. T heir mission will determine wiss
any Elvesare ever bormn {or re-bom) again,
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Playing the Fey: Be reserved, calm, mystical. You have

ties to contemplace phi l.'|'-\.-.l| ; iV and faith.

den I_;|_|:~.._';,:_ |.';_' ruin of the world, but not these

el . TEET VeSS AR S0 short. a.l |I1"|='~. -;l;_._'}'- ¥, WiOrTY
Tl e uioine ol WLy |""' '-|"' g L LS | Wl |\_|_||,_ O 10T '|-|_-;-|_-

fany kind of an afrerlife or not. Hide your true narure

aps feemn chose vou trady st Fand

JOME MeeTn, CNCCPE DT

been then chink twice). Enjoy the wilds, enjoy beauty,
bemoy songe. Cry sometimes, unless sormow hras swallowed
bl uf ]

E:]L'i::I'\;.I_ DORATCETLE RECe -'1 "'.:' L‘..-.l'.. '.'.II:_: .i'l.ll VO T

ey characrers gain + 1 AG, Wit and Per, -2 MA,

[EArs. Bemember that L e A 'ili'l'll.:':':' {+l

[

pal Artribute

Mrary. They also start with 3 less Spinn

1 CHARACTET CTEATION.

i Ha]_l]_iv.;'-:

Halflings, often called mian-elves, are the child « f one
Puman and one Siche parent. They rerain much o “the
flancrer and appearance of llu-:.' l heish parentage, but
e mortality and resulrant mindset of man. Those
.I"£ mgs born of Sechic or Unseelie stock EENER: vy keep
B samie color and build of their Siche parent, often

gialucing small blue or green men thar look like big-
Rasied bar-eared midgets. Though given to pranks and

E IL:'.-'I.'. mil

ch hutnan sobriery runs chrough their veing
B 1o the cave af Elnsee)ic-heentren halfine: this can
Bl o the case of Unscehe-begotoen halilmgs this G

..:&:E [0 3 i_EI_':I-CE ¥ '.'.|I';|. |_:|' CLLE .II..

% I e T :"‘-ll‘!.':‘!l\. a
Bl W i'\.'.l.'.

Those halflings who have one Fey parent—a true
pn-clf or ":.|:]i:'.:r_" usually look like tall, handsome
fen or women. They often have odd hair or eve colors

s

il mature o ::Li:-l:-.x; ENGCe Very a;x‘.i;H'.' (usually abour 6

i 7 vearsl, Their confused p Tentame leads o mood

Beanes within and the notice of sorcerers and others who

fish 10 study the Fey (and their bastardized .,'nll_;:-cpfil'_:‘ll'l.

fing are never allowed w remain in the grove or Court

fhere their Fey parents reside; though a parent may choose
gileave the Court in order to stay with histher child.

?:--.- [alfling characrers gain +1 Per and the Sneak

i SR E, Seclic and Lin '\\'\.-\.l.'\. Halflin L harace |‘\-""'I||-

-I -I'. it and the Bidicule Skill ac 5E: 8, in .1~|-.'.:||-.-|: o

gheriring much of their magical parents appearance..

kSkill ar SEE 7, and 2 Pomnes in the Cilamowar
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Trufl.-ip;!w:t

:.'_-..:-r:. STOTY af EVET) hera caonrains a barde with
"monsters.” These creatures :.-:L-' ”*nz-i:np ram—the ancient
rlq...-uf_ e p aE ---J men and Siche since the world |'hf:.=.'.:

Their numbers anc -.-:1.:!:, bt ..-.*.q.'i1 one 15 & dangerous

force in and of msclt Thers are '.1|.".'!|:||1'- hundreds of
varieries. Two vareries that live with some semblance of
social order are presented below
Gols

[he Gols, called “afe Crafer™in those peaches of Srahl

and Farrenshire that rouch the lroneooth Mowntains, are

a pi i ¥ racs [T EWETY WY, :"*-'""I i |.| nro batr I!'-l"-'.'.'.'::'-'

i - o i [ ¥
LniTE moam itk 1‘.'.-\.'!': . -::-l 5 taised o '-!llll'lr Al L D00

his chiet and his eribe. Maleand female Ciols

D TROLLSPAWHN

rolls within the Army: Men main, fight l1 tild,

AN

.._l;_kl_r:"" WIOERETY MONT, SC0ALE, ard iL"'n-il Lk LATTAEY | :'-E:-I-\.

5

SITHECTCE Lsols rule b iR AINE AN "‘ FICE, ll‘h. leadi 'IL.I'I'”'-'I |E| L2
-:::|‘::|‘:|.:.~il-::l'...«[r*.'l'.;'llh.-.=:iI:_::IZ..:I.'!::':::'.-:-.l':'."'-'-':'l::-!'."."u.f' . :’
OACS l.'l.'ll‘.:-i'..i.:'ll.!‘.'. LhAETIERLES |.||;.' mouneaing in search of __:

other tribes ard armiies oo Db warh. L ndy rarel i Iy do chey

Ha

evercome down into the foarhills or lands around the
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food is scarce in the mountains

Physically die Golen are heavily built and very tal
ranging from & feer (ax the shorrest) to 8 feer wall and
averaging 300 pounds, Their skin ranges from brown
v grev-green and every shade bet ween. They have vellow
cyes with slir :.‘ll.lp'.gh Hirke cars) and are _i-'r:'|-:;|;|_||:.- bald.
though some tribes have course, black hair and others
have short (1-3 inches) hormns jurting out above the
tempics. A serious underbite frames their Fces with
v or four o 1 tusks protruding from the lower
|-“I.'-'-. | |I.L'_'|- wear whatever ar iror [|1;_-_'.- CaN ke
on their own of capeure (restricting them to
simple steel components such as arm-guards and
neavy leather armors)

Hef

The Hef roam the arcric climes of Wevedh,
hiving in lands too cold for most men. They
are most feared In times of winter when. stories
say. they drift southward to hunt men for their
skins and steal the women and children for mares {
and for food. The men of Savaxen are especially
I '-t:|.
northward o kill the Hef and eain glory,

wary of and oftén send h.'i'l:.'“

the PrTics

Physically the Hef are massive, towering at 8 fec
tall on average, covered in shaggy white hair over jet u,.u_'l-a
skin. Long black bull-harns si atop feral heads
overooking the predarory muzzles of wolves or beurs.
FPhetr hands end in black ralons capable of tearing flesh

ar holding a weapon equally well. Though clothing is
nota necessity, many have taken on the habir of wearing

I'he

TTHCIST P::—:-‘&"ﬁ.l leather is humsan, r;'l-:IIIE'::I. and such is alwrayy

cloches usually made from polar bear or seal hide,

worn e battde. Hefare fully capably of building simple
wedpons {spears and axes) and using those taken from
eheir prey (such as Viking swords and shiclds) They prefer
ambush-style tactics, burying themselves in the snow and
striking when they hear and smell their prey;

All Hef are male, T

|-'_| '“I.I"...'-.|I| -::-' :.;r_' :;;R'-.'i:'.'- 1= -_|!'-::||_-

through females of mast any ocher race, humans beinse

preferred above bears. Any species large enough to carry g
do, however.

Flck child il :__'l_';zr_'n”:.' Ipstances of clves

are unheard of, though this is probably due to lack of
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The subject of history is a rouchy one, always wnitten
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Rlowing rimeline covers most major historical event
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L The Age of the New Moon (myth to approx.

B wEYR)
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b wEvn.
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By ol Falle
;i:'l frcen

Frark

in the shatrenng of rthe west and che
E

[he Grear Barde berween Xanar and che
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e Conds in remembrance of Xanar and
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advancement. [he discovery of

improved metalworking
rechniques among the northerners
leads o the more frequent use of

STect-and ITRETEE AT IOTE;

4. The Age of the Fifth Moon

73 o 1200 wEyr)

773 wryk, The rise of the Fifth

Moon brings the dawn of new
SLraLeEies for Imperial conguest.
Political alliances are created where
milirary |:|ig|1| Fatls with Stahl
Though military vicrories with

Siahd are :]ﬁ".;:us.;,. missnanes hnd
significantly more success. The
Church 1= offici |||'.' estahl =.~..1...l as
the State HLII‘”]"JII of Stah] and the
entire north I-.-II|I|.-:L' the souch, the
':..I'.Illn.'l'! i'\. :I.l\,,-C\,!'E,'ll:'IE H-.'lll :|||_||.'-:'|

"

popularity thronghour ail of the
Empires northern territorics.

‘Within 15 years Stahl becomes a

vassal-state to the Empire due to
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APPros. QU ey, Oner one hundeed VTS of InTense
missionary work bring the Word of Xanar and the
hree as far as Zhibara and Krym-khanan. It s
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Zaporoehya, fully embraced in Sarmarov and o
H?L';Ji‘l-:;u;_l-:r':l:;l. and wvrrerly. Bleodily feiecred
Erym-khanan and the rest of the east. Severe wars
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clashes with the Fairth of the Seven Vows of the
Prophet.
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I"-;q hiet, alor 14 with |~_|H'|nl.;~ iies,

!l:-“l:-'-'-.'l.'::-i |'-:'. |-:Ilq,
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Sarmarov and other easrern nagions.

L) 1o approx. | 206 wivk. The one thousand-year
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e Shaed from the Followers of
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heathens everywhere. (rher smaller groups

togerher to hunt down the lase of the Nine S8
sorcerers that served the Dark Betrayer at theing
the Great Battle. More crusades .L:-|-u-'-'- with lirt
degrees of success. The Shard i mever recoiss
though many claim o have slain saome of the N
Increased rravel and internatonal crade lead o b

rechnology on all frons—berter armors, woips

food st

. The Age of the Sixth Moon (1200 wel
to present)
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TABLE 7. 1: STANDARD EXCHANGE RATES ; Y
— at : =i conguest of his neighbors. By the end
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i .-l. C :l.l. 2 l'I]' ri } .-i"-:! 5 m.:' M) 1 , P BB
_'-11 [1 In | 0 Silves '- .'| 5 1,000.00 _":||'|'-:'|1~.|'::u' and Questenreich, and has
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= = :I':II;;I_'|"-C.
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SdITIE 'r'lZ'.'II' o OULENTEr-

crusade is declared by the Sultaan of

Creamarluk, r.ae.:n:_;.||| thar follow the
Eshese funds are squandered or emberzled by seven Yows of the Prophet to destroy the infidels of
|f|“v.'.....' politicians. ': orruption grows within the the west.
wnate and the E mpire as 3 whole, Crvil wars Erupr

both at home and :d*:-::.ad a5 overtixed commoners VI. ‘l,r';;.-’cu|th1 -.“_'!T.'E.lm and the Feonomv
eI Tepyace 1ot :':“'I Adies s :Ill{ L.ti e Wealth comes in many forms—land, possessions or
RIG02 wevr. Stahl openly rebels, declaring : - T
o oxglnid it . =i 5 just plain money. In the course of their adventupes

independence from the Empire. When the lmperal : e . .
R : fam 3 : t [ characters '\-"\-"!I|5||=\.'.E:l:1|""i:"|'rlll'Ii'.L'FfL!I.:L'I:.:IIk'-..IIIi.:.'.I:‘i-."':‘i'.l'i.il
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; I =, ]I. | "1 = Sy ; | wealth. Some are bom wath it [such az the uf'l.-.'. and
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ESpOTLRE ] 18500 20 MBS ol rn L } and Others fust carn i
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A i e . Coinage
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e ' : Though each nation calls its coins and monies. by
'.|'_1'|r.-r.|q|"|x ) Pl ] " . ot
iy : ! difterent names, all divide their coin: e into four main
B 1517 oo 1 338w, Tired of nc|L|!:|-..:1'..'.r-.'|:':-_-h Crusalers s
i ¥ i : ST aroups: (ol Id Coins: Silver Coins. opper Coonims. and
ANE CONECAND Wl |'-|::|'_i_'_ Dardanet and | [elema alierm
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with ancient enemmes m Omamaduk oo dv ¢ the : s
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ST AT i 1 e ey o Ao el wene e reieralaels : : J
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Mine, those
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seirhy L |'|'_L-.':'.E" CODIEICT Withy TATYRAN L= 3 ; . 4 e

- i e ST . vp U Dollars {compared the Imperial Standard Weighe,
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dizscussed below).
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i l : W : ; countres mint their coins in different we s, making
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cahinish Marks worth more than Farrenshire Crowns
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TABLE 7

7.3: CURRENCIES AND ExC
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L Your role as the Seneschal

30 ol e the seneschal? Congrarulacions. You ve got
e most entertaining—and dithcult—role in the pame.
Riou've ever run another game before, under the tide
ol or sameth T s1n 1lzie L dready kaowe more oF

o wiat 3 Senesc |H does. IF wow're nor familiar with

oning sames [or have never seen someone else do in),
scrion will provide you with a very general and basic
e Many other BPGs have large sections on how to
i GM._.in The Riddle of Steel we know better than

1 | B
throuel

fhir. Giood Seneschaling can only come o
E .

berericnoe, nor from o bloared manual, Whar we have

porricied 15 some helphul hintsand tips on gemming stamed

Il making the most our of your experience.

e o 0 Sevreschals dwiies meclude (et are not fmited

il

St
having ir on hand).

Having all of your {nor just owning it bur

actually

Learning, Knowing and then Teaching the same.

Finding players (and geeting them to the game),

Providing Forvour Plavers (oh the I||_.||':a|||‘.:."'

Holding cthe plavers hands as vou rake them through

-..—-—l-q.--ﬁ-l-—'\-l & : I
'l.aﬁ-"-"—--'—-" LF..-‘?*.‘ A

£

he 2iddle of
fSoo kﬁugbﬁ

=€eel

-l-—'--.-l-

he
Seneschal

CHARICEEr CRCATEON.
* Wrinng sosnarios, adventures, and campaigns for
vour players.
*  Rounding up the posse (gerin’ ‘em all to gacher).
*  Orndering (but never paying for) the Pizza,
L [3|._'|ﬂ'-:':’i!'|__2l the oods lfl:'.l':l:ill__u. e ganme and
following all of the rencrs there En'l
* Buying more Drifrwood and The Riddle of Stesl
products and encouraging players 1o do likewise (5o
that they stop borrowing your copy and we stay in

I |'._|.u|'.|:;=\.~\._,

1. Before you begin...

..the things you will need (the essentials)

»  This Book
Buy this book! No, really, having this book will
make your job inhinicely easier. If you've already got
one, iy another: Ir conldnt hun.
e Lhce
Cretas many | [Z'-'::d-:.l di:.':.- as you can afford and
scrap up a few six-sided., These are 3 must, you cant
vorl] with ourt “em
L [;:ll:llrlr..-"i
These are o keep your dice warm and happy
[or at least where VOU Can find them).
*  Friends
We wl'u:ﬁr'_w recominend having at least one of these,
[f you don't have an ¥ Wi CCOImime il gelLIng oty of

':':-:'l'l‘:. "'.-1'-.- AT Can e 537 1 !'|-.' el i _|||~..I_ |-.|‘:.I ::'H: Al

P

L i .:_"'__'_.. -:.-_'_ a4 -::_r:"“{%
s . ”_‘HT‘- . e — . __"\f.._-" . |
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Pencils

lostab your fricnds with, . .actuatly theyre fot
writing: up vour character sheess and game notes,
and for keeping chem currene. Always use a pencil,
never a pen! And don't stab anyone, we were joking.. .
r shsers

To soak 178 the |

hlaod [rom  pencil
wounds. . actually theyre for keeping track of vour
characers staes, suff, wounds, and so on, Really, dont
stab a soul. _we were jokang!

A Sense of Humor

Hey it il:.'||1:~.. this s 2 GAME—albeit one that

DO ES SENIOLES [EFFIiory :II_'-_I:_-:'ll'lll.\, i:I!:!-\.I'\-\.{:II_'|_-'|.:,'. I_I-;_l_l_ll
and l.‘l_'.il'.-;-;-..f. ."'.I!n.:-.l::l:.l Iq.'::E-.'-.' '\-\.|:|..I.II::\I'||:II\.' '.'.-'l:ll Vol FLLE
pencil. Tharwas a poke. IF vou didnr get ir, look into

finding a sense of humor before

o vou begin playing the game.
s 1 B ;

2. Learn the Game
1o be the Seneschal, you'll
need o know che game. Read
this book and know what's

in it T hat doesi

"~y 1
\@\ TCAN VOl e

e Enow rhe

text word for

word bur

rather just
koo tlye pules
and have 2
ol | R < g
understanding

. / of how

might b

they

manipulated
IEI'\l! I ?I:I'ul.' [
memonze all of the
rmles either—juns
know the
bhasics and
where to find
the anes wo

'|”.l: !I - g 7 : 3
E E l:.,..‘l

remember. We've tried o make that easy for i
including appendices, an index, and “page content il
on the side of each page. Review the gunjr“:::;s tn Heg
One: In the Beginning and Book Four: Combar ol
If vour campatgn invalves much sorcery. read Book 7
regularly as well. That will cover the bulk afy %

workload; the other chaptens are best read once, g
as eeference afver that
By now youve probably read through mos di
book and have a1 least some idea of how :|1c-gn:|*.|- al
If not, grab a friend and play through che exampled
have been provided through out the book. If rourns
batfled, contact us ar www.theriddleofsteel com
fully support all of our games and produces and sl
|

zlad o help. Mow thar vou know the game, yoi his

o

teach It 1o your plavers. ..

3. Finding players

Players are bese gachered from among vour e
or through them. Player selecrion is fairdy imporm
just one jerk can ruin the experience for the wholsgig
If you dont know one of your players well, mess
:'lil.'l LH IIL'.' |'l|'{-!:l§:\,' IL:'—_'IlI_E .i_'.l.\,i_ .\|__?\_I,,': Lk |-\.||-i|'|.'|.' :__i!::]'l_ i
:.'-.||I|"\.'|.'|:' il L r|':'||i'|' WANT '.I-:i.'- 5,'|q._'|:~'-:'||: i|| :.'||';| f.,':].llt.

not. Chances are that if vou cant stand them awae i

the game, vou wont like hanging with them :ﬁfg.lnf
Spotting problem players prior 1o play is a diffink
best and miost |-u.1 vou wont know it unl yoill

ane. For more on this, see “Conflict Resolation,” b

4. Providing for Your Players
There are a few things you have that you i3 t
dont. Well. I_lllll'."!.'ll_:-l?' a lot af |_|I:II=__':\ F|_||||_|_-!;|:.;E:_-,!.'
onlv required to provide them with but 218
Consequentially, the plavers are required o pem
several durnes as well. Make sure they know this
Character Sheets: Yor make them and youpasing
oul, Once the characters are made, the sheers belis
the !_l_-E;,I:.{'I.'-. amd are thel |-._'.-|:-::-.'1hi|_!-|i.':'.' I ener g
.'-::I':#.'i:i (L8] |!-."-'I|E-_'h ?'li!..!.l"ul." [ |-:'I';,' '_:_";l":'l-c:. |:|_||||.::!'| :1'||_'|11!
dont care how. Some Sencschals are rempred m
the sheers for their |t|.'|}';-r.l~' for vanous reasans (chronias

i Az LAl i R [ | it iR E 1
LOTEET tik _|‘-|.I:'. OIS CISNDNESE PLIYETS |.|:-|'. VEE, WiE .'-\...'11.'I'I-TI..!

T .
g g LU { i

- your copy

Dot dor
are thedrs (

of thar. Ing

1% eireTel

player act

Pencils
i pipe d
in the samg
still arrache
ar bﬂth.
.S&.rq‘:rm-fr )
been broke
ot at will

]Ejm'Lj:
bBewwls, don
ECr I:FE 'I;l]'i.ﬂ.'
Bur just 1o
WAL YOLUT
by giving
OF paper o
dice, or 't
Bolidays.
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o you by
rent rabs™
5 in Book
bat often.
Book Six
b of your
. and used

5T 1'|-F T h-l,‘: r

16 works.
ples that
prou e still
com. We
nd will be

1 have to

r friends
Ortant 15
le group.
ect with
hem, Ask
gAME OF
way from
h:ymr_
itficult at
vou have
1, bedow:

r players
by, youTe
r a few
perform
1%.
ass them
long o
a player
hem! We
to “hold’
romically
ol )

punt do this. The players should feel like the characrers
ierhcirs (which they are), and holding the sheet is part
F‘&rh'”' Instead, make copies of all character sheets. This
ficvremcly advanmageous in those rare instances when a
pirer acrually loses his sheer. Never ler the plaver keep
finir copy and always make him beg for irs use.

Pencils: Expecting players to bring penals to a game

il pipe dream. Laet over i€, Expecting to get them back

i:llh-:':i:il't'.l.' l\.'l\.lIIIE EI 1 i.x :.;'.n'- | I‘I'“:“‘- ;_'Ern;._m'__ |'||.;.' CraseT l:-:'
balarached) will be chewed., the bady broken or snawed

I:r bath, and—rthe in case of Pepermarey excellent

Wrproriier mechanical pendls—rhe pocker-rab will have
pen broken off. Buy the cheapies in bulk and toss them
rar will (just watch the eyes and don’t stab anyanel,
Bowls: While it's nice to expect players to bring
bowrls. donT ber on it You can CEpect x|il:'_||i,|'.' better care

B be taken of your bowls than of your pencils, though.

it just in case, dont use the good ones. If vou really

L your '.!|-.I}':.'l'“~ to b o their own bowls, punish them

i aving out extremely ugly ones. broken ones, plastic
X paper oncs, ones tiat are too small to hold all their
||ﬁ.|.'-:"I ar that I':'::1|:.' D e '.j'k..\_'l,j bl serve |'-'_|::-;_'§"_ ac

L R e R T 7 L : 1
Rulidays. Very Incxpensive howls can be Tound zc vour
2 A -
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local bargain, discount store. Listle plastic rice howls

[found ar Asian Import stores) are sreat and very cheap,
tor abour a dollar each

Dice: Under no circumstance are you re guired to
l"l:l:'l'l-'i‘:.!.:\.' |.:Ii‘i.'i.'. J:I.El-ll.':'-':il:l:'l.: .:'I-III.L. I.':i':_':'. I:'I_';I_i_ |||I_'“||!

[he Place: YWhile youre nor required o wse your
own place, you are obligated o find and make all
arrangements for a suitable playing area.

I']J: ‘II-!.III i.::'.'l.: .\,E‘-.CI CrLL "'|i-:|i‘;. B o |l ._Lm'\-C |I.|i .\.:E' [l :I.'\'|||,
B VO Can b assured . char :|-.l.::|,: '!:-r-c!l.'i_n_iu_' this, VOLE
players will recurn it in spades. For more on this, see the

rest of this chapeer

5. The First Session

(rather up all your players, and go o work. Begin

by having them read the game basics ar the beginning of

ke, o b i-_';!din:.z tor chern. Afrer char, petss ot the

the

characrer sheers and E T il aned work VOUr way |_:'||';:||._91|'|
the book .-.r.I:Ii:'lg with Book Two: The Birth of a
Legend? During this process is the best time fo explain
in further detail how the rest of the game works by

correlating entries made on the sheers wich the rolls thar

A SenescHAL's CALLING
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apply to them. Once the characress are made, you will Bur where do vou find plotideas? If you havent ol playvers wil
want to run demonstrations on combat, spell casting, up with any yet, think over the luse book you malf remernberT
and the use of skills, ateributes, and zll the rese. Now  movie thar you saw. Was there anythang there thary doctor is
VORLTE Tr.':.d}' for the adventure, jl-:.'nu bave -.".1nl_'g,|: ELETYAE, ~1|rp:}- 1o the PCs i vour group’ Hources foir :.>!m: | “disease or
W newer dao, :ll:l."l:ll_l find }'l._l'._||:_~|;i-"-.'|._'h shorr ef timein which  and advenmires abound 0 our i".'i"l'_l.'{‘li'l:u' lives. Tl A 0l }
to properly start an advenrure, it may be advantageous  those with 4 lesson 1o learn make the very bes s the local ¢h
and loads of fun o play through the highlights of the  Lasthy, we've provided you with a collection of ad v wild beasts
characters’ childhoods, possibly exploring the origins of  hooks and ideas thar might help you zet searved. il the higher g
their Gifis and Flaws or the foundations of their Spiritual - find them kaer in this Book. . of accomph
Attribuees. Doing this is not only a hoot, its alse a grea Also keep in mind thar the root of all advenfs That be

your player
any advend

r
an L

lmk severall
being the
Aampay.
_ And wh
,_F'FML to g

3 BoEE

WAy T |~:;;|J|:.' powund out a character and SIVES YO, the conflict, Conflice 5 best derved from willams. .-";'._

Seneschal, more rime and muech valuable

intormarion for '.'.'r]rjng an adventure.

f‘l- ‘ktf-rilil'ig E‘;l'.t.'l'l.i:lrili}._"-i, ﬁl!ﬁ'fﬂ[l_lrﬂﬂ. HT!I.I

Campaigns
||'||.' i.-ll_'l."'::l:l-::ll.l:‘l-{'ll'.l|_IE'I' il :-'||: .'T"!.]:"l:.-.': (3 r|!-:_'

adventure. Adventures consist of multiple
SCENAMNNS, and campaigns comnsise of n1'—.||rip3r:

adventures. Who wnites these adventures? YOU
D20 Well, actually, we'll have a few you can buy,
and we'll let people post some adventures on our
wieh site, b vou, as the Seneschal, are still lef
with the bulls of advenmire creation.

How is it done? Take a look ar all of your
players’ character sheers. See who they are and
what they want out of the game {asking your
players this same question s a good stare as well}.
Liots LI‘I-I"}:'rI.':II'II'II::I Probiciencies, , wWreine an advenare
with loms ot F:;:_v_lhTin_g. Tons of Skills? Base your
adventure around using them. Dozens of
'."-|.1'.=r':c..._1.':=-|_' pet the idea. The next step 15 fo take
nto account everyones Spintual Areributes, along
with cach Armibures focus. Your players nieed
opportunites o make these rrams come 1o life
tor else their characoees wont gmw‘- ~earr wath
those focuses thar several characrers have in
common. 1 :|1-:'j.' have 3 common Drive, a
comimon Passion, a common Desting? Build your
whale campaign around such things. Then see to
it that each advencure Dwhich may [N over the
period of several sesstons) cenrer on ar least one

Spirtrual Arribute from each chamacier




=14

et b oome ers will p:cll:;l.hij.' be heroes (we encourage this),

vou read or
thar would
pir plot lines S ilhes: or the dermarologist who
5. Civen,

gmcmber thart 2 hero is only as good as his villain. Which

or 15 more revered: the cardioloeist who batiles hear
fights acme. Who is
fa i, .\-. .

Bt pzllant the marshal who spends his days hassling
best stories, if|uw| child gangs or the knight who wages war witl

- The bet
gehishier the stakes, the greater the triumph and fecling

f adventne ik Bexsrs and evil sorcers ter the villain and
arred. You'll
!I:I.'l:l'.l'llr'lnl' ment. S0 make thar villain a !1(1(1.;| Cre
pdventure is Phat being said, its probably not a good idea to have

= "-l.i'.-'t s Save ‘..."n'.' ".'.-';'_I_-:_I_:I" Tl ii'l':' .;il'.!.[ |:-.;| .;|_r:_:-|_'_|||_'-__ A%
|.T| aldventure to follow will undoubredly be

1. As vour

far ]-:_'ru.x

I—L‘-—‘—t—h

'm ubar You can however, plan far enct 1wh ahead and
’hkﬁﬂtl al adventures o "'-.‘.';r_l with the lasc advensuare

',1'_.'1_5 the grand climazx.

['J..":'..

E5 I-LI'.-I!:I'-.".'I'. kR |

LTy

This ST LEC RO

“ﬁ'

And while it's good o plan an advenrure to the end.,
J

El:-'l'"”. Lo [i'i.'.. Ly -'\.l.L'EZI.I.l.l.'a'. LY I.|'Il: SATET lfTs as thie sran ¥ i5

fimost certain (o meander guite some distance during
{.hj.’- Expect major revisions to occur while TUNNIng

ame.
" LA Typical Session

Ihe 3 tenets of a typical session:
':Jdm-unding up the posse
'-:'i-nrdcring {but never paying lor) the pizza
1 Eij-dl.‘]i"."l:.‘]'[ﬂ!f the goods {entertaining your freinds)
) Lunning the adventure

L '.r-'-":""-:":i“::—'\. LR EN R er?l'.l atmosphers

4 Feonrroling NPCs and the weather (ahhh, the
poweT: )
é-Making Fveryone Feel Importan:

laking care of the Players (dol ing out rewards)

[ H;-ir;g.:u: and impartial. . .and ¢ |':|."- ing like 3 doe

when no one is looking
% :
T-the rules (knowing, bending, breaking and faking)

& conflicr resolunion and q;||_';;_.-'||_l_{ with prablems

t Rounding Up the Posse

1
3 Ies your job wo bring them all together. This includes
B | ficling everyhody for their schedule, setting

I " ..le.nl' to Jet CVETOTS know when thar is, GO0 P AL

4 date,
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pick ups, and calling the day (and a few hours) before

just o make sure no one torgor. They somerimes do.

YWhar vou do now nlace?

JOrder Preral

that you've got them all in one

i1 (]nitrmg the Pizza

E..I..-. o |- ng '(""1 4] |.|I I.IIII:_ 1Lk "III'II'1 { |.|r.-L""| : T -'-"-H i i

peksions and :“r|'.|.-l::|!1.u.'-., the ETOLLD [MAY wish to do this

during a mid-game break, bura gaming session should
NEVET 20 without refreshment. The k :1:| of grub at th
rable can malee a large impact on the atmosphere of the
evenings session. Insiead I'.l.!-;ﬂln".-'-.l. try ethnic foods relared

Mlear,

= s | 1 i
|‘|.". .._:.._‘L-. IERTEINES '|!_:|_. [.-"-.--::r .:_:].._| feeling oo

to the mations that vour s are POCALOCS,

cabbage, and ot

the adventure "ml vie winrked so lard o write, Fordnnks

.lep the soda and try [uices, teas, and other less orthodox

LT TR P F s mions s iyl e Ty e ol i | L |
b rhldgth, | EVETVOTIC EISLSTE OO PAEEE LW QOCEn L 1ove

przzal), then go ahead and order it, bur don't ler them

make you pay for it...you buy the books! .. and write

the advenrures! _. .and run the games! . .and. .

iii. Delivering the Goods (entertaining your
friends)

Your "|l'.|'|1|:'ll.'|'-:||".|.' Purpose as |J|;_ e |'|_'w.'|:':'| il is (a) o

PP [ o AR J :
too. It people r.|l.:-'|. oy :Ih- game, they won't come

R L]

back and play next week. That usually means
adjustment 1o carefully written plans, purting up with

some plavers stupid ideas, and going along with those

7 T * P : X 1
ideas when the resr of the plavers aetee with them. If ar
; -

any tme someone snt c-n_n}-ing, themiselves, ﬁf.;&-r-.' o

1 ' 4 s
WWILY TILC At 'n'l'l'lil.i can be done o LIV POAeEs ERea T At

the table with you. Always remember thar this is just a

game, and il'i|_'~. not fun, its not worth playing.

1. Running the Adventure
This begins when all the players stop ealking ro cach

orther and start |i.~!;'|:|r'.|_: it vou, Starc with an

intraducton. A good introdection s impontant, 1f Y Ve

never played in this game world before, you'll need o
fill their characters in on the basics (zome of which

+1
I8L CHICIT

happens klli'lll; character creanond. MNext, descnibe in

derall the '\-llll.:'l.:lll.:lll'l_',"- RO CWETITS .!1.I|"".'|I.'II'.":'|E: arornd

s i e

AL SESIION

A Trric
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_‘.-:‘.‘1Ir|.|...!r.u_ll-.:'.'--.i1 the J-.:._ln.-..lnt:,-;rl'.nx adventure, Dewils 2. Tone. Thc—mr:, r"l.tnlr‘.rsphe-!'e bre the Ric
are very mmporant. Your players will then, hopefully in The ideas of tone, theme, and armosphere cisg e 41l ane
L L YA HAT [|“-:" will react to those ovents and  geveral different levels 1n an BING. Some of theses il EFEAtTngT 50
you mn turn tell them how the events have reacted o by the mom’s décor, props, food and drink, mapes ArC import
them and so on. The most LML LDIOE 10 SEMember dwings, cosmumes, ormusic. T hescare all [imves exand berrayal? |
- hen running an advenrure is thar the players will always  of exrernal atmosphere. Inrernal rone and theme and peopla
find some way to bungle your carcfully thought-out  harder to establish-chey take skill and prrpose. Mo Steel was
plans. They'll take the wrong road, kill the wrong bad vour effores 1o establish the right themes are 1l have in yo
guy, chase the wrong clue, or outsmart your craftiest  your advennure—created by usine the Spiritual Anah game, but §
schetme. What do you do? F'““'“':" "lll':"f"-"'; running. Fly with 3¢ the enidelines we discussed above. Beyond all ofithe bea differe
it. Fake it. Call for a pizza break and quickly wrire up things is a greater overarching mood for vour same. TSSO pliye:
T . [ ] T nrpe | me eF e y ¢ rh S a e v . - ll‘ - & 4

something new. Just never ler them know that this “new ideas are you explorng? Whar passions, morivarions

kS

direcrion” wasnit in your plan and they'll think you'rea heliefs are beine piteed against ane anorher? Wi
genius {which you probably are.. ). 2 :

3. God o

The o
are considg
_:i;:r.iun.ﬁ. Wi
E’ﬁ:ﬂ:p: the
politics of
Four mercy:

want. Wha
;&kc.ir I6 O

your players
itk arre
g T

L1110 E t':'.'_
Thar's what
t more [

the resules mean and what wall '.I:Er_'_‘.' tezcn? | hese g
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nk, gy and
f J'Enrrxamplu
nd theme e

rose. Moseaf
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el Arcribures
|.‘| il ufl}:r_jg.p
ir rame, Whar
Livations, wed
rf Whar will
These things
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e Riddle ot Steel—a deeper understanding of who

e ill are and what i Enli::c:rl.anr oo us. As you ':w:.__-flm
i scenarios and adventures, think abour whar ideas
B Epos N
; '_I.‘._Ii." Eove and Hare? Suckir £ ) those |__||:_'|:=:;:c._ beliefs,

penple one holds dear? T !'.|~ iz what The Riddle of

philosophy? Religion and Faith? Truse and

dwas meant to explore. Thar’s the kind of game you

ity your Bands. Sure, ity an RPC, and a STTATEZY

e, bue it also 2 moral play. Try it out cthar way. _.ic'll
vdifferent Kind *.|I'|-::|:_'|_‘:-;::_'..'i|'_; EXPMETIENAOE for wou and
Wir players. We promisc.

The oods you, as the Seneschal, have at your di~;.|1|_:-:-.,|_|

poonsiderable. You are in complere control of the

ghans, words, and thoughes of everyone in Weyrth

The weather is yours o control. The

it the PCs.

g L - : :
fcs of Weyrths nations, faiths, and peoples are ar
he rules whenever you

with all of that responsibilicy?

KL THETCY, And WO RN o ||;;_'|~_-',|_'

Br. Whar da vou do
eIt to creace a world of wonder and magic, a place for
LR |"'i_.._' forl Lo Ine

i players to roar, :.x';'h:t:-.-- amel add oo

e patterns outlined above, you'll creare a new and
%]:I':d..'-:rlf_t experience for your friends and fellow samers.
Whar's whar being a Seneschal is all about. You || have a
let them know

Bl more fun chan they will (just doe'

;:[l_

i Making Everyone Feel Important
I'he best way 1o make every one feel imporant is
Bimake therm importanc. Make sure thas your PCs are the

Weroes of the story and not just a bunch of SPECTATONS

iching the world whird around them. Tailor cach

Eenmine making them the preatal hulbs by caterine wo the
pecinc needs of cach pl:u-n;u and his chamcter. The character

?“'I["_:L""C‘ii.l"“l" '-i'-"~i'-:'|'|‘- based on “'-|.l'|II| FL ::il:-l_:l_-;_".._ I ¥i¥ir

st puide in secing o each player’s noeds. If 2 plaver isnt
sesented with areas to grow, his characrer will nor progress.
this should push players into action, but some will remain
cach player has'a

o the quict backpround. See to it thar e

ime 1o shine as often as possible. If you're not handing out

moLh .‘Spirﬁ:ll al Artribute points, somenne i being keft out

T .
I TaRs CARG Of

life cane of vour players, and they'l VoL

.|!'f'-'.".'l..;-i e e AR b (ST

This 15 meant to drive your
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|51!~'.ing Care of the ]-"'i;l}'(_‘.l'h
(Playing Santa-schal)
rirual Ao

l:l-\..l...lu R -'l. -\.|IIIII 5' A Ry g it e ] |-.|.-:_|i:i-._'|_'_il.'.;_' TLiter.

I II"'-'.' 'I'I.Ii'._'. :\"‘;Fli '!1Z|I_-\,,' :Il'lil'_'_!-C LR I

g e St I 1L :
Weve .-Jf.'-.l E0 ST .‘-|Ir*. the process by TIVITE COnerete

COUIEIMEnts i Boolk Three: Training. Insread of staring

thie u‘ll“'-:-i: [LET every .f--.lll'l.' tryIng T chodse a T

T1Es o -\.ll LLACICT HD IS |_-.'IF‘-\."'IIIT

5 F Or WA DeEvwer, . I! ;:I.CI'.'L" edlTES I||'H. ':-;:l

P -
AT Ol CHRETIEICE [

nts in the

poln

course of the game. Your hand them our rieht when ;I;._--.-

AT ;.-.er~.-.--:|-|'.¢:7.'n.-.ha:-.-. naT atmer Z_...||:..-:"-.'-. vou forgot

:‘-|.|_'.".':'w I |':|I.:,: get o

character and push e game forward. Most of them will
they deserve a spirit “.:-i".l and they il ler

Lnow when

rhen VO EIve :.|:; th LLIT

=

L| wen). We have found thar 3-5

vou know up or thumbs-

slayer per

;'Z!I'Z!"'\. =01 I,

MESSIOTE 15 @ PIECEY Teasomrable amoinT Post plavers are

'-"-'I”I."lf_-'_ Lp Pl ll'...’:'. [MILICER :.':.|l.'l.ri T thclr charm [T

I nars -\.||!--|.:' | ':.'Zi.!-Cl""-I-\.Ll"'-L' pace for character p F-\.'l:;-_.':'.'\-\.'\-\.il:- 1.

If you want them o progress faster make gaining spirit

poines casier. I you want wo slow it down, PEC]LIITE TIOTE

Ol :r'l:ll.: :1|| yors Detore woul thinomw a ROy Al :I'l_"'ll_

As we sald before, Spiricual Areribure points are given

["here are 2 few hun wars
I.'\.

P "
FLIR F::_Elli W EILCTL El'.L"I-'TL' carmed.

4] g :.il."lli.ll that. In our sessions ar '.:I".".-:'-: Ll We use

poker :|'.i|‘.-k marked with a “I)" for Drve, a “P" for

Passion, an “F" for Fadhy, and o0 on to show which

Arcribure gains a point. Think of it as throwing a biscuie

to 3 dog thar juse “rolled over.” Its really the same idea. ..

5. Fairness and (:iu_-.-ating

1] E = = e . 5 T e
U TAVIIET III IS PrcEly sy 10 D, L Jomnd |5l I {NEIE

| P B R et =z, - b — B 1
PEAMCT TTEOTT III.|.."i any -others, make sure the same rules

apply o everyone, and try to be borth merciful and juss

e |u||u . Being fa

iN YOUF Incea P-:-_'-. ir and 1mpart
LD ..i-rl.‘”:.' I'“l 1 MLISE, h:"l'l" LS LEITEE |||,|_ TLET F'I_.,:_".':.'l"\{ aAre

(o rihe

treated evenly and justly by

Ir"'-l1"' .'|-.|'-':'."|r|l'q.' Of  WRLE-REY JUSET Wikt to |_'\-;_'

vl and by rthe same See to
| :

it that this happens.

In |l|l.‘!i'| i I."L' Fair outwardiy, however, WOLE IXTLIST

learn to chear like 2 weasel behind your book or screen,

'|".:'I-C'|' :'Il'll-: '\."'.'I':I.':i' II. ':I LY DS TIEYWED SECE. ';,_ll_'_l_'.""'r= _.'“.-\.Ir

BNt s hard. . whout die rolls, or miake die eolls when

ai d._.f-.l.w—\.l.—h‘l":__ 5

=

Rl e

(GAME

-
i

RUNNING TH
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vou werent planning on it Let players roll _ p— =t and feedback abour chis and obé
o 1 e T L e ' e ' —
o realize how big their characters” miseakes .,--
n:'.|||_'.' are. Cave characters a second chance and

Diriftwood publicagonc®

addition o our insight &

‘remember suddenly that they had carned a support, you'll be jomed by other Seneschalesl

Spirit point last game or a few hours ago and let plavers with similar ssues and advice for yours, L

them have it in their dme of greatest need, In we intend to publish in the spcoming year, sl oW Copy
short, bend the rules so thae they have a supplements o The Ridlalle of Sterl. each containingoe eallective

pood time with it-but never let them and r_'x;u:h.h:d rules for combat, sorcery, the Frpall

know char. the world -::I'"-"-“-_'}'rli'.. Hu-::p an B on pour i

B RPG el
'\.|||.'|'|.'|;'.~,-;| T
our weh Sl

‘Theres a flip side to this, too.
Sometimes you have o chear for
the bad-guys. Thatrs OK—

I

eveh encouraged—sao long as updartes on p

voutr players are have ng a Hr_u:n_] [Dmifreencd pelans

tme. All we meally mean by
B. Conflie
Resolution

in a game mi

chearing & to bend the pame-
and the events thac rake place
within it-so thae everyone has

3
more fun. o .
AT so full of g e

(ves, actions hiff

CONSeLbe oes.
. d

7. The Rules of the Game

Az the: Sensschal 8% YULT job

-
characrers do diemie
Riddle of Sreel) A
players may become distas

Ay
P e el BT

e
PRI

-

o make judements in all situations

wichin the game, T har goes Twice

Bt

i e L e = . s e
for the rules. Somctimes you won or upset with you or other players. This 558

avoided by picking your gaming group wislh

SN e

have the rules you need 1o run the

s
o .

LT TYR Y e

game. That leaves you with three best handled by talking to the offesding plisl

s [:

oprions. First, make it up on the

K

|:'|II'-'i.i.'.L' ii.:'HJ El."!‘i'!.!'!.'r'lli.:;’. |.|IL' |.1'I'l.|55-|{ L} 'l'-':EJ'I iljl.'IL

spot. You donl have o le your Always ETCOUTIZE YOl P|:|:.'.;|:=\. o0 WOk ?.n
players know? If you encounter a as a team—nar onby will their characers e
situation, even fighting style, longer. bur they'll have more fun. We find fhtis
IIANEUVET, OF soimie sich thing thar of the best ways to create 2 unified group S
wnt covered in thisbook, go ahead the pame with common ground. Insteall

ancl invent i on the spot. Just make beginning each campaign in an inn whee 888

sure if fies with the tone of the characters accidentally end up as a pagl

grme thar yous want o ser, and on ! { i adventurces, mun 2 homosenous group of e
you go. Second, geron acompater S peasints, .’*.I:il‘.:--.niingy..-r-c: ey, o gifrli'n:l. I
ard VIS binding all the characiers wogether throngh -.
www: theriddleofsteel.com. We ties-Fathers, sons, daughters, brothers, com
hully support our games and or spouses. Such groups always have -;I
F-I!'i'Ht'-li'lh. and oL will find a ..'||-.|._|,|.'|1_i,|_". i .'|::;: I'\«.LIIIILE:I'L'i'-"L' [ex (K '
discussion board where vou can addirion, they'll likely h:w-r—.:imilnrgmls['
POST ¥YOUT qUESTIONS, CONCEINS, Spirimual .f"r..rril'.r.Jrf.x-;I- CauSINg rh; £ --
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wh family
L COLUSIME,
an odd
work. In
als (read:

group i

g and develop as a-umr | his alone will sobve many

Fh_'.w.-'i:h.:urs.-_".-:r conticts before they stam

& Buying More Stuff...

We strongly recommend thar each plaver have has
i copy of this book—or at least the players have one
ftlecrive copy in addition to yours. Bevond thar,
wever, Lrifivood Pablisbing promises o provide a host
guserul supplements and add-ons w enhance play. Look
hrrxpﬂnﬁiﬁn vilumes an oo bag n:u_'.;ud-:u; rules for
s hartles and new proficiencies and maneuvers—aon
m.'ﬂj.'—wilh new spells and derails on the world of
e and the mysterious Fey—and on the ever-growing
wurld of '\:’C"-.'}'rth. We also p:..=..'| a number of modules
Ipl'l"-i'. ||:I-|.'H-| ﬂLi\'fl"l:l:'H :II"'-C\J I,,,,I"l;l..l':_'ll'ﬁ_l ._l_lld "|'_I|_I_‘r

i’.;n‘ri‘l.'lu‘-.';.‘i:':‘.'l."l.:' i‘.‘-l'-:'l-:ll.'{i*i,_ ILH F] ;_|:-i:|_"|_:i|11.|._' -:_.[||'~;| :_:.;||:;-:_'_

L. Why We Did What We Did

This section explains why the game is ser up like 5
8 Irom sudden-death bardes to the layout of Weyrth.
fere you will find answers o the questions players and
fmrechals most frequently ask, I vou have
By other questions. visit us al

"F‘l'l'l'l'Z'I'J1L'Fil!J.-!.|.|L‘II!IE'ilL‘-L‘]-EDJ'E.

I "-"i;-"ll}' do we

ped 50 many
dice?

I'I-1 i 5 I
g c fromin
wils cver 10

dice. It ’
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. g e
B @

e Lt o

A s ChAss

just so happens thar we really like rolling
bigr handfuils of dice. We think s more
fun than just rolling one or owo.

Mus, it keeps the die-making

indusrry in husiness,

2. Why aren’t there any
character classes?

D you it inte any one
‘person. class?”™ Freedom o
d:::f-:';n the kind of
CNATACTEr YOuU WANT 15 one
of the things that we felr
Wi M0sl IMportant i
The Riddie of Seel.

3. Why are skills

selecred i1

WHY WE DID T
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o . e . L L - - -
ek =¥ ; ST T ety iy o e rEa o
ﬁ'—-—'h%ﬂﬂiirmm;ﬂlm: . - SR g ] st
o ¥ L e e s E i i <P
“!'I':{l'.'il-l'.t'I.';iE'"' mchine” or anything like it Skill packers ascun® When you
Fimst, it saves a lor of ome by |_:.|-:|-::.'\-.i.'1f_.- Wi P;:_._Eq._-:_i. your characrer has a number of skills chat a pi'.a:-';.': n o, oo o
instead of 30 kills. Secondly no oneisa '.'Jallkillg“;qtlrk:jlgqj not have selected bur which are very useful. 4 him. That"

character creation packets ane no I'-""'F'*'[ 101 11
and all Skills arc leamed individually: 5. The n
want o
4. Why is combat set up like it is? i N
{'J}:J_'.'. s0 no onc ever asks this, burREEESSE A Havor
wanted to explain anyway: The Riddle of SelSSs o o
combat system is one-of-a-kind in the wod you can ust
RPGs. Instead of winning by brute foneSSERRing. MNe

superior stars, the key o survival and v
are [AcTics. reamwork and Strategy Tht BE There

mnsentonal. This svseem 15 based on venl
T : me-Ccons

Ve, the
in peirticula
o use them
pretty detha

event,

research and application of western Eumd
martial art forms (incidentally many schoolss)
organizanons that teach western marsal

pariculary from the late medieval and o
cnatssance—abound. Our weberme: cons
links o many of them). Fyery mancimeil
concept in this combar syscem 15 based ol
. ; 7. Why is

Lu‘u]lr;iquu. We'ne noi r;::.'l:-r:nn-:'m“ng rhxl
werrd?

use this book as a marial arts manual—irs
l.1|1'.'—]_‘| ur this1s = L3 1_'|1,:-.t.q_" A5 :.'.,'-:_:'” Vel :_l;.:| I WI:'II'I.‘ o
creating real ﬁgh:'::'n]__- on the tabletop, The motvate p
s much more thar we wanced ro1nelodehe '_l'ﬁJi-‘iFif-' e
but the sheer volume of it forced s m AEEENEAIIETS 10 2
The Flower of Bartle: Advarced Combat frl8 find them g
Frdedle .;,qu'_ Sreel IMLS. and

e .I'Ii:"_'.E'III." recoimmeiud 1 Ll |_||:1:.'m 1 ﬁ&'fﬂd.}llﬁl
arc new 1o the game through several ---'- Ifll' nghr kin
combats before play begins. This will givethe) ﬂ‘rﬂﬂ ONC £
tirme to develop their own sirategics and g &_'ﬂ‘f- sweat
as well as familiarize them with the kol ﬁl‘l‘lmumc
and brutalicy of reality-based combar. Welng your feuire
rhar the combar syELEm alone could i ar FHT chan

8. Why 1s
We srro
*halanced"
g;lraﬂ'r.l}-' powd
a'u;'in the mao

:'w:h}-' .'lh‘.'.FLI]'!I

nme for hours on end. Glled wich M

One last particalarly impormant noe e

combat it how vou mn ie. The ke omsg

around the table in order of initaove

doesn’t work very well in The Ridile 58

Insread mun several rounds oF even a whidlels

CIICT 24 LVHAS 1A 34 AHM

with each characrer involved in che ool

i

-\. ; e _.. T W ll.'




re chat
miaghe
Afrer
IS5LEC,

I
LT W
Steel’
rid of
g U
IOy
his s
CaArs li]'.F
Tﬂ[]t'.'l.ﬂ
hils and
| ares-
carly
(v IS
T ﬁ'l'l:l:i
o el
at yol
it 15mt
L 10 1e-
Theres
14 I'EEJ'C.
0 WTIEE

_;’ér The

reers that
mock
ve them
d sryles,
ethaliry
e found
Uy our
v duels,
e about
s OIME
" thing
af Seeel.
ole bout
omint.

P i T

When vour reach the end of the bour or 2 good stopping
BT, 2o on to the next PO and run a few rounds with

. That'll keep everyone happuer

% The maneuvers are cool and all, but T don't

@t to use them.
Then don't. We like them, as they add a lot of realism
Bod flavor to combar, burt if you like “hir and miss

Qmaats, oo __._';|;_-__|;__i The combat rules are set L] 5 that
B cant use the mechanics vou like, and leave che rest
Betimd. Never ler

7 I '
TIREE TLLECS LHOED W bR !.‘Il!""-'-'._..
L

i There are a lot of combat tables. Isnt that
fime-CONSILMINg:
Ves, there are 2 for of combat tables—damage tables

- o - 1 B 1 :
N particiar I 1 o0 THews 15 LA Yot -.I'.'.'l'.lli.'.lll Bl
I .

fise Lhem more than once Of twice per bout—Iney are

& Why is your character progression system $o
eird?
W

e ACTILE

Iy pretty fond of ic. The point is 1o
otivare plavers to run their characters according o
wlistic mottvations. [t might be hard for old-school

wrners to accustom themselves to at firse, bur soon vou'll

RCECTES IV

S0 [TveIT :"_l_'_l_;l':-_'\_ more nvobved 16 their cha

galc. and personalities than in any game :.'n'.f'.r:.' Evel
2ed, Just remember as Seneschal 1o provide themn with
it nghr kind of adventures for their charactes < focuses.
k0o one gets many poings dunng the first few games,
bint sweat it—this is mew for them, oo, It continues
§ith no one ining any points during play, my loosening

fiour recpuirements for gaining Spir rual Attnbute poLnts

bx tor changing cheir tocuses

|, Why is Sorcery so powerful?

We strongly reject the classic RPG tradinion of

talanced

play. Sorcery is a scary, mysterious, and
i i = T Y i 1
eathly powerful ching. Is it ever any other way in books

ixin the movies? No. In the legends and Rairy tales? INOX

Bhy should thines change for the game? Whar makes

L,
o

A — -y

e q,.llr.n\t‘.. .

e o
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.

sarcery wonderful if i 1snt rare, dangerous, and full of
awe? Sorcerers—ihe Cafted and the |'-.':- —TE LTI
.l ings. No magric retatlers, no wazards’ ,;',;.'ii..|. no fireballs
Warriors and other morrals have good season w fear
Sorcerers. Make sure thar they L':.':_'i? that sense of fear,
Some Seneschals have shared concerns thar chear
sorcerer characrers have gotten out of hand. . .char chey're
too powerful. Thar deesnt need o happen. Remember
whos the boss! You are! l“:f:':'l-" a close &ye DI any ll':"'-:"~i'

wicldine PO F o when 1o knock them down
wiclding s, and Ko WDEr o STOCE LHCTT Al

9. What'’s up with all the philosophical mumbo-
jumbo?

This game is about more than hghong or sercery

(though it does have a grear combar system and re:
cool magic rules), As cach character seeles the answers to
their own riddles, players and Seneschals can explore
deeper questions and investyzite thetr own teelings on a
number of issues. Use the game as a moral sounding
hoard and warch as your stories take on more meaning
than the last adventure you ran in a fantasy BI'G. . icll

end up feeling more like 2 good book.

10. Pm not comfortable with all of this talk of

religion and moral issues. What can | do?
[on't go anywhere you're not ready o go. Have tun

with the system and ;hlu:n-uf_-hr the parts that don’t waoek tor

volL Adways remember that ITs just a game,

11. 1 don't like ".'*:-’gt}-'rl:ll- Can [ use the TAME 0N

My 0w world?

G ahead. Feel free 10 change Weyrth around, add
continents, blow up cities, or re-draw and re-name
everyehing, It’s your game now. You paid for ir. If you
have another game world you like-one from another
game of one that you created yourseli-rake any elements
from this book you like; they're yours to play with. Do
AL _'||..,-::-_'-|' ~c;_'i_;_'r_r_'|_' |1|.._;i::-|'. T |.'|!':T.i~i:.'3' ':. '!'..a.'.1§_-:;_' & ::.".'. I |‘: f'l_a'_"-
arpund and do "Weyrth 20257 or some such thing.
Lastly, don't be atraid to let us know if there's something
vou really want 1o sec. We just might write 2 supplement

tor it

I WHAT WE DID

WHY WE D



SOdN FTNYS

W

e

220 The Riddle of Steel
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[11. NPCs
Characters)
[his smmall collec

whatever pul

(Non-player

EEITI':I.FIIE

rion be modified for

af MPCs may

HISE. ."'.".F:.l"'il'.!'.'!-i dnd |."||'.'H.' CEAITs are

stmplified to save Space All statistics sepresent average
samples. Permission is granted 1o phorocopy these NPCs

for personal private pon-commercial home use ni1|:.'. For

natural weapons {(such as horns, eech, and claws) see

I . : L !
e Ll'l-'.‘:'ll"' ilm."-.l WASLN FTalisnics In the ."||.TETEI:L"I:'i

1. Men and Women

Hurmans come in all the colors and cultures of our

W -.'.::||.LZ- |lf:.:- g T ?\.'.-.-I.:II'I |' '1II.|_I|.-kl~ s |'|-.'
.:::|‘.~"' 'i'l'i"l'l.' [0 any ::-!-I.|I:."‘~':.' basic en ||'I'|._:_'~. -""'-II IT PHILALS
MY I ."\."'\.l _-.,_._| LM 3y cudni iy Lo any [rait, a5 best |"‘~

the Senes |!.L. 5 PLLTEH S

Guardsman
emporal: 4
hdeneals 4
Retlea: 4
:"‘I'IIE::"\.".'\': Fi
LB (7=10)

'!"H.'-\.".I

COWTE LG wrds and constables are more i

¢ paid and cat x.n:tlru:;'L th Afl gy L1 L, In a real

Il.!l;_".' ;5_":'\-\.' IVS T |.'- I 5TT |.'I||

| -\.-||' -

'iu:ll that the -||-.||~-

Tt ba
IS, and '.'.I“ W SERLEE flss’ TE MO SUTE ||.L" ”

WL

Fur 'ii_!r‘J it or Man-at-arms

Ta |:'i:::-l'.||: yAEMN,HI-4; A &)
Mental: 4
Reflex: 5
Mowe: 7
Gl 14 {10-16
Knights, being wealthy encugh to afford armor,

rarely fight without it. They PT-."Z.r oo .n'.nl-.-ui':i'.-l'.':

sryles, and '|:.|1' very well from hi wseback. In single

CCREREAT '.;'E-.':-u AT ||.-l. -\.III.. l-.I liber: :l-':_"'”'-g:'. '-'|1-u'- (kY

I|Il.'i: nigpataln |I'IZ prolccian

|:'|;:1.51:: 11k

£ A e
AR an Ak =
gl :

-

e

|;_|'.||:-|.-.':-:: 4

hencal: 4

Rt 4

H-.T-.':': {3

P

ANE MOTE

e SR T s el
Peasants mrercsted inday-to-day S

than the larger world around them. Any combarg
interaction should reflect this.

Sorcerer or Drruid
Temporal: 4
Mental: 6

Reflex: 5

"\1|"'|'I': ':-'!

|: gy A

2

| 2=15 pounis toral

W *!’l.l-.l.x.

Fhese Gifted men and women are dangerous, 18 |

are patient, fleeing physical danger only to seek venpiis
vears later. They are often supported by wamior-ips
Warrior

Temporal: 4 151, A 3)

4 (Wi 5, Soc 3)

Reflex: 5

M

hental:

I

"I"'-'l.
CP=907-11)
MNP & {610

M ostwarmors ane o il:-.|| ¥ "‘;-:'

.l"f

Tvpes Wi I' adas

amonnt of weg 1o 1% [EaL '|II"" 17 Ney an: gencral |- l.lllll'l

and quick in combar, going for m 5||| e sramall wiess
:CCHI T

L] '\-||::!” o
:
2
dedfendisg

instead of the quick kill. They rely.

when possible, and often use évasion when
2. Animals and Beasts

ingles, and pla
h as hooe
1% |_'\ll_'l_"l -\.\_II'\I:II:.\'.'Jil. |-.'.'-CI. .'I1|""'\-|. |"|E|l\.'l-'\l TESTER
wild and untamed. In combaz most all an |||I|n-:1[dl
ONE SO OF anotnen. See the -'ip}"lilldﬂﬂ'
legged and nl

Wevrths many hills, forests,
filled

and dogs, b

with all manmner of beasts. Some, suc

EWSI0T) of

how o handle damape rgainst A

humanoid crearures.

Menral:

B

- A I e I:%_E;f' } I:I-:H l__.:al

.W
Il

4

liﬁ

Bear, Brow
T{*rnpuml: i

3(F
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i ¥y ’ - ) < g - s
il 1'...3...-' F e e _ e : : M _If_;'_h_'ﬂ
- W= AL o S el v S o

=
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ik

Reflex: 4

Move: B [due o size)
P (B-110)

These medinm-
sized ears are
y il I.-\.II'.""ir'.'II"."."I throughous
Fombat or the temperate pares of
Weyrth, They are
senerally nmon-
.\.l:.-_'h.:_-.--\;hh;'l el l'.!'t..-i".i.*-
provaked o rthreatened
(when they become

very dangerous).

Bear, Polar or Grizzly
|.:."_'.|p-:||'::5: GOosT 12,
[y a9}

Menral: 4 (Pee 5}

Reflex: 5

-
¥

rous. They
vengeance

flOr-Types.

Mowves @ (due to size)
10 {%-11)

Fhese grear bears

inhabir the colder

n'_-h_-hinn-\ of the norch.
They are frofe
aggressive than thei
smaller cousing, It is
considered a greac
th a decent honor by many peoples
ly caurious

of the north o kill one.

Such being the caze
all wounds Such being the case

these bears are often

AIP TACEIS . e o
cfending, hunted and have
grown ATy o
himans

| plains are
th as horses
ers Pemaln [ i 1
wals ops tor
ypendix for

ANDMALS AND BEASTS

Boar, Wild
Temporal: 8 (Al 4)
MMencal: 2 %W Per 6]

Fetlex: 5

r

love: B [due oo buiia)
and non-

fear, Brown or Black P 1 03-12)

SameLe NPCs

Zemporal: & (5T 10, TO 8) Wild boars often travel in small herds, though it is

B ' e - ke i i " . - - - LN, B e
Wengal: 3 (Per G) not uncommon o find solicary’ speamens. | hey arc




AN 1KYS

B
LEs

STYIINY

SLSVHE Ny

stuptid, mean, and aggressive. In combar they actack with
thetr larpe tusks and trample prey, relying on charees
and members. They are often hunted for their mear and

tor the glory of killing one.

Cat, Ceren
Temporal: 5 (5T, AG 10)
Mental: 3 (Wi, Per 7)
|'-".:"r.!-:_',~;; B
Maove: 12 (varies by species)
CP: 12 (10-15)
Lions, tigers, big jungle cars. . these creatures are
feared by all that live near them. They are aggressive and

baodd, '.'.'r'.‘:|‘:~:'|x-;| only by their owrn |_':_:|'|-|i|-q_ 1 hew arrack

e, and have licde

compunction for attacking larger groups of

from an ambush whenever possi
“inferior”
—_— o A .:LI'._.: = - i e

CreAriires. As with the great bears, much glory and fame

s 00 be found in hunting these deadly beasts.

Car, Wild
Temporal: 3 (AG 12, EN 4)
Menral: 3 Wir Per 81
Feflew: 10
Move: 10 (due o build)
ol 5 I B

Bobcars, minves, and most small cougars fall inwo
this category. They are quick animals thar are nos fthely
to be lound if they don’t want to be, Thev pounce on
their prey from an ambush or similar POSITION, granting
them the element of surprise. T hese cats are crafty and
ntelligent, and will avoid large aroups excepr for hit-

sirvcl-rin tactics,

Dog
lemporal: 5 {EN 8, ACG 10)

Mlowe: |
CP- 12110515

Fhese STATISTICS [EPTCSETL dn;—-‘.q. :,-.|,|,r:-r_-;_E amd

conditioned for aggressive behavior such as those dogs

used for hunting, guarding, or even for bartle, Their

primary weakness 1s a low W which mav be ex ploited.
Better-trained canines may have a highu: WP and MA

-l e S - = =y

Horse, Plain ol’
fempaoral: 4 (5T 7, AG 8)
Meneal: 2 [ Peria)

Refles: 5

Move: 9

CP-8

Horses are vsed for all sorgs of things—irm

uon of goods, farm-work. They are penel

TANSPOL
shrenish and dull-witeed. Some are trained as carthore
others to be ridden, and ochers for working, They

cofitronwanon whenever possible.

Horse, Charger
lemporal: 3 (5T 12, AG 8)
Menrtal: 3 (Per 6)
Reflex: 5
Move: 12
CP: 8

These large war-horses are available only m kg
and other wealthy individuals. They are powerfil i
quick. In combat they are instrucred by their nideo g
when un-mounted fight by biting and, more commung

kicking. They are less skitish than other horses.

Horse, Courser
lemporal: 4 (5T 8 AL 12 ENG)
Mental: 3 (Per 6]
'r{-.'."l.-.'x.' T
Maove: 13
2

Coursers are spirited mounts meant for conhig
hunring, and racing. They are usually expensive il
sought-after by lords for their training. Coures
found throughous Weyrth, though the best known o

from the southern reaches of the CORTnenL

Horse, Destrier
lemporal: 6 {ST 14, AG 5)
Mental: 3 (Per &)
Raflex: 4
-"Jl.""-'l.'i 12
CP: 8
hese are truly masstve mounss; found primaslrg
Stahl and Questenreich, T hey are stalwart and g

ke, e T

tererndure th
ta charger:
available o
erihy wealth

Wolf
Temporal: <

Mental: 4 (
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Reflex:
b 11
CP13010-159)

I

Wolves rravel and hunt in packs.

While they are not generally a danger
T I;:.:_|_r'.'|.'||‘..:-'., :l‘_-r_'l' are a SETIOLS |':l.’l."|!:l.itl1l

for many villages and farms, where they

kill livesteck. In rimes of famine wolves
may attack humans. They arc
incredible hunters and tacticians,
COTRETINg, herding, and separating
their prey from any protection. Wolf
furs are considered valuable in many

parts of the world.

3. Siche and the i-:c-}r
Classifying the mystical races of
Weyrth is even more difficult than
knights arrempting to do so with humans.
and Broadly chey are divided into rwo
der, but
monly,

groups: the Fey, and the Siche. The Fey

are the highest of the elves, and lLive
separate from men. The Siehe-
themsebes divided between the Seelie
and Unseelic-come in thousands of
shapes, colors, and sizes. While all Fey
are capable of Sorcery, only some of
the lesser Siehe are.

Dwearf Watrior
-ombat, Temporal: ST, EN 6; AG 3 [y, HT
pive and '

SETE Are
m COme

Mental: 4 (WP & Soc 2)

Beflesx: 3

Move: 7

P11 (8-13)

f pendure the rgors of combar. They are otherwise similar Rock Dhwarfs are careful fighters, accustomed o

.:"_:I :_]1.:1!'5-1|:-r'\-._ !“':'-,'_“-.'..'i.l.'rk arec .'r;.':1|-_'1:.~||-:|:i|:- 15X |_:1-_-;'-'-;'.'|_-_ Clomg-(LiarieTs q_l:-l.".'ll‘.-.lli. -[~|II_":|-' |‘.".'-:.‘|:-l_‘]' l-l'll'l.:-'\.'!'ETl!'_I WICATRS
sailable only o wealthy Stahlnish gentry and m the  and short swords, though axes and picks are not
imily wealthy outside of Stahl. uncommon due to their origins as tools. They use shields

whenever possible. Drwarfs also work hard to exploir their

SampLE NPCs: SIEHE AND THE FEY

 Wolf small starure, revel in fght spaces and mass bartles, and
rarily in | lemporal: 4 (AL v, EIN 9 choose low targers.
trained Menral: 4 O Per D)
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I,df 1

1 mll Lii# oy, 'L

Fey EIl
Tempaoral: 5 (AG, EN 6)
Mental: 6 [Soc 4, MA 2)
Retlex: G
Mowe: 8
CIn 16 {12-20)
M1 16 114-20)
SP: 13
Vagaries (vpionall: 15-24 points toral

The Fey are immoreal unless killed or drained by
their own magic. 1he Fey are powerful. The Fey are rare.
They are ser, unchanging, and superior 1o all other lile
on Weyrtn (pust ask one). Fey elves avord contacr with
men at all costs, chough they interacr freely with the
Siche (who often worship them). In combar clves arc
beauritul, deadly, and brual. They do not play with men.

."1.I1|.'-5 A% bar as most MCH are O ||||_':_'_"|-;_'-:_|._ !-:|-;_".-' r_|q_:- Tk l_':-.:i'\;.l._

Satyrs, Nymphs, Woodspiriis
Temporal: 6 (AG 8)
Pleneal: 7 (A2

.1{-:'”..."-.: i

Move: 10

CP= 11 (F-15)

P 13 110-18)

) B ()

Vagaries: 9 points total

The Siche of the [orests come in many forms.
bk '.L.l,:-i‘hl;_":r' '.II'.l.j l:.-::I:-I.III-I.:l..\.II L& |'|_;,-i_'|_:l ;j,'.'ll;_l_ L"|'|"'H.l;,|'||_l:;| llﬂ §
r|1.'.: CNTeT r|‘:|.':| |':_||!_|_ :,'ll:'l-:'-:_".\\'~ :'|r'.|:‘| pmrr::r-:d '.-.-:-ﬂ.r;]i;?g'li

They avoid hand-to-hand combarar all cosrs., bur
are deadly with bows, slings, and orher missile WIS

Siehe, Seelie or Unseslie
-[i._'.'ﬂpl il saries wadely
Pieneal: dira,
Retlex: also ditro...
Pedore this too. .
CI* that too.....
SP: likoewense.
E‘?:g::f:g'h: L1 :'.Il!lir'.:,"\. goral
Ewxery Siche is different from the last. Thol

generally non-confoncanonal. delighring in o

mschief
Unlike cf
of the fad
Way nol
ELE i !'I_'r'

4. Troll

Mor 4
into forn
Spawn, a
them: mi

Col (Gru
Temporal
Mental: 3
Reflex: 3
Mlewe: 8
P 10:(8
The
with the g
favar brup
rash decis
live for blod

of deach ue

Gol (Capis
Temporal:
Menral: 6 (
Reflex: 6
Move- ©
L 16 (14
LY
pool. They
Gol grunts,
than their
mnrelligence
scheming. T
EI.I'.II'I hi".'n;' fu_-
Congquer,
said to even

Gorem

TEmPJJmJ: a9

-
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Fand trouble, but avoid acmial combar ar all coses. Menrgal: 2 (Wi, Per 4)

s the Fey, they are mortal, and are rather sensitive .-L-1!r.~c: 3

fhe facr. Generally superstitious p mpl oo out of their  Move: 7

i 107 T moeonverence the “Facries. |1LJ_:1IIL';; o avoid . CPoB =100

many mishaps as possible. Such people are wise. The Gorem are the offspring of a small giant and
.,;,:';-'_ll,iu_'.' ':'|.-“~i|‘~.'|‘-.""| |. |1;_".' Are ||,rl'n; |-:':-:'I WA E:- .':!'n'J ”_"I

Troll ."!F.:'I."r‘r’i'!l rally. violenr, and VETY AESTESIve. In combar they go strait
tor the kil E!-;:_:-.':r'_-:_r ||_|I_|| ar no I'Il.\'_-.l b -.J.l.ll.llli]l 'IE

1 '

Norall Siche are cowardly. Some breeds have grown
They tire quickly, and are likely o tee i

o formidable combarants and Lillers, These are Troll  themselves,
e unitied only by the name humans call wounded badly. They are stupid and generally solitary

M, ard

CTERIITES,

o TEHMIALCTS,

it {Czrunc) >

nporal: 6 (HT, AG 4) F i

encal: 3 (Per, WP 5 |1

il 3 -
e 13

B 10 (3-13)

The :'m*.u::T.':i|1--.§w-'.'-]i|'.g Guols ares

Ay s0CIsTy

3 | {:I.“-"_r;-

Em:u_ |:|-:|_L|_:u|l1.f VR cHhicie Y, Arecd are |_:-r|:--.'|-: -

_ S,
B the prunt at t the bormom of the pyD

Buh decisions and arempring overly bold arcachs,
8he ot blood, and will arpue with each other o th

id-.i:‘u:h unless checked by their superiors.

$fal {Capain
fkmporzl: 6 (ST, TO 7
Mleacal: 6 (MA, Soc 3)
(IS, 'l‘h:].r el 6
proell chose il
ondlands, WP 16 (14-18)
. bur many Gol Captaing are from the Hi;;h-.: end of the gene
WEAPOnS. ol They are found cither ruling over entire units of
ol prunts, or in small g'n:-L pi h-x are generally larger
e their grunt brechren; and possess a cunning
iellipence. They are JUIJ in combar, bur careful and
gheming. They have lived as warriors their whole lives,
nd have learned not only how to survive, but how m
LT, |.1q_' WEAD AMTOr Wheneves |:"'-'H|'II-:. and are

:u;] o evEn || e their own.

WPLE NPCs: TROLLSPAWN

-
b They are Teraporal: 9 (EN, AG 3)

i muﬁ'rng

S




SOAN TINYS

SLSVHE TWOIHLAJN

216 The Riddle of Steel

Hef

'IEr::prrl':li: g

Mental: 5 (Wir, Pér 6: Soc 3)
Bellex: 7

Mowez 12
CP: 15 (13-18)

The Hef are the most feared creatures of all the
freezing spaces of Weyrth. These 7'-9" tall wolf or bear-
taced black-homed humanoids rmid northern villages in
search of Hef-maids and man-skins, They hunt men JUiST
[tk reen hunr heases. ;T{L'LL.IL‘E{'.\PL';I.F_'-C of their own making,
T."l-:"ir L] l:.'J.J".".-'F. ."||'.|;J |||,:|_-—j1_Ic, (3 11'!..';3}1-“!.'::-: T:EI-;L'II in r.|_'_'|,:|:=-.
{nore thar an arming sword in a Hef%s hands will seem
rather small). '['|1|:_'>' often wear leather armor made fram
human skin as well, providing 1 or 2 DV to covered
Areas.

Vilkolak

Ei‘:l‘npn: al: 6

Mental: 3 (Wie, Per 7)
Reflex: 6

Move: 9

CP: 10 (8-13)

‘ilkolaks are wolf-headed farry man-sized
crollspawn. They hunt in packs, and are fond of ferding
tactics and ambushes. They prefer flail-like or pole- based
weapons. They strike quickly, from behind, and flee any
timme the bartle fails to go their way

5. Mythical Beasts

Many animals and creatures are members of the hiche
WI'I:] i '|..|1L"_'|' Al I.I-[.‘..l.‘_'j E:'I'II'.IHI;,'I;J with keen |'1LL'J|i5::'I1;':'.
the ability o rmlk, or magical powers. Many are no
different than mundane beass (s aboire) .w.;.l'-.'-,_' thetr
powers of sorcery or communication. (rhers 3 truly
special. Only a few are presenced here. As for other
ammals, infermarion on striking many leerzed crearures

i5 found in the Appendix,

Laiant
lemporal: 3-(ST 20, TO 13)
Menral: 3

Reflex: 3

Mlove: | 4

L

Catants—reaching 20 ro 40 feer tall

dreadiul, powerful, and very stupid man-like a8
combat they prefer 1o stomp (DR ST+ 10, dictribu

'L.-:' o |;::-'

) or a buge club {such as 2 oree cunk-DRSE

+5 bind

¥
[

Ophon 15 always to run, as their preas siee makes SprniE

FigHaEs e

Coriffin

lemporal: 8 (ST, AG 12

Meptal: 3 (Wi, Per )

Reflex: 7

i i i L}
iove: 160 {Hw)

peoning). Should one encounter a piant the b

> {but a hurred giant is 2 site to behold),

live 1o the hil

and mountains, feared by man and elf alike. Theyis

il
[ SRESE,

o el D
L
dwellers
for Hesh
their pre
with thei
TS0 r-5na

Unicorn
Tempora
Mlental:
Reflex: |
Move: 2
CP: 16 ¢
ol 45
Vagaries:
Linic

WESLerm
the Fey. |
they see,
themselw
thase tha
procect. I
long spir.

i'.l'l'_'li.'.l'l."-t!-i-

Whrm
Temporal
Menral:
Reflex: |
Mowe: 22
24 Ll A
AP (oprio
Vagiries:
The g
men, wh
long, se
and spikes
[ike teeth
few are evd
and inrell
octher racd

and pi:‘u ns

beasis (b



I Griffins are halflion, half zagle, These mountain-
fiwellers are savag
Ei]r flesh of all kinds. In combat griffins |":;_-'_:'|'

T prey

With their cagle’s a un.u.k‘-.".i_-:--.n.:*.||1;-e figl

. bioadrthirsty beasts with an ;Lp':r.":n'

0o I".-. al

(like |,,.'I:I|'_'_:l.!:. slazh ng amn d clurchir g at it
T wriEh it

saor-sharp beaks.

Lnicorn
lnporal:

Sbenral: 10 (Per 15)

I.';':':: i :
%hlu-.r: 22

1 14-18)
Rliries: 12 points rotal

Unicorns ruie l;'IZ"' Porests, WOOHES, .I.:];.i. grlll'l'ﬁ o

Sscern Weyrth, They are respected and adored even by
Wb Foy. These magical creatures avoid any human that

"';"II':' LY, o

hrn‘u-::_'i'l.--,_':-. |'-'_'||_'.' (R4 .=_'i-;| the prLre in |-:,-.'||'|'. T 10 -.Eull'ﬂ}

sreferring to watch from alar. They show

o thar rhreaten the forests and sacred spaces they

Are Eearsoimne, thriksong with tl

potect. In comban they
b hI‘."II'.'II horn and lashing our with their horse-like

Boves.

Worm, {Dragon)

12 (5T

femporal: i)

Wlental: 10 (Per 12, MA 1)

Aeflex- 10

.

Wlove: 22
i e e O i
WP 17 [ Ta-200)
E"J'h-"-'i':|l_;:51: 23

~1_>r|-_u 18 points total

| [he grear ol d werrms are |1._||hx of the days befione
i.II:I'-- when I.'|"_;_' |_'_-.|._'-..|I‘.|.. the MO ". riled the .k-'||| {. Their

Bhne, serpentine bodies are often adorned wirh wings

B spikes, their limbs with talons and jaws with sword

e reeth. Most range from 30 to 1040 feer long, though
] :

8w are even half as massive as a glant is, Some are cunning

Bud intelligent, with the ability to communicate Wit

I . 1 ¥
Bt races, wield sorcery, and lay our grand schemes

Bind plans. Others arc hestial, licde more than god-like

Bleisrs (bur beasis non etheless), All

-intethigent

of - el

I

* g

=l
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ar otherwise-are set in their ancient ways, less changing
hence the low MA). Many

and most all of them breath horrible flames, capable of
I

than the chees | of them flv,

melting a man an 1 his armor into one § srelatinous mass

(R |.-|

6. The Other World

Mot every threar in Weyrth comes from the realm of
men or the Siche. Some are from farther, scanier places,
W icloed sorc |'|. brings wrestless souls back from the dead.,
reanimares fallen heroes, and summons up the very

foulest denizens of hell.

Eallen Warniors
Temporalk: 3 (5T &)
Mental- O OWht, Per 3)
Reflex: 3
Blowes G
e

These are the '-'-.'II'I'.:"Ii-'.'- and walking skeletons of lore.
Fhey are devoid of personality, and are only animated

of power they i fall back
i

by sorcery, Wirhour therr source «

o lifeless heaps. In barrle they follow whatever ordcrs
'E'.'.'}' are given by their master rrack, defend, Hee,
charge. ..it’s all the same to them

Fallen Legends
Temporal; 8

Mental: 6 (MA, Soc var
Reflex:

R 34

I RN I —

CP- 18 +

SP (opeional): 18

poincs total.

105 WLEedy)]

Vagaries: 12
These undead heroes and villains walk ¢
Weyrth sull, in search of something, In life they were

I\:“_--\.r!.!h

h the o dATD vl

hlade-slingers, swordsmen. 2 '|-| champions. In

more powerful. They fight with

.'.-.“
intelligence and care, as any great fighter mi L,I"' NI

nossess sorcery—gven beyond the grave—as well. They

are not to be rrifled with

Demon, Lesser

s, ik

o R :
the Lacs ol

g: ‘THE OtHER WoRLD

-
-

SasrLE NPC
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Temporal: 7 {T0) 8)

Mental: & (%P 9)

Retex: 6

Bdowe: 11

L L

AP 19

Vagaries: 15 points
Sculpture 3
Movement 3
':.tl'\l.'lqllll'.' 3
Clamiour 3
.‘riu:'nr.ml‘.-:n_g ]

T pae ST SuTRaing derer consndt Book St Sorcery,

Demon

-i-i':'l'll_'hll:_ll: 1 )

Meneal: 8 (WP 10)

Reflex: 8

dove: 12

20

5P 29

1'1.'i'|14:'||'||_"~.: 15 i:-g:-i:]l_:-.
Sculprure 3
Movemenr 3
{onquer 3
Larowin 3
Glamour 3

summoning 3

For more an swmmentng consedt Book Six: Sorcery

[Demon, Greater

Temporal: 9 {TO 10)

Blenmal: 9 (WP 13

Fetles: 9

Mlove: 14

0

SP: 33

Vagaries; 24 poings
sculpture 3
Movement 3
Cirowrh 3
Conquer 3
Cilamour 3
Yison 3
[mprisonment 3

:‘III.-I'Il':'IIE!I-II':_'h 4

Lor mare on THRTRO NG corsiede Book Sixe Sorcery

Devil (a devil, not the Devil)

'r:'|'||1|'-:._|=: 20
Mencal: 20
Reflex: 20
Melowe: 30
CP: 40

."';-'; 5004

Vagaries: 27 points (all Vagaries ac level 3)

-

.

e
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L e T
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Background:
A small |
are operared
weak) and w
noble. The
resource thar
weanes {for exa
prrha]'.-:: war |

fots of womer

Flayer Chara
1) the pl
2 the |:-|.;|_
the way 10 50
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o
4} the pk
the 1:15'r|_1|,1'.i|::|§:
5] I]||_' }1-|.|_
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har ha
bannerett et
Lord? How p
the players tie
MCTCEnaTIcs )2

Do they gecin



Woa e , ; ,
F——l-: ; .p,-L-a = e ———— ..—'-.-—;

Fhont screw with devils. Period. You will die (unless,

enurse, vou are truly good. . then it is they whe should
& deathly afraid). Consult Book Sic Sorcery tor more

o these foulest of beings

IV Adventure Seeds
WTirine

| g L
b Somerimes the

1

; : =
[ WOFLID PRAYS

Feel tree o
Jmes, PEccs, dates. themes. owharewern FRave mim wath

1 Ohut with the Old, in with the New

I |
| '
-u--"',\.-\.""""" =
-

A small bur |-.'-.J':'...i.|.'-.-.' Earmang village and mano

sted by 2 minor knight who is gering old (read

i ||E'-.

.a;_-_ﬂ-;i Akl W b s f.., .|.|I_'.' 0 A DN pe T Or -,:.'_!'_._" T
luahble

oble. The manor just happens o have a v

ing lord/k "ii”,31=.-'i el whosve

=

-

 EESESEETEr R o N
ol 1 o R T AL L
z

d of hiooses

e (for example, an iron mine, a large bes

s WAT ROrscs—a p_:_"ll I .|| VIFTEY R, A PTETTr Ve,

o opr AT L0NTL) O

TS ATC STOPITFLESY
i1 o
Hie Wy TO SOrmiew NETE ;.|!~:_'. &

s sobdiers ol the DanicrerT,

3] the plavers are ki

-

40 the players arc KN .;",|:'.*~."--- diersd mercenartes 1o

the opposing lord, or

it of Che Oppostng

What happens with the fealry issues? Lhocs the

et invelved® How powerful i the invading
: .

AL

Lard?

; powerful is the bancrere? How strong age
the plavers ties 1o their lords |

3 3 Ty i 1
mercenaries)t LAy the pl

- v
A l.Il'_l.'.x Celr Galls and LI

D they ser involved (if just passing througn)s Hovwr cdo
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and when the inva

players resg iz vty wanes to disrm

them ane nables from them? Did the

i ) e
CHOTATE  LIRY W
plavers have addvanced Wikl

WoEre (ReY 'I-.'I||I,|..__-_||- IRV E LI 2L '.-I..II".E'II\.IH.

thar the attack would

rake places

1 placating the old knight? X

Aol
ot by [, N4 LSO A S Py .|.Z ld | [
“~|'~|.|._.: Arcribules Can—and SOl AR aAn

TR CALNL Edatl- ".'-'l.'.l.':L' Rl 155

neerest wirh one ot (he lond

-

wvhrers'sons; lovalty w
:
other can also cause problems, Drive can push the s

v O skide o e offer, Or Do ) Do Skl the

yrorether. Perhaps one ol the characrers

: 1o hecome a lord {or the reverse—ao Eall and

b 1 r - - P ST r
FCCOTIE Sl |"'.'."::"-.|."‘i|.!| Lastly, never WnaenssUnant oo

y mowerof faich and religion!

2. A Propher amongst Us:
Backeround:
Foanoam Inuram has denounced all '-"'-i“"i"-i'. sonCial

1
arderas wodme due to thelr CaTternn
£

oppression of the poos He rravels from village to village

1 =
ng the word of the [herew, a phitosopiy based

-

L=

OO WINe ML 0 AnVone, A AN EVLRE through hard

ne anvehing imaginable. He 15
L L b

work and unders:

disincerested in the wiy

pascinaely kings of existi 12
cowial hierarchies, and believes that all men should exis

i eauals. He ctes thar thar knowledge and liveramire

are for I men o have access (0.a !L'g.ll'1|!;'w=' 41

K A
-_":||"_|' EVETYOne chianild - be L"|||||'-'i. oo libe,

{1} O TR

order of clerics in Ixliaph is violently

The ---| ’
b I LLLLEIE

O EREE DO SLICE FERCIVIERESS. I ey EEAD SO I.II -.l!"«--\.i"'i AR
I E !

evolution will manifest unless the madman 8.5 lenced.

[n e davs the Esuval of the B

e arriviad o5 il

nd gz thev have for cenmanes, the

lerics will sather to preach in the capital ciry of L
i ;

ban

_|q,'_":q,|'.' ITLSETL .'ZI '.I'.TL'L' i

'
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Maver Involvemenr: 3} eravelers on the same road who witness the amb Possi

Are the Player Characters also there to preach?  or attack on Tathal and his men, or arrive immicdiacd to the pl

To quell |*.r{1|:.||i:1g="' Jrese PASSINg t|l.r-.myh? Perbaps one  afeerweand, Wil |||;_-:.- b swayed 1o h;*lp the poor assauded with 4 o
of them knows Kanoarn, or is his disciple. Will the ruling  lord Tarhal, or will they wish to be parry to che appar If ¢
order of clerics seek 1o caprure Kanoarn—or o kill him?  victor, Earl Cynrain? CEss r;m;
Tathal* T

3. Double-Cross Else the players could be politcally involved. .,

Background: 1) in Tithals coart 4. The
Duke Tachal i:-::'|-E:_ir-f:r,:_'._|>._:-'.'.'|_-|_'_+'|'__._'||-_.;_|-|_|;_|i_'._-:.,:.; nohle 210 Cynrain's court All of

He gained his power and [and through unprovoked Perhaps the PCs are the planted spies. Mayhe the are divid
know who the SPY 15

tvasions against his neighbors. A coalition of nobles froze - IT was |

his territory in a series of treaties to prevent his IMTerean
further expansion. Tathal however, mainrains
border raids and skirmishes berween several of If the
his neighboring nobles. Currendy, Tarhal and
Wealthy ]

daugh

seq, al

s allies are much oo :_1:111.r<.'rr-1|'. Lo .'I'.:||||_-:|f_=,._-
directly.

Earl Cymrain, one of Tachal's enemies, has placed

a spy within Tathals court. The spy. who is vet SUImIm

undiscovered, has just discovered thar Tathal’s family will dema
be rraveling ro ane of his outlving manors for a harvest anony

Festival, Cynrain is planning to arrack the duke and his searchi

family as they mavel. In doing so the card hopes o
eliminare both Tachal and any apparent heir, 5035 to CrentrylLe
Finishe

“Toran

thruse Tathals dukedom inro chaos. The remaining
{and now leader]ess) knights and lands
would be forced into allegiance ar v
of selli
IO TR

casy picking for an

invading noble.

P lia e ¢ High Freen
Fauth
secking
the pira
Frazinnd

[nvolvement:

If the Players
are militaristic
Fighrinog

bloodthirsry types share ol
swordsn

willing ¢

they could be...
1) Tarhals peasants
2) Tathal’s knights or
soldiers Low Freer
3} Cynrains peasants
4) Cynrains knighrs,

exXpericnd
S-maonth

MErCenancs

[0 STArT,




Possibly, Tathal becomes aware of the ambush (thanks

behe players or despite them] and plans to trap Cynrain

ith 2 counter-ambush. ..

[f Cymrain is successful, whar |'_'.a.:1|‘:-:=:'.:c to Tachals
Eanon of cxpansion? Who fills the vacuum lefe L

Bihal: Do the players profir?

' The Black Sails of Fauth
All of these hooks are far the same advensure, bur

B |} i |
divided by the P s sorcial class [hey—we told vou

fwas important}. .-".|': five of these srories are

rerconnmected. ..

[f the s are...

Constintine Frizzel and her twin

lthy Mables -
sers Felicia and Cynthia were captured ar

a‘l'.ulgh = w ol
rheir

sea, along with the ship raking them o
Talarra.

o0

Recerly a ransom
delivered

Frizeel, who is activiy

suymmer home In

demand of demad  Was

.-.:"i!\.'||"'\- 1L "'I"-l O :.:l'l-|'|

searching for any assistance avairlable

|:'||_I_'|,'-'] oot Mobles - Roberdo Vascialli has finally
p called the

| Sl 8

finished hiz masterpiece. a 1 shi

“Toranado.” He is actively seeking a captain, pilot,

and crew o test the design at high sea, in hopes
of selling the design—when proven successful—

to merchant gu ilds throughout Fauth.

Blich Freemen - The Rlack Sail, a merchant guild 1n
e} thar it i3

Fauch has recently spread the wnrd

r_ |_:-|:--.1 '_I.|. TEsT OO .‘n 5T In Al .'|-=.>L|1. ol

Amidio

{iuild has offered a

soeking a

the p':r.n-: stronghold of renown pirare

Frazinno. For motvarion, the
share of the olunder. They are secking master

swordsmen with knowledge al 1iu- e

il

bswr are

willing to settle for whar rthey can ge

ligh pay lor

pw Freemen - Sailors wanted! |
experienced seamen willing 1o put our ro sed fora

30 e For 3 months 1 10 dima

3-month journer.
£ rase 14 -:'I-. ;

rt, and 20 on completion ©

Ly 5Ta
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dock,

EQE

rhe best. Southern Frd 1 ““|| Ak

Ahlehandro. Meals and ale suj ||-||-_r_i “his is the

.':1|,'-|||".'.|:'.|.‘_'-.- of a liferime!
Psasants - Ceet yer ass on that ship forin’ 1 kick ver

weech in. An' shut yer yap!

5. The Library of Barameir
E:’-.=.:_|a5:'unll:1n_'-:
The Festival of Lights, in Barameir, is held every

~ TR

third year in the late summer, When the darkmness §

lare, and the stars m.in down {theres a group of comets

orbiting W wyrth that pass cvery 3 years). This year

',‘:-.‘-l.:u'I:-_n._".-.'n:'ur'_] ,.1| Il'v.""".:__"::‘\- '-\.In:-:.n:ll the ];1'_'_‘-;'11 ‘:-l_-.l.!I-'-«'-"

come to enjoy the Tourney and other festivities.

lmporoant gueses include:

The High Lord Inquisicor of the Imperial Church,
Duke Tranath Caen-Baram auth Bairameir:
Lord Chief Librarian (Leiborhod) Geralt Caen-
Taryth, head of the Order of Saint Baram
Oicher notables, though nor “Important”
of the Hatch Family

and his thieves

s Thaddeos Harch, .I-l‘.i;."n'k'x
gy
"'H.JL.“'-"-
Mumerous Knights rrying the lises

’|I I'IZ'.l'Il:EI-'n.ll ObE I_',||.j_;i|; '.'H.I-.l'|5":1...'!1.. COITEE B TESL ii'l:.'f'l I l'\..'L'.

art the :-.1.'.-|'-r:|. CONICSTS

»  MNumerous craftsmen and Entertainers

['he Library of f Barameir, one of the .-..I-.%Il.‘\.l inn the
world. is home to the knowledge, history, and lore of
.'|'..||_ y b |.|‘ [ ald Es tf e, A wirh l::ul:l.._u.,l MONWIEnTS
of higher learning, [!-*c college and library house more
than I-.-ch:- -s—much of the library .aml universiry stafl

LIl 1-L Flencwrn

dabhble in the powers of sorcery—o ol
< the Order of Saint Baram (foun dx. af I.| &

These ritualists, chased into hiding since

.!l'-Ti.ll W

and the city).
ago, e

""I...-'

crial Inguisition began some =2

Thev hagwe |-_.._;§r_1|r_:. |'|'|-.'|'-.-':Il:_'_

the lmp
grown powerful and batrer,
books ol

IR |.'--_'-|.:|:-c, I,!‘.-:‘:.' :.;_':_"; Iy OO i |.'-|._' sl

and the histories of ;r:-.xll

lay

nagical theory, accultism,
SOTCErers—into srorage, so that they might be again

|'“.'|I!"|'I.'-C..| LT d IMonasted vl fortress in ll-L (O EALTS I.lr

D3
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SOHAS TUNLNAATY

QOuestenriech. The
Inquisition has grown
especially hot in the
sauthern Cyrinthmeir
Provinces (especially an
the Gelure Borders, in
response to  Lord
Uslubs known practice
of black magic). In
arder to retain alibis
during this difficulr
rime, the Order of Saint
Baram has hired one of
the local thieves
zuilds

to “seeal” the books and

:I.'H.' H-']LLEIL'h

transpory them o a
sgorchonse on  the
docks.

Their plan i3 to
transport the “stolen”
E'Il'_'ll:lj-'_') I_'.]_'I Fivel %]
Ouestenriech, then by
wagon up inte the
mountains. lo cowver
their crime the Order
plans to hold a meeting
at the library for the
High Lord Inquisicor
and his sraff, so thar
they can “educate”
them in the ways of
known occultsts. In
reality the Order plans
L |_|,:u._k l;hq_' |:|Jf_"|'l [.ord
[nquisitor and his men
in the library, then burn
it 1o the ground—
allowing them to escape
undetected and reap
ROME VENZEANCE upon
the Inquisirion

simulrancousiy.

Plaver 1
How
SUPPOLT 1
(50 muc

wayi):
did they
the festi
their soc




Bver Involvemens:

Hovar warll thie :"ll.i_l\.:"':‘\ learn of chis [REATHY il CREy
Bupport it (no one likes the Inguisition) ar opposc it
s much lost knowledge! There must be a berter
B!l Which side of the conflict are they on? How
., " 5 - e
!IJI:] Ly Sl Lnerer »iart the Players Gut JUsh ENjOvIg
ﬁm festiveal, |_'tl|,,'l'="'.il|'.l"'- n-.::'||l-.'li:'|:_1 i esenrs fie ri

i
5

fieir social standing. Then ler the plor build...
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V. The Golden Rule of Roleplaying
Finally, theres one more rule char every Seneschal
fand player) should know by heart. It's the most
important rule: the Seneschal is always righe. That’
right, we said, "THE SENESCHAL IS ALNWAYS
RIGHT!” You are in charge of the game. Remember
pour responsibilities [like making sure no-one gers

'\-|ZZ:'IIZ"I.'I:I e ||: | ||l.'IZ|_i.l'. .II'_-\,,l [y L ..'|.|l_i 2WnEr 53y 1.'(:|'.j~|'r_'

LT,

N RULE OF ROLEPLAYING

THE Gorns




Appendix One: Damage Tables

{ wrich Ae wirh .-_-'.'--".'l:-|"_r'-'. the Seneschal shioubd me

common sense and discr etion in interpretng woond
lamage, and anything on this rable. When encountesg

[rems under the “Roll” column are determine
the roll of a d6. Roman numerals refer ta the Hir Locanon
Chart {Table 4.2}, explained in Book Four: The Codex
of Battle. All pesales are e 1o Seneschal :_:'|1|_':;1|'-:'_;|,' O

Wounds are meant o hurr, and most ||I ht wounds

= .".'.Il'.]-.llll."'L| -!_:ll,:-r_l-.ll'l-:'l" S, !'I'II:-I..J"'_'l I'l'.':-i'.]llf-i L:.EJI:"'T':"i‘rlF."li'-:-

are just an opening for the killing blowe Remember
you dont have o lead your opponent to instantancogs
dearh o kill him off. Sometmes it takes a while. Likewise,
mast pain modifiers asume standing postures {especially
those related o the feet SULING OF Prone Characters may
have less of 2 modifier from pain). When characrers are
Enocked down all |‘:-|:-|:-:.:-i .:.‘.'l.'l}‘: o 113 carrent value (afver

penalties, efc. .. ) Yeah, petang hit sucks

MODIFIERS FOR STRIKING AT DIFFERENT ZONES
(OPTHONAL):

[ the interess of realism and ganie balance, the following

modifiers may be applicd 1o the amacker’s combar poel when artacking
the following arem:

L] |.J|'|_r|_.'.'.h :]|IL\.|"::I-||I'I<" 'r|||:|q.J'||. .} o the Jll..lL- XHT): -1:EP

P—

2 CP

L] .ril.'L:h:h'.l.:l i:'n'.'ll.:-'-'-'l.. .LS"- '1'r|.[|

8  Thrusts to the arms and hands (XIV): -1 CF

o Curs {including blunt swung attacks} 1o the lower legs

(1) we. ghields: + 14 B 1 )

e Nissile "':’-.'-:':l:'-lrl“r attack to the |'.L'.u_- f.l"xul.' 2 Mi
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SWORDS AND THE LIKE

= Attack TN Defensive }ll.'-. L

Cut | '|"-||-| ™ (' Thrust

Weapon Cmp, Length

Arming Sword 1H. medium | £ | T | B ST+1 | ST

Arming Swords are typical “kmghtly”™ swords—one-handed tools meant for a vanet)
of sieations, 337-45", 2-3 ths. a
7 | 2ZH, long f | i i1 ET+1 | S5T+2
Bastard Sword ~ == E — =T
1H, long 7 ] 7 | Sl | ST+1

The Bastard Sword is # fearsome anti-armor sword with a wide, stiff blade specially

geared towards thrusting through plate armors ['his sacrifices cutting ability 1o some
l.‘ll.'.-l_. AR b,
Cut & ”‘IFI]"iI | 1H, medinm [ == 1] i | "'1 T | ST+1

Cut & Thrust style swords are a direct descendent of the kaightly amung sword, They

are popular with bladeslingers and many light calvarly and infantry. Compoud |'=““
are popular, as are finger-nngs and other extra hand protection due 1o the increased
33

e ol the thrust. 367-4 2- .
Dagger (long) | 1H, hand | 8 | 7 I~ oy | SE=2 | SI

Paggers come in many varicties. The rondel dagper, oflen a sudean ¥ of Wiarrtors in

=3
|
] 0

battle, was unedeed and had a tnangular shaped blade. It had a small, round guard, 2
nasty point, It was designed to punch through openings in amor gl delyverxnasiy.
hard-to-heal wound. The poniard was used as an ofi-hand weapon, usually with a cul

and thrust sword or a rapier. It had an edee for shicmg, a sturdy cruciform hilt so thal

i eouwld Emod - other WeaHns, and a nasty oont fog '-\.Iii"'-h'..i!'.l.' it i the e, UTON, arm B,

neck, hand, mouth. cic, of the opponent. The DTN for a rondel 15 9, for a ponzard 7 (3

.|._'f||1-| rAnIcrs . ‘\ [-2 Ibs or less . i -
"H very long T H o] ST+4 | sT=+1
Doppelhander ﬁ“ I:cmﬂ — 2 c , e ST 42

|||L D ¥l r:u_. hapder 15 the rue two=1a1 |':I|-|.I sword, as lon B B ITEA1 3K | msed | oy -

pike formations and the banner wrd of Stahl and Oustenreich, When at longer

|

-\:

ranees it 1S swung about not unlike a great sword. As the crush of battle increases, the
£ !

hack hand chokes up beneath the “sccond goard™ (protruding sprkes several mehes
jow the cross-guard on the blade}, -‘-|11"-|m||'~' pole-arm and half-sword techniques,

||'.|.'|L--|||'.~.: much thrst ng ST AR b

Estoc | ZH, -~—u\ur|_5|| =R b | 'ST+¥*. | 5TA
The Estoc is a |‘~| rebred anti-armor sword. Consisi ing of a long tra uhu *hlade™ and

a eriici form hilt, it is really little more than a sham steel pole wath a |:'.|||u.'~; and cross-
gard. [1is ._1._-H| aied 1o elub opporrcts unl | clositg in 1= i wsable, after which it 15

n=ed with “hal I--a“m- ding™ technigues 1o break through armor forthe lkall. 487 3.4

Ibs :‘!]:-.-.1'.1_.'1-': hlunt and bashir 1@, Bot cutting,
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L X i & A T e
Weapon | Gmp, Length Attack 1M | Defensive | : amage =
Cut [hrust | TN | Cut Thrust
HGreat Sword | 2H. long & | 7T | 7 ST+3 | St+l L
I Great Swords are the largest of true swords, wielded with two hands and capable of { I|
o g8 =i - . f—
terrifving blows. Longer and slower than shorter swords, they are still capable of { '
impressive speed and finesse. The Scots Claymore (popular with the Highlanders of anl
Angharad and Pict) 15 a fine example. 35" 3-5 1bs, _ - [
2H. long [\ T ] ST+2 ST+ 1
Long Sword —_— - . 1| - -

. IH. long .- 8| .' ST + | ST
Longswords are extremely popular in Stahl, Farrenshire, and Cyninthmer due to their |
substantial versatility. Long and powerful they may be used with one hand or two,
can be used with hall-swording techniques, and are stifl small encugh to wear on the i

| hip. 487, 25 -3 Jbs.

N Rapier |IHmedium | 6 | 5 | 85 ST-3 | ST+2

ll Rapiers, while nearly useless in the crush of battle. are fearsome and deadly when |I

| encountered on the street or in a duel, Quick, agile. and lethal, a single thrust of a
ll rapier will kill with little strength, The light build of the weapon is unsuitable for
“ pamrying larger swung weapons (hence the high DTN}, but perfectly well-suited o

blocking thrusts from most single-handed weapons such as other rapiers, arming |

ewards, and the cut & th'.;LE‘. (DTN 5). 46”-56", 2-4 Ibs. '
f[Saber/Scimitar | 1H, medium T [ | ST+2* ST .
|' Sabers and scimtars are curved single-handed swords commeon in the east of Weyrth. |

Commemly used as cavaley weapons, they are capable of wicked cuts and slashes ]
‘ though that same curvature slightly complicates the mechanics of thrustimg. 36™ 2-3 Ll
| [bs. * [“J;u_l'_ﬂ:tgc ST + | vs. soft armors, ST vs: metal armors. “l

Short Sword | 1H,short | 7 [ 5 | 7 | ST ST M
Smaller than an :|m£fng sword, longer than a dagger, short swords are common
emergency side-arms for archers, pikemen, and wealthier commoners. Like the now
out-dated Imperial Gladivs, short swords are guick on the thrust and capable of short,
sudden cuts and chops. 207337, 1 lbs.

S| Faichion | 1H, medium b 8 | 7 | ST +2 _ ST

The falchion s little maore than a large meat-cleaver. Curved on one side and
| relatively heavy, it 15 2 superb weapon agaimst lighter armors such as leather or chamn.
367 4-5 Ibs.

T F | ¥ : T :
I ! [ ! | :
| | 1 1 | | |
| II _. ] |
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TH [T
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Weapon | Lrnip, Lenoth Drasrame | Motes

IH, medium | 6 | ST+ Ib
1H. medinm i g STh

exhock v = Dham Ll

Clukb
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st any tramed Gehier. 307°-5077, 1-3 |bs

t —| shosk Lt

vl
o I Dumanpe ve. hand armor
Flakl 1H. medinm " s ST 4+ 2b | +4 Blood Loss
| ALt et

sRchl Tl K any kT =]
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BRI ATOuiK] shields and

bashing armor, Tails can be dangerons o an onexperienced user a5 well {any fumble
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cuwbes Gamape 05 1 each 17 molled was asuccesstal attack on onc s sclf)y. 30-367, 2
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Whar price will you pay to get what

you want?
What demons would you pay it to?

And then whar ."I.‘f-!'_,uu_f-'f'.i‘.'.'l'.':'

Mo spells, no elves. No derailed
made-up world to memorize.
Just you and the demons.
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%L‘:u B LI 5 H | H G, supplements for

'w l‘-"-:r:m..""L.;: -:-l: H..-‘rnnr-r-r ng k:t'u-‘-.rr"

Of BEHStS ‘Ellld an (DFW 1003) The first supplement for The

Riddie of Steel, detailing new myths, new beasts, new creatures, facries, the Fey, specific
and generic NPCs, new Adventure Seeds and more! Available November 2002.

SDI‘CEI’Y and thf: FE}’ (DEW 1004) What are the powers and
histories of the mysterious Fey and Siehe? Who is the dread Emperor Uglub, really?
The second supplement for The Riddle of Steel approaches these questions and many
others, including new information and rules for Riruals, Enchantments, Summoning,
magical places, important sorcerers of days gone by, Xanar and the nine, Fey and Siche
Courts. Also: new spells, talismans, Gifts, Flaws, and more! Available Winter 2003.

’1_‘]1@L FIDWEI Df Bﬂttlﬂ (DFW 1005) More than just weapons

and maneuvers. the third suppfcmtut to The Riddle of Steel will expand upon

the schools, ﬂghtiﬂg styles, and ways of Weyrth's warriors. Rules for mass combat,
naval barrles, castles and sieges, and advanced stances and maneuvers—rtaken from
real historical manuals and techniques will all be part of this most anticipated addition
to The Riddle of Steel’s core rules. A must-have for any Bladeslinger or Riddle-Secker!
Awailable Spring 2003.

visit

www.theRiddleOfSteel.com

for updates, spoilers, and details!
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Experience:

» The most realistic combar system in any RPG”, requiring thought, strategy, and cunning—
not just brute strengch or 2 hack-and-slash mentalicy.

» Limitless use of sorcery and magic—soreeress create their own spells on the fly
with easy-to-use guidelines.

» First-priority on who a characrer is, not what a character is—characters
progress as they further their own beliefs, goals, and destinies.

» An immense campaign world, Weyrch™, with over 40
distinct narions, races, religions, and cultures.

» Simple yet detailed game mechanics for all levels of
gamers, from beginner to hardened veteran.

» Core rules and world guide contained in
THIS BOOK! No annoying “Player
Guide” and “GM Guide,” charging
vou double the money for the
contents of one game!

» Complete player support
online including
downloads, articles,
forums, tips,
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