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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 %
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

L3 "

Contingsd on by Sl o



RUNEQUES;

The Fantasy Role-Playing Game
BY

STEVE PERRIN

RAY TURNEY
STEVE HENDERSON
WARREN JAMES

with editing and special sections by
John Sapienza and Greg Stafford

illustrations by LUISE PERRIN
Sartar and Prax maps by WILLIAM CHURCH

based on the universe created by

GREG STAFFORD



Thiz hook is dedicated to Dave Armezorn ond Gary Gygax, whe first opened Pendora’s box, and fo
Ken St Andre, who found in eouwld be opened again.

With thanks to the following playresters and erifics—

Richard Barwfuart
Clinr Rigglestone
Ann Bruner

Greprge Bruner
Rurk Rrumer

Mark Chileriskai
Al Dewey

Dom Dhiped
Tadashi Ehara
Davied Forehaffer
Hilda Harnifen
hwen Hannlfen
Terry Jackson

Bl Joknson
Bill Fourrs

Sherman Kahn

Kert Koufer

Bill Keves

Rudy Kraft
{harlie Krank
Jody Lee

Les Lugar

Steve Marsh

Hal Mos
Crordon Maonson
Hendrik Feifer
Dhirer Pierson
Hilary Powers
Fack Richardson
Fory Roof
John Sapnenza
Wavne Shaw

{erep Srafford
Arders Swenson
Ars Turney

Bill Fogprhess
Warren Walton

secied 2nd edifion thanks fo

Mark Chilerskaz
Bl Keyes

Ihan Piersoi
Sk Sapienzg
Gireg Srafford
Anders Swenson

and ail the playiesters whose names we forgot to gei, and the conmributors to ALARUMS AND EXCUR-
SIONS, THE WILD HUNT, and THE LORDE OF CHAQS, who helped ws find what was needed for the

second edition

m

n

INTRODUCTION
backeroand
map: Crlorgiiha

Felorian Chronology {3rd age}

HOW TO CREATE AN
ADVENTURER

characteristics

abilities, and how character-
istics affect them

money aind equipment

MECHANICS AND MELEE

time

movement

encumbrance

the melee round

strike rank

hit location and wounds

COMBAT SKILLS

nises o0 combat

special damapes

optional rules — parries,
critical, and fombled

learning fighting skills

3
4
f
7

12

14
14
14

I5
[
17

9
19
9

iy |
21

weapan use and training
missile wenpons

shiclds

artmor

helmets

Vo BASIC MAGIC
battle magic

descriptions of battle magic

spells

Spriril contact
shamans

W1 OTHER SKILLS
mproducrion
alchemasts” guild
the free sapes
thieves association

other guilds and brotherhoods

players and minstrels
maritime bratherhood
foresiers

AFTRRPETS
horssmasfers

X1 INDEXES

24
-
Rt
2B
30
3
1

40
41

44
47

1]
50
i
51

5l
5l

120

Vil RUNE MAGIC
mastering the Runes
Rune cults
becoming 3 Rune lord
hecoming a Fune priest
Rumne magic

Rune magic spell descriptions

elementals

sample cults

Orlanih

Kyper Litor

Black Fang brotherhood

VIl MOMSTERS
creatures of Glorantha
pom-hwman races
muonster descriptions

pon-humanoid kit location

tahle

X TREASURE HOARDS
TrCasures
special items

¥ APPENDICES
contents of appendices

53
53

L1]
58
54
&l
b
&7
&

72
T3

73
T4

41
o2

L]

98

All contents copyripht & 1978, 1979, 1980 by Chaosfus, e, May Arachre Solorg bless and protect this book,

Address all comments and guestions fo Chaosum, fnc, PO, Box 83032, Albany, CA $4706, U5 A,
Published in the UK, by Games Workshop Lid,, London, under licence from Chaosium Inc.

Printed in Great Britam,

2




!
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%
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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.

28

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

42

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,
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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,




for @ 2 point Bladesharp, 4 points of POW must be put into
the potion to fuel the spell and hold it in the potion.

To make a battle magic spell potion for 8 particular spell, a
character must know how to cast the spell, This means that a
charscter who knows no Bladesharp, or only 1 point of it, can-
not make a 2 point Bladesharp potion,

The POW loss from making battle magic spel] potions is not
permanent, It will come back to the maker at the usuab rate
for regaining POW points,

HEALING

To make a healing potion requires the same amount of
POW as the battle magic spell potion, It acts just as a Healing
spell of the same number POW points would, This potion dif-
fers from a battle magic spell potion with the Healing spell in
it. A character need nol know the Healing spell to make it, It
heals the characier who takes it kn,

FOTION OF FOWER RESTORING

To make thiz potion, a character must put in twice the
number of POW paints the potion will restore. When wsed | 1L
will restore the number of POW poinis in the potion to the
Adventurer up to his current maximum POW points. Taking 2
FOW 3 restoring potion when the character is only down 2
POW points will restore the 2 points bur the third will be
wasted,

FINAL NOTES ON POTIONS

1. Potion refers to a variety of actual forms and shapes caps-
ble of similar effects. Herb packens, salves, pills, biscuits and
other ghapss and sizes will all serve the same function, They
are afl ahout 1710 liter in sze

. If a character ingests 2 or more magical potions, neiiber will
wiork and they will combine, producing unpredictable | usu-
ally unpleasani, effects in the ingesting character’s body, A
character only benefits from the effects of | magical potion
al @ tume, 1t b5 possible to wait for 2 howes, till a charscter
has eliminated a potion [rom his svstem and then drink an-
other,

3. Magical potions often spoil if left unused for more than 2

months after making. Spoilage may have a number of ef-
fecis, as shown In Chapter IX,

bd

FREE SAGES

The sages teach all the other Knowiedpe skills. One goes o
the brotherhood to leamn to speak foreimn languapes, read and
write, make maps, evaluaie ireasure; eic. The sages can cul
across cult lines as can the alchemists, Like the alchemists, the
sages de not grant eredit Lo Adventurers. All abilities learned
from this brotherhood must be paid for in advance.,

EVALUATE TREASURE

This skill gives knowledge of what things are worth 4t a par-
ticular place. A suceesaful roll an D100 indicates that the char-
acter knows approximately whal the value of an item is, This
miust be controlled by the referee {who should roll the dice) as
the character may learn what it is worth but not what it is for.

MAP MAKING

This is the skill of keeping proper referents and perspectives
on a piece of paper without actually measuring the terrain
meéder by meler,

ORATORY

The ability to inspire emotional responses in people and
sway their thoughts, The player slates the response wanted
and the referee rolls the probability, with any modifiers he
feels the situation warrants, The basic chance i= modified by
CHA, INT, and POW as shown on the following table, OF
course, one must speak the language,

Characieristic Characterisic Roll

0f-04 0508 0902 1306 1720 Each 44
INT L35 +05% +05%
FOW 05% Hi5s  #05%
CHA  -10% 05% +H15%  +10%  +05%

SPEAK OTHER LANGUAGES
Speaking a foreim langeage, For fusther details, see the sec-
tion of General Motes on Languages in this chapler.

READ AND WRITE OWN LANGUAGE
Basic repding and writing tralning,

READ WRITE FOREIGN LANGUAGES
Reading and writing a foreign language,

SAGE SKILLS TABLE
Skt Type Bagic Chawnee {13-25 Fi50 5575 -4
Evaluate Treasuse Kniowledgs 05% 400 200 FE00 240¢
Map Making Manipulation 10P% 100 200 4001 B
Oratory Special 05% 500 1000 30040 EXF
Read & Write Own Language Knowledg: 109 200 400 B 1 60K
Read & Write Other Languages Knowlzdge [ 400 200 20060 000
Speuk Other Lanpuapes Knowledge 0% GO0 1200 2000 4001

EXPLANATION OF HEADINGS

TYPE—Gives the major category the skill falls into, Note tha
Map Making is a Manipulation skill, Thiz iz because of the
control needed to draw an accurate map, For those with a
basic chance of 0%, the Knowledge add or subiraction of a
charaeter only applies upon learning 5% of the skill,

BASIC CHANCE-The basic chance a character has 1o perform
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# particular skcill correctly , withoul traming.

05-2530-50055-75/80-100—Cost in Lunars per 5% increase in
ability with the skill up to the pereentages shown, To leamn
Map Making foom the 10% basic chance up to 25% cosls a
fotal of 300 L. From 309% to 50% will cost a total of 1000
L. etc. EXP means advancement in those ranges through
successful experience rolls only.




GEMERAL NOTES ON LANGUAGES

COMMUNICATION
Percentage chance 1o speak a language hag the following ef-

fecis:

Abiligy Meaning

0110 May only communicate simple things like “Please dont
kil me!™

May gel acrozs simple requests and live day-to-day in
the native country of the language speakers. “How
much for the leg of [amb?™

Asgured communication, one can speak like o dumb na-
tive, can take time to get ideas across. “Many horses
ride by two days apo .

Allows one to tell storkes, sagas, songs, etc. Can argue
and bargain as well as any native speaker, “That junk
isn "t worth the Clacks it would rake to sink it.”

This is keaders, diplomats, emissary level speech, “Most
bepeficient grestings wour mast noble and pious high-
ness."”

11-3
150
51-80

E100

EXPLAMATION OF HEADINGS

ABILITY —Percentage chance of seccess in communication
through traiming,

MEANING - Rough approximation of the level of communica-
tion,

LANGUAGE USE
Usz of a language is done in one of two ways,

EAVESDROPPING OR READING

When a character is trying 10 listen in on another's conver-
gation, his chance of undesstanding the conversation is his per.
centage chance with the language. This may be modified by
distance, surrounding nodse, thickness of the door he's listen-
ing throwgh, eic,

The referee should roll this percentapge and tell the eaves
dropper the content of the conversation if the roll is success-
ful. If unsuccessful, the charzcter will not undersiand what is
said, A fumble rodl will mean the character will misunderstand
what is said.

The same procedure applies to reading an item wrillen in a
language the character has nof mastered, although he may
come back to the item after learning more of the language and
Iy again if he wishes.

CONVERSATION

Copversation is 2 give and fake between two speakers, If
hoth speakers have a proficiency level above 50% with the lan-
pusge, (here i usually no problem in communication, When
one or both members of a conversation have a proficiency lev-
el below 506%, the following system should be used,

Each member of the conversation has the combination of
both speaking percentages a5 3 chance of being understood and
understanding the other, & roll should be made for each parti-
cipant. If the two speaking skills add up to over 100%, there is
still the 5% chance that a misunderstanding will oceur,

In a conversation dealing with deisilled information or un-
commion words, 2 roll of the information mver's speaking abili-
ty alone must be made os the referee will determine what the
information came out as.

Alternately, the referee can assign & difficulty level and sub-
tract that from ihe combined speaking levels of the two con.
versants before the roll is made,
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SIMILAR LANGUAGES

It is possible that a charaeter may not know 3 language be-
ing spoken, bul does know a similar one which can help him
figure out what is being said, just as a Norwegian can puzzle
out much of what & Dane is saying, A referee should have lan.
rrage “famnilies” determined for his campaign, so he may de-
cide whether a character from one country can gencraly un-
derstand a speaker from another, For those wishing to set your
campaign in Glorantha, an article describing the Gloranthan
languages is included in Chapter X of this book,

RURIK'S SAGA

Rurik, sieaking through the pessapes of Pevis Poloce, liefens
i & door and hearr & converartion inmde. There are tradis on (e
ather side af the dooe. Rurll knows Darkron gue ar 5% amd the
referee rolls £ 5 Rurik realizer thar one of them saptag that e i
feawing. and the orer feall is coming with fie, e repidly ducks
arowad the cormer, anly fo A iRfe e dack frodly poming oud
af @ door o the wall of the corridor ke fust ducked inre. The
troils dide 't sy wiat door they wowld feape by,

Rurik fnmediarely gitemprs fo explain o the rolls et he iy
fust payring through and it nar ar ail beiliperent. Noting thar the
daek frendl Ben an INT of 10, the referee mudtiplies shat by 5%
and fimds the troll kaga lnguage capability of 50%. Additg ther
fo Runk's 35% gives o fotal of §5% chares of tucoessful oo
Higarinn.

Forrumately, the referee ralfed 42 and the dark frofl wader-
wrgndy, MNor being in the mood for g fight, ke tells Rurlk fo ger
aiel irimicdistely, adding quick directione. The refered divides
his up fato two msructions, "Teaee” and Ven by dhiy rowte, "
Rolling he dice for each, he gety o 53 on the [Tirst fefreniomn,
bk @ 0 an the seeord. Rurik leaves, buf the directions given by
the referee are pof the omes which will gef Aimi owi, ang he finds
feietedt | privg deeper aand deeper,

MOTHER TONGUE
Characters from a particular backpround will speak their
native lanpuape at their INT times 3%,

ALTERNATE SYSTEM FOR LEARNING LANGUAGES

Those withowl meney to learn from the suges may:

1. Learn a language by spending a week at 4 hours a day, with
20 L expenses {the character bought a number of rounds of
drinks, etc.), talking to people who naturally speak i, Note
that this requires the presence of a lairsized population of
parive speakers of the language in the area in which he is
trying bo bearn it

. Hire a traveler or traveled person. Each 2 weeks eosis 200 L
for 4 howrs a day and neis a 5% increase. Maximum from a
non-player traveler is ZD643x5% (or 2 maximem of T55)

THIEVES ASSOCIATIONS

b

Cme of the most important 21 of skills for an Adventurer
are those known Best by thieves, Many of the skills of thisves
are duplicated by companies of entertainers and players, and
sogne by other groups such ag woodsmen, Master Thizves may
offer credit to o likely candidats based on 100 L per point of
DEX, Generally they demand some 1ask or aid for indtial train-
ing rather than charging interest, This demand may be held in
abevance for some years, bul must be performed when re-
quesied,

Later training masst be pald for, cash in advance, unless the
Adventurer joins one of these bands, when he can leam them
#l % mormal cost. In that event, he will be required (o perform




THIEF SKILLS TABLE
Trpe Skilly Bazie Chanoe 05-25 Fi-Si 55-75 -1
Manipulation Climbitig 15% o0 400 B 1600
Hide ltem 1% 40 00 1600 3204
Jusriping 15% 100 2 400 B0
Lock Picking 5% 500 1000 2000 4000
Trap Set/Disann 05% 400 300 1640 3200
Perception Listen 25% 200 400 200 EXP
Spot Hidden Items 05% 200 LT 1000 EXP
Spot Trap 05% 200 600 10400 EXP
Taste Analysis i SO0 103 2000 4000
Stealth Camouflags 105 200 500 1200 2
Hide in Cover 5% 200 S0 1200 2600
Move Quietly 055k 200 ] 1200 EXP
Pick Pockets 5% 400 BOO 1600 EXP

various tasks for the band, Such doties can be difficolt in the
extreme and make for interesting scenarios,

The heading for the Thief Skills Table are similar 1o thos:
for the sape skills.

CLIMBING

The ability to climb walls, ropes, clifis, and the like. 1t deals
with things like center of gravity, position, hand and feot
holds, and mental atitede, A successful rofl on DI0D allows
the climbing of a normal obstacle, Especially difficult climbs
shoudd be adjusted downwards, Sheer walls cannot be climbed.
A Master of the crafl (90% abality) could climb a sheer wall
wsing only a comer, whether angled in or out,

For silent climbing, take the percentage chance of Moving
Quietly and multiply that by the chance of Climbing. Thus, if
o character has a 0% chance to Move Quictly and a &0%
chance for Climbing, he has a 30% chance (S0%x60%) of
Climtring Quietly, A character will presummadly be concentoal-
ing first on Climbing, and cnly secondarily on Moving Chuietly
g iF the character rofls a number between the number neces.
sary 1o Climb Quietly and the number necessary for Climbing,
he will at least get up the cliff (or whatever he's climbing) even
if he makes a dreadful racket, IF the player of the aforemen-
tiomed characier rolls between 31 and &0, therefore, the char-
acter managed to climb bul made aoise in the process,

HIDE ITEM

Allows one 1o secretly pocket, cover aver, or make incon-
spicuous items under 75 mm in each dimension. Useful when
examining chests full of treasure, or afier suceesafully picking
a pocket,

JUMPING
The ability to jump for height or distance or over obstacies,
wich as bodies in melee, Generally speaking, a successful roll
“on D100 allows the charaeter to jump twice his height hori-
zomially or up to his height vertically wdth o nenning start, Ar-
mor, heavy loads, or a standing start ceduce the distanoe jump-
&d, An unsuccessful roll means that the distance was not tray-
ched.
A system for using the SIZ of a character to determine his
height 15 glven in Chapter X, Referees may wish to devise their
own systern i line with their picture of the usual sizes of peo-
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ple in thair worlds,

LOCK PICKING

The kill of opening locks without the proper key, A suc-
cessful roll opens the lock, If the lock was made by someone
with over 10089 ability i bullding Jocks, the characters
chance of picking the lock is reduced by the amount of the
builder’s ability over 10055, Thus, & character with a 30%
chance of Lock Picking faced with a lock built by a Master
with a 1 204 ability has only 8 10% chance of picking it,

In short, @ lock made by @ lockmaker with 120%% ability
could be said to have a 20% “defense” against the “attack™ of
the leck picker,

THRAF SET/DISARM

A successful roll on D00 means that the set trap will work
as desipned. When disarming & teap, 2 successful die roll on
00 disarms the trap, It is possible o fumbie while trying fo
disarm a trap. The chance of doing 8o is the same as the chance
of & fumble in combat and depends on the ability of a would-
be disarmer (see Chapter IV), If & character fumbles while at-
templing to disarm o trap, be i caught by it As with Lock
Picking, a trap set by someone with over over a 100% ability in
Trap Set will reduse the wouldbe trap disarmer’s chance of
suceess by the amount over HE to which his ability extends.

This ability encompasses all types of mechanical traps,

LISTEN

The ability to listen at doorways, down corridors, etc,, to
got an idea of what, how many, what size, etc., about anyihing
making noise. However, even 4 trolls in armor may be fairy
quiet,

Crenerally, a successful Listen ability roll will teke prece-
dence over 3 charzcter’s Move CQuistly (explained later) excepi
in wnosual circumstances such sz thickness of doors, Jod
background noise, or a recent history of explosions near the
listener"s ear.

SPOT HIDDEN ITEMS

The skill of betng able to find things that are hidden. It
ranges fromm spotting secrel doors to what Kind of armor 3 man
is wearing under his funic 1o finding the secret compartment in
a chest full of bones. It will give no indication of the contents




of the compartmeni, a character’s pockets, eic,

SFOT TRAFS
A specialized form of Spot Hidden ltems. Allows the char-
acter o spot the signs of a trap, or detect the workings of it or

its trigger, before being caught in it,

TASTE ANALYSIS

The ability io tell from only & drop or crumb whether a
substance is harmful or wholesome, and give the taster an ides
of what the sample is. This is only an idea, not a deseription,
Smell can also be used. Useful in discovering that a potion i3
potency 20 scid before a character drinks [t

CAMOUFLAGE

The ability to use materials either from the mmmedizte area
of brought into the area to disguise oneself or other objects to
ook like part of the tereain, Alse applies to such things as
blackening the face for nighttime movement, etc. A seccessful
roll for Camouflage means thal no one without a successful
rodl on Spot Hidden ltems will notice the camouflaged item o
characier,

HIDE IN COVER

The skill of using natural cover to hide anesel(, Differs from
Camouflage in that it can be used instantly and lets one hide
behind or among things rather than uze them 10 cover yole-
3217, Cover must be available. It is possible to hide in a8 room
full of furniture, 1t is not possible to hide in an empty room or
@ smooth walled corridor, unless there are deep shadows pre-
sent,

It is possible to move and stay hidden at % the dic roll on
D100 needed for simple Hide in Cower,

MOVE QUIETLY

The ability to move guietly for purposes of sneaking up on
opponents, gare animals, ete, On a suceessful roll an oppo-
nent will be surprised unless he is using the Listen ability and
makes a successiul roll

This ability is reduced by wearing of armor (see Chapter IV
for detalls), If several different types of armor are worn, the
nipisiest should be vsed for modification purposes. Mote that
there is still a 5% chance of being quist,

PICK POCKETS
This ability tecludes both picking pockets and slitting

purses. 11 also includes the removal of jewelry such as brooches
and badges. Items in direct contact with the skin, such as rings,
cause the ability to function at % its normal level,

NOTES ON THIEFLY SKILLS

1. As has been noted in the descriptions, Perception skills take
precedence over other skills. A successiul roll with the ap-
propriate Perception skill will always spot what was hidden,
camouflaged, etc. However, 1o be used, a Perception skill
must be declared ai the start of a round or turm, and no
other skill may be usad, spell cast, or weapon used during
thai peried.

. Except in obviows cases, two skills cannot Be combined,
One obvious case & Moving in Cover (% the chance of Hid-
ing in Cover) and Moving Quietly, When computing a char-
acter's chance of doeing both of these at onece, multiply the
probability of Moving Cruietly by the probabiliy of Moving
in Cover,

In the event that it mattess which of the two skills the
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character fails at (Climb and Move Quaietly near the top of a
13 meter eliff, for example) the player must pick one of the
skills as the one on which his character concentrates. If the
roll is between the number needed 1o succeed at both and
the rofl needed to succeed at the one on which the charae-
ter is concentrating, the character suscerded with the onc
concenirated on and falled with the other

EXAMPLE

Ariella hoy notived that her side, incheding Rurik, seems fo b
dosimg dw g Davnle winh o trolfe. Since the barole i fokirg ploce
im an dregulardy shaped, dimly ¢ cove, there i ample cover. She
decides fo fry fo both Mowe e Cover gnd Mowe Qufetly fo gt
arouend b0 the reae of dee irolls Sehiing Rurid, and reduce the
oaldy gpeiner him with Befiddle spells, Armells killy the frodl fiec-
ing her fo mew firsd fiov her) and iy aow free 1o oy hae sivategem,
She hag o 255 chance of Moving Cheietly, witich wold have beem
Rlgfer I she weren 't wereing ring mail. and o 4095 charce of
Moving ie Cover, Siace 25%xd0%=1 0%, she has & 1 0% chance of
suporer Moy player ralls OF amd the succeeds,

. Buccess in most thiefly skilis should be determined by the
referee’s roll on DIOO. While 2 player might roll 1o sse il his
character hag successfully picked a pocket, the referee
should roll to see if he has spotted a trap, or done any thing
clse that might alfect how the characters move through the
scenario, The referee should make a practice of rolling the
dice whether there is something for the character 1o delect
or niot.

MNOTE—An experienced band of Adventurers could be ex-
pected to have a set series of Perception skills ready to use for
every occaston. The plavers should make up such a “battle
plan™ and give it io the referee for his reference whenever the
oceazion demands, However, new Adventurers should be ex-
pected to declared their intent to use a Perception skill

OTHER GUILDS AND BROTHERHOODS

There are a number of other guilds and brotherhoods, none
of whorm grant credit for the teaching of skills. Each descrip-
tion of an ability lists the guild where i may be learnad, Some
guilds protect their secrets by requiring all whe wish to learn
from #4 to join as full or associate members. Others require
high fees for what they have to teach, Some, of course, do
both,

PLAYERS AND MINSTRELS

Players and minstrels teach the thief skills of Hide Irem,
Listerr, Camouflage, Hide in Cover, Move Quistly, Pick Pock-
ets, and a combination of Climbing and Jumping known as
Tumbling. These are taught at nommal prices, with the Tum-
bling skill taupht at the combined price of Climbing and Jump-
ing. Thus, to go from [5% to 209 in Tumbling would cost 3040
L (2004100300, They also teach sape skill of Oratory.

They also teach such skills as Singing and Acting, skills
which would use the same bonuses as Oratory, and the Manip-
ulation skills of Playing Instrumsents and Dancing. These are
skills which are not wseally important to the Adventurer and
we leave it to the referees of various campaigns to determine
the ¢osts of these skills and in what manner the chasacter
would progress with and wse them in his adventuring carser.

MARITIME BROTHERHOOD

The mariners will teach swimming to anyone who pays the
few. Anyone wishing to learn how to sail and navigale must




ARMORER SKILLS TABLE
Skilt Type Basic Chance 05-25 30.50 55.75 §0-100
Armior Making Manipulation D0 500 1000 200 4000
Weapon Making Manipulation 0% 500 1000 2000 4000
Shield Making Manipulation 0% 00 1000 2000 4000
join as an apprentice (see Chapter X} ARMORERS GUILDS

MARINER SKILLS TARLE
Skill Swimming
Type Manipaslation
Basic Chance 15%
05-25 100
30-50) 200
5575 300
- 110 40

SWIMMING

The ability 1o stay afloat and move in 2 desired direction,
The roll must be made every 2 full turns, or the characies
starts to drown.

This {5 also 3 measure of the ability of the charzcter to pet
out of armor when he hits the weter. Again, falluse o make
the ol means a drowning characier.

A swimming character has only % his normal ENC ability.
Thus, 4 12 STR character would have a maximum ENC of 6 in
the water, For every “thing” he carried over that &, he would
be reduced 5% in every DEX based skill, including swimming.

FORESTERS

The foresters teach several skills at the same rate as the
thigves, These include Camouflage, Hiding in Cover, Moving
Guictly, Climbing, and Trap Set/Disarm, They also teach
Tracking

FORESTER SKILLS TABLE

Skil Trucking
Type Perceplion
Basic Chance 105
05.25 200
30-50 40
5575 200
A0 00 EXP

§

TRACKING

The ability to follow a track through normal termain and
pick it up again if it is interrupied by @ river, ele,
Reduce tha chance of success lor each day passed since the
trail was made. The referee may wish to add other modifiers.
O course, if there are no tracks to be found, iracking is im-
possible.
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To learn the skdlls of armoring, this guild requires a person
i become an astociate member, or joln a8 an apprentice (see
Chapter X). Associate membership costs a character 3000 L,
which is separate from the cosis of learning skills,

EXPLANATION OF BKILLS
These skills ape based on the pereentage chance that an Ad-
wenturer will make an item correctly, so that it can be used.
Improperly made shiglds and weapons will break, Impoper-
Iy made armer will not At the one it was made for, This iz why
few people will buy arms and armor fram ranks less than Mas-

ters {05+ ability ).

THE HORSEMASTERS

Horsemasiers are in every village, town, and iribe, ready to
teach riding and horse training 1o anyone willing to pay the
money, The Beast Masters of the animal nomads of Prax are
the eguivalent of Horsemasters,

These Masters have ties with all cults (see Chaptlar VII)
which insist on riding abidity as one of the masterics of their
Rune Losds, Most Horsermasters are 81 least lay members (see
Chapter VII} of a Sun or Sky selated cult, for horses are the
it of the Sun,

LEARNING TO RIDE

Riding a horse {or other riding animal) s simple, as long s
the animal gocs no faster than a walk and i3 tragned 1o sccept a
rider. To compel 3 horse 10 go any faster than a congenial am-
ble for the horse, one must learn 1o ride.

Learning Riding gives a character the ability (o stay on a
horse moany gait, iF ke 15 supported by a saddle with stirrups.
If = hiorse does soenething unexpected (bolt, shy, etc.), the rid-
er will lose control and must make 3 Riding ability roll zach
melee round untl the toll §s successful, at which time he re-
gaing control of the horse. A fumble roll during this attempt to
regain control means that the charseter will fall off,

HORSEMASTER SKILLS TABLE
Skill Riding
Trpe Manipulation
Basic Chance 055
05.25 10
3050 500
55-18 10680
20-100 EXP




Abitity in Riding also serves as his percentage chance of
making a horse do semething it isn’l tradned for, such a5 jump-
irig # barrier.

If a character fulls off his riding animal the referes should
roll hit location and 106 damape. If the animal is running or
jumping, damage Is 2D6. Protection and Shield spells will
count for absorbing the damage, Armor will count if 2 Tuck
roll is made (POWxS or less on D100,

If the horse dies or falls suddenly, the player must:

1. Make a luck roll (POWxS) to see if caught totally by sur-
Pprise,
_IF the luck rodl is successful, make a Riding percentage roll,
If the huck roll Fails, the character is pinned by his riding
anlmal, Koll hit location to see what part of the body is
pinned. That part of the body takes the damage bonus of
the riding animal & damage. Both armor and the spells Pro-
tetion and Shield will help absort this damage.
If the luck roll succeeds and the Riding roll fails, the
character has still been pinmed.
If both rolls succeed, the character is nol pinned but has
been thrown, Refer to the rules on being thrown ahove,

FIGHTING FROM HORSEBACK

A character can fight with weapons, 07 use magh, while on
horsehack. His effectiveness with weapons is equal to either his
riding ability or his ability with the weapon, whichever is low-
wer, Unless the horse i3 a trained warhorse, it will not fight in
a battle.

There are two modes of fighting which are particularly wse-
ful from horseback. f

|. THE LANCE-A lance can be used in a charge, which is de-
fined @5 & straighl run of 20 meters or mone. T 3 target is
hit during a charge, the damage bonus of the animal ridden
is wsad, not that of the rider,

If the character using the lance has had no training in its
wse, he can use {t at ¥4 his normal attack chance with & one
hunded spear, unbess his Riding ability is below that. It can
also be wsed as a one handed spear if the character has the
necessary STR and DEX to use a long spear one handed.

. HORSE ARCHERY —There 4 no exirs penalty for shooting
from a moving horse. A roving target at the same speed
and direction will also be treated as being o standard targer,
All other modifiers fo archery fire shown in Chapter 1% still
apply 1o the horse archer,

A light erosshow con be shot and reloaded on horseback,
Heavier crosshows cannot be reloaded unless the horse is
brought to & full stop until the device is reloaded.

CONTROLLING A HORSE DURING BATTLE

When a charscter is riding a horse unirained for battle, his
piayer must roll his Riding abtlity or less every meles round
and at any lime the horse is damaged. IT the roll is unseccess-
ful, the character must spend the next meles round calming
the horse down io the exclusion of all else by making & Riding
ability roll. If he does not attend to his horse, or fails the roll,
the amimal will bolt away from the exciternent. §F this happens
refer to the rules above on unexpected actions by the horse,

Controlling a horse during battle requires congentration, An
active spell, such as Fircblade, is impossibie 1o maintain due to
the concentration the spell needs.

A cavalry horse is trained to remain under conirel incom-
bat, and Riding ahility rolls are not needed and active spells
can be mainfained.
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A trained warhorse will fight for itself and the rider need
only sl on the animal and take care of himself, so that Riding

rodls are not necessary and active spells can be cast.

TRAINING THE HORSE

Any character with 50% or greater Riding ability can train a
horse to the saddle and bridle. Each game week, the player at-
tempts to roll his percentage. When successful, he has the
horse for nding.

Cavalry horses and warhorses are another matter entirely,
They can only be trained by Horsemasicrs. Warhorses must
firat he trained as cavalry horses, To become a Horsemaster
{and learn how to irain warhorses), 2 charzcter must attain
00% Riding ability. A cavalry horse trained by o Horsemaster
will remain under control in battle and s warhorse trained by a
Horsemaster can be trained to attack at the Horsemaster's Rid-
ing ability, minus 50%. Therefore, a basic Horsemaster, with o
0% capability, can train n warhorse up o #0% ability with
each of its three attacks: the bite, the kick, and the rear and
plunge. For further delails on how a warhorse altacks, soe

Chapter VIIL

LEARNING FROM EXPERIENCE IN RIDING
A character may attempt an experience guin roll in Riding
ahility when:

I He has successfully lived through a melee in whichi he at
least started on horseback (he may reatize why he fell off},

2. He las madg¢ 2 horse do something he never made it do be.
fore.

3. He has completed a journey of at least a week through difft
cult terrain.

HORSEMASTER SERVICES COST TARLE

Warhorss Training Per Type of Attuck

0525 200

30-50 400

5575 BDD

ISR EXP
Cavalry Horse Training

Flat lea 100D

4, He has successfully tramned a horse to saddle and bridls,

CHODOSING A HORSE

A character's Riding abiity percentage is also his chance of
finding what he wants in & horse, Such 2 roll should be made
by the referee so the player cannot see ji. Onee the character
has bought the horse, the player can be told whether or not
the character got what he wanted, If the charscter didn'i get
what he wanted, characierisilcs are rolled randomly, but il s
very unlikely that a character will do better than he wanted,

Maturally, very sirong, large warhorses arc al @ premiun,
Eeferses should raise the price shown on the basic cost list by
seweral hundred percent for such animals and they may not be
available.
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RUNE MAGIC

MASTERING THE RUNES

The universe is divided into two planes; the spirit plane and
ihe physical plane, Mana is (o the spirit plans what matier is to
the physical world. POW is the capacity to collect mana, Spells
then shape the mana to allain a particular effect.

RUMNES

The Rumnes are symbols which have power inherent in them,
They serve as aids i manipulating the universe. However,
merely looking ai o Rune is not suffickent to use its power, A
character must know how (0 use 1 a5 a3 symbal 10 gain any
benefit from il. In practics, this means being a priest or sha-
mLan,

Mot much §s known about the Runes themselves, alithough
they have been known to change over time. Whether the
Fupes reveal a deep harmony in the wniverse, to which even
the gods must conform, or whether the gods produced the
Runes and they are manifestations of the gods |5 question of
much dispute, even among the pods, from whom it is difficult
to et & slraight answer, anyway.

To the practical minded character, interested maostly in the
uses of power, it doesn't matter, The Runes are there, and

they work.

TYPES OF RUNES

Runeg fall into the following four classes; Elements, Forms,
Conditions, and Powers, Each god has one or more specialties
within the Forces described by the Runes, These are the areas
in which the particular god, and therefore his priests, are most
éffective and versatile, To say that a god is a Fire Rune god  an
Musion god, or whatever, is (o say that priests of that god will
specialize In that ares. The specific Runes, in order of class, are
a3 follows:

ELEMENTS

The Elements are what Gloranthia 15 made of, During the
Hero Wars period in Dragon Pass, and for some centuries he-
fore and after, six elements were recognized (one prudgingly).

DARKMESS~The most ancient Rune, the Fist Bomn,

from whom all other Elements were bom or descended.,
Diarkmness was the first Element to arise out of the primal
chaos.
AV WATER Water was born of Darkness, As an Glement, i1
A4 [ called Son of Darkness, Pathway 1o the Underworld,
amd Supporter of the Earth,

EARTH—Earth is the third Element, Daughter of the

Seas {though the dwarves think of Earth as male), Moth-
or of the Sky, Wife to Many, Suppodter of All, At least hall the

cults in Glorantha include the Barth i some manifestation or
other, as Life-Giver, Stone-Father, Shaker, or Primal Ances-
tress.

AIR—Alr ig next, though actually Fifth Bom, the Son of

Earth and Sky (Sky was also the son of Earth), He is the
Breaker of Laws, Destroyer of Heaven, Fighter against Dark-
ness, and Liberator of the Sun. He is usually manifested as a
storm god, such as Orlanth in Sartar or the Storm Bull of Prax.

FIRE/SKY —The Sky iz different from the Adr, for Air

sepurates the Sky and the Earth, Aftes his defeat by his
son, the Sky has been aloof from mankind, although westiges
of his worship, such as the Sun Dome Temple are still present
in the land,

MOON Moo is the Sixth Element, and litthe accepred

amonpgst her peers. Outside the Lunar Empire, she has
hardly, any presence at all, though the Moon is sometimes con-
sidered a Condition Rung.

FORMS

These are dezcriptive Runes, A pod 5 usually descrbed as
being of a particelar Power or Element, and the form deter-
mines how its Power or Elemental force is expressed. There are
actually many submines to esch of the following basic ones,
but these cover the ground adequately for the purpose of these
rubes.

PLANT -The symbol of the first life upon Glorantha, [t

is zaid to symbolize the first Plant god, a son of the
Earil and Sea, Many cults have a connsciion with the Plant
Bune, one being the Aldrvami cult, a combination of Earth,
Plant, and Power Rune of Ferility,

BEAST—This Bune is also called the Dragon's Eve, and

is mippoged to represent the armor plate over a dragon’s
eye, Dragons are thought to be the progenitors of all beasts {at
feast those with four or more begs) though o one has had the
nerve to ask a dragon about it, It is thoweht to have originally
been a dragonewil Rune, and i complexity would indicate
this.

MAN—-This Rune represents the humanoid shape and is

commen anong all humanod races, Same other races in-
terpret it as “slave™ or “food.” It is said bo represant Grand-
father Mooal, and numeroues folkiales are told about him,

DEAGONEWT - As exotic as the race it represents, it is

found only in the Dvagon Pass ares. Unlike most of the
other Form Bunes, il cannot be used with an Elemental Rune,
though there are several Dragonewt Power cults, all modified
by the Dragonewt Rune,

SPIRIT-This Rune describes the spirit aspect of the .

verse. Shamans are always tied to the Spirit Buneg | since
it is by dealing with this Form that they gain their power




CHAOS—Descriptive of those who are descended from

the entropy of that Form. They are uayally bound to
some Form, since even Chaos must obey the Laws of Time,
but it might be combined with any other Rune, Mothing is to-
tally safe from the taint of Chaos.,

CONDITIONS
There are three main cenditions. They modify by showing
what aspect of an Element, Form, or Power is served by a cult,

MASTERY —The all purpose Bune, it ¢can be shown as 3

symbal of Mastery of Men, of Magic, or of Elements_ As
master of men, it describes a Hero, As master of magic, it sym.
bolizes any cult of reasonable power, The use of such Condi-
tion Rumes usually masks the troee identifying Runes of the
cult or person described, although it may also signify the nde-
pendence of a Hero of magician from cult dies.
R MAGIC—Almost redundant in this magie-rich world, this

Rune describes how a cult or individual deals with the
power of another Rune, Since it {5 impossible to deal with
Runes without magic, it meéans much,

[NFINITY —The mack of the gods. He who possesses the

Infinity Rune 13 almest a god himseelf, This is ned weed
lightly a= it implies todal control of the power fow around the
uger, making him invulnerable to almost all magic, among oth-
er sbilltles, It's characteristic of gods, superheroes, and deagons
anly.

FOWERS
Said to symbolize the members of the celestial court, the

Power Runes are unigue in that they are formed in mutaally
antagonistic pairs, Opposing cults often have opposing Fower
Runes as part of their idantities, A cult of great power may be
able to worship gods of two non-paired Powers, but it will very
rarely have maore. Cults rarely have access to two paired Pow-

ET5.
11 HARMONY - Said to represent the Divine Harp with

which Order was separated Trom Chaos. 1 s guite an-
cient and revered throughout Glorantha,

DISORDER-Dhrectly derived from Chaos. Anarchistic

cults elaim that this was the first step of creation from
Chaos, therefore, Disarder is the First Born of the Powers and
the foundation of the wnivers

FERTILITY {Plenty, Giving, Love)—Symbolizes the An-

cient Cup from which the whele world was poured an
the dawn of creation. The symbol of growth and life.
1. DEATH (Separation)—known to be the First Sword, the

immortal and cursed weapon which the god Humaki
used to bring death to the world, Othess clalm this (o be the
first of the Runes, citing the scparation of the world from
Chaos us the first action in creation,
ﬂ} STASIS (Ilmmobiity, Solidity, Stone)—The various

names for this Rune are the ideas behind it, This Rune i
closely connected with the art of skchemy, and the dwurves,
They claim that this is the First Rone, for it provided the
fowndation from which all else was created,

MOVEMENT (Mebility, Change)-Denotes the ancient

wheel, As usual, there are claims for it 1o be the First
Rune, for without it, there would have been no growth from
Chaos, folktales speak of the World Bird who escaped from the
Maws of Chaos upon this wheel,

TRUTH-A Hune of the ancient, all seeing sky pods.

Said 1o represent the torch which the grey ones used to
escape from Chaos. Yet another candidate for First Rune, lor
its constancy and order set creation apard from random, unset

b4

tled Chaos,

& [LLUSIOM-The Puppeteer Troupe, the major cult of
® % he Father of Musion, always claimed that this was the
First Rune, for withowt Diusbon, there would be none of us to
think we ever were. They refuse to explain further,

LUCK {Chance)—Thought to be both an expressicn of

Chaos, and yet the stamp of spproval of the gods. It is
litthe used, except in the Holy Country, where the Masters of
Luck and Death proudly display the symbol of the chance
they take with every breath,
* FATE—A very few culls use this as an expression of the

way of the world, Used by most loser cultures with no
other explanation for their status i the waorld and by hose a
the top, to justify their position,

RUNE CULTS

As stated before, a Rune cult ¢can be involved in the wos-
ship of deities, such as Oulanth, minor ancestor spirils, or any-
thing in betwesn. A cull consists of worshippers and a hizrar-
chy. The hietarchy officiates at sacrifices and acts 25 the inter-
mediaries between the worshippers and the deity. The hierar-
chy gains magical power (and @ good living), the god gains
power frem the sacrifices, and the worshippers get whatever
the hierarchy feels obliged to give them.

The way to join the hierarchy of a cult is to become an ini-
tiate, An initinte who progresses in physical skifls such as fight-
ing may eventually become a Rune Lord. An initlate who gains
& POW of 18 may eventually become a Rune Priest. [i fs pos-
sible in mest culis o become both & Rune Lord and Rune
Priest,

As stated previously, the object of RuwreChees? 15 for an indi-
vidual 1o acquire mastry of one or mere Runes, Success in this
is marked by a person becoming 8 Rune level character, which
means that they have acquired the status of Runa Lord er
Runc Priesi, When they are a Bune Lord, they have proved
theis sight 1o the Mastery Rune, while s Rune Priest has
proved his affinity with the Magic Rene. From thes: bases, in-
dividuals may continue their spiritual and mapical develop-
rgnt to include whatever Runes thebr cult is associated with,

The mext three sections describe initiates, Rune Lords, and
Rune Priests, and how to become each,

BECOMING AN INITIATE

To become an Initinte, the character must be a worshipper
of the pod of the cull. He must swear to follow the commands
of the god as expressed by the priests of the cult, He muost ob-
sorve the cult holy days and is expected (o tithe to the cult,
and lead occussional minor services,

Candidates will usually have to pass a tesi 1o become initi-
ates. The referee may provide a suitable test, or he may wee the
fallowing formuls: Add the POW and CHA of the character,
To this total add | for every 100 L the character gives to the
cult as an offering. Divide this towal by 3 and multiply by 5.

KURIK S 5AGA

Afrer seweral gome peary of play, Kueik finds himeell with o
POW af [o omd & CHA of I4. He decides Nia? be waals fo jofa
the Sun Dome Temple. Teking 7000 L, whicl ke es monaged (o
srve ol of many advenheres, b goes o the remple and pufs
MlwieedF before e examprers Fe har o cligace of f16 (INTI+1 4
fOHARRD e 3000 L))/ 3=20 20x5=000% chanee of secep-
rence, {¥o ore ever seid Ruk way dumi )

Howeser, g3 wowal, Rurtk ettll kog a 3% sharee frol af 95.00
o DY o f heing hidekballed.




The player should attempi to roll this result or less on D00
IT successful, the character is an initiake.

In return for his services (o the cult the initiate pet the fol.
lowing three benefits:

1. IVINE INTERWVENTION

An initiate may attempt divine intervention once per week,
To suceeed he muost roll his current BOW or less oa D00, IT
{he roll is succesaful, the god intervencs in accordance with the
description of divine intervention kater in this chapter, and the
character loses permanently as many polnts of POW as was
rolled on the dice, If the plaver rolls exactly the current POW
of his character, then the character’s soul becomes a spirit in
the service of the god, However, the requested effect will oc-
cur. On unsuccessful rolls nothing happens: no POW is lost,

EXAMPLE

Rurik s hard of adventurers (s assulting @ neimed casile inhab-
ited by frolfs Bl rushing the main gate, Celikoeh the Odorouy
ruddenly disappenrs from sight, He har pepped through the cor
ering of @ long dimsed well, Qehkosh it an inifiate id Kre Chelaknh
cull. Az he falls e cally upon hiv god fo ger him out throwgh di-
rine intervertiorn, Oeikosk frgro POW af 14, Hiy ployer rollsa 74
o D00 Becawse i1 it o mecessfiel roll, Orlensh infervenes and
ity Cshkoph out of the well wirh o grear rush of air, Mowever,
besgicee the plaver's rall war equen! to the POW of Odhkazh, the
spivit of Qvhkagh iv rekem fo Orfomth and ki body liey by ghee
well, S the player had rodled 07, Ouiviok would stitl be alive bur
wondd now have & POW of 11, Howseer, he would be alide 1o re-
matm the POW throuph the urd process of POW goin rodls,

LIMITED USE OF RUNE MAGIC

Initiates may he ahle 1o ohiain o cult Rune Magic spell for
one use, To oblain this spell, the initiate must permanently
sacrifice POW points equal to the POW poini ¢ost of the spell
for a4 Rune Priest. Most cults resirict this to initiates going on
cult missions, o a5 a rewzrd to trusted and long-standing mam-
hers, Apain, he can regain this sacrificed POW through the usu-
al FOW gain rolls,

&

EXAMPLE

Morus the Hairp, on imitiete of Humaek?, kes fust reached o
POW of 17 He wants o become @ fune Lord ard iy mot yer
quatified. He aiks the local préest of ki cull for 3 paints of
Shifeld hared on hiv lone nonding servics o Humoke, The res
guest iy granred, Mo row has 3 podirs of Shicld ond o PORW af
14 He ran only use sach poiny af Skield once.

3. BPECIAL TRAINTNG

[§ there are any specizl cult skills or batede magic spells, an
initiate can lear them at special cult prices. The exact skills,
magies, and prices vary with the cull,

BECOMING A RUNE LORD

#ny cult may have a Rune Lord or Lords, though mot all
cults have them ai any given time, All cults are anxious 1o in-
duct Rune Lords, but the candidate must meet the criteria giv-
en below,

hb

MINIMUM AEILITIES FOR A RUNE LORD CANDIDATE

1, AT LEAST 90% ABILITY IN FIVE SKILLS—These skills
misst be i fighting oc in other skills, though there iz vsually
& minimurm requirement of two 205 fighting skills. Which
skills are necessary depends on the cult. The Sun Dome
Termple, which makes its living in part by selling mercenur-
ies, demands five fighting reluted skills, of which st least
two must involve the spear, and one the bow , which are the
traditional weapons of the Sky Rune, On the other hand,
the Black Fang Brotherhood, 2 small cult of asassing de-
voted 1o @ manifestation of the Death Rune, puts much em-
phazis on hiding and moving kills, and the making of poi-
sons, The only weapon requirement is dagger.

. A FOW OF AT LEAST 15-Bagically, he has to have

enough POW to attract a god's attention.

PROVE HIS DEDICATION=The cult will usually insist a

candidate be an initiate for a penod of at least one year,

o

COMBAT BENEFITS

As a Hune Lord, an Adventurer may extend his ability past
100% by making an experignce roll of his INT ar less on DO,
Extending one’s ability past 100% has 8 number of benefits,
though the character still has no better than a 95% chance of
sctually hitting,

If an opponent has the defense ability (see Chapter 10) the
100K+ ability glves a greater chance of hitting him. A de-
fender with a 359 defenss, Facing 3 Rune Lord with a 1206
chance of hitting, will be hit by the Rune Lord on a roll of
0185 (1 20.35=85), If the Rune Lord has only a 100% abili-
ty, he would have to roll 6% or less to hit.

. An opponent’s parry is also reduced sgainst a 100%4 at-

tack. Thus a characier with a normal parry of 75%, fighting
s Rune Lord with a 1205 attock, has only a 55% chance of
parrying the Rune Lord (120-100=20, 73.20= 35},
While the actual chance of hitting remains no better than
955, the chance of an impalement or critleal hit continues
to increase, Thus our Rune Lord with a 120% attack with a
spear has o 24% chance of impaling, and a 6% chance of a
critical hit, which is better than the 20¢% chancs of irmapal-
ing, end 5% chance of a entical hit possessed by the charac-
ter with only a 1005 chance to hit,

. The ability 1o split attacks or parries also increases so that &
character with a 1207 chance of parrying with his shield,
could make itwe 60% parries, one T0% and ome SU% parry,
o7 2ny other combination as long as no parries are reduced
below 5065

If the Rune Lord increases to 150% ability with atiack
andfor parry, he can split his attacks or parry among three
enemies instead of two, Motz that to be able to aftack three
opponents in one meles round, 8 character must be able (o
strike @t stefke rank 4 or less with the weapoen he is using.
The prohibitions apainst further attacks if an impale or crit-
ical hit is scored still apply. He cannot aitack or parry the
same enemy 3 times,

1

NOM-FIGHTING SKILLS BENEFITS

The Rune Lord may also advance in non-fighting =kills on
the same basis as fighting advancemeni. The advantage of this
bacomes obwious when the Rune Lord with the 1 20% chance
of Hiding must escape the notice of a puard with a 53% chance
of Spoi Hidden. The geard's chance of finding the Rune Lord
iz ofly 35%, Mote that if the Rune Lord rolls 96400, he has
failed 1o Hide, and the gused will see him whether or nod he
Spots Hidden_




OTHER BEENEFITS
There are five othier benefits 1o being a Rune Lord,

I, BIVINE INTERVENTION

The same effect as the Rune Magic spell described later,

When 3 Rune Lord appeals for divine inervenition, bis play.
er rolls D100 and consulis the following table, Note that upn-
less the player rolls 96-00, the Fune Lord will always receive
divine aid. The Divine Intervention Table gives how many
POW points he loses permanently ae the price for this aid,
However, he can eventually regain the POW through mormal
POW gain rolls (see Chapter W),

IMVINE INTER VENTION TARLE
Do POW Logt
0105 () Points
06-10 I Podint
1120 2 Points
21-30 3 Points
3140 4 Points
41-50 5 Points
51-60 6 Points
6170 T Paints
T1-HED & Points
2100 % Points
Q155 10 Poinis
Q.00 Mo Effect/No Loss

Because of his direct vle with his god | the Bone Lord may
even call upon his god after death, calling for one favor, as des-
cribed in the description of divine intervention found in the
seciion on Rune Magic, Certain death geds, of course, will not
answer a call for remewed life, but may answer a call 10 bring
the Rune Lord’s party out of difficulty . The call for divine g
tervention must be made immediately (the next melze munl:llj
after death, or the spirit of the Rune Lord will join his mas-
ter's entourage and be unable to call on such intervention,

If the Fune Lord has insufficient POW to meet the de.
mands of the god, he ceases 1o exid, and his spirit s drawn in-

to the entourage of his god,

2, BOARD AND SUCCOR

A Bune Logd always has free rogm and board at any temple
or other establishment of his cult, Also, his cult will usually
try to get him out of any mprscament he may have gotien
himself inte, The method may differ with the cull, The Sun
Dome Temple, and other major cults, will usually pay a ran.
soan, The Black Fang Brotherhood might erganize 8 rescue
mission, or take & hostage in the hope of an exchange,

The cult will usually handle anv other needs of their Rune
Lords, Including supplying them with the price of such things
as warhorsss and other tools of the trade, The referee of a Tull
campaign should figure out the monstary resourzes of each
culi, so that this ability is nof overused,

3, ALLYING A SPTRIT

The cult will assist & Rune Lord m obtaining an allied spirit
to inhakit one of his weapons (see below), Attempling toally
& spirit resembles attempting to bind 4t bul involves persoa-

sion rather than combat.
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The priasts of the cult can call up a spirit allied 1o their god,
In effect, the pod details one of its dependant spirits to negoti-
ate with the Rune Lord, This spirit will have an INT of 3Da
and o POW of 3D6+5, To determine whether the attemg
works, the following procedure {5 used: The Rune Lord adds
his POW and CHA and compares it to the POW plus INT of the
spirit. He then makes an “attack™ on the spirie, as if he wene
trying to overcome its magic resistance, basing the attack on
his Lodal versies the sgrit’s,

If the attempt s successful, the spirit is the Rune Lord's al-
Iv as long as it exists, Unlike a bound spirit, it can cast spelis,
An allied spirit is in Mind Link (sze the section on Ruene Magic
spellsh with the Rune Lord, and is also capable of anything a
hound spirit is capable of. It perceives the world through the

Fune Lords senses,
A Rune Lord can only have one allied spirit at 8 time.

GENERAL NOTES ON ALLIED SPIRITS

Alfied Spirmts in Weppors — While the Rune Losd's allied
spirit & usually put into a weapon, many Bune Lords
and Rune Priests use ifems of armor, shields, and other
artifacts such as medallions for this purposs.

Broken Spirit Objeces — 1 the artifact, or Rune Priest's
antimal farniliar, is broken os killed, the allied spirit loses
its ability to perceive the physical world. It can still be
used a5 2 reservoir of INT and POW, like a bound spirit,
It can be pui into a new artifact or animal after a wesk-
long cleansing ritual of alomemen

Epirits as "Priesiz™ — An allied spirit whose POW is above
18 can also gain Rupe magic spells like 2 priest of his
god, without other benefits or responsibilities.

POW Gatn Rolls for Allied Spiniis — An allied spirit has ex-
actly the same chance as any other spiril of petiing a
POW increase rodl, This 15 a POW gain roll of 05 of less
on DI0D, Ie can get this chance from throwing spells o
reing engaged in splril combat,

4. USE OF TRON

The cults have the secret of enchanting iron so thal wea-
pona 2nd armor can be made of it The enchanting process is
magical, and keys the item created to the character it was
created for, 7 the character dies, the enchantment dies with
him, and the metal must be reenchanted 1o be used by anoth-
er. The cnchantment also suppresses the magic dampening ef-
lect iron and other Rune metals hive on battle magic, so that
the Rune Lord can use battle magic os well as his weapons.

Rune metals are an added complication discussed In Chap-
ter X, Referee Motes, However, the use of iron weapons i im-
portant to a Bune Lord, as the added durability of these wea-
pons s an immense aid in his adventures and progression to-
ward Herodom.

Among many other ntuals, 1 point of divine intervention is
necessary for enchanding iron or Bune metals, This point of di-
vine intervention will enchant one weapon, dne shield, and ane
full ser of apmor for o Bune Lord or Priest, 0 one o more of
the components of this set are missing at the time of the ritual,
they can be enchanied later, at the cost of another point of
sacrificed POW. This suppresses the magic dampening effec
upon spells cast by the individual it is being enchanied for.

However, the god will enly demand | podnt of divine inter-
vertion For this set and the tempering will almost always (96
00 is still a failurel work, The poimt of divine intervention
musl come from the receiving Bune Lord or Pricst




RURIK S 54GA

Rurik iimg become 0 Rune Lord of the Sur Dome Frmple,

Hawing gained o POW of 19 In @ recert adventure, Runk de-
cidey fo ally @ wivit, The calt priests call, and @ spivit of INT 18
ord POW T appeare. Rurlk s dojal i CfA 14 plus POW 19, ar
33, This gives ki ¢ 0% charce of allying thix spirs, which haz g
total af 35 e rofle 75, ond has gained the spiris Sunfize far o
ally. Even had he faided, the sieiy would merely kave gone away

NOTE-A Rune Lord conmot refuse o spirit Béc pod sends
Frimy, even [f i¢ is POW R INT 3.

If the characier wishes to enchant further items beyoad his
basic sel of weaposn, shield, and armor, and the original =1 i
still available, he must make another divine intervention sacri-
fioe,

Large or old established cults generally have won or Rune
metal armor and weapons avatlabls for reenchanting. Semall,
nomadic, or fugitive cults usually do nof, and the new Rune
Losd must quest for his iron or Bune metal. Each separate
camipaign musi delermine the avallzbility of the materials for
each cult seeparately,

DURABILITY OF TRON ARMORE AND WEAPONS

Iron weapons will not take any damage from bronze wea-
pons unless the attacker rolls a critécal hit, The total points ab-
sorbed by an fron weapon are 1% times the (otal absorbed by
the bromze equivalent.

Iron armor will take 1% times the ususl damage bronze ar-
mor will take before letting damage through. Thus iron plate
will absorb 9 points, not &_ Iron chainmail will absorb B points
{in thiz situation, round up), odon ring mail will absorh &
points.

ENCUMBRANCE PENALTY FOR IRON ARMOR

As well ag being stronger than bronze, iron armaor and wea-
pons can be made lighter. To account {or this, an item of iron
weighs one “thing"” fess than its bronze equivalent, lron plate
thus weighs two “things.” If the bronze equivalent weighed
only ome “thing," the iron item must still weigh 2i least ona
“thing.”

5. IMPROVED RESISTANCE TO MAGIC

A Bune Lord always resists magic and spirit combar with
his maximum POW, Even il Burik {with a FOW of 19) were (o
cast 18 POW pobnits worth of spelis, leaving him with a POW of
1, ke would still defend spzinst magic with a FOW of 19 His
gl rakes up the difference oul of concern for the safety of
the sacrifices Rurik will make to him in the fulure,

RESPONSIBILITES OF BEING A RUNE LORD
A Rune Lord has responsibilities to his cult. There are two
principle responsibilities, commaon to all culis,

. ACCOUNTABILITY

The Rune Lord is sccouniable 1o his cult, and must come at
itz call. He has a fair measure of independence. under nernmal
clrewmstances, but 6 a message must be carried across a thou-
sand kilometers of wilderness inhabited by hostile natives he
will be appointed 1o lead the exgedition,

1. SUPPORT

As the Rame Loed is supported by the cult, so he must sup
pori the culi. #0% of his income, and all magical items he can-
niet wse personally, must be donated to the wemple (reasury,
Huowever, this donated portion of his income can be weed fo

"o
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buy teaining and spells provided by the culi. Any ransoms paid
fior the Fune Lord will also be taken {rom this dooation, if it is
available, IF 41 &5 not available, the Bune Lord's future dom-
tions will be wsed to pay back the cull, before they can be
wied for further training and spells,

Only the Jargest cults can provide training in all skills, The
campaign referee must esiablish which skils are available to
ihe Rune Lord from his calt.

RUNE LORD-PRIESTS

A Buepe Lord with a POW of 13 o higher may become &
Priest of the cult he s associated with. He cannot go up in
combat skills, but his god helps him remember what he knows




already, so that he does not loss combat abilities the way a
normal character becoming a Priest might. He keeps any bena:
fits he has already gained from his Rune Lordship. Even a
combination Rune Losd and Pries! can only have ome allied
spirit af & time, & Rune Lord of one cult cannol become a
Priest of another, A Rune Lord serving as 3 Priest cannot ap-
peal For divine interveniion as a Rune Lord. IF the god took
enough POW from him, he would go below 18 FOW, volun tari
Iy reducing his maximum POW below the 18 minimum for
Priest, which a Bune Priest is forbidden 1o do.

LEAVING THE RUNE CULT

A Fune Lord could become a roges, leaving the cult and
losing the benefits of divine intervention and the allied spirit,
His former god might impose further penaltbes. He would re-
tain ihe iron weapons and 1005+ zbilities he already had,

Less drastically, he may ask for a leave of absence. This
may nod be done immediately after his cult has asked him to
perform a dangerous mission, This will involve persuading the
high priest of his temple to let him go, in 2 manner similar (o
that which got him into the cult. He fmust use his own money,
not the cult’s 90% share, when agking for a leave of ahsence,

His reasons for leaving by either fashion vary, but include
going an a quest, which if he ig skillful and the gods are kind,
may make him into a Hero, OF course, many cults encolmge
and support such quests,

BECOMING A RUNE FRIEST

Magic in Gloranthe today is very much like the art of build.
ing bridges befors Newionian physics: Bridges were in face
buile, and there weee cerfain rough and ready rules for what
wias possible, but much of the theory is nol worth reading, 1r is
known that batile magic is done by the spiril of the mage,
while Rune magic is done wilth the aid of a deity, Beyond that,
ignorance reigns.

A Priest is a specialist in using magic. The only way to leamn
the inner secreis of magic, known as Rune magle, is 1o become
a Priest of a particular god. Also, even if a character knew the
mnper secrets, he would still need the assistance of 2 god in

casting the spells.

BECOMING A RUNE PRIEST
Becoming a Priest is not easy. To be a Pricst in a cult, the

character must

. BE AW INITIATE OF THE CULT,
HAVE & POW OF 18 OR HIGHER.

. KENOW HOW TO READ AND WRITE HIS MATIVE TON-
GLUE.

, CONVINCE THE EXAMINERS OF THE CULT of his deds-
cation to the cult and its goals. This could be done by |ei-
ting the player {as the characier) iry 1o convinee the referse
(a3 the examiners) of his dedication to the cult and itz

S Pl mma

EXAMPLE

Arieflz wanss fo join the priestvood of Grlanth. She has o
CHA of 16 and 2 POW of 19 which fofnl 35 Divided by 5, thar
pietds £2 (35 d closer fo 76 chom 531 which multiplied by 5
gives her o 0% chanee. She would pladly donase sme money fo
the remple o fmprove ker chonces, bur her losy expedinion way
rol @ gread success, o dhe hasm T pot auy. This laaver a chiice
berween o 0% chance, end howert work, parience. ore. Her
plawer decides for the dice and rolls 27, Aréslla is now o prigstess
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poals, or use the same formula used when the character be-
CITRE an Qi lmbe,

Add the POW and CHA of the character, Then add 1
poini Tor every 100 L the charzcter donates 1o the temple
as an “offering.” Divide the result by 3 (ie., average POW,
CHA, and offering). Then multiply the result by 5 and hawe
ihe plaver try to soll that number or less an D00,

BEMNEFITS OF BECOMING A RUNE PRIEST
There are five benefits of becoming a Rune Prisst.

1. BOARD AND SUCCOR

The mage is fed and boarded at any refuge of the cult {and
somie allied cults as well) and the cult will usually do whatever
is in its power to get him out of captivity. As with Rume
Logds, the cult provides a horse and armor, ete,

2. FURTHER TRAIMING

The Priest will be trained in the Knowledge skills of the cult
and i Chratory, The cult will pay for this training and the
Priest is expected 1o repay the cult out of his later coniribu.

tions.

3. EASIER POW GAIN ROLL

Since the Pricst concentrates on learning magic and condact
with his god, he needs to roll only {25-his POW)SS o less on
D109, rather than the usual (species maximum-his POW)xS,
Thus, Ariella, with a POW of 18, only needs to roll 35 o les
on DI to gain POW, where a nonmal character would need
to rall 15 or less,

4, ACCESS TO RUNE MAGIC

The Rune Priest gains the power to use Bune magic, Thess
spells give a big edge in adventuring, which ks cne of the major
reasons people moere interested in power than religion become
Priegts, For more defails on Rune spells, consult the section on

Rune magic,

5, ALLYING A SPIRIT

The Rune Preest may ally a spirt, just as a Rune Lord does,
He vauzlly puts the spirit either mto a stafl or the body of an
animal Familiar.

RESPOMNSIBILITIES OF BEING A PRIEST
The Priest has responsibilitics to his cult. There are three
principle responsibilities, common to all cults

1. ACCOUNTABILITY

A Priest Is a representative of his deity, and his cult forms
the focws of his life, He has cereain freedoms in most cults, but
emergencies will supercade his personal plans, and he must
come 3t 113 call,

2. SUPPORT
The Priest, like the Bune Lord, must give all but 10% of his
income to the temple, He must also donate to the temple any

magic itemns he cannol wse himsedf,

3. DUTY

The Rune Priest must do as the high priest of his temple
commands. His normal duties are long and time consuming. He
has no time for the intense training necessary 1o maintain DEX
based skills such as fighiing. Therefore, his ability with wea-
pons falls to his DEXxS, if he was that good in the first place.
This also affects all other DEX based skills, There i=s no time




for training or practice in these skills so they will not get bet-
ter s long s the character is a Priest, except through experi.
ECe.

Alsor, there §s no time for rigorous exercize courses and the
like, s0 the character cannot increase his 3TR, CON, or DEX.
Only POW and CHA may be improved, as increastng them re-
guires mo specialized training,

A Priest cannot voluntarily reduce his basic POW below the
L8 necessary to become a Priest, 1§ happens to him imeelim-
tarily, treat the resuli as an involuntary legve of absence, ex-
cepl that the Priest cannot regain Bune mapic spells wntil alter
hee has a BOW of 1E or higher.

LEAVING THE CULT

A Priest may abandon his vows and leave the service of the
cult at any time. He cannot come back. The podis) of the cult
will not be pleased, and all Rune magic will be lost,

Alternately, he may apply for a leave of absence, to build
up his DEX based skills, To do so, he applies 1o his high priest
and attempis 1o make the same sort of roll he made to be ac-
cepted by the cult, I he makes it, well and good, he's free_ In
applying for a leave of absence, the character must wse his own
money,

A leave of absence is for a stated period, never more than a
game year, A Priest on leave relains the ability 1o use the Bune
magic he has acquired, but counts in all other ways as a normal
Adventurer, He loses the Priest’s bonus in gaining POW but can
improve characteristics, fighting ability and other DEX basad
akills,

BECOMING A HIGH PRIEST
There are two ways to become a high priest

|, TAKE OVER A VACANT HIGH PRIESTHOOD

This has problems, mainly because the second most expet-
enced Priest takes over when a high priest dies, and the charac.
ter is fikely to be the junior-most priest,

Murdering the high priests untdl its your mm is frosmed
upon, and thanks to divination, & character has a good chance
of being caught, IT the character waits until its his turn, he
will probably be a2t least 50 game years old, The leaves the oih-
er methad,

L QUALIFY TO FOUND HIS OWN TEMPLE OF THE CULT
To do this, a Pricst must have minimum of 15 sacrificed
points waorth of reusable Bune magic spells, at least 5 of which
must be divination, and 906% ability with three cult Knowledge
skills. He must also have the permission of his high priest,
witich is easy to et if he goes somewhere el to set up his
temple, and has sullicient funds to build the new temple.

The chicf advantages of being a high priest are: he need not
ofvey the arders of another high priest; he need no longer pay
9% of his income into the temple treasury ; he may have initi-
ates of the cult to obey him.

RUNE PRIEST-LORDS

A Priest who qualifies as o high priest with 15 or mose
points of reusable Bune magic spells sacrifeed for has another
alternative 1o becoming a high priest. He may take leave from
the humdrum duty of the cult and begin training his character-
istics and skills toward becoming 2 Ruse Lord of the cult. He
still retaing all priviteges of his status as Priest.

IOINING MORE THAN ONE CULT
To become an initiate or Priest of two or more eults, an Ad-
venturer must first be an initiate or Priest of one cull. He must

then persaade his high priest 10 let him join the next cult {pos-
sibdy omly if it is friendly) by making a roll similar to that he
made to become an initiate in the first place. Afer that, he
must try to join the new cult by making o roll similar to that
he nezded to become an initiate in the first cult, NOTE—The
Priest trying to et his superiors to let him po on leave of ab.
sénee or join other cults must wse his own money , not the 905
he owes the temple.

If the candidate Préest manages to persuade 3 gecond cult 1o
tuke him in, he is not obligated to give it 0% of his income.
He iz an associate Priest and will simply buy abilities outright
from the mew cult. The new cult will provide him with food
and board, but it will not ransom or rescue him, Learning a
specialty spell of the new cult must be sccompanied by 8 do-
nation of 1000 L per POW point of the spell. As an associaie
Priest, an Adventurer need not appeal to his high priest togo
o leave, though an Adventures must still ged leave from the
firse cult,

RUNE MAGIC

A Hune Priest can cast Rung magic spells, He relies on pow.
er suppliad by his god to cast the spell. Gods are wsually un-
willing to grant humans use of their power unless they get
something oul of it. A Priest must permanently sacrifice char-
acteristic POW to his god in order 1o acquize the right 1o cast
Rune magic spells. Of course, he can get this POW back even-
teally through normal POW lncrease rolls,

A character mukes this sacrifice by taking the characteristic
POW above 18 and sacrificing it to his god st a relipious cera.
mony. The cost in characteristic POW sacrificed to leam any
particular Bune magic spell is given in each of the spell descrip.
tions following, Learning o Rune mage spell does not require
money, only the sacrifice of characteristic POW,

The Rune sssociation of his god will affect the powers of
the Priest, making him better at using the elements or powers
his god is associated with, However, there are many spells com-
mon to most cults becawse of their wide usefulness and lack of
association with any specific Rune, These are listed in the
Standard Bune Magic Spells Table and deseribed in the follow-
ing pages,

The posd does not care how many times any particular spell
is sacrificed For or which spell Is selected, although the cult
may have its own guidelines. The god is concemed solely with
gaining the POW sacrificed to i,

-

EXAMPLE -GETTING A RUNE MAGIC SPELL

Arielly, kaving become o Priestesy of Ordanth, wag almoss im-
mediztely sert owr by the femple on an adventiere. She nod aulp
wirvied B por @ POW gain roll, Making that, her plawer rolly [ 5
af the POW incresre roll, w0 ohe geirs 2 podars of characrerfelic
FYFW. Her plaper fooks ovre the Rume mopie spalls oraileble (o an
Ciefantl Pricer. fn fight of recent unforiunate experierce, Dismizs
Elemental looks atrraciive, bur the player finally decides thar
Shield would be more peneraily wsefid Areils, who woold kave
& ehargcrerisiic POW of 20 i she kepe the reslis of hee POW in-
crease rofl to Rerself, has o POW of 19 after buping | poind of
Shiald. Afrer her plaver docides the couwld ure another point af
Shield, she kas o FOW af 18 MNer player would Love 1o reduce ber
characierisiic POW to 13, g per DVemiies Elemenial T, bl ac g
Ruse Frieaees, Aviella iy obliged to mafniaim o POW of a¢ leasr
T8, 5o thar she car offfcizte in ceremonter

CASTING A RUNE MAGIC SPELL
After learning a Bune magic spell, it may be cast by reciting
a formula 1o which the spell s keyed | either aloud or in the




mind, after which the spell will take effect, Rune magic spells
always take effect al sirike rank 1.

Casting a Bune magic spell prevents & character from cast-
ing any other Rune magic or baitle magic spells, The sele ex-
ception I3 Exiension (see Spell Descriptions) which is cast al
the same time as the spell & is intended f0 extend,

Casting a Rume magic spell does not reduce o character’s
currend POW, If, in the example above, Arella had & POW of
18 and cast 2 points of Shield, her POW would still be 18
when dhe casts Befuddle one round later,

Omce cast, 3 Rune magsc spell cannol be cast again until the
Priest spends o day of quiet worship at a temple or holy place
of the Priest’s cult. This compensates the god for the POW he
used in casting the spell, and deters Rune Priests from casiing,
Rune magic frivolously. Rune Magie s regained at the rate of
| point a day so if 3 Rune Priest casts 15 points of reusable
Rume magic, it will take him 15 days of quiet worship to get it
all back, Some Rune magic spells, notably diving intervention,
cannot be regained, bul must be sacrificed for again, If a spell
is of this type, it will be noted as being “non-reusable™ in the
spell description,

The Priest can use his characteristic POW to “back up™ a
Rune spell. For instance, 3 Black Fang Brotherhood Priest,
wishing to attack Ariella but knowing she may have both
pointa of Shicld wp (for 4 points of Countermagic) can use 4
points of his own characierislic POW 1o help the | point Rune
magic Shatter go through the Countermagic and attack Ariella,

STACKARBLE RUNE MAGIC

Battle magic spells cannot be combined with themselves 1o

STANDARD RUNE MAGIC SPELLS TABLE

THREE POINTS MIMNIMUM

ONE POINT MINIMURM
1 Absorption Siackable
2 Discorparation Stackable
1 DHsmizs Elemental | MNon-Stackable
4 Dhvination Stackuble
5 Davine Intervention Srackahle
& Extention | Non-Stackable
7 Matrix Creation Stackable
E Mind Link Stackahle
9 Mulizpell 1 Mon-Stackahle
10 Reflection Stackahle
11 Runepower 1 As Per Spell
12 Shield Stackable
13 Spell Teaching MNon-Stackable
[4 Spirii Block Stackable
15 Warding Stackahle
TWO POINTS MINIMLM
16 Concealment Mon-Srackable
17 Dismiss Elemental 2 Mon-Stackable
18 Extention 2 Non-Stackable
19 Multispeli 2 MNon-Stackable
20 Runepower 2 As Per Spell
21 Vision Mon-Stackzhle

X2 Dhsmiss Elenmsenial 3 Mon-Stackable
23 Extention 3 MonSizckable
24 Multispell 3 Mon-Stackable
25 Runepower Aa Per Spell

il

inerepse the toral effectivensss of the spells, bul some Rune
magic can be. These spells are known s “stackable™ spells, 1f &
spell iz stackable, it will be mentioned in the spel] deseription.
Ag an example, if Ariella were o decide she needed another
point of Shield toadd to one she already cast, or that the Situ-
ation is desperate, enough 10 use both her points of Shield at
once, the 2 polnts of Shield would give twice as much protec-
tion as one. On the other hand, casting Protection 1 (a battle
magic gpell discussed in Chapter W) twice is not equivalent 1o
casting Protection 2 once.

The Pricst may sacrifice for as many points of the spell as
he wishes, even though some stackable spells may only be used
in increments of 4 in any one period of time

CHARACTERISTICS OF RUNE SPELLS

Unless the spell description says otherwise, all Rune magic
spells are passive with & duration of 15 minutes and a range of
L60 meters. A Fume mogie spell will always be bwice as sirong
a5 a batile magic spell of the same POW, Thus, it takes 2 points
of Dispel Magic to dispel a | point Rune magic spell.

RUNE MAGIC SPELL DESCRIPTIONS

ABSORFTION Cost—| POW paint

Range 1 60 metors Pruration—1 5 minutes

Stackakle up i 4 points Reusable

This spell absorbs the POW points of any enemy’s battle
magic spell and makes them available 1o the caster while
gereening out the intended effect of the spell. It works ealy on
spells with (wice as many or fewer PFOW points behind them as
those sscrificed for the Absorption. Spells with mors than
twice as many POW points behind them than the Absorption
will get through to the protected target without loss of POW,
Howewer, the Absorption spell will remain to absork any fu-
ture spells of the correct POW, unless dispelied by the proper
sizs Dispel Mapic,

The caster of this spell may put it on someane else, but the
caster of the spell will pet the absorbed POW. This spell can
protect anyiiing, even a sword or a spint.

The POW points puined throogh this spell are stored in (he
spirit plane, held by the god for the character’s vse in casting
batile magic spells. These points are nof added to the current
characteristic POW of the character, but are used instead of his
oam POW as fuel for battle magic spells.

As with most stackable spells, no more than 4 points of Al
sorption may be used concurrently. When the spell expires of
is dispelled by Dispel Magic, any remaining stored POW i dissi-
pated,

Absorption fs incompatible with Reflection, Shield, or Spir-
it Block.

CONCEALMENT Cogl =2 POW points

Range [ 60 meters Deration—15 minutes

Mon-Stackable Keusable

This is a combination of two battle magie spells, Invisibiliny
and Silence, and has the added bonus of making the Invisibili-
1y passive, IF the character protestad by this spell 2itacks with
misatle, melee, or magic, he becomes visible in the first strike
rank of the melee round in which he attacks and will disappear




again after the last strike rank of that round unless engaged in
melee, In any round the character disengages from melee, he
will disagpear again 3t the end of the round of disengagement.

MSCORPORATION Cost—1 POW pesint

Ranje—Touch Duuration—15 minuies

Stackable—Mo limit Reusable
The caster temporarily detaches his spirit from his body

and reunites them at will, or after 15 minutes, whichever

cornes first, The body remains comatose unill his return.

The ability to separate costs | paint, The difficulty of
maintatning the separation is directly proportional to the dis-
fance betweoen spirit and body | costing 1 further point of the
spell par 5 km of distance. Thus a Priest musi have sacrificed 2
POW points before being able to travel more than 5 kim from
his body,

While in spirit form, the character may cast spells and rele.
port the spirit part (o anywhers the character can maintain the
separa tion.

A Discorporate character is treated inoall respects like an or-
dinary dissmbodied spiril (s2e spirit rules, Chapter V). A Dis.
corporate character will be returned to his body by the use of
a properly powerful [hspel Magic spell, assuming the user of
Dispel Magic can find the Discorporate character by means of
ihe Tretect Spirt spell or find the body,

Whils Discorporate, a character attempting an attock batile
mage spell and rofling o 00 on the attack roll will be returned
directly 10 his body.

While a characeer iz Discorporate, his body is still vilnerable
to all damape causing spells, weapons, diseases, etc. I the body
dieg, the charzcler remains a spirit, showing no more interest
in the material world than the spirit of 8 newly dead character

iesually shows,

DISMISS ELEMENTAL 1 Cost—1 POW point

Range- 160 meters Dwrration —Instaniansoss

MNon-Stackable Reusahle

This spell can dismiss any small elemental, The caster of the
gpell must overcome the mage resistunce of the elemental for
the spell to work. The dismissed elemental is gone, and cannot
be surmemoned again undil the spell used to summaon it has been
regained. The elemental cannot be dismissed unail it is fully
formed, When dismissed, the elemental will disappear at the
end of the melée round during which the dismissal spell was
cast, and gets to attack during that round.

DISMISS ELEMENTAL 2 Cos1—2 POW points

Range— 160 meters Dmiration—Instantaneous

Mon-Slackable Reusable

This spell acts just like Dismiss Elemental | against medium
and small elementals.

MsMISS ELEMEMNTAL 3 Coze—3 POW polnts

Hange— 160 meters Dupation — Instantaneous

Mon Stackahble F.eusable

il

This spell acts jusi like Thsmiss Elemental | against large,
mediom, and small elementals,

DMVINATION Coat-—1 POW point

Range—160 meters Duration —Permanent

Momn-Siackable Reugable

This spell allows the character to ask a question of his god,
The answer will usually be a short sentence of up to seven
words, though it may, ai the referse s discretion, take the form
of a vision.

The gods cannot see nfo the future, being bound by Time
as the rest of Glorantha, The omal takes | hour to perform,
and must be done in a recognized holy place sacred to the god
being guestionesd,

The probability that a character will correctly read the signs
(mecessary in this rfual} given by the god in answer is POWxS
or less on D100, No one is perfect, so there is always the 5%
chance (9600 on D100 that the character will read the signs
wrong. The referee must then make up o misleading answer, As
usual in such cases, the referce roils the dice,

Each POW pomnt of this spell used allows ong question io be

asked,

DIVINE INTERVENTION Cost—1 POW point

Bange—Unlimited Duration—Permanent

Stackable—No lomic Mon-Reusable

May ke used to pray for a miracle (*0h Lord bring sister
Ariella back from the dead; Oh Lord, return us to your temple
at Pawis: etc,”), If the miracle is not too great (only one char.
gcter may be reunited with his spirit, but a whale party of up
10 a dozen Adveniurers may be teleported out of trouble), the
character’s chance of getting the request &5 1055 par point of
spell usad, This differs from the Fupe Lord’s diving inlerven-
ticai. When o Rune Lord asks for divine intervention, he will
usually get it, but he will lose & certain amnount of POW. When
a Priest calls for divine aid, the POW has been already allocated
for it, and Priest loses no other PFOW,

If the pod hears the plea and gives the miracle, the character
will have to sacrifice new POW points to receive the spell
agam. Miracles take up a ot of godly energy, and have to be
paid for. Thus, Divine Intervention is not a reusable spell,

A given character can ask his god for a given miracke only
once. If he doesn't get it then, he never will. If a god does not
grant a miracle that his Priest has requested, the Priest will
keep the POW pomits he has in Diving Intervention, and ifl he
sirvives, rmay use them 1o ask for another miracle later,

Divine Intervention also has the propecty of helping the cas-
ter but pot harming anyone else, [E cannot be used 1o sinke an
ecnemy dead, for example. IF the gods allowed their powers 1o
be wsed in this fagzhion, they would soon be in direct conflict,
This would defeat the whole perpose of the proxy wars be-
tween snortals, and threaten the waorld with direct conflict be-
tween gods,

In certnin special circumnstances, such as the enchanting of
won o Rune metal armor, only | point of Divine Intervention
is expected by the god, and no more need be cast,

Divine Intervention cannot foretell the future or change the
past. Also, Divine Imervention canmot be substinued for learn-
ing by expenence or tralming,




EXTENSION 1 Cost—1 POW poin|

Range - 160 meters Dhirution —Instantaneous

Mon-Stackable Reusable

This spell extends the duration of a temporal battle magic
spell to 1 hour, and makes it passive, if it wasn®t already, It has
no effect on Rune magic. Unlike all other Bune magic, it muast
be cast with the spell it is extending,

EXTENSION 2 Cost—2 POW points

Ramge— 160 melers Duration—Instantancous

Mon-Stackable Rrusable

This spell increases the duration of a temporal battle magic
spell to & hours, 1t will also extend the duration of a temporal
Bune magic speil 1o 1 hour,

EXTENSION 3 Cost—3 POW points

Duration —Inslantaneous

Bange—160 meters

Mon-Stackable Reusable
This spell increases the duration of 4 temporal battle magic
spell 1o 1 week, and a temporal Rune magic spell to & hours,

MATRIX CREATION Cost—1 POW point

Range—Touch Dasration—Pemmanent

Stackalble - Mo limit Mon-Reusable

This spell is used to create a batile magie spell matnix (see
Chapter [X). The number of POW points normally needed to
cast the spell must be sacrificed for Matrix Creation 1o create a
matrix for that spell, Thus, 1o make a sword inte o Bladesharp
| mateix needs 1 point of Matric Creation, Making a Blade-
sharp 3 matrix takes 3 points of Matrix Creation, A spell ma-
trizx may have only 1 spell in it, voless a successful Divine [n-
tervention is used for each additional spell, I the spell is a var-
ahle spell, however, the strength of the matrix ¢an be increased
over time, Thus a | point Bladesharp matrix could be buile up
into a 4 point matrix by Later use of further Matrix Creation
spells,

The matrix can also be created 2 pard at a time, so that a
Firehlade matrix, needing 4 points of serificed POW, can be
done over the course of several weeks, Of course, it will not
have the spell until the entire sacrifice is made.

A Rune Priest cannot make a matrix for a spell he doss not

kriow.

MIND LINK Cosgi=1 POW point

Duration—15 minstes

Ranyge = 160 meters

Stackable Mo limit Reawszhle

This spell allows the participants to communicate selepathi-
cally and use cach other's magical abilities, such as knowledge
of spells and POW, Any participant in a Mind Link may use
the spell knowledge and POW of other participants without

thelr consent,
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NOTES

A charaeter must allow himself to be included in the link.
Morule affecting spells, such as Demoralize, cast against one
member of 2 link attack all characiers linked with the target
with the same attack roll, Thus, an attacker with a POW of
12 attacking s targel with a POW of 14 needs a roll of 40
and gets 37, The warpet is Demoralized. However, the Lar-
gat's bound spirit, with 8 PFOW of 15, is not, Also, the Rune
mage with the POW of 18 the target is in Mind Link with &5
also unaffecied.

. While all participants in a link heve the magical knowledge
of the others, charactesistics, such as INT and POW, remain
the same for cach,

Charaeters defend against magical attack with their owm
POW, and cannot draw upon the POW of others for defen.
EiVE PAUTPOSES

If character A is linked with character B and C, characters B
amd C are not linked.

Any purticipant may leave the link at any time,

Only the knowledge from conscious communicalions, a8 are
communicated by the batile magic spell Mind Speech, are
retained after the link iz pone. Tt cannoi give permanent
knowledge of a spell

Once = voluntary Mind Link has been established, there is
o Limil on the range of the participants’ communications.

—

MULTISPELL 1 Cost—1 POW poini

Dreration - 15 minutes

Range — 160 metess

Maon-Stackable Reusable

This spell allows the usér (o combine two baitle magi
gpelle and cast them ot onee, These will ke resolved as separate
attacks. The only exception to this is the Dissuption spell,
which can be combined with {tself and resolved as one attack
doing 2002 damage 1o one hit location,

Multispell can be wsed 10 cast two different spells at the
same ima, or 1o cast spells at two different targeis at the same
time, This spell does not decreaze the cost in current POW of
the spefls 1o be combined, so the user loges the tofal amownt
required to cast them separately off his current POW, Multi-
spell will not overvide the usual limitations on how much of a
varigkle spell can be vsed. Also it cannot be wsed to cast in-
compatible spells on the same target, Thus, Multispel] cannot
he wged 10 creste a sngle sword with Bladesharp 8 on it, or pul
Couwnlermagse and Protection on the same character, An attack
using Multispell will take effect a1 the highest strike mank of
any spell included in the combined attack, Thus, iff Ariclia
tiked to Harmonize one enemy and Befuddle ancther, hoth at
the minimuam cost to cast, it would come off at her Harmonize
SK of 3, not her Befuddlie SB of 2,

MUELTISPELL * Cost—2 POW points
Fange— 160 meters Duration—1 5 minwies
MNon-Stackablc Rausable

Like Multispell 1, but 3 spells can be thrown at onee, com-
bined, or wharewsr,




MULTISPELL 3 Cost—3 POW poinis

Kange— 160 meters Duration— 1 5 minutes

Mon-Stackable Reusahle
Like Multispell 1, except that 4 gpelle can be thrown at
once, combined, ec,

REFLECTION Cost—1 POW point

Range— | 60 meters Duratbon—1 5 minutes

Stackable wp 1o 4 points Feusable

This spell reflects spells which fail to overcome the magic
resistance of the protected character. The reflected spolls then
attack their caster at his current POW afier casting the reflect-
ed spell, The spell attacks with the POW it was cast with,

The spell will not work if the attacking spell is of more
POW points than the Reflection spell. Because battle magic
is only % az strong as Bune magic, 3 Reflection spell stacked to
1 points would not affect a battle magic spell with 5 POW
points behind {t, but could reflect anything less powerful, if
the spell failed.

The reflected spell will hit the caster at the caster’s strike
rank, plus one,

This spell will last for 15 minules unless dispelled with the
appropriate strength of Dispel Magic.

Reflection s incompatible with Absorption, Shield, or Spir-
it Block,

RUNEPOWER 1 Cost—1 POW point

Range—As per spell Duration=As per spell

Srackability—As per spell Rueusability - As per spell

This spell is Rune magic which is a specialty of o given cull,
It is usually associated with the Runes of a cult. Two different
gods, even of the same Runic asociation, may develop entirely
different arrays of spells for dheir Priests. Some examples of
Runepower spells are given in the section on cults later in this
chapter, and in the RuneQuest playing aid Cuits af Prax. The
referee wishing more variety in his universe is encouraged to
develop his own culls, The clemental summoning spells des-
cribed later are examples of Runepower spelis.

RUNEPOWER 2 Cost—2 POW paints

Rangpe—As per spell Duration—As per spell

Seackability —As per spell Reusabilily —As per spell

Like Runepower 1, save that T POW points are put into &
specific Runepower, such as summoning a medium elemmental,

RUNEPOWER 3 Cost—3 POW points

Range—As per spell Duration—As per spell

Stackability —is per spell Reusability —As per spell

Like the previous spells, save that 3 POW points are sacri-
ficed toward a Runepower, such as summoning a large elemen-

tak.

B3

EXAMPLE

Ariefla har learmed 2 poifars of Reffection sce the lasl exom-
ple, She gops or an odvertuwre witk Rurtk and v followers. At
wiual, Birlk choses o attock the first army of Irolls ke meets,
ahour 20 af them, Ariclls caris Shield an berselland the Keflec-
riow on Kusik, ince she camnot cont both o herself, Rurfk closes
with the trodly and ot stetke renk 2, U5 hit with o pair of zpells, Be-
Judale and Dipeuption, I poist of esch. Neither spell works, and
the speils are reflected hack at their costers. The dark trofl whoe
threw phe Befteddle cost if with iy POW of 9, b him o POW
of & The reflected spell hirs him at sirike rank 3 jore after ke
threw (1) and hay a 55 chance of Hefuddling him, The réferes
rolts 27 gn P EO0 gnd surser g5 the dark rol! iz befuddicd.

The dark froli casting disruprion had @ POW of 13 when ke
cast the spell, and fook the POW for the spell from hiy bound
spirit, Thucs, e still has o POW of [7 when the spell It reflecred
at keivw, The referee rolly 43 and she dark prol! iz Diprupied, ok
img 2 poivits of dawgpe fn hie feff log.

I the next round, the frodl who camr Egruprion before, reali-
izing e iy facing Rune magic, rabs hiv bound spint of the 5 re-
wigining pomis of POW the spirit oy avallable and purs them be.
hird & Demaralize rpeil, Qnee spein, Runk's kigh POW keeps the
spell fror woeking, bur beceuse the 5 poiers of POW weee be-
hind rhe spell, it i mpor reflecred back.

i rie mecer rownd, fwe droflkin hit Rk winth Diveuption ard
Hefuaddle. The Disraption spell uger’s artack roll i 020 Bk i
hit for | pomr in the rght arm. The Hefuddle spell i 2 foilies
and fe reflecred bui fols fo affect ity caster, fn sirike nrak S, the
dark tred] decides fo rid The awiarce of this reflecting copaciny
and wses hin own POW to yerd o Ditgel Magic 8 ar Ruak, now-
ing thar thix iz enough to knockdown ever d pofars of Keflec-
riow, Mis attack rof! i3 mod 9600, 50 the spell works, and the e
Jleciion spell ls digpeiled.

SHIELD Cost—1 POW point

Range -~ 160 meters Duration=15 minuies

Stackable up to 4 points Reusable

Each paint of this spell serves as a 2 point Protection (even
over and sbove the normal 4 point limit) and & 2 point Coun-
termagic. This spell is cumulative with either Protection of
Countermagic,

Ta get past a Shield spell, a battle magic spell must have 1
more polnt behind it than twice the number of points of
Shield in effect. Thus, if 2 points of Shisld are in effect, a De-
moralize spell would have to have 5 points of POW behind it
to pet through. A Rune magic spell needs one more point than
the number of points of Shield that are in effect.

Shieid does not go away if it is breached. It remains in ef-
fect for 15 minutes, or until dispelied with the appropriate
strength of Dispel Magic.

Shigld is incompatible with Absorption, Reflection, and
Spirit Block. 17 Shicld and Countermagic are stacked together,
and a spell which would normally knock down 3 Countermagic
spell of their total strength is put against this, the Countermig:
je will go down, but the Shicld will stay. Thus, i Ariella put
up both points of her Shield spell, and added I points of
Countermagic (a total Countermagic effect of & points), and a
foe put 5 points behind a Demoralize spell thrown at her, the
Demoralize spell would fail, but the 2 points of Countermagic
would alzo be blown down and she would only have her Shield

spedl lefit for magic protection,




SPELL TEACHING Cost—1 POW point
Range--Touch Duration—1 week
Mon-Stackable Reusshle

This spell allows a Rune Priest fo leach any battle magic
spell the Priest knows o any character. The teacher and siu.
dent are in 3 specialized mind link which allows for the impres-
sing of the specific battle magic spell on the subconscious of
the student, with none of the other nommal effects of a Mind
Link, This occupies a week of ritual and training during which
nothing else may be done except for eating and sle¢ping. This
spell must be taught m a holy place of the cull.

Becausa this is one of the main sources of income for the
cult, a Priest scrifices for it early in his career.

SPIRIT BLOCK Cost—1 POW point

Duration—15 minutes

Range- 160 meters

Stackable up to 4 points Reusable

This spell blocks 10 points of an attacking spirit’s POW if
cast before spirit combat begins, Thus, a spirit with a POW of
24 attacking a Priest protected by this spell would only be able
to use 14 points of POW in spirit combat,

If, through spirit combat with the protected character, the
spirit is brought down toa POW of 10 or below, the two com-
batants can no longer interact. OF course, a spirit attacking a
character protected by 2 points of this spell would lose the uss
of 20 points of POW in spirit combat and would not be abie to
interact with the character after its BOW was brought down to
20 or less.

This spell Is incompatible with Absorpiion, Reflection, and
Shicld,

YVISION Cost—2 POW points

Range—160 meters Durartion—15 minutes

Mon-Stackable Reusable

This spell gives 8 viewpoint which may be up to 240 meters
away from the spirlt of the recipient of the spell. Looking
from this viewpoint is approximately like looking through the
character’s eyes, but it gives & 18D degree view, Alter thas spell
is cast, the viewpoint can be moved af o speed of 3 meters a
melee round, and turned 180 degrees in a melee soaind. The

EXAMPLE

Artrlla hay juys learned the Viston spell and s ordered o
check out o conle. reporied fo be fnkeldred by iralls | (A v,
Rurtk i giving the arders, but fe's grown sfighily more confious
after dhe faer afifate ) She pues Ber viewpadnt 10 meters from rhe
near gae, focing book toward rhe gate, and sees 7 odark teodl
ardy slepping, and 10 frollkin evialy rollfng dice, Wonderfng
ahout the rent of the comle, the Jurns dhe vigwpainf arownd and
reer abort o dozen defernders starting to pul thelr armor on, £
At the same rime, she hears g nember of orls, Wenring o inow
wherier she's aboul fo be earen alive, nexr round the Tadiches
her piswpraing hock to fer Bodily nerroundimgs. Rurik and abouf
4 orhers gre hotly enpaped wirh I wewrwolves, Trusting Rk
agains warewipes, mexl round she mwitches beek o Her vien
penink s that, affer the werewolves hiove been digpored of, Rurik
ran be given 2 complete acoouns of the coprle deferses.

£

b motiods can be combined,

Whille using Vision, the character cannot wse his own eyes,
However he can switch back and lorth hetween the spell view-
point and his own from ong round to the next.

WARDING Cost—] POW point

Range —Special Dhiration--Permanent

Stackable up to 4 points Reusahle

This spell requires 4 wands as “props.” They must be exact-
ly 15 em in length, and may be made of light wood, It protects
an arca of 81 square meters or les from spells cadt into it from
cutside, attacking spirlis, or attempls o enter it from charac-
ters outside the Warded wrea. The spell also protects the ai
space above the area for 2 height of 3 meters, effectively creat-
ing a cube of prodection.

The area protected is defined by extension from the posi-
tioming of the wands. Bach point of Warding functions as |
point of Countermagic against spells cast from outside the
lines of the Warding, 1 point of Spirit Shield against encmy
spirits crossing the lines of the Warding, | point of Disruption
apainst all enemies crossing the lines of the Warding, and a De-
tect Enemies spell to detormine whether the above spirits and
enemmiies are cnemics of the caster,

If the Warding is stacked to more than | point Warding,
treat the Disruption spell attack as it Multispell had been cast
with it and combine the attacks info one aitack and multiple
damage value Lo one hit location,

Any attack spell cast across the lines of the Warding, or any
attempt to cross the Warding by an enemy of the caster, will
also start an intense keening noise | which should wake all with-
in. The wamning noae is not necessary and can be suppressed
by the conjuring Priest if he covels sieep more than life

Multiple point Warding can be used to double or triple the
ares covered by the Ward, if the user would rather cover area
tham increase the power of the Countermagic and Dhsruption,
NOTE—The mage with 3 points of Warding can put | extra
point into the expansion, covering thereby 162 square meters
and | exira point into the Warding effects, giving the effect of
2 point Countermagic and Chsruption,

The Warding spell lasts until the wands are removed and
any attempt to remove the wands by anyone other than the
caster will trigger the defenses.

It can also be dispelled with the appropriate strength of Dis-

pel Magic,

ELEMENTALS

An clemental is the union of a not very bright spirit, sup-
plied by the Rune Mapge's god, and a particular physical form,
supplizd by the local environment, There are 5 major types of
elemenials: Darkness, Water, Earth, Fire, and Air, cormespon.
ding to the associated Elemental Runes.

There are also Lunar slementals, but since the Lunar ele-
menl iS5 nol present i most areas of Glorantha, they are nol
descritvad here.

GENERAL FPROPERTIES

The spinit portion of an elemental consists of an INT of
106 and a FOW equal 1o 3D6+6,

An clementzl, having both physical and spind agpects, is wl-
neratrle to both maglcal and physcal aitacks.




SUMMONING ELEMENTALS

The Elementzl Rune cults can summon elementals of their
Element. Elementals usually come in 3 sizes, small, medium,
and large, The elemental will fight for the summoning charac-
ter until it is physically destroyed, or the 15 minute time limit
is up, whichever comes first

Having sacrificed for an elemental, a character will pet the
symi elamental every time he summons it. lts characteristics
will never change, even if it is physically destroved, However,
if its POW is reduced to O, it will fewer retum, and the charac-
ter must resacrifice i he wanis another elemental,

It takes an elemental 1 melee roand to form, and 1 melee
round to receive aorders. While the summoner is giving the ele-
mantal orders, neither the elemental nor the summonss may
do anything else {such as parry the Blow the gianl is gelting
in). Since no elermental has mose than 1 D6 INT, complicated
orders are likely 1o be mixed up. However, the summoning
character i% in Mind Speech with the elemental and may
change its orders al any time, An elemantal may be sumemoned
o appear anywhere within 60 meters of the summoning cuar-
acter, Mote the difference from the usozl range limit for Rune
magic spells.

An clemental will nod move unless ordered 1o do so, How-
ever, an elemental automatically attscks anything caught with-
in or on top of it Of course, this can include the summoning
character,

Any number of elementals may be semmoned 31 one time,
controlled by one character, as they fight independently. An
elemental cannot be summoned without at least some of that




slement present. [t need nol be anywhere near the amount ac-
tually wsed in the elemental, but when a character is out of wa-
ter in the desert, he cannot summon a water elemental for
drinking purposes.

DARKNESS (SHADE)

Type
Chargclerisiics Keral! Medium Large
Attack chance 0% A0 6%
Size im cubic meters 27 (3x3x3) 54 (x6x3) Bl {3x0xl)
Hin points 1 D0 2D6+12 DGk B
5TR 1 Db+HE 206412 ADG+HIE
Movameni class 12 12 12

The shade is a tall, cloaked, human sized figuse in a pool of
darkness the sizé shown abowve. It engulfs characters in the
pood of darkness and attacks then with fearshock, filling them
with such terror that they cannot move, [t uses its POW
against the CON of the victimis) as if it were 3 POW versus
POW magical attack.

The shade aitacks with this fearshock on the first round a
character is engulfed. The attack roll is compared against the
COM of each person caught In the darkness. As long as that
character is engulfed, he cannot be affected by the shade's
fearshock after the first round, However, if he ar the shade
leaves and returns, he will be attacked agam. Unconscious
characters cannot be affected by a shades fearshock,

If the shade's attack is successful, roll for the reseli on the
Shade Attack Table,

SHADE ATTACK TARLE

Diod Remulr

Wictim dies of fear,

Victim collapses for 20 minus CON full turns,
Must roll COMNxS or less or die as above_
Collapses for 20 minus CON meles rounds,
Victim cowers in fear for 20 minus CON me-
lee rounds, acting in all other ways as demaor-
alized,

Victim runs in fear for home for 20 minus
COM melee rounds. Will attack fanatically if
no place to mun o,

Q05
06-35

305
6605

96-00

If the shade's attack is unsuccessful, roll as above but add
50 to the roll, If the result is 101150, there is no effect,

Characters making the roll of their INTxS or less on D10D
can attack or cast spells at the shade each round they are in-
side and make the roll, The shade will sirike back, doing 1 D6
plus any damage bonus based on its STR. The attack chance
shown above i3 its chance of hitting.

As with a magical attack, the appropriate amount of Coufi
fermagic or Shield will stop the effects, Because this is sum-
moned by Rune magic, 1 point of Countermagic is needed to
tempaorarily stop the effects of a small shade, 3 points a medi-
urm shade, and 5 points a larger shade,

b

FIRE (SALAMANDER)

Type
Characrerisiics Sl Medium Large
Size in cuble meters 37 (3x3x3) 54 (3wx3) Bl (3x9x3)
bHit poinls ID6+12 4D6+24 0G50
STR 1D+ IDG+12 IDo+14
Movement & B 3]

The salamander engulfs its victims, attacking their CONs di
rectly with 306 hest shock, The roll of 3D6 s matched againg:
the CON of the victim on the Magical Resistance Table {Chap
ter W)y and, if the attack is successful, the charzeter takes th
full damage rolled cn 306 directly 1o his CON, as with a pol
son attack, If unsucoessful, % the amount rolled is applie
apainst the victim"s CON.

Armor will not protect aganst this damage, but Protectior
and Shield spells will,

WATER (UNDINE)

Type
Chusracterisiics Srrall Medium Large
Slze in cubic meters 27 (3x3x3) 54 (3xox3) B (3x9x3)
Hit poinits 2D6+12 4+ 24 Gt 36
TR 1D 20612 IDG+1E
Movement class ] (i} &

The vndine attacks by engulfing its opponents, Characters
caught within i1 must make & die roll of their INTx5 or less on
D00 or suffer 1 D8 points of damage from inhaling water gach
melee round they are caught within,

Il they make the INT roll, the plaver can irv to roll the
character's DEXx5 or less on D100 to escape from the prasp of
the undine,

An undine can move away from a victim at any tdme, Any.
one attempting to block the path of an undine will be engulfed
autosmatically. It s wsually possible to run away from an un-
dine. Physical and magical attacks can damage the ceeature,
breaking up the cohesiveness of its physical structure, and pos
gibly “killing” it,

When found on of under rivers, lakes, or oceans, an endine
can attack ke an air elemental,

EARTH {GNOME)
Type

Characterisiics Srualf Medium Large

Size in cubic meters 27 (3x3x3) 54 (3xexd) 81 (3x9x3)

Hit potnts 3De+15 L W T ShGe+54

ETR 2[4 ID6+12 da+1 8

Movemant class 3 3 3

A gnome opens @ pit under the feet of anyone standing on
top of it. He falls nto the depth of about a meter. The elemen-
tal then closes the sides of the pit in on him, doing 416 dam-
age to each leg (armor will absork this damage). I the charac-
ter survives, he must make his STRxS or less on DI0D to climb
out of the grip of the elemental, The gnome can only aitack
once by this method in a given area because the pulverized dirt
is too fine for another attack,

This elemental cannot be used in areas Qoored by quarried
stone, or solid rock, Hewever, it likes very rocky soil just fine.




AIR (SYLPHS)
Type

Chargeteristics Sl Medium Large

Siee in cubic meters 27 (3a3x3) 54 (Gxox3) B0 (Ix%x3)

Hit points 1 Dt a1 2 306418

STR 1 DEwia 2Dl 2 ADGE+1E

Movement class 12 I2 12

A sylph attacks by taking a character caught within it and
throwing him to the tog of the elemental, and then dropping
him, Damage dome is 1D6 per 3 meters of fall, Thus a small
syfph can do o maximum of 206 darmage, but by making the
clemental & meters high, a mediom sylph can do 306 damage,
eic. (Ses Chapier X, Falling Rules)

An Adventurer may iry to resist by patting his STR against
that of the elemental, This showrld be resolved as if the elemen-
izl were attacking the character by magic, except that it pits
STR against STR, rather than POW against BOW, If the charac-
ter resists, he stavs on the ground.

If there is more than one targe! within the ares covered by
the elemental, it may divide its STR equally among the targets
and owercome esch STR on an individual basis, Thus, s large
sylph with a STR of 30, having thres targets within one area,
can attack each target with a 5TR of 10, If it works apainst
one, bul not against the others, then one vicitm goes flying
while the others stay oa the ground, IT 20 commanded, it will
attack only one targel, leaving the others alone,

Characters may choose 1o sttzck or cast spells at a sylph in-
stead of reslsting, in hopes thai the sylph will be destroyed in
mid-toss, cavsing only ¥ damage for the toss, The characters
will be teased, howeser.

A svlph can also be used to fly charactiers around. A small
sylph can lift one man sized (SIZ 20 or smaller) being, 2 medi-
urmn sylph two man sized or smaller beings, and a largs sylph,
three. The sylph must be ordered 10 do this, and cannot do
anvthing else while doing it. If one wants to try to lift a gant,
ar other large creature, divide its SIZ by 20, A sylph that can
carry the resultant number of men can carry the monster,

SAMPLE CULTS

DEITIES

Gods are the most potent heings in the universe, The most
powerful of them are far older and stronper than any other
spirits around,

There is o hierarchy among dieties, ranging from ofd gods
like Ocdanth (1he Sartar Storm God) down to tribal ancestors,
wol nymphs, and ancient chisflains. Any of these may be
the object of a cult, theugh a powerful god can lend far more
provveT 1o its priesis than a weak one can.

Crods pay attention to their worshippers because they make
sacrifices, which add 1o the pod’s power. A deity will thus res-
potd to requests ftom his priests, shamuns, and initiates who
officiate 4t sacriflces

A poad will wsusally ignore requests made by his ordinary
worshippers because (1) they do not officiate at sacrifices, (2]
they should be kept in line by the clergy anvhow, and (3] a
god with decent sized cult has not the time to deal with all of
his worshippers on an individual bass.

GCENERAL
Cults may be divided into three classes, depending on how
widely wordhipped the god i3 and how powerful hefshe is,
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These are actually interrelated fzciors, a5 o god draws power
from being worshipped.,

The first and moest powerfol type of cult is that of 2 majos
deity. The major deities of Glorentha include the Seven Light-
hringers, 2% well as many others. These pods usually have subgi.
diary deitits associated with them and their Priests have access
to Runepower spells of several Elemental Runes, and one, o
perhaps more, Power Hunes as well. One example of this sort
of cult ks the Crlanth cult of Sartar, which Is described below,

A major cult like this will have more than hall a million
worshippers and a large hierarchy with many temples, They
are guite formalized | and shamans have litile to do with them.

The sacond type of deity is a medium power deity, with
anywhere from fifty thovwsand te five hundred thousand wor-
shippers, There ase usually no associated minor deities. The
Priests of such a deity have one Elemental Bune and a modify-
ing Power Bune though perhaps the only modifier will be one
of Form or Condition. The Darkness Rune cult of Kyger Litor,
Modher of Trolls, described below is an example of this type.

The third class of cult is composed of minor deities, subsidi-
ary deities such as mentioned above, and powerful spirits whao
have not managed to make the jump to godhoosd. Most of the
spirits in the board game Nomaed Cods are in this class. They
often have only shamans interrelating with them, and no acn-
al priesthood, U they have Priests, they can only give then 1 or
I pownt Runepower spells and they often have only pant of the
Rune magic described earlier available, The Black Fang Broth-
erfiond described below is an example of this class of cult.

ORLANTH

MYTHOS AMD HISTORY

Orlanth was one of the many sons of Umath, the Primal
Air. His mother was a moundain goddess nzmed Kero Fin, and
becauze of this he has always been asociated with mountains,

The most famous struggle of Godtime was the rivalry be-
tween Orlanth and Yelm, the sun god. 11 is known in mytholo.
gies which do not even worship (hese two pods,

In thelr own myths, the contest i central to worship. There
are many tales telling of one or the ather god's victory. One
such contest is when the pods made weapons.

Yelm made the silent and farshooting arrow, inspired by
the piercing effect of his rays. Orlanth got the sword which
was inspired by the slicing of the wind through the world., La-
ter the duel grew more serious and Orlanth used the new pow-
er, Death, to kill Yelm. Thiz brought the Lesser Darkness upon
the warld,

During the Lesser Darkness, Orlanth led a strong amy of
immortals with many allics.

Then Chaos crept into the world upon the trail made by
Darkness. Monsters and demons seouted through the cosmos,
préparing the way for the Devil, Gods whose names are 105t (o
us now died, Realms of beauty were lost, and there was fear
amoag the gods when Flesh Man givbered his visions of the fu-
ture to them. Oklanth found his mother dead, saw his father
seffering and chained between the carth and sky, and took up-
o himsell the task to right the wrongs which had broughi
such disaster about.

He took what tools and weapons he could, called some fri-
ends and met others along the way, and thereby joined the
Lightbringers who searched unknowable paths 1o rescue the
wrld,

For his feadership of the Lightbhringers and his scknowled-
ped superiority over Yelm, Orlanth was confiemed as chiel of
the air gods, He also ook the title of King of the Gods, That




title 15 recognized by Lightbringers and some others, but not
by all of the deitics of the world,

(qlanth’s cult is extensive, and it is understandable that
such diversity would spawn zome differences of worship, In
gencral, three forms of the god are recognized. Oranth Adven-
turous iz the most widespread, for this god-form appeals to
those who wander and adventure. Odanth Thunderous is the
weather god aspect and is worshipped where people commune
with the violent sterms of nature. Orlanth Rex is the King of
the Gods, and s worshipped by chicftaing and nobles and

posis.
Orlanth Adventurous is the subject of thes writewp.

RUNIC ASSOCIATIONS

The primary runes of Odanth Adventurous are Air/Storm,
Motion, and Mastery, As iz normal with major cults, there are
numerous other affiliations.

ORGANIZATION

There s noe permanent structure of Orlanth Adventurous
cults. Each high priest runs an independent and sepirate “min-
istry™ for his worshippers. Theee are occasional Orlanth Rex
priests present, and they may command respect and hospitali-
ty from the high prdests, but there is no fealty of permanent
comimand Between them, The individeal hiph priests of the
cult work together s need be, bul may remain independent,

Organization below the high priest is arbitrary and depends
only on the whim or nature of the priesi. Priests and Rune
Logds will normally report fo one or another high priest,
though this can change at need. It is very easy o ged a Jeave of
abgence from an Orlanth high priese,

Whenever a priest reaches the high priest stage, they may
sef up their own ministry if they wish, or remain with theis
high priest, A priest might also lake over an ongoing-ministry
whose priest i incapacitated, has died, has transferred 1o a
temple tn Dragon Pass, or otherwiss retired,

REQUIREMENTS TO JOIN AS LAY MEMEER

Orlanth welcomes almost all béings who breathe air. This
{ncludes all the elder races (ves, trolls too). Lay members must
have reached their maturity (hetwesn 16 and 20 for humans)
and must make the choice to join by their own free will.

INITIATE MEMBERSHIF

REQUIREMENTS FOR INITIATION

The prospective itiate of Orlanth must have belonged to
the cult for at Jeast a year as a lay member, and must make a
formal rejection of former cult ties and swear to devote him-
wlf “1o the winds." He pledges himsell 1o follow his priest and
his pod. He must have a sponsor who is already an initiate. He
miust pass a test given by the priest. This test can be absiracted

EXAMPLE

Jarang Hloderomg wisher to become dn Claanh iniflote; his
gpowgar fr iy peiesd, Argreth Droponspear, whom Jaranp nds
faitkfubly wrved for & pears, Jorgng s INT 1 POW ML CHA
1, amd will donate 2000 L o Dreporspear 'y cult. Recently Jar.
ang killed a Lumar priest nfent o Argrath’s life, and the pricet
decleres rhe act worth e addiviosnal 0.

For Faramg [0 gofm imitizfe thefur fornd alee ger proiection
from the Read Moow), hiv ployer muest throw (7345440 [+a0 200
20=) B3 ar less He rolls am 07, criticel acceptance! Argrati re
trns the 2000 L oy parsied gronitude and greeting, Jorang naw 5
a wery fovel member of Argrathc 't Oriaath cili.
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to be the sum of his INT, FOW, and CHA, added 1o the num-
ber of years he served as a lay member, with an additional
point for each 100 L donated to the cultl. The total is the num.
ber needed on D00 scceplance. The priest may choose 1o
take into account great deeds done for the god.

REQUIREMENTS TO REMAIN INITIATED

[nitiates must tithe 10% of their income, including income
made while on leave.

Iniliztes are required to spend at least & weeks a year aiding
in the defense of their priest and in performing tasks for him,
This is on a rotating basis and determined by the priest.

During cult holy days, initiates must give up 2 points of
POW in their prayers. They are bound to the cult likes and dis-
likes.

MUNDANE BEMEFITS

Initiater who are captured will be ransomed by their own
priests if possible, or by friends. Resoue is as likely as ransom,
Cireumstances will determine which option is used,

Orlanth Adventurous initiates may receive cult training in
the following skills a1 % grice, Some of these are received from
associzte culis, Evaluate Treasure, Climbing, Jumping, Trap
Set/Disarm, Listen, Spot Hidden ltem, Spot Trap, Hide in Cov-
er, Move Quietly, Storm Speech, Read{Write Own Language,
any sword,

Inftiates of Odanth Adveniurous have the usual opporiun-
ties For purchasing Rune magic,

They may learn Bladesharp and Farsee at 12 price,

RUNME LORD MEMBERSHIP

GENERAL STATEMENT

Rune Lords of Oranth Adventurous are called Wind Lords,
and are the embodiments of the Adventurer. His hife task is to
perform deeds to honor his god_ and so he yoams the world
seeking danger and strife, impetuously taking wp guarrels and
fearlessly defending his friends. He has no permanent alle.
piance to any “ministey” but simply moves from one (o the
other, serving a5 he can and being served by priests and initi-
ates in furn,

Kune Lords are urged 1o become Priests as well, when they
meck proper requirsments.

REQUIEREMENTS FOR ACCEFTANCE

Candidates for Wind Lord who fulfill the minimal require-
ments and have been initiates forat least a year will be accept-
ed by the priests almost automatically. Only a 1ol of 96200 on
D100 will cause rejection, Even then the candidate can iry
HEAIN nexl season,

Candidates may also attempt (e become 3 Wind Lord even
if they have not previously been initiates, They must prowve
their sincerity (which the priest will cheek through a Divina-
tion spell), make a coniribution of at least 1500 L in cash or
kind {which does not aid in his scceplange roll), and pass an
exsm which is abstracted into POWHCHA#INT divided by 3
and multiplicd by 5 on DI

All candidates for Wind Lord must heave 905 proficiency
with any sword weapon, plus 90% proficiency with any 4 of
this list: another weapon, Oratory, Riding, Climbing, Shicld
Parry, Mapping, Spot Hidden, Hide, Move Quietly, and Storm
Speech,

BEMEFITS
A Wind Lord has the immense benefit of being called upon




for many dangerous tasks and trying to outghine his contem-
poraries in feals of glory and prowess. He is the aubject of awe,
aclmiration, and many posms. Stranger Wind Lords are treated
with respect by almost everyone they meed, and given food
and shelier if they ask. Familiar Wingd Lords who have proved
themselves to thelr tribe live like khans on the gifis which they
receive from friends or people thankful or hopeful of their
help. They have their choice of booty tzken on raids by them
and their followers, and so get to keep the best 10% for them.
salves,

Iron weapons and armor are rarely available to present toa
Wind Lord wpon his accession to the rank. He may receive one
piece of iron to mark his status, but it is often the first quest
for the new Wind Lord to gain his whole regalia of iron accou-
Irements,

RUMNE PRIESTHOOT): WIND VOICES

GENERAL STATEMENT

The Wind Voice of Orlanth Adventurous is the vessel for
ihe mapics of his god to come 1o the world. They are responsi-
ble for the spirltual health of their entire ministry. Note that
Priests must gpend much of their time performing proper rites
to keep the winds blowing and 1o bring the blessings of Or-
lsnth Adventurous to the widespread worshippers who do not
hawve the benefits of a priest’s presence,

Those many tasks make it impossible for 3 Wind Voice to
keep in shape by training. Thus ke must be limited (o an abili-
ty of DEXxS for all DEX based skills. They may, of course,
coniinue to advance toward and up to their maximum DEX
limits by experience, though not by training, and still know
Knowledge skills appropriate to the cult up to the maximem
possible,

REQUIREMENTS FOR ACCEPTANCE

Priests of Orlanih Adveniurous must be able to speak their
native tongue and Storm Speech at least 80%, have a POW of
18 ar more, and convinee the examiners in the usoal fashion,
This is abstragted as a die roll of POWHCHA+number of 100s
|:|1' |_|_,|||r||'5 diwided h} i ﬂlllli ﬂlultlputd tl}" 5 on IJII:H.I.

They must also have been initiates for an least 2 years,

RESTRICTIONS

Wind Woices musi never fail 1o succor a member of their
congregations

They must eal eggs once a week (3 sign of contempt for
Yelm) and can never use birds a8 familiars (hecause of the sky
sonnection), Cats are the preferred familiar,

EEMEFITS

Wind Voices attached to tribes or clans are revered for hav.
ing their exotic powers of Fune magic. Although they have no
official status in tribal afTairs, they are wsually allowed to sit in
o counetl meetings and voice their opintons to the elders,

Priests of Orlanth are always given preferential treatment
wihen becoming associale members of other Lightbringer cults.

Pricsts are allowed to initiate new members, as ugual, and to
keep the money given as part of their examination.

RUME SPELL COMPATIBILITY

Priesis of Oranth Adventurous may get any standard Rune
spell. Since the cult emphasizes Mobility more than Storm,
members may summon only small and medium sylphs, but
may dismiss any size of elemental,
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SPECIAL JULT RUNE SPELLS

TELEKINESIS Ciost—1 POW point

Ranpe—160 meters Deration—15 minutes

Mon-Stackable Reusable

The caster may transport one ohject weighing no more than
512 20 through the air for up to 15 mioutes, In this situation,
5 points of encumbratice equal | point of SIZ.

With this spell, one can pick up anything not nailed or
glued down, To move something nailed or ghied down, the
player rolls his current POW against the STR of the nails or the
glee {which must be determined by the seferee), This is the
same procedure as in overcoming magical resistance. The maxi-
mum speed of the object so moved Is movement class 12,

WIND WORDS Cost—2 POW points

Range—160 melérs Duration—15 minutes

Mon-Stackable FReusahle

If downwind, the caster can cause the wind to bring in con-
versations within range to his sars as if standing next {o the

speakers.

GUIDED TELEPORTATION Cost—3 POW paints

Range—Anywhere in Glorantha Dhuration —Instantancous

Mon-Stackable Reusable
Thiz non-stackable spell always will refurn fhe caster (o &
specific spot which has been made sacred to Orlanth through 2
complicated week long ritual connected with scquiring the
spell, Only o privst con cast the spell, and only on himself,

TELEPORTATION Cost—3 POW points

Bange— | 60 meters Duration—Instantanecis

Son-Srackable Reusshie

Sighting for this spell must be done viswally, The caster can
teleport to any spot he can see, either on his own or through
the eves of 2 familiar or through a Mind Link or Vision spell,
He cannot teleport to any place he cannot thereby see. The
spell carries the caster and all his body gear but will not carry
any other living thing, even should the caster wrap his arms
around it, A stacksble spell, it can be uzed o teleport someone
else, within the same limitations.

T

SUBSERVIENT CULT-SANDALS OF DARKMNESS

Thiz cult is one of the four mapgic weapon subcults of Or-
lanth, and is the only one available to Orlanth Adventurous,
He stole this from Kyger Litor in the Darkness. One Rune spell
is available from this for the Wind Vodce,

DARK WALK Caost—1 POW point

Ranpe— 160 meters Duration—15 minutes

Mon-Stackable Feusahle




This spell allows the user to be totally invisible and sound-
less in darkness and shadow to anyone within the stated range.

Blend in is total,
KYCGER LITOR

MYTHDSE AND HISTORY

BEFORE TIME

Kyger Litor is ong of the old Dark Deities, butl one whase
importance was not possible until the creation of the Man
Rune, From the vague and unknown spirits of the Old Dark,
she stepped forth to mate with the Man Rune for her mistress,
Subere, also called Hell Darkness. There, in he lightless word,
the Men of Darkness were made, and 5o was spawned the race
of trolls,

The troll races firet lived within the bowels of the Under-
world, and it was a satisfying, though primitive, life for them,
Kyger Litor walked freely among all living trolls, and she
founded many houses of noble trolls to mle over the lesser
breed. Thesc ancient beings are called the Mistress Kace Trolls.

When Yelm the sun god came to Hell after being killed, Ky-
ger Litor was among those Darkness deitics who fought agaist
him. Like the others, Kyper Litor was defeated, and so Yelm
earmed his place as a God of the Dead. But the bright death
was too much for the dark troll races to bear, and they fled in
fear and anger from their birthplace. Kyper Litor led them by
secret ways to the surface world where MNight already hid, and
s0 began the Great Darkness. Trolls and their Dark God aflies
fought sgainst the forces of the Surface World, where all was
glready well-disintegrated in the Gods War. Many spirils were
killed trying 1o fight the exiled trolls, who still were very pow-
erful,

The trofls ruled much of the surface world during the Great
Duarkness, but they also bore the brunt of the fighting against
the things of Chaos which swarmed upon the world with the
Dievil. Islands of life chung precariously to their questionable
existance through the war agalnst Chaos, and were often lad
by trolls and their gods, OF those gods, Kyger Litor was the
most popular.

During this war against Chaos, Kyger Litor built the legen-
dary Castle of Lead in the region of the Rockwood Mountains
near Dragon Pass and Prax, This region, a center of troll popu-
lation ealled Dagorl Inkarth, attracted the greatost amont of
enemies of Chaos, and gided all nearby center of population
by doing so. Kyger Litor also alded Waha once, and she was
once soved by Arroin the Healer. Also, trolls from there fought
in the [ Fought We Won batile where Chaos was defeated in

the Great Darkness.

SINCE TIME BEGAN

Kyger Litor was one of the more powerlul deities at the
Dawning. She had to be consulted in the Great Compromise
which made Time, and she agréed to it a5 did all the gods,
Many of her minlons were frightened again by the orb in the
sky, but it was much weaker this time, so many could with-
stand it. Bven so, trolls prefer to act during the comifortable
darkmess hours.

At the end of the Dawn Ages, the trolls were the first 10
quit the Second Council which was performing a massive ritual
to try fo create a god, The trolls all claimed this was too closs
to Chaos, The dragonewts eventially agreed and were the sec-
ond to withdraw, as well as most of the priests of the Old
Gods. The Council continued its experiment and spawned the
god Ghaji, who deluded and seduced the world and was res-
ponsible for the Chaos Wars which destroyed the Dawn Ages,
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In that time, the Broken Council (those who remained of
the Second Cowncil) cursed the trofl race, and despite the best
defenses of Kyger Liter and her followers, the curs: struck and
worked. Trolls call this the Great Woc, or Trollkin Curse.

The Great Woe did not destroy the trolls, bl merely stunt-
ed their growth, Mot all the race was affected, so some always
bred true, but almost % of all births after the curse were of
stunted things called trollkin, It was almost obscene that these
creatures lived, but they did, and soon represented the baulk of
troll population. Their inferior status always wis accepied by
trofls: trollkin rarely have the mental, magical, and physical
ahilities to think otherwise,

Several sttempts to break the curse have been unsuccessful,
One attempt resulted in litters of trollkin being bom rather
than single ones. Breaking ihis curse is the prime interest af
Kyger Litor, who wishes to cleanse her race.

Trolls continue to be strong in Dagorl Inkarth, and from
that area, they have often travelled 1o plague other races, One
army marched out and managed (with great magic) to defeal
the plains nomads and oceupy the city of Puvis. Alio, afier the
Dragonkill War (c. 1100 5.T.), much of Dragon Pass was ocou-
picd by trolls. In the Legends of the Hero Wars, several troll ar-
mies are nated, either for hire or as imvaders,

RUNIC ASSOCIATIONS
Kyger Liter hag two Runes: Man (Form) and Darkness (Ele-

ment ).
MATURE OF THE CULT

REASDN FOR CONTINUED EXISTENCE

Kyger Litor is the ancestress of the races of trolls, and as
guch forms the root of all their beings. She is very populas
with her children and so continues 1o exist,

Also, she is one of the primary fighters against Chaos, This
fact is begrudged by humans and troll-haters, but undeniable.
Her importance in this is enough to prompt an cccasional hi-
fian 10 join,

SOCTALPOLITICAL POSITION AND FOWER

Human cults of Kyger Litor are never powerful, Among
trolls, though, it ferms the very fabric of their society and per-
meates everything they do, Cult positions are in many ways
the sarme as social positions, Thus, the goddess, through her
pricsts, is extremely important in determining troll behavior.

PARTICULAR LIKES AND DISLIEES

Kyger Litor has a working relationship with all cults of the
Darkness as newtral parties and potential friends. Kyger Litor
dislikes all gods of Light and Fire, Trolls rarely befriend mem-
bers of Light or Fire cults, and more often are downright fear-
ful of their powers. This is most noticealde among the weaker
TACES.

Evper Litor dislikes the Lightbringers for many reasons.
They were among those deities which Kyger Litor fought
when she first led her children to the surface world, and they
deserted the defense of the cosmos when they left on their
quest, Even though their quest saved the cosmos, Kyger Livor
frels that she could have done well without them and she is
very pesentful that they brought Back Light,

Kyeer Litor dislikes Mostal and Aldrya, god of dwarves and
goddess of Aldryami, respectively, Both feuds started in god-
time, and have harded the races like plagee In Time. In the
Second Age, there were goeat wars in which the trolls lost tern-
tory, wealth, and thewands of lives to their foes. Especially
distiked are the dwarves, who invented iron, which trolls (and




ehves}cannot use an all

ORGANIZATION

The cult of Kyger Litor is widespread buil has no s struc.
ture for determining any single head except for the goddess
herself. The conditions of determining supremacy among trolls
is that of might makes right.

Tribes are run by priestly hicrarchies which form the social
superstruvcture of the troll communities. They are matriarchal
in structure, with the priestesses being the leaders of the com-
munity. However, trolls are never one to disavow simple
sirength, and it is always possible for 3 male troll to be &
“priestes™ too, or for a female troll to be 3 warrior,

IT there is ever & mistress race troll present, then she always
will be the head of the community hierarchy. Without one of
these dominant creatures, the high priestess will be the most
powerful of the priesteses present,

Any number of priestesses may report (o the high priestess
and they may be chiel priestesses, with their own holy hierr.
chy . as well. The ruling factor is personal lovalty of the follow-
LIS,

LAY MEMBERSHIF

Lay membership is granted (0 all trolls and troblkin who
reach their fifth birthday without dying. They remain lay
members until they atiain status 1o become initiates,

Won-trolls may join the cult, but 1o become even a lay
member, they must pass an examination which s the same as
that of becoming @ Rune Lord, Remember that CHA is re-
duced for being a foreign species. A non-troll passing this exam
will undergo & fitual rebirth ceremony and afterwards be ad-
dresied as a troll by cult members. They will have no more
special exams other than those required of all members,

Lay members may purchase any standard battle magic speil
except Fire Asoow, Fire Blade, lgnite, Light, and Lightwall.
There are no special spells,

INITIATE MEMBERSHIP

REQUIREMENTS FOR INITIATION

Candidares for initialion must know one weapon at lesst
40, a weapon o shield parry at least 407, speak Darktongue
at least B0, and have POW of 10 or more, The POW require-
ment effectively denies initiation 1o most trollkin.

Candidates must take a pro forma examination by a priest;
passing marks are aulomatic unless the member has performed
mostile or cqueestionable acts, Inidiation is thus a matter of
course for most dark trolls of 14 vears or more,

BEMEFITS

Initiates operate on a working relationship with their priese-
cages spnillar to that of all warnors 1o their chieftaing, Favored
initintes will receive whutever they can earn or get by cheating,
The best mnatiates will be chosen for the personal band of the
of the priestess and receive full board, armor, weapons, and
traiming. Others, lem fervert o their religion, will receive
round-headed maces, medium shiclds, and a minimal militia
Training,

[nitiates may purchase all skills at normal prices. It s possi-
ble that their priest may purchase some for them os well | if
they are amoeng the chosen.

There are no special skills available to initiates,

Darkwall and Bludgeon spells may be purchased at % price.
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RUNE LORD MEMEERSHIF -KARRG'S S0NS

GENERAL STATEMENT

Bune Lords are warror kaders of the community, The
pricstessas are powerful, but have many important functions
and duties beside that of war. War is a special matier, and Ky-
gar Litor prefers to beave it to the Rune Lord sub.ocult of one
of her sons, called Karrg, who starfed the class. Attaining
Losdship in the cult is the same as joining it.

REQUIREMENTS FOR ACCEPTANCE

To become a Rupe Lord, a member must have been an initi-
ate for at least 1 full yesr, They must know Darktongus at
B0%. They must also have al least 9% in bwo weapons plus a
weapon or shield parry, and have at least 90% in any two of
these skills: Climbing, Jumping, Sei Trap, Listen, or Camou-
age,

They must also meet other nommal requirements.

BESTRICTIONS

Rune Lords of Kyger Litor are not allowed to speak direct-
Iy with trollkin, and require undorlings fo act a3 intermedia-
rigs, They must ringally eal a larpe quantity of some vegetable
matier. {Ebves are considered vegetahle matter.)

Rune Lords must always let 8 musician finish a song or tune
before he praises or condemns it (Kyger Litor loves music )
Fune Lords must own slaves (to show the superiority of trolls)
and are urged Lo own noan-trodl slaves,

Rune Lords favor black clothing, but are allowed to trim or
decorate it as they wish, They must never travel about unarm-
ed, even in their own dwelling.

BENEFITS

Rune Lords will be given a set of magically smithed lead ar-
mor upron attaining their status, This is equal to good bromee
in paint aheorption and encumbrance. Expensive seis of anmor
are available, sei with jewels and sculpture, Even nogstroll
Lotds wse this and not iron, which trells cannot touch,

Rune Lords will nonmally bind their allied spirits into theds
weapons, Hafted weapons can be made of lead and treated so
they won't break as easily, giving 5 additional damage points.

Rune Lords have the honor of leading armies in battle, and
of leading srmall parties on specialized missions. Even priests
must defer to their command when in the field with them,

RUNE PRIESTHOOD

GENERAL STATEMENT
The priestesses of this cult are the social leaders as well,

forming o theocrstic hisrarchy based on family ties. That i,
the communities are run by noble families who also conerol
the priestesshood. The mingling of their rudimeniary religion
with their primitive way of life makes the two facets indistin.
guishable at times, and the members of the priestesshood are
revered, but with reverence mingled with superstitious swe,
familial loyalty, and political necessity.

REQUIREMENTS FOR ACCEPTAMNCE

Candidates must meet the normal requirements, Thelr lans
guage is Darkiongue, an ancient tongue with a history of writ-
ten docurnentation from before the Darkness,

Candidates must have been initiates for at least 2 years,
They must also know Mindspeech. :
RESTRICTIONS

Priestesses of the cull actually have few restrictions, save




that they make no compromises in maintaining the cult nesds,
likes, and dislikes, Also, they must accept responsibility for
their followers’ welfare, und provide them leadership, Evan a
iroll populace will acoept only limited tyranny.

Their DEX based skills zre limited to DEXxS 85 a percen-
tage, as with most priests.

BENEFITS

Priestesses are allowed to extract as much as they can from
their followers, and are ireated with all the dignity and homnos
of the commumity. They have carned the right of spraking for
their followers in higher councils, or with outsiders,

This deating with outsiders includes trade benefits, diploma-
tic missions, and soon,

RUNE SPFELL COMPATIBILITY
All standard Fune spells are svailable from the cult of Ky-
ger Litor, They may summon shades as their elementals,

SPECIAL CULT RUNE SPELLS

DARKSEE Cost—1 POW point

Rangs — 160 meters Druration—15 minutes

Mon-Stackable Reusable

Allows crentures which see best in full daylight to see in the
dark as if it were full davlight. Creatures which are primarily
nocturnal can see in full daylight as if it were the dark o
which they are accustomed. [t also negates the effects of sun-
light on trollkin and cave trolis, It negates Blinding,

BLINDIMNG Cost—| POW palnt

Range—1 60 moters Duration—I 5 minutes
Stackable Reuaahle

Blinds the target entity. The chance of the farget hitting or
parrying with a weapon goes down to the basic 5% and visually
targeted spells cannoi be cast (Defect Life or Healing still
could be). Every cutra Rune point use of this spell adds 25%
to the chance of it working, Thus, if the caster had a POW of
18, it would attzck as if he had a POW of 23, if he cast 2
points of it instead of 1,

COUNTER CHAOS Cost—2 POW points
Range-- 1 60 meters Dueration—15 minutes
Non-Stackable Reusable

Shields the character on whom it is cast against the effects
of any special ability a monsier may get from its conmection
with Cheos (see Chapter X, Chaotic Features for Chaotic Crea.

tures).
Thus, if a chaotic creature has a POW of 6D6, it becomes &

POW of 3D6 against spella cast by the protected character, The
chaotlc creature cannot regenerate from wounds made by the
protected character, etc. The priest may casi this spell on him-

self or another.

THE BLACK FANG BROTHERHOOD
The Biack Fang Brothethood was tormed some 200 vears

after the troll invaslon of the Pavis Rubble, when a human sha-
man met Black Fang on the spirit plane, Black Fang was a leg.
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endary bandit of approximately 100 vears before who had
riided everyene nside the Rubble irrespective of racs.

Black Fang’s spinit s2rves an unnamed goo and can dispense
Rune magic to worshippers.

NATURE OF THE CULT *

This is a small cult, whose 300 or so worshippers are assas-
sifts and cutthroats, It is crganized as a large extended family
with initiates being “adopted™ into the family.

INITIATES

Initiates are found by being known 1o the shaman-priests of
ihe cult. They must work on cult missions before being accepi-
ed, Black Fang does not sccept worshippers who are nol initi-
afag,

The prospective initiate nead not meet the gualifications
ghven in the basic reles foa initiation, Instead, the candidate
mitst convince  controlled spirit of the high priest of the cull
by making the same roll against the spirit as he would have to
make as a Bune Lord allving a spirit. IF the roll is unsuccessful,
the spirit will engape the candidate in spiril combal, bacayse
he will know too much to be let free, If the roll is successful,
he has convinced the spint and becomes an inltiate and one of
the family, The gpirit does not become his ally

RUNE LORDS

A candidate for Rune Lord must be an initiate who can
brew a poison of potency 20 and Hide in Cover, Camouflage,
Move Cruietly, and Climb at $#0%% soch. He must alio be at loast
506 with dagger and Evaluate Treasure, All of these skills are
taught to initiates at ¥ price.

RUNE PRIESTS

Priests of Black Fang are shamans, (oo, Like most shaman.
pricsis, they have the ability to sacrifice the POW they have
stored on the spirit plane for the cult's Rune magic. Because
this is a small cult, only the following standard Rune magic

spells are available to the priesis.

Concealment Dlivination Divine Intervention®
Extention | Mind Link Multispell |

Shield Spell Teaching Spirit Block

Wision

* The shamans of Black Fang have the special ability to yse |
point of Divine Intervention to keep an activity of one of the
cult’s members from being discovered by Divination,

SPECIAL CULT RUNE MAGIC

SHATTERING Coet—1 POW point

Range - 160 mefers Driration—Ingtan ianeous

MNon-Stackahle Rewsahie

Thiz Rune spell acts as 4 Disruption spells at once, all direc-
ted @l one target, As it does an average of B poinis of damage
when it hits, all to one area, it is a very lethal spell, The target
will resist.

MISCELLAMEQLS NOTES

Membership in the cult is dangerous, as there are many wha
will put to death anyone suspected of being a member, Howav-
of, they are often useful to the powers that be, so they are fol-
erated unofficially and even encouraped, as long as they serve
the ends of the authoritkes




NON-HUMANOID HIT LOCATION TARLE
BASILISKS'DOCKATRICES) CENTAURS SCORFION MEN CLIFF TOADS/
GRIFFINSISKY BULLS ROCK LIZARDS]
Lorarion 256 Poimes Lopsfion D2@ Poinrg RUBBLE RUNNERS/
Lacetion 20 Poits Right hind g~ 0102 4 fight hind leg 01 3 SHADDW CATS/
Right hind leg 01402 3§ Lef hind beg 0304 4 Right center leg 02 3 FOUR-LEGGED MOUNTS
Left himd leg 03-0= 5 Himdquesriers 0H5-06 [ Right fore leg 03-0+4 3
Hindquariers 0547 6 Foreduarfiars 0705 [ Ledt hind leg ns k | Lovation D20 Pafnre
Forequarkirs 0R-10 & Right foreleg 1011 4 Leftoenterleg 06 3 Righihindleg 01402 4
Hight wing 11-12 4 Left foce beg 113 4 Left fore leg 07408 3 Lef hind kg o4 4
Laft wing 1314 4 (hes 14 B Tall (10 5 Hind quearters 050 i
Rigat fore leg 15-16 5 Right arm 15-16 4 Thoras 11-12 5 Frsrequarters R-10 &
Left fore kg 17-18 5 Left arm 17-18 4 Chest 1314 & Right fore kg 1113 4
Head 19-20 L1 Head 1920 4 Right arm 1516 4 Lelt fare kg i4-16 dq
Left arm 17-18 4 Head 17-10 5
BOLO LIZARDES Heasd 1920 &
DEMI-BIRDS DR AGONS MANTIOORES GORPS
Loceiian 020 Pomiz Focotion 20 Poinrs SMNAKES Locarion D0 Poiwrs
Right leg 0144 5 Right hind leg 0102 5 Raody G20 AN
Laft lzg 0508 5 Left hind beg 0304 5 Locgrion D20 Poirts
Abdoamen 089-10 5 Himdgqueartars 0506 5 Tail 0106 5
Chest 11-13 &  Tail ov-oe 4 Bady 07-14 6 WYRMS
Right wingfarm  14:15 4 Forequartirs 09-10 & Head 15-2F 5
Left wingfarm 16-17 4 Right wing 11-42 & Location DX Points
Hesd 18.20 5 LTt wing 13-14 4 WALKTAFT Tail LR L
Right foos leg 15-16 5§ Abdomen 0508 6
DRAGOMNSMAILS - Left fare kg 17-18 3 Laoearion D2 Potnis Chest 09-12 7
Ome-leaded Head 1920 3 Fight Jeg o142 F Rightwing 1314 5
Lefi leg 030k 5 Left wing 1516 5
Locaiton 02 Poiniy G BGOY LESS Abdomen s 5 Head 1720 fi
Shell 0L-08 7 WIND CHILDREMN Chest 6. &
Famshody f159-14 4 Righit arm 07418 4 WYVERMNS
Head iS50 [ Locarion D20 Paiats Lefi arit [F9-10 i
Right leg 01403 3 Tentacle 1 i1 4 Lanearrion 020 Poire
DR AGONSNAILS - Left kg 406 5 Temtscle ] 12 4 Right beg o133
Two-Hesded Abdomen 0708 5§ Tembacle 3 13 4 Lefileg Mg 3
Chiest 10 & Tentacle 4 14 4 Abdomen 0708 5
Locaiion D20 Poinry Right wing 11-12 4 Tentacde § 15 q Chest 0911 &
Shedl olae 7 Luft wing 1314 4 Tentede 6 16 4 Tl 12 ]
Farehody OU-14 & Hight arm 1506 4  Tentacke T 17 1 Right wing 1314 4
Head § 1517 fi Lafi arm 17-18 4 Temlack & 18 4 Lelt wing 15-16 1
Head 2 S | R Head 1920 & Hiead 19-20 L] Head 1720 i
[—

EXPLANATION OF HEADMNG

POINTS—This i the number of points each hit lecation woukd
have if the monster has hit points of 13-15, Most are in this
range, and it is a simple matter to add more 10 an area if the
monster has more hit podnts, Use the Hit Location Table in
Chapter IV for the progression of hit points per location
per hit points of monster,

The hii locations have been so sel up that if 2 long monster,
such as a dragon, Is approached from the front or ear, 6 can

be added or subtracted from the D20 roll to give correct loca-
tion from the angle attacked,

HIT LOCATIONS FOR NON-HUMANOID MONSTERS

Maturally, hit locations Tor non-humancid monstess are go-
ing to be different than those for humans. The above are
hit locations for the nonhumanald monsters described before.
Any mansters you wish to add should fit into one of the types
in the Nan-Humanoid Hit Locations Table, If not, the princi-
ples shown here should make the hit locations for new types
of monsters fairly easy to invenl.




IX

TREASURE HOARDS

The only reason anyone would o cut and fight any of the
monstérs depicted in the previous chapler is reward. Some
monsters may be terrosizing the countryside, and a desperate
citizenry will pay to have a pest exterminator come in. (thers
miay be nateral enemies with whom one is fewding, and =il
others may have come hunting the characters! But the main
reason to fight monsters is the probubility that they have been
githering loot, just a8 you have,

We feel that each ireasure should be unbogue, a carefully
crafted reward for the intrepid Adwenturer who has managed
10 overcome monsters and avoid traps to reach the final goal,
Howevwer, we have also had to improvise treasures quickly. Ac-
cordimply , the following guidelines are suggested,

THEASURES

TREASURE FACTORS

A hard should reflect the relative touphness and nuembers
of it guardians, The following list tries to show this by giving
a treasure factor for a monster, based on its individual eapaci-
thes, In Chapter VIII, individual minimum treasure factors ap-
pear for each creature, but anything in the way of additional
expertise and abilities can boost this number.

A monster gets [ treasure factor for each of the following.

. Each 5 points of hit points or fraction thereof,

2. Bach 25% chance 1o hit, or portion thereof {309% 15 2 trea-
sufe Faclors).

3. Bach extra die of damage done by the monster (104 or
+1D6 count as 1).

4. Bach point of armor protecting the monsters whaole hody

(% point skin would be 3 treasure factors),

5, Each combat spell possessed by the monster.

&, Each special power of the monster {like a jack obear’s
miind control],

7. Each 5 levels of poison potency used by the monster {a
trofl using a level 7 blade venom would have 2 treasure fac-
Lors).

8. Each extra attack the monster has {a jack o'bear uses two
claws, and thus gains 1 treasere factor).

The total 15 figured for sach monster, then all toeals are
added together if there is more than one monster. The result-
ig total is the treasure factor of the group,
EXPLANATION OF TERMS Treasure Table
{PERCENTAGES IN PARENTHESIS) - These are the numbers

to be rolled or less on DIOO for that type of treasure (o ap-

pear, Thus, if the treasure factor Js 35, there 5 a 95%

chance of Clacks and Lunars, a 90% chance of Wheels

(zodd), a 90% chance of | pem or item of pewelry (see Gems

and Jewelry Table), and a 20 chance there is an item of

magic or a special item,

INDICATED DICE ROLLS-The dice rolls indicated give the
amounts of the type of treasure which appears. IT it s too
much trouble to roll DIOD ten times, roll it once and multi-
ply the result by fen,

TREASURE FACTOR GREATER THAN 100
If the totzl treasure facior of 3 group of monsiers is larger
than [0, divide the treasure fuctor nto groups of 100 and

TREASURE TABLE

Tregsure Facior Clecks L. eragrs Wheels Crerms Sewelry Special frems
01-10 (753 1D100 (75} 1DID (50 1ha {507 1 {05y 1
1120 (&5) 1DIOO {85y 10100 {65) 1DIO {a5) 1 (1o
21-30 (95) 2D100 {95} 2D100 (75 1o (75) | (151 1
3140 (95} 4D100 (95} 30100 (=) 1Dzo (o) 1 20y 1
41-50 (95} BDI00) (%5) aD100 {95} 2D20 (5) | 23y 1
5160 (95} 100100 (95) 3D100 {95} 3DI0 (95) | (30y 1
6170 (95} 10000 (95 6000 (95 SD2o (95) 2 (33) 1
T1-B0 (95) 200100 (95 10D100 (95) 20300 (05) 2 40y 1
A1490 {953 200100 {95y 10D100 (951 30100 (95) 2 (45} 1
2100 (55} 300100 (35) 20D100 (95} 40100 (25) 3 (50} 1
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DI Type Wtk

ail Special Jewelry

az Magical Crystal See Magic Crystal Table,
n3 Ancient Treasure 1 D0 10,000 L.
0405  Heirloom Jewelry 3Dex 1000 L,
06-10  Superh Gemstone I D O 1000 L
11-15  Excellent Jewelry [ D 300 L,
16-20  Excellent Gemstone 3D6x 00 L.
2130 Very Good Tewelry 120100 L,
3140 Very Good Gemstone  6D100 L.

4150  Good Jewelry 10020 L.

5160 Good Gemstons 2DI100 L.

6170  Costume Jewelry 5D20 L.

7180  Flawed Gemstone [DIG0 L.

5180 Trade Junk Jewelry 1020 L.

9195 Semi-Precious Stones.  1DIDL,

06.00  Pretty Stones Worthless.

GEMSTEWELRY TABLE

Roll again on this table for worth and oa the Special ltem Table for type.

whatever is left over, then roll for each group, Thus, il & trea-
sure factor adds wp to 236, rodl twice on the 91-00 line and
once on the 3140 line, This can add up toan appreciable trea-
sure, but 236 factors of monsters will make the characters

fight for i,

EXAMPLE

Coohap the dark troll Kas 16 Rif pointy (4 tréasire factors),
angd @ 55% chance 1o kif (3], Detng lavpe, he o o JD6 damage
o (1), He wears chain mad (5] over his I podal skin (1), He
knows five combar spells (5 and has a 1 20he level potency hlade
pemgan gn kit sword (31 This pees kim o todel frecare foctor of
22

The dark troll i secomponind By three rofikin who howe |2
if poinis each [ each], They do mo exres domage, Rit ar 23R
(3. wear leather {2} over teeir [ point skin (f ), and carry one
combar gpell cack [i). Eack hay the smme [2th Jewel pefency
binde poram an tielr weapons (3], Eack kev o fregsure fucior of
11, for = towl of 33 respmre feciors

Al working with them it g gargovle, knowa a1 Recky, He i
lorge, with Rir podnes of 20 (4 mreasiee Soctars), hétting at S0%
(3] amd doing @ damoge bonuy of 206 (20, He has & peine skin
[6) ard aitacks with fwe claws (! for an exrre attack), iz renal
i i

The whole motiey bend adds up fo 71 Ireatare factors, Their
trearure Iy rodled iheesly

CLACKS—The roil an D4 00 iz 51 Helling D300 ond mudriplying
by 20 we ger 40 2, or 850 Oocks

LUNARS—The rolf on [0 i 84, Rolling DI and muttpy-
frg by 10, we ger 9200, o 200 L

WHEELS_The rofl i 83, Bolling £ 00 gives 30x2=50 Wheels
Nore thof 60 Wheely equely J200 L,

GEMESEWELR Y—The rall 13 40, This gives 4 ilemz. Repmermher
ther @ roll of 5 the needed number means 2 fimes the el
result,

Fut Irem—Rolling 94 plves @ semi-peeciour sfone woreth 4 L

2nd frem - Rodling 87 plues trode funk worth 12 L.

Frad {tem—Rolling T4 givet o fTowed gem, worth 95 L,

4th frem—Bolling O gives & mapical fewelry! Rolling agein,
we oet B4, o if i an excellent plece as well, worth J000
L, Juri ay fewelry, We aiza woll 38 for type of magte, wiich
we will parme when W ger fo special reamires

EPECIAL [TEMS—The roll & 03 This ir fevs than {10 of the
meeded roll w0 the monrsters hove fellen keir To 5 specil
Premes

95

ROLLING LESS THAN THE INMCATED PERCENTAGE

There is 4 chance that more freasure than the above mini-
mum will be found. This is besed on the percentage roll for
each treasure,

I. If the number rolled is % the needed number, multiply the

treagure of that type by 2,
2. If the number is % the needed number, multiply by 3,
3. If the number is 1/8 the needed number, multiply by 4.
4, I the number is 1/10 the needed number, multply by 5.
5. If the number i 1/20 the nesded number, multiply by 10,

SPECIAL ITEMS

There are various types of magic and other items available.
When special items show up on the Treasure Table, roll on the
Special Item Table.

SPECIAL ITEM TABLE
DI Trem
01-35 Seroll
660 Potion
6185 Batile Magic Spell
600 Magic Crystal Matelx

Hawing determined the type of item found, the next step is
i conauli the appropriate table below, Note that there may be
items other than those given in the followlng outline, If the
referee wishes, there may be holy relics of power vastly greater
than any magic given here. Harrek's cloak i3 a good example
put of the Dragon Pass world. Stormbringer is another, out of
the Elric of Melnibome books, They are noi given on these ta-
bles because magic items of legendary power should not turn
up in the casuel tavern brawl, or even in a well-planned raid on
g hand of obnoxious trobls, Suech itsms of legend and gory
should be objects of epic quests, not a casual evening's entar-
tainment, Such items do exist, but the finding of them is what
makes Heroes,




SCROLLS

Scrolls can be almost any kind of written item, whether an
actual scroll, 8 fablet of clay, a ponted book, 8 few scallered
piges, carved boards, or even a tapestry_ It may be meaningless
in the context of the game, or have a map to a treasure which
may or may not still be there, Others will be inscribed with
nies of “secret techniques™ that might up a character’s gener-
al abilities or individwal skills, 11 might be notes on a lost tech-
nigue or brand-new skilll

There might even be negotable bonds, stamps, coliector’s
item posters, or even deesds,

The Scroll table [isting possible types of scrolls is a guide.
ling, and campaign referses should feel free to change the fre-
quency and nature of any item on i,

Several charactérs in the Pavis campaign, where these rules
were playtested, made & bundle when they discovered a st of
scrolls bearing the history of the Decline and Fall of the Em-
pire of the Wyrm's Friends.

POTIONS

Potions will be diverse Lo, Some potions will be found with
extraordinary poicncies. This may refer to the magic they con-
taim. Then again, it may refer (0 the proof of the agng. . |

The Potion Table listing the possible types of potions is
purely a guideline. J

POTION TABLE
Dy Type
01-10  Healing Potion
11-25  Battle Magic Spell Porion
26-55  Systemic Poksan
5665  Blade Wenom
6630  Poison Antidote
83190 (rher
9130 Spoiled Potion (possibly poisonous )

EXPLANATION OF TYPES OF POTIONS

HEALING —These sre magic. Healing does 1046 points of cure,
going to the worst hurt area of the body.

BATTLE MAGIC SPELL POTIONS —Such potions give the use
of the spell they are made for once. They do not requise
POW {0 use, since the POW of the potion is used (o vast the
spedl. Memory of the spell is not retained after use. Thess
potions wear off alter 2 hours, To find which spell i3 in the
potion, roll D100 and divide by 2. Then consult the Batile
Mugic Spell Tuble.

EYSTEMIC POTION/BLADE YENOM-—Usually of a 2Do+3
potency . These potions are nol magical

PODISON ANTIDOTES—Description of antidetes are found in
Chapier VI, A spoiled potion might be a0 antidote which
has degenerated into becoming the poison it is supposed to
he an antidote for,

OTHER—These are special potions, sech as POW restoring po-
tion, which is useless except to the maker, or potions of
water befouled by broo to cause dissase to the drinker, or
perhaps POW blasting potions, They might be beneficial,
sifch as the rare permanent growth potion. A commen Lype
i the “tradecfi™ potion, which has a beneficial resilt {such
as 3 points of TNT) &t the peomanent cost of 6 poinis of
POW or an attack with systemic poisen. The variptions are
endless.

SPOILED POTIOMS—These are potions which have turned
bad from age or improper manufaciure, They are often poi-
sonous, having a potency of 2D6+3, attacking the drinker’s
CON like systemic poison. They may also have odd side ef-
fects such as a Dismuption spell potion that disrupes the
user, Spoiled potions cannot be told from good ones until
tried except by taste analysis (see Chapter V),

SCROLL TARLE

Dy Twpe

1 Special sroll, referee’s discretion.

02-15  Daseription of methods to increase certain char-
acteristics by | point. These methods generally
take 1020 weeks to implement.

I Characreristis

1 STR

2 CON

3 DEX

4 CHA
A characteristie cannot he increased past nor-
mal racial or other maximums with this
miethod,

16-30  Letter of ecredit, deed, valuable historical
knowkedpe.

3150  Secret technique scroll, giving | D4x5% increase
in one of the weapons on the Weapon Training
Tuble. A scroll cannot bring a character past the
limit of normal training in a skill, Thus, 2 seeoll
of increase by 10¥% in one handed sword could
not bring a character up to B0% from 70%, al-
though it could bring him up fo 75%.

5165  Secrets of general abilities scrodl, giving 1D4x
&% increasa in the abliity and all special skills
tied to the ability.

il Abiliry

1 Knowledpe

Z Perceprion

34 Manipulation

548 Stealth
Again, a skill cannot be brought up past the
limit of training with one of these scrolls,

fE-75%  Map to an area which may still be interesting
{treasire hoard, hideout, whatever).

T6-00  Seeminply useless andfor unreadable.
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For additional information on all types of potions, see
Chapler VI, Okher Skills, Ao, noie that potions are ofien
miixed with wine and ale, It might take a [ot of wine and abe
sampling to fgure out what kind of potion it might be, . (hic)

SPELL MATRICES

A batile magic spell matrix stores the knowledgs to cast a
baitle magic spell, but requires the user (o supply the POW,
just as if he were using the spell from his own memory. Thus, a
matrix of Extinguish allows its carrier to use his own intelfj-
pence 1o remember other spells than Extinguish. However, if
he ever casts Extinguiah, he still uses 2 POW points.

Tao put one randomly ina treasure, roll DEOD, divide the re-
wili by 2, and look at the Battle Magic Spell tabie. Alternately,
if the referee has a favorite, he should indulge himself,

Once the spell is determined, choose an item 25 the malnix.,
The following items have served as spell matrices: wands,
swords, scabbards, ploves, torches, cloaks, rings, boots, pen-
dants, and helms. Anything at all can sarve as 3 batile magic
apell matrix.

Any matrin yielding more than one spell is definitely spe-
cial. It should really be preplanted, preferably being used by a
“monster”™ rather than rolled randomly .

USING SPELL MATRICES

Mote that a character can have only ong battle mapic spell
meatrix ready at a time. Foci for battle magic spells cannot be
carved on a matrix without destroying it However, it would
he possible to carve the foci first and then create, or have
created, the matrix in the carved object. Switching spell ma-
trices, or switching from matrix o spell or weapon adds 5
points to the strike rank of the character making the switch,

In all other respects, a spell from a matrix s exactly the
sarve in its effect as the same spell from the head of the magi-
cian.

Spell matrices can be made by a Rune mage {see Chapter

VII).

a5

OPTIONAL MATRICES

The referee may want (o spice things up by setting up
"flawed™ spell matrices, One relatively mild version of thisisa
wand of dismuption. Tt does 1DI0 points of damage (a definite
improveimneant ) bud lakes 4 POW points to run.

MAGIC CRYSTALS

Just as the bones of dead gods provided Glorantha with
bromze, the blood of dead and wounded gods provided crys-
tals, These aré marvelous items, and are being found all the
time. Magic crystals, being of the biood of the gods, are fno
subject to the effects of Divine [ntervention spells. They are al-
g0 indestructible.

They come in two varietes, POW storing or powered,

DETERMINING THE NATURE OF A CRYSTAL

The only way to tell if 2 crystal is powered is by attempling
to attune it as described below. IM the erystal iz only a POW
storing crystal, the character will find he has just stored a
point of POW, If it &5 o powered crystal, he muost overcome its
POW as described above,

To attempt this attunement, 3 character must give up the
attunement of any erystals he may have already attuned, be-
cause the attunement sttempt will not work otherwise, If he
then fiids that the new erystal iz a POW storing erystal, he can
reatiune his old crystal, with noe change of failure but no
chance of a POW pain roll, He may also abandon sttunement
of a new crystal and reattune the old one,

There is no limit to the number of POW storing crystals a
character may have, although he may have only one attuned
powered crystal.

The Crystal Table determines the nature of a crvstal,

SPIRIT TRAPPING/POW STORING CRYSTALS

Ahout T0% of the magic crystals are “emply.” They have
no intrinde power of their oam, Yet, they can be used to e
ther contuin a spirit or to store POW for 2 charscter, in effect
giving him an additional source of POW which he can “charge™
out of his own POW,

Ezch of these “storage™ crysials has a limit to the POW it
can store. This found by rolling 2D6+3, This limit does nod ap-
ply, however, 1o the POW of & spirit contained within a crys-
tal.

BINDING A SPIRIT—If one does oot wish to put a bound
spirit into an snimal 25 a familiar, one must find or buy a
spirit trapping crysial, Once a spirit has been bound within
such a cryseal, the POW of the spirit is available for the use
of the binder. The spirit may not throw spells itself or take
other independent action unless the hinder is attempting to
conirol more spirits than his CHA will allow (sec Spirit
Binding, Chapter W), If the bound spirit's PFOW i3 reduced
to zero, the spirit i destroyed. Mote that gods and demi-
pods may not be bound,

POW STORAGE-The owner of a POW strorng crystal may
store his POW within it, up to the limit it will accommo-
date, for use on call, This FOW can only be used once. Then
it is gone antil the character replaces it again. The POW in a
storage cryatal can be used to cast spells, but it dogs not
counl in magic resistance, It also cannot be used to replace
POW that o character has used from himself to cast spells,

A magic orysizl can be used to do only one of the two
things listed. Tt cannot be used o store 8 spirit and POW as
well under any circumstances. Binding & spiril into & crystal
with POV in it will force the POW out, It cannot be tucked in-




to “corners” the spirit docan't fil.
If @ charscter owning a crystal with a spirit bound in it is
killed, the spirit retumns to the spirt plane immediately.

POWERED CRYSTALS

Some of the crysials formed from the blood of the gods re-
tuin @ certain potency, They possess various abilities and each
alio has o POW, A character wishing to use o powered crystal
must first atiune the crysial,

ATTUMING A POWERED CRYSTAL

To atwune 2 crystal, a character must overcome the magic
registance of the crystal by application of his POW against the
POW of the crystal. This takes 1 week, The attack is resolved
a3 if the characler had thrown a speil at the erystal. If the at.
tack is successful, the character has attuned the crystal, 1T he
fails in the attempt, he will lose PFOW as in the POW Los Ta-
ble.

POW LOSS TABLE
DI POW lozr permanently
0160 I point
6190 2 points
G140 3 poinis

Attuning a crystal also counts as a successful use of magic
fior the purpose of geiting @ POW gain roll (see Chapter V), As
soon as @ crystal i attuned, it glows, Unformunately, it B only
possible 1o be attuned to one crysial at a time,

ATTRIBUTES OF A POWERED CRYSTAL

The power of most of thess crystals connot be wsed directly
by @ character. The power in the erystal serves 1o amplify and
modify the power in the spells a character casts through them,
Each powercd crystal has a specialized function which it
makes avallable to the attuning charscter. This special Tunction
is not known unti the crystal is attuned,

CRYSTAL TARLE

Dy Type

il Combination crystal, roll twice and combine™®

02 Extra power crystal, roll again and add 1D6
POWT

0305 Healing focussing crystal, | DE POW

0B Sensitivity crystal, 1D8 PUW

0911 Twice POW viclding erystal, 1 D3 POW

12-14  Power enbancing crysizl, 108 POW

1516  Spell reinforcing crystal, 104 POW

17-18  Spell strengthening erystal, 1D4 POW

[9.200  Spell resisting crystal, 104 POW

20-22  Spiric supporting erysial, 104 POW

13.24  Spel storing crystal, 104 POW

25.30  Flawed

31400 POW storing/spirit trapping crysial, 203

* Roll DIDD and divide by 4, rounding up, A powered
crystal cannot be combined with a POW stonng crystal,
1 This additional 10¥ can be added to the POW stos-
able in a POW storing crystal,

TYPES OF CRYSTALS

COMBINATION-Roll twice and combine. Add the FOWs 1o
obtain the total POW of the crystal for attunement, but
treat the fwo POWs separately in figuring capability. Thus,
2 POW 4 sensitivity/POW 3 Healing focustng erystal -has a
POW of 7 for attunement purposes bul can only double 3
points of Healing and aid 4 detection spells.

EXTRA POWEK—This indicates a crystal which has an extra
dose of POW,

HEALING FOCUSING —~These crystals double the effect of
Healing and Xenohealing spells cast by the attuned <harac-
ter. Thus, 8 3 point Healing spell does 6 points of cure
Maode that a cryvstal will only doisble 28 many points of Heal-
ing as its POW. In other words, 8 1 point crysial will onky
double 1 point of Healing,

SEMSITIVITY —These crystals make 1 point detection spells
free of any POW cost to cast. They also allow the casting of
2 point detection spells for the cost of | point of POW, OF
course, the character must know the spells that he wishes (o
cast, The crystal can aid in the casting of detection spells
the pumber of times a day equal to s POW. In other
waords, a senstiviiy crysial of POW 7 would allow a charac-
ter tocast seven 1 point detection spells per day for no cosl
in POW or seven 2 point spells al a eost of | point szch, o
any combination of the abave.

TWICE POW YIELDING-The FOW of these crystals can be
used by the owning character to cast whatever spells he
knows, The crystals vield twice their FOW per day for a
character’s use. The crystal regains POW separately from
the character at the same speed as do humans, i2., % of
their POW per & hours, If the FOW of such a crystal is re-
duced to zers by misuse or emergency, the erystal s effec.
tively destroved, becoming only a dull pebble.

POWER ENHANCING—These double the effectiveness of vari-
able strength spells (except for Healing and Xepohealing)
cast by the attuned characier. Thus, a 2 point Bladesharp
becomes a 4 point Bladesharp at the cost of 2 POW poimts
instead of 4, This ability will not surpass the wormal limits
of such varkahle spells, 30 a 3 pont Bladesharp will become
2 4 point Bladesharp, not & & point one. However, it would
be possitle to use a 3 point erystal to cast two 3 point
Blzdesharps an feo weapons,

SPELL REINFORCING—Adds | point of POW per poant of
POW of the crystal to the charscteristic FOW of the user
when he uses an attack spell agzinst the POW of a target.
This even allows a charscter 1o attack as if he had a POW
ower his species maximum. Thus, a Rune Prigst with o POW
of 18 and a 4 point spell reinforeing crystal could attack as
if he had a POW of 22, This POW cannotl be drawn on to
cast spells, and cannot be used 1o defend against a magical
altack or spint combat, -

SPELL STREMGTHENING—Far every point of POW wsed in a
spell, this crystal witl add 1 up to its limit in POW. This is
used for getting past Countermagic and Shield spelis. Thus,
i character with this crystal of 2 POW of 4 could put 4
-points of his own POW behind a Digrupt and get another 4
from the crystal, which will g2t past most Countermagic
spells. This does not drain the POW from the crystal, it will
always have a POW ol 4.

SPELL RESISTIMG—This crystal is the opposite of the spell
reinforcing crystal, v adds its POW to the magical defense
of a character, giving a character with il extra POW o de-
fend with, It cannot be wsed for anything clse, including a
defense apainst spirit combar,

SPIRIT SUPPORTING CRYSTAL-Like the spell resisting




crystal exeep! that every point of the crystal’s POW acts az
I exira points of POW o the user for the plirpose of spirit
eombat, This can be used by shamans for splril combat, bui
cannol be vsed cither as POW 10 sacrifice 1o a spiril or POW
to keep controd of & spirit,

these crystals have a taint of Chaos to them, One might be
impossible (o attune, whatever its osiensive power, or a
POW decreasing crystal, or be impossible 1o unattune once
pttuned. Each type should be different. That's whal Chaos
is,

A flawed crystal may not be wholly bad. 1 may simply
take a permanent POW drain of 104 points from a charac-
ter and bestow & worthwhile power on him, or be one of
the others shown above.

SPELL STORIMG—Esch poind of this crystal counts as 1 INT
pofinl for memorizing spells. I the crysial is not attuned,
even temporarily, all knowledge of the spells is lost. 1t takes
1 day to store | point of batie magic in such a crystal,

FLAWED-Looking for 2l the world like one of the above,

THIRD ROLL-55, anorker poiton. To wmee fime, the referee as-
b Pral Goshag fras thorowghly stocked uf on blade ven-

o

FOURTH ROLL-B4, g hatile mogle spell matrix. Anotier roll
of 30 is diveded by 2 end comrpareéd gpinst U [isr af spalis.
The spel! Iy Derecy Siver. It i3 arrumed thar thix fn o wend
carried By Goodag

FIRTH ROLL-20, gnother seroll. The refered anmiries iy & 2
bawic velfam rorofl and relly or the rable for scroln, perting
B4, & wolugble document, The referee assuemer thar Goohag
frt ah frdévesr dn ok hisfory of iy race amd kat g seroll of
the history of the culr of Kyger Litor rquireeled away fn kix
peraanal chambers. T could sery waluabie to humam ou-
rhariries wanbing Lo know move gbowt e motivarions of the
Frodl rape,

EXAMPLE -GODEAG S ROARD

Wihen best wen, Goohag and comipany had rolled @ piece of
magteal fewelry, then rolling @ 38 for tyvpe of magte. Coapdiing
the Specinl fremr Tabde, we find thar 28 ip @ seroll! Looking af
the Joroll Table, we find thae! o roroll con really Be montd any
thimg, 40 fer Gy armme shat the fewelry i3 insoribed with fome-
thing. Being msted, the referee smply rolle D00 or the Soroll
Table awd geis 14, seemingly wselerr ondfor umreadehie. Whew!
e v pens & off e wareadobde for the mosent ond decids wita !
it really is larer, ||

ook and company also kad § mapieal itemy in their koand.
The reforee comprerces rolfing

FIRSET RoOLE-A roll af 57 mives o pofior, The referes aoonmes
meany they have o sipply of the blode seram they wse and
raily apEin,

SECOND ROLL - 27, ¢ magic oo ilol’ Arether roll presupa 67,
a0 wie Kmow iy probebly o POW siorage crysianl. Rotling 206
giees I, and adding 2 gives @ orperel with o POW storng abil
ity nf 14 We om ormme that & will rerve o exira POW for
Goplag fo throw roeils with
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A. CHARACTERISTICS SIE rolled Meight Range Weight Range
CHARACTERISTIC ROLLS 1 {40 centimeters 0~110 kilagrams
In the course of play, players may find themseives in situstions for i gg—?g} -‘:ﬁ-lgu
which thire ane no clear guidelines i the rubes, Dur all-purpose solstion 3 m_lm 15'15
to this problem is the characteristlc roll. Depending on the complexity " o
of the gituation, the player rolls a percentage on DIOD, IF the percent 5 p—12% 0=
is beas than the appilcabls Chasacteristic times 5, he has susceeded. For & [00-130 535
mere complex sltastions, o chamcter might have to rodl the Chasactes- 7 H0-135 3040
banie times 4, 3, 1, ar even 1, This last posdbility is wsesdly referred to in ] 123 —140 3550
i rules as rolling the Characheniziic a5 g pereeniape. 9 135 150 4060
For imstance, a character wying to gel away from Gorp rolls his 10 145155 50--TO
DEX tlmes 5 or best, If sucosssful, he csoapes the Gorp. If not, he i 1k 150160 G050
mdnus § paints in some hig locatan, 12 155163 70~
13 160=-170 B-100
POWER 14 165|758 =110
This characteristic measarts how well the charscler relates o the pods, 15 170—180 100 —§ 24
B0 i1 cam b used to give a luck roll for times when a chancter suddendy 16 175180 110-130
fimds himself in @ deacly situation. One situation in play-testing mvoly- 17 LRO—190 12140
ed charseoers trapped in & pit who were suddenly tnundsted with water. 18 1851495 13—150
Thost who made & charctezistic roll on POW were lucky enough to 19 190 - 20 140 1 640
bave their moaths closed when (e water came in. Those who didn't 260 1952058 1501710
were drowned. 1 200-210 160180
BiC. elc e,

CONSTITUTION
All CON rolls in this game ase measured within 2 ID6 range, or some
diher combimation which cannot exceed 18, It &s posaible for Constite-
tion to go up to 21, through various types of exotic intervention, bt
hagic Constitution manoot excesd 18,

The one exception is a chaotic menster with the proper rall on the
Cheotic Featores tahle. But then, you can'i expect o chaotic characies
to follow the ruies,

DEXTERITY

The maiimiim DEX i this game iz 28, (e species maximum for a
creaturs with 4066 as o Dexctesity roll. Théro is no faster reaction time,
If & characieristic yoll is necezsarily hosed on Dexterity, s 28 DEX &
always treated 55 @ 1% DEX, because 9600 ix abwanys 2 miss, Note thal
there is a spécies maximum for every race. For homans b is 21,

SIZE-SOME SPECIFICS

Giving an absoluie valwe for SIZ rolls is hard, because average hedghi
end weight differs from century 10 century and culture to culture.
Should um average be based on the Roman average height of perhaps
52", ar the Germanic 5"8™7 The following tsbles tries 1o equate 517
in height apd weight to modemn norms, yed still account Tor the proper
size of Pixie or Dark Troll,
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Faor those who prefer English measurement, 2. %5cm equals 1 inch,
and 1kg equals 2 pounds approximately,

Ome might roll height and weight independently on the above
chart, and this will give much more variety in size. The Referee shold
evalugie the normal SIZ rolls for some monsiens with regard to how
nnsch they should weigh in relation 1o their height, The folfowing lisis
which game mechanics depend an which aspects of the 512 rall.

Freight welphr

Strike Rank Dramage Bones
[3e:fe e

Farry

Btealth Steakth

[ Opiional | HAZARDS OF CHARACTERISTIC TRAIMING
A campaign whose chamcters find large amounts of treasare can resalt
in sthventurers pushing their trainable characteristios i to the limit, A
rampaign in which virtually every characier hes o DEX of 21 will grow
dull quickly, The folowing rules cam be used separately or togeiher to
limit breakneck characteristic training.

ONE—any kind of physical training program will be exhasating
amd have & chane: of hurting the chasacies. Every chamcier attempting
fo extend a charactegistic theowgh traiming muast redl his CON % 5 o7 less



o D100 or ke will collapse for D4 weeks and be anable to Gnish the
training. All money spent i losl. O roll B made Tor sach attempied
pudmt.

TWO—it is also possible to train amd Dot pain an inescase these-
by it. The training character’s player must make & roll of the characiers
ipecies maximam mines his carcent Characteristic x 5 or ks on D100,
Thus & character with a DEX of 12 must have 3 moll imade of 211 2=% x
5, equalling 45 or less on D00, of he will not benefit from dhe training
he bas purchased. This rall must be mads for every point trained for {1
a character wishes to guin § points at once, he must make 5 rolls) and
amy sueccessfil rolls misst be inken into sccounl when figaring the num-
ber necded o the aexl mall,

THREE -individual cults may have sinictunes on dthe abilites thelr
members are gllowed @0 fraim in, gnd this applics to characteristic train-
ing as well. The sefens: should detesmine the prejudices of the characi-
ers’ cults before allowing characteristic traiming.

ALTERNATE SYSTEMS OF CREATING CHARACTERS
Ruseduesr |8 a game of extraordinary characters. Whils it is possible to
enhanoe an Adventurer’s cheractesistics throwgh training, it takes a long
time and much moeney to buy, Bul a chamseter with every characieristic
at mverage or below has litte ehance af survival,

Thee auithore do mad feed that a plaver should be penalized besaus
he canmist roll dice for characteristics, Therefore, we stabe ofically 1hat
it is Perfectly All Right to:

{1} throw ot any character whose chamcteristics averags 9-17 or
less;

(2] roll again for & charactesistic if it & 6 or lower and none of e
wther charscteristics are ahove 15:

(3} roll charscteristics on D20, or 2000,

14 rofl all characterisiics s 26#6, though (1) and (2} above
woudd et apply I this case;

{5} assume 2ll charmcteristics hawve o basic value of B, then take 20
mawe painds and gsskgn them to chamceeristics, so that ne chamcteristic
is below 8 or abowe 18;

(6] use soame other combimaton af dice and free will,

The idea of the game & to Bave fun with charactérs who have a
chanee of sapvival in normal circomstaness, Charmciers showld die be-
calise Esir playces did somedhing weong, nol becaase they didn't stand
a chance due to bad characteristic rolls.

B. WEAPONS DEFINITIONS

The quistion af jost what is meant by “broadsward"™ or “flad™ al-
ways comes up, The following definitions are meant purely for the par-
pases of Rurefuesr. Other places and times may have otber names for
the same items, or apply the e names Lo dilTerent mplements.
ARBALEST—a crosshow with 3 windlass device to cock if, for it is Eoo
hard For anyone fo cock manually. 11 is slow Lo fiee, bat relatively sasy
1o leain, and desdly when it hits. As all crosshows, it came &5 a Dwarl
pift
AXE, GREAT—a large, ternchanded axs which may be either simgle or
tauablie-hitbid,

ANE, LARCE—depending on its orgin, this ase will bt doilse- of
single-bitbed. I can be wsed ons-handed by a strong fighter, but it i
really intended for twoehanded use. It is not meant for throwing.

AXE, SMALL-similar to the Frankish framcizco in that it can be
thrown as well 25 used by hand -and it may be one-edeed or two, Node
that throwing trakning ls entirely separate from m<hamd training.

AXE, THROWING —see AXE, SMALL

BASTARD SWORD- se¢ SWORD, BASTARD

BLOWGLUM —a holiow tube | meter long, used to deliver small daris by
biliwing throzgh the tube,

BOW, COMPOSITE —an archery bow made of wood and bem to give it
e riphdity bt retain some Mexibility. It requires mare steength oo
use this than does a s=1f-bow_ It b8 popalar in wood-shy regions.

BOW, ELF—a bow which is grown by ehves from special seeds, Ondy the
el wive panted the seed can use the bow. To another member of the
Aldryamd cult who wses it, the bow will b a seli-tow. A& non-Abdryamj
who fmes fo wse it Wil Gaase il o wither and die. Thes Tows &re some-
tinwes wsred by Priest and Lords of the cult to house their aflied spiee

BOW, LOMG - there are no baows in this part of Glorantha comparable
o the Welsh yew longbow, References 1o sisch In various fexts are act-
wally to the composite baw,

BOW, SELF-a tasic bow, made of one or two pieces of wood, apainst
which all other bows compare faveaahly,

EROADEWORD - sec SWORD, BROAD
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CESTUS, HEAVY —metal boxing plaves similar to thoee ased n ancient
Grecoe and Rome, These have 3 weight nestled within the glowe for
mnmne impact,

CESTUS, LIGHT —meial boxing gloves which depend on the impact of
meetal, like brass knisckbes, Tor their damage.

CLAW —3 mestal device which allows the user to claw ke af afdmal,
They are mosd wsed by intelligent animaks wighing fo improve their na-
tural wespons bt akso by hamans wishing 1o imidate ankmals,

CLUK -2 natural weapon made from o piece of wood, often with mini-
mal treatment, They may be Hesvy or Light, and im either cam are
treated &8 Maces In this game,

CROWSSBOW, HEAVY —this crosbow must be cocked by a dever
apparatus, 11 s easéer to load than an arbabest, bat has correspondingly
less Bnpact power.,

CHOSSBOW, LIGHT —this would actsally be & Madium crosbow hisi-
arically, but a druly Gght crossbow which can be hand-cocked has mo
practical use excepd & o fowling plece, Our Light crosshow i codied by
Booking one emd with a fool end using this 53 leverage in cocking,
CROSSBOW, REFEATING —special Mostai weapoms which will sell-
destruct in the hands of any non-Mostall cultisi, These are treated s
Light crossbows, bat they may fre once per melee gound, up fo their
Serouimd ol

DAGGER —a shon-bleded weapon ne more tham dflcm lang, Daggers
can be gharp on one of both edpes, of be triamgulsr in their cross-section
il mtended only For stabbing.

DAGGER, PARRYING—a standerd dagger whese hit peints have bein
mneseased by the additbon of an elaborate peard. Bamase of the goard i
iz umble ondy in the hand it was made for. [is specialization makes il
ot fwice mormal dagger costs,

DAGCER, THROWING —a throwing dagaer s useless against most ar-
mor buit it s still very usefal to assassing_ It i specially balanced snd so
costs twice noemial dagger prices,

DART—a short, weighied point suitabde for throwimg, These may be
ket clipped on the ingide of & Large shield Tor somvenience,

FLAIL, GRAIN—the agrmcultural implenseni wihich the War Flad i
based upon. It k& included for eeeasrios whers grain threshess may he
atlzcked,

FLAIL, MILITARY —this Is a fisil head mounted on the end of & short
chain on & haft about T meters long.

FLAIL, WAR —a handle with a couple of bnks of chain which atlaches
i the equivalent of & mace head,

GREATSWORD—see SWORD, GREAT

HALBERD=se¢ MOILEAMXE

HAMMER, WAR —a weapon designed after 2 hammes which often has s
spike &t che impact point mther than @ fat bead at one end, and 5o s
ustd as @ pick insiead. A vesy nasiy weapon, Keal for punching through
AT,

JAVELIN -2 shoet spear sultable for use ooe- of two-handed, or for
throwing.

ENIFE—a tool op weensil suitable for esting, Hght work, desperate de-
fenses, of improampiu assassinations. 10 s gimdlar (o a dageer bat fakes
much s demage before breaking,

MACE, HEAVY —a haft with & heavy weight at one end; the weight
may be spike or Danged.

MACE, LIGHT - haft with a woeight at one end suitable for bashing
anil grushing.

MALFL - macebhead on 2 kong shafi, wsually sbowt 1.3 meders long.
MORNING STAR-a medieval woapon we could not resist adding; in
ths casy we speak of e weapon known g5 a “chadn flall™ or &5 8 mom-
img star fl, 08 is 8 hendle, & leagth of chain, and 2 spiked ball 3t ane
end. Without the chadm it is 2 simple mace.

PEASANT WEAPONS < peopbe attacked st work can snatch tanls with
which to resist, Some are menlioned here, ke Grain Flail, Knife, Sick-
ke, Hammes, and Fick, Ochers, such ag hoes and pakes, should be Light
Maces or Quarterstafls, while shovels shouwld be Heavy Maces, and cattle
goads are usefal as short spears,

PICK, WAR -2 weapon designed after a digging pick. 11 poimied head
of heads aré capable of punching through armor. Often @ is blanl at
cne end andd g0 wreated as a Hammer.




FIKE -a special weapon uged by the Sen Do Temple and some other
sky culie [t is an oveddong spear rangmg from 1.5 to § meters in length,
and was callod & serfess noancinl Greeos,

POLEAXF—an axe bead on A long shaft, very wseful against mounied
frees whe think they are out of reach. About 2 mebers long.

THARTERSTAFF -2 long wonden stick ofien wsed as a walking stafl.
They ame not exactly like the sther weapons with which they are listed,
bt the base styke is similar.

HAPIER —this is not the overlong, labosate weapon of our Renaisance
bt it nstend a basic cut-and-thnest weapan. Lighter than broadswards,

RHOMPHEA -a cresceni-bladed Great Axe used by the Lunar Empisc in
Glorentha, and by the ancient Thracians in Gresce.

ROCK —nataral weapon of the first ardes, Small rocks, capable of being
Tarled, do lith damage to cne in armer, bul kiger rocks dropped [rom
a height do somewhat mare.

SPEAR -2 kength of wood between 1.5 and 3 meiers, with a peint at
one end, Long ooes reduce strike rank but must be used two-handed,
while the shorter ones may be used age-, two-handed, of be thiowi.

STAFF - s QUARTERSTAFF ar SINGLESTICK

SCIMITAR -a single-edged and slightly curves sword weed by the Lanas
Ermpire in bedu of the broadeword, Otherwise like e broadswaord,

SHORTSWORD —gee SWORD, SHORT

SICKLE—n curved Lunar dagger based on the agricullural implement. 1t
can be msed to impale but canaol b thrown,

SINGLESTICK —a short, all-weod stick simiar 10 a modem police billy-
club.

SLING-the weapon which David wsed to kill Goliath. It is a beathec
thong with & cup to hald a rock. A sling stone can get incredible veloc.
ty im thee hands of an expert, There & a minimum ranges of 5 meters.

SLING, STAFF—a ding mounted on the end of & siick, The added
increxsed the range and impact of whatever i theowa. The
mdninyem range is 10 meless,

EWORD-AND-A-HALF -see SWORD, BASTARD

SWORD, BASTARD-alws known as the Sword-amd-a-alf, this woapon
is sightly lomger tham a broadseord and has sufficlent space on the
handgrip to be wsed owohanded if desived, A strong warrior can wse il
one-handed,

SWORD, DROAD-a generalized ferm for & sword with & bisde aboui
one meter long and deable-sdped. 11 heas a povimt but cannol impals.

SWORD, GREAT—the basic two=handed sword, twosedged, which can-
not be used one-handed at all. The wse of the teo-hander is an an, snd
despite popular belbel b ls not necessary to have great amoants of room
1o o full damage, [t is aboat 1.5 meters long.

SWORD, SHORT—this is kased on the Romen gladlar, and is a ghare
goppd sbout Blcm long which can be ugnd for dashing or siabbing ta
bmpale.

WARHAMMER e HAMMER, WAR

C. OPTIONAL COMBAT RULES

AIMED BLOWS

A charecter an affect the hit location streck by Gelaying his at-
tack znd walting for an opening. The [ollowing gives two differens
rubes for doing a0, Heferees should experiment with each rule &nd de-
gide which ome they Hke besl,

{1} For each strike rank a player dulays attacking after his normal
strike rank, the player can adjust the die roll fos kil Iocstion by one,

Thos o characier with 3 normal girike rank of 4 can defay 1o strke
rank %, and be ahle to add or subtract up ta § points to the hae location
he redls on D20 IF the roll is 135, the charscter can hit anything from
hit location 20 (Head) to 10 (Abdoimen). He must, howewer, staie the
bt location before ralling damage dice.

{2y A charagter who wishes 1o hit a panicular bocatkon mus? atate
where he desires 1o hit. He then wadis antil steike rank 13, when be at-
tacks with % ks normal effectiveness, If he & swocessfiel his blow hits
wivere e wishos.

Thus o charzcter with a 85% abillity with 3 sword can wait until
sirike rank 12 and declan: that he is going to try to hit his opponent in
a specific locstion, He has a 32% chance of 50 dodng (nound down). His
oppeneni, of course, may parmy the blow. IF the character rodls a 32 or

less, and the blow is fof pairied, it lands in that location specified. The
reduction in chance of hitting alTects all other combai chances, inclisd-
irgg imngpales and fambles.

Players shoudd node that these moles are strictly for wse with hand.
ta-hamd combat and missile combat, mot with spells.

THE ENOCKBACK

It the cougse of & combat, o characier may wish 1o knock an
apponeni down or force him back, This s scoomplished with a Kiock-
tuack,

Am sttempt 5t 6 Knockback must be stated ai the siart of & meles
round, at beast ag an alternate. A player may say, “Borgan the Bodd will
fight the trall if the troll attacks him, but if the tredl fights Cormik, he
will attempt & knockback on the troll,” The characier mast then make
an atiack with the wespon, shield, or part of his body be is inbending
io knockback with. If the attack ls successful, compare the 5TR and
S1Z of the attacker agzinst the SIZ aml DEX of the tagget and make an
sttack on the Restance table, IF this knockback roll sacogids, the bar-
get is knocked back 1D3 metess. If 20% or less of the roll needeod on
the tabde is rolled, the target is knocked down. [F 5% o less of the need-
ed roll iz made, the target leds go of any weapans lbe olde In e case
willl the fangel take damage {rom the knockback itself.

1If the knockback roll is mot sugcesaful, the stiacker muest make &
roll of DEX & § or less on DI00 o fall, If he does noc fadl, ke bounces
off his target and is knocked back 1D} meters himself, A fumbled at-
tempt 21 0 knockback has the nosmal fomble penalties

Am attempt at 2 knockback always happens on sinke mnk 12,
The attacker may nof atfack in any other way, but may defend and
parry normally during 1k cownd,

SHIELD ATTACKS

It is possible to attack with a shield, ghving up all chance of parry-
ing thal round with the shield, Training in chis techmique is mrne, and
shoubd be Emiied by the Releree of & campaggn. The costs of learning
this techniques are entirely separate from baming Lo parry with o shicld.

type  bawc clamce af-25%  MS0E SRTIE domage
Smeall 153 200 L 400 L B0 L 14
Midivm 5% 30 L 00 L 12 L 11
Large (123 3 #0 L B0 L 1640 L D8
SLASHING

Any curting weapon has the chanee to slash.

A slash takes place if the atteck roll is 20 ar bess of what is need-
ed for gaccess, Thus if 0 seoodaman with 4 40% chance of sueeees rolls
an § or kss on D00 he has made 2 slash, A slash doos twao things:

{1} The weapon damage should be ralled normally redce and the
twa results added together, Damage bonuses for S0 amd STR are malked
only once, The iocal of the sbove is the damnge done by the weapon,

{2} The weapon is stuck i the Body of the targed. To be eximacied
in that melse round, the attacker must make s roll of hall his Aormeal
atthck chamos with that wespom, 1T this rall is not made, the weapon re-
maire where it is and the atiacker can iry again next melee round af his
normal strike mnk for attacking. IF & fumble {5 rolied, the weapon is
Jjerked our of the attecker’s hands,

CRUSHING

Any smashing weapon has the chance 1o crash.

A crush fakes place if the attack roll is 200 or ks of what is need-
ed For success Thus, I a maul wielder with o 60°% chance of success
ralis a 17 or bess om D4, He has made @ coush, A crugh has one effect.

The wegpon damage showld be rolied mormally amd the mepular
daireage Bonus fod 517 and STH {if any) shoubd alse b rolbed normally .
The maximum damage bonws from STH and 512, if any, should then be
sdded fo the remalt, Il the charactér making the crash s o damaope
bamus, the effiect of the coesh i ot

L'SE OF NEW WEAFONS

To every campaign there comdis (e player who i sure that o Rata-
a8 the ideal weapen, and insists on his charectsr being allowed to wse
one. Thert are thest whe are gong-ho for shesiken and pandybars 100,
The referes can refuse 1o lef any weapon bal the ones on ihe Weapons
‘Training kist into the game, However, if the referve feels that menchakr
will lend the pame s needed air of hizame whimsy, he thould do the
following,

(1) Waork out with the player just what the weapon can do in game
terma. Mote 1o referecs without much weapons exparience: look it up.
don’t take anyone's wond for it,

{21 ABow the character fo imvent, o¢ io find the weapon, That
charackér pow has 2 5% + natuzal ability adds and sabtracthons to Pammy
and Attack with that weapon, He can comtimuoe to gain in the wse of it
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throagh experence, When ke has reached the Y05 kvel, he can beome
2 Master of the weapon and begin teaching other player charaoters, At
that point, the player and referee should work ool jusd hew moth fhe
chasacter mas! charge for the privileps of bearning it ond how long it
will take to teach each 5% increment of WEEPOR masiegy.

This is & relatively paindess way of introducing rew weapons inio
the game. Mote, however, that there are no sape-weapons, Our own ex-
persences and many @ conversilion with martial ars ceachers and s-
denats confinm that, afier a certain kevel, it is the man (not the weapon
or system) that s important.

ENCUMBERANCE

Encurmberaice & a contmversial subject. Here are two suliable
addigions to ¥our rules which rou may use, depending on the style of
vour gamet, We expect that you will wee, modify, or reject them as you
e i

The Swensan Variant pives additionel bonags for Hghtly or wnen-
cumbsered characiors, For each point of ENC less than full, the charact-
er pels 5% additionsl bonus in one of the Tollowing DEXased skills;
Attack/Parry (reeatod as one skill here), Defense (for those charscters
with fio nalural Defense), Seealth, or Manipalation. All bonus points
must be gpplied 1o one of the skills so thal a characier with 3 painis
kess ENC will go up 15% i ope skill cotegory, mot 35 i Lhnes,

Finally, a character careyving less than 14 maximum EMC adids one
1o fils miovanyent rate, even il it poes Faster than monmal.

The Sapkenza Variant gives penddtids for the more a2 charctio
carries, The frst Y ENC i free. When o charscrer carvkes between % and
W his Ml ENC, be loses ane movement paint. When he carmies between
% and % full ERC, he loses 2 movement poiniz. At % full ENC to full
ERC, he loses 2 movement points and 5% to Delense.

. RUNE IDENTITIES

Each elements] Ruane has certain things identilfied with it in the
mytholopy of Glorantha.

RUNE COLOR METAL REAPLY PHYLA
Darkness  Black Leaid Club/Rock Inseecd
Waler Blug Alumbniam  Whip/ail Fish
Earth Green Copper Axe Reptile
FirefSky  Yellow Giodd Spear/ Amow Bird
Luznar B Silver Sick e

EFFECTS OF IDENTITIES

Cofor — Rarely has any effect on the wodd, save thal the Priests
of an elemental Rume cult usnally wesr the appropriate color,

Metal — Fune Priests of a particular clement have the sbility to
harden that clement’s medal o weapons with strength equal oo
hronze, Howwver, oron B prefesred by these races which n hamde it
A 1o its greater dorobility amd abzorption of dange,

Weapon — Kume Logds of a particalar ebemental cult will wsaally
specialize in the cult-sdentified weapons,

Fhyla — Members of the particular phyla often make excellent
farniliags [or Bure levels of thor Rune, However, (hey koe not limited 1o
that type of amimal, Mote thar the Lunar “element™ aros too late to
acquire a phyla dentification,

E. NATURAL DAMAGES AND CONDITIONS

FIGHTING IN THE DARK

If caupht in darkness ggainsr foes whe can manewves in it, such ag
dwarves and trolls, a characier withoul this abiity has 3 basic chance of
Altacking ard Pamying equal to his normal abdity minus T5%. 11 this
resalts in a negative namber, he will stll have the wswal $% chance of
sapress, All possibilities such as impaling, criticalling, and fumbling are
incladed in this pedection, =0 that & Masser with o |0% chance of hit-
ting with his spear is reduced te a 25% chance, his impaling chance is
reduced 10 5%, and his critikal i€ ceduced to 13,

A torch o lamp cannet be held in cne’s shield hand whdle (ghting
wnlexs ibe ghredd iz nod ussd Tor pamying

CANDLES, TORCHES, LANTERNS

A candle 5 g siick of wax with a wick which bums. A candle
leminates 2 1 meler radivs and will go oul m wery litde brese, [
dropped, it goes out when the referee yolls 0600 cn T 00,

Torches gro sticks which bum on the end, wually due fo some
moré Mammatde subsance on the end of the stigk, possibly prosoakiod
in oil. A terch held st shoulder height illumdiates & 12 meder radis,
while pne on the ground reaches only 3 meeters. 1 dropped, a 1orch will
et out wheen the referes ralls 960000 D100,
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A lantorn is a device whith teflectors and a shuiter which allows a
beamn fo be digecied, Such a beam can each wp to 18 meters. Thess
may use camdiés For a Hght soumce, which will have a 7500 chance
goimg out in o strong wind, or ke baredeg ol wicks, These latter will
not g onl except kn o major gale, bt also have o danger & they ane
dropped, Use this tablo in case af a drop:

-30  femp poes oul complerely,

i1-70  lemp bures or, uabrokern, roll for begm direction i dropped,
P85 Jaomp broaky and spreads ol over the Toor, leawing a very pick
e,

Immp breeks and spready leenfng of over Roor; rear fomes oz
@ gourl! fire [soe below).

FIRE AS A WEAPON

A tonch damages a taeped ke a light mace if it ia used o strike
something, IF the targel is readily Aammable, it might slso caich firs,
bt thas & a matter of referes's judgment,

However, if a darch iz held mext to & farget for ap entire melee
pounid, the target will mke fire damage, I the darch or simitar Oame
siurce @ being palosd against an unresisting target, the target will take
104 damage direcily in the specific hit loction the first mebes roumnd.

If the plicement of the Name is by chanos or the tasget i resst-
ing by nttempring do ward ofT the Name and misses gny parry he may
have, the tasget has 2 chance of its current POW x 5 or less on D000 of
jpatting any svallable sgmor In the way of the fame, Prodection oo
Shicld spells antomatically protect againsg e Mame.

The flammability of the tarpet must be decided by the referee, If
1he tasged ds flamomabie, and takes initial damage &s described above, il
may continue 1o hurm on its aown at 106 a melee roand in the aifecied
hit location, with a sefsrec-derermined chance of it spreading 10 anoth-
e hit location, If the target does mod calch fire, it ceases taking damage
whin thé Mane is removed.

A being’s skin and boady ane nod readily berneble; body hair 15,

AREAS AFFECTED BY FIRE

A dorch afTects a single kit locgtion.

A small fire, bess than| meter sguare, affects each hit location en-
teping it This |s usaally the legs, but can inclide ather areas of a victim
whio Fulls into Gt

A large fire, moro than | meter square, affects the it locatons
enfering it and may do damage to the chest throwgh Mame inhalation,

This i done in the same Fashion as damage from drowning. Only
largy bumning fires bave this efTect. A bege bed of buming coals weould
anly have the effect of o small fise,

PFUTTING DUT A FIRE

To put out a fire by dousing it with water or smothering it, firsi
roll the fire damage for each hit location, then roll D6 for the exting-
uishing attempt against each hic location affected, 17 the extingaish roll
is mot 2% high as the damage roll, the difference between the twa is the
damape taken that pound, If the extinguish nall is Bigher, the flame is
pul out and the vietin takes no damage in that hit location, A s
ful extimguists roll for cack burning hit locstion mest be muede before
the fire &5 iotally oot

DROWNING

Thls rule can be wsed for both massed swimming rolls and bmmer-
sion im an Undine of water teap. It can galso be adapted to poison ps
artacks,

Il the charsclier was ¢xpeciing the mmersicn, be can bold his
breathe the first meboe round of his immserdon. Foe sach of the sscond
through the fith melee sounds, the plaver most rell the character’s
COM a5 or less on DI 1o madstals the held breath. For éach meles
rountd after this, the OON roll i reduced by ome maliptier. Thus, on
the slsth pound the roll st be COM & 4, the seventh would be CON ®
3, e, Afver the ninth round, the player must make CON ag a perceat-
s (OO % 1) untd after the 15t pound, The chance & then reduced
Lir 5% unbéss thi ©0N Js lower than 5.

Omee ane of these rodls is missed, the charscrer mkes DE points of
darnage 1o the chest sxch round, except for any rousd in which a redl of
COM as a peiceniags is made,

If the character i taken by surprise by the immersion, the player
must debermdme by g oroll of POW x 8 or less on D100 whether the
charscter had taken a beeath. IF yes, then follow the above procbducs
catirely. If not, go directly fo the drowning procsdure with o demage
roll of [ i the first pound.

S

FALLING ) .
This rube covers damage taken Feom Balling down & shaft ar pit or

bedng tossed by o lorse of sylph,
Damags from a fall s dowbbed for every three metens o character

falls, The falkowing table shows the resulr,




fal dawmage fo it location
0.1 — 1 meters 1 effect
1.1 — 3 mebers 106
3.1 — & meters 06
6,1 = 9 meiens 4D
9.1 — 12 metems DG
BEC. eic.

Becanse of the shock of landing, the narmal limits to what dam-
age o limb can take do not apply, Thusa 3 point leg on o chamcier with
9 it polmts would not kave & maximam of § poisis of damage taken 1o
the hit points, but would take all which were rolisd, which could kifl
the charzcter.

Forward wvelocidy is also counted in determindng damage. A fall
from o horse &5 im the | —3 meter range, hut being thrown elFsctively
converts it to the 3.1 — & meter range, Likewise, & Large Syiph tossing &
charscter 3 mesers is gving him the equivalect of an 1% meder fall.

Reforees shoubd make gny ndjustment necessary for relatne soft-
ness of the objiscts lasded spon. Armor will protect apanss damige (n
gamt instances (referce disceotion as to which), but Protection and
Shisld spsells will alwsys protect the falling charscies,

This falling damage shauld be considersd a1 the “damage bonas™
to any stakes of other pointed objects st the battom of a pit trap,
Mormal stake damage is that of 8 two-handed spear. Armor will always
count aguinst this damage wniess the referee rolls (1405,

A Talling charscter whose player makes 8 ssecessful jumping roll
can specify the hit location the chamcter B2nds on,

THROWN OR SHOT OBIECTS
While throwm ar shung rocks are takes into account in the combat
rubes, this rule deals withi the missfles slung by o giant or engine,

DAMAGE DONE BY LARGE OBJECTS

For every 3 kilograms an object weighs, add 1DE fo dhe damuge i
does (round down). Alsa, in the case of 8 manaslly-thrown ohject, add
¥ the normal damage banus of the thrower to the damage,

An ohject can be effectively thrown by a character If 10 welghs mo
more kilograms than the charscter has STR points, Basic ratge is 9
meters, Add 3 meters for every point of difference between the weight
and the STH. A referee should take any awlowardness or aesodynamic
qualities of the obfect into account,

Assume that | EMC squals 3 kifos for the purpose of this rule,

MACHINE THROWERS

Missiles for engines should be hased on the above damage plus an
STR rating for the engine, Referees should determine the STR of the
engine io debérmine what size object they can theow & shown above.
Alsoy, the engine woubd get & damage bonos based on Y% the engine's
STR, rather than % the average of ihe engine's STR and “SIZ",

DROFFED OBJECTS

In cases wheme the abject is dropped, congult the falling nales. The
damage from the falling object is faken from that table, with any neoss-
mry alteration depesiding on the @xe of the ohject dropped, If the ob-
joct is fumg downward, the ¥ damage bonus i added, The weight of
the object has little 40 do with the damage in this case,

THROWING

Throwing accursiely depends upon the charscter’s percentage
skill bewel. In throwing theme is oo eguivlent to the pamy. There are
twe ways to throw: the Fitch and the Lob, Skill at both comss under
the same experienot catepory. The pitch is a dimect-fire attempt to hit
a sanding target; the lob is &0 indirect-fire stiempt to hit & point on
the ground.

Accusabe throwing s posgible to & range egual 1o DEX x 3 meters
[amage from missle impact coges oily from pitched mizailes,

Mizsing the tanget pleces the missile off-target a distance sgual to
the difference berween the percemtage necded to hit and the number
rodled, timse the range from thrower o target. In the case of a lob, one
wotihd ol for direction uszing & DE o7 DE (depending on battle-board

tiom) to indicate magor compass points. For a pitch, 3 missed
shaot goss to the left or dght (30°% each) and carsiés on to the lmdl of
the thrower's rangs.

Example; Gworch the Trollkin lobs o roffen ogg @f Rusle the
Runelord, who fr in ¢ parade with many Favis notables. can
throw ar 7% —unformunarely bis player rolled o 75%, ond 5o the epg
mifrees by 5% rimes the range, which war 40, or I meters, Rolling jor
direction, rhe referee discoveret that Gworch Adt sctually hir Angerbad,

an importent Grear Troll,

FREFEREE NOTES

THE RESPONSIBILITY OF THE REFEREE

Refemees may run elihorste campaigns or individes] seenasios,
The scenariog can be simple adventures of guests. They can
take place sbove and below ground, and they can inchude any Type and
degres of characlér inttraciion. .

There aro two evidesl campaign styles popular among Fune{huen
players we know, Both depend upon ihe scenanios menisoned a5 the
basle focus for ectiom, The styles dilTer mainly in the off-stage activities
ol the charsciers,

EPISOIHC CAMPAIGNS
This refers to those games b which the regular chamacters adwven-

ture i pre-sei locales, usually starting near the obiective, and spend
thede ‘Between game tme® in an unspecified world with spefl und skill
teabning costs equal to those given in the rules.

FULE CAMFPAIGNS

These fequire more commibm&nt o characters snd to the world in
which they Gve. Charsciers must take cam whal city they slecp in,
which cults they are friendly wiih, or whose family they can trast. The
characters may have to spend pame time on worldly dunes, may find
themsehes embroiled in a cousin's fewd, or have to hide for months
without play becsuse of & government enqulry or purge. Players can
find themselves on long “talking sdventunes,” without 2 spell cast or a
weapon baned,

Most campaigns xre a blead of both types. The key is to find the
style which best subts the refares and the players,

A mew pefegee should begin simply, Plan to have & couphe of bgli-
ming players, marsbers, and few appoertunities for error, Test a few rudes
ot @ timee, and be prepared to check the book as necessary, and always
discuss pales questions with the players—it's their game, too! Worlking
topether, a fow trind attempis will Inetill yoo 'with confidence (or con-
vines you that you don't want to referes).

BUILDING SCENARIOS FOR CAMPAIGNS OR FOR
INDIVIDUAL ADVENTURES

The referes mist devise the Ooor plans of any bailling, dung=on,
ar cave the adventurers enter, Then are ready-made plans availeble in
most game stores for thase who don't like to deaw, A detalled map of
ihe surrounding coantryside, so thai the players know whene they arne,
s alin necessary.

That's the ¢asy part, These areas, above and below ground, miwst
be stocked with monsters, The refepes should think in fesms of Belws-
ability and consistency, A complex of caves stocked with a differunt
modsber in each cave, all of whom are mutuslly aniagondstic, may prove
euciting for the mament, bud will quickly pall into borsbomi.

An sdventure area, whedher it be scethon of forest, cave, old ruin,
river, #te,, should provide the player with the follewing opporiunities

—puperience in the use of his gkilks

apporiunity e obtain tressure and thereby parchass further
training

—te chames ta die in pursuit of the abeve

—enjayment whide doing all of the above.

The principal iea i =eiting up scenarios is balance, Large give-
Fway ireasures which can be had with no elforl, of the daughtering of
inadequate guardians, will become boring. Scenarios which daughter
W% of the party for a regard which dossn't meed expenses will become
Frustrating, And, of cousss, scenarios wieee (he MOners are 100 towgh
ta beat, no matter what the skill of the attackers, will rapddly tuem off

layers.
¥ This is not to my that beginning sharactiess shoulda®t fun encouant-
er defemses oo teugh to crack. There is no point in o workd where the
mansters can always be beaben, no maiier who opposes them, In such
wordd the monsters would mot survive, much léss aocumualate LrEasik.
But hard nuts should not it siuarely aeross cvery path which beginning
Adventurers take Lo progress i the workd.

The referes running an opgeing cam paign most hove o miz of haed
amd 300t mengces for his playérs to meed, and some they can't take until
ey "ve mzde the final sieps t0 Rume Lord and Ruse Priest. Major men-
wees should be sdequately marked, too, fo warn th wary. [T a parly of
beginners insists on taking on the famous Troll Bridge, where partics of
experienced Adventierers have failed to refurn, one must les them ga,
You nevier know - ey might surprise Youw.

Tt cannot be toa strongly stated that = referee should sol beooms
emotionally involved in the scenarios he budds, The twin banes of FRP
Fames aré anigry players and angry meferess,
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POPULATING YOUR SCENARID

Referens designing cave pomplexes amd othér undérground &réad
should concentraie on small, icgrated comphexes, ather than sprawl-
ing mames full of random monsters, Even in sprmwling mazes, it mon-
sters will tend fo organize themeelves into spheres of Influence,

An underground hideaway should be the home of an onganized
group of opponents with seady plang of defense and attack. This doss
nat ik that they are all of (e sime e, just that they cooperate,

On the other hand, i makes an interssting scenario to have the
ares the scene of & sirugele botween two o more groups, with ke
Adventuress drgwn into the middle, Which side will they Tavos?

TREASURE

An Adventurer with o couple of successfisl scenarsos under his bele
shaald have sccumulated sufliclent Lunars to get himself out of deb
tir the puilds and cults. The Treasurs Charts in Chapter IX are indica-
tions of wihal an mdividieal monster could be expecied to have. They
can be sasily adfusted to the whim of ihe pefonss.

Theee b nothing 1o sy that the treasune must be in plain sight. 1§
may be ducked away asound comess, hidden behipd =cret panels.
buried in the bedding, ar occupying ithe monsters stomach—s few of
the possible hideways IF the monsier is a guardian for someons e,
the treasure alio may be tspped. Give your players o chance to use
their abdities to Spot Hidden, Spot Traps, and Remove Traps, OF
course, i they don't succeed, no treazare

STARTING NEW PLAYERS

Expericnced meferees and players often forget haw comlising and
difficult a role-playing game is for beglnpers. Referees especially should
make an effort 1o teach thelr players the easy way to do things, enfosce
the propes sequences, snd angwer gquestions which disapt the game. If
you are a bepinming referee, it can be very dillicudr.

We advise that the mefent propare some smiphé SCENAmos UENE
these puidelines. First, make them sasy to follow for newoeomers. Take
them through Familiar terrain, not dhe Riddle Maze of Elder Wisdom,
Second, pive the playens phenty of opportunily to use many of theis
non-combat oills exrly in the game to ilestate the D00 resclution
sysiem, Make them track, climb, roll & rock aside {thos om the nesst-
ance tabie) and so on. Finally, make the combal sbmple and ase begin-
ning types of monsters, A couple of trollkin or shadew cals are real
mensces 1o beginning partics, while a lasge tand of nubble naones: make
e both fight ard thisk. A band of skeletons i & pocd morale boostes
for o discoursped pardy, But nol foo many | -seperior nambers always
tell in FumeQuest contbal.

G. LANGUAGES OF GLORANTHA IN THE
DRAGON PASS REGION (THIRD AGE)

HUMAN LANGUAGES

ESROLIAM
A lamgesge used in the Holy Country land of Esrolia. I ig relaged

to the “earth speech™ of the spirits worshipped in that couniry. Esro-
isns genezally leamn Trademlk asa second language. Speakers also know
Earthiongue st 8 ratie of 1% Earthtonges per 10 Exrodiam,

GRAZELANDER

This is the remnants of a bnguage once known & “Pare Horse
Tongue.” It is spoken only by the Grazelanders a8 3 primary langaage,
but is very simidar 10 the languape ef the horst barbanans ol mofthem
Peloriz. THE matives use i only among themsehves, prafereing Tershite,
Earolkan, Sartarite, or Tradetalk with owtsidees.
LUNAR

LUNAR 4 1
This Is alse cabied “New Pelorkan™ and hes many similasities {0

Tarshite, 1t oripinsted in Peboria with the Empiee of the Red Moon and
has aliesed that ald wongue. 1L is spoken by all Lusnar natives, who will
ardinarily know Tarshile, Tradewnlk, Grazefander, ar another foreign
fongue as their seord Eenguage, Speakers adergtand Tamshite &t Yo x
their Lusar ahility,

OLD PAVIC

Some 500 years befors, this now neasly-dead Lugange was spoken
in the Empire of the Wyrms Friends, The Empire raled d Pavis in that
ape when the huge ruins were cul of [rom ghe outside world, and the
native humans st spek i Now that the city s reopened, it B Apain
kiown to the outside woshd 1 & also used in anciest religious cercmon-
jos at Adarl, bui pot spoken by the populace there. Speakers of this
languagy akso know Draconks at ¥« their 0dd Pasic ability.

PRAXIAN

The Prax animsl nomads s this langaags. It b spoken by all of
{he tribes thene, incheding the nonhuman Morokanih, and has also been
adopted by the non-herding peoples pech as the Mes-and-e-half, o1 the
lacal Basmoli Berserkers,

SARTARITE

The primary baigsags for all of the patives of the kingdom of Sar-
tar, It was imported from e tegian of (be Hesdriked in the Holy Cous-
iy when the Sartarites moved morthwards, and they speak it theme as
wiell, 1t is ihe second bangaage of the peoples of Alont and Abda-char,
which joined the kingdom later than the other cides, Speakers arc
likely to know Tmdetalk as a weond language. Speakers will Knaw
Stofmiongue a5 well, a1 1'% Stormiongue per 10% ability In Sariarite,

TARSHITE

The native tongae for the regions of Tarsh and the Tarsh Exiles
around Windertap in the Far Flace citis, the speech was imporied when
natives from Peloris (fo the north) moved into Dragon Pass, It is scane-
times called *08d Pelorian®™ for thoi scason, A speaker of if can speak
Lumnar to % his Tarshite bnguape ability.
TRADETALK

The cult langunge of the Issaries trader cult, Tradetalk has beea
tzught by them all across the workd, It is the closest thing to s conimaen
tongee which Gloranihs has, aod may be leammed alrsost anywhere, in-
cluding non-human areas, Tt is the widest-kaown seeond langusges,

MON-HUMAN LANGUAGES

ALDEY AMI

The language of ehves and their kin: dnce the ssparation of the elf
nations acroes the world, the different forests have developed some o~
cal variatians of Aldrvami, but thess are more fike sccents than diffes-
ent dislects, Al Aklryami profer to use Tmdetalk (o communicate with
noin-glves, even i the non-elves show ofl their knowledge of Aldryami.

REASTSPEECH

The language of animals and hali-animals, such es beastmen and
balbsoomns, 18 very difficult for people to speak it, Tt it is easier for peop-
b to Learn it iF they can find a teaches.

DARKTONGUE

Creatures of darkmess, such as teodls, giants, shudes, and theis ik,
speak Dlarktongue, 10 s very ancient, and writings in it exis from be-
[ thee Great Darkness,

DRACONIC

Dragons and their kin, especially the dragonewis, wyTms, and zach
creatures, speak it, Deeam Diragons almost afways speak it, raredy know-
ing ascther bngasgs due 1o their peealisr orign. It is difficult far non-
dreconic types 1o leam, thoogh dragonewis seem o hanve little problem
fearning ather tongues. Speakers of Draconic also know Old Pavic at &
their Old Pavic ability,

EARTHTORGUE

The speech of gnomes, carth calts, regiies, and other esrth-reloted
ertatires; the language has a few alTinities with Aldryami.
FIRESPEECH

Fire-worshipplng or constrecied crealidges such as salamamders,
and birds and more abscure races speak it
MOSTALL

The tongue of Mogiali, dwarves, and thels minor created races (]
littlpased, though somee midrers wse IF 85 & fgecret language” o con-
found theis oversiers or other foreigaees.

SEATONGUE )
The watery mmoos, including all Triclinl (merpoople, imieligent

biasts such as dolphins, and undices) speak this

SPIRITSFEECH .
This is 4 comman tongue for spirits when they do ol communi-

zate by Mind Link. Tt is made of parts of all the divine lamguages, bat

expecially Siormiongod.

STORMTONGUE
Mative falk of sylphs, mamemals, and other e spirils and calts,
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H. PREVIOUS EXPERIENCE

Player characitms ane assumed to be full prown and have sftained
their majoeity by ke sixteen, and hence are resdy to play. Howewer,
referses may allow players to baild up their characiers before they en-
ter aciwe play by using Previows Expérience, This presumes that char-
acters susvive another fve years bevond thedr sxteench birthdey,

INCREASE IN CHARACTERISTICS

Charcters may improve o several different areas, discussed gep-
arately below, ALl charactirs, thoagh, have the same chances of increas-
i thekr personal characteristics. Roll DEIOD ance for each of these
characteristics: STH, CON, DEX, POW, and CHA,

Q) —03 charpcteristic mcreassd By 3.
410 chargcteristic increased by 2.
1l=25 characteristic incressed by 1.
2600 chargrierisiic increased by 0,

If the nesall on this table would take a charscter past & normal specees
timit, then the result should be reduced 1o the maximum pasdble, Thus
if & characier would mormally be restricted fo an S5TR of 12 due io his
COM and S1Z, then rolling on this tebbe coald not take 1o 13 ar higher.

AVAILABLE EXFERIENCE

Most culieres resisicr social mobility and general chances of wil-
progruss or improvement. Swch restrictions vary widedy; the charts in
this section offer suggestions usable in the Drapon Pass region ns well &5
mamy other campakgns.

Players ame presamed to already have rolled up their character’s
bagic beckground on the chart in Chapies I At the age of sixteen fhey
miy them choose (o 17y any of the possiblities offered here, Excep [or
nuilitia iraining, the choices are mutually exclugve,

PEASANTS

The tilllegs of the sedl, and depending on thedir nation and provine:
they may be free farmers, sharecroppers, serfs, or slaves. An adventorer
citiing From 2 culfure where peasanis are slaves may be either freed or
escaped, Peasants aré the largést pencentage of any civilized populace
bui thelr relative numbers smeng adventurers ks much smalber. Most
peasanis gpand thedr Hves on the land with littke chance to break away
for adventure ar for tmining, znd their opporiunities are fowes. Thoy
may, howewes, stiempt fo join mercenarkes, nullith, or o apprentice
themselves to thioves, mariners, foresters, Hayers, or horsemasters,

TOWNSMEN
They ars the iradesmen and craftsmen, Peasants of nobles may live

n & town, but they sre excluded from the clasgdlication as used here, It
alzo imcledes the extengdye derchant claoss which exisis in Glorantihs,
The ctafts are divided into goilds or brotherhaods, and ase reéprésenied
im thess rudes usder Other Skills (Chapter VI, Townamen may join
mercenaries.  Otherwdise, they miast join the militia, and will be ahle
Join an apprenticeship program 23% of the time,

NOBLES

These are the leaders of the communities. They may inhedt their
position, receive it as o grand from a king, or by elected, depending cn
the region and time, Their position wssally mcludes wealih, and they
aré the fortunate few of thedr woslds who have fame, money, and pow-
or at their dispasal, Noblemen may join mercenary hamds, bt even il
serving with a fool regiment they will get cavalry experioncs instesd,
Mobles would pever think of appremticing themsebves, and they are
generally the onés who irain the militia, not leam from it

BARBARIAMS

Clazssically defined, they are people who do not speak the way you
do. In Bunefluess, we ase the term For 2 wides spectrum of nomadic
herdamen, primitive villagers, huntergaitherers, and kyiiic maral or pas-
torad herdsmen. They are loss bkely to live in towns and are forbidden
to learn apprentics skills, They may join mercemniries.

MILITIA

Mtk training varies widely through time and spece. 1n the Doa-
gon Pass area there ane many societios, but mone of the dominant ones
dizarm their peasantry. All shle-bodied free men (and women, in somee
places) are required o skow up for musier and traming fos the delense
of thel vosmmunity.

To join the militia, a chacscter msst have the minimum STR and
DEX requirements to handle the base militia weapons of sne-hasded
spear and mediom shield, They are expected to spply these weapons
themselves and are allowed any sort of armo which they can afTond

&nd cam carTy,

Militta training through the year, incloding possible iime spent in
wart or im fighting owtlaws, is free. It will be equal to W0 Lunars wortl
of training for the frsd fve years, split beiween the milits weapons of
one-handed spear and medium shield, A mikitkman will also ave 104
oppartunitice o Tight and will get that many chances o go np 0 his
spear and shield pasty through expesienct. Thss an sversge characies
with no bonazes will be 25% with the onehanded spear amd médium
shivld through tradming coly. F

Each year after the firet Gve spent in the millis will get a farther
200 Lunars per year of spear o shield training,

Anothir weapon shoudd be sdded to militds armanmeent, This is
iraditionally & sword, axe, or mace type, Just what type (s kel o the
discretion of the referse, but it mighd depend on local usage (sach as
the Frankish preference [of axes) of might be tofally uncontrabled,
Swch scondary weapons are also called weapons of desperation, and
are nol iatended for lomg use in combat if possible, Henoe there is no
traindng in this For mifitia,

APPRENTICESHIPS

Mot snyone can be acoopted for apprenticeship, Foselgn barbar-
fams are oul of the question, and no master coald trust 8 nobkanan who
lowered himself to this work. Seine crafis scoepi peasants, but the
mupre spectgized among them often do not. These sitivades are reflect-
ol in thi kst balow,

There nsaally are no physeal requdrements needed fo become an
sppeentice. Skow or unfii workers simply advance dowes. Mor it 8 nece-
ssary o have equipment.

Apprentices are expected to work for their master @t for
teaching. They may also live and board there, They will also be nequined
tor jodn the militia and will geg appropriate expodience from that They
canmot join menenaries and be an apprentice,

Townamen wishing to join o guild may do so o 2 olf of 0195 on
Do,

Peasants wishing to join have a more difficuli time, and must moke
a moll depending on the type of guild they wish 1o joln. Te foln the
Horsemaster's guild, a peazant must roll his Horsmanship sbdlity as 2
percentage, To join the Maritime, Foresters, or Players guilds, peasanis
must roll 01-70, Te join the Thieves, they miast roll Juck POW 3 5), 1o
e contacted by a stepetive inaster thief, Armiorers gailds take peasanis
on a rofl of their STR + CON divided by fwoe and multipled by five, as
# percentape. Froe Sages require a toll of a peasant™s INT & 5 as & pir-
cenlage bo jobn. Alchemists allow peasants 1o join if they redl INT x 3,
plus sxch 100 Lamars given gets an additional 55 to thele roll,

Herbartnz may join ihelr own fribe’s Horsmastees guihd i they
have ome, They may not join any town guilds,

EXFERIENCE GAINED

In the course of a yoar an sppremfioe will be trained 12 Bours per
week amd work for his master the rest of the time, This amounts to 100
Lunars a week times 40 weeks (Zloranthan yean are 40 weeks long) for
a total of 4000 Lunars worth of training o the gaild skills ges yeas of
servbee. For most pisilds, an apprenties will be trained in all the siills of
the puild, and this means that he cannot leasn moge than 40400 Lunars
worth of any one skill.

Sages ane an exception, The Sages guild only insis1s that b= appren-
tices split this training betwsen at least tow of the avadlabie sills Thus
they can become specialisis i a few skills,

Armorers zré another exceplion. The Armorers traditionally train
an appréntice i only one of their skills, leading 10 an apprentice with a
T5% Jovel in ane of thelr skills when the Ove year period s over,

ENAMPLE: DEVORA THE THIEF

Devarg wat orunate erough ro be conreched thorily after fher
sizteensh birthadzy and be seked fo foin o locs! bond of burglore. A fTer
Jfive weors the hag gpent her equivalent of 4000 L af freining tiasly

SNILL BARLITY COST
Climbing [ 000 L
fumpirg 08 4000 L
Frap Ser/izarm Ll A0048 L
Mope Slenitly SO g
Spot Traps JoeE FROG L

*The cost of imdividual skl camney exceed 4000 L, and Lumars
lzst carnad be used efsewhere,

LEAVING AFPRENTICESHIF

Apprentices who leave their teachers may relain sssoclate saius n
puild without paying a Tee for it, They will have 1o pay for any continu-
ing aducation with 1heis eamned money, They can receive no credit for
farther traiming,
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Mosl masters am aksos tght-fisted, bul may help owt favored siu-
dents. To find out how much money apprentices lesve thedr exaft with,
the player multiplies the charnciers CHA thmes a rell of D00 to find
the number of Lonars saved or given 1o him as o gift, Even thleves mus)
dir this, yielding up their lost (o their masters while apprenticed.

BARBARIANS

Previous eapericnd: for barbarian iribes is diffesently handled,
Ratker than assaming that a beginning Character has had wide exposare
b many weapon ypes and customs and colis, 1 presames that the bag.
basizn has been raised inoa strict and somewhat primitive eovisonmneent,
Thig gives bim somse advaniages of waining, bat shorts him in afhers.

Experience b5 the most obvious differsnce. For exampbe, when &
bepinning charscler starts oul fram & barbarian dribe he will know only
hix tribal weapons (25 outlined below) and he will know (hese at an abi-
ity of 15% plus his personal attack and perry bonas. AL other weapoas
will b treated as 5% abiliny, though, and any training must be begun at
that fewel despife any attack bomeses,

Previous ¢xperience for the barbartans who choose to stay with
tribe mmd Bearn iribal skills is alsa diffeeemt. They will be trakmed For
free up to the perotniages cited bebow rathir than any et cash amound,
All unaoted skills are ai thelr basse chance + natwral abiity,

EASIC TYFES

In thi Dragan Pass area the folfowing fables can be uged 10 give an
approximate division betwesn the nomadic animal or horse-riding no-
miils amd thie mowntain or forest-dwelling Binbes Tarmer.

O Tvpe
01—k Fapd Barbarkan
&1 Db Mownbed Barbarian

FOOT BARBARIANS ~ WEAPONS

Esch trebe will hawe its own specilized wiapons. On the Tollowing
Hists roll twice [or column A and once for column B, 1T the sime wea-
pon is rolled twhce, or both shiclds are rofled, ihen moll one di= again un-
til a different result is ablxinesd.

T A B

1 ane-hamded mace  aling

P larpe shikld Iwo-fuanded spear
3 ane-handed axe two-hznded axe
4 ape-handed pwond  javelin

5 ooe-handed spiar  theown axe

& medium shield bow

Characters galning poevions experience from & food harbanan tribs waill
know one weapan at #0% plus natomal abdlily, and Use othes two an 205
rius matural ability honus,
FOOT BARBARIANS - SFELLS

These peaple have & full range of pells. A character with ool bas-
Darian background will have 106 points of battle magsc, takén from ihe
Tollowing list-

Bledethary 2 Lregecy Traps Tpnire
Sludigeon 2 Dedect U # Tromband I
Copsrermage Defeciion Rlenk 2 Light

Detect Detection Dirpel Magic 2 Mingspeech 2
Detect Eremivg igruption Muirimiszile 2
Derect trems Thalibfade 2 FProtecfion 2
Dlerect Grold Exfimguish Shdmimier 2
Dereer Life Fanaricism 2 Silence
Derect Magic Farses Speedart
Derect Sitver Gl 7 Sedeir Sharedd
Iherecr Spirir Healing 2 Xemoheafing 2

Old warriors who've stayed with the trebe would hive larper compe-
ments of spells st the rate of 104 points pec fve years of service with

the tribe,

FOOT BARBARIANS — OTHER SKILLS

Beginning charscters will have all of the listed =kills hece al a a
05 despite any natural bonuses, plus any three chosen a1 S06 plas
fafaral bonigs. These skills are available e foot barbarians:
Camauflape  Jummng FedfDisarm Traps  Spot Trape
Climmbing Move (wierly  Spor Hitdder Tracking
Hide ie Cover  Oroldory
MOUNTED BARBARIANS - WEAPONS

Mounied barbarigns hove itk available vadery of weapons be-
cause of the mefficiessy of many weapons from animal-back. Redl 108
wntil three different weapons ar: chosen for the tribe. Choase anly one
shiekl

1 weapon Td®  wespon

1 ape-handed sword 5 lance

1 ope-handod axe b Suvelin

3 onehandsd spear 7 stnall shield

4 B &8 median: shield

Characters from these tribes will krow oni weapon al 40% ability plies
their matural aldlity, plus two other woapons ot 20%. All other weapans
e ak S5

MOUNTED BARBARIAMS — SPELLS
The spells avallebie are dhe zame a3 those Tor foof barharlams.

MOUNTED BARBARIANS - OTHER SKILLS

Maunted barharians with previous experience start at 7% Riding
slviliiy, plus naturad abllicy, and ewo ocher skills ai 509 each plies natur-
2l bomus. Al sihers listed begin at 3FE, withoat bopus. Skills grailable
e

Cirtteany flage Cheatory Spot Traps Tracking
Hide in Cover  Spot lfidden Riding
MISCELLANECLE

(1) Arnier for barbarians ds presumed o be leather and cairboilli,
In & growp which iz encouniered, 3% may have metal arnos, and fhese
will aisn likely be the experienced warriars or adventurers,

{2} Money for barbarian charncters showld be ereated a3 in Chapier
11, with each charcier beginning with [3 (4} Lenars,

(3} Defens: diould also be checked for all chasacters with experi-
ence. Dot to the constant conflict he lives in, a plaver character shoukd
bee allawied 104 delenss experbence rolls (INT ag & percentage on D100
g5 part of his prior experienos, This zpplies to charscters who siart oat
with 3 defense baris, of cowrse,

MERCENARIES

The congtant fiction al the edges of the Lunar Empise fosers
cofpanes of mescenaries, These mercenarics hire cut to vareoas em-
ployers throughout Glorantha. They constantly mecrult to replace loses
from death of resipmation, These companies aften bocama nearposabed
It 3 mational force on o temparary hasis,

These mercenaries resemble the comdoftierf of medieval snd renais-
aance |taly, or the Greek hoplites urder Xenophon wheo e emplayed
by Persian empurors.

The geferee showld determine how many mercenary companles an:
in ghe ares of the campalgn aml what sort of company oach is. These
companies can provide prior experience for characiers, employers for
characiers, ar epponents, g

TYPES OF COMPANIES

Bazically, @ mercenary company will be either infantry or cavalri,
Infamiry i fum divides into Heavy, Mediam, and Light, & determimed
by weapans amd asmament: cavalry divides into Heavy and Light. To
randomly determing the avadlable reglments, use this chart:

D Type

1 20 infaniry, heavy

1150 mifantry, mdium

51-78 infantry, light

T6-HF cEvalry, heavy

LE ] cavalry, light
INFANTRY - SKILLS

The following list shows what skills can be ineseased by serving s
a mercenasy. Two of these may be chosen by playes dharacties as Useir
preferred skills, amd when they leave the mercenaries they will have
thest at & 50% ability plus natursl bones, and all the others will be at
IO Available are:
Cemawilape Mide én Cover
Epar Traps Tracking
INFANTRY - SFELL3

A player chamcier coming froom 2 meéccémary infanicy oompany
will know 4000 L, werth of the spells on the it following, gained as
part of their experience. Avallable ane

Spar Hidden

Higderharp Doy Ememuey Propecinon
Coninfersdgic Healing Fepate
Demaralize i driliny Spwedart

IMFAMTRY — WEAPONS

Weapons vary according to the (ype of company.

Hegey Infenrey —this wnit specialiees i heder weapons snd ar-
imor, wcrilicing speed for siaying power, The followisg combinations
of ‘weapons are availlable (o begvy infaniry mercengries, and the refer-
e is always free 1o add mone or clhange the combisatiens,
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radl of D6 weapan coshination
1-2 ame-handed spear, shorizwosd, large sheeld
-4 twio-handed spear, one-handed sward | smadl
shichd
5 Javelin, one-handed axe, lage shield
' two-handed awe, one-handed sword

Heavy Infaniry Armor: lavy or light scale hauberk, plate gremves
and vambraoes, closed helm,

Mediwm Tnfontry—medimm infaniry moves Faster and lighter, and
has 2 greator variedy of weapons than doss & beavy infantry unit,
roll af D weapon comhingtion
1 one-handed spear, one-handed sword, medium
shield
rwo-handed spear, one-handed axe
ceosshow | cne-haded gword, mediem shield
Javelln, one-handed axe, mediam shiehl
vwo-handed axe, one-handed sond
javeling, twiodhended spear, shortswornd
Medium Infaniey Armoy; ring mail lauberk, culiboilli greaves and
braces, opun helm,

Lighr fnfomery—these are the skirmishers and missifo uwers, the
ecouls and Foragees. Roll for 2 particular company combiration,
rail of [ wenpan costhigiion
1 how, one-handed sword, small shield

javeldin, aling, snsall shield
javelin, short sword, small shield

ding, one-handed sword, amall shield
javelin, oné-hended spear, small shield
crosshow, onehanded swopd

Lighy fnfanfry Armor: Eather hauberk, pants, vambraces, and
composite helm,

T LA e L
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CAYALRY — SKILLS

When a character beaves the morcemary cavaley, e will have 2 Rid-
ing sicill an B0, including natural bonuses, plus any one other skill ai
50% plus matural bonusss, and all others at 30% or natuml abiity,
whichever is larger. Available nre:

Camouflepe Kiding Spor Trabs

Hide tn Cover Spot Hidden  Tracking

CAVALRY - SFELLS

The character fnishing 3 stint with & mounted mécenary comps
any will know 2500 Lunars worth of spolls from the st which falkows,
in addithon 1o Xenohealing 2, Available are;

Rlodeshary Lyerect Enemies Frodection
Countermagic Healing Repair
Dhemoralize Mability Speedarr

CAVALEY - WEAPONS
Heawy Cawairy-used for the change, m&ant to break up infaniry
Formaticns lrui_ ride them down, Foll for the particular company

roll o £ wEdpo o bination
1 bow, lamee, one-handed sword
2-5 lance, one-handed soord, medium shickl
[ javelin, one-handed spear, onc-kanded axne

Heawy Covalry Armeoe heavy oo light scale hauberk, plate gresves and
wambraces; closéd hebm; horses may have kather bapding.

Light Cavalry—used much the sime way as light infantry. Some
are missile weers, some are weed 10 harey retrenting foes and scoul,
Roll 1046 for the wipan combination of & partboulas company.

rafl af Db wagpan et ion
bovw, one-hended sward, small shicld
bow, lance, cne-handed sensd
crogsbow, ane-handed sword, small shield
javelin, ome-handed sword, mediam shiedd
lamoe, one-hended axe, small shivkd
lamee, one-handed sword, medium shigld
Light Cosalry Armor. coirhoilll cuisass, gréaves, vambraces, leather
skirt, and open helm,

LA e e bl

The player charsersr stanting owt 25 2 graduate of one of these
mescenary companies will be at 509 plus natural sbility bopws with one
of the weapon skills of his company, and 30% plus natural ability bomas
with the others. All other wespons present the usesl hasic chance ase

MISCELLANECAUS

(1) Mercenaries have many opporienitees for leoling, and a8 many
chances for losing the oot again. Roll D1 and multiply the resils by
the IMNT of the charscter. The resalt gives how many Lunars the mes-
cenary lefr his last sarvice with.

{2} A mescenary player character may attempi U6 defense experi-
ence rolls {INT as 2 perceniage on [HO0G 85 past of Ris Xpeasnce This
ondy applies i the charactir staris out wihih a defense bonus.

(3} A& feferee moy wish to base a series af seenarios around the -
verduges of a meromary bamd, There is no reason that a charactir must
leave his meercenary company o becane an sdvenioms,

{4} Mohbes who bacome memcenaries will probably become officers
of the company. As sach, their best wegpon will be whatever one-hard
weapan the company specializes in, and thein other skille use will be
that of a cavaley meércenary, i their company & infontry or is cavalry,

{5) Maunted barbarians will only Join cavalry companies. [f none
are available, they will not join § mescenary company. Food barbarans
will only join infaniry oo panics,

L. DISEASE

Thers are fve main Gloranihan diseases:

Masring Disegse — this dissase siesls STH points, When all of a
character's STR is gone, he is helpless and soon will die,

Brajn Fever — this stsaudts the mind, the INT of a characies. When
all TMT iz gone, the character is m a eoma and will spon die,

Soul Weste — a disease which attacks in the spirid plane, attempt-
ing to destroy the viclim's POW. A character without POW has totally
crased [oxist,

Creeping Chills - atlacks the COM of a character, When the char-
soter’s COMN reaches 2 oor 1, e is anconscious; when it ntaches z6ro, he
i dead, and his spiril has departed,

The Shaker — steals DEX unnidl the charzcber is & mass of améen-
trolbed motor nepves

CONTRACTING A DISEASE

A chameter can be exposed Lo diseiss in many ways. Broos ans
constanily carrying one discase or amother, and Some arces such as
pwamnps &nd same obd reins are plagae spots. During wars, long seiges
ofien provide breeding grounds for discass.

One of the culits of Glorantha & that of Malia, Mother of THicase.
Her priests have many ways of criating and epcoaraging disesse,

DISEASE EFFECTS AND RESISTANCE TO DISEASE

When @ charscter contacts a dissase, the player nrusl make s roll of
D00 af his carrent hit podints thmes 5 or less B7 the roll i€ suctesstul,
the characier has nof contrecbed the diseass.

Ir the roll & unseceessful, the player tries Ui same rodl agakn, 0 it
is successful this second time, the charcter has contracted the chnonic
stage of the disease, He will loss a point of the charactenstic affected
cach pame month (every 4 game weeks), Esch game month, the player
will try to make the roll again. Onee he s sucoesilil, the charscter ks
recovered from the disease, bot ihe boss of chargcteristic is permanint
antd traimed up again. The figst point ofF the characterste i lost at the
time of conlrecting fhe disease.

While suffering from the cheonée form of the disecase, the characler
cam conlinee with his daily routins and operate 5 usuel, except for the
effects of the dow crodion of the chamacleristic,

If the second roll &s unsaecessful, the player rolls agan to ey Lo
make the needed roli, [F he i successful this time, the charecter has
contrgered the acute form of the disesse, He loses § point of the char-
ucteristic every game Bour.

Every game hour the player may atiempi {0 make the kit poind
roll again, bl only if ibe character vas boen totally résting the previous
Eanie hoaur,

Thus, if Hones the Hairy & hit by the cesping chill in the acute
formm, Ise loses 1 point of CON an hour as his frdends ged him back 1o
town (& S-hour teiph. After 1 hour of bed rest, Hones® player attempts
to megke the hic poant roll Hors ks 12 podnis of OON and was of aves-
age SIZ. Afver § kours of trevel ond an hour of bed rest, be has 6 points
of COM left, Camputing 6 x 5 = 30, bui Horus' player rolis 5 44, 5o
HOiras bnses another point of CON, giving him 4 25% chance. The play-
e rolls 04 on D100, aml HOTws stans to recover, However, Hetus now
hae 2 COM of 4.

If the player fails the third roll, the character bas contracted the
termimal Torm of Ui discase. He loses | point of the characteristic avery
Full varm (5 minutes) and anly divine interveniion ¢an hakt (mnl feverse )
the course of the disease.
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OTHER DISEASES

Thi disases given kere gre sample diseases. Theee art many more
in Glomantha, ofien companble to thess found on 2th century Earih,
The anes ﬂﬂi’t‘nbﬁﬂ are easy 1o keep track of, but those relferves wishing
e variety ape encouraged (0 create new '|1|mﬂ and effecis,

J. SAMPLE ENCOUNTER CHARTS

What encmies are met and when they are mel 153 sabject of much
debate, One school of thowughi believes that pre-set scenarios with delib-
erale conslruction and resdential populations presented in a logical and
veakistic order is the best way to play FRIY. The other schood say's that &
randomized encounter chart (il of vagaries and wihimsscal chance musi
b followed to awobd vefeces involvement or Favoritiam, A wise refense
umes hoth methods, tadoring them to suit the players, the scenarios, and
the mood of the moment,

The following encounter charts are offered as a peneral introduc-
o o iy pes avadlable and as 2 segpested methad of presentation. Afier
terrain i discussed, the first chart is the Chance of Encounter chari,
which imcludes the pumber of fimes per day to rodl. IF semething is cn-
countened, then the referee should soll on sny of the appropriate Re-
gional Encounter chares. I them is mod an automatic relt Trom said
enconenber (such as elives being met by dwarves), ten the mefered may
use one of e Respoanss Labdes 1o see what the encountered brings di,

TERRAIN TYPES

The diffeceni types of iemain are sel{-descriptive; combined with
this list and the maps in Chapler I, they gve a fair idea of the country-
alde,

Towns = towns on (e coast or on mejor moads will be larper than
those on smaller ropds or in selated areas,

Cultivated Aress — this neans a farmed area with relatively denss
populations,

Open Countty — this includes fertile lands suitable for hunting,
hiding, herding, and =0 on. Land will inclisde some trees, occasicnal vil-
lages, and so fosth

Prax — the widke chaparral ares of 1he righi-hand map in Chapier |
11 i= an open plain useful onky to herdssnen and thiie beasis.

Woods — forested gress where tiees are the dominant wegetation,
theugh such areas will include open aneas of ground, 55 well

Elf Woiokls — ihe forests snhabated by the Aldryainl Thece i bolle
doubt of being lound in these places.

Mountaing — the beaker and more rugged dopes and hilks are in-
terded ker, mot the foothills which are included in Qpen Countey.

Dward Mountains ~ an area which is known {at leasd by the refer.
ez} 1o be inhahited by Mostali,

River - imcludes the banks, lakes, islands, and streams too small to
be put on the maps, Be sure 1o inlepraie this charo with aress it flows
im0, this using Forest{ River charts, Tor ¢ xample.

Marsh this includes large swamps, lfike the Upland marsh, or
smaller bags tucked away ard lorgodien in many wther termin types.

Huins — Glomantha has many rains. The Big Rubble is a hags one,
whidi Prax s dotred with remnants of the Gods War ervilization.

Chaos Mests -~ these foual places are where things of chaos Bave
b=en allowed to gather and grow; they are festenng places worth de-
groyimy just for the sake of sanity and the universe,

Trall Areas - shadowy bands wisely ignored by most of mankind.
SAMPLE TERRAIN ANALYSIS OF MATS ON FOLLOWING PAGES
Place an map JEFEaIH [EpE ace on map reFrain fype
Better Place apen country  Oranl®s Mizsiake Prax
Cagavan Alley Prax Sacred Ground wpen couniry
Dugoti Inkarth — twalf ares Sartag cultivpied
Esrolia cidtrvated Shadows Dance ountain
Far Point cultivated Smakepipe Hollow  chaos nest
Crivived PRace open coundey  Stinking Forest elf woads
Graztlands epel counley  Sud Didied cultivated
Head Acres cpen country  Trofl Woods trodl area
Hendreksi cultivated Upland Marsh marsh
Lang Diry Prax Yale of Flowers  OPEN cOunLry
Lunar Tarsh culiivaled Winteriop moudian

CHANCE OF ENCOUNTER CHART

Ta determine whether or not the party meets pomeans as they
pass through a region, the de shouald be rolled an appropriate numbes
of times. The number of rolls per day is defermined by the relagive
denmty of the areas.

tereatn fype rolls Fohemos emi lerrain pepe rells Schanor ene
LOWE L/hr, al-E5 dwarl mt, 16 hrs. 0080
cultmated L. 0175 Tiver 16 hrs,  (W1-30
open country L6 hes. 01464 mgrsh 143 hrs, 0145
Prax 14 hes, 0140 riidng 1/3 hes, 0185
woods 1512 R 013} chaos nest 106 hes, 0183

elf wonds Lj6 e, 00 -840 trodl area i hes,  O1-80
muRtain Ifdoy  O1-80
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RESPONSE CHARTS

The following chart is preserted for referees to wee when they
musi deieemine outbook and atifiedes of 3 group of randomly encount-
ered beings during an adventure. They aré divided into three types, snd
are based on the predispositions of one party towards the ather.

HEUTHEAL PARTIES
Some partles have no predispositions, Twe groaps of adventusers
are neatml, as might be a band of centaurs mesting & party of dwsrfs.

HOSTILE PARTIES

Somt partics are prijudiced againg? cach other, fuch as clves and
trolls or trolls znd dwerfs. Creafores which cabeh Adventurers larking
araund their kime teeritories also are likely to act hostile

FRIEMDLY PARTIES

‘There are parties whose characters o expected 1o be fiendly by
naiure, sach clves meeting siyves, or a Lunar parly meeiing another Luo-
mar party. As the table indicates, ovén fmendly parties may hold ugly
sirprises and the nasthes wolls provids & frobend in the wildernoss.

Relerees are urged to use thess tables ox guidelnes and prevent
themselves from using them ms am excuse {0 dump another batch of
mansices on &0 abesdy exhawsied pary “becawss the tebies said s,"

kawtfle pewtral fesdly  response

Ol-05  0E-10 OB-15  emcounlensd creatune i3 extremely frendly
to party, and very amenablé to sagpesthons

06-15  11-30 16-75  encouniesed croaturss are willing o lei the
pariy go its own way ; they will po Ueeirs

16-25  31-T0 Fo-85  encountered creatures are wnsurs gnd will
stall for tise, or fior samething signilicant
or tzlling to ocour

2685 7180 H&-u3 encountered crexiums take an active dis-
like to the party, just shoet of Mind hatred

Be00 5144 9600 encountered creatures canpot comceal

thisie contempd and/os hateed for the party

REGIONAL ENCOUNTER CHARTS

The following charis are ghven as suggesisons, dividsd into the land
typis abready mentioned. Relerois should ke these as examples and
feed free to alter them as they see it

Referses are also umged o pay afieathon to the a]a: of the party
and to use this encounter chart as an mdicator of the type of mossier
epcoantered, nof the number, Monster party sizes should be adjusied
1o be a chalbenge 1o (e players, One interesting, and often ilhmirsting,
method of detwrmining appropristé monstér parlies B 1o lguee ot
youar players' treasure factor amd match i against & compamble mon-
ster groups treaiurs factor.

TERRAIN TYPE

T0N Town Chuilriwared per Coumtry
1 residents ai work  residenis at wark habanms
1 tegidents at work  residents at work cEnlaurs
i resldents al work  residends at work minoimars
4 residents at work  resideats al wotk Adventurers
L residents at work  residents af work other thieves
[ residenis &t work  residenis, milita ETeS
T resilents at work  redldents, miitn minrocanth
b residents at work  Bodal soldiery crested dragomewt
L] lacal rowdies Advenfurers beaked dragomnewn
1tk mon-docal rowdies  makes dmponewt privst
EnWl party
11 constabulary rialalde rEners regilenis
12 consabelary rubbie rinners residents
13 pu'.rrll & company oEnlaug: measlents
14 priest & coampasy oo resslents
15 NI friznd rziding elves werewall
16 hold-ap man raiding clves Sy Hull
17 PESEL raiding tralls giamt
18 pickpocker thiewves mantlcone, griffin
14 figer-5oms highway man Wi T, wyvern
20 vEITIpire wyrm dragen




N Prax
| wild Toexd
2 kahoons
3 mopocanth
4 morocanth
5 newtling
[ rhing riders
7 hors: barbarians
i zehie peopie
9 sable people
10 =mbls peaple
11 impala peopls
12 impala people
13 Iigh kst people
14 high llarma peaplhs
15 bigon peaple
i3 bison people
i7 centaurs
14 griffin
1% wyvem
0 dragon, wymm
102 Maurigine
1 dward
2 dwarf
3 dwarf
4 ghos
] Adventupers
& molkin
E) irolikin
-1 dark trolls
L) dark trolls
10 grext tralis
11 rick Hzards
12 ofiff Brad
13 WYVE
14 wind children
15 sy bull
16 e
17 pargnyle
I8 glants
1% plants
0 beoos
1020 Margh
1 dack
2 duck
3 Enake
4 makn
5 maks
[ skcleton
T zombis
g ghoal
9 vanpie
(1] dragon sal
11 BT
12 want toads
i3 lizasds
14 heaked dragonewt
15 newtlings
16 walktapi
17 ghinst
18 phosts
192 WY
20 dragon
1028 Troll Ares
i misstress e rodl
2 great froll
3 grisat tmoll
4 dark trodl
3 dark trodls
6 larik troils
1 trodlicin
4 Lrodikcin
2 trodlkin
10 irodlkin

Woady

piic

[unner

wlf

cockatmioe
ilryad

trodlkin
juck-o-bear

dark irofls
Adventurers
olktlaws

fask riders
crested dmponewl
beaked dragonewi
priest dragonewt
shadow cal

sk brothers
bear walkei
baboons

wodfl hrother
makes
Dvwar [ Mourtzirs
dwarls

dwarfs

dwgrfs

dwarfs

dwarls

dwarfs

dwarfs

dwarfs

dwarfs

dwarfs

ok lizards
ElAlT dad
WVErnS

wind child:cn
sk¥ bulls

mzkes

rnehble renners
shadow cats
cawe krolls

dark trodls
gargayle
Adventurers
weretgen
sarpion men
werewolf

ST ]

draggon snail
tkeletons

Toam bes

ghouls

vampirs or ghost
WYTIT OF manisore
garp

1020 Troll Area

E1f Woody
plnies
xezs
TusEErE
TURMETS
TUAEETS
elvex
ehg
elves
clvus
elves

dryads
dryads

elf warparty
=l warparty
ghost

raiding dwarfs
radding toolls

raiding Adveniures
bear walloer
CCMEELT

River
fishermen
Halwrmin
fishermien
duck

duwck

smakes
smmkes
gant toad
small ioad
cave trolls
dragon shails
Adventurers
dragonswiz
dragonewis
dragonewis
e ilings
newilings
newilings
newilings
wyrm
Choops Necrr

siceleton
plisal
zombie
VETIMIre
ghost

broos

baos
SCOrPian man
SCOrpion men
wOrpion men
werehear
wefeiiper
WerEpig
werewioll
ngTe

basilisk
jack=cebegr
dragon snall
dragonswt party
walktapi

11 cave trall

12 cave trolls

13 dark trodl warparty
14 dark trodl warparty
15 clifT toad

16 jeck-o-bear

17 WY

18 raiding Adventumnss
1% ruiding dwarfs

0 raiding elves

M. CHAOTIC FEATURES (for chaotic creatures)

Mamy creatares of chaos lsck the usal consistency within a spe-
cies. One two-headed dragon snail is not necessarily like anothor. Chaot-
ic creatumes should teercfore receive one special coll feom the following
fahle whensver they an: encouniered. It & perfecily all right il you re-
place this table with are of your own, ot give some arusually powertl
creatares tas or mare olls, sie, :

This is an opisonal tatde. }

nrog

01=03
0405
06
o708
111
12
13-14
15
16-17
18
15-20
1]-22
13-4

15-26

17.28

30
3]-32

33-35
16-37
3840

4147
4345
L1

4748
45-50

51.52

5354
3556
57-58

5964
B

G345
a6
G870
T1-12
7374
THTE
7

TE-EQ

B1-82
2324
85

EG-87
ER-50
G142

93-14
9594

9798

110

chaodic feaire

Power + 106
Powsr +206
Power +106
Deexresity +1 106G
Dexterly +2 kb

Dexrenity +306
Sremgrh + 2106
Strength +4T6
Comstitution +20H
Constitulion +41%

mevet garprized

ahsorbs any 1-point spedl cast ot it, giviag it 1 point of POW 4

spits acid of 2DI0 potency 10 times per doy with 6 meter

mafgE

breathes 3010 fire 1106 times per day: single target, 3 meter

range

reflects | point spells back at wser

highly Mammahbde: if igaited, burns all within 3 metet radiug

by protic skin (INT x 5 or bess on D000, otherwise pfand =il

1l it eads you)

aprpearanee confusing—treat os 20% defense

valughle gom (irsal as die poll () visible on boady

fepenerates 1 kit point per round in Incation of choice until

itead

befudidles ane opponenl per e madditzon to other attacks

apparently invincihle: no visible damags (6l i1 fells over dead

imvisible Eill it ailacks

appearance very confasng {trear as 30% defenze)

paigan towch, 2010 potency —must get thiough armor to work

Constitistion minug ID& but meponemtes 3 points per meles

round im kocation of choice wal desd

& point skin {frest o5 armor)

mavernenl class 12

ahsorbs 1 and 2 point spells cast st it with no damage, adding

the Power of these spells to its Power

its gpigit afiacks the characier whio killed 1t i spisitl combat afl-

er it is desd

expiodes when it dies, deing 306 demage to all within 3 meters
armor helps against ihis damage

appears extremmely dangrooss

cail o Ievissbie st will

reflects 1 and 2 point spells back ai caster

& point skim (treal as armor)

1 point skin (treat as armor

12 poimy skin {treat as armor}

appiars Lo be a harmless creature uniil engage in melee

regenetes 106 hit points per melee round in kit location unbl

deead

capable of Kaping up to 140 metars

Indefectahle by ose of magic

appearaiice exiremely confusing (treat as 20% defense)

valuable gem (treat as poll of 03) mside the beast

agondzing screams whan moving

stémch operpoWEring: makes Constitolion & § or kst cn DI

ar lose ponscioa e

can reflect spells up to 1D 2 Fower back at casber

thiz hideows beast demorslizes sll who game wpon it—like 2 spell

it & iF cast with o POW of 36

Size *1DG

roll twioe

this endearing beast has a Charisma of 5D6, and it atlacks via

Chartsnes vi. Intelligence, IF it mccesds, the character will oy

o make Fraends with L, accompany it m the future on adven-

tres, and act as its badyguard. 10 aleeady hae 104 hodypuards,

Treal the stteck &3 magical, except that Chanisma is ased, You

will fight wiith if agaknst yoar friends if they attack.




M. BIBLIOGRAPHY

A complete bibliography of ouwr Tavortle famtasy and historscal
books would be too extensive For this column, This 15t containg those
which we ledt mmp‘l.lt:r‘ ar #Illtl'ﬂll]ﬂﬁ.'.

Ribby, Geomge, 4000 Fears Ago ~check your libmry for other
1diles &8 well; anyihing by Hibby is recommended,

Byfield, Barbarbara N. The Rook af Weird (lormerly The Glasr
Hormomiza) — 0 delightfully written and illustrated encyclopedia of
ihings Fantastical.

Coles, Fohn. Archeslopy by Exp f — wncellent descrgpriton of
ihe practical sade of archealogy, easily relatable to FRP games,

Conally, Peier, The Greek Arwides, The Roman Army, and Enem.
Jex of Rome < three educational picture booeks of incredible detall snd
confent,

Dieaeper, Donn ., and Smdth, Robere W, Awian Fighting Arfr - an
morellent sursey of what it really takes 1o masier & weapoi.

Foote, Peter (ed.), The Sape of Grertir the Strang — cne version of
the making of a hera, direct fram the Age of Heroes of loeland,

Funcken, Lillans and Fred. Army aud Ualforss: Arcient Egypr i
the 180 Ceatary — lrsi-class @lastrated book of historsal costurmes
and wiapons.

Howard, Robert E. Coman {and others) — the archelypicel nobis
and svagt barbadan writlen with muscle and gats; his notes hove been
fimishad with less gusta by other writers as wall.

Keegan, John, The Faee of Barrle — the descraptions in s book
are a must [or asyome wanting to know some treth in grisly detel
aboui ancient andd mesdieval warfare,

Leiber, Fritz. Swords s she Mizr (and others) - a basic spurce of
moddern famntasy; e stoses aboul Fathed and the Grey Mouser ane
clazsicy,

Magnusson, Magnus (ed.). Mals Sagr — an oxoellent look at a
Dark Ages culfinre, and same rausing fighting besides,

Malory, Thamas, Le Morte o Wrthur = more information on kero-
Iz actbons, thaugh of a limited cult, Useful too For mepiration on posss-
bde evenls for FRF.

Moarcock, Michesl, Elric {amd others) - & basc soarce of modern

andazy

Smith, Clark Ashton. Myperbores (and others) — more standards
of famtasy fiction, which everyones should ol least taste,

Stone, George Cameron, A Glossey af the Congraenion, Decora-
tiow, and L'se of Arms ord Armor — leavy emphasis on Japanese fight-
g gear, byl worlh it anyway.,

Sturlasson, oo, King Hereld'r Sage - & superh eple tale by lee-
land™s most famous shgs witter, proving you do not nesd fantasy (o
create logend.

Talkeen, 1, B R. Lord of the Ringr — a modern [antasy classic.
Tolkien is pightiully sconsded as the Master of fantasy, and il you have
nat yet read Lotl, please do yoursell & favor, OF his other works, see
also The Sitmeriion — notes of the Masier compiled posthumousdy by
his zan, Cheistopher, These are a chronicle of the sardicr ages of Middle
Earth

OTHER FANTASY ROLEFLAYING GAMES

Chivalry & Sorcery: Bunnies & Burrows; Fladh Gordanr & the Rar-
riors of Momge: Stershipy & Spacemen — all fron: Fantasy Games Un-
limited, PO Box 182, Roslyn NY 11576,

Empiee af the Persl Throre, KEnighiy of fhe Rownd Table; Space
Fatrel; Superhers J044 — all from Gamescience (Lou Zocchi & Associ-
ates), 1956 Pam B, Gullpore ME 39508,

Advenced DD Dunpeory & Dragons; Goemme Warrdd - Mearmor-
phosis Alphe; Star Frode; Srae Empires —all from TSR Hobbies, o,
PO Box 756, Lake Geneva W1 53147,

Hushids;. Space Quest — Tyr Gamemakers Lid., PO Box 414, Ar-
lingtan WA 23210,

The Fanresy Trip {includes Wizged and Mefoe) —Metagaming, PO
Box [5346, Austin TX TETGL.

Tunmels & Trolls; Monyters! Monglery!; Starforing — all fram Fly-
ing Buffale, Inc., PO Box 1467, Seottadale AT 85252,

Traveller; En Darde! ~ Game Desggners’ Waorkshog, 203 North 51,
Wormsal [ G176

Leprep — Legaoy Press, 217 Hurmon Rd,, Camden ME 492352,

Arduin Grimeire; Weleome fo Skull Tower; Rupes of Doom — all
from Jemes E. Mathis, 2428 Eliswaorth (102), Berkeley CA 94704,

Srar Trek — Hesditspe Moedels, Inc., 9840 Monree Dr. (Bldg. 106),
Trallas TX 75220,

FOE LIVING IN THE FERIOD

The Sockety [ur Creative Anachronism, Write to Society of Crea-
tive Anachronism, IRe., ke of the Regigiey, PO Box 594, Concard,
Calif. 94512,

FOR MULTISSIDED DICE
Weite for prices 10 Lou Zocchi & Amociates, 1956 Pas Rd,, Guli-
port M 39501, or see yours local habby or game siore.

0. OTHER GLORANTHAN MATERIAL

Glerantha b the discovery of Greg Stallond, who has accumislated
that oniverse's myihs, legends, history, and othér Jore since 159646 In
thai time hie hes weilten over a million masuseript words about that
subject. Somu material hag appeared previously i fanzines, buat thay
now are out of print 2nd no boager available. Otler maierial has appear-
ed sigce 1975 im warious Chaosium publimtions. This appeidis B a
gaide to thos skrces,

Following a listing of the published souscee are sketches of pro.
posed publicatbons on the subject, If ¥ou are interestod in thi: prices of
this material or in jondig the mailng [t to keep up oo new releases,
please gerd your name and oddress to the Chaosium, PO, Box 632,
Albany CA 54706,

PUBLISHED SOURCES

WHITE BEAR & RED MOOHN

This pame sfared it all. A boardgame based on Dragon Pass and
the wars fought between Prince Argrath of Sartar asd (he Lunar Em-
pire. It includes mare than the rules and the gane components: Uiee
zre briel histaries of the many non-iuman races sative there, and the
coborful heroes/supecheroes of the age. By Greg Sindfocd.

NOMAD GODE .
The second boardpame published. This ore dials with the Animal
JHomads of Prax and Pavis, Compatibbe with WHERM, but it deals with
 different type of magc system and has new victory conditions, By
(ireg Seafford.

RUMEQUEST
The basic FEP system for Glorantha, Thees bs Ught hackground
material for Glorantha contxined in i1, By Steve Perrin and Ray Tumney,

CULTS OF PRAX i

Exienssve mythical, magical, and social potes on the religious sys-
tems of Prax and Pavis. A deep look at the lfestyles of some of Gloran-
thu's more primitive residents. By Steve Perrin and Greg StalTord.

SHAKEPIPE HOLLOW

A wery dense Scenario Pock, incloding the tosghest and grossst
maonsters znd reasires in Drsgon Pass, Soenmrics, MPCs, and back-
ground add 1o the lore of this dengeraws region in Deagon Pass, By
By Kraft and Greg StafTord.

AFFLE LAKE

Scenario Pack with adveniures for beginning characters and/or rel-
crogs, Deplets & Sartarite hambet, fis residents, and includes local bhack-
round far the asca. By Greg Stafford,

BALASTOR™S BARRACKS

Scwnaric Pack of an unexplored min in the Big Rubble of Old
Pavis, searching for the kengdost axe of Balastor, last Champion of
PBavis. By Sieve Henderson.

THE WY REMSE FOOTHNOTES

Chaosium house organ, a periedical containing pre-publication
notes on many Chacstum ftems, Runeguestions (by Steve Perrin}, and
repulbar features on Glomniha, such as “Gods and Goddesses™ wiiich
appars cach lssue

THE WILD HUNT

This & am Amateur Press Assockation zine which occasionally In-
dudes a section by Greg Stafford called “Son of Sarar,” which ane
notes from his personal Dragon Pass campaign. Also hes excellent ma-
ferigl by other contributors on Rausmelhersr and mlated subjects. (Foe
this one contsct Merk Swanson, 71 Beacon 5t., Arlington, Masachu-
mts D21T4.)
MFFERENT WORLDS

A peneral FRP magazine which incledes Glerantha data sach &
pew cults HeroQhwest previews, and designers’ notes, Fdited by Tadashi
FEharm.

SOURCES TO BE PUBLISHED
The Following age planned [of publication, bat oo particular date
of publication has been set far any item below,

MASTERS OF LUCK AND DEATH

The third boardgame in the Dragon Pes trilegy, This one is not
pring 1o be g wargame per s, bt insiead ks a hepogacst to become the
ruling deity on the hosrd, This is done throwgh various magieal allinnees
ardl ribes, dealing with wapioos parts of the spint plane. IU covers the
tide-wracked Haly Country. By Grog Stafford,

L1y
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THE HERO WARS
A history of the woshd of Glorantha, S=ts down the backpround of

the world, Incleding mythical, histodcal, amnd giographic sections, con.
centrating on Pelors's Third Age, the Lonar Empire, and on Dragon
Pass, which simunchly rose to fight the Empire. Profussly usisted,
wiith many maps. This alse will provide many specific heroqoest paths
for the Third Age. By Greg Stafford.
HEROQUEST

An FRF game wherein the mighty of Gloganihs may enter into the
lnnds of legend amid myth, penstrating the mmortal stores Lo partss:
pate in the Gods War, fight against chaos in the Grest Darkness, or aid
in the trials of the Lighibringers or the Prodectons. A revelutionary con-
oept and approach te myth, magic, snd role-playing. By the Chaosiam

THE PAVIS CAMPAIGHN

Maps, perspnalities, histories, bocal colis, amd oiber matesial cen-
tering on the ity of Mew Pavis and the extendive rains of the Rig Ruab-
bl of Old Pavis. Materal drawn from the campaign of Sieve Persin.

THE SARTAR CAMPANGN

Maps, personalities, histories, lecal cults, snd othcr material about
the sterm Kingdom of Sartar. Includes tribal specifics, extensive Bopd
Emcounters section, and a full explanstion of the Crlanth culs, Based on

the camgraign led by Greg Stafford.
And Mo -

The folbwvadng inclodes itema planmed but not yet belng workesd
an: Calts 10, the Dark Trodl Campaipns, the EIf Campaigns, the Mostali
Campaigns, the Lunar Cultz, the Grazelands Compaign, the Fromel Cans-
paigm, Ships and Isdands, etc.

P. THE SAPIENZA CHARACTER SHEETS

John Sapdenza created the following sheets. They arc wseful for
keeplng track of your characiers and the monsters they face.
RUNEQUEST CHARACTER SNEET (mik 4} — the basic sheet for con-
irod of your humancid chamcier .
RUNEQUEST CHARACTER SHEET (mk daj Lhig sheef conimaly
mon-humanaid characiers, such gs centawrs. Exch hit locaton lias 2
ramge of nambers, Mack (e mumber showing the il points of the char
ai:ler in that location and use the mnge to determime the fotal danego:
taken in the location
RUNEQUEST LEADER AND FOLLOWER SHEET - controls ppom-
stor leaders needing a lot of detail, and their bess detaibed Followers,
RUNEQUEST SQUAD SHEET - this controld sguads of maonsters,
ot of which are identical, with 1-X mare indvidual leaders
RUNEQUEST SNAKE SHEET — Snakes have many tsadts in common
This sheed presents up o 24 snakes with a minimum of creative efforn,
RUNEQUEST GAME MASTER 'S PLAYER-CHARACTER SHERT
o sheet 1o be fllbed aue by he players, sa that fie cefecee can determine
Ihe copabilities of chamciess, and thereby not ran them inso peeldams
oo strong or too wegk for them
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IRIUINIE ORI

SECOND EDITION

A addin 1

Clarifieations, ot d from inside front oower

Poage #2

A Shaminm's bourk] spririts sre boend 1o hen walil ha canngl heal his
bipsry sutficiently to resurrect himself, 1f the shaman connot heal himssdf,
the bound spirits are freed, just as they are when any other binder dies,

CHAPTER 51X

Page 47

Fimal Motes on Potions — 3, Mogical potions howe & 10% chance of
ppailing i1 lafy unused for two years, @nd 8 fuminar 10% chance owery two
waars after that, This gives 3 38.8% chanos of spoiings alter 137 years,
Pakzans and antidotes will docrease in potenoy every teo years by 10%.

Fage= 44

Alternate System for Learneng Languopes — To lmrn by this system,
tivg ehiaruciar maigt haur an 11% abiling with the language already, and
kg rrpaimm mcresss by this method i his INT » 5%, Every woeek he
must make an experienoe roll, or he has bearned nothing new that week.

Ewary mwn woeks the charoocter must make an exporience roll or he
will e @0 wp 5%, Thae timae and money increase to 4 weeks and 400L
lor sach 5% incrament (of artampt 81 semel betwern 265% and 50%, and
B vemeis and BODL for sach 5% betwesn §1% and TEH,

Page 52

Ridifg — A chersctar falling of1 a horse will take onky D4 damage (il
armaur snd protective magic counts ) unloss he |5 taken totally by sumrise,
and the player cannat make s rall af the charatas POW x5 a8 @ luck rall,
11 the rodl is not made, then the damage shown in the mules apgplisg.

CHAPTER SEVEN

Page 52

MEnd Link — Mind-atfesting spells, such as Befuddle or Faraticksm,
zre transferred thraugh Mind Link, but Hasmanize, which affects the
bady, i not, This flow only goes to peodis directly in Mind Link with
thes targit, 1T @ Rurs Priest is affected by an sttack on someons b is in
tind Link with, his alilad spir will not be, and can get kim out of &t
walifi @ Olspad Magic.

“apgn £2
ulpigpad] — This spell offects ail spells cost by the meip@nt over the
16 mirmute duration, Thus, every melon round bhe can thnow tee Speile.

Tiw spells may be different sach rownd.

Poage G4

nw;rr!in:g — & sufficiently powssrful Detection Blank will allow a chars
acter 1o walk untouched through a Warding spell Becauss the Dstact
Enesmries alert will not ba affected,

The caster may wse thic spsdl 10 pratect &n anea or chiect, rather than
him==T. Tha Derect Enemics component will then desact enyone wighing
o asmault an area, steal an objeci, of whatever is eppropeiste to the
rnarner of casting the sp=ll.

Page (9

Talekinasis — The first paragraph should resd: The caster may rrams-
gt ooy o alyEel weiphing mo move than 512 30 (about 160 kifes)
gl the air for ap to 15 miaoies. o phis siewatian, 3 polnes of ENG
wguaal T gt of SILE, The caster murst overcone the POW of any resiating
cregrurs or thing with POW he atfempls to ifL

CHAFTER EIGHT

Faga 74
Bascmcinn of thar magicad nadure, one lyoanthrope con wound anot her
lycanthrope with its natural waspgns.

Page 74
Breas — Ther= is 8 50% chance thot & brooowil) earry 8 sanccem dissasa

o Fis oy and for weapans,

Prpn TE
Divigoen Bnalls — These oreatures have 103 chaotic features.

Feage B

Fwed — An Elf Bow can sbeorb 10 points of damage i it i used 10
parry with. Unlike other bows, 0 Aepair speldl will not work on iz The
T mist use 8 Kenohaaling spell,

Prigee 81
r Ginrnts — Giarts are actually tisd to the Disorder Rurs, nay Chaos,
fary, people, including Giants, cannat tell the differenoe.

Page 31

%ﬁnul; — The howl of the ghaul acrsally matches the POW of the
ghal warmas the INT of his vietin, 11 ks the same affoct aso Demosalize
spell but = not stricdly magic and i ot affected by Shiglt of Counter-
magic spefls. Whan o party of ghouls sitacks 8 party of Adveniturers,
eampare tha POW of tha most POWerdul ghoul mirl.rt the IMTs of sach
rmsernbar @ thé party puary reund, I a parmy membed resists the howd for
five cansecutive rounds, ke will be Immena (0 & ghowls howl until a
week has passed without hearing it.

B2
pw‘;.lurhumu — Warkiorsed withaut riders have o nateral attack of 26%
with Bite, Kick, and Trample, Howsved | thay have only a 5% chance with
thise skills working in coordination with a rider. They mat b8 trained
i s thaen skills with & rider,

Fags B3
Juck OFEaare — Thiase cronturns atack with bath cluwn st the meme

strike rank.

w83
Minatours — The minglaur dses the great axe, damage 206+242086,

Fage 88
Shkedatong — A Blens 19 Tha haad will deprogram & skeleton and ceuss

it 1o fall spart.

Page B0

Wolf Brothers = To deterrming if the Wall Brother knocks down his
fan, roll his DEX x5 or less on 0100 {minws any Defence the Tos s putring
against this atteck| toses il i suecesdad in hittlng the target. If so, 'com-
pare 5175 on the Aesistance Table, 1T the roll is sudtasaful, The targst =
knackad ower, A eritical hit |n the knockover roif mesns that (R8 1angs!
took D8 damage direct to  hit lecetion, and no armour will protect.

Hf thi target successFully parries the lesp with 8 shield the Walf Brother
by ondy hall the noemat chinnee of knocking him down, Onldy & “eFitics
parry’ with o wesgon will kesg: the target from geiting knocked dawn. 1T
the Wolf Brother misses the luap, 8 paccessiul parny will hit him, doing
whatever domoge the weapon can do againsts Waol [ Brothes, T his procoss
wlen applieg 1o any other animal, sech as o noomal waolf, using this form
of attack.

CHAPTEH NINE

Page 94

us::rplh — A serodl many be written imany of the Bngussss mantinned
in Chagter Ten, A charactar's chance of reading the soroll S rolked only
ance. T that roll & 8 Tallure, he may try againwhen he has gained am:lll_'lur
B% ability in the tanguage. The chargsrer alen has his reading arnd writing
chiare af copying the seroll out for someons else, amd rudt make the
fall tar gach seroll attempied, & fumbls on o skill incresse roll will 1each
the wrong things te the reader, making him go down an approgsiate
amiaunt in the skill, !

CHAPTEAR TEN

Page 101

Failling — fram & fall is mereassd fod vy threo meirs a
charactar Tadle, The following tabde shows the resalt:

fail chwrage ta Bl focarion

0.1 = 1.0metres o affect

1,8 — 30 matres 10&

31 —E0metren 206

61 — 30 rmetrm 3DE

91 - 120 matres 406

el BiG.

Pags 101
Dropped Objects — A large object will hit ssvecal hit locatians ag
once, doing the same damags to sach, causing mare totai darmage.

Page 106

Merconaries, Miscellansous — (G} For o choracter to jain the mercenar-
g Darhich can also be understood to ba the national army of his nationl,
the player must rafl the charecter's totel charactarstics or less an D100,
Thus Burlk, with STR 12, G0N 18, 512 12, INT 16, POW 12, DEX &,
amid CHA 10 has a total of 84, snd therefone an 84% chance of being
pecapted, Relersss might want to add modifiars for social staties,

Page 106

Dissnse — Fesistonce o diseass i based on b polnts undes: the
gurrant CON of the character = less than B bt painte, 17 tha COMN i
lower, usa the COM ag the measure of the character's resistance,
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