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Clarifications, Corrections and Additions

CHAPTEA QMNE

3
Dice — 1012 i no longer used. Where it aopesrs wibstilute 208,

Pags 5

Techinodogecsl Basd — Qlosantha w a Brones fge warld, This general
VIR i§ mamnt to illustrate T sedisl development and cubturad lavel
of most of the peoples of the world, |n addition, the peewalens metal in
use thers hes meny progertiessimilar bo our own Beonze,

Bronze s usd throughout FuneQuest 1o sefer 10 the tRrrRstrial metal
1o which it is most similar. However, Slorarmthan bronza can be rménag
directly from tha ground, end has some groperties dissimilar fram our
sarthly metsl. We choss to substivute the famidiar term rather than 1he
wwvkward terime of Ge-meal, ze-metsd, and so on, which are dooumaenied
In Glarsnthan references,

Orther metals are simitedly [sbelled wigh Terrestrial analoguiag,

CHAPTER THREE

Pogs 14
Scénaria Moverment — Double all Scenaria Movement Spesis,

Paga 17
Kotes on De ege Resuite — The firey ling should read, . Poines
o Tedf fn mny ane focariom,

CHAFTER FOUR

Pupga 35 .
‘Waap i1 Tablhs —
fype B DEX END
Axn, 1H wtohet ¥
Axe, 2H wttie axe ry
AL axe 7
pole aue g
rhomphis 5
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Feat light cestus %
Mace, | H aingle stick %
Page 7
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vpe e DEX ENC
Axe, Throwing  throwing ass ]
i eomposite bow 9
Crogsbsois arhalest 7
hesuy crosshaw T
flght crogstane T
Dagger, Throwing  1hrowing dagger ] %
Jareadlin T Y
javelin 1
i rock %
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Staft Sling ealf gling B
Page I8
Shinkd Stwtistics Tabils — Add & new eaburmn headed
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STl 05%
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g 20%
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Aurmour Stetheties T abds —
arms progected ype mareriad sbrarbs ENC eosr  silans
e greaves laather ¥ W
abcfomen & lege  pantiTrews  lesther 1 %
abdomen ikl leather 1 5
Finan 3 1 20 =15
chairemail 2
ehest & abdormen  hauberk leather 1 %
ket By iria laathees 1 ®
=T lingn 25
Paga 30
Hulena Sumtietion Table —
Fyoe ENC
hood " 1
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CHAPTER FIVE

Genoral Mo — Every reference 1o Fyna Mage should Dp reg Fusne
Prigst,

Page 23

Did the Sgedl Work? — Any charaiter may choose 1o recpive o speil,
and tha spedl caster will not havd to overcome the resisterce of 1he tangot,
Corversely, @ spall teing cast a8 & conseious Bt unsware aaoe, mich s
cadiing Strangth on 2 companion whe does not espeet it must owsnoome
The target's FOW.

Fage 33 .

Other Properties of Spalls = 6, Only one el may be cast @ ons
meler round wunless the caster is under the influence of tho Auns g
spell, Midtspall. See Chapter Seven,

Page 34

Incrassing Power — In the dih parsgraph, the first samperss should
reid, Ta sew f the PO incrsase & sucesssid, ubiracs the chamsoter s
currant POW frarm Ais rocial masimom aod muitioy the resuls by 5,

Pags 338
Firearrow — This spell can alm be cart on sling stones and thegem

westang, The alsect bursts into Hamos a8 the missibe loeves the e,
slirg, crossbows, hand or whatewsr, An impaling Firparmow doss the full
damage of the normal weapen (8 points for & cofmposite bow, for
indamcel plus the narmal 306 denage af the Firearmme.

Paga 38

Firgblade — An imoaling Blew with o Firsbladed weapon cees e full
damage of the weapan {17 paints for 0 long 2H spesr, far instanes) plus
the normal 308 af Firabdade

The demage from a Fircolads mplaces only the winapoen dsmogn, If
thi charscter using the wapon has a damags bamus, thet darmage Bons
e still effective. If he waapon impates or slashes, the damage & besed
on the Firenlade demade, not the waeapan's regular ChTRn,

Pajge 38
Harmorize — This spell can be wsed on nonshumanpids of the samn
bagic shape. A Wind Child could wse it 60 a Gargayla, for instance,

Page 24

Healing — |1 a Healing sl is apolied dirsctly sfrer srather Mealing
sgall, the greater spell's effect will fake place, Thus, if a Hewling 7
Blaced on a wound, then o Healing 5 nmadistely thomatter, the char
actar Wil be Fasled of § polrte, noy 7,

Page 19

Multimiggile ~ The magically-produced missilas cannot inpeks, by
théry ca be critical,

The arrgws craated by this spall et el fectiesly solidil|ad air, Thay are
Nt Mg in theérmselves and will not affect sunh creatures 5 hcanthiropes,

Fage 24
Repair — & Repalr spelil will Tis up to 20 points of damags per uss,

Fage 38

Shimimer — This defency acts against aff wha attsck (he user, not jur
ank. Thus, if the character had 8 Defence of 15%and & Shimmer Jgaing,
he could defend againet ano foe at 20°%, snd all others ap 15%.

40

Spirit Combat — Sometimes the only way o get rid of o spiris is to
kill the Shaman ar to run for sy Tram the Shaman Sgicit or Shost
ong s fighting, Ta do so, the charsctsr must ignore the Sadrie Atsack,
This hag twwo aifects:

(1} The Spirit will b abe to take POW from the charaoter EuRcy TiFa
it avercomes 1ha character's resismnce with no danger to itsalf, srd the
character cancat use his POW foar powering spedls,

L2} The character cam eantinue to mowe and perform phys s and
Entelleciunl activity & i1 he wern not in Spiril Commbag, |

Fage 41

Binding Bpirizs — A charscter fighting a spirit gets s POW g8 n o8l if,
&t soma 1ime Suring the strugglo, hi swincomaes the POW af the mirit
wiheen the spririt's POV is the asime ar greater than the charscesss
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INTRODUCTION

INTRODLUCTION

WHAT IS A FANTASY ROLEPLAYING G ‘-\.\I[
A rode-playing pame is @ game o oraote Lol
dmulating the process of pefac-z Toee 50 -

salbed ife.” The player ac1s 2700 0 202

451 as he might 3ct 4 eole 35 2 25 ki .

=hen plaved with jus? paper and pencd oo tre 2 0o
Ce player’s imaginztion, it has been called i '—-, 2 LU RS

b theatre” I played with metal and plasuc Gzurimes
<omes improvisational puppen theatre, However o s 5 oaac.
i primary purpose is 10 have fun.

WHAT IS THIS FANTASY ROLE-PLAYING GAME ABOUT?
HuneChest is a departure from mest FEP (as they are ab-
Sreviated) pames issued snce the concept's introduction in
+74, Unlike most others, this pame is ted to a particular
=arld, CHorantha, first glimpsed through Chacsium's board-
~ames Wiire Bear and Ked Moon and Nowad Gods. Those
=0 have not seen this world before will find part of it within
“ 252 pages.

However, this game is not limited 1o Glorantha, The experi-
s—0 syslem, the combat svstem, most of the magic system,
2~ 1 the training/guilds system, and evervthing but the specific

serenees o the world of Glorantha can be adjustaed 10 it any
~¢ and space with o minimum of hassle. We think you will
=4 thig system more realictic, and ai the same dime miere
-»abde, than any system you have seen before.

HOW TO USE THESE RULES
Read these rules very carciully, Read ol the way through
2 Then roll up o character and see how the rules spply to
©at chasacter, Get together wath some Triends and map ol
= beginning scenarios, with no surprises to any one until
- e sure ol how the rubes work, Then, your isagination is
“only lkimii,
A2 have tried 1o muke these rules easily understood by any.
caterested o the concepd. not just experienced pamers. I
- arg an expericneed FRP gamer, take those postions you
.= and ignore the rest, Like any FRP system, these can
v o pupdelines, Use thent as yo will.

F_RTHER RULES
T e anesoame guestions kel unanswered in these rules. We
-rtempted o prowid o @ unitbed game system which can be
ix is. Further supplements will iee the cake and expand
how the pame 5t e the world of Glorantha, and

s be cxpanded e clned worids
L8 mteresed inoanz o

LR

.
L wiis b this zame,

Mayers who devise cults, new spells, and new monslers are

Jrzed o write them ep in lerms similar to those found herein

= wend them to ws. You will receive full credit for your crea-
neoand, of course, 3 copy of the supplement the contribie-
R tear dn,

FLREFPSSE OF THE GAME
E - 2ame, RuneQuest, describes its goal, The
re choracters, known as Adventurers,
- weentanios desicned by a Raferee, The

T - whats mazic: and other skills, and
Vi dbaTa o SSENLI0 o0 T ke ST geriad monsfers. aps,
alid Tl =" om w72 T . woern ez pdvEngcer brom
his:goal Wt ne sns DeaT# A simvnimz Adventurer

Fans np-e"n-.'nc: IR SInfimo TES. =miolpder sl aswel] as
MOneY o pun:has-.. further frair nE:

The Adventurer progresses in 1hiswas unul he is so profici
ent that ke comes 1o the attention of the High Priests, sapes,
and peds. At this point he has the option to join a Buse cell,
Joinimg such a cult gives him many advantages, not the least of
which i aid from the god of the cult,

Acquiring & Rune by joining such a cult is the goal of the
game, for only in gathering a Rune may a character take the
next step, up nto the ranks of Hero, and perhaps Superhero.

EQUIPMENT MEEDED TO FLAY
Besiles 1las s of roles, MuneCuess players will need the
fellowing materiais:

DICE

Dice of many shapes and sides are needed for this game.
Fhey are usually avatdable at any game store. I there are no
Zames stores py your area, an address of a supplier is printed in
the appendin. The minimum mix needed for play is a5 follows:

Tvpe Albreviarsos
ong pair of 2lsided percentile dice D=
one 2sided die marked Crom | to 20 o:
one | 2-sided die HEH=
onie H-sided dic D=
threa G-gided dice L
oy degided die [33

Within these rubes, dice will be referped to w- L - L 2zove
utrhreviations, Thus, (1 it s necessany tooroll ra .32 e
it will be written a5 2002, Oceostonally ot ws LERRETY DM
roll one 3-sided dic, D3, Simply roll 3 D2 L Iwao,

T

always foanding ug, This, 1-2=§_ 54=



Cther Mlaying Aids

Rune{hiest does not need o plaving board, The player's im-
agination provide the stage on which the characters act, Az as-
sistance in thia drama, vou'll find the following helpful:

PAPER, blank, lined, and quadrille ruled (gruph paper)
PENCILS AMD FEMS

TIN/LEAD OR PLASTIC FIGURINES (These are optional,
but give the play some focus and help settle arguinents over
wh was where. We recommend 25mm miniatures as the best
all around size.)

TIME {ranging from a couple of hours for a quick scenario 1o
years for a long-running campaign)

GLASS OR PLEXIGLASS SHEET AND GREASE PENCIL

{an optional buet handy device for skelching in the outlines of
rsoms and eorrdors)

IMAGINATION
BACKGROUND

HISTORY

Glorantha was cremted by its deities from the Primal Void
of Chaos. At first, there was no hislory, for the initlal creation
formed the period of wagic and tmeless simultaneity calied
Godtime. During this time, all the world was populaied with
the beings and races of the Golden Age,

The birth inte this world of Umath, the Primal Air, shatter-
ed the period of peace with erowding, confusion and lear. This
escalated o the War of the Gods, resulting in the death of
the Sun, the Great Darknes and Chaos let loose wpon the
world, Total Destruction seemed near,

But Glorantha was not destroyed, Spurred on by Hope and
Chance, the Seven Lightbringers sought through tle Chaos-rid-
den Cosmos and, after harrowing adventures, liberared the life-
giving Sun God, The joyful god leapt 1o his rightful place in
the sky and the Dark was banighed,

To keep entropic Chaos Trom coming to their realm again,
the gods swore preat caths and compacts resulting in the Greal
Comproanise. Men call this Time. By aliering the world, the
gods saved it, and Hhistory began,

There followed the Dawn Ages. This was a time of peace
and growlng, a5 1he survivors rebuilt and taught themselves the
way of the world inside Time. The ascient races, elves, dragon-
ewts, dwarves, and teolls, were as healthy and proud as hu-
mians. In Dragon Pass, on the continent of Genertela, the First
Councll was a balanced organization including humans and
nen-humans, men and women, mostals aad divinities,

This age of mnocence cowld mod las. Ancien? feuds were re-
memibered and conflicis grew wilh peoples vutskie e cosrg]
Insde dissension and culside eniemies forced the femmation o
the Second Counell, a warlike empire, whicl grew an arfocan. s
and power until they dreamed of bringing back the Godume.
The experiment ended m the birth of Ghaji. the Chaos oo,
whose reign of terrer kept Glorantha at war with tisell fog ==
years, This was the death knell of the inhuman races, s lich
hawe never had the same statwre i the wold siee then, This
was the end of the Dawn Ages,

Ouil of this shatiered world grew new political entajes
Among the most powerful was the state which called itself the
Empire of the Wyrms Friends. This empire, centered in Deagon
Pass, lasted for 500 vears, peoud of and Fimoes fop their

enlaas owon Tho dragens aud wyrms of e pass, The peo-
Plek 452 3 ceer thng ade comact with two other conti-
nenis. ans Zooeoo oo 7 sninual byways,

After sctere oo oo cems the empine was replaced by a

- thie Third Council. Legends
Teeen froan the pods in the

ruling body o s o0 L eilo
relate that there wa: Zonild, X
council clambers,

But the magic of the co om0 220
of its worshippers, or contoe, 1oz sa = 2o of the rebels who did
not sacriflce to them. Foreypn g0+ caim2d power and prestige
a5 the provinees of the Third Counce os lied or were overrun
by invaders,

AL last the council twmed its energes to Zefending its wor-
shippers. Epic battles raged scross the land. Finally, the dra-
ponewls, dormant for cenluries, rose against the council and
slew them all.

Some TH years lates the human allies aiding the destruction
of the empire turned apaingt the dragonewts. With few allies,
they scemed helpless before the destroving might of ihe
hordes. Nests were scoured with wildfire, plunted with sceds
laid by Chaotic parasites, sealed by diseases unpamable, and
cursed by lear and foathing for any that would mourn them.

Heartless and refentiess, the humans crushed and plundered,
but when they closed in vpon Dragon Pass the assembled ho-
man amies met those who would moarn the loss of dragon-
ewis. The dragons from all across Time and Space assembled in
their ancestral home 10 preserve the purity of thesr birthplace,
The Dragonkill War got its name from what the dragons did,
not what they suffered. Humans have feared the dragons since
that time, despite draconic indifference, and none now seck lo
amash the eges of he draponewts, even though they might
plunder the nest ciy,

Dragen Pass was abandoned by humanity. Elsewhere, old
cpires ook and sezs wene witerly closed to human crossing,
Mew kingdoms rose 1w (il the power vacuums and new magics
and detties broke frée from anclent shackles,

North of Dreagon Fass, in the region called Peloria, there
arose the Red Moon Goddess, In her wore balanced Conatancy
and Change, Life and Death, Love and Indifference, and all the
dichotomes of the Universe, inclding o touch of Chaos. Her
arrival changed the face of the land.

After living In Glorantha a short tone she sscended to the
heavens where she remains in her evelical beauty, viewing the
fand which she left to her fanily befow, The everceincarnating
Ked Emperor of the Lunar Empire is her son and her pride.

The Lanar Empire expanded Grom s Sounding i 1224,
When defeated it rebounded stronger than ever. They went
north 1o the oy wastes, cust Te e boends of the horse barbar-
ian Lomals, amd west uneid o weere haled by the magical Syn-
dics Ban. Bur in rhe sous e eonpire continued 1o grow and

—on ounter the miseries

o,

When vies ceo o2 Deacon Pass they found it populaied
again, Mon s yar s by the Kingdom of Sartar, ruled
Dhoa WIED 07 et Loilods B0 matntain the great and nagical
A =t 0 e sbrenpli,

woania Seiears, the emperor eventually marched al-
Sered imbe the Sarvar capitol of Boldhome. He de-

the 1 sieal Lundr conguest,

Bui tie spirits of Sartar Temple incited the natives to rebel-
I When the Lunar priestesses atiempted o construct a
Temple of the Reaching Moon on Wind Top to extend the
Crlowling, & dragon unearthed itself under the foundation, de.
vouring the priesiess there and hal? of the attendant armies,
Shortly afterward, rebellion in the outpost city of Pavis spell-
el Lunar defeat, and the victorious barbarian warlord lad his



armyy towards Dragon Pass,

The warlord was Asgrath Dragontooth, member of a tlno
Surtar houschodd and refuges from Lunar justice. He had
orown famous amongst the fribes of Prax and now claimed
heirdom to Sartar’s realm. He defeated Lunar forces in s midi-
tary wictory and relit the fire in Sartar’s Temple with a com-
mand. Thus, the empire was thrown back apain.

The bravery and glory of Sartar's fight for independence at-
tracted thousands of volunteers, and people from 2l about
(Horantha became Adventurers in order to builld wp their skils
tor take their places in the ranks. The period was know o35 the
Hero Ware, and the fighting around Drapgon Pz Zrea qhe
greatest colbection of Heroes and Supérheroes ths w =i had
ewer sesn in one place.

This 15 the game of that penod, In these veoes 72 2umms
how to start to become a Hero, to take one’s 7200 = oo Hero
Wars,

TECHNOLOGICAL BASE

Glopantha is 3 Bronze Ape world. Brooes & 0. =27 20 ¢
zan be mined directly from the bones o tnz 2oz 2 Do -
e Gods” War. These bones provids assas,y ool o @ ¥

Unalloyed, oF pure. metals. sech 23 on
Zer, prevent a person from using ma@e anlass b 5 £
e Bune connected with that meétal, See Chapier N 70 2 -

[ what metals are aligned 1o which Runcs, Soe thar 200 -
oo alloyed, as are godd and silver ornamenis.

SOCIOLOGICAL BASE

Glorantha is an ancient period and early Dark Ages world.
.7 has Far mare to do with Mesopotamiz, ancient Ching, Hybe
-a.and Lankhmar than it does with medieval Europe, Le Mot
ZFArthur, or the Carolingian Cwcle. Its heroes are Conans,
rey Mousers, and Rustums, not Lancelots, Percivals, and Ro-
=nds

Unlike the worlds in other role-plaving games, there is no
w.cmment, a5 such, People have allegiances to pations, cities,
c.gions, and tribes, not to abstract concepts. 1t is also possi-
=z for peopbe within the game to sunvive quite well with ne al-
e zances whatever excepd to themselves,

In Glorantha, the gods, in the forms of their followers and

., play an active and important part in most major events

= aever, mosl pods are complementary, and rarcly oppose
== odher direcily. Only the gods of Power are actively ania
oorastic, ond even then only within thelr own spheres of inter-

wOANETARY BASE
The coinage of Glorantha is based on sidver, While baoth
2.2 and copper are wied as comns, silver is by far the most
- —mon monelary metal, Silver coinapge was st introduced
me. Glarantha by the Lenar Empire. The generic term For sil-
e _ins used over the continent i the Lupar, i honer of the
2zt Empire. However, In the empire, the basic silver coin is
=z 1o as an Imperial. In Sartar it is called a Sovereign, and
ooy of Corflu, run by wiriois guilds, it is called 3 Guikd-
i f these coins are roughly equivalent in value. Note that
—="=7. abbreviated in the subes as L, 5 worily ahout ane pre-
T English pound, or five US dollars.
o2 owas the first coinage of the world, broaght (o the peo-

| L R |

B e enigmatic Sun-Wheel Dancers. In their honaor, pold
sz o2 sl called Wheels, Gold, however, ks scarce and very
wo” o One polden Wheel eguals 20 Lunas of silver, Gold is

- bsed 3 a means of seitling debts betwesn nations
=7 miividuals,

A

=

Copper coins were invented by the dwarves. As is usual
with any innovation brought out by thal most inveniive race,
humans shrink from acknowledging the contribution. The cop-
per coin is called a Clack, or often just a Copper. It takes ten
Clacks fo equual one Lunar,

| Wheal=20 Lunars
1 Lunar=10 Clacks
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THE WORLD OF GLORANTHA

On the facing page is a workd map of Glorantha, the world
of RumeQuest, 11 b5 not a planet, a8 is curs, but instead s a
slightly bulping, squarish lozenge, like the earth-Rune's shape,

The earth floats upoa Sramak's River, the Primal CGeean of
mythology. The sky overhead is an off-cenier bowl rotating
about the Pole Star which marks the center of the sky_and is
the only stable point i the celestial dome, Between the carth
and sky is the turbulent sealm of the air and storm gods.
Underneath both earth and sea is the dark, silent Underworld,

The scale of the map is 1200 miles to the inch, or 760 kilo-
melers per cenlimeter.

Mountain: on the map are marked by solid black patches,
Lesser ranges are not shown. The land areas are those which
surround the mountains. The center of the map and the con-
nected areas are water, as labelled, In strict terminology, the
Oceans are the places which are connected directly to the Pri-
mial Sea, while the Seas have earth beneath them,

The shaded regions are places unknown to mortal races,
There are lands of immensely powerful supermatural roces,
such as Altinela or Vithels or Luathela. These beings occasion-
ally come 1o the world of men, but few men ever travel to
them. Some are areas of myth, like the Sea of Fire where the
sky fell to earth and set everything burning, or the Lands of
Dawn and Dusk where the sum rises and seis each day, Only
Heroes can travel to such reslms and sarvive, and from there
they can find their way (o the very waorlds of the gods,

The unshaded areas are those lands commonly known to
mankind, The unlabelled box near the center of the map, on
the southern edge of Genertela, is the arca of the maps in the
Appendices of this book, consisting of Dragon Pass and Prax.

Creneriels 5 the name of the northem continent, It is colder
than the southem continent, and the northeramost regions
are abandoned by men bul inhabited by ice demons. The
White Sea separates the permanent winter from the northlands
of men, The continent iz temperate in ¢limate, and in the
souil the seasons are moderate,

The preat central oceans of Glosantha are mild and almosd
baimy, though seasons affect them. The many islands are
pleazant places, semi-tropical in nature. Magasta’s Pool, at the
cenler of the world, is a gigantic whirlpoos! which draws all the
waters of the world to it and drops them to the dark primal
sea helow,

The inhabited lands of the southern continent developed in-
dependently from the nosth, though both cultures came into
violent conflict during (e Second Age. The northern coastal
repions are extremely pleasant, bui the temperature increases
the further south one travels. Beyond the lands teat men know
are dense junples and, finally, the arid and unlivable Burning
Wastes, -

Even in the central areas only some regions have been well-
documented and mapped: others live on in the ipnorance and
bliss of illiteracy. Further publications by The Chacsium will
explore and explain some of these regions n more detail.
Interested parties are wrped to contact The Chaosium for the
details,

TIME LINE FOR THE LUNAR EMPIRE
AND THE DRAGON PASS REGIONS

[0 — Draponkill War wipes out all human inhabilants in
Dragon Pass, leaving 11 to the other humanodd races.

12200~ Red Moon poddess born in Rinliddi, Peloria.

1230 — Dragonewts and elves umite to destroy warring trall
Factions,

1242 — Carmanian Empire conguered by Red Goddes,

1247 — Red Goddess attains immortality and ascends to the
sky,

1250 — Defeated in battle, the forces of the Pure Horse tribe
of Prax hide i haunted Dragon Pass, They find peace in-
sicad of demons, and are sccpeted by the local residents,
They change their name o Grazelanders and setthe.

1288 — Lupar Empire conguers the last sironghold of Dara
Happa, securing all of Lowland Peloria for Bed Goddess,
1330 - Refugee Pelosians discover the Temple of the Shaking
Earth and found the Twins dynasty and the Kingdom of

Tarsh,

1340 — Hill tribes move norih from Hendsebei and Esrolia and
settle in the southern hills of Dragon Pass.

1347 — The Conguering [aeghter defeats many tribes of
Southern Peloria and adds the provinces (o the Empire,

1374 — Great barbarian iovastons from the Wastelands devas-
tate and overrun most of Peloria. The shaman Sheng Seleris
begins his epic campaign against the Red Emperor,

1380 — War between hill peoples of Dragon Pass and Ducks.

1397 — Yars Acanis i bom, 2 demonic barbanan-killing
daughter of the Bed Emperor. The harbarlans no longer
grow in strength,

1402 — War between Grazelanders and Kingdom of Tarsh ends
with a defeat for the Grazelanders, who are forced into the
hills, -

1420 — Pol-Jond trdbe, ncluding many disgruniled ex-Uraze-
landers, ks founded and established in Prax despite eifosts
10 stop them by the Animal Nomads,

1448 — Tarsh King Orios dies without heir; civil war begins.

1455 — Ilaro dynasty founded in Tarsh; kingdom s quickly
reestablished.

1460 — Sheng Seleris and Red Emperor meet in personal com-
bat; alter many greal magics enly the Emperor emerges,
1470 — Sartar makes his early appearances among the hill

tribes of Dragon Pass.

1477 — Tarsh King Tastanim i3 killed by Telmori, a migrating
tribe which worships werewolves,

1480 — Sartar makes peace with the Telmori, and they settle
mear Prax,

1490 — Honcel the Artess comes to Tarsh and woos the king.
After he disappears, her son hecomes the first Lunar Tarsh
king, called the founder of the Governor King dynasty,

1492 — Roldhome founded by Sartar, who is named King and
thie land 15 narned after hin,

1538 — Palashee Longaxe leads a Tarsh confederation agatnst
the Governor Eings and dives the Lunass out of Tarsh,

1539 — Sartsr i apotheozized, leaving the mortal realm, His
dynasty beging ruling the Kingdom of Sartar,

1550 - Dragonewts Drcam begins, lasting for five years, No
hurman fas an idea of what this was about,

155% — Palashee Lonpaxe is killed in batthe, and the Lunar
Governor Kings retake Tarsh,

1575 — Pavis Outside the Walls is scttle by Sartarite colonists.

1582 — Tarsh rebels and Sartar forces are smashed at the bat-
tle of Grizzley Peak, and all unified Tarsh rebel activity is
halted forever as part of that foree joins Sartar, This is the
region of the Far Point.

1602 - Boldhome s sacked by the Lunar army, and the fasi
know heirs of Sartarare slam or driven away.

1605 — Lunar Empire defested in Holy Country at Building
Wall batile.

610 — Pavic falls, us do the Prax barbarians as the Lurar
Empire searches for a route 1o the sea.

1613 Starbrow leads another Sartarite rebellion, quickly
crushed by the Empire.




HOW TOCREATEAN

CHABACTERISTICS

To create a human Adverturer, the playver rolls 3D6& for
each of the following characteristics. This provides a range of
from 3 {low) to 18 (high) for each characterksthe and this rangs
gives the basic parameters of human development. Other races
spch as elves, dwarves, and dragonewts may have differeni
ranges for many characteristics. These differences are dealt
with tn the section on monsters, Chapter VI,

1. STRENGTH (STR}—An Adventurer’s STR affects the dam-
ape he does, the kind of armor he wears, and what weapons he
can wield. It can be increased through training, explained laier,
up to the mating for the chasaeter’s Constitulion or Size,
whichever is highest. If 5TR is a charactes’s highest rating of
the three then it cannat be ingreased except by magic.

2. CONSTTTUTION (CON)—This is the measure of the health
of a character. It is the major factor in determining the
amount of damage & character can fake before he dics. The
COM of an Adventurer is whal all attacks by Polson or [iseass
mzst e matched against, Training can merease CON. It can be
increased up the rating for the character’s STR or Size, which-
ever is largest, IF CON is the character’s highest rating of the
three then it cannol be increased except by magic,

3. SIZE (51Z)—This indicates the mass of o character. 1t affects
his ability to do and absorb damage, Both large and small S[Z
Adventurers have certain advantages. Large persons can absorb
and deal more damage, but find it hard o defend themselves
and hard to skulk in shadows, Small people have the opposite
henefits and drawbacks, SIZ cannot be naturally altered,

4. INTELLIGENCE ({IMT)-This characteristic is trickicr, It s
a measure of an Adventurer's ability to deal with shatractions
and memorization. This includes the theory behind skills such
as fighting. thieving, mage, and crafting. INT is the major
modifier of a character’s ability to progress in skills theough
experience. 10 also determines how many spells a character
may memaorize, This charasteristic never changes, save through
smne miraculows intervention.

5. POWER (POW)-This represents a character’s ability io
work magic. It is also the measure of his soul. A high POW
shows the favor of the gods, allowing an Adventurer to hit
casier, defend himsell, and otherwise execel, for he 15 in tune
with the Universe. OF course, a high POW detracts from an Ad-
venturer’s abifity to skulk around in shadows and remain un-

obtrusive, for the aura of POW draws attention. POW HdHE

ADVENTURER

over time, Spell use depletes a character’s POW, and rest re-
stores it Successiul spell casting can cause an Adventurer to
pain more POW. Full robes for this are given in Chapter ¥, Bas
ic Magic

6. DEXTERITY (DEX)-This is the measure of how last and
accurately a character can perform different functions such as
fighting and magic, DEX can alse be raised by training up to
the limil of the species maximom, explained later i this chagp-
LEr.

7. CHARISMA (CHAM-CHA is the measuse of leadership, This
iz the ahility to say “follow me™ and find oneself leading a
charge. 1t should not be mistaken for beauty. CHA iz uselul
for obtaining training cheaply and has variows other wses which
will become apparent throughout the rules. CHA can be
changed by the success or filure of previous ventures which
have 3 definite influence on the Adventurer’s current CHA.




THE SAGeA OF RURIK THE RESTLESS

T provide @ rarming series of exomples for the reader we will
be preserting the Sapr of Rurk the Restfesy throughour shis
Donolt, P o, ler s roll wp kis chareeterisiier, | |

STR=]2—-This ix a kigh average STR, altowing kim to handie
most wedpans aad wear guy aemeor, Chapéer TV, Combet Skl
mves more defail on these Umits,

CON=IG—dn excellens ol e will be able to soak up o fuok
awnemnt of damage, and kes o better than awerage charce of wur
wiwig things Mke Poison, Diseaze, oic.

SfZ=4 2—{n 200k cemtury Ameriea, this pais him of some 7 me.
Ters, abowe average height, and welghing perhaps 70 ko,
INT=I6—This v & very pood roll, As vou will see loter, it gives
himr & muaher of advaniages in gaining expertive in kil ¥ ferx
feidn memaonze @ paodly mionber of speily,

POW=] 2 Again, this iz o high gverape roll. Wien he loarns map
i, fre will haee 2 pood sumber of “POW poinis' f pul falo i,
Mg chaice of influencing others with kis magis [t decent, and be
har o regsonalble defense. Again, for prove detail see Chaprer ¥V,
thaxie Magic,

DEX=E=You can't win tkem all, Our bay Rurik it starting our
clumzy, Thiz detrects from his chadces of histing and gering a
Pavry dn e wap of @ weapon, but fortusesaly DEX can Be im-
proved, ax the murcles and reflexes are fraiied.

CHA=IO-AL this point, Rurik has an averape chamee of persed-
g sommeare fo follow kim anywhere, and Is ometimes persua-
sive, Remowmiber, ohic has nashing fo de with fooks

RURIE S POTENTTAL INCREASES

STR—Thanks to bis DON of 16, Rurik's STR com be increased, 2y
wxploined leitvr, fod maximum of 16

CEi—Because it &5 the Righest of the three of TR, CON, and
SE, thin characheristie canrod be changed, It fortumate thar iy
ix a5 Bigh a2 i .

S and INT-Fullleg an acd of the pody or the fatercession o
Lody Luck, Rurik is shuck with what be ko Fortonately, whar
he kas is, in the form of INT, very pood, and the STZ i@ reesom
e,

PO and DEX- These two aftribites car be increared (o $pecies
raximam evenialiy. Witk DEX, Rurnik bat a lorg way to go,
CHA—As shown beter, Rurtk 't CHA, too, will rize and Jall wink
vy,

MAXIMUM AND MINIMUM CHARACTERISTICS

Mo characleristic may be increased for any reason (includ-
Ing mage or divine intervention) beyond the maximum
amount rollable’ on the characteristic dice (18 for humans)
plus the number of dice rolled (3 for humans), Thus, no hu-
nan may have any characteristics higher than 21.

The minimum characteristic possible for any reason s the
nurber of dice rolled {3 for humans), No characteristic may
be voluntarily reduced below this point.

ABILITIES AND HOW CHARACTERISTICS
INFLUENCE THEM

Each Adventurer has various abilities which he will be able
to improve with training. His charactertstics will inflsence how
he does initially with each ability. The following list goes
through each rger catepody of abilities and demonsizates
with a table how each class of ability is influenced by charac-
teristics. A complete table, showing all the individual tables to-
Bether fior easy reference, can be found in the pull sut section
in the middle of the rules,

Each table gives a percentage add or subtesct for each high
or low characteristic. The resulting percentages are added to-
eether 1o gve the “natural ahility™ af the character in thai
field, Mote thal this natural ability can be a minus percentage,
& plus percentape, or 2ero

1. ATTACK

The ability to attack is the ability to sirike an opponent, It
is mot just one stroke. It s a combination of blows, feints, and
shifls intended to make an opponent open himself up and be
killed. As an Adventuser learns more about combat through
traifing and experience, he can use more comblnations, tricki-
er frints, more deceptive movements, and penerally have g het.
ier chance of landing 2 blow.

Charcteristic Characteristic Roll

QI 0508 0902 1316 1720 Each o
STR 05% HI5%  +05%
INT 1 05% HIME  +10% H05%
POW  -05% 5% +05%
DEX -10% -05% HIE% #10% HE%
The Reasons Why

STR—Immense STR helps the attacker move his weapon faster
and brush uside another parry, Low STR has the opposile af-
fiet.

INT—Intelligence has more infleence on how well a character
can atlack because it aids him in secing an opponent’s weak-
nesses and in working out pew combinations and moves, An
unintalligent attacker wil bore in with single, repeated attacks
and not learn as much from {raining.

POW -Extremes of high and fow POW influcnce the attack
snce POW iz a measure of how the chamcter relates to the
Universe, If the pods are with a character his chances of hitting
are bettor because he is “in tune” with the ow of things.
DEX~The ability to control where 3 weapon will go is ex.
tremely impartant in being able to hit successiully,

RURIK'S5AGA

Remmember funk? (hecking the tzhle apsingt Kuwnk's soleg
abifittes, we find ther his INT of 16 neatly carcels ol the DEXY
of &, giving Rurk no bonws i aftacking,

2. PARRY

The parry is a series of movements, designed to interpose 2
shigld or weapon in the way of & weapon attacking character,
Morc tiaining and experience makes one capable of parrving
muore advanced attacks. Learning 1o purey is 3 matter of reflex,
0 fhe table for parry adds and subtracis is different from ihe
Attack Table

Characierisiie Characierisite Roll

-0 0508 )2 1Rls I730 Eack 4
5TR (5% HI5%  +0%%
SIZ +{5% -055% -5
POW  05% 055 S+
DEX -10% 05 H5%  +10E HE%
The Reasons Why

STR—5trength aids the parrier as il aids the attscker.

SIZ—A small target is easier 1o protect, 3 large ome is harder to
protect.

FOW—Again, the reasons are much the same,

DEX—The reasons are again similar.

RURIK'S SAGA

Bt comes out swemewliar the wovke for thiv iohie. His INT
can Y gl ki owd of g one. w0 kit Perrping abitine i 5%
Fhrmks fo hic o DEY,




3, DEFENSE =

This is 5 somewhat trickesr concept. Defenze is the anl of
getting out of the way. It is the ability to be where a blow is
not, In modem Japan, they have turned it into the martial art
of Aikido, but no one in the ancient world we gamde in has de-
veloped this a5 a discipline, All Defense is learned through ex-
perience.

HOW DEFENSE WORKS—An Adventurer attacking a charac-
ter with a Defense ohility must subtract that ability from his

attack. I an opponent has a Defense of 105, and the attacker
has a 45% chance of hitting with a broad seord, then the ai-
tacker has only 8 35% chance of hitting thal oppenent (45%:

L 0= 355 )

DEFENSE VERSLS MULTIPLE OPPONENTS—When facing
sovesal foes, a character may either put all his defense apainst
ane foe, hoping the others will miss, divide his Defense amaong
the attacks of all the foes, or defend against some, but not all
af his foes.

Thus a character with a 405 Defense againsi [our attackers
may pul all of his Defense against one, or put whatever De-
fense he wishes against each foe, so long a8 i1 adds up 1o 406
and no individual Defense drops below 5%,

HOW DEFENSE 18 INCREASED—As a character increases his
DEX and POW his Defense ability will increase, as shown by
the table below, Also, any time his Defense saves him Trom at-
tack (ie., the Defense subtraction making the difference be
tween being hit and not) he has the chance of increasing his
Defense. The character must roll his INT as a percentage on
D00 to make an increase in Defense (Rurk, for instence,
st el 16 o lesy o make an increase in Defenge],

Mote that this rube i in tolal contrast to the wsnal experi-
ence increasing rules shown in Chapter IV, 11 is the only excep-
tian.

If a character has no natusal Defense, it cannoi be improved
by thiz method wntid, throegh increase in DEX and/or POW,
the character acguires the Defense ability.

Charagsraristic Characreristic Roll

Of-a 0508 0912 I3-le 1720 Eaech 4
S1Z + (5% 5% R
INT 10 05% +05% + 10 +05%
POW  —05% +05% +05%
DEX -10% -05% +05% +10% +05%

The Reasons Why

SIZ—A smaller target is hasder 0 hit, a large one is eazier.
INT—Intclligence has an effect on Defense through the charac-
ter's abiity to learn and obssrve and apply this o the theory
of combrat

POW—Again, i ks the characier's ability 1o “flow™ with reality,
DEX-The role of DEX b5 aguin obvious.

RURIK'S SAGA

Pace agair, Funk s INT wmd DEX kave cancelled owl, tearing
Hik with mo agrural defemne ahility, Once e has bl up kiz
DEX andfar POW. ke con gain Deferse. For fhe mamend, Bueik'y
fiverr wrld srrvke of Rime witly Heele fali abdling.

4 HIT POINTS

This is mot so mech an abiliey 25 an attribute. Hie Poines ane
the measure of how much damage one can take before dying.

10k

It is based directly on CON, modified by POW and .':i!Z. A
character's roll for CON i equal to the number of his Hit
Poinis mod|fed as follows,

Characteristic Chearacteriztic Foll v

-0d 0508 o942 J3d6 1720 Each -+
517 -2 -1 #1 47 #1
Fow | +1 4]

The Reasons Why

SIZ~The larger a person is, the more he can soak up domape
befare taking & mortal wound, Thus, an increase in 512 equals
an Inerease in Hit Points.

POW —The favor of the gods iz useful in many wiys,

Note that, unlike other tables, the bonuses here are in aciu-
al points instead of percentages, Thus a character with a CON
af 12, a SIZ of 17, and a POW of 18 will have 15 Hit Points,
and must take 15 points of damage befose he is dead. A hu
mazn being cannid have less than 3 Hit Points when undamag-
ed, I points go to 2 or 1, unconsciousness results, IF points go
1o Oror bess, the character is dead.

RURIK'SS5AGA
Rurik s awerage POW and SIZ leawes hise with 18 BNE Poimie,
the e ar s OFLY, i

5. DAMAGE _

The following table is drastically different from the preced-
ing tables, It deals with the obility to combine strength and
mas 1o do more damage to an opponent than is ordinarily
done By Lthe weapon being ussd. The two charscierisiics of
STR and SIE must work together.

Average of Additicnal
STR gnd 5IZ Derrigge
O1-0 <10
a7-12 none
13-16 +1 0
17-20 + 10
Each +3 +1 15

The Heasons Why

STR-The styonger a characier is the harder he can hit, and
vice versa,

SIZ-Without sufficient mass (e back up a blow, even preal,
STE will nod do more than ordinary darmage, Likewiss, a chag-|
acter weighing 95kg can get more behind a blow than a cha:.

acter waighing 55kg,

RURIES $AGA

Rurik Bax g S& gad STR of 12 eack, neatly avevaging o 12
Thus, he hay mo additirnal dawage adds. However, e only needy
ra gaiw oo point of STR fo averege 124, wheck being over ]2
gives hi the (04 addirional damage (o fit weapon mse. When
he averoge gives @ M remilt, rovnd up

6. PERCEPFTION

Here we are getting into the non-combat skills, explained
further in Chapter Y1, Other Skills. Perception is the ahility to
detect anomalics and follow through on hunches, It depends 2
fot on mentsl discipline and Power, |




Charaeteristic Characrertsiic Rall

ol 508 09-02 13ds 1M FEach +d
INT -10% 05% HI5%  +10  405%
oW 05E +05% +05%
The Reasons Why

IMT =0T you aren’t smart enough o look and 16 learn what to
ook for, you won't notice the trapfsecrel door, noise, ele,
POW—Thts provides the cliarzcter witlh “lbunches™ ns 20 where
and when to lock, The gods pive hints to those they fove

RURIE S 5AGA
e e hig INT, Rerik picks g o roligd ¢ 55 i Ieis Percpiion
ekl ax e Peaveen them

7. 8TEALTH

This 85 the ability to do things surmeptitiously . Move Quset-
Iy, Hide in Shadows, Pick Pockets, and other such skills ars
covered under Stealth

Characreriziic Chrarmcieriziie Roll

of-04 0508 oerr  Jxds 1T Eech 44
S1E i + 5% 5% —1F 055
INT 105 —05% +05%  + 0% +05%
FOW +05% —15% K%
DEX —lits —05% +05%  + 1R +05%
The Reasons Why

S1E-The mure arca vou have to hide, the harder it is.
INT—Knowledze of when to gyove, how 1o move, hiw 1o o
available cover, how e datract, {i's all necessary,

POW -Uniquely amenest the abilities, POW iz & handicap (o
thiz shility. Too nuch POW budlds an aura sbout o characiler
which s hard 0 ignose, even if he frles to be inconspicuous
[EX—The ability to keep Mom iripping over your own feet
and bumping into things is essential to the stealthy character.

RURIK S XAGA

Urfoemensiely. Runk's INT ard DEX cancel out. Ne kiraws
wirErE i s mooe, Bud bao tegiedie g e fo bump dhfo
Neings.

B MANIPULATION

This is the ability to work with small and intricate things.
Abilities swch as Lockpickmp, Trap Removal, and Sleight of
Hand are inchded wnder Manipulation

Chrarcierizrie Charaerertitie Roll

-4 308 Q912 jRpE IR0 Each v
5TR -05% +05%  +0i%
INT 1o 05% HIEE HI0% A+
POw  .05% H5E 05
DEX  .i0%  .D5% HIFE  HI0E +05%
The Reasons 1-'I'h’.'

STR-The strength to hald down ane section while you manip-

ulate the wibier is impartant.

::"'T -The ability to know what 1o manipulate is very i
HiR

PO 11 pice keaving a touch with the Unjverse

lJF_H—E:ing able to put your finpees where they're needed is

Criecial,

RURIK S 5AGA
Py again, pooe Kuedk will kaee to dhiek by may owd of oy
arions iy ficpers bave gornea fim oo,

% KNOWLEDGE

Enowledge includes 2l baok learning. Such skills 25 Mixing
Pations, Speaking Languapges, and General Literagy (hy no
mieans cormmaon}, are ufl incloded in this area.

Characrerisiic Chaarae terisiic Mol

or-d 0508 DRl 1Efs 0 TRHY Each o
INT 0 05% +H5% +I0% HIE%
POW 055 HiF%  +05%
e Reasons Why

INT—The ability fo memorize and work with abstracis is es
sential in learming.
POW —Ccoasionally the pods give hints o thoss they love

RURICE 3404

Burik bt foniesd amoiver miche winere bis prociiviy fov tam-
tling oror i 0w e won ¥ ket . Bk peoks wd @ sofidl
P50 e v Krowdeae ocowrniatin g abiify

INCREASING CHARACTERISTICS

1, FHYSICAL CHARACTERISTIC TRAINING

Once a characier bas reached (ull growth (usually around
ape |6 in this word), the aonly way 1o enhance physical charac-
terics i hand trainimg.

STR—Strength may be mcseased at the costof P00 L per one
point of TR, Remember, I his STR is the highest amonpst
5TR, S51Z, and COM, it cannot be imcreased at zll, except iem-
posarily. TR conditioning is traditionally taeght by the fight-
ing hamis and guilds.

CON-The sapes and alchemists have devised o regimen of diet
and exercise which will increase a character's CON up to the
level of 3IF or STE, Again, if the COMN characleristic is the
highest of the three it cannoat be enhanced. The cost iz 2000 L

pei point.

DEX-This sort of training & wanally done by Thieves and
Players Guilds. Cost of training is wsually the same as STRE
traning, but the, thieves will oflen exact a fee of service ins
glead or as well as monetary payment, Playecs (s b minstnels,
nof die rollersh will penerally simply exact peyinend, buet ore
wanidering breed and can only be persuaded to sertle down if
the pot s sweetened For them. Just what kind of service the
thisves may exact gr what extra the players may wish is dis
cussed in Chapler V1, Ouher Skills,

Traming Costs and Tims
Basic training costs in Glorontha are 400 L a week for eight
howurs 3 day, This can be subdisided lne four two-hoar ses-

aons at 100 L a week each,

Training
This cost basis for characteristic improvement is the sime as
the cosl hasis of any skill (25 opposed 1o mpell) found in this
book (see Chaptess IV and Y1) In short, for every week (6
daysh of training a1 2 kowes a day, the cost is 100 L,
Thesefore, the cost of training determines how long the
character must irain to gain 20 mcrease, Thus, STR, which




takes 1000 L to gain & | point increass, will take 10 game
weeks at 2 hours a day, or 234 pames weeks at 8 howrs a day,
Mo mofe than & houars may be used a day for training. For
those who must know the hourly rate, it is 8 1/3-L an hour,
This iz high az an hourly wage for an ancient world, but the in-
struclors o through 2 lat to learn it, as will be demonstrated
later,

Training must be continuous. Any break will causs the Ad-
ventures to hove o start over again, paying oul the money
ORNCE MoTe,

2. INCREASING OTHER CHARACTERISTICS

POW<Increasing this characterstic is discussed in the Basic
Magic rules, Chapter V. At this point, we can only say that it
eon be improved by experience only.

INT and SIZ-As stated previously, neiiber of these character-
{stics can be increased through nommal means.

CHA—Charlzma is a nebulous guantity, and increasing or de-

creasing it is often up to the referee’s whimsy, However, the

following instances can have some effect.

a, Fach 25% skill with Oratory leamed inceeases a characier's
CHA by | point. Maximum of 4 points.

b, Each 25% increase in the use of one’s main weapon (after
50%) adds 1 point. No limit to poinis.

¢, Possssion of good, showy, magical objects raises CHA by |
point. Just 1 podnt (s gained here. It does not matter if the
character has one or one hupdred showy ilems.

d. Successful leadership of an expedition (i.e., the loss/gain ra-
tho iz satisfactory) can add a point to the charscter’s CHA,
A character may roll his CHA as a percent or less {or a gain,
or the Referes may have some other criterion,

e, Unsuccessful leadership can loss CHA. A really disasirous
expedition can cause the leader 1o have to make his CHA ag
a percentage or lose | to 3 CHA points.

RURIK 5 5AGA

Thuz we see thrat O Runlk hod she money, ke coukd pud 000
L towards bringing his STR up to 16, and anotker 15 000 L bo-
wardy buildieg ki DEX up ro 21, Where would our herg get this
mowey? Thar's what the rest o) teis book it ol alour.

MONEY AND EQUIPMENT

BACKGROUND

A character just beginning o carcer as an Adventurer can be
expecied to have some money to stari with, though probably
not much, To determine how much a character brings into the
game, roll firsl on the Background Table below, then follow
the directions pertaining to the particelar heritage rofled. This
table gives the background the character come from, However,
Tie iz not limited to this “class™ in his advancement,

BACKGROUND TARLE

Djoe  Backgroumd Money

01-25  Peasant Do L

2660 Townsman 2000 L

H1-85  Barbarian Do L*

E6-95  Poor Nohle D100xS Ligame year*®
26-99  Rich Moble D100x 10 Ligame year®*

2] Yery Rich Noble D120 Ligame yvear™™

* A barbarian can be expegted (o have a riding animal (206
chance he doesn’t), leather armor and bagic weapons.

** A noble with an income must retum to @ specific spot sach
campaign year to ohitain the money. Otherwise, it jusi piles
up, collecting no interest. The specific spot may be deter-
mined by agreement between player and referee. The poor
noble’s money i usually cul off around his 218t vear, The
rich noble can usually keep drawing his stipend. This de-
pends on Fate, as ruled by the referes.

RURIK'S SACGA

For Rurik, we roll g 47 a5 background ard find thet he 05 0
fowngmare, Rollimg D000 rwice gives we T8447, or @ stariiag
srake of 65 L, Witk this, Rurik seeks fo laarn 6o fTght, . .

STARTING EQUIPMENT
All beginning characters can be expected to come with the

following equipment:

EQUIPMENT
Belt knife
Fire making gear

CLOTHING
Tunic
Breeches/kilt
Sandals/boots
Linderwear {usually loin cloth)
Warm cloak feoa
Headgearhat/cap

Depending on the background, a character may also have. .,

PEASANT TOWNSMAN
Snares Flasks
Dwinking skin Toarches
Basic camp gear Lamps
Torches Ropa

Amoried 1ools {mallets,
spikes, ete.)

BARBARIANM
Snares Week's rations
Rope Cooking gear
Torches Camping gear (tent, badrodl, ele.)
Riding pear

POOR NOBLE

A hasic weapon (such as broadsword)

Ring mail hauberk (see Chapies 1V)

Open helm (see Chapter 1Y)

A Z-handed or missile weapon, depending on DEX

RICH AND VERY RICH NOBLE
A bagic weapon (such as broadsword )
Brigandine or chainmail hauberk
Chainmail imb protection
Closed helm
A riding horsa
A 2-handed or missile weapon, depending on DEX
Anything clse he needs, he can buy

THE CHARACTER SHEET

Keeping track of a character’s imitial rolls and abilities can
be laborsome. A characier sheel is necessary, dhowing all that
an Adventurer can do on one sheet of paper, The authors are
still looking for the Perfect Character Sheet, and will probably
never find ong. The sample shest shown on pages 13 and 113
{g not perfect, but it is pood for a beginning character,

Those areas of the sheet whose uses are nol immedately ap-
parent will become obyvious as you read along in the rules.

Flease copy the sheets as necessary for your use.
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MECHANICS & MELEE

TIME

The following terms defing time throughout the rules of
Rume(luest.

GAME WEEK

Thés deseribes passage of time for the charactess in the
world of Glorantha. Training, Rune Magic, and other consider.
ations are based on the pgame week,

How long is a game week in real tme? A timee scale of 1 real
week per game week makes the game drag unless one I8 run-
ming a3 campaign by mail. The authors recommend a scale of |
real day equals | game week. Simplified bookkecping fets play-
ers keep chargcters in play fairly continuonsly. Adjust this to
fit the type of campaign being played,

FULL TURN

This term is not oplional. A full turn represents 5 minures
or 25 meles rounds. It is used (0 denote passage of time during
& Jeenario

MELEE ROUND

The melee rmund 5 12 seconds lapg. One complete round
of attacks, parries, spells, and movements happens during a
melee round.

MOVEMENT
There are 3 scales of moverment in SuneJwest,

DAILY MOVEMENT

This is wsed om the referee's maps of his wodd to record
movement of characters who are travelling from ome ploce 10
anciher, A referee can come up with a dozen different travel
rates, each depending on the season or type of mount, bue the
authoes offer the following simple seale.

Basic Rates

WALKING MOVEMENT - This assumes an average of 10 hours
of walking a day; 20 km a day,

MARCHING MOVEMENT-Forced marcling for 10 hours a
dlay; 30°km a doy.

BIDING MOVEMENT-Moving at 0 walk, possibly accompa-
nied by wagons; 20 kina day

CAVALRY MOVEMENT -Riding animals unhindered by Wag-
ons ot walk-irotwalk pace; 40 kv a day

Terrain
Rough termain slows movement, of course,
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MAJOR RIVERS-One day 1o cross unless bridged or a very?
sitidlowr ford.

FOREST--Reduces movement by 1/3 unless on road or frail.

ROLLING HILLS—Beduce movement by 13,

MOUNTAINS - Reduce movertent by 25,

The abowve conditions are cumulative, If a character zi-
fempts cavaley movement through forested mowuntains, his
movement is gul first by 2{3, and then the sesult is cut by an-
other 1/3. Thus, instead of going 40 km a day, he will go op-
proximately § km (4020 3x40=14x1/3=4.7 km}.

SCENARIO MOVEMENT
During & full turp, & character may cautiowsly advance &

meters, stroll a5 much as 120, or run 500, A riding animal can
double thiz speed, although a walking horse does not walk Tas-
ter than a walking man unless well trained.

MELEE MOVEMENT

Each creature in Rumefhecst has @ movement class (see
Chapter VIIT), There are 12 classes, numbered | throoglh B2
Eacl number stands for the number of movement onits the
creatuse can mave in one melee round. One reovement unit

eguals 3 meters or 10 feei

HUMAN MOVEMENT—An unarmored man can move 3 move.
ment wnits in a melee romnd. Carrving weighits or large awk.
ward items will slow his movement.

COMPARATIVE MOVEMENT-Many longlegged, multileg
ped, and fying creatures are much faster, relatively, than a
12 w a human™s 8, However, we are speaking here about
combal speed during a meles, or how fast one ean move
and still dodge cutthrust spears, pools of blood, falling bod-
tes, and have time w do some fighting himself.

Under such conditions even flying creatures must show
down 1o msure 8 reasonably accurate attack.

FLIGHT/CHASE/UNHAMPERED MOVEMENT—For speed
unhampered by considerations of meee (impossible if these




is @ melee going on around the character unless he attempis
tr rum away with no thought of what s happening around
him}, double all 2-leggad movemeni speeds, triple afl 4 o
more legged creatures (as well as 2-legged spacies with ex-
traordinary size, like glanis) and multiply the speed of y-
ing creatures by 5.

Mon-lepged creatures should have their speed multiplied
by 1.5 They wsually can be outrun.

ENCUMBRANCE (ENC)

Ideally, an ENC rule for a rolesplaying game should read,
“*Characters may not carry more than they could reasonabiy
be expected to carry under normal conditions. Unfortunate-
Iy, the reasonablensss of variows foads is interpreted different-
Iy by different players, so the authors offer the following sim-
ple EMC system.

I. “THINGS" - Any item which can be held easily in one hand
(a sword, a rock, an ux, & rope, etc.) is considered to be o
“thing.™ Thers are just so many things a person can carry
before the weight andfor awkwardness of the load makes jit
impossible for him o move and sct normally,. Objecta
which need to be carried in two hands {i.e., & spear], on one
arm (i.e., o large sack or a shield). or in more than one plece
(i.e., 8 bow and gquiver of arrows) are considered to be
worlth two or more “things.” See Chapter IV for ENC of
weapons and armor.

- MAXIMUM ENC-The taotal number of things 5 chameter
can carry and still funciion normally is determined by aver.
aging the STR and COMN of the character. The maximwm
limit of this, however, is the 8TR of the character. Thus, a
charzcter with a 5TR of 12 and a CON of 18 may caly car-
iy 12 “thing" comfortably, even though the average of the
two characteristics i 15, This is because the STR of the
character limits how much he can pick up and carry easily,
However, the characier with the STR of 12 and CON of 6
has an ENC of 9 becawse, no matter how much he can pick
up, he has to have the stamina to carry a load Tor any
fength of time,

- ENC PENALTIES—For each poinl of ENC over his maxi-
mum, 8 characier receives the fellowine penaliies,

-1 froees movement class
5% Defense
+1 to all steike ranks
5% Troam all skills, including weapons
In any case, & charaster can oaly carry & number of
things equal fo 1.5 times his STR.

EQUIVALENT WEIGHTS —Multiply maximum ENC times
[0, This is the number of Lunars a character may carry
with no other ENC. The Lunars are assumed to be in a sack

PO—

RURIKE'S 854G A

Fuerik, sutfitting for odventure with money foarod by the lo-
cal fgheimg bowds. Ran an ENC of 12 Yrhimgs. " Lookirg over i
porbiliiies, ke tries o faege hield (ENC A, 0 bow ard annows
FENE 2w hrosdswerd [ENC 1), plere body aesor (BN T
Umir ormov (3 marej, and o full helm (ENC 3], Thic it g ol
ENC of J4 rhimge, and de finds thar he fres been slowed by 2
mEveHTeT i irs, s alfready loveniable srrike rank hae been in-
creagog By 2 gmd biv gemerad cinmsiners kay boen inceeated by
ML He decides to cut back o anedben ghaeld (ENC 2, o spear
FENT 23 o brosdswond (ENC 1), o light scole hopherk (ENC ),
cuirterdll fimd profection fiotel ENC 2J, aad an apes hebn (ENC
1) Thiz i o total of 19 Vthirgs" and sven learey roon for o
ek, 1F be picks wp any dreammre, e con afwaps leave 2 wespon
o grpor behing, ar the coatents af his pack,
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or smull coffer. Thus, 100 L equal one “thing.” Other
welghts in Lunars:

I Whesl 2L
| Clack 1L
1 Gem L L
| Ring L
1 Mecklace 310 L

. THE "ADVENTURER"S PACK"—As an easy game conven.
tion, the plavers should assume that a standard Adventur-
er'’s pack consists of a buckpack of effectively 105 ENe,
plus such standard equipment as 2 days rations, 5 torches,
15 meters of rope, a blanket-bedroll, and a water-bag, Thes
pack has a tolal ENC of 2.

THE MELEE ROUND

A melze s a mass of combaianis irying to do many things
al once and keep from dying 8 the same time, In an effort o
make order out of this chaos and keep all of the players in-
vodwed in the picture, RumeChuest mebees are divided up Inta
phases,

It is aiways necessary to realize that, although thess phases
@rée taken in e, the actbon is actually simultaneous.

There are 4 phases to the RureChiest melee round.

1. First Fhase—Statement of Intent.

2. Second Phase—Movement of Mon-Engaged Characters,
3. Third Phase —Resolution of Meles, Missiles, and Spells.
4, Fourth Phase~Bookeeping.

1. FIRST PHASE

STATEMENT OF INTENT—The players and referee formally
slate what their respective participants in the mefee will be do-
ing, During the course of this melee round the intentions may
be aboried (OK, since the troll ducked owt the door, 1 won't
shoot an arrow al him) but not altered (OK, since the troll
duckesd out the doos, 11l shoot a1 the dragonewt),

2. SECOND PHASE

MOVEMENT OF NON-ENGAGED CHARACTERS—All char-
acters and monsters not engaged in melee may move up (o
their total moverment allowance, Those moving no more an
half of their usual movement afllowance may also participate in
melee, or perfornm other feats such as throwing a spell,

3. THIRD PHASE.

RESQOLUTION OF MELEE, MISSILES, AND SPELLS ~Each
altack of whatever type is resolved in striking rank order. The
lowest striking rank always strikes first. (Strike rank is explain-
e fully on the pages following. )

If one opponent dizables another before the oither can at-
tack, the victim gets no attack at all, whether with missile,
spell, or melee weapon. IF both have the sume strike rank, the
DEXs are compared and Lhe fastest combalant strekes first, IT
DEXs are the same, then strikes are simultaneous, and damage
iz mot taken untll both attacks have been relled and all damags
assessed.

EESOLUTION OF MELEE-The attacker tolls D104 to see if
he succeeded in attacking and a D20 for hit location {see end
of this chapter). Remember to subtract the opponent’s De-
lense, il any, from the aitacker's chance of hittng, If the de-
fendes attempis (o parry, he rolls D100 1o see il he succeeded,

1.7 the attacker succeeds and the delfender does not, the de-
fender takes damape in the hit focation roled on D20 gz




above,
. Il the attacker and defender both succeed, the weapon or

shield of the defender is affected.
3. I the attacker does not succeed, but the defender success.

fully parries with a weapoen, the atteckers weapon takes

damage.* _
4. If neither succesds, nothing is damaged.

Tt

* NOTE—Long-hafted weapons (spears, poleaxes, mauls, etc.)
will not damage another weapon because it is the haft, not the
head which is being parried. They will affiect shields.

4. FOURTH PHASE
BOOKEEEPING—After all attacks have been resolved, the

players and referes should record all changes in the status of
their characters. This Includes POW points expended, damage
taken, Healing done, etc. They should note all successful uses
of mapic and skills for Tuture experience gains,

The pame then proceeds (o the next malee round,

STRIKE BANK

EXPLANATION OF STRIKE RANK

In any combat, someone is going o have the edge—the
chanes of striking st and setting the pattem for the combat
In Rumeduest, the stike rank determines who shall have the
first chance to make a successful atizck.

Each attack of whatever type is attermnpted in strike rank or-
der, The following table shows how strike ranks are determin:
ed. The character/monster with the lowest ot strike rank al-
ways attacks first,

Securing this initiative is based on 3 main criteria: S1Z,
DEX, and weapon length, with the modifisrs of surprise and
movement, There is no need 1@ vwork out @ strike rank during
the course of a melee. It should be worked out for each wea-
pon beforehand and pul in the appropriate place on the char-
acter sheet shown in the pull out section.

THE MAIN CRITERIA

I. SIZ—While the 5IZ roll for characteristics in Runefhuest ia
miare a measuse of mass than statuce, a large mass will peneral-
Iy indicate a large stature, Referecs should adjuse sirike rank
wheqt this assumption obviously isn't true, such as for a long,
bt nod very tall, snaks.

A large 5IZ gives an earlier strike rank due to the advantage
of reach the larger person will have on the shorter,

Missile weapons and spells are not dependent on the S1E of
the user. IT they are ready, they have zero effect on the strike

tank. If the missle weapon or speil is unprepared, the user
must add 5 points to his useal strike rank with that spell or
weapon to prepare the weapon or bring the spell to mind.

2, DEX—The most obvious of the criteria, One must be quick
to hit first.

For subseguent rounds of melee against the same foe, DEX
can be vued ag the sole erileria. This i strietly optional,

3, WEAPDN LENGTH-A slow, emall person with # long spear
is still likely to get the jump on a large fast person using his
fist.

Mote that a glant with a high SIZ (virually impossible for a
giant not to have) anempting to use his fist is using 2 wedpon
in the (.04 meter rangs. Because his fist is part of ks body, he
is putting it in jeopardy a3 he hits with it. Referces may wish
to limit hil location 1o the arm or leg of the giant Tor realism’s
sake,

Multi-POW point spells take 8 fnite amount of lme o
gather the energy for a shot, Thus, 3 1 point Disruption spell
takes a shorter time thana 3 point Bladesharp,

THE MINOR CRITERIA

[. SURPRISE-A fast, large man with a longweapon can be
show 1o react when a dwarl with a short $word and two heads
steps out of the wall, Thus, being surprised adds to the charac-
ter's strike rank with any weapon or spefl,

2, MOVEMENT—Any time 2 fghtes meet in melos, no mat-
ter how long they*ve travelled to get to that meeting, strike
rank shoutd be figured out normally for them, However, time
taken to get from point A te point B should be taken into ac-
count when, . |

a, A character joins an already ongoing meles

b. A character charpes across the reom at a foe vsing o spell
apainst him,

¢. A character charpes across the room at a foe using & missile
against him,

“PREPARING™ A WEAPON

Changing a weapon or other tool for another takes 5 strike
ranks, This is an abstract convention which saves [ooking at a
charl for the number of strike ranks needed to pull out a
sword us opposed 1o drawing another arrow. Reforoes wishing
to complicate their lives may draw up their own charl of com.
parative preparation times,

Twas things must be kept in nind:

Readiness &R S1Z SR DEX
Preparcd spell{missile o | 22+ 0| 1
Unprepared spetlinissile 5 15-21 1 16-14
(0714 Z 13-15
Surprisedd 01 3 0.2
Within 3 meters 3 (DB
4 o ¥ meiers 1 (k105
Meverien?
Each 3 meters +1

STRIKE RANK TABLE

58 Wegpon Length SR POW Used i
0 | 24 meters 0| 1 point o
1 1.5:1.9 meters I 1 poinis 1
2 1014 meters 2 3 points 2
3 0.5-0.9 melers 3 2 points 3
i 0404 metess 4 5 points 4
5 Each +1 +1

I




1. “Changing” involves dropping the item at hand and drawing
another, Resheathing a sword and then drawing an axe, o4
instance, s two actions and would take 10 strike ranks. Ex-
cept in special circumstances, the dropped item can be con-
sdered to be dropped gently,

2, Taking out twe (tems, such as drawing a sword and unlim-
bering a shield, is two actions and takes 10 sirike ranks.
Thiz may be modified If the character’s hands are [ree (o
hegin with and the items are easily accessible, such as a
sword and dapgger combination. A shield strapped on one's
back i not easily accessible,

LIMIT TO STRIKE RANK FER MELEE TURM

Mo action or combination of actions may be performed in
one melee round iF the tofal sirike rank necessary adds up 1o
more than 12. This is purposely correlated to the 12 seconds
of a melee round, but o slavish cach-second-equals-one-sirike:
rank-point policy should be avoided,

MULTIFLE ACTIVITIES QUTSIDE OF MELEE

A character not involved i mele¢ can conceivably do
numirer of things in one round, always keeping in mind that he
onfy has 12 sinke rank points to work with, Thus, he could
toss 1 Distuption spell, taking 3 points for o standard DEY
character. He could then move 9 meters {3 more points) and
take out his bow and arrow (5 points for readying a weapan),
He iz then stuck because firng the arrow would take another 3
points and there is only 1 left in the melee round.

CH course, 8t the saferec’s option, the 5 points it took to
ready the bow and arrow could have been combined with the
3 points of movement, This would give him the time necessary
to lpose an arrow. Mote that a character with average DEX
could looge 2 arrows a melee round (strike rank 3 For the first
arrow, then 5 o ready 8 new arrow and then 3 for shooting
the new arcow for a todal of 11),

In short, each strike rank may be considered @ separate ac-
tion when the character Is ouiside of direct meles contact with
& foe,

MULTIPLE ACTIVITIES WITHIN MELEE

A character has fewer options within a melee. When en-
gaged in melec, the character must spend it attacking and de-
fending. While & character might throw a spell at an ancoming
toe and then engage him in combar within the same roend, &
character cannot, while engaged in combal, attack both physi-
cally and mapgically.

This means that o character who starts & round physically
¢ngaged in melee may either attack and defend normally or de-
fend nomally and attack magically.

Thus, within a meles, 8 character’s strike rank indicates
wihen he may initiate an attzck, However, he is considered to
be performing that sitack for the entire round znd can do lit-
te else except parry and defend,

MAGICAL ATTACKS AND STRIKE RANK

Refer 1o Chapter ¥, Basic Magic, for the need for & focus
for amtack spells, Most attack spells need at least | hand free.
Because of this, 5 strike rank points must be added 10 a char-
acter’s normal strike rank for a spell if they are switching from
# weapon Lo the use of a spell in that melee round,

However, enchanting a weapon already held in the hand , us-
ing such spells as Bladesharp or Fireblade, only involves adding
the normal strike rank for doing the spell to the normal strike
rank for that weapon for that meles round, This is beciuse a
character will nermally immediately carve the appropriate
fircuses on the weapons the minute he obtains it,
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HIT LOCATIONS AND WOUNDS

LOCATION

As stated previously, the attacking character must roll a
D20 for the hil location of the tarpet. The hit location of the
target is the area of the body a blow actually lands on. While
this could be o very complex determination, we have simplifi.
ed the human bady inte categores of location. The following
table gives the roll of a D20 necessary £ hit a specific area and
i description of that area for a humanodd adversary,

HUMANGID HIT LOCATION TARLE

kil Specie Areg  Descriprion

0134  Right Leg Right leg from hip joint to foot

0508 Left Leg Ledt beg Trom hit joint to foot

0911 Abdomen Hip joint to just under the floating abs
12 Chest Floating ribs to neck and shoulders
1315 Right Arm  Entire dght arm

16-18  Left Arm Entire left arm

19200 Head Meck and head

HIT POINTS

Each of the above areas has a certain amount of hit points,
dependent on the todal Hit Points of the character, as shown in
the table bolow. Note that the total Hit Polnts of the varous
arvas can add up to more than the Hit Points of the character,
Haowewer, when the charscter has taken sufficient damage to
surpass bis Hit Points a2z detepmined by CON and medifying
characteristics, he is dead. [t is possible that no area of his bo.
dy may have been completely disabled, bui he will still e
dead {i.e., bled to death, shock, e1c.)

Thus, & character with total Hit Points of 14 would have 5
points in his abdomen and each leg, 4 in each arm, 5 in his
head, and 6 in his chest. This gives a fotal of 30 poinis. Howey-
er, 14 points of total damage would kill him.

HUMANOID HIT MOINTS PER LOCATION TARLE

Location Toral Hir Podeis

OF-06 0709 02 (305 1608 1027 Each+3
Bach Leg 2 3 4 5 f 7 +]
Abdomen 2 3 4 5 i) 7 +1
Chest 3 4 5 & 7 & +1
EBach Arm | 2 3 4 5 i) +1
Haad 2 3 i 5 ) * .+

NOTES ON DAMAGE RESULTS

1. Poinis Exceeded in Any One Location

LEG—The limb b5 useless and the character must fall, not do-
ing anything ¢is that round. He may fight from the ground
during [ollowing rounds,

ABDOMEN-Both legs are useless and the character must
fall. If unhealed within 2 full turns, he will bleed to deatls.
The characier may heal himself, but will b2 unable (o do
anything else.

CHEST - The churacter falls and is too busy coughing blood to
do anything, He will bleed to death in 2 full turns. He will
Nt be able to take any action including healing hianaelf.

ARM-The limb is uscless and anything not attached fo the
arm is dropped. The character continues to stand and fight
with whatever limbs are left o hims,

HEAD—The character Is wneonscious and must be healed with-
in 2 full s or die.
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2. Arm or Leg Location Receives More Than Twice the Poinis
Avazilable

A modern, high-velocity, bullet, hitting a limb hard enough
to put it out of action, will probably kil the owner of the limhb
by hydiostatic shock, The slower moving ancient weapons do
nat have this effect. Therefore, a character cannot lake more
than twice the posible points of damage in as arm or leg from
a single blow, Thus, a 2 point 2rm hit for 5 points will only
take 4 points of damage off the total Hit Points, the remaining
point of damage having no effect. Further blows to that arm
will affect the Hit Polnts of the character,

However, @ characler so damaged from a single blow &
functionally incapacitated. He can no longer fight until healed,
He is in shock, He may heal himseT,

3, Location Receives 6 More Points Than Avaflahle

A limb hit for & points more than it can take in a single
blow is severed or irrevocably maimed. Only a 6 point Healing
spell or potion applied within 2 full turns, will reknit the limh,
NOTE-This applies even if the points teading up to this sever-
ing would not ordinarily be counted under number 7 above,
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Thus, if 2 character with a 2 peint arm is struck for 8 pointa,
he takes enly 4 points of damage against his Hit Points, but
the arm iz maimed, OF course, the character is also funetionsl-
incapacitated

A head, chest, or shdomen hit for 6 more than available is
an imstant death,

4, Healing Damage to Hit Location

HEALING SPELL-A Healing spell only affects 1 particular
hit Jocation (healer's choice). A 2 point Healing spell is nec-
essary to stop bleeding. Az stared before, an individual 6
point Hesling spell is necessary o replace a severed or
maimed lmb.

HEALING POTION-A salve or other external use item may
be applied to the specific hit location. An internally taken
potion will go randomiy to whatever arcas are damaged (il
there is more than 1), healing what needs healing until it
runs out of poknis

NATURAL HEALING-Withoul Healing spells or potions, a
character will recover from wounds at the rate of 1 point
per game weéek in each location wounded,
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NOTES ON COMBAT 2% Chance 25% Chance
Axe, one handed Club/Mace, one or iwo honded
THE ATTACK Cposshow® Drapper
In Rune(uess, an Adventurer has a certain probahility of Hamrmer, ons-handed Fizt*

succeeding with an attack. IF the player rolls the characier’s  Large Shield Grapple*

negded percentage of bess on D00, the character has succeed-  Spear, two-handed Kick®

ed and managed to hit his opponent. Staff Thrown Rock™®

How much damape this hit doss depends on the 1ype of
weapon wsad and the kind of armor the target may be wearing
10 abgorb the damage.

THE PARRY

The Adventurer also has the oppoctunity of parrying with a
shield or weapon, This chance is again rolled on D00 and, if
the needed percentage 1o parsy or fess s rolled, the parry will
block the attack, whether it was successful or not.

EFFECT OF MATURAL ABILITY

Chapter 1 discusses the “plus aod mines™ percentage which
variows charactenstics like DEX and INT give to an Advemiur-
er's hasic chance of attacking and parrving. These percentages
miest be added and subtracted froam a charecter's basic chanes
of use with all weapons, including his hand, foot, or head.

BASIC CHANCES

The basic chance for most attacks or parries (and most
skills) is 5%,

A roll of 0105 on D00 will always mean a successful at-
tack or parry, Conversely, a roll of 600 on DI0D will always
meEn an unsuccesiel attempl at whatever ks being attempied.

MOTE—Natural ability only affects the basic chance o hit,
A natural ability add of 5% will noi continuously 2dd 3% to all
traning and experisnce gained.

SPECIAL BASIC CHANCES

Certain weapons can be used with a basic <hance higher
than 5% due 1o smplicity of handling and comman use within
the culture, The following list shows the basic chanse 1o attack
and parry with each of these weagpons.

10% Chance 1558 Chawee

Axe, thrown® Ao, two handed
Bow® Flail

Head Buti Javelin/Thart, thrown®
Medium Shicld Knife, thrown*

Pike Maul

Fole Axe Shortsword

Sling Sickle

Spear, one handed
Sword, one handed

* The asterisked weapons above are not parrying weapomns.
Ome would nod parry a weapon with a fist, and it 45 rather hard
i0 parry with an already thrown weapon, Also, the shields
mentioned above are concerned solely with the baslc chance to
parry. Striking with a shield takes the hasic 5% rofl.

RURIK'S BAGA

Rurik, we find, hat o 25% chance to it someone with @ cheb
o cudpe!, wich ke mo doubi lod fomee expeErience wilk, Fuiring
with the street gorgy of kiv home fowna, Node, thaugh, that be
s andy o 2008 chance of pareying an afrack with tad oudgel

If Rarik chose ro uge @ Broodoword, e would arrack o FO%
ard parry ail Fie

SPECIAL DAMAGES

CRITICAL HITS

A eritical hit ignores the effects of armer or any other pro-
tection. How important this is will be evident when we discuss
the effects of armor in absorbing damage,

At all times, s strike resulting in a roll of 01 on D100 is a
critical hit. As an Adventurer gets better at fighting, his chance
of siriking a critical hit improves, 1T the player managas o roll
55 o less of what he needs to successlfully attack, the charsc-
ter has struck a critical hit

Thus, Rurik with & 25% chance to hit with the cudgel, will
do a critical hit with a roll of 1% on D100, For this situation,
all actacks are rounded down, so Rurik sifll has the basic
chance of 19 to land a critical hit with a roll of 01,

PARRYING A CRITICAL HIT ]

A weapon which parries a critical hil will take twice the
damage it would take normally. IT the attacking weapon is a
long-hafted weapon or an impaling weapan, e parying wea
pon takes no damage, 25 described in Chapter T

A shield which parries a critical hit will receive twice as
much dampge a5 normal, and any unabsorbed damage will
sirike the parrier, although armor will count 35 protecioon,




RURIK'S SAGA

Burik and kis comparion Mo are working ont witl broad
rwords. Movus swings ard his roll iz 0F, eritioal Kit? Bunk, how-
ever, rolls o 0F v o parry with kiv sword. Borus rolls D8] fBee
wenpen charts) end rolle an 8, for © poines of demage. Since i i
g critical kir. thar reslt iy doubled, and Rurk's sword rokes 18

it af gl A
F-'ﬂfmf iwmm{r diamnaged, and with o marey for g new
wae, i deckdes tr switch ro sward and shicld work,

Asr they sortings fo work oul, Horus ence agoin rolls 050 Ru-
ik fucks owt with a roll of I4 a5 o parry with by large siield
Horus once agatn rolls an &, moking o damage voll of 8. Thus,
1& points po ageinst ke 16 poinl largs shifeld, Absorbing 146
pointy, the skield 1 krocked down and the remaoining 2 points
wlams frie Rurik, wive i weoring [ poder pracrice pedding, The
hit Inoapion rolled ix 14, righr arre The rwo cell off the practice
s Rurik cen gor 2 handage on kiv Bleeding arm.

FUMBLES

An Adventurer using a weapon for which he has only a 5.
20% chance of success has a 5% chance (roll of 9600 on
D100} of fumbling. For every additional 20% capability an
Adventurer has with a wezpon, his chance of fumbling with i
iv reduced by 1% However, an attack roll of 00 is always a
fumble. Even an Adventurer with & 100% chance of hitting
{actually #5%, for dice rolls of 96-00 are always a miss) will
fumbie if o 00 is rodied,

EFFECTS OF A FUMBELE ON THE FUMBLER
A simple effect like ignoring amor is impossible with 2

fumble roll, so the authors prosent a table based on all the
strange and silly things which have happened to them on the
tourney fields of the Society For Crealive Anachronism,

If the attack resuits in a fumble, the fumbling player must
roll on the Fumble Table with D100 and follow the directions,

If the result on the Fumbic Table does not apply to the sit:
uation, esther apply a similar effect or ignore the fumble,

The awthors have found that these fumbles enliven the
game and show up ai the most embarrassing moments. Fe-
member, the monsters fumble, oo,

IMPALING

Amy thrusting weapon, and all missile weapons excepl
throwing axes and rocks, have the chance (o impale.

Imipaling takes place if the attack roll is 20% or less of what
ia meeded for success. Thus, iF a spearman with a 405 chance
of seceess rolls B or less on D100, he has impaled his oppo-
nent, unless the blow is parried,

Impaling docs two things.

1. The weapon damuge and “damage add™ damage should be
olled normally and added to the total possible damage
with the weapon, Thus, if Rurik thrust with a spear and im-
paled his opponent, he would rofl Dé+1 (perhaps getting 3)
and add that amount to the tolal possihle with the spear,
which is 7, for a tolal damage of 10 points to the hit loca-
tion. 17 Rurk had a D4 damage add for 312 and STR, he
wirtld rofl that with the spear damage {perhaps petting 2.
He would then hase done 3 {roll for spear damage) 7 (1o-

Loss Next Attack and Parry.

Los= Next D3 Attacks.
Losge Next D3 Attacks and Parries,
Shield Strap Breaks; Lose Shield Immeacdianely.

Twist Ankle; Lose % Speed for 3010 Rounds.
61-63 Twist Ankle and Fall, Apply Previous Two ltems,

FUMBLE TABLE
Drog MNature ond Effect on Fumbier
0105 Lose Next Parry.
06-10 Lose Next Attack.

Lose Mext Attack, Parry, and Any Defense Bonus Akd,

Shield Sirap Breaks, As Above, and Also Lose Mext Attack,

Armor Strap Breaks (Rofl for Hit Location 1o Determine Which Pece of Armor is Lost).
Armaor Strap Breaks, As Above, and Also Lose Mext Attack and Parry.

Fall and Lose Parry This Round (Takes D3 Reunds to Get UP).

Vision Impaired ; Loss 25% Effectivencss on Attacks and Parries (Takes D3 Rownds Unengaged to Fix),

Vision Impaired; Lose S0% Effectivenes on Altacks and Parries {Takes Do Rounds Unengaged 1o Fix).

Vision Blocked; Lose All Attacks and Parries {Takes D6 Rounds Unengaged 1o Fix).

Distracted; Foes Attack at +25% Effectiveness for Mexi Round,

Weapon Dropped (Takes D3 Rounds to Becover).

Weapon Knocked Away (Roll D6 for Mumber of Meters it Travels, and Roll DE for Compass Direction it Went).

Weapon Shatwered (1002 Chance il Unenchanted, 109 Lew for Each Point of Battle Magic Spell on Weapon, and
20r% Less for Each Point of Rune Magic Spell on Weapon ).

Hit Mearest Friend (Hit Self i Mo Friend Mear); Do Rolled Damage.

Hit Mearest Friend (Hit Self if No Friend Mear); Do Full Possitle Damage,

Hit Mearest Friend (Hit Self if Mo Friend Near); Do Critical Hae.

Hit Seli. Do Rolled Damage,

Hit Sellly, Do Full Possble Damage.

Hit Self; Do Critical Hie,

Blow It; Roll Twice on This Table, and Apply Both Results

Blow It Badly ; Boll Thrice on This Tahle, and Apply All Thiree Resulis
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tal possible spear damage) +2 (roll for STR/SIZ damage
add) =12 puints. This will get through most armor,

. The weapom is also stuck in the body of the target, and can

only be extracted by attacker making = roll D100 equal to
twir times his chance of impaling or leas, 17 this roll Fails,
the weapon remains stuck in the target and is jerked out of
the attacker™s hands,

If felt alone for a mebee round, o character has his attack
chance of retrieving his weapon at the end of the melse
round, This action takes place in the next meles round after
the impalement, aol the same one. In game terms, i Rurlk,
with a 207 attack with a spear, kills his opponent with an
impale, in one round, he has an 8% chance of getting the
spear back during that round, and then a 20% chance cach
round he is lefT alone. If the retriever runs into an incredi-
ble string of bad rolls, the referee should assume he has bt
oui after one minute (5 melee rounds). IF the character
fumbles his withdrawal, the weapon breaks,

If the blow failed to penetrate armor, it iz nod stuck and
there i no need o extract it

PARRYING AN IMPALING BLOW

An impale which & parried by another weapon will do no

harm 1o weapon or defender, If parried by a shicld, the wea.
pon will be siuck in the shield, unahle to be resoved until all
combat iz over andfor the person removing it has 5 meles
rounds free o get (L oul. Any damage done beyond the ability
of the shicld to absorb will hit the targe1.

[

This sticking into a shield has the following effects:

o I the weapon has an ENC of 2 or more, the shicld is useless

until the shield wser can remove the spear or break it off by
doing normal smashing or cutting wespon damage to it un-
til its hit points are goame

.M the weapon is ENC 1, such as a shorisword or dart, the

shield can only be used at 4 effectivensss until the weapon
is removed a3 descnbed above in 1,

. Af the weapon has an effective ENC of 0, such as a knife or

arcow, the shield & vnalfected unless more than 5 such wea-
pens are stueck into i, at which dime it s treated as case 7
abve,

(FTIONAL CONSEQUENCES OF IMPALING

It is possible due to a low damage roll for a character to

take only 1 or 2 points of damape in & hit location, but have s
spear, arfow, or other weapon sticking in him, The following
factors must be kept in mind

1.

e

The character cannot be Healed until the weapon ks with-
drawn. A Healing 2 spell or some other form of first aid can
stop bleeding but will not heal any points until the weapon
i5 out.

A the character moves while the weapon is stlll through

him, he will take % normal weapon damage (round down)
from the weapon apain beeause it will get caught in his ar-
morfclothing, hit the nearky wall, ete. The charcter is ef-
fectively immobilized, and cannot turm to meet a foe with.
out taking the damage. However, assuming the blow did not
incapacitate him, he can meet foes who attack him head-on,

« The character may try do pull out the weapon. Even if up.

der attack he may ignore his attacker {using neither purry
for Defense} and try to pull out the weapon, His chance of
doing so depends on his STR and his CON. His COM is lm-
portamt as a measure of his abliny to stand the pain of
drawing out the weapon. The necessary roll to withdraw
the weapon is (STR+CONE2 of less on D100
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Opitonal Modifiers
Multiply the chance of drawing out the weapon by the
[oflowing tahle:

ENC of Weapon Madificr
L x2
1 %1
H xl4

Thus, il' Rurik were impaled for 2 points in the abdo-
men, he would have a chance equal to his STR of 12 plus
his CON of 16 (28) multiplied by 2, or 2 56% chance of
drawidng out the weagon, if it was an ENC 1 weapon such as
a shortsword. I it were a spear, his chanee would be 285
{560} and if it were an arrow, his chance would be 955
{remember, 96-00 is always failure),

NOTE—-A functionally incapacitated character can Heal
hirmsell to stop the bleeding, but, sinez the Healing spell
will mot actually heal points, he cannot pull out the dis-
abling weapon. Someons else will have 1o do it for him.

OFTIONAL RULES-PARRIES, CRITICAL AND FUMBLED

1. Critical Parries

IT & character parries with a percentage roll equivalent to 5

critical hit with an attack (5% of normal chanee), it is a critical
parry. The result of this parry is that a parrving weapon will
take no damage and a parrying shield will block the incoming
blow perfectly and sbsorb all damage without any passing
along io the parrying characier. An impaling biow will be stop-
ped by the shield without going through or being stuck in the
shield.

If & eritical parry is rolled against a eritical hit, the parey is

treated as a normal parry and the eritical hit is treated a2 a nor-
mial attack,

2. Parry Fumbles

If a parry can eritical, it can fumble, and the two noes mos

be used together. The percentage chance of fumbling with a
parry is figused the same way as the fumbbe chance for an at-
tack. The same Funble Teble can be used with following sub.
stitutions for all rolls above 74 on D00

Lo Narure and Effect an Fumbler

T8 Parrying weapon or shield dropped (D3
Toainds o recover),

7982  Parrying weapon os shield knocked away
{roll DG for number of meters it travels
and I8 Tor compass direction it went.

B3-86  Parrying weapon or shield shatters | 100% if
unenchanted; 1055 less for each point of
batile magic on ohject, and 20¢% less for
eich point of Rune magic

BTS2 Wide open; foe automatically hits with noe-
mial damape.

9386 Wide open; for automatically hits with full
possible damage.

9798 Wide open; foe automatically critical hits,

a9 Blow it; rall twice on this table and apply
both results,

00 Blow it badly, rell thrice M applygall the
results,

ATTACKING FROM ADVANTAGE

1. An attacker hag a 20%% greater chance of hitting an oppo-

nent when that opponent is on the ground, otherwise im-




mobilized, or unaware of him.

2. An attacker on the ground can never do moge (han his wea-
pon’s basic damage, without zdds for S5TR and 512, unless
he atiacks with hands and fect (or claws, tail, ete),

3. An attacker on the ground has only ¥ his normal chance of
guceesaiul atiack, but his nommal parry chance.

4. A totally helpless opponent can be killed with any weapon
unilegs the atiacker 7olls a S64H), The attacker’s chance of
furnhling is the samé as wsual with an attack with that wes-

pon.

LEARNING FIGHTING SKILLS

GUILD CREDIT
Diright, adventurows, men and women s6e &t 8 premium in

and around the Lonar Empire. The magical cults, fghting

Bands, and ather guilds are all either {1} intermixed in the poli-
tics of the region or (2) trving to maintain enough power (o
keep themselves outside of same. To gain more members, the
lesser skills of all are for sale, indiscriminately, often as much
froum the desires of the sponscring delfties as from political ne-
cessily,

By long tradition, the guilds, etc., must train those who
come before them. Thers is nothing (o say they must do it for
free, However, beginning Adventurers do have the privilege of
obtaining credit from the pailds.

Thiz credit takes the form of 100 L multiplied by a specific
characteristic the guilds are interested in. The diviners of guilds
determine how much credit is to be given, and their divination
is exncl. Thus, Ruorik, applving for fighting training, would be
given & credit of 1200 L{STR | 2x100 L) because (he fighting
guilds base their credit allowances on STR, Other guilds base

BURIE S SAGA=THE FIGHT IN GIMPY 'S TAVERN

e Fraue already esfellished thar Ruridk can hardle o ewdge!
with @ 2495 attack and 208 parey. s areike ronk with the cusigel
I5 9§ ond @ comparison af kis 56 hiv podars with the kif locaiion
tabiz thows fhat ke cen foke 6 poiire of demape in his head, ab-
domen, amd legs, 7 points v ki chesr, and 5 points in eech of ki
arHTe

Hawing reacked kis age of maturicy, 16, he hes pone 1o Gln
o'y Taverr (ran by theee Advensurers, all of whom losf 2 leg in
o previous adveninre) for the first time i his e,

Inteliiprnily moving dowa fhe bar from the rowdies al aee
end, hiz actural clumsiness lirerally mrips him wp o @ the Boot
of rhe rowdy with close-set eyes?] and he falls ggainsr @ foppis-
ly shabhy sarf giting o @ table i1 s poih

There s miech shouring and innliing, and Rurk fieds evenrs
amarstng foe Jos for kise B a0 pee, te pafrons have medé o cir-
oo arourd him ard Ry vvolardary tergel and e seems fo e e
thie middle of @ dwel. Yourhful pride i doos much do d1 i Bk
el

Being itelligenr, Rurik kas 2 pood idea of whom e faoes,
Thiy iz Merkan Cuickword, @ known buily, Rurik iy olso gwere
rhay Herkan hap picked wp soone Trziring with ke ragier e {s
pow deawdng, bt fey mever Been asked o joim an Adrerieer
hard. He ip alvo somewhgr onaller and Legs bright dhar our fero,
Ruri® hefie biz cudgel ard grivs bopishy.

(Herkar scriiglly haza STH af 10, an INT of 9, o POWaf 8 a
o af 1, e BEX of 13, and o 812 of 0, Furik ks & 2 point per
fir Jocaion edge on feim and his cudgel acrually does pore dam-
aee, Merkan fis e fov e fed o J0% witlt & Rapiee,
whioh fr gdded ro b nppweal 55 bonus from the |3 DEX o give
ki @ 23% phance with e rapter. He alvo parries ot 25%. Me
gy ¥ ke Kok gran )

Herken har o steike rank of § and aftecks firer, rofling o 44
(i) Rurtk’s parry is 45, alvo o mize Rurik’s oliook and Her.
Ean s parey alpo meizs, The more experisnced rabifues of G
gre having many chuckies ai the expemse of the combrlante ' feck
af expertive

Second metee round, Herkan rolis 14, and Rurk's porry af
57 fr gnotker misn The i Tocation i 9 abdomen, oad Rurlk
feels the sretal of the rapier enfer iy mide. Iit's & phaflon wonmd
fouidy F oy porlled for deenage). Renk miszes bk refurn affeck
angd Merkan miTies KIT parry.

Tivird welee rownd, Herkan goin conneels with 15, Rieilky
$6 minsimg v pavry. Raeik's feft leg sakes J points of derepe
Rat Herkan & too cocky, [y porry fust misses M oreaming
cudgel ar Rueik rolls 8 an iz arteck! As neither of the combae-
anfs wears ady armnar, tie referee mules thar the orifeoal i doer
na fpeciol dommage, rarher fhan ignarmg the effect af e Aaa-d1-
frteme armor, The cwdpel oy on Herkan 't abdomen, for 2 roll
of 10 ouf of the |2 @ heavy mace feudgel] con do. Herkan fakes
1 poorrs to iy ebdomen! This (s 6 mare than Berban can foke
i phe pbdomen, o Herkod dies

There v stivsned pience in Gimpy 5, Everpone ks avod
for & frierd of Herban s ta feke up the quarrel, or Rurk befis his
cudpel ond waire Wher i develops thee, indeod, Herkan had mo
friends, vhe porrans buy Rurdk 2 drink
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RURIKS SAGA

faving been mcceriful in combat, end waniting moare exper.
rive i ooee Herken had more popaleritp than ivmediz tely appar-
emf, Rurik looks into pebving (raiping v wenpon use,

He rapidly diseovers thal all monrer of frafning i gvaiichle,
Sor @ price. The 65 L he fhar ro bis maree i wosfinly fmodeguaie
What o do for training?

their traming on other characteristics, as will be explained in
{he chapters dealing with mapgic and other skills.

MOTES ON GUILD CREDIT

1. The training gained with this eredit must be paid for in full.

2. Mo ferther formal training of any sort can be taken until
this initial debt is paid, The guilds, bands, and cults all in-
terconnect and the diviners can determine whether a welsh-
or is trying to pull 2 fast one.

. A capdidate may take this credit in actual Lunars, so that
he can buy equipment. This must be paid back at a rate of
2 for 1, and no further purchases may be made until this
delbi is paid.

. An Adventurer iz under no oblipstion to use all or any of
his credit,

TRAINING

The fighting bands wall test an Adventurer wishing to learn
how to use a particular weapon, I the natural abiliny (the plos
o1 minus given to attack and parry by various characteristics)
plus the basic chanee of the character with the weapon of
choice add up to Jess than a 25% chance of suceess with the
weapon, the bands will truin the character up to a 25% ability,
if s Lumars hold out,

If the natural ability and hasic chance add up to 25% or
mope, the bands will train the character at the 30-30% rate for
an increase of 3%, The Adventurer can no longer be tramed in
that skill untdl he has succeeded in attacking andfor parrying
with that weapon on an adventure. However, he can gpend his
moneyieredit on training with other weapons, under the same
limitations as above,

NOTE—IT a charscter has a minus attack or parry capability
dut to characteristics, that minus must be “irained away.”
Thas Burik with a -5% chance of parrying, has 3 5% chance of
parrying with 3 broadsword, although he bas the usual 10%
chance of attacking The bands will either train him up to 2 5%
allack and 2060 defense (Rurik therelore having to pay for
15% training) or they will train him up to 25% in both attack
and parry with the broadsword i Ruorik pays them for 200
training. His attack chance will not go shove 25%.

The same applies fo his training with a mace. He already is
at the 25% atiack level with a mace (his cudgel) and he can
pay for 55 training to bring him to 30%, This training will also
bring his parry 1o 25%. He can bring the parry to 30% also, by
paying another 5% fee for between 30-50% ability .

This training applies solely 1o the use of the particular wea-
P o shield trained with. Kurik still has the natural ability
minus of 5% with any other weapon,

‘Dm.:e 8 character has had the chamce 1o wse the skill in a
“field™ situation, he may purchase another 5% training.

THE USE OF CHARISMA IN BUYING TRAINING

IT & characier’s CHA is higher than average (13-18), he may
Purchase traiming in any skill, including the wse of spells, at a
discount of 5% per point of CHA over 12, Thus, a character
with a C11A of 15 could purchase training in (he 30-500% range
with a composite bow at 680 L per 8%, instead of 800 L (15%

23

xB00=120 L discount).
Thiz does not reduce the time needed for training,

LEARNING BY EXPERIENCE

Dwuring the bookkeeping phase of each meles round [(soe
Chapter ITH) the player should keep track of whether the char-
atier managed to land a blow with a weapon {it doesn't matter
if it does damage, bounces off armor, or i parried) or manaped
1o parry another attack. This only necds to be recorded once
for each weapon or shield used, For experience it doesn™ mat-
ter if the character got in 2 Jucky shot (as Rurk did in the
fight in Gimpy"s Tavern) or hit several times {as Heckan did be-
fore his luck ran out), At the end of the scenaro, when the
character can take a week to relax and meditate upon his ex-
pericnoe, there i 3 chance he will learn from what happened
10 Juim,

To =ce if a character has leamed Trom experience, subiract
his current chance to hit from 100, If the character has INT
over average {13-18), add 3 to this result for every podnt over
12. This quaniity or less must be rolled on Di 00, A successful
rofl means the character’s chance has increased by 5%.

RURIK'S ¥4AGA

Riersk, contemplasing Iviy fight with Herkan, artempis fo learn
Jram {r. He bar o 253% chonee of hittimg. Subsracting that from
J04 gpives 75 He ko an INT af I, M6 mvicug [ 2 equely 4, dxd+
T3=gr 75 chance of golng up in chance of Ridndag with o cuwd-
el Rurk rolly @ 05, showing thor ome lucky shor fust fm'T
enauph io feack kim anyihing,

Since Rurk miued every parry he iried, he doey nad ger an
wxperience rodl for his porry abifline witk o cudgel

TOTAL INCREASE POSSIBLE

A character may only increass a combat skill of any kind
by 5% training and 5% experience, a total of 10%, between
uses of the skill in the ficld (in 3 scenario).

FROGRESSING TO 1006% ABILITY

An Adventurer may gain from training up to the 75% level,
On the other hand, an Adventurer may learn by experience up
ter the 100 level, When o character starts to reach the 90-95%
area, the following special rule may become relevant: 3 charac-
ter’s % chance of learning from experience {the number his
plaver must rofl or less on DB can never be less than his
IMNT.

EXAMPLE

Shorian the Db, with an INT of & hova mirgs 3% o his
chance of fearming from experience. Afrer reaching $US abdiify
with rhe broadiwerd, he kifs somerhing with i, and his player
rodls BF om D000 for the chamee of fearmfag by experieace. Wiik-
ot phe abowe rule, he would have o 7% charce of leerming an
eddivioniad 5% i phe use of the brosdword (1090 7=7), Fortw-
nmtely, fir player resrearbered thit rule, and he goes up ro 95%
wfterall, thanks fo bic INT of B

MASTERING A WEAPON
As soon 25 an Adventurer reaches 905G in any weapon, he
may teach it, a1 the usual guild rates, He jg called a Master of

thal weapon.

SPLITTING ATTACKS
A character may split his attacks or parries if and only if

each attack/parry is S50% or hlgh;r. Thus a character can only




split attacks or parries if he has reagched 100% ability with his
weapon or shield, The ose of the ability to parry, or attack,
twa different foes at once is obvious. This technique cannot be
used to attsck or parry one foe twice in a round because any
attack is @ combination of blows (see Chapler IT) and a charac-
ter with LOORS attack ability merely has a better chance of us-
ing the combination to hit his targed. IT a character does not
have enough strike ranks o get off two biows (say striking
with a fist at strike rank #) he cannot strike twice, Also, if the
firet blow iz at strike 3, the second blow must be at strike 5+5
=10 Mote that & the first attack is an impalement, the second
attack eannot be delivered. IT the second attack is an impale:
mant, the character can only deliver one attack next round,

Remember that even with a 100% chance of hitting/parry-
ing, 96-99 is still 3 miss and D0 is still 2 fumble.

WEAPON USE AND TRAINING

There are fve types of weapons and two modes for using
thern in meles combat. This does not include missile weapons,

TYPES

1, CUTTING WEAPONS—-Weapons used for chopping of
hacking. These can be anything from the brute power of
the axe fo the selative finesse of the broadsword. The size
can range from hieher 1o poleaxe,

. CUT AND THRUST-WEAPONS-Weapons capable of us¢
for hacking or thrusting, ranging from the easily maneuver-
ed shorisword to the long rapier.

. HAND TO HANID WEAPONS—Basic grappling tools includ-
ing fists, kicks, and daggers, as well ag the specialized in-
fighting tools of cestus and claw,

. SMASHING WEAPONS—Weapons used for smashing with
the weight at the end of the weapon, ranging from the light
mace to the maul and military (ail.

_ THRUSTING WEAPONS - Long weapons used with an éx-
tension or lunge, such as the spear, ranging in length up to
ithe pike.

WEAPON TRAINING COST TARLE
Tyvpe, Mode Mame Bazic 05-25 F0L5) 5371
Cutting Weapon, One Handed* Axe 20 0 S0y 1 i
Sward o 300 500 1000
Cutting Weapon, Two Handed® Axe 15 300 600 1200
Sword 05 500 1] 200
Cut and Thrust Weapons, One Handed * Rapier 03 500 100 20040
Shortsword 15 200 400 Bk
Sickle 15 200 400 B0
Hand 1o Hand Weapons® Butt 10 100 00 1040
Daggert 25 | D 304 bl
Fist 25 200 40} B0
Gragple . 200 300 1200
Kick 25 2041 410 1000
Smashing Weapons, One Handed® Hamines 20 2 500 100
Mace 2 201 400 800
Smashing Weapons, Two Handed* Hammer 05 300 &l 1200
_ Maul 20 00 &0 1500
Smashing Weapons, Flexible Ome Handed Flail 15 300 a00 1200
Muorning Star LE] A00 800 16200
Smashing Weapons, Flexible Two Handed Flad as 400 00 160D
Thrusting Weapons, Cne Handed? Spear Hix 0 500 L0
Thrusting Weapons, Two Handed*§ Pike 1[1] 4400 a0 1600
Spear 20 100 400 B0
WOTES: * The % effectiveness rule shown before applies only to these types and modes of weapons
t These types and modes of weapons, can fmpalke. No others on (his list can, with the exception of the dagger.

EXPLANATION OF HEADINGS

BASIC—The basic chance 8 character has with the weapon
withoul training.

(5-25/30.50/55-T5-The cost to learn a 5% increase with a par-
ticelar type of weapon within the percentage ranges indicat-

and 50¢% ability, and 1000 L per 5% increase between 53
and 755 ability. Remember, each 100 L pays for a week of
training at 2 hows per day. The higher costs reflect the
longer times necessary to learn finer points of style.

WNOTE—Ability cannot be trained past T5%. Any further in-

ed_ Thus, the cost of learning broadsword is 300 L per 5% crease in ability will have to come through successful experk

increase berween 05 and 23% abdity, 500 L beiween 30
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ence rolls.




v WEAPON STATISTICS TABLE
STR DEX
Tyrpe Name Needed Damgre HP  Cont WE Leagth SR
Axe, One Handed Batile Axe 13 9 1DE+2 15 40 2 0.8 3
Hatchet T @ 11 15 25 1 04 4
Axe, Two Handed Batile Axe L & 1E+2 15 40 2 0.8 3
Creat Axe 11 F 20642 15 a0 ' 1.2 2
Pole Axe 13 11 iDws 12 75 3 1.5:1.8 1
Rhomphia 11 11 i 12 50 ) 1.2 2
Butt But - - 104 head 0 0 a 4
Diagper Diagger - - 1D+2 12 20 1] (.20.3 4
Fist Fist - - 103 arm ] 0 0 4
Claw T @ 141 5 S0 1 0 4
Heavy Cestus 11 1D3+2 10 40 1 0 4
Light Cesius 7 - 1D3+] 1 25 ] | 4
Flail, One Handed Grraim Flail & 143 & 1] 1 0.5 3
War Flail 11 - 1 D542 12 75 2 Q0.7 i
Flail, Two Handed Military Flail % = 2De+2 15 75 3 10 ]
Grapple Grapple - - Special - 1] 1] ] 4
Hammer, One Handed War Hammmer/Pick 11 9 1D6+2 20 50 1 0.8 3
Hammer, Two Handed  Great Hammer & 9 IDI2+2 15 73 3 [.5 I
Kick Kick - - 106 leg 0 ] 1] 4
Maca, One Handed Heavy Mace 13 7 10842 20 a0 2 0.8 3
Light Mace 7 7 10642 20 15 1 0. 3
Binglesiick - 9 106 0 ] 0 0.4 4
Maul Heavy Mace 9 7 1DE+2 20 40 2 08 3
Maul 1 7 D8 15 40 3 .5 I
Quarterstali % a9 1D8 15 i) 2 2.0 0
Moming Siar Flail Morning Star Flail 11 7 1Dio+l 12 100 2 1.0 P
FPike Pike i1 7 1DE2+] ] 30 3 3.5+ [}
Rapier Kapier 7 i3 1D6+1 2 104 1 12 2
Shaortswoed Shorsword - - 1Dk 0 5 1 0.8 3
Sickle Sickle - 1D+ 15 30 | 05 3
Spear, One Handed Long Spear 11 9 LDE+1 15 20 3 2.5 |
Shart Spear 9 7 1 D6+ 15 15 2 LB 2
Lance 9 7 1Daoel 20 a0 3 30 0
Spear, Two Handed Long Spear & 7 1Di0+] 15 20 3 2.5 0
Shorl Spear T 7 1Da+] 15 15 2 1.8 1
Sword, One Handed Bustard Swaord 13 9 iDIgs] 20 T4 1 1.2 i
Broadeward @ 7 1D8+1 20 S0 1 1.0 !
Bcimitar £l 4 1DE+] 20 S0 | 1.0 .
Sword, Twao Handed Bastard Sword 9 9 10101 20 75 I 12 P
Creatsword 11 13 i 15 150 i 1.5 1

a

EXPLAMATION OF HEADINGS

STR/DEX MEEDED—the minimum necessary STR and DEX
required (o handle the weapon. An excess of STR makes up
for a lack of DEX, ona 2 for 1 basis. Example: Rurik lacks
I DEX point of heing able to use the spear one-handed. But
he has TR, 3 over that needed to use the short spear one-
handed, He can make up the missing DEX point with his 2
extra points of STR

DAMAGE —expressed as a die roll (such as 2D6, often plus a
few additional damage poinis). Example; shorisword dam.
age is found by rolling 106 and adding 1 1o the resuli,
which ranges between 2 and 7 points

HF—how many hit points of damage the weagon 12kes while
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parrying before it breaks, All damage is cumulative, Better
guality weapons may shsorh more damage—or less...

COST—the standard price of the weapon, A better guality
weapon could be offesed at a highery price—but “hetier
gquality™ may just mean gawdier....

ENC—the encumbrance 1actor o1 the weapon, measuring how
many “‘things™ it weighs (see Chapter 1)L

LENGTH-the approximate metric length of o weapon, wsed in
determining strike rank,

SR—the normal strike rank of the weapon. Mote thal the same
spear diffars in SR depending on its mode of use, This is be-
cuuse using a one-handed spear nvolves & significant chok-
ing up" on it to be able to controd it.




EXAMPLE

Ty the Hairy breaks kis broadrword arfempring io clobber
@ dragonewt foe. Desperately parrying with kit shield, ke backs
up gmed grab the heavy axe weed by Ueas the Unerper, who iz
biigy Blecding and ks me ievmediole wse for it Mo i capable
af attacking with o Brogdsword with 80% sucoes, therefore he
will be gble fo upe the heawy axe wirtk o 30% mecess, o lonp as
e ugey it ane handed lke g brosdoword,

Ligeg i rwn Randled, he would be refégoled do wang i ke
aryone else pleking i up for the firgr time, bored on bl
chanee and rarwral shiliny.

A the replacement weapon was smore endirely different type
and mode, moh g o twa handed thaceiing spear, he wounld sedin
hrgve T rely am basic and e il elbiling.

MODES

1. ONE HANDED—Fully controlling a weapon with one hand.

2. TWO HANDED-Using a weapon with iwo hands, usaally
using one hand as a stabilizer and support and one hand for
coqtrol.

EFFECTS OF TRAINING WITH SIMILAR WEAPONS

Any character knowing how L0 use 3 weapod of one [ype
and mode {i.e., a broadsword is a one handed cutting weapon)
can use any similar weapon at 14 effectivenes.

WEAPON TRAINING COSTS

Weapon use 85 taught according to the types and modes
stated abowe, with common subdivisions within the types and

modes, The Weapon Training Costs Table lists the various
types and modes of weaponry and the costs for learning how
to use them.

SPECIFIC WEAPON CHARACTERISTICS

The Weapon Statistice Table gives a listing by weapon Iypes
given in the previous table, showing what sorts of weapons can
be uzed after receiving training in one particelar weapon type.
Remember that each weapon within a category is different,
even if two are of the same weapon type. A character cannol
pick up a weapon in the middle of a melee (even if it is 3 dup.
licate of his own} and wse it at full proficiency. Given a few
mineies to pet used o its foibles, he will be able to use it as he
would the one he trained with, but if he picked it wp and
fouzht immediately with it, ke would fight at % effenciency,

SPECIAL ATTACK—GRAPPLING

Grappling is the ability 1o wrestle a fos,

A successful grapple attack means that the attacker has
caught the foe's hit location rolled. A parry with a weapon
means the weapon arm was caught instead, a parry with shield
moans the shicld has been grasped. Defense can be applied
apainst the Initial attack with this skill, and 2 parry with fist or
grapple perceniage will mean the hold was blocked.

After a successful aitack, the grappler may attempt (o (m-
mobilize the limb grasped, or throw the foe in the nexi meles
round. To do so he must make another successiul grapple at-
tack, Falure means the hold has been broken,

To immebilize a limb, the attacker must also succeed in a
STE wersus STH roll on the Resistance Table in Chapter ¥, IF
this rofl is not made, he still has hold of the limb, but i is not
immabilized,

Ter throw his foe, ke must make a roll on the Resistance Ta-
ble of his STR+DEX versus the SIZ+DEX of the foe. Again,
Tailee of this roll means be did not manage to throw his foe,
although he still maintains o grip.
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If thrown, a character must make a DEXx5 rodl on D100 or
suffer 1M damage in a random hit focatbon, Annor will pro-
tect against this damage.

If two characters arc attempting 10 wrestbe each other, two
successful attacks mean they have grasped each other. Two
successful immobilizations (one for each) may elther mean
nothing was accomplished {(if they are contradictory) or that
both succeeded, Tweo throws cancel and no one fs thrown, A
charzcter’s attempl Lo Emmobilize should slways be rolled be-
fore his opponent's attenpt to throw,

After the initial attack (if it is successful) strike rank should
be based on DEX alome, without consideration of SIZ or wea-
poen length,

WEAPON DAMAGE ABSORPTION

Weapons absorh damage om 3 cumulative bagis: 4 points of
damage taken in | melee round will siay with the weapon
throughouwt the fight and be added to any further damage it
may take, When the damage taken exceeds the amount the
weapon can take, the weapon is broken,

Wespons take damage when they are (1) used to parry other
weapons which successfully attack, and (2} do not successfully
altack wersus a successful weapon parry, There are two cxcep-
tions to this ruls:

1. Short stabbing weapons have inaufficient mass (o affect an-
other weipon,

Longhafted thrusting, cutting, and smashing weapons such
as poleaxes, pikes, and spears do not damage other weapons
because their hafts are engaged, not the weapon heads,
Howewer, they will affect parrying shields,

2.

TWO WEAFON USE

I. Any Adventurer using a weapoen in each hand may use them
for 2 attacks, 2 parries, of | attack and 1 parry,

. Every Adventurer is assumed to be right handed, Use of a
wiapon in the “off™ hand must be started at 05%, with the
usual addition or subtraction for characteristic bonwsss, Al-
g0, 4 character’s DEX must be at least |5 times the mini- |
mum DEX needed to use the weapon (always round up) be- |
fore he may use it in his “off-hand.” f

3, To leam how 1o use @ weapon left handed means finding an
instructor {referce’s discretion om how difficult this is at
any time), The cost I3 the same for learning the weapon
right handed, so going up in training with both right and
left hand sword, for example, costs a total of 1000 L per
5% increment for training betwesn 30 and 507,
The player must keep track of the individual weapon expes-
tise of the character with each weapon as wsed in 2ach |
hand. Training or experience in using a weapon left handed
will not help the right handed atiack or parry with the wea-
pon. However, the % effectiveness rubs does apply, so that
uze of a dapgger lefi handed, for éxample, does allow the
character 1o wse it right handed a1 % the left handed ability.
., When attacking with 2 weapons, the second attack is made
at a strike rank egual to the strike rank of the firse artack
added 1o the usual strike rank for the second weapon, Thus,
iff the character has a strike rank of 5 for the first weapon
and a strike rank of & for the second, the second attack will
come at strike rank 10, IT the 2 strike ranks add up (o more
than 12, then both cannot attack in one round.

A character using 2 weapons at 100% or more with each

weapon may attack one foe twice al Tull attack percentage

{once with each weapon), He may attack 2 foes twice at ¥

mormal zitack percenisge (each being sitacked once with




Type, Mode Name

Projectile Weagon, One Handed
Projectile Weapon, Two Handed

Sling

Baonw
Crosshow
Staff Sling
Axe

Dagger
Javelin

Rock

Thrown Weapomns

MISSTLE TRAINING TABLE

Basic 15-25 F0-50 55-75
10 300 &0 300
140 300 HOD IS0
20 200 400 B
05 400 00 TR0
4] 0 B 1206
| ] 3 ] 1200
15 300 fild) 1200
25 100 300 200

vach weapon), Or he may attack ons at ¥ attack ability
with one weapon and the other at ¥ attack ability with that
weapon and with full abality with the other weapon.

REMEMBER-~The character must hswe sufficient sirike
ranks to encompass all of thess attacks, Il the characters
strike rank is & with each weapon, then he can only make 2 at-
tacks (an strike sank & and strike rank 12}, and no maore,

MISSILE WEAPONS

The Missile Training Table and the Missile Statistics Table
are approximately the ssme formai as ihe previous gabies, but
weapon length is not pertinent, and range and rate of fire have
been added to the weapon characteristics.

USE OF SHIELD WITH MISSILE WEAPON

A shield cannot be ready for use when the character is using
any projectile weapon but the sling (and that must be a snall
shicld). This exception docs not include the staff sling, which
nesds two hands, 28 do all bows and crossbows.

SHOOTING AT MOVING TARGETS

Movement of a targel directly toward or away from the
archer (a general term meaning any user of a missile weapan)
has no elfect on the probabiity of kittng it

A target moving =t an angle from the orcher reduces the
archer’s chance of hitting by 4,

A tzrpet specified to be dodging as it moves reduces the
archer's probabiliny by %,

MISKSILE STATISTICS TARLE
STR INCX
Tvpe M Neadad Damape HF Cozt  ENC Range Rate
A, Throwing Throwing Axe 9 11 1D 15 35 1 0 S/MR
Bow Composite Bow 13 11 1DE+] 10 150 2 100 SMR
EIf Bow - - 1D&+] 10 0 2 1 SME
Sell Bowr 9 Q 1 Dt [ A0 2 - &0 S/ME
Crosshow Arbulest 13 9 ADG+] 10 150 3 150 1/5R
Heavy Crasshow 11 g 2D6+2 10 100 2 120 1/3R
Light Crosshow 7 9 0+ i a0 2 100 1/2R
Dragger, Throwing Throwing Dagger  — 11 1 04 12 S0 0 20 SMER
Javelin Dhart & | D& B 25 | il MR
Javelin g 9 110 10 35 2 F: 1/MR
Rk Rock 104 — 0 i 20 S5ME
Sling Sling - 11 18 - ] 1 B S/MR
Staff Sling Stalf Sing 0 11 LDE0 10 5 2 | (0 1/ME

EXPLANATION OF HEADINGS

EAMGE—AL these ranges and less the charucter can be expect-
ed tohit at the percentage for which he has bean trained.
HP-- A characier is not trained 1o parry with a projectile wea-
pon as well a5 shoot with i (thrown weapons are another
story ). The chance of parrving with 8 projectile weapon
should be based on the basic chance with & stall {205%) plus

any natural ability adds or minuses which would apply.
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Rurik, for cxample, would parry with a projectile wea-
pon with 3 5% chance
EATES OF FIRE
/MR —Che shot per melee round can be throwny/shol.
S/MR—As many shols can be fired as strike rank permits
1/2R-0One shot every 2 meles rounds
1/3R ~One shot every 3 melee rounds.
15K —0One shot every 5 melee rounds.




A dodging charscter may only move ¥ his nommal move-
ment and may do nething else but move and dodge.

These effects are cumulative. Thus, il Arcos the Archer,
with an B0% chance of hitting, 18 confronted by p for who is
crossing his path at a 45 degree angle and dodging, his chance
of hitting him is 20% (80x%x). These effects are also cumula-
tive with distance, so if the target is a1 medium range to Arcos,
his chance of hitting him is 105 (20x4).

SHOOTING WHILE MOVING

A character cannot shoot while moving or dedging. The on-
Iy exception to this is horse archery, which is performed at the
same ability chance ag regular archery | assuming the horseman-
ghip of the archer is sufficient. This is explained further in
Chapter VI, Other Skills.

SHOOTING AT PROTECTED TARGETS

The chance of hitting a foe behind some form of protec-
tion, such as an arrow alit in a wall, s the same as normal,
However, if the hit location rolled (see Chapter 1) is not vigi-
ble to the archer, the arrow or ather missile hit the protection,
not the target,

Thus, Arcas the Arcler, firing at a troll hiding behind a par-
apet, fires and hits, The hit location he rolls is 10, abdomen,
cowvered by the parapet. The ammow bounces of 7 the stone_

A critical hit will hiv in any ease. Adjust the hit location (o
match an exposed aréa. The above zpplics also (o meles com.
bat over barriers, fences, castle walls, eic,

RANGE

The ranges shown on the fable are effective ranges, At the
ramges shown and less the character can be expected to hit at
the percentage for which he has trained.

THROWN WEAPONS-Thrown weapons have no effective
vafue beyond 20 meters.

PROJECTILE WEAPOMNS—Projectile weapons can reach
further than their effective range, but at a cost in accura-
cy. Medium range is about ¥ again as many meters ag the
effective range. A character shooting in this range has %
normal chance of hitting. Long range is betwean the lim-
it of medium range and 3 distance of about twice effec-
tive range, A character shooting at long range has ' the
nornal chance of hitting,

THROWN WEAPON DAMAGE BONUS

IT a character using o throwing weapon has 3 damage bonus
due fo SKT and S1Z, his thrown weapon will have % the nor
mal effect of the damage bonus, Thus, if a character normally
hag o D4 damage bonus, his thrown axe will do |06 plus D9
x¥ {round up),

ARMOR

HOW ARMOR WORKS
Armor s the last barrier between a character and an bcom-

ing weapon, fang, or claw. Armor absorbs damape and, hope-
fully, keeps the character intsct, Different hit locations may
wear different forms. of armor.

TYPES OF ARMOR MATERIALS

LEATHER ~This is ebther the padding leather describad in the
notes to the chart, or thicker {2 poant) shee leather thick-
ness armor, It is fairdy easy to obtzin in the herd-oriented
waorld of Glomntha, and in most other anclent historical
or fantasy settings,

SHIELD STATISTICS TABLE
Size TR Absorbs 528 50 55-7% Price ENG
Samall 5+ # 00 400 0 15 i
Mediusn G 12 100 20 A0 an 2
Large 12+ [ 50 100 200 S0 3
SHIELDS EXPLANATION OF HEADINGS

A shield is used to absorh damtage before it gets 1o the hear-
er of the shield, The Shield Statistics Table describes how
many points & shield will absorb before the bearer s damaged,
As with 2 weapon, a shield user must make a successful parry
rall to interpose a shield between himself and an incoming at-

tack.

NOTES ON SHIELD USE
Damage taken by the shield for more points than the shield

can ahsorh in one blow is taken an the hit location rolled in
the atisck, The armor on the location, if any, absaorbs the ex-

CEEs points.
Mote that neither shields nor asmor will break as weapons

do, The armor poind value of a shield shows the number of
points of damage 2 shield will absorb before it is driven away
or penetrated by the force of the Blow, allowing the remainder
of the damage poinis to actually strike their target.
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SIZE - Relative size of shield. A small shield is about 30.3%5 em
in diasmeter and held with one handgrip, 1t i3 called a buck-
fer. A medivm shield is abowt 60 cm in diameter, cquivalen
ter the ancient Greek round shield, or the medieval knight’s
“heater.” A targe shield is the equivalent of the foot shield
of the Greeks and Komans, or the Mormman kite shield and
the Wiking round,

STR-Sirength necessary for a character to have to be able to
use such a shield,

ABSORBS-The shield will absorb this number of points per
ialtack before the armor andfor user takes damage,

05-25/30-50/55.75 - Sarves the same function as it does in the
weapons chart. Again, any ability beyond 75% must be
gained from experience, not training,

PRICE-The standard price for a shietd in Lunars, Faney ones
cost moee,

EMC - Fuor those whao like encumbrance nies, this is what-the
type of shigld |s worth in “things" (see Chapter III),




LINEN-Waxed and quilted cloth, S6fT and hard, this early
armicr disappeared as melal became more commaon, but it is
stilled wsed to wrmor milite and the like,

CUIRBOILLI-Leather treated with baoiling wax , hardening it
almosi 1o the resiliency of metal,

RING MAIL—Metal rings butted together and sewn 1o leather.,

SCALE -Small metal plates sewn onto leather in an overap-
ping pattern. An excellant, if heavy, profection.

CHAINMAIL-Metal links woven into a mesh and formed into
garmiciigs,

BRIGANDIME-A jacket of plates belween two leather lavers;
only the rivels holding it together show on the leather,

PLATE—Large metal plates, usually molded to the wearer’s
body: abanrhs damage excellently; heavy end encumbering.

o
ARMOR STATISTICS TABLE
Area Protecred Tyvpe Mazerial Absorby ENC Cost Silens
Legs Greavest Leather® 1 ] 15 i
Cuirbodli 3 1 43 o
Plate il 2 120 -15
Abdomen and Lepgs Panis Trews Leather® 1 a0 10 )
Leather® - I 20 ]
Chainmail 5 3 120 -15
Abdormen Skirtz Leather® | a 10 H
Leather® 2 1 20 ]
Light Scale 4 2 k1] 35
Heavy Scale 5 3 &0 -3
Chainmail 5 3 100 25
Chest and Abdomen Hiauberk Leather* 1 1 20 H
Leather® z | 40 1]
Linen 3 z M -5
Ring Mail 4 2 £0 15
Light Scale 4 2 A0 =30
Heavy Scale 5 3 &0 25
Chainmail 5 2 200 -20
Chest Byrnic Leather® 1 L] 10 1]
Leather® 2 I 20 ]
Hing Mail 4 I 50 -5
Cluainmail 5 1 1240 -13
Cuirass Cuirboilli ] I 410 -5
Linen 3 I a5 -5
Heavy Scale 5 3 40 25
Brigandine 5 2 175 -15
Plate & 3 204 3
Arms Sleeves Chainmail 6] 2 75 -5
Vambracest Leather® i L] 10 ]
Cuirboilli ] | 30 (
Plate & 2 104 -10
* (an be worn wnder any other armor, with a cumulative encumbrance penalty. Inatead of lesther, this could also be
quilted or thick cloth. 1t has the same qualities as described for leather,
+ For game conventions, these are considered (o cover e entise limb, although the actusl armor which goes by these
names only covers the area hetween elbow and hand (vambraces) and knee and (oot {greaves)

EXPLANATION OF HEADINGS AND TERMS

By now, the headings should be fairly obvious, Note that
some forms of amor protect more than one hit location.
These twpes can, as o rule, be overlapped. Thus, one cun wear
both o chainmail hauberk and chainmall trews (trousers). OfF
course, encumbrances will add up very rapidly in such cases.

TYPE-This is a term taken from gensral armor lore o des-
cribe the tvpe of armor. The terms come from all times and
climes, What they cover is shown in the column immediate-
Iy preceding. :

MATERIAL—This briefly describes the type of material the ae.
mor is made of.
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ABSORBS—The amount of poinis of attack the armor abiorhs
before it reaches the wearer.

ENC—The escumbrance shown is meant for human szed peo-
ple. A pixie's chainmail would weigh less, & great troll's
would weigh mose, OF course, this armpor would only fit
those size being, and is of little use to a fuman adventurer,

COST—For leg and arm armaor are for the set, not just one, as
are ENC costs

SILERT--This indication shows how much the particular ar-
mo will subtract from a character’s ability to Move Silently
{see Chapter VI}. When several different types of ammor are
worn, take the nolsbest as the subtractor, do not add all of
the diffesent types together,




HELMETS

Helmets were not dealt with in the discussion on armor be-
cause hey cannot be cateporized by _lhr. material they are
made of, Instead, they must be categorized by the amount of
protection they afford, no matter what the construction,

The following names of helmets are entirely arbitrary. We
trust the following descriptions will be sufficient indication of

what is intended.

HELMET STATISTICS TARLE

Twpe ENC Absorks Cost Dreseription

Hood ] 1 3 Leather hood. Can be worn as padding under 2 helmet.

Cap ] 2 5 Hard leather with metal plates riveted on to it

Composite Helm 0 3 10 Cuirbailli with metal plates riveted on te it

Oipen Helm | i 15 A metal helm with chesk and back plates. Similar 10 4 Roman Legion-
naire helm.

lozed Helm I 5 a0 A metal helm like the above but with eve and nose protection as well.

Full Helm 2 & a0 A solid metal helm with total coverage of head and neck except for
eveholes.

RURIK S SAGA-RUMBLE IN THE RUBELE

Rurik pofned 8 mercemary compary (eee Chaprer X, Previouy
Experience ard did well, earming enough bood 10 pay for o ring
mail heuberk 4 poimis of pravecrion), an oper Helm fwortl
poiats) end plate are and leg armer fworth § podis eack). Under
the ring ol fe hes o podding hanberk worth 2 move poinis of
prafection, Af pars af Biy rrainimg he koy 2 358 we of 0 barge
shield and o F0% wese of o shorr sward. He fsalse 205 copaile wih
a spear wied one-handed,

Ar rhis time, he it guarding the horses for o group of Adveniur
eer attemplivg (o br the Slind Kiag's Palace in the Faviv Bubhie,
Hix companion iv Uoir dury i Morus the Haiey, 8 somewhar moee
knowiederelle fighter wito aleo chose Aof (o go fnle Me paldoe.

The two are eagaged (n idie conrersotim, fufled into corelegs-
ness by lack of actieing, when there iy @ sedden “Soreech * and Ho-
rug goer Tring, fe hay been bt from bebind by o babooa!

The baboon it o common member of the breed free Chaprer
FiE ard, faving suceessfully meaked upow the two, relled 40 ar
an artack rodl Qrdinerily thir would mol Be emougph, bl e arfack
from Beletnd adi's 20% ro an avtock, mad phe blow wer mecessful

The hiow did @ points of dasmapes fo Hoeue ' lefe aro (hie bnea-
fion el off 167, which went through e 3 points entirboilll armor
goad dad & pouney of demage fo rhe aror, Floruy kar T poumiy aroes
feartiel fuie poinis of 111, 10 the blow was enough ro funcionlly .
papacitate hime fHe falls v a heap, out of the fight,

vtive keowse, ' hisees thy balboan i g rearore ble opproximarion
af Pawie Tradetalk, .

Rurik, wiare pay depends or reeing thar this doesn 't happen,
gayr mothing ox bie advamces 1o the atiock. Me kas o vrike rank of 7
wirk hir wpear (2 (5 1204 (DEX &) fone hapded spear)= ]
and it jazrer tivan ihe baboon sreike rank af 8 Ifis ottack rq’]' af
0 fra hit, even after subteaciing the beboon s defenge of 25 from
the rall. Rotling ¢ | o D6, ke finds he hos done 2 poinls of dam
age o phe babaor T ehdomeen froll of 11 ok feir fovatior), The ha-
hioan T shin ghgorks | poat of tis, leaving the baboos witk @ mi-
por wick ot b cloger i on Raeik. Hig arieck with g dow isa 58, 4
poinis tan high (0 be @ hit, Just e well, sivce Ryvik's parey af 89
HATE & ml.p'r l'I'EI'H.

Eecnind round, Rurik siobs apain, the drtaek rolf i 99, fumblef

"

The roll is 44 -Rurik loser 2 piece af armor, A K fecarion roll
shaws if way kiz right arm ormaor, The beboon mises hiy aitack,
We con eome he clrwed ar Rueik, coughi the arm armor, and fore
o aff
‘?'l'u'rnf rovd. Btk rolls & 61 for lis gteack, obwipuly ool con-
_ﬂ_f;.n.n' ﬁ-_p the grapor dong, The Bahoon 'y otiock ix 35 o IJ‘I"JI'HE 5
weeded, @ hitd Rurik's pavey of 37 i, apain, mol good enough.

The hit locerion rolied i 6, the left bep. The baboon rolls D
for hifs elaw arrack and D4 for bis STRISIZ bonuz and relis 2 fotal
af 7 Since Rarik kop 4 point fg armov, | point of demage goes
theough Rarik's plate leg armar to wound him slighely,

Fowrpls roumd Rurik rodly 23, another hir! The damags is 4
poeds. the kit foeorion iy the head, The haboon takes 3 poiats of
domage fe kis 4 poing bead, Hip zttack roll of &1 shows he iy obw-
oy thaken, Besdes, Rurik got hiv shistd in irs wap wish g roll of
m, :

By thiv time, Horug has menaged to Heal 2 patars of the dam-
ape Mly aFm fook, Ar soon ai £ meler rouwcds hawe pasved, be will
Be abde to Heal gnorhier 2 poires and be te the fighi agein

The beboon reafifes thot horpement waill probebly mor be an fig
died rodoy, He begins to back awap bur Rurdk, being powng and
e o, pwesses i arteck, Fis attack roll is 55, another mite
The baboon makes ¢ redum aifack af 47, anotker migs,

Turring, the haboan Trits 1o pet awap. Kk s oriack rofl is 59,
i theat ewer the 20% edd for steiking et o back will mot help him
emcugh. The Hoboon serambler gway af hiy movement rave of 10,
witlle Rurik soother the horees and then Melpr Mones up

NOTE - Rurik war seecessfild with both afteck ond parry, e
will gev experience rolis for both hic chance of perrying with ike
large shisld (he rolled @ 21 ol of the aeeded 77, goig up 5% in
ehield work) and attacking with the spear used as one handed (e
roftc &€, with o seeded roll of B2 This 0 Rueiky wmusl bed
fuck. . ).

The bebaan, hgwng alio mecesded fm one affeck, will ger an
cxperience roll. It hay @ weeded mumber aon DFO0 af 85 or less, If
roils T3, mor profiviing ar ol from the cxperience, and Fezving one
terrible headeohe berader




V

BASIC MAGIC |

Basic Magic s available (o sl plavers in RumeQuest, There
are two fypes of Basic Magic: 1. Battle Magic; and 2. Spirit
Contacts.

BATTLE MAGIC

BASIC DESCRIFTION

Baitle magic imvolves the forceful alteration of the fabrle of
.reality by wie of ones POW, For this reason, baitle magic
spells, while powerful, are of short duration {usually two s
uies) and drain a good deal of energy in the form of POW
podnis froem the wser. Howewer strong a mortal may be, he
lacks the POW to make lang lasting changss in the basic stuff
of the Universe, Rune Magic (see Chapter VII), done with the
aid of a god, does not necessarily have thai lmitation.

The POW roll that a plaver makes for a character at the
start of a game i the measure of his abifity 1o affect the Uni-
verse by force of will. OF course, with ne knowledge of spells,
this POW can only be used to resst other forces. It cannot
caiszs effect itself.

POWER USE

POW is used in casting spells. IF Rurik casts Bladesharp 4 on
his sword, his POW of 12 becomes 8 at the Strike Rank he
casts the spell, It will be a1 8 Tor resesling other spells arriving
after that moment, and until he throws other spells, at which
point it will be reduced further,

POW s regained at the rate of % the character's total POW
every six hours. Thus, Rurik, with a POW of 12 would repgain 3
F';imﬁ every six houwrs wntil all POW expended bas been regain-
Ed,

LEARNING SPELLS

The listed baitle magie spells can be learned from almost
any Rume cult, Thers is nothing secret about them and they
Ire commonly avaidable (o any character with the money o
pay for them, Thess spells are the common property of all the
magical orders. Due to eivaley between the cultz, as soon as
one develops 2 new barile magic spell, the others will seek to
develop i, Learning a spell takes one week of work with the
cult you are paiing to teach it to you. Nothing clse in the way
of leaming may be done during this week,

The cults charge for the learning of spells. All cults charge
[!'IG same amouent for the some spell. The cosl of each spell i
listed on the Battle Magic Spell Tahle,

NOTE—To buy a varisble spell, a character must pay the cost
of esch lower point spell as well as the level he wishes to buy,
In other words, to obtain Healing 3, Healing 1 and 2 must also
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be bought, a total cosd of 3000 L,
If the referse prefers a compaign with lois of meney avail-
able, the cost of spells should be raised. Inflation, vou know,

CREMT

The cults will extend credit, once, to beginning characters,
under the same guidelines as the fighting bands do. The divin-
ers of the cult judge the POW of the character, and he is allow-
ed 100 L per gach point of POW as credit. All comments in
Chapter I'V on this practice apply to the cults as well.

Batlle magic cannot be leamed from another character un-
less that character is a Rune Priest (see Chapter VII). Because
spells are partially subconscious in operation, the teaching of
battle magic requires Mind Link {a Rune spell), which requires
a Rune Prest. A Rune Pricsi player character who teaches
another character a battle maglc spell must still be paid the set
rate and he mus retwrn that full amount to his culi. Failure (o
do so would be cheating a god and would result in his expul-
sion from the cull and loss of his Bune magic abilities. Other
penalties might also be assessed by the god, perhaps in the
torm of & cursa,

LIMIT TO LEARMING SPELLS

Any number of battle magic spells may be learned. Howey-
er, only a small number can be held in the mind at one time. A
character may hold the numbor of POW peints in spells equal
to his INT. Therefore, a charscter with a 13 INT could hald
Healing 4, Coundermagic 3, Bladesharp 3, and Glue 3,

He could wse and reuse these spells unti] he ran oot of POW._
However, he could not use Invisibility, a 3 paind spell, even if
e has bearmed it, until he supresses 3 points of his other spelis
and draws Invizibility up tnto his mind, This action of switch-
ing spells takes | howr for every pomt of spell 10 be switchad,
the suppression and reimpression of the spells taking place si-
multanaousgly,

NOTE—It is possible to know a varizble spell at a high level
and be carrying only part of it. For example, a charascter could
know Healing @, but only carry Healing 4 actively in his mind,
IF he thought he of his friends were about (o run into asitwa-
tion where limbs were poing 1o be severed, he could take two
hours to suppress two points of another spell or spells and
hring the other iwa points of Healing into his mind, ready for
use.

CREATING NEW SPELLS

Battle magic spells cannot be developed by anyone not con-
versant with Rune magic, In other words, to develop a new
{unlisted) spell, the character must be a RKune Priest, This s




SPELL LIST AND COSTS 15, Detect Silver 200 L
16, Detect Spirit 300 L

1. Bafuddle 1500L 17, Detect Traps 300 L
2, Binding 15000 18, Detect Undead 300 L
3. Bladesharp War®* 19, Detection Blank  Yar®
4. Bledgeon Var*  20. Dispel Magic Var*
5. Cordination 1500 L 21, Mhsuptlon SO0 L
6, Countermugie  War* 22, Duliblade Var*
7. Darkwall 150001 23, Extingeish 1000 L
4, Demoralize iS00 L 24, Fanaticism Var*
9, Detect Detection 300 L. 25, Forsee SO0 L
10, Detect Enemies 300 L 26, Fircarrow 2000 L
i1, Detect Gems  1000L 27, Fireblade 2000 L
12, Detect Gold 3L 28 Glamour 2000 L
13. Detect Life 300L 29, Glue Var®
14, Detect Mapic A0 L 30, Harmonize 1500 L
OWE POINT SPELLS TWO POINT SPELLS

I, Bafuddle I. Coordination

2. Binding 2. Darkwall

3. Demoralize 3. Detect Gems

4. Detect Detection 4. Detect Traps

5. Detect Encmiss 5. Extinguish

6. Detect Life 6, Firearrow

7. Detect Magic 7. Glamowr

&, Detect Silver 8, Harmonize

4. Detect Spiril 9. Repalr

10, Detest Undead 10, Strength

11, Disruption

12. Farsee

13, lgnite

14, Light

15. Maobhilicy

16, Silence

17, Speedart

18, Spirit Binding

BATTLE MAGIC SPELL TABLE

31. Healing Var* 47, Strength 1500 L
32, Ignite s L 48. Vigor 2000L
33, Invisibility 2500 L 49, Xenochealing Var®
34, Ironhand Var*
35, Light S0L  * Costof Varfable Spells
Fo. Lightwall 2000 L
37. Mind Spesch Var*  1st point 500 L
38, Mobiity 1500 L 2nd pobnt 1000 L
3. Multimissile Var®  3rd poini 150 L
40, Protection Var®  4th point 2000 L
41. Repair 1500 L Sth point 2500 L
42, Shimmer Var*  6th point 3000 L
43, Silence S0 L Each +1 poine +5(H} L
44, Speedart 500 L
45. Spirit Binding 1500 L
46, Spirit Shield War®
THREE POINT SPELLS VARIABRLE POW SPELLY
1. Invisihility 1. Bladesharp
2. Bludpgaon
FOUR POINT SPELLE 3. Countermagc
4. Detection Blank
I. Fireblade 3. Dispel Magie
2. Lightwall . Dullblade
3. Vigm 7. Fanaticizm
B, Glue
9. Healing
10, Ironkand
11. Mind Speech
12, Multimissile
13. Frotection
14, Shimmer ’
[5. Speedart
16. Spirit Shield
17, Xenchealing

due to the necessity of Divine Intervention in devising a new
spell (see Chapter VI for a description of Divine Inferven-
tion). A new batile magic spell developed by a Rune Mapge
character becomes the property of his cult and is subject to all
the otler resirictions regarding teaching of battle magic spells.
The authors sugpest that any new battle magic spells invented
by the referse be introduced by a particular cult within his
campaign, 2nd the codt can be determined at {hat time.

The referse must pass on all spells developed by characier
Rune Priests, so a3 to keep them within the parameters shown

by the spells on the list.

TYPES OF BATTLE MAGIC SPELLS
Batile mapic spells come in three genesal classifications.

Frequently these classifications overlap. Spells can be broken
down as active or pasive, temporal or permanent, and as fo-
cused and unfocused. We will cover each of these classifica-

tions separately.

ACTIVE AND PASSIVE SPELLS

Almost all battle mapgic spells are passive, Once they have
taken effect on their target they need not be maintained and
the caster of the spell cam perform other sctions, including

casting other spells, without affeciing the spell in question.
Therefors, once a character has Demoralized an opponent, the
character can fight, run, or cast another spell (or the same
spell) at another opponent and the origimal target will remain
Demaoralized for the tofal time pedod of the spell. If the caster
takes damage from a sword blow, even one wiglded by the De-
muoralized opponent, the opponem stays Demoralized.

The only active battle magic spells are Fireblade and Tnvist:
bility’ and these spefls require the concentration of the caster|
o be maintained. I the caster tres to throw another, ukcz-l
damage, or has something sudden unexpected happen to him,
such as falling into a pit, the spell will go out. To reuse the
gpell, he must expend the POW necessary to cast it agadn, It is
possibla to fight with spell active, as long a5 the wser takes no
damage.

The reason these are aclive spells, unlike all others, is be-
cause they are extremely powerful battle magic spells, requir
ing concentration to contnol.

INSTANT, TEMPORAL, AND PERMANENT SPELLS

1. Instant spells are those which last from the sirike rank on
which they are cast through strike rank [2 of the melee round
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in which they are cast. Most of the deiect speils are of this
type. For instance, Detect Magic cast at strike rank 4 would
cause an Invisible character to glow through strike rank 12 of
ihat meles round,

2, Tempozal spells are those which are effective for a definite
time span and are then over. Spells like Demoralize, Fanati-
clam, Bladesharp, and Mability last ten melee rounds and then
are pone. They must be recast after that time Lo gain their ben-
efits again.

3. Permanent spells are thos: whose effects are permanent.
Spells like Disruption, Extinguish, Ignite, and Repair are pers
manent in effect. The spelis last just one melee round, but
their results are permanent. This i not to say that the effect of
& Dizruption spell cannot be Healed or an Extinguished fire re-
lit. However, the damage does not go away of itsclf and the
fire will not rekindle iteelf after a set period of tme.

FOCUSED AND UNFOCUSED SPELLS

This s by far the most complex and important difference
between spell Ivpes. To be cast effectively, many spells require
a focus, This Focus & a carved rune of seme sort which acts to
tie the conscious and unconscicus minds together so that the
spell warks, If is possible to cast any spell withoul a focus, but
it takes teo melee rounds to do so, the first round being spent
in careflully visualizing the runic symbol necessary for the spell
and the target it must affect.

Spells affecting the character’s body do not require a focus,
Part of the purpose of o focus is to help one concentrate POW
to owercome resistance. The character does not resist his own
spells.

However, spells affecting other people and objects do re-
quire 8 focus for guick casting. The knowledge of how to cre-
ate a Tocus for a particular spell is included in the cost of the
spell.

The pormal focus used is a wand. A normal, ¥ meter long,
wand has enough area on 1 for about 20 focd to be carved, A
staff could casily condain all spells listed in the spell table, Cer-
takn spells, such as Dasruption, often have their focus camved ar
cast into a ring so0 as to be readily avaidable during combat
when one might have no tone o draw a wand,

The focus for a weapon-affecting spell is usually a weapon
it is imtended to affect. Thes, Bladesharp, Fireblade, and Ro-
pair might all be carved on a character's sword hilt.

To be used, a focus must be looked af, and then pointed at
ithe target, The looking at the focus serves 1o “sei™ the spell in
the mind. The pointing al the target serves to direct the char-
acter’s POW at the appropriste tarpet. Thus, if a characier
wizhes to use Binding on another character, he musi look at
the Rune carved on his wand, then point the wand at the foe,
saying his spell at the same time. This i a very guick and easy
Progeas, taking split-seconds, and is already adjusted for in the
Spell Strike Rank Table,

OTHER FROPERTIES OF SPELLS

L. If darnape is taken by & spell caster Tfrom spell or weapon, or
the spell caster's concéntration is broken in any sudden and
unexpected way, before he is finished with casting a spell (ie.,
it a strike rank prior (o the one the spell would be cast on) he
cannot cast the spell and must iy again,. However, no POW is
lost in the attemp.

2. Spells cannot be combined with one another to make them
more effective, If, for example, two characters know Blade-
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sharp 2, they cannot each cast it on a weapon to get the effec
of Bladesharp 4. Likewise, to rejoin a severed limb to a body
iwo characters cannot combine Healing 3 spells to get the el
fect of Healing 6. A full Healing & is necessary.

3. However, additional POW can be added to a spell, to ower
cone a Countermagic or Shield spell. Thus, a 5 point Dissup
tion can be cast. [t will still have the same effect (1-3 point
damage) but it will panch through most any magical defens
put up against it. The PFOW points listed for each spell are min
imum POW points neceazary,

4, Once a zpell has taken effect on a character, it continue:
even if the character moves out of the range in which the spel)
could be cast, For imstance, if Rorik casts Fanaticism on a
member of his party in a meles, the character will remain Fan-
atical for the Mull ten meles rounds, even §f he ghould pursue
the enemy beyond the 80 meter range in which the spell can
be cast,

5. Where two spells are incompatible, such az Shimmer and
Protection, and one of them is cast on a character after the
other has already been successiully cast upon him, the second
spell cast will have no effect.

SPELLS AND STRIKE RANK

Ta figure the strike rank poine at which a spell will take ef-
fect in combat, use the Spell Strike Bank Table. Add the num-
bers appropriate in each category to get the effective strike
rank point in combat situations or in spell to spell comba,

SPELL STRIKE RANK TABLE
Readiness SR DEX SR POW Lved SR
Ready i} 19-24 01 0
16-18 1 2 |
13-15 213 2
(e-12 3 4 3
(-0 4 | § 4
Unready 5 | 0105 R 5
DD THE SPELL WORK?

Some spells almost always work. Spells which a character
casts upon himsell, or spells cast on inanimate objects, or any
healing spells, do not need o overcomne resistance, Also, un-
conscious characters cannot resist a spell of any sort, However,
a roll of 96-00 on D100 means the spell will fail,

Te find out if a spell was effective against a resisting target,
compare the character’s POW at the lime of casting a spel]
apainst the target’s FOW at the same time. This time s doter-
mined by strike rank the spell was cast on,

If the caster’s POW is exactly ewen with the target's, he has
a 50% chance of overcoming it and making his gpell work. For
every point of superiority in POW the caster has, thereds a 5%
incresse in his chance of success. For every point of inferiori-
ty, there is a 5% decrease, Thus, if the caster has a POW of 10,
and the warget a POW of 13, the coster has only a 35% chance
of suceess, He must roll this number or less on DIOD fo suc
ceed. As usual, a roll of 0105 always succeeds, and 3 roll of
9500 will always fail, no matter what diserepancy in POW
may exiar,

Failure 1o overcome an opponent’s resistance still means
that the total POW poinds for the spell have been expended. A
complete table of percentage chances of success is given on the
Reawstance Table.
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INCREASING POW

POW can be increased in a character, although never past
the specics maximum. Increasing POW requires that the POW
be used in situations of stress. A character cannot attract POW
from the Universe without the high emotional output found in
the midst of battle. This emotional owipui is nol found in
throwing spells at a friend who attempts to resist them, or sim-
ilar “‘training” situations.

To increase POW in a character, he must first overcome an
enemy's resistance with a spell. Spells which have a 93%
chance of wosking on an enemy do not provide sufficent siress
to allow a charscter a POW gain roll. For example, if Ariella
the Actress with a POW of 16 casts a Disrupt at Rodang the
Troll, who has a POW of 7, her spell has a 95% chance of
wowking and she will not be entitled to a POW gain roll, How-
ever, if Rodang had a POW of & and Ariella’s spell had worked
she would be entitled to a POW gain roll,

POW pain rolls aré made after an adventure is over. It re-
guires a week of relative calm to gain the benefit of such a rall,

To see if the POW increase s successful, subtract the char-
acter’s current POW from 20 and multiply the result by 5. At-
fempt to roll this number or less on D00, IT this POW gain
roll i successful, the player rolls again on DIOO. IE the result is
O1-10, the character gamns 3 POW points. If 11-40, he paing 2
POW points. 17 4100, he pains [ POW point. This second rall
i called a POW increase roll.

Anytime the character’s POW goes above 18, he may quali-
fv for Rune Priest siatus and should turn to Chapter V11, Bune
Magic,

DESCRIPTION OF BATTLE MAGIC SFELLS

BEFUDDLE

Range &0 meters POW Used—1 paint

Type-locused, passive, temporal

This spell confuses an opponent who succumbs to it 1t
causas him 1o wonder such things as: 1s that a friend? Which
ones are my enemies? Why (s everyone fighting? A Befuddled
enery will not attack, cast an effensive spell, sound the alarm,
et I attacked he will parry and defend at Tull value, and be-’

ginming next round his con fusion will go away (Lhe guy that at-
tacked me i my enemy, and after he is dead his obvious allies

arc my cnemigs). Thus, with some clever management, a Re-
fuddied opponent might end up attacking his own party for as
lomg as the spell is in effect.

BINDING

Range—B0 meters FOW Used—1 point

Type—focused, passive, temporal

This spell halves the movement class of those affected by it
It can never reduce dhe movement cluss below “one.” It is of-
ten carried by huntsmen, police, and intelligent beasts of prey,
such as baboons.

BLADESHARF
Ranpe—80 meters POW Used =1 point!point of spell

Type-Tocused, passive, temproral
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This spell, when cast on any thrusting, stabbing, or hacking
weapon, incréases the chance of hitting with it by 5% per
point of FOW invested i the spell. It also increasas the dsmape
done by ane point per point of spell, No weapon can be en-
chanted past 2% to hit and four poinis exira damage. [t can
be wied to enchant one weapon up to #20% and +4 damage or
four weapons up to #55% and +1 damage, or any combination
possible within the limitation of the level of the spell known,
The sgell is incompatitle with other weapon mproving spells.

BLUDGEDN

Range—80 metiers POW Used—1 pointfpaint of spell

Type—focuesed, passive, tlemporal

When cast om any smashing weapon the spell increases the
chance of hitting 5% per point of spell. It also adds one point
of damage per point of spell, No weapon can be enchanted
past 2090 to hit and four poiis exira damage. It can be used
to enchant one weapon up to #20% and +4 damage or four
weapons up o +53% and +1 damage, or any comblnation possi-
ble within the limitation of the level of the spell known.

COORDINATION

Range—20 meters POW Used -2 points

Type—unfocused on self, focused on others, passive, temporal

This spell adds three to a charactae’s effective DEX, This
will decrease strike rank By one and improve the character's
chance of making DEX rolls. DEX is never raised aver the spe-
cies maximiem, Thus, the preatest DEX a human can have is
21.

COUNTERMAGIC

Bange—E0 meters POW Lised—| point/point of spell

Type—unfocused on self, focused on others, passive, temporal

Countermagic is a defensive spell which will attempt 1o s1op
any other spell incoming against the protected person er ob-
ject, However, it will not interfers with previously enchanted
objects, such as @ sword with Bladesharp on it. Tt may be used
to shield the caster or another character or object of his
chioice. Spirits and elementals cannot be dispelied with Coun-
termagie and it operates at half effectiveness against Ruge
Magic, It works as loflows:

a. If the oncoming spell Is two or mone POW points weaker
than the Countermagic it is eliminzated and the Countermag:
it remains.

. If the oncoming spell is equal to or within one POW point
either way of the Countermagic, they eliminaiz each other,

. [f the attacking spell i two or more POW points stronger
than the Countermagic, it eliminates the Countermagic and
takes full offect on its tarpet, assuming it overcomes its Lar-
get’s PO,

This spell is incompatible with Protection, Shimmer, and
Spirit Shigld,
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DARKWALL

Range ~80 meters POW Used -2 points

Type—focused, passlive, tamporal

This spell creates a 10 meter wide by 3 meter high wall of
darkness. Thickness of this is & cm. This wall can be moved by
the caster ai 3 meters per melee round on any round that he
does nothing else. Torches yield no light within the wall and
creatures that can see in the dack cannot see through it It is
opaque from both sides. The wall can be formed or moved in-
o any shape desired.

DEMORALIZE

Range—ED meters POW Lisad—) point

Type—focused, passive, tempaoral

The victim of this spell loses faith in the ability of himself
and his party to wifl the fight, find the treasure, rescue the
princess, or whatever, He can still defend himself at full, but
attacks at half value, The victim will not use offensive magic.
The advantage of the spell is that you can attack a Demoraliz-
ed foe withouwt affecting the spell, Essentially | it soficns an en-
emy up for the kil IT it takes place before combat a Demoral-
ized foe generally will not attack wnless ordered 1o, IF faced
with superior force, he will giobably run or surrender. A Fan-
aticism spell will cancel the effect of a Demorzlize spell, and
vice wersa.

DETECT DETECTION

Range—80 meiers POW Used—1 point

Type—unfocussd on self, focused on others, pasive, temporal

This may be cast on any person or object within reach of
the spell, It informs the caster if that personfobpect it detected
by magle, whether by battle magic or more sophisticated
ITIEAMNS,

DETECT ENEMIES

Range—40 meters POW Used—1 polnt

Type—Tocused, instant

This spell gives the direction and distance from the casier of
any being intending to harm a specific individual on whom the
caster concentrates. IF the caster does nol specily someone glse
as the person whose enemics are being detected, i detects ene-
miies af the caster, 1t is stopped by more than 3 meters of solid
rock or metal.

DETECT GEMS

Range a0 meters POW Lged —I points

Type—tocused | instant

This spell will glve the number and position relative to the cas-
ter of all pems within range, Like Detect Magic it will cawse de-
tected gems to plow while the spell is in effect. The position
given includes direction and distance. The spell is blocked by




mare than 3 meters of rock or metal

DETECT GOLD

Range—40 meters W Lised—1 point

Type—focused, instant

Detects diccction, distance, and approximate amount (1o

the nearest tenth of & kg) within the range of the spell. It is
stopped by more than 3 meters of solid rock or metal.

DBETECT LIFE

Range—40 meters POW Used — 1 paoint

Type—Tfocused, instant

Detects the exlstance of human or larger size life. Gives di-
rection and distance from the spellcasier, Divides life forms
detected into two classes, those of human size (between 3 and
21, and those of large size {from 22 on op), Life smaller than
EIZ 3 is jgnored, It is stopped by more then 3 meters of solid
rock or metal, *

DETECT MAGIC

Range—40 meters POW Usad—1 point

Type—focused, instant

This spell gives direction and distance from the caster of all
enchantments and similar magically potent objects. It does not
distinguish beiween magical objects or enchantments, telling
only that it [s magical, not what or how powerful it is. Also,
any magic object within range of the spell will glow, possibly
warning enemics, It is stopped by 3 meters or more of rock or
metal,

DETECT SILVER

Ranpe—40 meters POW Lked—1 point

Type—focused, instant

Similar to Detect Gold in all respects except that it detects
silver rather than gold. It is stopped by moare than 3 meters of
rock or medal.

DETECT SPIRIT

Range—40 meters POW Used—1 point

Type—locused, instant

Like Detect Life in its effects except that it detects the pre.
sence of spirits, It divides spirits detecied info two sizes, those
of POW 18 and below, and those of POW 19 and above, It is
stopped by more than 3 meters of rock or metal.

DETECT TRAFPS
Range—40 meters POW Used—2 points

Type - focused, instani
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This spell detects the inlent 1o trap. Thus, il would detect
an ambush, magical trap, or physical trap. It would not detect
a maturally oecuring pit, or poison, which is nof in itsell & tap,
Il makes a 3 meier digmeter circle around the trap glow. It
does not give the exact location or type of the trap. Note that
it will not detect the existence of defensive spells, such as
Warding. It iz stopped by more than 3 meters of rock or metal,

DETECT UNDEAD

Range—340 meters POW Used -1 point

Type—focused , instant

This spell functions like Defect Life in its effects except
that it dedects things neither dead nor alive, such as combies,
murmnmies, and vampires, It does not tell which type of undead
is being detected, but il does tell the size. It is stopped by
meare than 3 meters of stone or metal.

DETECTION BLANK

Range—B0 meters POW Used | proint/point of spell

Type—focused on others, unfocused on self, passive, temporal

A specialized version of Countermagic, designed to block
detection spells, May screen either the caster or another person
from detection. Tt stops only detection spells, but unlike
Countermagic it does not let the person doing the detection
know that his spedl has been blocked, Otherwise it funclions
like Countermagic.

DISPEL MAGIC

Ranpe—B0 meters POW Used—1 point/point of spell

Type—focussd, temporal

It will chispel amy spell with a duration {i.c., either active or
pasive) and the same or fewer podnts than the Dispel Magic.
When attempting to dispel Rune Magic it functions at half ef-
fectiveness, Thus, dispelling one point Discorporation spell re-
quires two points of POW in the Dispel Magic spell. The spell
to be dispelled musi be in effect by the strike rank at which
the Dispel Mapic ocours.

IMSRUPTION
Rangs 80 mieters POW Used—1 point
Type—focused, permanent

A spell designed 10 speed up random molecular modion In
the tareet’s body. If the caster’s POW evercomnes the target's
POW, the target takes 113 points of damage in a random body
area. This dumage i not absorbed by armor,

DULLBLADE
Ranpe—B0 meters POW Used—1 podotfpoint of spell
Type—focused, passive, temporal

This spell is the reverse of Bladesharp in all respects, 17 an
edged weapon has a spint in it the spirit’s POW must be over-




RURIK S SAGA-BATTLE AT THE TROLL BRIDGE

After o couple of Years of advernburing, Rk fes maraged re
brimg Kig POW wp o 17 and his DEX up o 12, He hag alno, by dinf
wf Deck and boyish charm, marsped ro give by OFA pomerhing of
a oot as wall,

He now comtmands three others. Ariella the Acrress dv g young
lzdy af kigh INT, POW, and DEX, but somewhar deficiest i STR
or OOV, Ao witk them gre Loz the Unbincky omd Hosh the
Bioekhead, o begiiners. Togpether ther have decided ro reke a
whowrd cut orer the hily, poesirg over the dreaded Troll Sridge.

They run our of feck on the approach do the Trell Bridge.
FPoint man Ues the Unliecky ducks around @ rock and shombles
back mirus hiy head, The path iz suddendy crowded witk frodly and
troftiin.

Arx the trolly cloge v, Runk looks 2 the foour corved on his
spoar and it becones & Fireblede, Ai bz DEX end with 2 4 point
spell, e doey thiv on strike rank & He mow oe § POW poinis, -
ing wped the 4 o POW rhe gpell. Swocerfinly parrwing the trodl s
Dorw wlth fudx shield, be stabe with the spear af eivtke rark | 2, com-
necting, The froll fokes ¥ podnds domage in the obdosied. The
rrenly cwrirbaodlli grmor awd' ity pkin combine to stop 4 poirey of i,
et 5 points of demepe ofill discommodes I

in tive meantime, Arelds ey cont Mobitity on herself and rums
Far ke rear, The ol advenciig on Rer takes @ shol af frer Back,
bt even with o J0% add for atvocking from the rear, blowr i by -
roflieg o B

Bogh the Blockiead. fn tke meanttime, hay tried fo Glee e ene
eriy v hoor fo the grownd a5 it todches, He has managed to forget
twrr basic prerequisifes for the Glue speli. (1) The spell does nol
wiork o living flesh (rhe drolly ave barefoot) and (2) the spell only
works on slaliovary Terpets Bosh hat wasred @ podar of POW.

In the mext round, the rroll fghring Rurit bocks ol of the
way af e Fleehlede byt Roek manages fo cateh him and fob
apmin, mitsing teiv fime. The reoll who was chasing Ariella, howse-
er, corefully mimy g Dfvrepion speil of Rurik! The prolis POW is
I 2, Rurik's iy pow 9. The froll hoy o 7 podnt piperionify, ared s
gere e |58 addition to the basie $0% chanee of miceeeding with @
e, He ndly 58, micceeding, Runk rekes 2 poinry of damepe [0
the arm gnd befng dameged, cernof purtnioin hin firespeor. Thingy
hegin o bk dicey.

They fook dicler or Bosh taker 2 mighty hack at kit oppoment,
mifnsey, and pers irpaled byoa trof,

Abendomieg hope, Rurik shouts "My rorsom i 000 ilver
Crantldees! ™ (Yow will remember that o Gudider &5 worth the mme ay
g Lvear). The reolls, mosr of whom Eiow the tongue e i speak-
fag in fa Pawlc ergor) immediately lore interese fn killing him,

Two monrhe loter, he @n free e Povis dgein, and bsaking for o
job, sigce kit ronvoer war afficien? do clégar oul hie saeimgy of 3
yeary of advenruring. Ok well, he's kegrd there's an expedition fir-
pisg aner o plamge inre the neine of Pavir Pafaes. |

cogme for the spell to be effective.

EXTINGUISH

Range—40 meters POW Thsed—2 poinis

Type—focused, permanent
This spell can be used to Extinguish cither one particular
fire wp 1o the size of a fairly large bonfire, or all small fires,

within 10 meters, Used either way, the fires stay out and must
be selit, Mote that when the fires are Extinguished, the wood is

codd and relighting must proceed as with a new fire.
FAMNATICISM
Ranpe—80 meters POW Used—1 paint/point of spell

Type—focused on others, unfocused on 2lf, temporal
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This spell increaszes the Fanatic's hit probabllity by hall
apain. Thus, a 305 swordsman becomes a 45% swordsman. 1t
glso prevents the Fanatic from parrying of casting protective
spells. However, if the Fanatic has a Defense bonus it operates
at hall its normal value rounded up, Thus, a charscter with a
5% Defense bonus still has it while a character with a 106 bo-
nus alao has a 5% bonus while Fanatécal, One person can be af-
fected by the spell for each point invested in it. A Demoralize
spell will cancel 3 Fanatician spell, leaving the target with a
normal morale,

FARSEE
Ramge—touch POW Used—1 point
Type—unfocused on self, focused on others, passive, temporal

Thiz spell gives the recipieni vision similar to 3 [0x power
telescope, This vision can be switched on and off by the uses




fior the duration of the spell. Note that this is the only battle
magic spell with a duration of four hours.

FIREARROW

Range- B0 meters POW Used—72 points

Type—[ocused, passive, instanl

This spell creates an arrow of fire which does 3D6 points
damage if it hits, It is cast on an ordinary arrow which is con-
sumed by the fire, If it i fired atl an enemy, damage s reduced
by armor, The Firearrow will lass for one melee round. [E can-
not be reused since it continuzes to bum; however, it is very
useful for igniting houses and the like. NOTE-This damage
cannot be “resisted,” as the actual attack is not mapic, it is
heat. This spell is incompatible with Multimissile and Speedari.

FIREELADE

Range—80 meters POW Used —4 poinis

Type—iocused, active, temporal

Cast on the metal part of an edged weapan, this spell causes
the weapon to flame, doing 3D6 damage when it hits an oppo-
ment, This darsage is not over and above the nommal weapon
damage, it is the only damage that is done with such 2 weapon,
Armor will absorb damage from a Fireblade, If the character
using the spell takes physical or mapical damage the Fireblade
pocs away. The weapon is not destroved. Agzin, there i no
“magical resistance™ to this damoge. This spell is incompatible
with other weapon alfecting spells such as Bladesharp or Dull.
blade.

GLAMOUR

Ramnge—80 meters POW Used—2 poinis

Type—passive, unfocused on self, Eu:q:um.d on others, temporal

Adde half again o your CHA for the duration of the spell,
Since it only lasts for 2 minules il cannot be wsad to impress
the guilds or reduce your living expenses. However, it can be
used in moments of crisis while leading a party, or for convin-
cing your capiors that you can pay a good ransom,

GLUE

Range—80 meters POW Used—1 point/point of spell

Type—focused, passive, temporal

For point of FOW invested in this spell, the caster gets a 10
cm by 10 cm paich of glue to distribute in any shapes he wish-
g5, The “strength™ of the Glue is equal (o the character’s POW
at the time of casting. Inst#ad of using additional POW {0 in-
crease the size of the glue patch, the caster can increase the
strength of the Glue. A two point Glue spell would have a
strength of two times the POW, a three point would have thres
times, etc, A Glue spell will not work on living beings and
things intimately amociated with them, like horseshoes and
hair, but will work on objects like 2 wooden beg, a sword in a
scabbard, bonots, eto. To break a Glue spell the victim must ap-
ply his STE against the “STR" of the spell, just as POW is used
to overcome another's POW with a magle spell, To work, the
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two objects must be at rest relative to one another, and not
imoving,

HARMONIZE

Range—80 meters POW Used—2 points

Type—focused, passive, tempozal

This spell cavses the victim to do exactly what the caster
does. It works only on humanoids, for reasons that are evident
if you enviston Harmonizing a horse. The recipient of the spell
will attempt to do whatever action the caster does. However,
some things will be impossible, If, for instance, the wictim is
walked into 3 pit he will confinue to attempt to walk, but will
nol make much progress, Only one target may be Harmondzed
at & time. Harmonizing a second target releases the first.

HEALING

Range—touch POW Used—1 paint/ point of spell

Type—unfocused on self, focused on others, permanent

The part of the body to be healed must be touched. The ef-
fect is immediate. Healing canpot raise a character rom the
dead. Howewer, two podnts of Healing will cauwterize any
wound or severed limb, and six points of Healing will restone a
severed limb to the body i both parts are available. An indi-
vidual hit location may be Healed once ewery five maeles
rounds. Any attempt at additional Healing within this time
will not work, although POW points will be lost or the potion

comsumed,
IGHITE

Ranpge—40 meters POW Used—] point

Type—instant, focused

With this spell & character can et fire to anything normally
burnable, It has the effect of 2 standard butane Nghter. Thus,
¥ou can set Tire to a torch, a house, a pile of hay, or a Fairly
dry backpack. Skins of monsters and humans canngl be set on
fire. To set fire to a human's or monster’s hair you would have
Lo o¥ercome his magic resistance.

INVISIBILITY
Range—E0 meters POW Used—3 points
Type—active, unfocwsed on sell, focused on others, 1#mporal

This spell makes a character invisible by atiraciing the ene-
mies’ atterition fo a spot other than where the character is.
The spell will disappear if the character attacks or i atfacked
with spells or weapons, IT it disappears it must be cast again. It
is possible lo use someone under this spell as a forward obser-
VEr DF SpY,

IRONHAND
POW Used—1 point/peint of spell

Range—B0 meters

Type—passive, unfocused on s, fotused on others, lemporal




This spell i similar to Bladesharp except that it affects a
character’s &4l In unarmed combat, While the name woald in-
dicate that il affects only the hands, in fact it affects the
whole body, including maneuvers like bulting and kicking.
May nod be enchanted past 206 to hit and Tour points extra
darnage.

LIGHT

Hange—B0 meters POW Used—1 paoint

Type—passive, focused, temporal

This spell must be cast on something, A piece of wood, the
tip of a finger, or any other object will serve, I8 will then light
up a §2 meter radivs around the object. The light given is
encugh to read by but is not as bright as full daylight. NOTE-
A Light spefl is not vulnerable to Extinguish,

LIGHTWALL

Range—80 meters POW Used —4 pesinis

Type—passive, focused, temparal

This spell creates a wall of light of the same dimensions a5 3
Darkwall spell, 10 meters by 3 meters by 6 cm. The main ad-
vantage of this spell is that it can be seen through from the
sude of the caster while the glare on the other side prevents vi-
sion through it Otherwise il acts in all respects like Darkwall,
The light illuminates all areas within |5 meters of sach side of
the wall,

MINDSPEECH

Range—160 meters POW Used—1 point/paint of spell

Type—passive, focused, temporal

Essentially werbal telepathy. For each POW point of the
gpell another entity may be added 1o the link. The thoughis 1o
be tranamitted must be verbalized_ Spell knowledge and ability
cannot be transmitted since spell usage is 3 purtially uncon-
scious ability, POW points also cannot be transmitted in any
way with this spell. Mindspsech doss noi create an open link
between all parties in the spell. When A links to B and then to
C, B and C are not linked,

MORILITY
Range 80 meters POW Used—1 point
Type—passive, focused, temporal

This is the reverse of the spell of .BLm:‘Ii.ng. 1t doubles the
mowemnent class of the reciplent, I, like binding, is often car-
ried by intelligent hunters for easting on themsslves or their

animals, I & also often carred in wartime by elife cavalry
units, giving them much increased shock value,

MULTIMISSILE
Fange—80 meters POW Used—1 pownt/point of spell

Typo- passive, focused, temporal
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This is a variable spell used to increase the elfectivenés of
missile fire, The spell 15 cast wpon missiles before they are
fired. For each point of POW invested in the spell another mis-
gile is produced when the missile is fired. Thus, a three point
spell would produce a total of four missiles. The magically pro-
duced mizsiles cannot critical, They are otherwise the same as
the original missile. The first misile rolled for is the original.
Each misgile fired is rolled 25 a separate sttack. This spell has
an wpper limit of four points (five missilesy, This spell is in-
compatible with Firearrow or Speedart.

FROTECTION

Range—80 meters POW Uszed—1 point/point of spell

Type—pazsive, unfocused on self, focused on others, temporal

This spell adds up to four points of armor protection (o all
parts of the body, Mote that crigical hits will ignore this, just a2z
they would armor. This spell is incompatible with Counter-
magic, Shimmer, or Spirie Shield,

REPAIR

Range —towch POW Used —2 poinis

Type—focused, passive, instant

This spell can repair almost any damaged objects. With it a
broken or damaged weapon can be restored fo its original
shape, 8 shield can be fixed, or 8 piece of armor can be mend-
ed. All the pizces of an object must be available 1o be repaired,
Mote that when a magical object is broken, repair does not re-
eatablish the magic in it 1T & bound spicit is in an object,
breaking the obpect releases the spirit. Bepair does not bring
the spirit back.

SHIMMER
Range—E0 meters POW Used—1 point/point of spell
Tvpe—passive, unfocused on self, focused on others, temporal

This spell adds 3% per point wsed 1o the defense of any
character on whom it is cast, up to a limit of 208 (four
pointsh, 11 ig ineompatible with Countermagic, Protection, ar
Spirit Shisld.

SILENCE

Range—80 meters POW Lised—1 point

Type—focused, passive, temporal

& spell to suppress nodse created by the movements of a
charaeter, mongtes, of object. Thus, it will suppress the clank
of your plate ammor while you try to hide in shadows. 1t will
ol prevent an enemy from custing a spell, shut up a friend, or
kecp you from casting a spell.

SPEEDART
Ramge—80 meters POW Used—1 point

Ty pe—passive, focused, temporal




This spell will give missiles a 15% betler chance of hitting

and +3 demage. Note that this spell works on any type of mis
gle, including thrown axes, knives, rocks, and bullets. This

spell is incompatible with Firearrow and Multimissile,

SPIRIT BINDING

Range B0 meters POW Ussd—1 peint

Type—focused, passive, perminen

This spel! is used 10 bind apirits into familiars or magical ob-
jects, Binding spirits into familiars demands the use of special
cult-bred anbnals described later in the section on spirits. Mag-
jeal objects for helding spirits can rarely be nbtained from a
temple, bt most usually must be found in the course of ad-
venburing (see Chapter IX, Monster Hoards). The following
section on spirits will descritee how to find a spirit to bind,

On the death of the binder, the spirit is freed, even if the
binder is immediately revived through Divine Intervention of
other methods,

SPIRIT SHIELD

Rangs—80 meters POW Used—1 pointpoint of spell

Type—Unfocused on self, focused on others, passive, temporal

This spell acts 48 2 protection for a character engaged in
spirit combat. Each point wsed will temporarily destroy two
points of the POW of the spirit. It must be put up before the
character éngages in spirit combat and will have no effect if
pit on a character already engaged in spinil combal, A normal
spirit may, of course, withdraw from spirit combat after losing
its POW to this spell, before actually engsging in combat, This
gpell B incompatible with Countermage, Protection, and
Shimmer, It is also known as Spirit Screen.

STRENGTH

Range—80 meters POW Lised—2 poinis

Type--unfocused on self, focused on others, passive, temporal

This spell adds hall apain to & character’s effective 5TR or
the duration of the spell, Thus, 2 STR 9 character will become
1 STR 14 charscter while under this spell (always round up).
Wate thet this spell will never increase @ character over the spe-
cies masimurm, Thus, STR for a human will never exceed 21.
This spell is incompatible with Vigos.

YIGOR

Range—80 meters POW Used—4 poinis

Type—unfocused on s2lf, focused on others, passive, termporal

This spell adds half again CON proinis to a character for the
duration of the spell. It is very useful in a fight, as you can
take damage that would normally kill you and Heal yoursell or
e Healed before the spell wears off, The CON of the character
cannot be raised over species maximum, so that humans would
have a maximum increase to 21 CON points. This spell is in-
compatible with Strength.
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XENOHEALING

Rangs—touch POW Used—1 pointfpoint of spell

Type-—-focused, passive, permanent

This spell is similar to Healing in all respects except that it
works on creatures of other races, In other words, if you wish
tr heal that warhorse you paid 3000 L for, you must have thiis

spell.
SPIRIT CONTACT

CHARACTERISTICS OF SPIRITS

A life form (such as that teoll swinging the club at the char-
acier) is composed of a spirit and a physical form, The separa-
tion of the spirit from the body is known as death,

However, there are dissmbodied spirits around as well as
the maore obviows living beings. In fact, they practically swarm
around sacred ground (any place where sacrifices have been
made Lo gods), On the other hand, a barren siretch of rock or
degert ia cotremely unlikely to have even one {unless, of
course, the area is one where there used to be a lot of sacrific-
ing. . .).

S[}i.simt:ndlzd spirits are non-matersal entitics existing on the
spirit plane, They have INT, POW, and an autematic DEX of
20, Disembodied spirits can increase their POW by successful
uze of it, bul their POW gain roll is only 5%.

Spirits are noemally indifferent {0 the physical world.

SPIRIT PERCEPTION

Spirits can sense other spirits and sources of POW af a range
of roughly 10 meters per points of POW of the sensing spirit,
Within a range of 1 meter per point of POW, spirits con sense
the POW of other spirits to within 10 points, At that range,
they can alzo sense Mindlinks and Bunic, but not cult, asocia-
tions, They can also use Spirit Speech ai that range. In con-
tact, spirils can sense exact POW, INT, and CHA, if any, of
other spirits, They can alzo sense cull or religious affiliations.
Contact is also the range of spirit combat,

There are no physical landmarks in the spirlt plane, There-
fore, spirits are unable to relate objects in the spirit plane to
the pysical plane outside of the range of the senses of the em-
bedied spirit they are in telepathic contact with,

Spirits can sometimes be tompted by the possibility of a
physical body. In such cases, spirit combai may occur,

The rum of the mill, available for challenge, sort of spirit has
an INT of 3D6 and a POW of 3D6+5, If a wider variety of spir-
its i desired, refes to the table in the Shaman section of this
chaprer,

By using the spirit combat rules below, a disembodied spirit
can captuse a body, On the other hand, il 2 character wins a
spirit combar, he will be able to bind the spirit with the Spirit
Binding spell and exploit it, in accordance with the following
outlines,

SPIRIT COMBAT

To engage o spinit in combai, a characier must locate one
with a Detect Spirit spell or arrange for a priest or shaman (o
find one for him_ He then challenges the spikt. A declared
challenge will do, since the spirit can read the POW aura of the
character well encugh o senee the invitation,

Combal then begins,

The spirit englobes the challenger. Each makes 2 “raw
POW™ attack on the other, matching POW versus POW just as
is usually done with offensive magic. IT an attack by either is




suceessful, they have the following options in the following oe-
der:

1. BREAK OFF COMBAT--This is only an option for the diz-
embodied spirit, The inability of an embodied spirit to dis-
enpape is because he cannot move away from a spirit, who
can always follow, On the other hand, & normal spleit will
not initiate spirit combat,

. THE WINNER—(and both may he winners in this sense, if
both attacks were successful) may roll DV 25 i rolling on
the POW increase roll. Howowver, the result, rather than be-
ing added to the rolling characiers FOW, is subtracted from
the opponent’s POW. This POW loss s temporary, and will
be regained af the usual rae, after the battle is over, How-
ever, if POW is reduced to zero, the combatanl ceases to ex-
ist,

. ATTEMPT TO CAPTURE THE OPPONENT—A combatant
with a supeérigrily in current POW can attempt to capture
the opponent by overcoming the others magical resistance
in a standard magical attack. This is in addition 10 the ot-
tack which by succeeding, allowed the combatant to al-
tempt the capture. The sesult of & captuee means something
different depending on the capturer,

[

IF THE SPIRIT WINS—{an entirely likely proposition)
he hag a hody, and the former possessor is now a spirlt
People who knew the challenger will say he Is “possess.”
ed™ but then he should have known the job was danper.
ous when he took it, The referee may take over the char-
acter,

. IF THE CHALLENGER WINS—He may bind the spirii
as described in the next section, if he knows the spell of
spirll hinding znd hax an appropriate object to hind the
spirit info,

1.

[t & possible for two disembodied spirits 1o enpape in com.
bat, if ome o7 both |3 aclually a discorporate (see Chapter VI
character. Either may make wse of option 1 or 2 above, anid
neither may use option 3,

Spirit combal will automatically and temporarily break any
Mind Link (see Chapter VII spells or Links with other spirits
the partictpant may have. The battbe is strictly between the in-
dividual POWs of the two combatants, However, bound spirits
will remain bound, If 8 character dies in spirit combat or is
possessed, his bound spirits, if any will automatically be freed,

BINIMNG SPIRITS

To bind a spirit a character must know the Spirit Binding
spell and either have an appropriste animal ready (see spell
description), or have a spirit binding crystal {see Chapter IX).
A bound spinil s in a permanent telepathic link with the bind.
=0, This link is only broken by another spirit combat by eithar
the binder or the bound spirit.

If e binder dics all his bound spirits will immediately be
freed. They are held 1o the physical plane by the life force of
the hinder and they cannol remain afrer his death. Even if the
binder is instantly brought back to life by some means alf of
his bound spirits will be gone.

The hinder of @ spirit can use the INT of the spirit to store
knowledge of spells and the POW of the spieit to fuel speils. A
bound gpiril cannot throw spells of any sort itself, Therefore,
i s also impossible for a bound spirit to increase its POW ex-
Cepl by spirit combal with snother spiril. In spirit combat a
POW gain roll may be made if the spirit engaged is of equal or
Breater POW. The chance of a bound spirit is the same as that
of a disembodied spirit, 5% to get o POW gain roll, If 8 sprit
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does succzed in making & POW Incresss roll, il must be pe-
Bround as soon as the POW increase takes place,

The powers of a bound spirit differ slightly depending on
whether it i3 bound in a crystal or 2 familiar,

1. SPIRIT BOUNE TO A SPIRIT TRAFPPING CRYSTAL—
The only purpose to which such g spirit can be put is to use
s INT to store spells and its POW 1o fuel spefls,

. SPIRIT BOUND TO AN ANIMAL FAMILIAR —This form
of gpirtt can act as eyes and ears for the binder, and 15 wsisl-
ly an animal such as a bird, dog, cat, or monkey, This ani-
mal may, on command, fight for the binder or o preserve
its owm life, It will also follow any other commands,

The range of the telepathic link betwesn binder and bound
is 5 kilometers, IT this range is exeeeded, the bound spirit i
freed. IF the animal dies, the bownd spiril is also freed,

Since a disembodied spirit usually forgets all knowledge of
battle magi: within 1 week after separation from its body, 8
newly bound spirit useally knows no spells,

A charaeter may teach his spirit any spell he knows over the
usual time for no cost, Since he aiready knows the spell and
the spirit is in telepathic link with him, there s no need to pay
@ priest to teach it to the spirit, This is not an exception to the
rule forbidding teaching of a spell without payment. The ef-
fect only lasts as long a5 the hinding is in effect. Once the spir.
it is freed, it will forget the spells,

LIMIT TO BINDING

The total number of spirits a character may keep bound is
equal to his CHA divided by 3. Thus, Rusik, with a starting
CHA of 10, could bind 3 spirits with no more trouble thas
spirit eombat vsually entails, 17 the character drops in CHA, he
vzl be very careful in dealing with his spirits,

Trying to keep mose spirits than CHA allows gets the char-
acter in trouble the first time he trles 1o use one for snything,
The spirit will rebel unless the character manages to roll his
CHAxS as a percentage on D100 (thus, Rurik would have to
roll 50 or Tess), IT the roll is failed, the two will engage in spirit
combat until one is the victor, with results as shown hafore, A
spirit with an appreciably snaller POW than the character's
will probatly flee the combat, as shown in the section on spirit
conthat,

SHAMANS

Shareans are (ound largely amoeng the nomad tribes and ihe
saller, family cults, Shamans concentrate on the manipula-
tion of the spir plans.

BECOMING A SHAMAN

A character becomes a dhaman by spending an apprentice.
ship of 2t least one vear with 8 shaman, A shaman will only ac-
cept members of his telbe or cult as apprentices. To be accept-
ed as an apprentics, a roll of the character’s CHAXS an D00
must be made.

During appreniiceship, the character devotes all his tme to
the service of the shaman, The character learns the rituals and
riles governing the behavior of shamans within his tribe or
cult, Among the rituals he leams are these for walking in the
spirit plane and storing POW there, This training is sufTiciently
long and complex that he will have no time for any other type
of training.

At the end of a year of training, 8 character, if deemed wor-
thy by the shaman, may altempt to gain a feich, To determine
il the characier is worthy, make a roll of 5 times the average of



the character’s POW and CHA, IT the charscter decldes not to
attempt to obtain a fetch, fails in the attempl, or is deemed
unworthy by the shaman, he may sither leave forever and re-
turn to normal life or serve the shatnan for another year and
iry again,

To gain a fetch, a character accompanies the shaman 1o a
holy place of his irbe or cult. There the shaman summons 2
apirit to the holy place and (he apprentice attempls (o ally i,
For the type of spirit called see the Shaman Fetch Table,

SHAMAN FETCH TABLE
Thiz rable should be used whenever a shaman summons 3
fetch for an apprentice. All spirits on the chart have an INT of

D6,

DIoe POW DINO Type
01-10 306 0150 Friendly
21-35 3D 5180 Mewtral
3685 ID6H6 9100 Malign

B6-95 4IMHG

9600 SDEH

Alter determining the POW of the spirit, roll on D100 again
to see if it i3 friendly, neutral or malign, Friendly spirits will
depart with no other action if the alliance fails, newiral spirits
will attack if they are of equal or greater POW than the ap-
prentice, and malign spirits will attack instantly without at-
tempting any alliance.

The attempt to gain a fetch can only be made once a year,
IT it fails, the character musi serve another year before trving
apaim.

EaE':Im::rlz a friendly or neutral spirit has been called | the charac-
ter tries 1o ally it The apgrentice adds his POW and CHA and
compares it to the POW and INT of the spirit. He then makes
an attack on the spirlt as if he were trying to overcome its
magic resistance, basing the attack on his total versus the spir.
it's.

If the attempt is successful, the spirit becomes his feteh and
he becomes a shaman, A fetch is the link between a shaman
and the spirit world. 1t is his image in the spirit world and has
oll his powers and sbilities, The relationship between the two
is what gives power to the rivals of the shaman,

ADVANTAGES OF BECOMING A SHAMAN

i. POSSESSION OF A FETCH
g, The fetch will inhabit the shaman’s body as he goes into

the spirit world to find spirits to bind or control. While
in the shaman's body, the fetch acts in all ways as the
shaman, except that spells cast by the fetch have the
POW of the fetch behind them instead of the POW of
the shaman, If the POW of the fetch exceads the species
maximum of the shaman, the spelis will be cast with on-
Iy the specics maximum POW. The fetch inhabiting the
body of the shaman prevents the body from dying while
he is pone.

. The disambodied fetch can cast spells into the physical
plane by wsing the shaman's senses to disect the spell,

. The fetch can attack oaher characters in spirit combat, a1
the dipection of the shaman or at its own volition.

. The INT of the fetch can be used to store knowledyge of
spells and the POW can be used 10 cast spells, as with
Bound spirkts.

2. STORING POWER
Ag a result of his familiarity with the spirt world | 3 shaman
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cun store excess POW in the spirit world, using it i spirit com-
bat and control. By sitting and meditating, he may use this
stored POW to replace POW from his body supply at 1 point
per 5 minules.

Thus, a POW 21 shaman with 3 POW podnts stored in the
gpirit world may cast spells with a POW of 21 and draw POW
out of the spirit world to replace the POW used. Allernatively,
he could engage in spiril combat with a FOW of 24,

This POW stored in the spiril world is regained at the same
rate as POW in the shaman's body. Thus, 2 32 point total POW
shaman would regain & poinls every & hours. The POW will re-
tisrf first to his body and then to the spict world,

POW stored in the spirit world docs not count towards en-
hancing the shaman's hit points.

3, POWER INCREASE

To increase in POW, 2 sharman must only make a roll of 25
minus current POWxS or less on D100, rather than the normal
roll. POW stored i the spirit world is included in the above
roll, Therefore, once a ghaman's POW 15 24 or mose, ke has on-
Iy a 5% chance of increasing his POW. This alse applics to his
fetch,

4. CURING DISEASE

With laying of hands on a diseased belng and performing
the approgriate ritual, a shaman may be able o cure the dis-
¢ase. The chance of a cure is his current POWxS | including
POW in the spitht world. As always, 3 roll of 26400 is failure. IT
the shaman fails, then he has been exposed to the disease (see
Chapter VIII).

5. RETURN FROM THE DEAD

Within one hour of death, o shoman ¢an use the spell of
Healing, if he knows it, 1o bring his body back to positive hit
points. The body will be reinhabited by his spirit and will rise
from the dead, OF course, the shaman must know the spefl, All
points of POW used in such Healing are lost permanendly,
They do not come back normally,

While dead, the shaman can cast no othér spell than the
Healing speil upon himself and cannot animate his body (o de-
fend or attack, I the hody s burned or caten, no resrrection
is possible,

6. CONTROLLED SPIRITS

Shamans may gain controf of disembodied spiriis by bar-
gaining with them, exchanging POW for service, To find spirits
te control, the shaman uses his fetch to inhabit his body while
he poes out into the spirit word, The ritual to enter the spirit
world is complex, requiring a day to complete, Chce the spirit
word is entered, refer to the Spirit Contact Table to deter
mine the type of spirit encountered, More than ong eneoun ler
can be made on the spinit world in one venfure there. Howey-
er, except when in spirll combat, a shaman may always retum
o his body mmediztely . It is always possible, of course 1o ad-
venfure in the spirit world and find nothing,

Oz a speit is contacted | the shaman must decide whether
or not he will approach it to bargein with i1, Normally | (he risk
is not great since spirits have lile inferest in fighting with
cach other unless there is an obvious gain for them, On 2 DIOO
rodl of 26-00, however, assume that the spirit is aligned with an
opposing tribe or cult and will immediately attack if it is of
equal or greater FOW to the shaman, Remember that spirits
cun tell the POW of another spiril within a range of plus or mi-
nus 5 points,

If contact (s made with 3 non-hostile spirit, the shaman
masst birgain with it. The normal deal i3 for the shaman (o gve




|_ SPIRIT CONTACT TARLE

D1og Spirie POW Spiris INT
01-10 1Da D3
11-20 206 1D
21-35 Kl 2D6+3
3575 K 3G
7o) 4Da+6 3D+3
9185 DG+ DG+
%6 GG ID6+G
9T TG ADE+E
a8 Bl+E IMHG
94 10D+ ANG+a
00 Deity Unilimited

to the spirit 1 point of POW per 10 points of POW the spirit
possesses. These points of FOW are lost permanently, cxactly
a3 in sacrifice for Kune Magic spells (see Chaprer VII). In re
turn for the loss of POW, which goes to the spirit, the spirit
will serve the shaman as exira cyes on the spirit plane, a5 3 res-
ervoir of POW for casting spells, and in spirit combat, when re.
quired. The spirit will fol, however, memorize or cast spells
The bargain will last until the spirit's POW iz reduced to 5
points less than its opponent's POW in spirit combat or its cur-
POW is 3 or less, in any case, through either spirit combai or
spell use,

The POW sacrificed fo the spirit becomes part of the spirit's
POW, Thus, a spirit with a POW of 23 would need a sacrifice
of 3 points of POW to become controlled, giving the spirit a
total FOW of 26, However, the POW of the spirit for bargain-
ing purposes is judged on the basis of what it was before the
comtact, not on what it is after the eontact, Thus, a POW |9
spirit needs only 2 points of srificed POW, giving it a new
FOW of 21, The sacrifice is based on the ofd POW of 19, not
the new POW of 21,

Deities are powerful and capricious belngs. Their power is
unlimited m human terms, In the case of 2 shaman contaer
wilh a deity, the referee should determine what god is involved
and what hig outlook is towards shamans, Generally, pods ig
nore other spirits unless they actively intrude on thei sphere
of activity,

A shaman may have pacts of any nature with no more spir-
its at g 1ime than be normally has POW points stored in the
spirit plane, The POW of the spirits has no bearing on this, just
the number of them. The POW sacrificed to contracts with
spirlls cannot count in this because it §s gone.

Thus, & shaman with 5 peints of FOW stored in the spirit
plane cannot use all of them to sacrifics to s spirkt because he
musi have 1 point left on the spirit plane for 2 gt oo identi-
fy him with, If he was already controlling another spirit, he
wolild only have 3 points of stored POW free (o sscrifice for a
néw pact,

When a shaman dics and wses his stored POW 1o heal him-
2elf from death, he may, of course, have to release some of his
spirita from the bargain, In such a case, the spirkts o go should
be chosen randomly by the referes.

1 TRIBAL/CULT SUPPORT

Shamans are fully sepported by their tribes or cults and
normally receive the best of everything, after the tribe chief. If
capiured by foos, their tribe will spend every reasonable effort
o rescue or ranscm them, depending on how many shamans
are atill with the tribe.

DISADY ANTAGES OF BECOMING A SHAMAN

L. OBLIGATIONS TO TRIBE OR CULT

A sharnan’s first obligation is to his tribe or cult. This takes
precedence over any and all other obligations, A shaman will
only adventure when it i3 necessary fo his tribe or cult, If a
shaman fails in his obligations to support his tribe or cult, the
tribal deities may remove his feich and hiz stored POW, In
such cases, only superhuman efforts on behall of the iribe or
cult will regain them,

2, DEXTERITY BASED SKILLS

Dhe to his duties, a shaman has no time to practice combat
skills, or other DEX based skills, and cannot increase in ability
with them, except by succesaful experiance rolls. Any ability
in them past DEXxS goes away due to lack of practice,-

3. INCREASE OF CHARACTERISTICS
Shaman cannot incrense any characteristic except POW and
CHA, for lack of time for a training program.

4. WISIBILITY

By their very nature shamans are conspicuous. The paga-
phemalia of their rituals and ourn of power that hangs around
them make them easy to distinguish af all times.

3, COMMITMENT

There is no ltave of absence from being a shaman, Once
tied into the spirit world, there is no leaving, ever, except hy
being cast from the tribe or cult, The nosmal action in such
cages is suicide,




Vi

OTHER SKILLS

INTRODUCTION

Juat as an Adventurer can leamn fighting, either by experi-
ence or through training, he can also learn other skills and in-
¢réase them through training, Some of these skills will be of
great use, some of Umited use, and some only rarely may be of
uze, depending on the nature of the game being plaved,

Liks fighuing skills, most of these skills have a basic chanes
of success of 5%, There are some, like speaking a foreign langu.
age, that are impossible to do without at deast a lintle training,
There are alse a few that have a higher basic chance. The tables
showing the various skills will indicate what basic chance each
skill has. Skills which are learned fotally or not af all, like al.
chemist skills, have a basic chance of 0%.

To ltarn a skill by experience, a characier must vse it sue-
cessfully in conditions of stregs, The player may then try 1o
make a roil of 100 minus the current ability with the skill, or
tess, on DI0D, modified by his INT. For each point of INT
over 12, add 3% to the roll needed, For sach point under 9,
subtract 3% from the roll. If he makes it, the character goes up
35 ahbility in that skill,

RURIK X SAGA

Rk, seeing no vivible freanee affer @ recdfic fghs with a
pang of 4 dvarves wser fip 05 abiliy o Seor Middes Krems
There way something there 1o b fownd ard the refirer rolly 2
7. A piver amulet and I gemz were discovered. Thiz mot only
made thy barile worthedbile, It also affows Rundk to make o rolf
for feaming by expevience. Birik'y chance of podeg up fn thay
gkitl fp 720 (1N murwr &0 play 12 for kiz ANT of T6). He rally o
. maed Raortk now has @ 438 abitliy 1o Spoi Midden ftemy,

A character can also buy training. When a character does,
nog-fighting skills are learned at the same rate of Lunars per
weoek as fighting skills are, 100 L buys 2 hours a day of train-
ing for a week. The cost of lraming shown on the tables indi-
cate how many weeks cach 5% increase in skill takes to leam,
Some skills must be learned all ai once, rather than 5% at a
time, The cost of learning these skills indicates how much time
must be spent by the chasacter in learning the skill,

CATEGORIES

Skills are divided inte 4 broad categories. Thes are Stealth,
Manipulation, Perception, and Knowledge, Bonuses Trom fiatu-
ral ahility are not added to skills with o basic chancs of 0%
{i.e., those that cannet be done without training) uneil the firsi
5% of training has been boughi,

Ciher skills do not fall into any of these categories, They
must be learned from the basic chance given on the tables
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RERIKES 54AGA

After paiming kip 455% abfity in Spof Hidden fiem througph
experiencs, Runk decides 10 gel Iroiming in the abiling o well,
nesing mrareey e found on the dwarves,

T bring hiy Spos Hidden Frer abilite up o 50%, 0 5% add,
he murel spend GO0 L. Thit means ke car either spead & weeks ar
2 howrs a day Ieprmimg che aliline, oF spend o week ar 8 howrs a
day, with & cost of 4008, ood g week or 4 hours 2 day, with a
cogt of 200 L, When be hay spend this fime iy frafaing, e will po
up 5% in Spor Hidden frem, fo o total af 505

Kurik alro wamis fo fearn po moke blade senone. He fag 3000
L awailable, ro e widher to fearn make Made venom 5, e could
take SO wawks (5000 TO0F ro fearn the ckill, bt decides fo oom-
prezs it down s thar Be i fearalng concarreninly with e Spor
Midden Rtem ghiling above, For & weeks he pends 2 hours a day
dewening Spor Hidden ftem and 6§ hourr 2 day learming blody sen-
ol 5 Af the end of ohiy thove, he hag spent a ronal of 2400 L aond
har Iearaed 5% more of Spor Hidden em and J8O0 L worth of
the 5000 L cost of blode venom 5, He then conpeadeares on the
tede verowm 5 brewing wirth 8 hours trateiag o day, He kas 3200
L worth of Nme feft in teir treiming, Divide thar by 400 L of
rrining & week and ke hag 8 weeks of teeining remaining before
ke Enows dlody vemom 5 Thus, lo fearn the two skill, ke hes
ipenl I4 weeks in fraimieg and 5600 L. He cammoar beeak up i
fisne and adveniure m bepween feprons, so by the time ke fr
daree, e i ready for @ venivre nro Pawls Palace dungeons

without any bonuses, The skill of Cratory is a special case and
the bonuses for it are given in the skill description.

CRAFTS, GUILDS, AND CULTS

The first question confronting an Adventurer is whene to go
to learn the skills he wants. There are 2 number of different
teaching guilds and brotherhoods. The ones most likely to be
]uaa&il.ll b an Adventurer, and the skifls they teach, are given be-
oW,

The awthors encourage referees 1o expand the list for their
canpaigns, or look to our Specialty Pucks for details.

ALCHEMISTS GUILD

To leamn the skills of the aichemisis, one must become gi-
ther a full member or an asociate member. To become a full
member of the Alchemists Guild requires an apprentice [ee of
IOHE L. It also demands a dedication to the ar of alchamy
and an wbiding interest in research. Full members of the guild
teach, do research, and make things. Full members receive froe
training but the work precludes an active life ouiside the lzbo.
ralories, g0 Adventurers prefer associate memberships,

Associste membership requires 2 minimum 5000 L dona-
tion. For every point of CHA (he character has below 9, add
#00°L to the domation. There is no adjustment for high CHA.




The Alchemists Guild never gives credit.

Becoming 2n aseociate member also requirés dire oaths of
secrecy to be taken, never to reveal the secrets of guild skills.
This oath has been broken from time to tme, bl the breakers
all haye died of strange, exceedinply painful ailments shortly
therzalier.

Associate membership allows one to buy training in a skill
making alchemical substances. The cost of the training is over
and above the cost of becoming a member,

ACID MAKING

The skill of making an mmmediately harmful fiquid which
does damage equal 1o its potency, In other words, a polency 7
acid would do 7 points of damage 1o whatever is contacted.
Sulphuric acid for awtomobile batteries or household lye
would be aboul potency 2 on this table. The most potent acid
this skill can be used 1o make is potency 200 Acids are not
magical in nature.

ANTIDOTES

The making of agenis counter-active Lo a specific substance,
The cost of making the antidote is the same as the cost of
making the substance it is the antidote for, Thus to leam to
make an antidote for a level 5 poisom, the character must
spend 2500 L {and 25 two hours a dav/week periods) to leam
it, Antidotes [ast for X houwrs after being taken,

A specific level 4 antidote would counteract all but | point
of the appropriate poison of potency 5. The inpredients for an
anticlote cost the same ag those of the agent it counteracts, Un.
less the antidote must counteract a magical suhstance, no POW
is meacbed 1o make an antidote,

BLADE VENOM

This is a special tvpe of poison, made for Use on a weapon,
It is expensive and time consuming to learn to make. Like
gcid, it is rated in potency levels of | o 20, Damage Mrom
Blsde veqom scts only against the hit location affected as with
weapon damage. IT the attack with blade venom, a3 shown be-
low, does not work , the poison witl have % elfect,

The poizon takes effect during the bookkeeping phase in
which the character iz struck. To negate the effect of biade
wenom, an anliole must slresdy have been taken.

Blade venom must be carefully applied. [t 1akes 1 melee
round to apply to an arrow point, 2 melee rounds for o spear
point, and 5 melee rounds for & sword, At the sbove speeds, a
character must make a roll of DEXxS on DNOG (o have suc-

cesslully coated the weapon. A roll of 96-00 indicates that the
character cul himzelf and got blade verom in the cuf. IF he
takes 3 times the above periods he can do it safely. One dose
of blade venom will coat 5 arfows, 2 spear points, of 1 sword
or axe blade.

Biade venom is g highly volatile liquid and will have lest its
potency by the end of 3 full turns {15 minutes). In combat,
blade venom will stay on the weapon for 3 strikes apainst ar-
mov, @t for 1 penetration. If éven | point of damage is done to
the target through ite armor, if any, the blade venom will go
inio the wound and no longer be on the weapon.

SYSTEMIC FOISON

Thiz iz often found in animal stings (scorpions, splders,
manticores), The effects are not immediaie, znd for game pur-
poses can be said to take effect during the bookkeeping phase
{zee Chapier 1T} of the second melee sound after injection of
poiscn, Thus, if a character is hit in the first round of a com-
bat, the poison takes effect dering the bookkeeping phase of
the third round of the combat, approximately % minute later,

There are 6 fypes of systemic poison, They are:

1. MANTICORE VENOM-The type of poison injected by
manticores, scorpion men, and scorplons,

2. POISON GAS-The potson breathed by dream dragons,
walkiapi, and serpent guardians.

3, WYVERN VENOM--Inected by a wyvem's sting or a
snake's hite,

4. SPIDER VENOM—From the bites of spiders, whether large
or small,

5. HERBAL POISON—-Made from poisonous plants,

6, MINERAL POISON-Made from non-organic materials,

Ingredients for herbal and mineral poisons are penerally
available, but the others vsually have 1o be geested for, since
they and their antidotes require a hase of the appropriate poi.
AL

HOW POISON WORKS

The effectiveness of a poison is found by comparing the po-
fepey of the pokon o the CON of the victim, This is done in
the same way that an attack’s POW is compared 1o the target’s
POW i a magic attack, Thus, 2 poiency 3 poison will have a
50% chance apainst an & CON, a 306 chance against against a
12 COM, and a 70% chance agpinst a 4 CON,

If the poison successfully overcomes the OON of the victim,

ALCHEMIST SKILLY TARLE

Skl Cost of Training Ingredient Cost per Dose Porlan Cost
Ackd Making S00 LiPorency Level 5 L{Poini of Potency 50 L/Point of Potency
Antidoles As Cost of Counterad Agent Az Cost of Coundered Agent Az Cost of Countered Agent
Rlade Yenam 1000 1/Potency Level 10 LiPaint of Polancy 100 LiPoint of Potency
Systemle Poison 400 LiPoténcy Level 4 L{Point of Potency 40 L/Paint of Potency
Battle Magic 2000 LiFoint of Spell 20 LPain of Spell 200 1/ Paint of Spell
Healing 2000 LiHit Point Heabed 20 L/Hat Point Healad 200 L{Hit Point Healed
Power Restoring 2000 LiPoint of POW 200 LYPOW Point Hestored Chtly Used by Maker
ALCHEMIST SKILLS TABLE

All alchemist skills are of the tvpe which are leamned totally
o nod at all

COST-The number of Lunars It eosts to learn 1o makes a parti-
cular stage of potion. Thus it costs 500 L to learn 10 make a

potency [ acid and 10,000 L w make 3 potency 20 acid,
INGREDIENT COST—The cost of the mgredients for 1 dose
of 2 potion. Mote that | dose is [/10 liter.
FOTION COST-The nonnal over the counter cott of one doss
of the potion from an alchemist,




the vietim takes as many points CON damage as the poisen has
potency, This damage cannot be healed by ordinary Healing
spells, The effects heal natorally at a rate of 1 point of damags
per game wetk.

If the character resists the poison, he takes as damage to his
COM 3 of the poison's potency and , if survives the fight, heals
at the usual rate for polson, 1 point per game week, Again, o
Healing spell will not heal this damage,

EXAMPLE

Crabkoeh the Odarous finds kimsel [ Fphting o maniicore, The
samifoore Mt with ex fTeer sirike, peneireting ohkosh s hregss-
piare and infecting its peisor. {1 the same round, Orhkesh alio
hirs, Bai docs mol mdage to pensteare the mumiicore s fough
chin with his brogdaeend, coated with blade werom,

fn the second rownd, Dshkosht fands gguin, Infficfing 4 peints
af damage and blade verom of poteacy 10 to the mariioore. The
maniicare oy @ 12 CON so Chkash s plaver hes & 40% chance
of micceeding with his roll, He rolic @ 47, 50 the maniicore oy
wiffers 5 additional points of domoge, This i3 il ¥ pointy of
domage to fiz right leg and ir i unaible ro une i, However, of
standy F-faoted aad contiuwes e Tgri

Ire the third round, Ochkogh lomds spein, doing 2 total of 7
paointe to the beast, faaly Kitling it Thers wes e fiove RO
doriage becowse the blade penost wag uged up in the peneiraiion
of Mhe previous blow, Before e can appreciare Ris eiciary, he
roels frame the effects of the poivon wihich s him fn the first
roumd

¢ Oskkosh dead? He har a OON of 14, The podson in the
sting equalled the beast's OO of 12, 0 the podson has a S0
ehanre of working, The roll iy 58 so Ostekoth only takes & poines
off claraage

Nrre that his OON 5 temporaeily redueed & poirks Fis St
poinrs and hir pomis per kit location should b refigrared wnid he

FECTIEE,

THE USE OF ANTIDOTES

An antidote given to a poisoned but not yet dead character
within 2 full turms { 10 minutes or 50 melee reunds) will cancel
the damage dome by the poison up te the level of the antidote,
The antidote must normally be specitic o the poisoning. For

example, manticore poison Will not be afteviated by snake bite

antidote no matter how potent the antidote i3,
However, some antidotes are % effective (zlways round up)

against other ceriam proisons. These are:

Mineral Antidote

Gas Antidote

Spider Antidote

Wyvern or Mineral Antidote

Spider Venom
Wywern Venom
Scorplon Yenom
Poison Gas

MAKING MAGIC POTIONS

%o far we have dealt with the non-magleal concoctions of
the alchemists. They also make magle potions, Besides the in-
gredients, the cost of which is shown on the Alchemist Skills
Table, a magic potion also requires POW to give the desired ef-
fect. and POW to keep that effect in the potion

BATTLE MAGIC SPFELL FOTIONS

When ingested, this kind of potion allows the casting of |
spell once in & 2 hour period. The potion contains both the
POW for the spell and the knowledge of how to cast it once at
the mormal strike rank, If it is not used within the 2 hour peri-
ad, it s eliminated from the body and cannol b used, Use of
the spell from the potion does:not subiract FOW from the user
or require 3 memorization of the spell,

To create 3 battle mapic spell potion, the maker must put in
twice the number of POW points needed to use the spell, Thus,


























































































































































