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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
dsgpsr %
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 %
Shing iling a
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,














































































































































































































































