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Designers' Foreword 

Welcome to HackMaster Basic (some purists might prefer to call it "5th Edition"). If you're reading this you might be: 
thinking, "My god - yet another fantasy role-playing game? Why bother?" 

This is the part of the book where we make our pitch. 

HackMaster Basic has truly been a labor of love. We have a passion for fantasy role-playing at Kenzer and Company. All 
of us here first picked up the dice and created ow flfSt characters.in the late 1970's. And we've spent the last 17 yean 
working on role-playing products professionally. You might say it's in our blood. HackMaster Basic takes the passion, 
know-how and attitude (more on that anitude in a moment) from the last edition along with years of experience garnered 
along the way and takes the game to the next level. 

So why another fantasy role-playing game in an already crowded market? Because not all games are created equal. ADd 
neither are garners. We all come to the table with our own likes and dislikes as far as game style and play. No single game 
can be all things to all players. We created HackMaster Basic with oDe"goal in mind - to be the game we ourselves would 
want to buy and play with our friends. This is the same approach to game design that earned us Best Game of the Year (foI 
HorkMaJter 4th Edition) and Best RPG of the Year (Aw (5 Eights). We happen to think there are others out there like us. 
So far we've been right. 

Now a few things about H ackMaster Basic you should know before we tum you loose. 

First off what does "Hack.IVlaster Basic" mean ... ? 

This book provides just that - the basics. Everything the GMIPlayers need to run and play HackMaster for 1st through 
5 th level characters. AU between two covers. And when you're ready to take the next step? Advanced HackMaster picks up 
where HMb leaves off. No need fo r conversions or changes to your characters or campaigns, just keep on playing. 
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1£ you're new to the HackMaster experience we welcome you. The adventure is jun beginning. And if you're a 
HackMaster 4th Edition fan coming to HMb with some concerns ... ? Let's just say that we feel HackMaster Basic is the 
rightful heir to the game(s) we all cut our teeth on. We wouldn't have put the HackMaster logo on the cover if we didn't 
feel we had met that challenge. 

Okay, a brief word on HackMaster's unique style and a bit of back history. When Hack1Vl.aster 4th Edition came out it 
earned something of a reputation among some garners as being a 'silly' or 'joke' game. A few quickly dismissed it as being 
such. A pity. Fortunately tens of thousands of garners were able to look beyond the veneer and recognize that there was a 
truly fun and unique game underneath and quickly embraced H ackMaster as their game of cho ice. Just to clarify, our 
previous license required that HackMaster 4th Edition be a 'parody' and approval for HJ\1 product required a certain bit of 
'silliness' to be sprinkled about. H ackMaster Basic (and its upcoming successor, Advanced HackMaster) are free of any such 
licensing requirements. 

So how has that affected the new game? We reeled in and scrubbed the game of much of the over- tbe-top "silly facto r". 
But ... we decided to keep the fun. And most importantly, the attitude. So while game play takes itself very serious and is 
as rock solid as we could possibly make it - the rules are presented with the notion, "This is a game, it should be fun. It 
shouldn', read lik.e a lext book". 

FlOally, you can run your H ackMaster campaign with as much humor or even silliness as you wan t. O r ... you can run it 
deadly se rious. It's all up to you. HackMaster Basic has been devdoped to support both styles of play. 

So pick up those dice and have fun. 

Jolly R. Blackburn, David S. Kenzer and Steve Johansson 

The HackMaster Design Team 
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Greetings friend, 

For whatever reason this book has found its way into your hands and here you sit (or stand as the case may be) 
reading these words. I call this a fortuitous meeting. As you read on, 1 want you take a moment and consider 
something. 

Consider that the volume you now hold in your hands is no common book. That it isn't by mere chance you are 
now reading it and that what I'm about to convey to you was meant to happen. Be it by fate, destiny, a touch of 
magic or the beckoning call of strange forces unknown to you, consider the possibility that with a purpose this 
document wound its way through the torrents of time and history to seek you out and land in your path. 

You are holding it now and reading these words because it was meant to be. You are 15eing summoned. The 
heart of a true hero beats in your chest. For years you've sensed it. You've been quietly waiting for the call. That 
tap on the shoulder by fate that bids you, "Come!" 

And now that summons has arrived - it's time for you set aside the life of a mundane and to step up and stand 
face to face with your destiny. Embrace it. Savor it, come what may. 

Sound crazy? Yeah, maybe. But as you're about to nnd out, this is no ordinary tome. 

It is a magical key - one that unlocks the heretofore impenetrable gates to your imagination and swings them 
open wide - their creaky hinges threatening to buckle from the sheer force of your years of pent-up desire to 
get past them. For up until this moment you have only been able to press against those gates. Helpless as you 
clutched at its iron bars and peered through them with the sad realization that you could go no further, 
garnering only little glimpses and promises of all the awe-inspiring things that lay just beyond your reach. 

Well hero, it's time to strap on your armor, lace up your boots, ready your blade and step through ... if you're 
willing to accept the challenge, that is. 

This is HackMaster and, in addition to this book being the means to unlocking your imagination, it is your 
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guide. It will lead you as you step through [he portal and embark on your new journey. 
What adventures await you? What fantastic creatures will attempt to block your way? 
Will you survive them? Will you measure up? 

Well ... that all depends on you and your own mettle - as well as the quality of the 
friends you chose to fight on your flank and watch your back. 

Now is the moment for you to stand up and be counted. Time for 
you to burst through the gates! 

Gary Jackson 
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Why a New Edlllon? 

The vigilant and hard working team at Hard Eight Enterprises put forth a yeoman's effort creating 4th Edition 
HackMaster from the notes I left behind before departing on my untimely ·sabbatical'. Indeed. that very line of product~ 
was critically acclaimed as well as a great commercial success, certainly with no small measure of help from prior editions. 
Unfortunately, the 4th Edition, while clearly superior to its predecessors and any other game currently on the market, still 
came up shorr of perfection. It's no surprise, of course, when a team is left to decipher and compile the prior works of a 
superior intellect and further, forced to contend with the needs of the day-to-day running of the Hard Eight business, that 
they no doubt inadvertently handed inexperienced rubes (interns) and arrogant ne'er-da-wells (freelancers) the keys to the 
HackMaster Kingdom. Regrettably, they used said keys to unlock the wrong doors, to misinterpret my intentions and thu~ 
lead the game a bit astray from plan. No longer was the game on the shoulders of a giant, but on the shoulders of two-bi1 
hacks holding and often misconstruing said notes! 

While in solitude and freed from Hard Eight managerial requirements, my mind was free to explore and test every inch 
of the game. I could apply modem research, thought and technology to solve problems that could only be dreamt about in 
the earlier versions of role-playing games. This new edition is intended to bring gaming and HackM.aster back to the game 
it should have been - a modem role-playing game. Certainly the game can use miniatures, but it is not a miniatures game. 
Of course the game supports role-playing - HackMaster, after all, is the first game to actually enforce role-playing with 
rules for heaven's sake! - but it is not some sort of neutered, story-telling frou-frou game where everyone's tale is a happ), 
ending preordained by the "Storyteller". The game has cinematic action galore, but is not some new-age video game bet
ter suited for solo play or first person shooting. If you enjoy those types of games, by aU means play them, but call them 
not role-playi ng games, for they all fall short due to lack of one element or three. 

The new edition of HackMaster is what a fantasy role-playing game was intended to be: old school gaming built with 
modern game design techniques by the greatest team of game designers of this or any era. This is the game that will leave 
you feeling like you did when you first started playing RPGs: filled with awe and wonder. Excited. On-the-edge-of-your
seat nervous. Survival and success are determined solely by your wits, guts, teamwork and those of your fellow adventurom 
souls - impnldent, foolish or cowardly action will fmd you and your allies unceremoniously slaughtered, while the opposite 
brings untold wealth and the laurels of victory! 



So, tonight's the night you're going to start playing 
Had,Master Basic. You're all eager to play and don't have the 
time or inclination to read all the rules yet. There's nothing 
wrong with that and, heck, we appreciate your enthusiasm! 

If you want to jump into a HackManer game as quickly as 
poSSible, just foUow the steps here and you'D have a basic char
acter ready fo r adventuring. We've optimized these steps for 
speed, so your choices have been arti.ficially limited and certain 
rules have been ignored. Don't fre t though - your character will 
be good enough to play. (Once you become more familiar with 
the game, you'll probably want to utilize the unabridged char
acter creation rules that give you the opportunity to tweak out 
a character to your own exacting specifications.) Now grab Jome 
diu and let~ begin. 

It 's recommended that you download the HackMaster Basic 
character record sheet PDF from www.kenurco.com before 
proceeding (or, if you have a prepared GameMaster, have him 
give you a copy). While playing off a scratch pad is definitely 
kewl and old school, we provide the character sheets free of 
charge to ass i'st you, 50 why not take advantage of this tool? 

Roll Ablilly Scores 

For each ability you roll three 6-
sided dice (3d6); the total shown on 
the dice is your character's abili ty 
score. Then roU percentile dice (d%,or 
two 10-sided dice yielding a number 
from 01-1(0). Record each fractional 
ability on your record sheet [in pencil, : 
since you' ll get to add a point or two ... 
lated] next to the appropriate ability ..I 

like this: xxlyy where qxx" is the result ra 
of the 3d6 and ~yy" is the final result of 0( 

the d%. 

Repeat this step fo r aU of your char
acter's abilities in order (Strength, 
Intelligence. Wisdom, Dexterity, 
Constitution, Looks and Charisma). 

12 / (, 'l 'fo 

I 178 , 

/0/10 5.." 

13 1 77, 

/'( l ~' 

/<. ,7'i , 

'i ,D(" , 

Il 
H_ 

5TR 

INT 

Wl5 

DEX 

CON 

LK5 

CHA 

HON 

Determtne Honor 

Your character's starting Honor score is calculated a bit dif
ferently from other abiJity scores. To determine starting 
Honor, add your other seven ability scores together. 

Treat the fractional ability scores as decimals to facilitate cal
culator use. nus way a Strength of U/68 becomes 12.68 and 
so on. Once you've added all seven ability scores, divide the 
total by seven and round any decimal down to the nearest 
whole number. This is your starting Honor score. 

Select Character GlaBS 

You may pick one of the following character classes to play: 
fighter. thief, mage or cleric. Your charactcr's class defines what 
starting abili ties and powers he possesses. There are no prereq
uisites for any class so you can choose anyone you want. 

fighters are good at combat. This is an excellent choice for a 
novice player as fighters are usually in the thick of the action -
providing you with fairly unambiguous options to keep you 
engaged in the game. You should consider a fighter if you have 
average or above average soores in Strength and/or Constitution. 

Thieves excel at sneaking around and exploring. They are 
not as good at fighters in combat except when they can attack 
opponents from behind. Consider playing a thief if you have a 
high Dexteri ty score. 

Clerics are members of the clergy and set out into the world 
to spread the teachings of their god. They are adequate combat
ants and have the ability to use magic to heal their allies. If you 
decide to playa cleric, it's beneficial if you have a good Wisdom 
score. You also need to pick your chamcter's alignment now and 
choose a patron deity. C hoices include The True, lawful gO<Jd 
god of justice and rruth; Caregiver. neutral good god of healing, 
hope and mercy; The Guardian, chaotic good god of freedom, 
liberty and happiness; The Overlord, lawful t:1JiI god of oppres
sion and slavery; and The Creator of Strife, (haotic t:1Jil god of 
discord. misfortune and foul weather. 

Mages are weak at combat and use their magic spells to hurt 
or impede enemies. A mage character should have] ntelligence 
as one of his strongest scores. 

I 
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After choosing your class, make the fonowing adjustments to 
your ability scores: 

Fighter: add 1 to bolh Strenglh and Comtilution 

Thief odd 210 Dexltrity 

Clm·c: odd 2 10 Wisdom 

Mage: add 2 10Inidlignue 

Ghool!le Gharallter Raile 

Now it's time to choose your character's race. You can decide 
to playa hwnan, a dwarf, an elf or a hallling. 

Most dwarves are rugged, brave and boisterous, with a love 
of strong drink. Dwarves make good fighters. The typical elf 
is fascinated with magic and they typically make good mages. 
An average halfling is amiable with a preference for creature 
comforts. Their small size makes them excellent thieves. 
Humans are versatile and pretty good at everything. 

I n these abridged character creation rules, your race does not 
affect any of your ability scores nor does it prOvide any special 
bonus. 

Determine HII Points 

Your Hit Poinrs (HP) are a representation of how much dam
age you can sustain before dying. To detennine your character's 
starting Hit Poinrs, add your character's racial adjustment 
(shown on table on subsequent page), Constitution score (ignore 
fractionals) and Hit Points fo r class (shm'lll on the chart below). 

Character For HP, odd CON score plus: 

10 HP 

Elf S HP 

Halning SHP 

Human IOHP 

0."" +ld8 HP 

FIghter +ld l0 HP 

Mage +ld4HP 

Thief +ld6HP 

Once you've determined your Hit Points, record the value in 
the appropriate box. 

Prolllllenllies and Skills 

These represent knowledge that )'Our character picked up 
through life experience, study and training. Proficiencies can
not be improved upon while skills can. Each class begins with 
a different set of proficiencies and skills. 

Don't wony about the bracketed information following each 
skill. We'U explain irs significance in a few moments. 

PROFICIIENCI£S 

HtAI/1 AItP-4tR, S HIELD. l.NG.WOJtQ , b'-CGE~ 

JA"'S-t. ''''1 PlAIltNA,.,,.,e:tt 

The fighter rttflrds hIS Jm'firJt:fUUS hert. 

Fighter: H eavy Armor proficiency, Shield proficiency, 
Weapon pro6ciencies (Iongsword, dagger, javelin and warham
mer), Weapon Specialization (add +1 to Arrack. Defen~ and 
Damage plus -1 to Speed when using your longsword), 
Appraisal (Armor & Weaponry) [Int} 

Fighters roll twice (using /d4) for additional skills 

. Gambling tw¥s & (hal 

2. Recruiting [Cha' un/versaf) 

. R s(Wis& Dexl 

4. Swimming [Str & Con] 

Thief: Light Almor proficiency, Weapon proficiencies (short 
sword and dagger), ClimbinglRappelling [Str &Dex - uniwr-
10/], Disarm Trap [Int & Dex], Hiding [Int &Dex - uniwr1a/], 
IdentifyTrap [Wis1, Listening [Wis - univuso/], Lock Picking 
[lot & Dex], Pick Pocket [Dex - uni'Ut'rsa/], Sneaking [])ex -
uniwrJal] 

Thieves rol/ twice (using Id4) for additional skills 

{artwor nt 

2. Appraisal (gems & jewelry) [Inti 

. Fastt IOii 
4. Gambling [Wis & ChaJ 

Mage: Arcane Lore [lnt], Magical Transcription proficiency, 
Weapon proficiency (staff) 

Mages rol/ twice (using Id4) for additional skills 

.Botany". ---

2. History (ancient) [Inti 

On~ 

4. Mathematics [Inti 



Unlv.rSII Skills 
Acting n.k .. (~.! 
Animal HusbandlY ( ....... 1 

Animal Mimicry (\'rIO) 

Boating (WIJI 

CIIrtography· lIM) 

Olmbinglflappe11ing ISIt. 0.'1 

O.lIIen! Affal ls (\\11>/ 

Diplomacy CCh~ 

Oisgui~ Uti\. eN) 

Oistr.lction «hal 
EKape Artist Iln~ ou3 

RI~8uildlng (Wi.) 

Glean Info. (Int, WI!, eN) 

Hiding lint. o.>J 

~stM)'t 

--" --" ---" 
--" 
~% 

--" --" --" --" --" --" --" 
--" --" 

Interrogation (I'&.. ClIo) 

Intimidation (SIt. (""-I 

Listening 1Wk) 

ObM!rvation (WIll 

Pick Pocket (o.>l 

Reading Ups ~ntI 

Recruiting iCNI 

Resist Persuasion (Wlol 

Rope U!iI! lOon) 

Salesmanship 0 .... Vt\o, ChI) 

~uction. Art of ICho. LbI 

Sneaking (0.10) 

Surviva l {\\II .. Coni 

Tortule~n!l 

Tracking (WIll 

--" --" --" --" --" 
--" 
--" 
--" --" --" --" --" 
-'-'-" --" --" 

Other Skills 
"1) ..... ",£ Lolt.f. 

Rel.lClo,J (r~1! Tit""') 

;'NtMA" TffAIl'lr"6 (D"G') 
L I TEflAc'f 

Loex P'OtlrlG 

Ml5tery 

~" 
~% 

-iL" 
~% 

-'-'-" --" 
--" 
--" 
--" 
--" 
--" 
--" 
--" .c..-_ .. -.... ... __ .... u....-~ 1"'-'" __ .. _____ ._ 

As an example of derermining skill mastery. let's fiU in rhe skills section for a puyer who has chosen to be: 1. cleric of The True. His ability 
scores are Strength 8150, Intcl1igence 9150, W isdom 14/50, Dexterity 10/50. Consritulion 11/50, Looks 12/50 and Charisma 13/50. 

He reccives me universal skills Cartogn.phy and Survival as bonus. H is mastery is Cartography is 9 (his Intelligence IIbility) plus the roll o f 
a twelve-sided die. If he rolls "8~ on this die, his total mastery is therefore 17. For Survival. his mastery is 11 (the lowest of his !WQ relev:mt 
abili ties - Wisdom ;md Constirution) plus the roll of a twelve-sided die. If he rolls -7', his total mastery is 18. 

H e also receives the non~universa1 skills Divine Lore, Religion (his chosen faith - i.t., The True), Animal Training (dogs). Literacy and Lock 
Picking. Determining mastery for these skills is handled just as we did for the skills above. We'll JUSt detennine the reiev,mt ability and add the 
roll of a twelve·sided die then annotate the SCUll!. 

You don't n«d to fill in values for me remaining universal ski lls. If your chanCIer needs to employ them at some point, you know that his 
mastery is equivalent to the relevant ability $COr(' listed parcnmetically after the skill. 

Cleric: H t:avy Armor proficit:ncy. Shield proflcit:ncYt 
Wt:apon proficie ncies (see below), Divine Lore [Wis], Religion 
(in his chosen faith) [Wis] 

A cleric's weapon proflciencies and additional skills depend on rhe deity 
he or she chose. 

ttiiTnw. weapon proficiencies: longswotd, mace; 
bonus skills: Hlstofy (ancient) [Intt literacy Hntl, Riding (equine) [Wls 

&::.;;Oe. 'o:J, .. T;;CoK .. k:;ing2.(WI...,'",' u:.f::.rrof] 

CarQ9lver: weapon profldendes: sUng, staff; 
bonus skills: (ookinglBaking lint & Wls], First Aid IWisI 

1'Nr. W9pOn pro c1enctes: longsword, mace; bonus skills: 
Irnal Training Cdogs) [lnt & Wis), Cartography [Int· un;~fSaf] , 

teracy [lnt], Lock PkkJng {lnt & Dex]. Survival [Wis & Con· universof] 

The Overlord: weapon profidencles: mace, scourge; 
bonus skills: literacy IIntl. Rope Use JDex· univefSDf] 

o.tar of StrIfr. weapon profldencies: dagger, flait 

bonus skllls:Cortography fl nt· univmof], Survival [Wls & Con · uniVersaf] 

Universal Skills: There are a large number of skills that peo
ple have had some exposure to during their life and can employ 
at a novice level without any kind of formal training. These are 
all listed on the HackMaster player character record sheet. If 
you received universal skills as a bonus, they are annotated as 
such in the brackets after the skill name. 

Sklll Masler\! 

Next, you need to determine your character's mastery of cach 
skilL For universal skills, your mastery is equal to your ability 
score in the relevant ability (i.e .• the ability listed parenthetically 
after the skill) or the lowest re1evant abili ty, if multiple abilities 
are listed). 

For skills that aren't universal (or if you received a universal 
skill as a bonus), roll one 12-sided die and add your relevant 
ability score [listed in the brackets after the skill} to the result. 
I f two 1.bili ty scores are usted, use the ability score in which 
your character is the weakest . The result is your current mas
tery level of that skill . 

Roll One Quirk and One Pia ... 

Quirks and flaws represent those aspects of your character 
that make him a true individual - with those little traits and 
imperfections that we all have. Roll once on the Quirk chart 
and once on the Flaw chart (presented on the following page) 
and annotate these on your record sheet. You can read more 
about these quirks and fl aws in Chapfer Three when you get a 
chance. 

QUIRKS & FUlWf 

fOOi~ . t1 ..... .,,..b 
ROLli· PLAYING NOTlS: 

1/,.. " 'AAC."W4+ w .. ~tI ,1('0' 1\1""1' 

S"''''''.:t .,,. ,. ... ' .... 6 HbJT"""'r. IT 

This (horae'" has am"JO(aud his qujrk and flaw. Hl'j aiIo madl Jome 
quick 710ft) aboul hrrw to UI~ thtm at the gaming taDle. 

9 



Roll ld%) Quirk 

r;~~o~'~~=~~-~ -Mmded ~ 05·10 ["lose Talker 

11 ·15 Compulsive Liar 

16-28 Fear of Heights 

~~;;2~'~-3~.~;;~!$!~U~I -MO~ 
37-42 on 

43-53 

54-63 

Greedy 

Miserly 

64-70 Needy 

71- ;... __ ;;,;Nosy 

78-81 Paranoid 

82-86 Quick-Tempered 

.... ·7--0.;-3 --- Rae st 

94<lO 

Roll (d%) 

o -17 

18-22 

23-29 

30-34 

35-41 

=~<A'Ie<g'" 
Anosmia 

Colorblind 

Facial Scar 

tulence 

49-54 Hard of Hearing 

55-58 Usp 

~:: . Pockl 

76-81 Prematurely Gtay 

82-84 Sleepwalker 

~~5·~~~=i~St [ ~ Stutterer 

95-00 Tone Deaf 

Receive Supplies 

All characters receive a weapon or two, possibly armor and a 
shield, a set of clothes, load bearing gear and sundry equip
ment. The exact package depends of your character class. . 

Fighter 

Armor & Weaponry: leather armor, a small shield, a 
longsword, dagger, javelin and warhammer 

Suppliu: a leather backpack, a woolen blanket, a wineskin (2 
qt. capacity), a week's worth of trail rations, two small leather 
belt pouches, a tinderbox, flint and steel, a whetstone, three 
iron spikes, six torches and 10 copper pieces as pocket money. 

10 

Clothing: one pair of leather boots, wool trousers and tunic, 
linen undershirt, wool cloak and a leather belt 

Armor & Weaponry: leather armor, short sword and dagger 

Supplies: a wineskin (2 qt. capacity), a week's worth of trall 
rations, a whetstone, two large leather belt pouches, a large can
vas sack, a 50-foot coil of rope, a set of thieves' tools and 25 
copper pieces as pocket money. 

Clothing: one pair of leather boots, wool trousers and tunic, 
linen undershirt, wool cloak and a leather belt 

Armor & Weaponry: leather armor, a small shield and both 
weapons they have received proficiency in. 

Supplies: a leather backpack, a wineskin (2 qt. capacity), a 
week's worth of trail rations, two small leather belt pouches, a 
canon or prayer book, one silver divine icon, a woolen blanket, 
a wineskin, a tinderbox, flint and steel, a whetstone. three iron 
spikes, an axe-hammer, six torches and 10 copper pieces as 
pocket money 

Clothing: one pair of leather boots, wool trousers and tunic, 
linen undershirt and vesnnents of appropriate color and style 
for their faith 

Armor & Weaponry: staff 

Supplies: a leather backpack, two large leather belt pouches, a 
wineskin (2 qt. capacity), a week's worth of trail rations, a tin
derbox, flint and steel, eight torches, a spell book, four sticks of 
chalk, a vial of ink, two quill pens, five sheets of vellum, spell 
components (if necessary) and 15 copper pieces as pocket 
money 

Clothing: one pair of leather boots, thick robes that offer -1 
damage reduction against all attacks, pointy hat, linen under
shirt and a leather belt 

Determine Spells - Mages Only 

If you're playing a mage, you'll necd to figure out what spells 
you have in your spell book. Each mage starts with three spells 
given to him by his mentor. Roll once on each of the follow
ing tables (Apprentice, Journeyman and Level 1 SpelJs) to 
determine your starting spells. You may memorize ea!;:h of 
th~se for a total of three magic spells. 



Appnnt/ce L~el Mag_ SIHlls 

Roll (d6) Spell 

r----~1;----., rA~m;;p/;oify""lIlumlnadon 

2 Feat of Strength 

3 A .. ~ 

4 , 
6 

Journeyman Level Mage Spells 

Roll (d6) 

Illusionary Mural 

I, 

Springing 

Spell 

Aura of"'~=-'="Iocn

Bar Portal , 
, 
4 

5 

__ """;;;,;"',,"I,,ht 

Enrage 

Perimeter Alarm 

6 Yudder's Whistle of Hells Gate 

First Leve' Mage Spells 

Roil (d6) 

,---
, 
3 

4 

5 

6 Translate 

Cleric Spells 

C lerics may chose one spell (or two if they have 13 or higher 
Wisdom) from the list of 1st level clerical spells below. 

FIrst bvel Cleric Spells 

~T .. uma -

Ceremony: Consecrate Divine Icon 

CUR! Tn ing tnjUtj 

Extend Fuel 

Ite Emotion: (au" r 

Purify Water 

~-~-.....,... 

Delermlne Combal SIah. 

At this point, you need to reference the ability charts in 
Chapter One: Ha(kMaJler Character Creation to fi.11 in the com
bat bonuses your abilities provide. As an example, we'll fi.11 
these out for the fighter we initially rolled up. 

::: 
;:: 
:; 
ii 

'" 

13 ,,, 

1 ," 

10 ,'5 
13 11 

15 "" 
I~ " 
9 ,OJ.. 

'TII 

1 NT 

WI • 

OEX 

CON 

LOS 

CHA 

~ " - .... ~ ... :, Z3o ~ 11 = su -- -I ... 
M ' Z :..- 0 ... .. 0 - ., - ·t ... ... ... 

--
Once we have these filled in, we can compute the combat 

bonuses he receives from his abilities and then add in any other 
bonuses to determine his combat profile with his preferred 
weapon. 

CoMIAT PItORI.I WITH WUI'OH": "_0 :r""DltP 

,- .r //.1' .;r./,/ .r ;--- .. 0 • - ' L • 1 ~ ~ ... ..... . , •• , . - f-
~ 

., .r ., ' L . ., .. - •• • 1 
• 1 

..... \IIfup>n Sc-dr 
,. 

S-WMpon o-.,.r. t.cUp ..... :5 'I t I 

. , , - .. ., ., ~ ., - QJ.", 0",,,, 0",,,, 01.,'" 0 .. ", ..... 01 • .., Olb; SI'I 0 .... 0( .... 81'1 0 ..... 

"""'" ... '" 0", ,,, Oil_ 8P! 0140 Bl'l OiS.aP, .,.,.,. III.", 0(2.081') O~8I') 01-.81') O(S:K8f'1 ... ~ 
This is the fighte r's "combat profile" (i.e., a summary of his 

melee bonuses) when using his longsword. Let 's go into a li ttle 
detail about each column. 

Level: A fighter has no bonuses or penalties at first leveL A 
thief receives - 1 to I nitiative (meaning he's quicker to react) 
while a cleric and mage receive a +1 and +2 penalty hert: 
respectiVC'.:ly. 

Abilities: This colu mn summari7..es bonus or penalties from 
Strength, Intelligence, Wisdom and Dexterity. You determined 
these when filling out the abilities data. 

Talents, Racial Bonus & Magic: N one of these apply to tbe 
"quick genJl characters. 

Annor: Leather armor (which the fighter, cleric and thief 
receive) imposes a -2 penalty to defense. This is more than 
made up for by the fact that leather armor also reduces all dam
age you receive by two points per hit. 

Shield: Both the fig hter and cleric receive a small shie.1d. 
This provides a +4 bonus to defense. 

u 



Combal Slalll Explained 

Arrack: This value is added to the d20 you roll when attack
ing an opponent with your weapon. 

Speed: Subtract this value from your weapon's base speed. 
The final value teUs you the number of seconds you must wait 
before attacking again. Weapons with high base speeds are very 
slow. 

Initiative: When you have an encounter, you must roll a die 
to determine how much time passes before you can act. Any 
value here must be added to that roll mean you react slower. 

Defense: Add this value to the d20 you roll when you defend 
yourself against someone else's attack. 

Dam~: This value is added to your base weapon damage 
when you score a hit in melee. 

Specialization: The fighter "quick gcn" character has been 
given +1 weapon specialization with his longsword. When you 
advance in level, this is an option for aU characters, though you 
may wish to allocate the Bu.ilding Points you receive to other 
skills, as specialization can be: quite expensive for non-fighters. 

Base Weapon Damage and Speed: You can find these values 
for your particular weapon in tbe chart below. 

Weapon 

Javelin 

Ma" 

Staff 

Swords 

s 
l.ongswor~d __ 

Warhammer 

Damage 

2 p 

2d8p 

ld12p 

(d6+d8)p 

2d4p 

!d4+d6) 

2d4p 

2d6p 

2d8p 

'dOp 

Speed 

7 

13 

missile weapon 

" 
9 

mIssile weapon 

13 

8 

10 

8 

Pinal Tweak" 

This final section prOvides the remaining critical data you 
need for your character. 

1"-'" -- I 
SNuAvAaAIU 

'I u_ 
."". 
Jmym. 

~v 
,..~ 1 , 

;, 11,'- • 
Thru~kilh'n 

• 
Luck 'Polnt& s 

Previous Hit Point Roll: Record the die roll you made for 
H it Points here. You'U have a chance to re-toll it when you 
advance to second level. 

Luck Points: These are only for thieves. [f that's you, write 
21 here. You can read how to utilize these point in Chapter 
Four: ClfUUS. 

Threshold of Pain: This value is )Oj of your Hit Points (round
ed down). If you sustain a wound exceeding this value,you have 
to make a trauma check to see if you succumb to the pain of 
this severe wound. Your GM can infonn you of the exact 
mechanics. 

Spells: TlUs space is allocated for mages to record the spells 
they have in their spell book. 

OK, you're done. J ust rwme your character and start playing 
HocliMoster/ 



Ghal'acler (ienerallon Sleps 
To generate a HackMastcr character, simply follow these 

basic steps, referring to the detailed sections below for more 
information. 

O Be Prepared. Now, before you acrually sit down to roU up 
your character, make sure you have at least one sheet of 

scratch paper, a pencil or pen and a variety of dice (d4, d6,d8,dlO. 
dU, d20 and dlOO). Of course, you'll also want a copy of the 
HackMaster player character record sheet so you can transfer the 
nwnbers from your scratch paper once you've finalized the values. 

l ' Receive Building Points. Each character receives 50 
.l Building Points (defmed hereafter as BPs) for character cre
ation. This starting amount may be further modified by his or 
her ability scores (and detailed background - if you take the 
time to pursue this additional step), You'll need to keep track of 
how many BPs you earn and spend during character creation. 

<lr Roll Ability Scores. To determine your character's ability 
-. scores, roll 3d6 for each of the following: Strength, 
Intelligence, Wisdom, Dexterity, Constitution, Looks and 
Charisma. You'll also need to roll d% (represented by a diOO 
or twu d10s of different colors, one each for lOs and 1s) for the 
fractional ability of each. This number determines how close 
the character is to reaching the next ability score. For example, 
a Strength of 13/45 means the character must increase his frac
tional ability by 65 points to gain a Strength of 14/10. 

~ Arrange Ability Scores. You may rearrange your ability 
.# scores any way you wish or opt to (1) swap only two abili
ty scores and receive 25 bonus BPs or (2) leave all ability scores 
as-is and receive 50 bonus BPs. Add the remaining BPs (if any) 
to your starting total from step 1. 

te. Choose a Race. Select your character's race and apply any 
T ability score adjustments. 

~ Finalize Ability Scores and Other Adjustments. Now it's 
., time to finalize all your adjustments from Building Points, 
especially any changes to ability scores. One way to increase 
ability scores with BPs is by buying fractional ability points. 
One BP can generally increase a fractional ability score by 5 
points. See Spend Starting Building Points to Adjust Ability 

Scores further on in this chapter. Note also that your Looks 
ability score may modify your Charisma. 

6 Choose a C lass and Alignment. Your character can begin 
the game as a fighter, thief, mage or cleric (see Chapter 

Four: Charactl!r Cltmef). Each class requires a number of 
Building Points depending on the character's race (as noted at 
the end of this chapter}.ln addition, clerics are required to be 
a particular alignment based upon the faith they choose. 

1 Determine Priors and Particulars, Roll on the character 
, background tables located in Chapter Eleven. 

0. Determine Qpirks and Flaws. At this point, you must add 
o quirks and flaws to your character. Quirks and flaws are 
required (one of each). ~irks include mental traits such as 
habits and prejudices, while flaws are physical traits such as 
poor eyesight and hearing. To determine which quirks or flaws 
the character has, the player must roU randomly on the charts. 

a Calculate Starting Honor. Now add the seven abllity 
7 scores from Step 2 together (including fractionals) and 
divide that sum by seven, disregarding any fractions in the 
result. if necessary, adjust the result by any H onor modifiers 
from your Charisma and Looks scores, background, or quirks 
and flaws. This is your starting Honor. Record the result on 
your character sheet. -to Purchase Skills, Talents and Pro6ciencies. Now you 
... can spend any remaining Building Points on skills, tal
ents andlor proficiencies (STPs, for short) . You also have the 
option to hold BPs in rc=serve fo r future expenditure. Note that 
your class and race may reduce the BP cost of certain STPs. 

PllrteP Ch_Iep Recopd Sheefs 

You can find:. player chuacter 
record sheet included in backQf this 
J?rioted book. Additional copies are 
available as free PDF downloads at 
.www.kenzeroo.com. 



11 Roll Hit Points. Each HackMaster character receives 
Hit Points as follows: Constirution + size bonus + class 

Hit Die roll. This total may be further modified by such things 
as talents, flaws, etc. Siu bonus j; 5 HP for ~lwl and hn(j1ingr 
and 10 HPjordwarws and humans. A particular raus size is lut
ed n~ar the end r:f 'hi! chapter. C/QJS !-lit Die is d4jor mage!, d6 
for Ihievt!, d8Jor dericJ and d10 for jighfm. 

14 

l C). Record Base Attack, Defense, Damage and Initiative. 
,. A character's Base Initiative and Base Defense is deter

mined by his Wisdom and Dexterity modifiers, while Base 
Attack is determined by his lntdljgen~ and Dexterity modi
fiers. A character's Base Damage is detennined by his Strength. 

l W' Recdve Starting Money. Each character receives a grub 
~ stake of approximately 50 silver pieces with which to 

begin his advenruring cart:er. 

14 Equip Your Character. You should reach agreement 
with the other players and/or GM to see if they will 

allow you to equip your character by choosing off the equip
ment lim in Chapter Six. Some groups may require you to role
play your character's purchases during the game or choose to 
limit certain items. If you purchase weapons, be sure to record 
their statistics on your character sheet as weU. 

l
~ Rc:<:ord Character Age. A character's starting 

. " age depends on both his race and class. Consult 
the chart at the end of this chapter to determine your 
character's starting age. 

6ulldlng Polnls 

Players can dHferentiate and personalize their 
HackMaster characters by increasing their ability 
scores, purchasing skills and talents, and even influ
endng their heritage. Players accomplish this cus
tomization through expenditure of allotted points, 
known as "Building Points" or "BPs." Players most 
ofre:n spend BPs to buy skills and talents, though they 
may also be used to modify ability scores. 
Furthermore, players can use BPs to buy re-rolls on 
unwanted quirks and flaws, or most of the character 
background tables in Chapter 1 J.' Detailed Charmi" 
Backgrounds. A player need not spend all BPs during 
character creation; unused BPs may be held to spend 
later. 

Each new character receives 50- 100 BPs. A.5 you 
can. see on the various ability score tables, a high 
Intelligence, Wisdom or Charisma score provides 
additional BPs. 

Once a campa ign begins, characters receive 
additional SP awards when attaining levels of 
experience in thei r class. 

AbIW" Scores 

Every character in HackMaster has eight basic characteris
tics or abilities, most of these having corresponding abiliry 
scores: Strength, Intelligence, Wisdom, Dexterity, 
Constitution, Looks, Charisma and Honor. These building 
blocks provide the foundation of your character, but they are 
only the first glimpses of your character as he or she begins to 
develop in your imagination. These character abilities are 
described hereafter. Each description gives an idea of what that 
ability encompasses, including tables with specific game effects 
and modifiers. 

GreBling Ability Scores 

Okay, let's get started. The very first step in generating a 
character is rolling his ability scores. So grab three 6-sided dice, 
percentile dice COl dlOO, or two d10s), a blank character sheet 
and a pad of scratch paper. The first seven ability scores are 
determined randomly (beginning H onor and Fame are han
dled differently and will be covered later). Scores are deter
mined by rolling three six-sided dice (3d6) to obtain a value 
from 3 (the worst) to 18 (the best) and then a percentile roll to 
show where in a particular number range your character's 
scores actually rest. 



Roll Ability Scores 

For each ability you will roU the three 6-sided dice (3d6); the 
total shown on the dice is your character's ability score. Then 
roll percentage (d%, or two ten sided dice for a number from 
1- 100). Record each fractional ability on your scratch paper 
next to the appropriate ability like trus: wyy where "xx" is the 
result of the 3cl6 and "yy~ is the result of the d%. 

For example, your 3d6 roll for Strength is 11. You lUll rolled Q 

fractional abilily (d%) of 61. Your Strength should now read 
11/61. Repeat this step for all of your character's abilities in order 
(Strength, Intelligmcc. Wisdom, Dexterity, Constitution, Loolu 
Qnd Charisma). 

For purposes of play, the ability score is considered the low
est integer associated with the ability. For example, a mage with 

3/54 strength would still be considered to have 3 Strength. 
W hen a fractional ability score goes over 100, the base score is 
raised by one and the 100 is discarded. 

Shopkeeper Rule. If your character has no raw Single stat of 
at least 13 or t\vo raw stats of 5 or less, you may name your 
character and then turn your sheet in to the GM for use as a 
shopkeeper, peasant or other hapless NPC and re-roll your 
character. Any other set of rolls is playable; you need to play 
that character fo r a complete game session before retiring him 
and introducing a new one (excepting the always-likdy event 
of early mortality during play, of course). 

Arranlle Ability Scores 

Now that you've rolled for each ability score, you have an 
opportunity to arrange your scores any way you like. If you 
choose to only swap two scores, your character receives a 25 BP 
bonus. If you choose to take all the rolls in the order received, 
your character receives a 50 BP bonus! 

DIcIe ......... tIoa 

Throughout th"", .:l!\lU'll notice 
that many references to: 'die rolls art: 

~ /ldXp". The 'p' suffix indicll* 
'. die ~; Should you roll the maximum 

ftlue on this ~ die,)'QU ~ n:-roll and add the 
" .' . of the extra die,less onepoitit,. to the total (pen

II .... '. can actually result in Simpl, the ma.xixn)Jm die 
Il''''''' if a: sequendy rolled, since any fool blows 

that 1", process continues indefinitely as long 
as the question c~ues to come up maximum 
(but there's always only ~;';'lsubtracted from the extra 

die, CM:tl iiit's, say, the third die of penetration). 

~~:that a d20p uses a d6p to compute additional 
~on, while a dlOOp utilizes a d2Op. 
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Strength 
Ability 
Score 

3 

3/51 

.; 
4/51 

5 

5/51 

6 

<"6/51 

7 

7/51 

8 

8/51 

lO/S1 

11 

11/51 

12 

12/51 

- 13 

13/51 ,. 
14/ 51 

16{51 

17 

17/51 

19/51 

20 

20/51 

I 

Damage 
Modifier 

·5 .. 
... 
-4 

·3 

·3 

·3 
,1 ., 
·2 

· 1 

·1 

None 

None 

None 

+f 
+1 

+1 

+1 

+2 

+2 

+3 

+4 

+4 

+6 

+6 

+7 

Strenllth 

Feat of 
Strength 

·10 

·9 

-9 

·8 

·7 

·7 

-6 

· 5 

-, 
-4 

·3 

·3 

None 

None 

None 

tf 

+ 
t3 

+. 

+5 

+6 

+10 

+11 

+12 

+16 

+17 

+18 

lift Ubi.) 

I 64 

r 

76 

B8 

99 

110 

120 

130 

140 

"9 

157 

166 

173 

181 

187 

200 

205 

210 

215 

220 

22S 

230 

235 

240 

318 

3.7 

380 

55. 

612 

675 

Carry Drag 
Ubi.) Ubi.) 

20 160 

22 190 

1=2 • 220 _-.c 

26 248 

29 275 

31 300 

32 
i At 325 -::34::1' 350 .. -

38 

39 

40 

r ·2 

'3 

44 

'5 

48 

52 

~ 
61 

~ 

66 

71 

77 

84 

91 

99 

108 

118 

129 

142 

209 

23 1 

256 

313 

393 

.15 
433 

-453~ 

468 

485 

SOO 

513 

525 

538 

550 

563 

575 

588 

600 

613 

668 

728 

795 

868 

950 

1385 

1530 

1688 

Strength (SfT) defines your character's physical brawn. It 
measures your character's ability to muscle his way through life. 
Strength measures a character's muscle power, and determines 
the weight a character is able to lift and carry. Vitally impor
tant to brawling and close guarter combat, Strength increases 
or decreases the damage a character causes with hand-held 
weapons such as axes, swords, clubs and chairs. Is he as strong 



as an ox or weak as a lamb? Can he knock out a horse with his 
fist or barely lift a walking stick? Strength is also important for 
hauling treasure, carrying adventuring gear and similar tasks. 

Damage Modifier. This modifier applies to dose-quarter 
(melee) combat and weapons used in brawling. Add this mod
ifier to the damage roll in such situations. 

Feat of Strength. This indicates the character's chance to 

force open a very heavy or stuck door, lift an iron gate, bend 
bars, push aside a heavy boulder and so on. While damp, sub
terranean conditions tend to warp doors thereby making them 
difficult to open, it should not be assumed that all doors fall 
into this category. C reatures within an inhabited lair generally 
view this as a great inconvenience and will generally remedy 
this situation for their own cOllvenience. When a character 
tries to force open a stuck door, roll a competing Id20p against 
the door value. If the result exceeds the door's sum, the door 
opens. A character can waste rime and keep trying to open a 
door until it fmally opens, but each attempt takes rime (10 sec
onds),gcts harder as the character gets tired (-1 per roD, cumu
lative) and makes a lot of noise. Noise attracts monsters. 
Monsters eat adventurers. Noise bad. 

Lifting gates and bending bars are handled in the same fash
ion. Note that most gates and especially bars will have a much 
higher modifier to their competing dlOp roll, making them 
generally more difficult to lift!bcnd than a standard door.lfthe 
attempt fails, the character can never slleceed at that task 
(unless his strength were to increase by some means, i.n which 
case, the character will receivc one more chancc at the 
improved modifier level). H is friends wiD make fun of him and 
he'll get a reputation as a wuss. The same is true of magically 
locked, held or barred portals. Bur cheer up wuss-boy- you 
can try to bend the bars on a gate that you couldn't lift, and vice 
versa (but for magically held portals, erc., you're out of luck). 

Lift. This figure represents the maximum weight of an 
object that the ch:lracter can Uft off the bTTound and carry with 
difficulty for a few dozen yards before having to set it down to 
catch his breath. 1n no way can the character enb>agc in any 
other activity while so encumbered. 

Carry. This column lists the weight a character may carryon 
his person without hindering his combat ability or limiting his 
movement. These limitations arc given with the presumption 
that the weight is evenly distributed and stowed in packs born 
primarily on the shoulders. back or waist. Obviously a charac
ter with 15 Strength carrying a 90 pound bag of silver coins in 
his arm~ is going to face restrictions on his ability to Hght so 
some measure of judgment is warranted. 

Drag. This is the maximum dead weight that a character can 
drag over a wooden floor or hard packed soil at no more than 
a crawl speed. The object must naturally possess some sort of 
hand-holds or have a rope fastened about it. This figure should 
be reduced by half for unfavorable surfaces such as mud or the 
far more likely situation of dragging an unconscious comrade 
through a hallway littered with corpses. 
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Attack Modifier BP Bonus 

-3 0 

-1 0 

-2 0 

-2 0 

-1 0 

-1 0 

-1 0 

0 0 

0 

+1 2 

+1 3 

+1 • 
+1 10 

+2 15 

+1 11 

+3 28 

+3 3. 

+3 45 

Initiative 
BP Bonus 

Defense 
Modifier Modifier 

+S 0 -3 

+4 0 -2 

0 -1 

+4 0 -2 

+3 0 -1 

+3 0 -1 

+3 0 -1 

+2 0 0 

+1 0 

+1 2 +1 

+1 3 +1 

+1 • +1 

0 10 +2 

0 15 +1 

0 11 +2 

-1 28 +3 

-1 3' +3 

-1 'S +3 



Intelligence Dexterity 

Intelligence (Int) defines your character's memory, reasoning Dexterity 
Initiative Attack Defense 
Modifier Modifier Modifier 

and ability to think through problems and situations. It meas-
3/01 +7 .... -5 

ures your character's rational thought process. Can he add up 
3151 +7 -3 -5 his tab at the inn, pay for it and not get cheated? Does book 

learning come naturally or is it a struggle? lntelligence is vcry 4/01 +6 -3 -4 

important for book learning (engim:ering, science, history, 4/51 +6 -3 -4 

medicine, etc.). intelligence is important to all characters SIOl +6 -3 -4 
because it also affects their Base Attack, and the ability to learn S/51 +5 -2 -3 
Academia-based skills. It is paramou nt for mage characters 

-2 -3 
who need Int to learn new speUs. 

-2 -3 
Accuracy Modifier. The Inte.lligence Attack modifier com- +« -2 -2 

bines with the Dexterity Attack modifier to provide the char-
7/51 +4 -1 -2 

acrer's Base Attack. The Base Attack. of course, modifies a 
character's chance to hit a target. 8/01 +4 -1 -2 

8/51 +3 -1 -1 
BP Bonus. This is a one-time bonus received at character 

9/01 +3 ", -1 
creation. The Intelligence BP Bonus may only be used on skills 
with lntelligence as the sole relevant ability. 9/51 +3 0 -1 

10/01 +2 0 0 
Wisdom 10/51 +2 0 0 

Wisdom (Wis) defines your character's common sense and 11/01 +2 0 0 

empathic ability. 1t's a combination of how practically a person II/51 +1 0 +1 

thinks, her good judgment, willpower, strong headedness md +1 +1 
how well she can sense the emotions and feelings of others. +1 +1 +1 
Can he sense when a bear is ready to charge? Does he know 

0 +1 +2 
better than to traipse through enemy territory in broad dar-

13/51 0 +2 light? Is he a good listener and does he notice when things are +1 

amiss? Wisdom is important for animal training. tracking and 14/01 0 +2 +2 

reacting to others, such as in a melee. 14/5 1 -1 +2 +3 

Initiative Modifier. The Wisdom Initiative Modifier com- 15/01 -1 +2 +3 

bines with the Dexterity initiative Modifier to provide the 15151 -1 +2 +3 

character's Base Initiative. The Base Initiative, of course, mod- 16101 -2 +l +4 

wes initiative and determines how quickly a character can react 16/51 -2 +3 +. 
in a stressful simarion. 17/01 -2 +3 +. 

Defense M odifler. The Wisdom Defense M odifier coo1- 17/51 -3 +3 +5 
bines with the Dexterity Defense Modifier to provide the 18/01 -3 +4 +5 
character's Base Defense. The Base Defense modifies a charac- 18/5 1 -3 +4 +5 
let'S defense abrainst enemy attacks. 

19/01 -4 +4 +" 
BP Bonus. This is a one-time bonus received at character 19/5 1 -4 +4 +" 

creation. The W isdom BP Bonus may only be used on skills 20/01 -4 +5 +" 
with Wisdom as the sole relevant ability 

20/51 -5 +5 +7 

Dexlerlty 
Ability Checks 

Dexterity {Dex} deSnes your character's agility, coordination 
At certain times throughout the rules, we'll mention and deftness. It encompasses reflexes, balance, speed and accu-

"Ability CMclts." These are situations where the affect- racy. Can he react qUickly and attack an opening? Can he 
ed character must roll a competing d20p and add his rel- dodge that ore's axe before it splits his friggin skuU? Dexterity 
evant ability score against some factor or another based is important for attacking, riding, reacti ng and sneaking. 
on the situation or scenario. For examplt, a Wildon: check 

lnit ia tive Modifie r. The Dexterity Initiative M odifier com-for (l characte,. with 13/50 Wisdom would hil"lM the ,harac-
ttr roll (J d20p alld add 13. 

bines with the Wisdom In itiative Modifier to provide the 
, character's Base Ini tiative. The Base Initiative, of course. mod-
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ifies initiative and determines how qukkly a character can react 
in a stcessfu1situation. 

Attack Modifier. The Dexterity Attack modi.fier combines 
with the Intelligence Attack modifier to provide the character's 
Base Aru.ck. The Base Attack, of course, modifies a chancter's 
chance to hit a target. 

Defense Modifier. The Defense Modifier adjusts a charac
ter's chance to dodge his opponents' attacks. 

Con.Ulullon 

ConJtirut1on (Con) defi nes your character's hardiness, 
health and stoutness. It affects the character's Hit Points and 
chances of surviving nasty injuries. How many wounds can he 
suffer before yielding? C an he march through miles of bone
bleaching desert without stopping for a breather? Does he 
shake off poisons or does he succumb? Constirution is impor
tant for resisting physical injury, recovering from wounds, and 
endurance. 

A character's initial Hit Point tOtal is significantly impact
ed by his or her Constirution score since it is determined by: 

a) His or her Constitution score plw 

b) His or her Size bonus (5 hp for elves and hal.flings,lO hp 
for dwarves and humans) plus 

c) A class die roU (d4, d6, d8 or dlO depending on class) 

bookll 

Looks (Uu) defines your character's physical attractiveness 
and appearance. Looks indicates beauty, handsomeness and 
first impressions; it determines initial reactions to the charac
ter, even at a distance. D o all the ladies swoon as he makes his 
way through the village? Do men propose whenever she's alone 
with tbem? Do artists seek this person out as a model? Is she 
best described as comely or homely? Looks is important for 
influence, initial reaction and interaction. 

It is important to note here that Looks is not Charisma. 
Looks, however, can affect Charisma on a permanent basis. A 
character's Charisma ability score is modified by the character's 
Looks score, as seen on Looks table. 

Charisma Modifier. The Charisma modifier indicates the 
number that should be initially added to t.he charncter's 
Charisma (this is a one- time modifier). Mterward, as a charac
ter's Looks score is raised or lowered, whether by disease, 
maiming or some other reason, Charisma should be similarly 
affected on a point-far-point basis (a loss of one point of 
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Looks results in one point of Charisma lost as well). 

Starting Honor Modifier. The Starting Honor Modifier 
indicates the number to be added to the character's starting 
Honor (covered in detail below). Like it or not, physical beau
ty affects how people are viewed by society. 

Looks 

Looks 

5 

• 
7 
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• 
12 
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'7 
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Charisma 

• 
7 
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9 , 
11 

12 

13 
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Modill. r to Charisma 
Starting Honor 

BP Bonus 

o 
o 
• 
o 
o 
• 
• 

3 

• 

28 

36 

45 

-s 

-3 
-2 
-2 

-1 
-1 

0 

0 

0 

+1 
+1 

+2 
+3 

+. 
+s 

+6 

Starting Honor 
Modlfl. r .. 

-3 

-3 

-2 

-2 

-1 

-1 

• • 
+1 

+1 
+2 

+2 

+3 

1l!iE:+3 
+4 

+. 
+5 

Modifier .. 
-3 
-3 

-2 
-2 
-1 

-1 

0 

0 

+1 
+1 

+2 

+2 
+3 

+3 
+. 

+. 
+5 

Turning 
Modifier 

-7 

-6 

-s 
-4 

-3 

-2 

+1 

+2 

+3 

+. 
+s 

+6 

+7 

+8 

+9 

+10 



Charisma 

Charisma (Cha) defines your character's charm, wit, person
al influence and leadership ability. It is not a measure of beau
ty but rather of persona! magnetism and thus is affected by 
Looks. Charisma also affects H onor and Fame. Can he nego
tiate a peace treaty between the hostile orcs and the besieged 
village? Can he influence the town cou ncil or quickly form an 
advenruring party? Can he talk his way into free room and 
board with the barmaid? Charisma is important for negotia
tion, attracting followers, wic:lding influence and intimidating 
others. 

BP Bonus. These bonus BPs are a one-time bonus received 
at character creation. The BP Bonus may only be used on skills 
with Charisma as the sole relevant ability. 

Starting Honor Modifier. The Starting Honor Modifier 
indicates the number to be added to the character's starting 
Honor (covered in detalilater). 

TUrning Modifier. This modifier (either a penalty or bonus) 
is applied to any rolls a cleric makes when attempting to Turn 
or Command undead creatures. The mechanics governing 
Turning or Commanding undead are covered in Chaptl!T Nine: 
Combat. 

Playe r Chara c te r Races 
Now that you've rolled up your raw ability scores, it's time for 

you to select the racial stock of your character. When we talk 
about "race" in HackMaster, we're not talking about whether 
your character is black, white, Asian, etc., we're talking about 
what species your character is - dwarf, elf, halfling or human. 
Racial stock is one of the most important decisions you'll make 
in the character crealion process and therefore sbould be made 
with a great deal of thought and consideration. 

Each race is different. has different powers and affects abili
ty scores and BPs differently. Further, each can learn different 
skills and acquire different talents at different costs, so racial 
choice will certainly be important later in the character cre
ation process. 

Note rna[ racial ability adjustments cannot raise a score 
above 20 or lower it below 3. 

DWARVES 

Dwarves are a hearty mee preferring the alpine beauty of rugged 
mountains. They are t:Xccllent miners and seem built for the task 
with their short but powerfully built frames. Though they 
typically dwell underground, it is not in dank warrens. Rather they 
construct magnificent vaulted caverns that are both engineering 
marvels and possessed of unparalleled aesthetic beauty. 

'9 
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Often pejoratively dismissed as dour and grumpy, this percep
tion stems from a typical dwarf's disinterest in gossip and small 
talk. They are serious, hard-working folk whose interest lies in 
precious metals and gems. No obstacle is too overwhelming to 
deter dwarves from delving far beneath the earth in search of 
these treasures. This frequently brings them into conflict with 
goblills and other humanoid races. Fortunately dwarves are 
doughty fighters and well able to hold their own. 

Dwarves are not without their own unique foibles. Chief 
amongst these are their beards that they, both male and female, 
value highly and tend to groom them very carefully. 

Owarvtn Pros 
• size Large for knock backs 

Ability ClctJustmtnts 
t4 ConstitutIOn 

• size. Me:di1JOl for HPs (Le. 10 hp+Constitutloo+ dMSfOU) 

• !ow l~~ 
• Mogk¥kJhtonce: Dwarves:'~ a +1 on SaVing Throws 
versufmagic for every 3 (lilt pofnts of Constitution 
• Polson Rfilsttlnce: Dwal"\les receiVe a +1 on Saving Throws 
versus polson for every 3 full points of Constitution 
• One free purchase of the Mining skill 

DWQrv«tl Oms 
• Poor reaeft(effectlve weapon reach is -1 footl 
• Charact:en: native language 15 Owarven (must purchase any 
additional languages) 

Preferential talent Access 
May purcho$eche fol/owing Talents ar 5096 BP C05t 
• Attack Boous. Damage Bonus, Parry Bonus or Swiftblade 
(only (or ~$'Of Warhammers) 

Eh\lES 

Elves are often perceived as haughty and aloof, unconcerned 
with the affairs of humans {or dwarves and halllings for that 
matter}. They seem content [Q seclude themselves within old 
growth fo rests pu rsing esoteric interests. 

This preference for detachment is derived from the elven 
race's longevity. As beings that do not age once reaching matu
rity. they are loath to form close bonds with any individual who 
will grow old and die in the blink of an eye. The affairs of man, 
though not inconsequential, are vlewed in terms of scores of 
generations. For someone that could be present at the Battle of 

ElvmftRl 

ElMs 
ae a Glance 

AMity a«JustNnts 
-2Strength 
+2 Dexterity 
-4 Constitution 
+2 looks 
+2 Charisma 

• Two" purchases of the.AtQne lore skill 
• One fftie~se of the listenIng skill 
• Onefteepurchase of the Observation skill 
• One free purchase of the Sneaking skill 

• +2 defense bonus 
• Hiding In natural surround)ngfbonus (see sidebar) 
• Initiative b!;mus (see sldebat): 

Elvmc..u 
• Size small with regard to HPs (i.e. S hp + CON + class roll) 
• Size small for knock backs 
• Character's native language Is Elven 
(must purchase any additional languages) 

&rftr«ntiGI t,lent access 
May purcha5e the following Talents ot 5096 BP cost 
• Crack Shot or Greased Lightning (only for Longbows or Short
bows) 
• Attack Bonus, Damage Bonus, Parry Bonus or Swiftblade (only 
for longswords Of short swords) 
• Charm Resistance 
• Less Sleep 

Hastings and later in life witness the Battle of Britain, inter
vention is a matter to be given the greatest forethought test it 
have unforeseen consequences centuries forward! 

Elves are phYSically smaller than men, averaging 5 feet in 
height and with a svelte build. Their features arc delicate and 
pleaSing and they spe,tk in melodic tones which dwarves 
absolutely hate. Not unsurprisingly for so fair a race, they are 
patrons of the arts delighting in fine crafts, sculpture and 
poetry. M agic, though, is their true fascination. 

HAhFhlNGS 

H a1f1ings resemble di mjnuti ve, and f reque mly portly, 
humans. T hey prefer a pastoral existence, dwelling in small 
farming communities without aspirations for empire. Halflings 
frequendy live alongside or nearby humans but possess none of 
the latter's penchant for building grand monuments or casdes. 

Though they may appear to be rustic simpletons, this assess
ment is short of the mark for halflings possess an inherent 
mental toughness belied by their appearance and mannerisms. 
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ae.dI ... " 

ill .- (+4 Defense bonus) 
• HIding in natural surround ings bonus (see sidebar) 
,. ~e bonus (see sidebar) 

iii PwC_ 
.Jtoor reach telfe<tfve ~pon reach 1.$~1 foot) 
• Size sma» with regard to HPs ([,e. 5 hp .;. CON + class roll) 
• Size small for knock backs 
• Characters native language is Haltllng 
(must pu[cha~ any additional languages) 

Prdmt/fIfI h:IItnt gc«sS 
May purduise che (ollowing Talents at 50% BP cost 
~ Crack Shot or Greased Lightning (only for Slings) 

HUMANS 

Humans are the most flexible and adaptable of the races, 
driven by a deep curiosity about the world around them. There 
is an almost innate drive that moves men to explore their sur
roundings with an eye on expanding and exerting their influ
ence and control. 

Because of their almost limitless abilities unrestricted by the 
shortcomings of other races, humans arc adept at establishing 
bases of power and accomplishing things of which members of 
other races only dream. They also multiply like rabbits and 
spread themselves like a manifest plague across the lands. 

Because humans are the yardstick by which the other fan
tasy races are compared, they receive no modifiers and few 
special skills. 

Racial preference table 
Elves Dwarves Halfllngs Humans 

Elves Prefer Tolerate Like Tolerate 

Dwarves Disl1ke Prefer -Uke Tolerate' 

Halflings Like Like Prefer Like 

tiumans Tolerate Tolerate LIke Prefer - -K~: Each race's general disposition towards others is listed 
in the row following the race name (i.e. elves tolerate dwarves, 
while dwarves dislike elves). 

HumaRPros 

Humans 
al a Glanc" 

Abillty1Jf#Jusrtnrnts 
none 

.. Size medium for HP (I.e. 10 hp +Constitutlon +class roll) 

.. M2Iy p!J«hase Language (Merchant's Tongue) at50% cost 

Hvmcuteons 
none 

Hldlnll In Nalural SlU'I'Oundlnlis 

Both elVC$ and halfllngs are naturally adept at remain
ing un~ln natural surroundings (e.g. woods and 
meadows):,These races receive a +50 bonus to hiding 
and sneaking skill checks when attempting to use these 
skills in an appropriateconrext. 

Inll .. I1"" Bonus 

ElV¢$'\lnd ha1£1ings also gain improved Initiative dice. 
Wbatever die type i$~alled for by the GM, the halili!lg 
improves the die type by one. For instance, if the GM 
ca/bfor a d12, the ha!fling would roll a dlO. TIlls bonus 
doesn't stack with the thief class Initiative Bonus. 
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Finali z ing Ability Scores 

After you've roUed for and possibly rearranged each ability 
score, you have an opportunity to adjust them. If you think of 
the first seven ability scores as your character's average poten
tial, then consider raising scores as pnlctice and development of 
ceJtajn abilities at the expense of others. Honor is handled dif
ferently and cannot be adjusted during this step, nor can Fame. 
You may s~nd some of your starting Building Points in order 
to raise fractional ability scores. The cost is one BP per five 
fractional ability points. Stats over 16 cost 1 BP for every 3 
fractional ability points. 

For example. if your character hm a Dex/tTity of 12186, you can 
spend 3 BPs and incwue his Dex by 15 fractional points to 13/01. 
If you rpmd tmoth" 17 BPs (for a total 0120). your {hara(/"~ Dl!x 
is now 13/86. 

Alignment 

At this point you'U need [0 decide bow your character aligns 
with the various forces in the world. Is he a malevolent villain 
or destined to be a hero of all that's tight with the world? Does 
he believe in all-far-one and one-far-all, or rnnk himself above 
all others? Does he believe that the needs of the few outweigh 
the needs of the many or vice-versa? Hac.k.Master defines the 
various beliefs of intelligent creatures along two axes: good 
versus evil (the good/evil axis) and sooety/clanIgroup versus 
individual (the law/chaos axis). Characters can mix and match 
across axes, giving nine combinations (Iawful-neutral-chaotic 
and good-neutral-evil). Good- and lawfully-aligned Non
player characters, creatures and monsters are most likely to help 
like-aligned player chan.cters. The opposite is, unfortunately 
for chaotic hell-raisers, seldom the case. 

Your character can be any alignment you like but clerics mUlt 

be in strict adherence to their church's alignment (Le., the exact 
same alignment). The following descriptions should help you 
decide what outlook your character has in life: 

Lawful Good. These characters believe in a strong, benevo
lent social structure where the strong help the less fortunate 
and laws are followed strictly and the needs of the many always 
outweigh the needs of the few. 

Lawful Neutral. These characters bclieve that the fabric of 
the social order overrides all other ethical or individual con
cerns. Laws, traditions, codes of honor and leadership must be 
followed unquestionably. 

Lawful Evil. The social order of the strongest and most 
capable ruling all others dominates the Lawful Evil belief sys
tem. Leaders rule as long as they remain most suited for the 
role and while in control can pass any decree needed to advance 
the group regardJess of whom such mores injure or Single out. 

Neutral Good. These characters believe in a balance 
between the needs of society and those of the individual. 
Individual freedoms are curtailed when necessary to promote 
the greater good. but the needs of the individual are also 
important, sometimes even to the detriment of society as a 
whole. 

True Neutnl. Completely self-centered, these characters 
generally care nothing for any ethical or social customs, how
ever, some characters with this ethical bent bdieve in balance 
in all ethical questions. All characters with an intelligence of 
under 6 and all ani mals have this alignment as they are unable 
to act other than on survival impulse and rudimentary friend
ship toward those that have treated the character or creature 
well in the past. 

Neutral Evil. Such characters primarily care for their own 
well-being, but also go out of their way to injure or bully oth
ers. They recognize that sometimes rules and laws are needed 
to avoid a complete breakdown of society, but only because 
destruction of the social order might make it harder on them 
in some way or might limit their ability to harm others while 
doing as they wish. 

Chaotic Good. These characters believe that societies and 
laws remove the individual's personal freedom. They believe 
that every soul is important and the less fortunate should be 
helped at all times. 

Chaotic NeutraL Complete and toral freedom of the indi
vidual is paramount for these characters. They follow no strict 
codes and do not believe in laws or society. They behave as 
they like, but don't go out of their way to injure others or help 
them for that matter. 

Chaotic. Evil. Simply puc. might makes right. The most 
powerful and capabJe take and do as they please, the weaker fall 
in line while punishment is near, but do as they like otherwise. 
These characters follow their impulses to take and do as they 
please when the opportunity presents itself 

Note that once you choose an alignment, you should try to 
have your character act in accordance with his stated beliefs 
since his H onor partially depends on it. 

Choose Class 

Picking your class is perhaps the most important step for this 
choice will dictate many of your character's capabilities. You 
may wish to peruse Chapt" Four: Character Classes before mak
ing this decision. 

While there are no class restrictions or levellimirs based on 
your character's race, some classes are more difficult for particu
lar races to be trained in (hence the variable Building Point cost). 

Classes cost BPs as listed in the matrix atop the following 
page. 



Om Fighter Mage Priest Thief 

20 7S 'Ui 30 

E" 35 20 50 15 

.1fI1ng 3S ' ~Jit!L i 4S 20 

Human 25 15 25 15 

Priors and Parllculars 

If you wish to determine an extensive character background, 
consult Chapter 11: Detailed Character Backgrounds. It is not 
mandatory to do so. 

Quirks a. Flaws 

Qyirks and flaws represent those little traits and imperfec
tions of your character that make him a true individual. 
Utilizing the tables in Chapter Three: Quirk and Flaws, roU up 
one quirk and flaw for your character. 

Calculallng Starling Hono r 

Calculate your character's starting Honor by averaging the 
previous seven abilities. Add all seven abilities (Ste, lot, Wis, 
Dex, Con, Lks and Cha) together (including fractional points 
2S decimal places, e.g., 14.22 for a 14/22 ability), divide by 
seven and round down to the nearest integer. Now add your 
Honor Modifier from your Charisma and Looks. This gives 
you your starting Honor. Note that your Honor may also be 
Impacted by your characters background if you opted to utilize 
Chapter 11: Detai/ed Character Backgrounds. 

Purchase Skills , Talents and 
Proflclencles 

You may now expend any or all remaining Buiidiug Points 
on Skills, Talents and Proficiencies to enhance your character. 
See Chapter Five: Sldlls, Talenl5 and Proficiencies for a full list
ing of the choices available to you. 

Roll Hit Points 

Your Hit Points (HP) are a representation of how much 
damage you can sustain before dying. To detennine your char
acter's starting H it Points, add your character's racial adjust
ment (shown below), Constitution score (ignore fractionals) 
and Hit Points for class (shown below). For example, a haljling 
thief with a Constitution of 12151 that rolls ·3~for Hit Points 
would rective a total of20 hp {5 hp for being a haljling + 12 hp for 
his Constitution scrm + J hp (his roll on a Jd6) '=' 20). 

Character 

.rr 
Elf 

aIDing 

Human 

F[ghter ... 
Thief 

For hp, add CON score plus: 

10hp 

5 hp 

Shp 

10 hp 

+ld8 hp 

+ldl0 hp 

C +1d4 hp 

+ l d6 hp 

Determine Attack, Delense, Speed 
and Damage adlustments lor your 
chosen Weapon(s) 

The HackMaster Player Character Record Sheet provides a 
handy way of computing youe combat bonus oe penalties foe 

each weapon. 

For instance, lets say thatJoe is playing a lsi level human fight
er whose primary weapon is a longswr:mf. He gets no comhat bonus
es at 1st level, so he leaves the level column Mank and moves to abil
ities. His fighters 12/89 Strength proVides +1 to damage, his 
14/05 Dexterity gives a +2 attack bonus and +2 defense bonus, 
whj/e his 12/54 Wisdom gives an additional +1 defense bonus but 
increases his initiative by 1 (Ihis is a penalty since he musl add +1 
to all initiative rolls). He aggregates these bonuses and penalties 
then writes them down ;11 the abilities column. 

Jad spent 30 BP on weapon specializations with his longsword. 
Since you must master all aspects of a weapon at a given lewl of spe
cia/jzation before proceeding to the next level. he marh off +1 for 
attack, speed, defense and damage with the longsword (each costing 
5 BP for a fighter) and then spends 10 BP (2x the initial BP cosl) 
to raise damage to +2. He notes these bonuses in Ihe specialization 
column. 

Joe's also purchased the Damage Bonus (Iongsword) talent for his 
fighter. This is the only talent that he's bought so he writes +1 in the 
damage row jn the talents column. 
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AJ a human, he gets no (omhat modifim from hiJ rau, so he 
leaWJ the racial bonw (olumn blank. 

Joe purchoud leather armor (-2 Defenu due to its hulk and 
'Weight) and a small shield (+4 DtjenJe) for his fighter, so he writes 
thou numhers in the armor and shield columns. As a heginnjng 
player, he doesn't ha'/Je a magic weapon so he Skips the magic column. 

With each column/illed in, all he has 10 do iJ add up each row and 
put the remill in the leftmost lotal column. Last hut not leaIl, he 
nota the langlword's base weapan spud (10; or 8 ijjahbing). dam
ag' (2d8p) and R"a<h (3~ji.). 

NfIW whenewr Joe's fighter Jam an opponent in hottle, he (an 
just glance down al his character sheet and qujddy gel a/l the (Offl

hat "nfo he needs. 
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Receive 51artlnll Money 

Each character receives a grub stake of 3S+2d12p silver 
pieces with which to begin his adventuring career. 

Equip Your Character 

You shouJd reach agreement with the other players andlor 
GM !o see if they will allow you to equip your character by 
chooiiing off the equipment lists in Chap'" Six: Armor, Weapons 
& Efjuipment. Some groups may require you to roleplay your 
character's purchases during the game or choose to limit cer
tain items. If you purchase weapons, be sure to record their sta
tistics on your character record sheet as well. 

Character Aile 

A character's starting age is dependant on both his race and 
class. Mages begin playas older adults owing to the long years 
they have invested in their apprenticeship program (and the 
fact that most teaching Mages are extremely reluctant to 
matriculate this source of free labor!) 

Ch.r.cter Age 

Fighter Thief Mage Cleric 

an 46+d8p 72+4d6p 57+2d6p 

'If 140+2dlOp 200+4d12 160+3d12p 

ng 2d6p 3S+2d4p 

Human 17+d4p 16+d3p 2S+d6p 20+d4p 



HOllar defines how the character measures up to society's 
ideals of courage. integrity and inner strength. Can his party 
count on him in a scrape? Is his word his bond or is he a liar? 
Will he let someone question his honor without a fight? Is he 
J. cheat, slacker or coward? Honor is important because it influ
ences the way others treat your character and can affect your 
luck. 

As mentioned in the previous chapter, the Honor ability 
Han) is treated a bit differently than the other character abil

ities. For one thing, you don't roU 3d6 to determine your 
Honor. SeconciJy. Honor fluctuates depending on the charac
rer's actions and behavior. 

Honor is not a judgment of good and evil. Individuals of 
high Honor are not necessarily good and those with low 
Honor are not necessarily low-down, chaotic evil scumbags. 
The cruel robber baron may very weU possess a high Honor 
Kore while an honest serving wench, through unfortunate dr
cumstances, might possess a miserable Honor. Honor reflects 
how closely and consistently a character behaves relative to his 
belief system and alignment. 

Honor is more a measure of the deeds accomplished by both 
the individual (and sometimes his fami ly) as well as those with 
whom he associates himself (his patty or followers). It is an 
indication of such things as success in advenrunng expeditions, 
loyalty, talent and skill; qualities that can be held by any char
acter regardless of disposition. 

With high Honor comes respect, power, influence and posi
tion. Without it, characters can expect disrespect, shame and 
insults. Honor is so essential to the character that it is reflect
ed in his very countenance. People can sometimes tell what 
kind of Honor an individual has just by being in close proxim
ity to him. And sometimes (if his Honor is through the roof) 
they can tell JUSt by looking at him. 

Honor can also dictate what a charncter bound to such a 
concept does in a given situation. For example, the common 
English soldier, knOwing no quarter would be given if he 
fought, nonetheless held his ground against vastly superior 
numbers ofl'~rench knights and men-at-arms. This was a mat
ter of Honor - there was nothing else for such men of H onor 
fa do when placed in that situation. LeaVing the field ofbattIe 

in the hands of the enemy was unthinkable - so they fought. 
In HackMaster, a character's reputation is no small part of how 
he measures his self worth. On lonely nights standing guard 
duty by the campfire. a character might find himsclf asking all 
sorts of questions. H ow much silver do T have? What kind of 
property do I own? What kind of penon do others see me as? 
Do they place their trust in me? 

This section describes how HackMaster characters C2ll 

establish their Honor, what their Honor means to other peo
ples and how they can use it in the game. It also discusses a 
basic human desire - the need to be popular or famous. Just 
like that moron in the 4th grade with the goofy grin who 
always stuck pencils in his ears for a laugh. His actions might 
have been counterproductive, but he was clearly looking for 
some added popularity and fame. Hopefully, those readers that 
were that kid aren't receiving an epiphany upon reading this; if 
so, I guess someone had to teU you. 

Honor is something the character eams through his deeds; 
moreover, Honor can also be lost, depending on the actions of 
the character. In fact, Honor is easier to lose than it is to gain, 
so characters must carefully consider the consequences of their 
dealings. Breaking an oath, cowardice and unavenged insults 
result in a loss of Honor. Bravery, a job well done, mastery of 
skills and successful quests earn the character H onor. 

Player characters and ordinary citizens alike benefit from 
having a high H onor score. These characters are perceived as 
admirable, praiseworthy and reliable by those with a similar 
outlook on life. Other folks are more likely to listen to and 
trust such a person because they have demonstrated a consis
tency in deed. Converse.ly, a merchant or adventurer with a low 
Honor score might find it difficult to engage in profitable new 
business dealings or to find work; their waffling and inconsis
tent actions relative to their beliefs makes them inherently less 
trustworthy. 

Never forger that Honor is largely based on the perception of 
those who view the character. False rumors and mispercep
tions can taint opinions. 

For example, JUppou a character mItt's an inn jwI momtnls after 
brigand; robbed the place and murdered the proprietor and his wife. 
The character daps the bdl at the counter and, when riO one js 1IIm-



moned Jorth. deddeJ to leave and Jeek. lodging elsewhere. It iJ hiJ 
bad lucl that a city guartiJman 071 patrol sm him leaving the inn. 
Latn; when the body of the murdered victim is found, the guard 
remembers seeing the character. The character is immediately 
arreJted and charged with the crime. His Honor dropJ (due to a per
sonal Honor variety hit) because he iJ perceived to be guilty - and 
likely convicted because of it! 

A character's Honor score should not be confused with other 
abilities used for social interaction such as Charisma or Looks. 
Charisma is a measure of a character's leadership ability and 
her ability to impose her will on others. Looks simply meas
ure how beautiful she is. A character with good looks has a 
well-proportioned body, good symmetry, good teeth and bone 
structure and few, if any, skin blemishes. Charisma and Looks 
can affect a character's Honor. However, particularly after 
character creation, the character's actions determine his or her 
Honor. 

Individual (Character) Ho n o r 

Individual Honor is the type that players tend to be most con
cerned about because they have direct control over it. In most 
games, the pla~r finds it an ongoing challenge to maintain his 
Honor. During a typical game session, the character eams or 
loses Honor Points as he tries to make his way in the world. 

A character's Honor can rise or fall during a gaming session 
or between sessions. It is up to the participants to determine if 
they want to award (or penalize) a character's H onor as events 
unfold in the game. This may tend to slow down play for some 
groups. Alternatively, keeping track of Honor score adjust
ments and awarding them after the session requires the 
GameMaster to keep track of slightly more information dur
ing a game. The choice is up to your GameMaster. 
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Ca tegories 01 Honor 

Dishonorable. Dishonorable characters are looked upon as 
the dregs of society. They suffer prejudice, harassment and 
ridicule at the hands of most other people. Shopkeepers are 
more likely to take advantage of these characters, barroom bul
lies are more likely to pick fights and innkeepers are more like
ly to tum them away. 

All characters that fall into the Dishonorable category 
receive a -1 to all die rolls. 

Character Honor Table 

Level Notoriety Dishonorable 

lip: 0 II r:s , 0 '-8 

,:,j~~~l I 0 [ H1 
4 0 1-14 

k" \;$:>: 'Ie -5 • 1.' -
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Low Honor. Characters with low Honor are often distrust
ed, mistreated or ignored. Since this is the category in which 
many characters begin, they haven't necessarily done anything 
to deserve any unjust treatment. They just might not have got
ten a chance to prove themselves yet. 

Average Honor. Characters ,vith an average Honor are 
mostly ordinary citizens who make an honest living. They 
have carved out a foothold in the world and are making a way 
for themselves one small step at a time. All characters in this 
category receive a + 1 to anyone die roll per session. 

Great Honor. Characters with great Honor have proven 
repeatedly that they have what it takes to defend their honor 
and act with integrity, Others know that someone with a great 
Honor is not to be trifled with. 

These characters receive one ~mulligan" per game session, 
this free re-roll per game session can be used for any die roll 
(combat, damage, initiative, whatever). The second result is 
final (barring other modifiers) . All characters in this category 
also receive a +1 to anyone die roll per session. 

Notoriety 

When a character loses H onor such that his score becomes 
negative, he immediately changes alignment based on his 
divergent behavior and loses enough experience points to put 
him at the start of his current level. He further receives a 20% 
EP penalty until his Honor rises to the Low Honor category 
for his new alignment. 

Honor Score and lis Us e 

Honor can be used to gain a re-roll to sway a critical out
come. At any time a player may deduct 10 Honor to re-roll 
one of his combat rolls, ability checks, skill checks or similar 
roll by simply declaring that he desires to do so. He can also 
expend 10 Honor Points to make others re-roll a roll that 
directly affects their person (such as an attack being made 
against him). A player can force re-rolls as long as he still has 
Honor to spend. For example, a player can deduct 30 Honor 
Points to fe-roll three times. He need not spend all the points 
at once. He can simply continue to expend 10 points to fe-roll 
each time until he gets the desired result. 

Second, a player may choose to spend one or more Honor 
points to reduce or increase a die roll (capped at the value of 
the die - 4 for a d4, 8 for a d8, etc.). Dice of opponents or the 

Low 

6-10 

9-14 

~~"'8 
15-22 

18-}:1; 

Average 

I 11-20 

15·30 

19-40 

23-50 

! 27-60 

Great 

21+ 

31+ 

41+ 

51+ 

-fL- 6'+ -



character's own can be 50 modified. Treat these the same way 
as Luck Points for thieves. 

Spending Honor helps bring an element of cinematic drama 
into the game and allows characters to do truly larger than life 
feats. Honor can also help prevent the premature death of a 
character in which you've invested a lot of time. If the player 
uses his Honor for an amazing and selfless feat that moves the 
story along at his own detriment, the GM may decide to allow 
the character to retain some or all of the spent Honor, but this 
should only happen in the rarest of circumstances and certain
ly not every or even every fifth session! 

Finally, the Honor rules absolutely eliminate the need for 
anyone, be he player or, so help me gawds, GameMaster, to 
fudge a roll. Fudging, also known as cheating, has no place in 
a game that already has a mechanic designed to eliminate freak 
occurrences. If a player cannot succeed with the rules as-writ
ten, it is simply a matter of pressing his luck too far, biting off 
more than his character could chew at the time or moment or, 
more than likely, incompetence. 

Babying a player won't help him learn from his mistakes and 
improve. It only reinforces poor play - and any GM tha[ allows 
such behavior is not playing Hackl'vlaster, but rather some infe
rior game for inferior players that can't handle a challenge and 
the thrill that goes along with overcoming the odds. In 
HackMaster, characters don't start as invincible super heroes, 
they become heroes through their actions - or die trying. 

(j alnlng and hosing Honor 
When awarding or docking Honor, your GameMaster con

siders both the individual actions of your character and the 
actions of his companions as a whole. When the group decides 
to take a specific action as the result of a consensus (or the 
leader simply decides what the group is going to do and no one 
objects), the GM treats the group as a character and awards or 
docks the points appropriately. 

Though it should be inruitive, for those of you a bit slower 
on the uptake let me make on thing clear - the ~just followi.ng 
orders" excuse didn't work at Niiremburg and it won't work 
bere. If you simply go along with the rest of the party and pas
Sively engage in activities ultimately inimical to the intercsts of 
your alignment or do not actively confront gross and flagrant 
violations, expect to receive no Honor vis- a.-vis adherence to 

alignment. Similarly, if your adventuring buddies are dishonor
able or in low Honor, don't be surprised when your Honor 
begins to drop. Irs likely being Siphoned off by these Honor 
leeches profiting on your good reputation. 

OK, now that your interest has been piqued I'm sure you're 
wondering about the nuts and bolts of how Honor gets award
ed. The GameMaster ratcs all characters on a scale of 1-10 for 
adherence to alignment, adherence to class, personal Honor 
and role-playing (especially role-playing of quirks and flaws), 
racial preferences and other things that may be deemed as (col
orful) disadvantages to the character in question. 

Each of the four factors (alignment, class, personal Honor 
and role-play) adds about 4 to -3 points of Honor per level, for 
a total change range of about 16 to -12 per leveL Your GM will 
probably dole out Honor awards/penalties each session, but he 
should take special care to rate each character and provide for 
adjustments to fall within these guidelines per level. 
Characters should generally not be gaining more than 16 
points of Honor per level (nor losing more than 12 points)! 

Every level, GMs should rate their players' adherence to 
alignment and class, their defense of personal Honor and their 
general role-playing, on a scale of 1-10 using the followi.ng 
guidelines. 

Adherence to Alignment 

HackMaster takes alignment seriously, and Honor is the in
game mechanic that enforces proper role-playing of alignment. 
You've picked your aLgnment, now you should play it to the 
best of your ability. Ignoring it and running amok will bring 
ruin upon your Honor and may eventually even cause an align
ment shift (if your Honor hits zero). 

Neutral Good characters shouldn't be running around tor
turing innocents and swi.ping coins from the local temple's 
poor box. Conversely, Chaotic Evil characters should serious
ly consider doing just that sort of thing. Chaotic Good char
acters should be looking out for the weak and helpless and 
helping with their plight, while Lawful Good characters 
should be fighting for a just society and eliminating its foes. 

Of wurst, playing your alignment doesn't mean you can use it to 
excuse abJUrd behavior. Shouting "Vagran cy is il/egalr before run
ningyour sword through an innocent beggar isn't really adhering to 
Lawful Neutral alignmml. That's only giving it lip service so you 
can make a kill - and a Had·Master GM isn't a moron. Hes bound 
to consider that a 'craptastic' w ay of playing your alignmmt and 
hand you a nice little -3 modifier to your (hara(ters Honor. 

Lilrewise. a Chaotit E vil character doesn't just walk down the 
street sellingjire to orphanages and stabbing random passersby on 
a w him. You're not playing an ore.for rryin' out loud - your char
acters got a 'human' side and a developed knowledge of social con
duct that's absent from your garden-variety goblin. Comider the 
serial killer who's been operating/or years, with scores ofvictims 
buried in the cellar. D o the neighbors gel suspicioUJ? No, theyre 
always surprised at the revelo/ion of the tnu evil lurking bt1lealh 
the smiling mask.. ~He seemed like such a nice boy - he a/ways said 
'Hello' whm we passed on the sl reet and once a week. he even helped 
me with my shopping ... • 

Adherence to Glass 

While HackMaster encourages players to personalize their 
characters so that they are not run-of-the-mill, cookie-cutter 
clones, each class does have c~rtain traits that should be fol
lowed. Based on your role-playing and your character's actions, 
an observer should be able to tell what class you're playing. 
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Fighters should ~ ready to engage the enemy and not cow
ering ~h.ind the mage without good cause (e.g., the mage is 
unleashing some awesome spell) or a very special circumstance 
(e.g., the fighter is superstitious of spotted objects and is facing 
down a leopard). Likewise, mages should be relying on their 
spells and superior inteUect first ~ and melee as a last resort -
not diving into the fray at the first opportunity. 

Clerics should be adhering striccly to their faith and not 
flouting the tenets of their religion, while thieves should be 
looking out for number one, backstabbing foes and sneaking 
about, not trying to learn magic, appease church elders or wad
ing into a fronral assault with berserker-like abandon. 

Rating Honor award Qualitative Example I. 4 Absolutely superb off-tne-charts play 
for alignment and class 

; Great 

8 3 Very Good 

7 2 Good 

0 2 

5 

4 • Mediocre 

; -1 Weak 

1 -l Poo< 

-] (raptastic (seldom plays alignment 
andlor class) 

Delenlle 01 Personal Honor 

Personal Honor is the area where your GM is most likely to 
blatandy screw with you. Mouthy NPCs, especially local 
toughs, barroom enforcers and so on, will probably start up 
with your character now and then. 

For (xample, M:r say that the local rat-Jaced bully spits a Ioogie 
in Redblade's ale and calls his mother an orc whore. If Redhlade 
dMsn~ stand up for his Honor, the GM might assign him -3 Honor 
(or maybe only -1 if the bully and hiJ gang outnumbered Redblade 
by 10 to 1). Now, if Redblade cold-coda the bully in an alley and 
kich the !not out of him when he's d(J'uHI, then malw it widely 
known that if was his character getting revet/ge, he regains the lost 
H onor (and possibly additional points depending on hG'W well the 
word spreads and hG'W it afficts his position in the community). 

On the other hand, if he forgets to spread Ihe word Ihal he was 
the one mpomible for the bully's beating, his Honor staYI down 
from the original insult. In either case, he'll still need to w alch out 
for the bully's own revet/ge, hut no ani! ever said that being an hon
orable man was easy. 

General Role-Playing 

Honor is also the in-game mechanism for ensuring that 
players role-play weU. Obviously, this includes speaking in 
character, non-annoying accents, only utilizing character 

knowledge (as opposed to player knowledge) and that sort of 
thing. Failure to role-play your quirks and £laws (or forgetting 
them in times of detriment) is a sure-fire way to see your 
H onor plummet. 

For instance, suppose that Dave's playing a IJt level Ihief with 
the Fear of Heights quirk. He might get an Honor award for refus
ing to dimb lhe t'f)il archmages tower, ewn though il 'WOuld be the 
easiest way for his group to breach it, but he can't also decide to scale 
a building in order to reach the ungutlrded treasure room at the lOp, 
at least not without suffering an Honor hit Jor doing so. 

On the other hand, playing your Stuttering flaw to the hilt is 
an easy (and fun) way to garner H onor points every level! 
Racial preferences also fall into this category, so if you're play
ing a dwarf with an elf companion, you might want to lay the 
insults, barbs and bitter com mentary 00 thick. .. 
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Honor award Qualitative Example 

• Aawless play (tOI~plays quirks and 
ftaws even wnen It's to the character's 

menlo always acts honorably) 

3 

; Very Good 

2 Good 

2 v. 
~= 

rage 

1 air 

0 Mediocre 

-1 Weak 

-2 p"", 

-3 Hon1flc (never role-plays quirks aM 
flaws, refuses to stand up for Honor, Elf 
hangs out with dwarves, etc.) 

SORRY KID -- YOU GOT 
WU55 SLAPPED fY A KOBOtlJ. 

I HAD TO KI\"\" you. 
\ 

Tl-IE:RE:'S NO COMING BACK 
FROM SOME:Tl-I ING \..IKf THAT. 

Hf DID YOU A 
FAVOR, 

SWEfTl-lfART. 
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~irks and flaws ;u'C those little imperfections and unique 
traits that make us all different. Quirks are mental in nature 
and include habits, fears . prejudices and so on. Flaws, on the 
other hand, are physical maladies such as allergies, poor 
eyeSight, facial scars and similar traits. 

Characters are required to roll once on each table gaining 
both a qUirk and flaw. Don't fret that these unique traits are 
going to ruin your character - after all, we haven't included 
truly debilitating flaws or quirks like "juvenile diabetes" or 
-loves Avril Lavigne.~ 

View your quirk and flaw as a rolc-playing opportunity that 
allows you to SCI your character apart from the stereotypical 
bland, colorless and min-maxed fighter, thief, cleric or mage. 

Quirks 

To determine your character's quirk, roll on the table below. 
If you :lbsolutcly hate the result or feci that you cannot role
play the result properly, you may spend 1 Building Point and 
re-roll. 

Roll (d%) Quirk 

01-04 Absent-Minded 

Close Talker 

11-15 Compulsive Liar 

16-28 Fear of Heights 

29-36 Foul-Mouthed 

Glutton 

43-53 Greedy 

54-63 Miserly 

64-70 Needy 

71- 7 No", 

78-81 Paranoid 

82-86 Quick-Tempered 

87-93 bRacist 

94-00 ...., . Superstitious 

Quirk Dell(;.lpllonll 

Absent-Minded. Characters with this quirk don't 
necessarily have a hard time remembering things - if we meant 
to infer that this quirk was full-blown Ab-l1cimer's we would 
have just called it that, Rather, absent-minded individuals have 
problems remembering specific details, Thdr mind WAnders or 
they become hyper-focused on some project to the occlusion of 
nearly everything else. 

Absent-minded individuals have some common pitfalls. 
Following verbal directions is particularly difficult as is 
remembering names. Maintaining a journal or ~to-do" list is 
not an option. These sorts of people simply ca nnot 
sufficiently focus on such boring mundane tasks to rigorously 
maintain it - at blCst they end up with a slipshod and 
incomplete record of dubious value, 

Fighters are perhaps the least plagued by this malady. Afler 
all, they have only a flCw simple tools of the trade and no onc is 
going to forget to bring his sword. Remembering to fill his 
waterskin, though, could be problematiC - especially after 
spending a few days mastering that new combat maneuver.h's 
probably best not to leave them in charge without adequate 
support staff. 

Mages are the stereotype fo r absent-mindedness and for 
good reason. They DO have a lot of piddling details to 
remember .nd often suffer from forgetting material 
components or failing to replenish their inventory until it is 
most inconvenient to do so. 

CloseTa1ker. This character doesn't understand the concept 
of personal space, Whenever a person with this quirk engnges 
another in conversation, he tries to be within one to two feet of 
his audience, Even when sitting at a table. he leans forward to 

be as near the listener as possible, 

Of cour~, many folk don't appreciate that and most close 
talkers seem to get into more brawls than most, 

Compulsive Liar, A compul sive liar is not driven by the 
same motivations that cause most people to lie - namely to 
either gain an advantage over someone else or to escape an 
ullplcasant si marion. 
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He lies both as entertainment and to reinforce his internal 
sense ofbemg cleverer than anyone else. As such, he lies about 
everything, even things that seemingly don't matter. In fact, 
lying about his name and past history is a desirable 
introduction. 

If other people are naive enough to blindly accept his 
commonplace lies, he becomes bored and challenged to slowly 
"up the ante" with ever more ridiculous falsehoods. He may go 
to great lengths to provide a measure of plausibility or to man
ufacture evidence that supports his most outrageous hoaxes. 

Compulsive liars needn't be malicious - it may Simply be an 
annoying and immature quirk. When coupled with a black 
heart, though, it offers the possibility for dangerous abuse. 

Fear of Heights. Characters with this quirk irrationally fear 
that they will fall to their (painful) death whenever confronted 
with a sharp change in elevation ofl0 or more feet. While they 
are distrustful of ropes and bridges, flight is a complete non
starter and they never consciously allow themselves to become 
airbome whether through a spell, device or on the back of a 
creature. 

When in a location where falling is a possibility. they must 
fight defensively for fear of their momentum carrying them 
over the edge. Climbing or rappelling down a rope or crossing 
a bridge requires a successful Wisdom check. Should they fail, 
they actively resist any attempt to force them into the 
precarious situation. 

Foul-Mouthed. While most people may utilize the 
occasional epithet for particular emphasis, the foul-mouthed 
individual peppers his speech with a stellir compliment of 
vuigarities for no seeming purpose. Even when in polite 
company, the vulgarian finds it extremely difficult to curtail his 
frickin'swearing. 

Glutton. Though the term gluttony can be broadly applied 
to overindulgence in a variety of otherwise pleasurable 
activities, this quirk manifests itself specifically \vith regard to 
food. The glutton is not a connoisseur - he is simply a "big 
eater" without differentiating between porridge or haute 
cuisine. His appetite is nearly insatiable and glvcn the chance 
he regurgitates in order to continue to enjoy eating beyond the 
limits ofms phYSiology. 

Even if placed in a simation inimical to his preferred dietary 
excesses (such as a lengthy outdoor trek), he insists on 
consuming at least twice the required caloric need for his 
species. He also complains vociferously about the starvation 
diet he has undertaken for the benefit of his adventuring 
companions. 

If denied his customary meals, he grows weak (losing 2 
effective points of Strength). Ll this state, he does anything in 
his power to find more food, including stealing sleeping 
characters' rations for a little midnight snack. 

Gluttons increase their Body Mass Index by 1 point per year 
until they have reached the maximum value for their race. 

Greedy. Although many adventurers live to obtain wealth, 
characters with this quirk can never have enough. For them, 
wealth does not represent material prosperity or security - it is 
Simply a scorecard to rank themselves against their peers. Such 
characters often engage in outrageous displays of conspicuous 
consumption just to let everyone know how wealthy they are. 
They do anything to accumulate more and more riches, 
including lying to, stealing from or deceiving people (including 
friends and close companions). 

Miserly. A miser finds it nigh impossible to justifY spending 
even a mere copper piece on anything that isn't absolutely 
essential. This goes far beyond the ridiculous notion of spend
ing money for someone else's benefit. The miser doesn't spend 
money on personal items unless they contribute directly to his 
obtaining more wealth. As such, they are usually clad in rags 
that some peasant has cast off and eat only the meanest gruel. 

Adventuring misers often make poor companions as they 
constantly seek to weasel out of incurring any expenses. Mages 
choose only spells that have no material components for 
reasons of expense rather than effectiveness. Fighters may 
refuse to upgrade their armor and wait for a free "hand-me
down". As for thieves, well let's just say that this book has a 
limited page count before we attempt to delve into that subject. 

Needy. A character with this personality quirk attempts to 
have all his emotional needs filled by others. He feels a strong 
urge to be well-liked and accepted, so he constantly attempts 
to please the people he's around and repeatedly asks them 
questions regarding how they feel about this or that. He often 
asks for help with the Simplest tasks, sometimes just to see if 
the other person likes him enough to agree. 

FAAIM 
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Nosy. This person is the nosiest pest you've ever encoun-
ClUed. A character with this quirk just has to know everybody's 
'business - something many folks don't take kindly to. H e's 
always asking everyone what they're up to,listening at keyholes 
(II" just plain making a nuisance of himself. 

Paranoid. Paranoid characters manifest a persecutory 
ddusional disorder. They believe that someone is planing 
against them. This basic premise, of which they can never be 
dis2bused of, forms the basic irrational core of their 
prnonality. Everything is misjudged through this filter in such 
as way as to reinforce their errant beliefs. 

The paranoid character can never be sure exactly who is in 
eo the plot and so he remains aloof and distant from all 
pasonal contact. Ever wary and suspicious, paranoiacs drive 
.away even the best meaning and beneficent of associates. 

O!aick-Tempered, People with this quirk are stereotypical 
IIotheads. They uniformly possess a short temper and can be 
pushed over the edge with little provocation. While this does 
.ot mean that they invariably resort to blows, it usually entails 
as: least a shouting match. 

S ince verbal fights often lead to violence (both with strangers 
m d ironically enough those with whom the volatile individual 
'!bares deep emotional bonds), such people do tend to get into 
3D inordinate number of fights. 

Racist. A character with this quirk has an unreasoned 
i:ding of superiority over people of all o ther races, regardless 
of any other factor. This imagined superiority might come 
&om his upbringing or some past slight (real or imagined) that 
~ character suffered from a member of another race. 

If the character is forced to work with someone of another 
race, he suffers a - 10 penalty on all his skill rolls dealing with 
dut person. 

Superstitious. C haracters who are supersthious feel they 
an contro l what happens to them by aVOiding certain actions 
Of performing certain rituals. These people put a lot of faith in 
bole 

They may have a lucky tunic that they never take off or never 
wash for fear of washing the luck away. They may avoid doing 
.U'ly adventuring on certain days of the month, feeling as if 
mose days are unlucky for them. 

To deteTi-rune a character's superstition, roU on the following 
chart. Note that some results (unllucky colors and unlucky 
mimals) include subtables that require a separate die roU to 
mrrow down your character's affiiction. 

Roll (dl01 Superstitions 

r -,,-1riii ...... o'"'''-~ .... n''cob~ .. k-,unluc::ky (roll on subtable). Wl1I 
wewc:ltoCNng of this color Of enter structUrti paint· 

this coIot ,Avoids anima" and items of this color and 
se who wear It. 

2 a certain color Is lucky (reXl on SLlbtable). Only 
dothlngaf1Hscotor. Prefers an1maIsand Items of 

INs color Ind those who WNr this color. 

AoII (d12) Color wbtable 

E3Si~:: 
1 9-

• 

, 
• 

~."" ...... 

11 plaid (MI)' colors} 

12 $pOtVpoIu dots (any cola) 

r "'1r' filiiii .... Hiiiilifii1i .... i.iid~· in ocean·going 

things Avoids any· 

1 ___ J~~~~;~~.h~l~jm;!O;f~d~ .. ~th: cemeteries, graves, L Inst undead. 

5 Believes haggling or prlce·shopplng is unlucky. If this 
character buys something with a reduced price for any 
reason, he constantly worries about It breaking or being 
inferior quality. Eventually discards it In favor of one 
bought at full price or found. 

6 Has a lucky number (roll d20 to determine the number). 
He will take insane risks on his lucky day. 
Performs -rituals· using his number to gain luck. 

a ~.animal (roll on subtcJblel ls unlucky. 
Avoldscontactwfth these animals and win go so far as to 
IMWt tIM room Of O'OSS the street to ~ away from one. -Roll (d20) AnllNl wbtable 

~ ~~ ... "" ." -
12· 13 "", ..... 
t5016 "", 
11·20 rod~" 

f"''''~Ll-"'IIHM an u number ( a to determine). Wli 

9 

not venture forth on this day. Avokis anyone with thi 
Ip ..... er of letten In their name. Avoids being with this 
_of people.. 

Has a magic charm that he believes helps protect him. 
Wlii not do anything until he fondles the charm for good 
luck. if he loses it, he cannot function until he finds a 
new lucky charm. 

r,oll~ji;;"'k's"'biiI;adIiiili'i .... iiitiilO~tlijlp;;a beggar. Always tips 
tntown. 





f laws 
As with quirks, simply roll on the table below to determine 

JOur character's flaw. If you really don't think you cannot role
phy the: result properly or you just hate it for some reason, you 
an spend 1 Building Point and re-roll. 

Roll (d%) Flaw 

01-17 ;:0---,;:-=-;=--= 
.. 22 

23-29 

30-34 

Colorblind 

Fadal Scar 

Flatulence -Hairy 

49-54 Hard of Hearing 

55-58 lisp 

S9-6 Myopia 

66-7'"':5""-==~ "'Pock;ng 
76-81 Prematurely Gray 

82-84 Sleepwalker 

95-{)o Tone Deaf 

Flaw Descriptions 

AUergies. This character has a particular allergy randomly 
cktermined by the chart. 

Roll (dl0) 

01-02 

03-06 

1 

08 

Allt!rgens 

AnImal Dander 

Food 

10 Pollen .;;;;;...-

Animal Dander: A chamcter with this allergy suffers from an 
inflammation of the eyes and nose when exposed to animal 
dander. Situations that can tdgger this allergy include r iding a 
horse, being in constant proximity to companion animals (such 
as a wardog or mules) or entering a wolf's (or similar large 
mammal's) den. 

Efficts: When aposed to animal dander, the character 
develops symptoms such as itchy, watery eyes, sneezing and 
other sinus problems. These cause a - 10% penalty to all skill 
checks until the character is no longer exposed to animal dander. 

F()()(/: The PC has an allergy to one or more foodstuffs 
common to a typical human diet. These may be dairy, eggs, 
Duts, shellfish and/or wheat. Having survived to adulthood 
with this allergy, the character is aware of his n=action to these 
ktocis. Hhe or she is careful to ensure that any foods to they eat 
do not contain ingredients to which they are allergic (and 

generally pays twice as much fo r said food) thcre is little chance 
of an allergic reaction. 

Efficts: However, any food that does not receive close 
scrutiny has a 10% chance of containing an ingredient to which 
tbe character is allergic. In this case, the character must make a 
saving throw versus a virulence 12 poison. Failure results in the 
PC becoming incapacitated for 24 hours with abdominal 
cramps, diarrhea and nausea. A "1 ~ on the saving throw means 
the character has died from anaphylactic shock. 

Imect StingJ: Characters with this allergy are particularly sus
ceptible to the toxins of venomous insects. 

Effie/s: Characters suffer a -4 penalty when attempting a 
saving throw versus the effect of any insect sting (Spiders, nOt 
being insects, do not have a venom that triggers this allergy). 
A "I" on the saving throw means the character has died from 
anaphylactiC shock. 

M old: Mold is common to dank subterranean areas. 
Unfortunate.ly for the wouJd-bc adve nturer with mold 
allergies, this presents an additional challenge. 

Effu/s: The symptoms of mold allergy are very similar to 
those: of other allergies, such as sneezing, itching, nasal 
discharge, congestion and dry, scaling skin. Those affected by a 
mold allergy suffer a -10% penalty to a.ll skill checks when in 
a moldy environment. 

Pollm: Excepting winter months, pollcn is a fairly common 
occurrence in the wilderness. Those with a pollen allergy 
usually have little choice but to suffer from their allergies when 
traipsing about in the wild. 

Effic/s: Anyone with a pollen allergy is subject to dry, watery 
eyes and rcspiratory inflammation whenever they arc in 
grasslands or forests (save for wintertime). This causes a -10% 
penalty to all skill checks. 

Anosmia. People with anosmia have no sense of taste or 
smell. This is mistakenly believed to be an advantage by some 
adventurers as it permits them to enter areas with arremely 
strong odors that would repel others. 

A serious problem stemming from this flaw is that an 
individual cannot judge if food is spoiled or liquids are tainted. 
Rotten meat, sour wine, curdled milk and spoiled fruit are 
indistinguishable from fresh and wholesome food and drink. 
Because he has never experienced the revulsion of tasting and 
immediately spitting out putrid food, neither has he had the 
visual cues identifying such noxious sruffburned into his brain. 
Anosmiacs are very prone to food poisoning and dysentery. 

Colorblind. This flaw is also known as achromatopSia. 
Persons with this malady have fully grayscale vision and are 
unable to distinguish between colors. Though often dismissed 
as a minor inconvenience leading to, at worst, a social faux pas 
by wearing garishly dashing OUtfits, there arc times when such 
a condition can be limiting or even dangerous. 



Smiths depend on the ability to visually gauge the color of a 
heated metal to determine its temperature and thus know if it's 
been properly annealed. A smith with this flaw cannot advance 
beyond Average mastery in a smithing skill. Likewise, any 
character with this flaw automatically fails a skill check that 
requires him to identify or distinguish between colors. 

Facial Scar. Something awful happened to this character 
that left him with a hideous and prominent scar that he can
not conceal. Such a character suffers -1 to his Looks attribute. 

Flatulence. Persons with this flaw have the unsavory habit 
of constantly producing excessive bodily gasses. Most people 
shun a flatulent person; therefore, he loses 1 point from his 
Charisma ability score. 

Hairy. The character has an unusual amount of body hair. 
Males with this flaw have a very hairy back and the ability to 
grow a beard regardless of race (even elves can grow an 'evil 
Spack' goatee). Females gain a noticeable moustache. 

Hard of Hearing. This flaw is milder than deafness. Such a 
person simply has a hard time hearing, but is able to hear some 
things. People are forced to repeat themselves several times 
when trying to communicate with a hearing impaired 
character. The hard of hearing character has trouble in a 
crowded, noisy place, being unable to pick out the conversation 
of a friend from the din of the crowd. 

In the heat of battle, such impairment might prove fatal. 
During key times such as this, the GM may require the 
character to make an Intelligence check to see ifhe was able to 
pick up the intended communication. 

LiSp. A person with a lisp suffers little in the way of damage 
because of this flaw. However, a lisping person loses a point of 
Charisma due to this speech impediment. Additionally, others 
may have a hard time understanding the speech of a person 
who lisps. People often make fun of those who talk funny, so 
lispers may find themselves in more brawls than usual. 

Myopia. Commonly called nearsightedness, characters with 
this disability can only adequately focus their vision on objects 
that arc relatively close. The further an object is, the blurrier it 
bt:Comes. USt: of missile weapons can be problematic as a -1 
To-hit penalty is applied at disrances greater than 40 feet and 
increases by an extra -1 for every additional 20 feet. 

Nearsighted characters also have difficulty distinguishing 
disrant objects, thus attempts to cOllceal oneself from their 
Sight are twice as effective. 

Poclcing. A character with pocking bears the scars of some 
horrible disease. Pocking is generally unattractive and results in 
the (ass of 1 point of Looks. 

Prematurely Gray. Your character's hair has gone gray far 
earlier than might otherwise be expected. While this might be 
welcomed as a sign of maturity for a youthful mage, the 
impression of old age (and consequent loss of physical prowess) 
m:ly not be desirable for a fighter. 

Sleepwalker. Those who walk in their sJeep often find them
selves in danger. This flaw can bring a completely new mean
ing to the phrase "he died in his sleep." This character rna 
walk out of a high window, into the middle of a campfire 0 

into a brigand encampment. Friends of this character may find 
themselves needing to tie the character down at night. 

Sterile. While chis might be considered a boon to those 
lecherous types fearfuJ of the long term consequences of the' 
debauchery, it can be problematic in that the afflicted 
character cannot produce heirs. 

Stutterer. Characters who stutter have a difficult time 
communicating. Spell casters who srutrer take an extra d4 
seconds to prepare any spells that have a verbal component. 
Srutterers lose 1 point of Charisma and are often taunted. 

Tone Deaf. A character with this flaw is completely tOile 
deaf He couldn't sing a proper song to save his life. Thost: 
with this malady are unable to gain proficiency in musical 
instruments or singing. 



Of all the choices you make in creating and fleshing out 
rour HackMasrer character, your choice of class is by far 
head and shoulders more important than the rest. Your 
class will dictate what type of character you will be, what 
powers your character will have and how he will interact 
with the world. He can be the quintessential warrior, 
raking on the world; the young mage, unloclOng arcane 
secrets and attai ning powers supernatural; the religious 
zealot, out to change the world to his way of thinking; or 
the clever thief, beating the odds in a cold, cruel world, 
living by guile and wits. This chapter derails the standard 
four HackMaster character classes: fighter, thief, mage 
and cleric. 

Wattle and combat are 
Whe meat and drink 

of the fighter class. 
Fighters hold the front 
line, wade into the oppo
nent's ranks and violently 
take down the enemy, 
whether at range or toc
to-toc. To put it bluntly. 
no other character class 
can straight up lay a 
smack-down on enemies 
like the fighter. 

Fighters can wield just 
about any weapon with 
some competence. even those they've never seen or used before. 
While other character classes can brandish various arms and 
even become proficient with them, nobody exceeds a fighter in 
their chosen weapons. Further, fighters may employ any armor 
rype and may also avail themsclves of shields of any size or 
shape. And believe me, both these proficieneies come in extra 
handy when faced with a couple of enl"'.tged ogres wielding 
clubs the size of freakin' logs. 

The fighter's principal attribute is Strength. Stren!,>th gives 
a fighter that extra damage bonus to make sure your focs go 

EixperleoGe 

Every character class progresses at the same pace. Mter accu
mulating sufficient experience poin ts to advance to the next 
level, he receives the benefits listed in each character class 
description as well as 15 Building Points. 

Exl»rience Points 

o 
2 

,----'--
4 

5 

400 

1200 

2200 

' 400 

down and sfay down when you land a rut. (In the Advanced 
HackMaster game, this even helps him wield a full array of 
weaponry without tiring.) Dexteri ty helps with defense and 
attacks, while a solid Constitution helps keep a fighter alive in 
case things turn out worse than you'd hoped. 

A fighter is unrestricted by ethics and morals; he can thus be 
aligned in any fashion: evil, good, neutrality, law or chaos. 
However, the concepts of honor and glory mean more to the 
typical fighter than to characters of other professions. Such 
notions drive the fighter to behave oddly in the eyes of those 
not accustomed to the An of Hack. 

The warrior tradition seems universal; it is not uncommon 
fo r great warriors to look across the bartlefield and exchange 
bows of respect before dismembering one another. This may 
be because the fighter knows that death always lurks just 
around the bend. O ne bad fumble, one terrible Iniss or one ill
timed distraction could buy rum the farm. That means fight
ers tend to live fast and hard. They don't have time for whin
ers, shirkers or those that don't share their love of a good fight. 
They live and die by force of arms and apologize to no one for 
doing so. 

Hghrcrs do carry a few drawbacks; they can't cast spclJs and 
typically don't have a wide array of skills. They can't use most 
scrolls nor many other enchanted items. heck, they often can't 
even rcad! 



Adnncemenl 

Hghters improve their number of attacks (Speed Bonus), 
reduce their chance of surprise Onitiative Bonus) and increase 
their chance oflanding a hit (Attack Bonus) as they gain expe
rience and levels. 

Fighter advancement table 

"'" HitDkt(dIO) 
._ ..... 

""" InftHrtlrf 

0 0 0 

2 1 + re-roll +1 0 0 

3 + 0 0 

4 2 + re-roll +2 0 0 

3 +2 -1 0 

Wellpon SpeclllllzlIUon 

Fighters can specialize in melee or hurled weapons by spend
ing BPs to improve in the four key areas of Attack, Defense. 
Damage and Speed. For a cost of 5 BP times the new bonus 
level, a 6ghter can improve in each area for a particular 
weapon. However, no area can be improved by a factor of + 1 
beyond all of the other areas, so each must improve to + 1 prior 
to improving one to +2 and so on. 

Specialization with mechanical ranged weapons (bows, 
crossbows,javelins and so on) is hand.1ed 3 bit differently. With 
these weapons, only atrack and speed are modified, but damage 
and defense are not. 

Specialization Benefits (Fighters) 

1«1111 titS/MIl 'PCost 

+1 5 (20 for ali) 

+2 10 (40 for aU) 

, +3 15 (60 for all) 

+4 20 (80 for all) 

" 25(100 for aU) 

For example.let~ Iay that R edblade tIM fighter hOI 30 BPI that 
he wants to use on weapgn ;puialization. He~ a bigfon of;hort 
swords, so he spend; 5 BP to gain a +1 bonus on hi! attack rollwhm 
wielding a ;hort sword. He wants to turn this into a +2, but first 
k hal to also work on hi; ability to defend, to deal damage and hi; 
spetd while wielding a short sword. 

,. 

After spmding 15 mort BP to impro~ the remaining three areas 
(+1 defense, +1 damage and +1 speed), he can then spend hi; last 10 
BP (2 x 5 BPs) to impro'Ut his attack rolls with short swords to +2. 

If he wants to increaIt his sword attacks to +3, he mwt increast 
defense, damage and speed to +2 first. 

Weapon specialiZAtion is predicated on mastaing all foUls of its 
flsage - it i; 'Iot possible to learn only one aspect of its employment 
as this skill derives from knowledge 0/ all the luhniques upon which 
it is buill. 

..... Does ,-...... 11 me •• ? 
HackMattetcharacten do not roll for Hit 

/I''';n''' every leM. Rather. when advancing to 
cwo numbered levels, they are permitted a !"e

mU of the Hit Die roll from their previous level. 
Obriously, the hlp..- of the two JOIIs 121«, P"'_' 
However. if neither of these roDs remits in at least half 
the maximum Hit Poiots for that class' die type, the 
charactet m;:eivcs halfofthe maximum roll as his new 
Hit Point va.lue for the leveL 

For example, Rtlpar is a 1st lewl J"ltrum fighter with 15 
CofUtitulion. He !loris with 25 irtl Points (10 HP for 
being a hllm(ln and (In additiotUll15 from his Constitution 
sl()rr) plus one roll of a dl0.lJhe rolls Q "r, he kgil1I play 
wilh a grand lotal 0/26 Hil Points. 

Upen adfJancing 10 2nd If!lJtl, he i; permitted 10 re-rol/ his 
abysmal-!-. He does so and rolls ·2~ Since bolh oftlHse rolls 
flJert below half the maximum for a d10 roll (i.e. 5), the 
fJtl!ue of his firsl Hil Die is adjusted upwarlh to ·5~ His 
new Hit Paint tolal is 30. 

This re-roll mechanic makes it important to keep 
track of your previous Hit Die roU. 

Prollclencle. 

Fighters receive the Shield Proficiency and Light, Mod'urr,1 
and Heavy Armor Proficiencies for free. Fighters may 
chase any Weapon Proficiency at half BP cost. 

80nus Skill. 

Fighters get their first purchase of the Appraisal (Armor 
Weaponry) skill for free and may purchase additional rolls 
halfBP cost. 



'1~ ee thief characte r is sadJy misunderstood. Far too many 
~ layers see him as a mere technician, accompanying an 

advenruring party in order to locate and disarm mechan
;c,J tmps that m;ght oth"w;se ;mpede Ot ;njUte the oth" 
characters. His generally low combat prowess (owing to his 
~neral inability to employ even middling armor and shield) 
w d low Hit Points often relegate him to a tertiary fighter or 
ttar-rank missile hurler, hiding behind the ring of steel provid
ed by the fighters and clerics. 

Properly played, however, the thief is a highly intelligent 
character who l""J.tions his admittedly limited offensive power to 
anploy it at the best time and to the greatest effect. While car
pet-bombing may be an effective means of destroying a target, 
it is expensive and indiscriminate in its coUaterai effects, while 
w assassin's arrow may accomplish the same goal. 

Unlike the fighter who is trained and eqUipped to bludgeon 
b way through the opposition, the thief fights his battles with 
stealth. His core capabilities offer him superior mobility, pro
vide the means to avoid potential enemies and give him the 
ability to quickly react when push comes to shove. 

Thief advancement table 

'MI Hit Diu (d~) Attock Bonus InltiorWt Initiative Oil 

0 -1 standard 

2 1 + re-ron 0 -1 one better 

3 2 0 -1 one better 

4 2 + re-roU +1 -1 one better 

3 +1 -2 two better 

Mobility is more than just 
moving fast (that 's speed - at 
which the average thief has an 
advantage due to his light 
armor). It 's the ability for 
reaching a desired location. A 
thief can climb walls to move 
to a higher or lower location, 
while other characters might 
accomplish this through bur
densome ladders, or noisy and 
slow pitons. A thief can open 
locks for relatively quick and 
silent accesses to the warded 
location, while others must 
resort to slow and noisy brute 
force and may fail to gain 
entrance at all. 

SttRltb affords the thief with 
opportunities to avoid unnec
essary encounters keeping him 
from his goal. The ability to 
hide from (or slink past) 
guards is only the most obvious 
application. Traps must also be 
rallied as advenaries, since they 
serve as a passive extension of 

the enemy's force. The ability to find and remove these obsta
cl~ eliminates hazards that might otherwise injury a party 
more than living adversaries. 

Reactivity aUows the thief to control the tempo of events 
and force opponents to react to his plans. A good thief can 
manipulate a situation to play to his strengths. Cerrairuy, his 
high Dexterity allows fo r superior J niriative, but other skills 
such as Listening and Observation can d ue the thief into the 
enemy's intent and allow him to take proactive action. 

Gombal 

Unlike the fighter, who can depend upon his brute strength 
to overcome opponents, the thief utilizes his wits, talents and 
skills to shine. While the thief cannot compare with a fighter 
in a straight up fight, he has certain advantages when engaging 
in dastardJy combat. 

Initiative Bonus: A unique bonus of thieves is their ability to 

rapidly assess a dangerous situation and swiftly act thus shap
ing events instead of merely reacting. As such, they gain 
improved Initiative dice. Whatever die type is called for by the 
GM, the thief of 2nd level or greater improves his die type by 
one or more. For example, if the GM ca/ls fo r a d12, Q Jrd 1t1J(1 
thiifwou/d roll Q dlD, while Q 5th level thiif would roll Q dS. Die 
order is as follows: d2D, d12, dJD. dS, d6, d4, dJ. A dJ is the best 
die that can he rolled, ever. 

Backstab: When striking an opponent that is unaware of his 
presence, the thief may use a dagger, knife or Similarly smalJ 
weapon to stab his foe in the back (short sword is too large!). 
This attack inflicts penetration damage on both the maximum 
die roll and said roll -1. 

" 



Fleeing Opponent: Should an opponent attempt to flee 
from melee with a thief, the thief can strike as if dealing a 
backs tab. This is the only situation where a thief can use a 
weapon other than a dagger (or knife or similarly small 
weapon) to perform a backstab. 

Rearward Strike: Whenever he strikes an opponent from 
behind, the thief eliminates 1 point of his foe's damage reduc
tion (either narural or gained via armor) for every 2 thieflevels 
he possesses. 

Superior Defense: Thieves gain an almost-perfect defense 
on a narural roll of 18 or 19 that exceeds their opponent's 
attack roll {unlike other characters who require a 19). In addi
tion, a successful counter-blow allows the thief to ro1l2d4p for 
damage (instead of 2(d4p-2». Su Chapter Eight: Comhat for 
forther details on the almost-perfict deftnse. 

Coup de Griice: Thieves may dispatch helpless opponents in 
3 seconds. Other characters require 10 seconds to execute this 
grisly task 

Prollclencle8 

Thieves gain the Minimal Skill Weapon proficiency for free. 
They may purchase Low Skill Weapon pr06cienciC$ (for knife, 
dagger, short sword, light crossbow or sling only) and Medium 
Skill Weapon proficiencies (for long sword or short 
bow) at normal cost. Other weapon proficiencics cost 
double. 

Thieves get the Light Armor proficiency for free, 
but cannot wear Medium or Heavy armors. They may 
use shields if they purchase the Shield proficiency. 

Weapon Speclallzallon 

Thieves may purchase weapon specialization. 
However, it costs them 7 BP for each increase in 
Attack, Speed, Defense and Damage. Further purchas
es increase in cost to 2x (14 SP), then 3x (21 BP), 4x 
(28 BP) and so on. 

Other than tbe increased BP cost, this works just like 
the fighter's weapon specialization. This is an expen
sive route to take, however and highlights the fact that 
the thief is better served utilizing his precious BPs 
elsewhere. 

Olher Bonulles 

Secret Doors: Thieves, by their mechanical knowl
edge and interest in things hidden, have an advanced 
ability to locate secret and concealed doors. lnstead of 
the traditional} in 6 chance common to all characters, 
thieves have a ) in 3 chance. This chance does Dot 
improve if the character happens to be of a race spe
cially attuned to the detection of secret doors. 

buck 

Compared to their advenruring companions, thieves are 
uncannily lucky. A thief ~ns the bent:fit of having 20 Luck 
Points (+1 per levd) that he may expend during the course of 
adventuring. Each point a player spends alters a particular die 
roll by +/-1. Luck Points can even be used to modify an oppo
nent's attack or damage rolls against the thief. 

For example. a thief might expend 1 Luck Po;nt to reduce the 
alfack. roll from a cronDow from 11 /0 10, thus saving tht luc/(y 
thief from a potentially JerlOUJ wound. 

The playt:r must decide immediatdy if he wishes to expend 
Luck Points to avoid the hit, not after gauging the damage of 
the blow. (You can't wait to see if a halberd hit deals 18 points 
of damage instead of3 and then go back and avoid the blow.) 
Once the damage dice are rolled, the preceding attack roll is 
unalterable (though you can use Luck Points to reduce the 
amount of damage). Alternatively, he might spend three points 
to increase a saving throw versus poison from 11 to 14, thus 
allowing the thief to survive a poison needJe trap he failed to 
discover in time. 

Luck Points can also be used on skill checks. Each Luck 
point expended allows the thief to alter the result by 5. 



For irutance, a thief with 6096 mastny of the Disarm Traps skill 
must roll 60 or less on pertentile diu to nullify a Difficult (i.e. no 
situational modifier) trap. If he rolls 68, he can expend two Luck 
points, changing his result to 58 and thus awiding the trap. 

On opposed skill checks, the player must spend any Luck 
Points before his opponent's roll is revealed; be can't wait to see 
if he succeeded or not. 

When applied to the thief's own die rolls, Luck Point!> are 
limited to saving throws, skill checks and the like (representing 
the thief's uncanny luck in aVOiding calamities). 

For example. Luck Points cannot be wed to modify Hit Die rolls 
or help out your alliu (i.e. you cannot use Luck Points to 'pump up' 
a fighter'; damage roll ar reduce a momter'; attack roll on him). 

A player cannot use Luck Points to bolster his thief's com
bat prowess (Le. his attack or damage rolls). Luck points should 
be used to extricate your thief from a pitched battle, not 
empower him to join one! 

A player cannot use Luck Points to 'interrupt' a penetrating 
die. That is, he can't spend a Luck Point to move a '6' result on 
a d6 to a '5' result and forgo the penetration roll. Treat pene
trating die rolls as a single result, even if the actual mechanics 
may involve several rolls to determine the final value. Thus a d8 
roll of 8,8,8,6 is functionally a single d8 roll totaling 27. You 
can apply Luck Points to the total (i.e. spending 20 Luck 
Points to reduce 27 down to 7), but not intermediate rolls. 

Whenever a player uses Luck Point!>, he needs to state some 
improbable event that helped him out (e.g., the thief suffers less 
damage because an attack struck right where he hides his metal 
flask of brandy). If a player can't come up with a suitable siru
ation, he can't use his Luck Points. 

Once Luck Points are expended, they're gone until the thief 
advances in level. For example, a 1st level thief starts his 
advenruring career with 21 Luck Points. O nce he spends 
them, they're gone until he reaches 2nd level, at which point his 
Luck Points restore (+ 1), for a total of22 Luck Points. Unused 
Luck Points do not carryover to the next level. 

SKI .... S 

While other classes have access to the 'traditional' set of skills 
that one normally associates with thieves (Climbing, Hiding, 
Listening and so on), what differentiates the thief is his mas
tery in emplOying these skills. Furthermore, only the thief may 
use the Trap Design skill 

A beginning thief receives his first purchase of each of the 
following skills for free (no BP cost): Climbing/Rappelling, 
Disarm Trap, Hiding, Identify Trap, Listening, Lock Picking, 
Pick Pocket and Sneaking. 

Purchasing Gore Skills 

Thieves may use BPs gained from their initial character cre
ation allotment or during advancement, to make additional 

purchases of their core skills and so improve their mastery. 

ForTrap Design, the first purchase receives mastery equal to 
the lowest of the thief's relevant ability scores for this skill 
(Dexterity and Intelligence) plus a roll of the Untrained mas
tery d;, (d12). 

Core Skill Advancement: Thief skill progression is handled 
somewhat differently than that of other character classes. At 
2nd and each subsequent level, a thief receives (at no BP cost) 
one roll of the appropriate mastery die in any four of the 10 
core thief skills. A character may only take one roll of the mas
tery die in a particular skill during advancement (but may 
spend BPs to purchase further mastery die rolls in that skill. 

For imtance, Greyc/oak, a 2nd level thiif, decidu to take his free 
mastery die roll for the Disarm Trap, Listening, Pick Pocket and 
Sneaking skills. He can spend BPs to purchase another mastny roll 
in Sneaking-and so get another mastery die roll in the skill, but he 
can't choose to we two ofhis free rolls in Sneaking. 

< 

Purchasing Olher Skills 

The following list of skills represent some special domains of 
thieves: Acting, Appraisal, Current Affairs, Disguise, 
Distraction, Escape Artist, Fast Talking, Forgery, Gambling, 
Glean Information, Observation, Reading Lips, Salesmanship 
and Seduction (Art of). 

If a thief purchases any of these skills, modify his mastery roll 
by +3 or by the relevant ability score modifier (see Chapter 
Five: Skills) , whichever is greatest. 
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~om"'m" ",[m,d '0" wiwd" wi«hos, w"locb, m'gi, 
~agicians. magic-users. sorccrt:rs and so on, all rnaractcl'1 

that primarily pursue non-divine magic as their profession 
are generically referred [Q as "ma~s. ~ The primary ability of 
the mage class is to cast magic spells. Spells include a potent 
anenal of destruni\'c spells designed to blast your opponents 
into bits, protective and defensive spells that thwart your foes 
and even speUs that change the environment to suit your fancy 
or conjure up outsiders and bend them to you r will 

Unlocking the secren of aU this awesome arcane knowledge 
~quires deu=rmination, patience and. most importantly. intel
lect. Accordingly, Intelligence is the primary attribute of the 
mage. It 's needed for learning new spells. partially regulates 
the quantity and power of the m,lgc's spells. determines how 
man)' spells he can learn, the base chance for spdJ mishaps and 
so on. In short. if you want to live by the way of arcane magic, 
you should make sure your character has at least an above*aver
age,* if not an outsranding ImcUigcnce score. 

To augment their spell c;\sting power. mages can fully 
employ a greater "ariet)' of magic items than other classes. 
including the most powerful types such as wands. crystal balls. 
staves. potent rings and so on. Gi"en the requisite skills and 
le,,·d . mages can Cl'tn enchant their own magic iu=ms. 

Mages arc cspcciaJly resistanl ro spells cast against them; 
they receive superior modifiers to their saving throw compared 
to other character classes. "nlese bonuses are compiled in the 
1\ lage ad,'ancemem table. 

Mage advancement table 

"'" 
HhDic, T«oISpfI ...... - , .... 

1Mti«Jw 
{"'I -. ........ - ..... 

140 0 0 +2 

2 1 + fe-roll 190 +1 0 +2 

2 2tiO +1 0 +2 

4 2 ... re-roll 340 +2 0 +2 

430 t2 +1 +1 

Unforrun:aely, mages tcnd to be rather weak when it com 
to combat of a physical nature. Their Attack Bonus. lnitiativt 
modifier and Hit Dia: are v.'Cilir man those of the other 
classes. Further. though mages are unlimited in their choice 
we:lporuy, they have a more difficult time becoming proficient 
or specializing in these and cannot usc shields without 
pun::h:lsing the requisite profiCiency. To further complicate 
matters. bearing a shield makes the necessary magical gesfUrei 
of spell casting impossible. 

These drawbacks make survival difficult fo r low-level mages. 
Survival is a skill and if you use your wits and arc dever, you 
should be able to guide your spellsUng1=r to mid le"cl when he'll 
be 1Ible to hold his own and by high lev'eL he certWUy could be 
outstripping the other classes in terms of r:.tw power. 

Casting Spells 

A mage powers his spells by drnwing on energy from his 
inner self. the world around him and even the outer planes and 
other worlds. His capacity to draw from these power sources 
increases as the mag1c*user improves (as measured by gaining 
levels). HackMaste.r quantifies this power in Spell Points (S Ps) 
and the Mage advancement table shows how many SpeD 
Points a m2gic-user can command per day. 

Memorized speUs cost (spell levc=l x 10 +- 40) Spell Points to 
cast, e.g., lst level spells cost 50 SPs to cast. A mage can cast 
spells he doesn't have memorized. but these cost twice as much 
:IS memorized spells: (spell level x 20. 80) Spell Points, e.g., 
non-memoriud 1st l(:l-e] spclls COSI 100 SPs. Once used. Spell 
Points are gone until the mage can rest: he regains his used 
Spell Points after roughly 8 hours of sleep. H e cannot rake :I 

quick 'cat nap' to regain only a few SPs, smart guy. 

A spells-linger c:ln memorize one speD from each lc"el he has 
in the m:lge class. plus one each from the Journeyman and 
Apprentice spell levels. Thus, 11 novice spells-linger enters pilly 
wilh a tOlai of three memorized spells: one Ist level in addi tion 
to an Apprentice and Journeyman spell (see more details on 
these beJow). Likewise, a 5th level m1lge can memorize a total 
of 5e\'Cn spells - one from each of levels 1. 2, 3, -1 and 5. plus 
one spell each from his Apprentice and Journeyman levels. 

A mage can also use Spell Points to power up his spells and 

achieve effects beyond his ordinary casting ability. Each spell 
includes a listing of additional SP costs to achieve these 
heightened effeCts (such as addi tional power. duration. range. 
area of effect and so on). 



Additionally, Spell Points can be used to power magic items 
and imprO\'c their spell-like effects. Spell Points are required 
ior magic item creation and certain skills, such as discovering 
the powers of magic items. 

Mage Spells 

Spells are listed alphabetically by level in Chapter Seven. 
Included in each spell description are its attributes: Base Spell 
Point CoSt, Components, Casting Time, Range, Volume/Area 
of Effect, Duration and Saving Throws (if permitted). 

Base SP Cost: Each spell costs a minimum number of Spell 
Points (S Ps) to cast. This value reflects a memorized spell exe
ruted at its minimal efficacy. 

Additiona1 SpeD Point Schedule: Some spells allow the 
,;2Ster to spend additional Spell Points at the time of casting in 
order to increase range, duration and other effects. 

For example, the IllUSionary Mural spell (30 SP base cosl,- 100 sq. 
jut area oj effoet) allows the speiLs/jnger to spend 1 more SP to 
tr.(rcas(! the spell's area oj effoct by 5 HI.foe! A mage that spends an 
Aiditiona/6 SP improves the spell's area of rffect by 30 sg.foet (for 
• total of130 59.foet, the base 100 sq.foet plus the additiona/30 sq. 
fut), while a mage that spends an exIra 15 SP improves the Area 
~.- Effect by 75 sq. foe! (for a total of 1 75 sq. jeet). The mage can
na! wst the S'pell, realize that his Area of Effict would have been 
more effictive if it had been larger, and then pump exira SP, into 
the spell; additional SPs must be allocated during the casting. If this 
.-allses a mage to wastt! some SPs, he should treat it as a lesson to 
make more effictive calculations 71ext time. 

All spells are limited in the number of Spell Points that may 
be placed into them; each incantation can only regulate a 
limited quantity of magical enesgy. Exceeding this threshold 
causes the spell to fail completely. I n general. and unless 
explicitly stated otherwise, spell power cannot be augmented 
beyond 3(}(}1)6 of their Base Spell Point Cost. 

Components: Mages usc a variety of components to cast 
their spells: verbal (V) sounds and speech, somatic (S) gesrures 
and material (M) components such as coal. frog's legs, earnrax 
and so on. Unless stated otherwise in the spell description, 
material components are consumed (vanish) when a spell is 
cast. Unless materials are readied (generally out of their 
container and in-hand) prior to casting, the spell cannot be 
initiated for d4p seconds while the spellcaster produces them. 

Certain material components may not be readily available 
and may necessitate that the mage spend extra time andlor 
effort either searching for or preparing these components. 
Costs of materials (if any) and their ease of acquisition can be 
determined by the GM. 

Casting Time: Once a mage starts to cast a spell, it takes a 
certain amount of time before it discharges. A mage in the 
process of casting a spell is limited to a dS roll against attacks. 
If he opts for a more proactive defense or is struck, the spell is 
ruined. 

Range: When a spell lists a range in feet. its effects begin 
within or at the end of this range, at the mage's discretion . 
Touch attacks require a normal attack roll. H the target in 
question chooses to usc a shield agaillSt the mage, it guarantees 
an automatically hit (i.e., the spell travels through the shield 
and counts as a successful touch). 

Volume! Area of Effect: Each spell affects a certain creatuse, 
object, volume, weight, etc., as specified by the spell and desired 
by the caster. 

Duration: AU spells last for a certain amount of time, be it 
seconds, minutes, hours or longer. "Instantaneous" does not 
imply a violation of general relativity, rather it is a term of art for 
durations on the order of milliseconds. 

Saving Throws: Creatures subject to a spell may attempt a 
saving throw by rolling a d20p and adding their attack bonus 
to the roll (characters add their level instead of their attack 
bonus). The mage rolls a d20p and adds his level. If the target's 
score equals or exceeds the mage's score, he/it succeeds at the 
saving throw and the spell has no effect on him/it (unless 
otherwise specified in the spell description). 

A natural "1" result on any saving throw indicates failure, 
unless the mage himself rolls a ;0 1 ~ 00 the opposed die check. 

<. 



Apprenllce lind dourneymlln Spells 

The process of ~coming a mage does not involve a 
"EUJ"eka!~ moment where the novice suddenly grasps the con
cept of magic use and thereafter can cast spells. Rather, a long 
period of imense study prefaces the attainment of 1st level, 
during which the student mastered lesser magica1 incantations 
and formed the necessary groundwork for his eventual attain
ment of lst levd sorcery. 

These lesser incantations arc colloquially known as 
Apprentice and Journeyman level speUs. While of lesser power 
than leveled spells, they are useful nonetheless. These lesser 
spells are less demanding to memorize, with Apprentice spells 
requiring only 30 SPs and Journeyman spells 40 SPs. In other 
respects, they act like regular speUs requiring double spell point 
expenditure to cast if not memorized and containing an imer
nal Spell Point listing for enhancing their effects. 

Spell Books 

A mage begins play with three spells in his spell book, one 
each of Apprentice,Journeyman and 1st level. He received these 
spells from his mentor, instructor or otherwise discovered them 
during training (prior to lst level). Thereafter, a mage can learn 
spells taught by others or attempt to learn spells found in 
scroUs, musty libraries, captured spell books and so on. 

Spells recorded in spell books and scrolls are more recipes 
than formulae, with each mage casting a spell in a slightly dif
fere nt way. Just like when you try to make your great·aunt 
Dottie's potato pancakes from her handed·down recipe and 
they never seem to taste quite like hers, it takes some experi
mentation to learn new spells from another caster's scrolls and 
books. In fact, in some (or even many) cases, a mage is never 
able to unlock the secrets of a new spell. The chance to learn 
new spells is a function of Intelligence as shown in the Mage 
Spell Cognition table. 

Further, there 's a limit to how many spells a mage can learn. 
Simply pur, the cognitive abilities of most sentient beings can 
only handle a certain amount of information. Spells are so 
complex that mages are limited to a maximum number known 
and recordable in their spell books. This maximum number 
known is a function ofIntelligence, as well as level, since with 
experience a mage can expand his capacity for learning. A 
mage's maximum spells known are shown on the Mage Spell 
Cognition table. 

For example, a lsi level mage wilh 16 Intelligence knaws (l max
imum 0/12 spells: 4 tach of Apprentiu, journeyman and lsi level 
Upon rtQching 2nd level, his capacity for spell Imowledge increases 
/0 16 spells: 4 each of Apprentice, journeyman, lsi and 2nd level. 
He (allnol ~njx arid match' by alloca/ing additional spells from one 
particular level and lowering the number of spelh from another. 

• 2 

Each rime a mage gains a level and spends at least one week 
searching libraries or seeking our an instructor, he gains a new 
spell equal to his new level (the Mage Spell Cognition ch~ck is 
amomatical1y successful ). The GM determines the new spell 
randomly . 

Mage Spell Cognition table 

M4IImum~h 
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ProflclencleA 

Mages may purchase any weapon profiCiency but each profi
ciency (except staff and dagger) requires double the standard 
BP cost, due to their poor martial background. Once they've 
aquired proficienc), in a weapon, they may also specialiu. 
Specialization costs double that of fighters (i.e. 10 BP per cat
egory). 

Mages cannot wear armor classified as Light, Medium or 
Heavy, though they may don thick robes which offer some pro
tection (reference the Armor table in the equipment chapter). 

Mages may use shields if they purchase the Shield proficien
cy, but cannot cast any spell while wearing it. 

Mages receive the Magical Transcription proficiency (see 
follOwing Chaper Five: Skills, Talents and Proficiencies) for 
free at 1st level. 

BonuA Skills 

Mages receive the Arcane Lore skill for free and gain an 
adrutional +3 skill points in this skill each time they advance in 
level. 



~e gods of the cosmos battle one another for control of 
~ollowers, the physical planes and ultimately all power 

itself. Each deity seeks to spread his sphere of influence 
while marginalizing or even destroying that of the others. 
Unable or unwilling to battle each other din:ccly, these gods 
view the land in wruch your character lives as their battle
ground. Each views its clerics as the instruments of its will. 
W hile every deity has its own clerics (also known as priests) 
and each has its own order or sect, they all share responsibility 
to their chosen deity as the font of their power on the materi
al plane. Yes, a cleric carries a heavy burden as the ambassador 
and the foe hammer of his deity. While every clergyman may 
have his own desires and ambitions, make no mistake, the cler
ic is fIrst and foremost a warrior dedicated to the glory of his 
dei ty. 

Understanding philosophies, rooting out church enemies, 
knowing the intentions of nonbelievers, empathizing with the 
troubles of loyal followers and evangelizing potential converts 
all require exceptional inSight. Of course, this makes Wisdom 
the most important ability for clerics. A high W isdom allows 
priests to gain access to higher level spells, commune with their 
dei ty's minions (or even the deity himself) and gain better 
mastery of evangelically-rdated skills. D epending on a priest 's 
chosen deity, he'll likely also need a solid score in one or more 
other abilities. 

C leric skills and powers vary according to their deity 's 
spheres of influence. Generally speaking, clerics are a cellent 
combatants, second only to fighters in open frontal engage
ments. Priest5 may use a wide array of weapons and annor, 
although many clerics are restricted in their choices for reli
gious ~sons. All priests have spell casting ability much like 
mages, although they cast divine spells rather than arcane ones 
and do not use Spell Points. 

Clerics advancement table 

"'" HItIHa(tIIJ Attlld B«IUJ 1,,;tiQtire 

0 +1 

2 1 + re-roll 0 +1 

3 2 +1 +1 

4 2 + re-roll +1 +1 

5 3 +1 +1 

Divine Spells 

The primary power of the cleric is his capability to cast 
magic spells. A 1st level cleric can cast one spell from both the 
1st level spell list. With each addirionallevel gained he can 
cast another spell from the new level's list and so on. Thus, a 
5th level cleric can cast one each of 1st, 2nd, J rd, 4th and 5th 
level spells. 

4l 



Unlike mages, who control and channel magic from various 
sources to generate spells, divine spells always flow from the 
same source - tbe cleric's deity (or the deity's supematura..! mes
sengers). Each day the cleric prays for various spells (chosen by 
the player from each level's list of available spells) and, assum
ing he's in the good graces of rus deity, receives the spells pre
cisely as requested. Thus, priests have no need of Spell Points. 

Clerics with a high Wisdom score may gain a few extra spells 
per day as indicated on the chan below. Bonus spells are cumu
lati~ so, for example, a priest with a 14 in Wisdom receives one 
level 3 or level 4 spell, as well as one level 1 or levcl2 spell. (Nole: 
elerics only gain bonus spells that tbryan: normally capable ojearting. 
Thus a first level elme with 17 Wifdom only receives one fintlf!'lJl!l 
spell as a honw - 'Were hefifih level he wouldgain hif (Miu oj a first 
or sf!(ond lewl rpell, a third ur fourth level spell and a fifth lewlspell) 

Wisdom 

13 

'4 

Bonus spell(s) 

One level 1 or level 2 spell 

One level 3 or level 4 spell 

15 One level 5 spell 

Deities consider it wasteful to grant the same spell twice, so 
a cleric's bonus spell from a given levcl must be different from 
other spells granted at the same level. Exceptions occur when 
a character receives spells randomly (due to the naNre of his 
deity) or simply because his deity is dissatisfied with his per
fonnance, devotion or some other divinely motivated reason. 

Special Powers 
Aside from combat ability and spells, clerics have one or 

more special powers. These powers vary by deity and range 
from the most common, repelling or commanding undead, to 
special additional skills, bonus speUs and so on. See the cleric's 
chosen deity description for infonnation on these powers. 

Proflclenclell 
Clerics whose faith has a preferred weapon receive a free 

proficiency in that weapon. Clerics may wield any other 
weapon permitted by their fai th as long as they purchase the 
appropriate weapon proficiency {at the standard BP cost}. 

Clerics may wear armor or use shields, provided the faith allows 
it. They receive these proficiencies for free as pan of their clerical 
indoctrination. 

Weapon Speclallzallon 
Clerics may purchase weapon specialization. However, it 

costs them 8 BP for each initial purchase of attack, speed, 
deCense and damage modifiers. Further purchases cost 2x (16), 
3x (24) and 4x (32). Other than the increased BP cost, thi s 
works just like a fighter's weapon specialization. 

Note that a cleric must have his greatest specialization in his 
faith's preferred weapon (if any; see the deity descriptions). 

Skills 
A beginning cleric receives the first purchase of his deity's 

bonus skills for free (no BP cost). He also receives other divine 
favors, as nott:d ill the following column. 

Religion (own church): At first and each subsequent levd , a
cleric receives (at no BP cost) one roll of the appropriate mas
tery die for this skill. 

Religion (own or other church); This skill costs clerics only 
1 BP (as opposed to 3 BP for non-clerics). 

Divine Lore: Clerics receive this skill for free and gain an 
additional +3 skill points each time they advance in level. 

Divine Icon. 

A cleric's divine icon is usually a small carved symbol or shape 
resembling some aspect of his faith. Clerics receive their divine 
icon for free. A cleric who loses his divine icon can't simply 
walk into a shop and purchase a new one; he must petition 
another from his church. Without a good aplanation, he may 
have to perfonn a task in order to be awarded a replacement. 

Alignment 

A cleric's alignment must match that of his chosen religion. 

REblmONS 

The True 

Alignment: lawful Good 

Spheres o f Influence: 
Justice, Truth 

Tenements of the Faith: 
Also known as the Blind 
One. the: Magnificent 
Magistrate and the 
Exalted Judge:, the True is 
the patron god of justice 
and truth. The True's 
church calls itself the 
Courts of Justice, while its 
priests arc known as 
Truthseekers. 

o 

Justice. righteousness and honesty are the foundation blocks 
upon which the Courts of Justice and its faith are laid. The 
Truthseekers preach that all who flout the law should be 
brought before the Blind One to receive justice. The 
Truthseeke:rs are not vigilantes, however; no matter the 
strength of their desire to see justice served, it is ever tempered 
by adherence to the laws of society (so long as such laws are 
just, proper and true in the eyes of the Courts of Justice). 

Priests of the True are honor-bound to resolve disputes 
whenever encountered, going so far as to intercede even when 
the parties have not requested assistance, but intervention 
seems necessary to the Trumseeker. 

Before admittance to the Courts of Justice as a Truthseeker, 
an initiate must confess all falsehoods he has told or unjust acts 
he has committed. Thereafter, if a Truthseeker knowingly lies 



he must seek out a higher-rankingTruthseeker and atone. Any 
priest who knowingly tells a falsehood a second time or will
ingly commits an act of injustice, is defrocked. A Trutbseeker 
prefers death before lying or providing information that anoth
er will use to cause an injustice. 

Temples and al tars to the Exalted Judge can be found in 
most cities and larger towns in civilized societies. Local 
authorities often employ Truthseekers as magistrates and 
judges. Truthseekers can also be found traveling the country
side in search of those who commit crimes against sociery. 

Preferred Weapon: Long sword 

O ther Weapons Permitted: None 

Armor Permitted: Any, but the armor must be gold colored. 
Gilding is preferred, but a golden-hued lacquer is acceptable 
fo r novice priests. 

Divine Icon: A tiny golden sword or scale 

Bonus Skills: History (ancient), Literacy, Riding (equine), 
Tracking 

Powers: Turn Undead; 5% chance per level to detect lies (up to 
.l maximum of 90%); +4 bonus to saves against spells that fool, 
mislead or have other deceptive effects (e.g., illusion spells) 

About the Courts of Justice 

Priesthood: Truthseekers 

Symbol: A scale balanced on the rip of a golden sword, aU 
against a white background. 

Colors: White and gold 

Place of Worship: Ciry temples (usually contain courtrooms) 

Holy Days: Summer and winter solstice 

Sacrifice: Gold once per month. 

Raiment: Truthseekers frequently act as magistrates and adju
dicators in larger towns and cities. As such, it is critical that 
they maintain a professional appearance. They wear white or 
gold robes in accordance with their rank in the church, along 
with the appropriate accessories. Their robes arc always made 
from the finest materials available. Truthscekers who live in 
impoverished areas make do with simple linen robes, but they 
are fastidiously maintained. 

Deity's Appearance: The M agnificent Magistrate appears as a 
~'1)ung, stunning, athletic woman with flowing. long blonde 
hair and piercing blue eyes, clad in golden chainmail under a 
pure white cloak. She wields two longswords (Justicebringer 
and Truthseeker) known as the Swords of Righteousness. 

Advancement: Advancement within the Courts of Justice is by 
senioriry or by the apprehension of outlaws. Truthseekers who 
serve as official judges or magistrates for a local government 
typically draw salaries from that gove.rnment, in addition to 
.my monies that result from their rank within the faith. 

Sayings: When a man lies, he slays jcm:ver /J part of tbe worlrl. -

Bean·ngfalse witness is the greatest injustice that can be performed 
OTt society, for without truth, reality is an illusion. - Justice is best 
performed in a (ourt of law. - Be just and tme and only good will 
(orne to you. - If one chooses to live withiTt society, one must follow 
society's laws else suffer her rightful andjust wrath. - Lying is cap
ital punishment for the soul - The truth shall make you free. 

CaregIver 

Alignment: Neutral Good 

Spheres of Influence: Healing, 
Hope, Mercy 

Tenements of the Faith: 
Priests of the Caregiver (also 
known as the Lord of Silver 
Linings and the Lord of the 
Blue Sky) strive to maintain a 
positive outlook on life and pre
fer to avoid combat. If neces
sary, however, they will certain
ly enter battle. They may even 
initiate the attack if they feel 
the situation requires decisive 
action. However, they are never 
vengeful. Like their deiry, they only intervene in conflicts to 
provide balance and mercy to the losers. 

The Caregiver's priests, who call themselves the Merciful 
Fates, are best known as healers. They watch over the sick or 
disabled and tend them until they have healed. This makes 
them welcome in most societies and favo rites in adventuring 
bands. The Merciful Fates also love to see others make their 
dreams come true. They try to help people fu16ll their hopes 
by offering their services in any way they can. Like Caregiver, 
clerics often assist others in times of need regardless of the per
son's alignment. 

Preferred Weapon: Staff 

Other Weapons Permitted: Any blunt weapon; must take 
proficiency in sling 

Armor Permitted: Any 

Divine Icon: A capital psi with a circle above the center arm 

Bonus Skills: CookingIBaking, First Aid (additional pur-
chases cost 2 BP) 

Powers: Turn Undead; immunity to fear {such as from a 
ghoul's touch}; cleric also provides a + 1 bonus against fear 
effects to allies within a 10 foot radius; may cast healing spells 
as if one level higher (Le. a 1st level cleric may substinlte Cure 
Minor Wound for Cure Trifling Injury). 

About the Church of Everlasting Hope 

Priesthood: The Merciful Fates 
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Symbol: The divine icon (see above) set atop a rainbow. 

Colors: Sky blue, rainbow, silver 

Place of Worship: Open air temples 

Holy Days: The first day of each month is celebrated by 
praying for one's hopes and dreams for the coming month. 
The last day of each month is reserved for atonement for one's 
transgressions during the preceding month. 

Sacrifiee: A concoction of rare herbs on a monthly basis and 
the healing of all those in need. 

Raiment: Clerics wear sky blue robes with various adorn~ 
ments, depending on their rank in the church. 

D eity's Appearance: The Caregiver appears as a comely per
son in sky blue or rainbow colored robes. The Lord of Blue 
Skies wields a powerful artifact called the Staff of the Merciful 
- an oak staff topped by his golden holy symbol. 

Advancement: Merciful Fates advance within the church by 
healing and caring for local followers and others in need. 

Sayings: 11 iJ befler /0 lighl a candle than rune 1m darRneJS. -
Heallhe mind and the hody wil/fol/(J'I.IJ. -1 wish goodneu 10 envel
op youlhis night. - The merry you grant will he retllmed tmfold. -
People granted mercy today give UJ all hope for tomOTT(J'I.IJ. 

The Guardian 

Alignment: Chaotic Good 

Spheres of Influence: Freedom, 

liberty, Happiness 

Tenements of the Faith: Clerics of 
the Guardian (who is also known as 
the Liberator. Free Soul, the 
Insurgent One and the Inducer of 
Independence) value freedom and liberty above aU else. They 
are ever vigilant in seeking out those who enslave or oppress 
others. It is their duty to promote happiness and defend free
dom fo r all walks of life. The Guardian's clerics, the 
Messengers of Liberty, have a strong commitment to charity 
and provide assistance to the less fortunate. This makes them 
popular with the commoners. 

The primary goal of their church. the Face of the Free, is to 
ensure liberty for all through the overthrow of oppressive gov
ernments. When the Messengers of Liberty reside in cities. 
their actions arc covert. 1n these situations. they organize fre
quent celebrarions to promote the Insurgent One as the god of 
happiness. but openly seem to ignore the other aspects of free
dom and liberty. 

In areas where their cause seems hopeless, clerics emphasize 
the positive by focusing on individual successes in the war 
against oppression. Church meetings and services often result 
in celebration as congregants discuss grand plans and reminisce 

about past successes. Unfortunately, their rosy attitude and cel~ 
ebratory natun! sometimes prevent the church from making 
any real progress in the liberation of bondsmen. 

While clerics reSiding in cities are careful not to openly 
advocate the overth row of a government, those who reside in 
the wilderness are free to promote insurrection among the 
peasants. The wilderness sects of the Messengers of Liberty 
are foot soldiers in the battle for autonomy. Those clerics liv
ing in the wilderness advocate self-dependence staunchly. 
They anain information (such as slave caravan schedules or 
government expansion plans) from the spy network of city
bound clerics and use it against thoS(: who would encroach 
upon freedom. These clerics ofren rob from rich slave mer
chants to further the cause of emancipation or simply to aid the 
poor and gain loyalty among the masses. 

Preferred Weapon: None 

Other Weapons Pennjtted: Any 

Annor Pennined: Any 

Divine l eon: A carved eagle's claw 

Bonus Skills: Animal Training (pick one species), 
Cartography, Literacy. Lock Picking- and Survival 

-At Jrd level and t!'/.Iery odd-number/!d level thereafter, !nc;t; of 
the Guardian receive (at no BP COli) ant' roll of the mal/Cry dit: in 
the LocR PicRing sRill. 

Powers: Freedom of Action. This power allows Messengers 
of Liberty to slip free from shackles, bindings or other bonds 
as weU as grants immunity to speUs and magical effects that 
restrict or inhibi t movement. The priest may cast the 3rd level 
mage spell Unlock as a 5th level cle ric spell. 

Aboul The FaC( of the Fret: 

Priesthood: Messengers of Liberty 

Symbol: An eagle's claw on a black background 

Colors: Black. gray and white 

Place of Worship: Wilderness 

Holy Days: Every full moon 

Sacrifice: Broken chains from freed slaves 

Raiment: Priests wear robes as described in the chart below. 
Their spiritual leaders think Htdc of ceremony and pomp. The 
vestments of these Messengers of Liberty reflect this for they 
are sturdy and constructed for utilitarian purposes. When per
forming rituals, they wear robes upon which they affix one 
feather for each person they have libenned. Feathers entirely 
cover the cloaks of High RejOicers. 

Deity's Appearance: The Liberator appears as either a giant 
eagle or a young, strong, rugged being with long dark hair and 
yellow eyes. The Guardian wears chainmail and wields a 
longsword (Talon) and longbow (True Flight). 



Advancement: Priests advance within the church by freeing 
slaves (including indentured servants and other such bonds
men), converting or killing followers of the Overlord and aid
ing in the overthrow of oppressive governments. 

Sayings': Ruin, mishap, calamity and adversity, cannot harm one 
as happy and frl!e as me. - Soar like an eagle. - Like a child I frol
ic, like an eagle I prry. - To be as frl!e as an eagle is that for whith 
w e all strive. - The Insurgent One's rye is ever 'WIltchfol. A greet
ing: Welcome to Gur free world. 

The Overlord 

Alignment: Lawful Evil 

Spheres of Influence: 

Oppression, Slavery 

Tenements of the Faith: 
The Bringers of the New 
Order are bent on world 
domination, with the House 
of Shackles becoming the 
sole politicaL economic, mili
tary and religious power throughout the world. They believe 
that they can and will, conquer the world for their diabolical 
Master. The Bringers will do whatever it takes to attain this 
goal. 

Clerics of the Overlord (also called the Oppressor, the 
Tyrant ofTellene, the Enemy of the Free, the Bringer of the 
New Order, Yielder to None. Shackles and He Who Brings 
Gods Low) rarely use brute force to enslave a land. They pre
fer to work within a government, placing their followers in 
positions of political power or dominating the current ruler and 
forCing him to do their bidding. 

They generally dominate through insidious psychological 
brainwashing, though they may usc less subtle methods on 
occasion. In any event, the ruler is usually the last to believe he 
is under the sway of another. If all dse fails, BringeI'5 may 
resort to blackmail. 

In small towns, Bringers may first appear as saviors by 
defending a town from brigands (usually hired by the clergy 
themselves) or by providing free slave labor to help plant and 
harvest crops for a starving village. Once they establish them
selves within a society, they manipulate the populace to instill 
their evil ways. Those who do not bow before the Overlord are 
enslaved. In more remote areas and when tbe situation dic
tates, the clergy may employ swifter and more brutal tactics. 

BringeI'5 of the New Order are well trained in the tactics of 
intimidation, fear and the art of breaking their victim's spirit. 
By dominating their prey mentally, phYSically and emotionally, 
Bringers remove their victims' ability to think for themselves. 

Preferred Weapon: Scourge 

Other Weapons Permitted: Any crushing weapon 

Armor Permitted: Any 

Divine ]con: Gauntlet worn on the right hand. Mter being 
accepted into the House of Shackles, priests are branded with 
the symbol of the Overlord upon their chests, marking them as 
his servants. 

Bonus Skills: Literacy, Rope Use 

Powers: Command Undead; +2 bonus to saves vs. charm 
effects; May substitute the mage's Charm spell for a 4th level 
cleric spell. 

About The House of Shackles 

Priesthood: Bringers of the New Order 

Symbol: Mailed fist 

Colors: Red and brown 

Place of Worship: Underground temples 

Holy Days: Summer solstice 

Sacrifice: The hean of a captured escapee, once per month 

Raiment: Bringers have a very rigid uniform code, in accor-
dance with their rank in the church. Even when not perform
ing ceremonies or services, Bringers of the New Order tend to 
Wear a small, blackened metal pin with their unholy symbol 
somewhere on their clothing. 

Members of the House of Shackles below the rank of 
Subjugator wear brown leather headbands, emblazoned with 
the unholy symbol of the Overlord. 

Deity's Appearance: The Overlord appears either as a disfig
ured old man or an immense 30-foot-tall being. 

Advancement: Advancement in the House of Shackles 
occurs through vacancies in the order or through challenge of 
superiors. Advancement through vacancies means simply 
waiting for those above the priest to advance or die. When this 
occurs the next priest in line fills the vacancy. Advancement of 
this type is slow, especially beyond the level of Slave Driver. 
Therefore, most Bringers opt for the aggressive improvement 
of their rank through challenging superiors. 

Challenge does not have to be in the form of combat; it may 
be a hunt for an item, a contest of taking slaves or some other 
challenge. However, the superior chooses the contest and if the 
challenger loses, he may not challenge again for one year. If the 
superior loses, she is demoted and the challenger assumes her 
position in the H ouse of Shackles. 

Only a limited number of priests wor.ldwide may hold levels 
above that of DiSciple. Additionally, priests within a rank are 
given a number corresponding to their position within that rank; 
the lower the number, the higher the position. Thus, every 
Bringer above the levd of DiSciple knows his exact station. 

Sayings: To fie! the whip is to fitl the burning kiss of the 
Overlord. - Let your scars he tl remind" t;f wbt; i.r the masttr and 
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who is tht. slavt.. - My word; art. your thoughts. Wt. are one. - The 
will of/he Owrlord ramlol be dmit.d. - Our memies will be rrushed 
i"lhe jist of the Oppressor. 

The Creator 01 Strife 

Alignment: Chaotic evil 

Spheres of Influence: Discord, Foul Weather, 
Misfortune 

Tenements of the Faith: Priests and other 
followers of the Creator of Strife (also known 
as 111-luck, Discordant One, H e Who Brings 
Misfortune, Maker of Dissension and Bringer 
of the Drought [or Flood, Rain, Snow, Heat, 
Cold. etc.]) travel about the lands bringing 
misfortune wherever they roam. Members of 
the Temple of Strife seek to disrupt harmony 
and plunge the world into a \'ortex of chaos. 
They exist in small numbers in all nations as 
they seem to prefer deserts and wastelands. 

These :rv1inions of Misfortune dose.ly fol
low local weather patterns and are rarely 
absent during times of foul weather. They 
continually seek to cause misfortune by heightening poor 
weather conditions. For instance, during a drought mey might 
pollute the wells, while before a windstorm they might secret
ly loosen structural supports and bonds. 

Minions hate people that they consider lucky and, given the 
opportunit)" will try to cause misfortune in the lives of such 
individuals. If possible, they go so far as to give the 'fortunate 
one' as a sacrifice to the C reator of Strife. If they cannot abduct 
him for sacrifice, they try to cause misfortune by destroying his 
crops, poisoning ills livestock, burning hjs house and so on. 
These actions naturally cause paranoia among observers and 
victims alike. 1 n fact, their deeds have given rise to a gambler's 
saying: "Save some luck for escaping Ill-luck." 1t has even 
become (radition among some superstitious gamblers to delib
erately lose their final three games (done almost universally 
during stormy nights). 
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The Temple of Strife has gained some notoriety for its abil
ity to make favorable alliances with humanoids. Because of 
this, many humanoid shamans worship Ill-luck and are often 
active within its predominantly human church. Such alliances 
are usually geared toward making war on the local humans or 
demi- humans. 

When the Minions can muster enough humanoids to form 
a massive army, they descend upon a human or demi-human 
populace. Foul storms of titanic proportions always precede 
these wars and the actual assault always occurs during the 
height of the stann. D uring battle, some of me Minions of 
Misfortune play bagpipes, cymbals, horns and drums. Their 
chaotic, disturbing tunes urge llI-luck's troops into the fray and 
announce ro their C'!nr:m ies the strife to come. 

Preferred Weapon: Flail 

Other Weapons Pennitted: Any 

Annor Pennined: Any but painted in clashing, discordant 
colors 

Divine Icon: A spatially impossible geometric shape atop a 
crooked stick. The aistence of this shape is a miracle granted 
by the Creator of Strife. 

Bonus Skills: Cartography, Survival 

Powers: May cast the mage's Smoke Screen spell as an alter
nate 4th level cleric spell 

Aboul The Ttmp/~ of Strift 

Priesthood: Minions of Misfortune 

Symbol: Varies regionally. Common examples are storm 
clouds, a twister or a tidal wave. 

Colors: C lashing; usually red. green and orange 

Place of Worship: Temple; outdoors on unholy days 

Holy Days: Day of foul weather at least once pcr month. 
These, of course, vary regionally. 

Sacrifice: Must sacrifice salt on a daily basis. Once per 
month, a Minion sacrifices a sentient being, usually one who 
has been extremely lucky or fortunate. 

Raiment: Garments and colors vary regionally, but arc 
always bright and clashing. 

Deity's Appearance: He Who Brings Misforrune takes 
many forms, but always appears disheveled, with bright. color
ful, clashing clothing. 

Advancement: Advancement within the church is granted to 
those who show a particularly high aptitude for wreaking 
havoc on society. 

Sayings: l/ ~ a fin~,foul dayfor a bal/I~. - Strift alld diswuion 
should h~ shard by all - Som~times misfortune has nothing to do 
wilh chance. - Bt.ller had lurk Ihan no lucR 01 all. 



Skills have a wide array of uses and include such varied sub
jects as Botany, Forgery, Hiding, Literacy and so forth. Your 
character's class may provide with some of these while others 
must be purchased with Building Points. They are an opportu
nity for you to customize your character by giving him a few 
unique things he can do. Many players focus on utilitarian 
skills that have broad applicability but others may opt to focus 
their attention on one specific skill increasing theif mastery 
until they're a renowned expert - tvcn if it 's only in raising 
beets. lfit makes you feel kewl for your character to be the best 
at something, by all means spend the BPs and have at it. 

Mastering Skills: Initial purchase of a skill gains the PC a 
number of points equal to his ability score in the relevant abil
ity (or the lowest relevant ability, if multiple abilities are listed) 
plus one roll of the mastery die. The mastery die is based on 
yo ur character's current mastery level and is the same for all 
skills. 

A second (and subsequent) purchase of a skill gains the PC 
l number of points equal to one roll of the mastery die plus any 
bonuses. As you become more skilled, additional infonnation 
or expertise in the skill is increasingly harder to come by - thus 
the lower mastery die. The same applies to free skills received 
during character creation. 

For instance, a newly created haljling thief gets his first purcha.se 
of the Hiding skill for free (relevant ability plus mastery die roll) for 
being a ha!fling, plus his second free purchase (mastery die roll only) 
f or being a thief 

Skill mastery levels begin at 0 and may increase to 100. 

Curl"@nt Current Mastery Die Rolled When 
Skill Skill Making Additional BP Purchase 
Level of Skill 

0 d12p 
~~~ 

I d 12p 
~ 

26-50 Average dBp 

: ,:s'l'7S IrAdY.nCed d6p 

76-87 Expert d4p 

118100 Master ..Jl d3p 

The mastery die roll is further modified by the skill's [low
est] relevant ability, as seen on the follOWing chart. 

Relevant Ability 

l i~~'; 3 11 

4-5 

6-7 

B·. 
;0~"' 10-r ,; 12-13 

14-15 

16-17 

I ,"" 13", 2' 18-1~; 

II Ii 

Mastery Die Roll Modifier 

... 

~2 

~ 1 

c: 0 

I +1 

+2 

+3 

+4 

+5 

As you can see, high relevant ability scores Significantly add 
to your character's skill mastery. Conversely, a low ability (Le. 
aptitude) makes it difficult to master the subject. Relevant 
ability adjustments never reduce a mastery die roll below 1. 

SKI!>!> CHECKS 

When you need to make a skill check, you simply roll per
centile dice and add any positive or negative modiflers incurred 
by the circumstances. If the final result is within (less than or 
equal to) yOUI character's mastery of that skill, he succeeds. 

For universal skills in which the character has no mastery, the 
player may roll percentile dice against the skill's relevant abili
ty. (If two relevant ability scores arc listed, use the score in 
which the character is weakest.) If a skill is not a universal 
skill, a character must have points in it to be able to use it. 

MASTERY AND DIFFICU!>TY 

Where some guidance might be needed, a skill description 
includes one or more charts - a mastery chart and/or a difficul
ty chart. Mastery charts define what your character can do with 
this skillj it shows your character's limitations based on his CUI-

<. 



rent level of mastery. Note that the mastery chart is not all
inclusive, but serves as a quick guideline for a character's skill 
uses and restrictions. 

A difficulty chart provides some examples of what might 
make a skiU more difficult to use (e.g. darkness, excessive noise. 
poor materials, makeshift tools, being fired upon, angry ani
mals, hostile character.; and so on). The GM should set the 
difficulty level as he feels appropriate for the situation. 

Of course, how difficult a task is affects what sort of bonus
es or penalties (if any) apply to the skill check.. These are sum
marized on the following chart. 

Difficulty Modifier to Skill Check Roll 

T_ -90 

Easy -80 

Average -40 

Difficult 0 

DilikUit +10 

T IME AND FAII>E D CHE C KS 

Since the skill description cannot define how long it rakes to 
perform every conceivable action, simply use yoW' common 
sense. For example, a player can't compose an opera that will 
be relevant for generations in just one day, but he might be able 
to write a simple poem in 30 minutes. On the other hand, some 
actions (such as using Animal Mimicry to imitate a speci fic 
bird call, as a secret signal to aU allies within earshot) may be 
nearly instantaneous. 

When creating an item, the PC must spend any time 
required before making the skill check to determine success. 
Use your common sense to determine whether or not a char
acter may re-attempt the same skill check after a failed result. 

For example, a PC knows when he foil; a Carpentry (or similar) 
checR, sina the item is visibly hotched or flawed and the multing 
piea is worthless exupt as kindling. If he still wants to huild the 
item, he may spend lhe time and try again with new materials. 

Apply a cumulative - 15 penalty to each repeated skill check 
to accomplish the same task (this penalty docs not apply when 
using the same skill for a different task). If this ~nalty accu
mulates to the point where the character cannot possibly suc
ceed, he must improve his mastery level in this skill beroT<: 
attempting the same task again. 

OPPOSED CHECKS 

Sometimes you'll need to attempt skill checks that only 
involve YOW' character, such as when he needs to recall infor
mation about Ancient History. use Blacksmithing to fabricate 
a metaJ part, attempt Survival in a har.;h wasteland and so on. 
These checks are pretty straightforward and only require a per
centile roll (with any bonuses or penalties) that's equal to or 

less than your character's mastery of that skill. 

However, when you need to make a skill check agai 
another character (usually when trying to evade their notice or 
forcing them to take some action), you'll be making an opposed 
skill check.. With an opposed check. you and your opponent 
each roll d% and add the appropriate skill mastery. The win
ner is the character with the highest result. The GM should 
determine whether either character (or both) receive any 
bonuses or penalties to the check.. 

Depending on the situation, the opposing characters maY' 
roll the same skill (e.g .• two characteTi attempting to race up 
parallel hanging ropes would both roll Climbing checks) or 
different skills. The following chart provides some guidance at 

to which opposing skills may be appropriate. 

Skill Typica l Opposing Sklll(s) 

rvation ---

Diplomacy Resist Persuasion 

:E!''''~u~',,:::::::- Observation 
Distraction Resist Persuasion 

Escape Artist Use Rope (if rope is Involved) 

l!!!!~~n9 ist Persuasion 

Glean Information Resist Persuasion 

!lfiding fllstenlfl9 ()( Observation 

Interrogation Resist Persuasion 

klalion Resist Persuasion 

Listening Hiding or Sneaking 

servatforl Acting, Disguise, HId","n"g,"'''ck Pocket 

Pick Pocket Observation 

ltin Resist Per=,ua= ,"lo"n 

Resist Persuasion Diplomacy, Distraction, Fast Talking, Glean 
Information, Interrogation, Intimidation, 
Recruiting, Seduction, Torture 

DRope;;;;;cr;;;.---.. Escape Mist (if rope is involved) 

Seduction, Art of Resist Persuasion 

listening &"i:)DServatlon -Torture Resist Persuasion 

For an example of opposed checR, let~ say that Redhlade the fight
er wants to sneak down a castle hallway past an open arch, on the 
other side of which is a hurly guard. To attempt this opposed check, 
RedDlade's player rolls d96 and adds his Sneaking skill mastery,for 
a total result of 36. Since the guard is an NPC, the GM rolls d96 
for him, adding the guard's Listening skill mastery (it hei"g betler 
than his Ohservation sRill mastery) for a fotal 73. Since he exceed
ed R edbladei Hore, the guard hears RedDlade moving about. 

The GM might now describe lhe sune 10 Redblade} player and 
give him a chance to lake action. "The sound of metal on stone 
echoes through the corridor as your shield scrapes against the wall. 
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Suddenly, you hear a grujJ. manly voice shout 'Whos there7'from 
the other side of the arch, What do YOIl do now?-

The previous example works well for player character races 
where the subject's mastery of a skill can either be explicitly 
stated or, in the case of universal skills, extrapolated from a rel
evant ability score. However, since ability scores may not be 
listed for each and every non-player character encountered and 
monsters do not have ability score explicitly defined, a quick 
workaround is to roll dlOO+d20 any time an NPC or monster 
is required to make an opposed check versus some player action 
(typically Listening. Observation or Resist Persuasion). 

In another example, lets anume that M elidor, an elf thief whos 
been badly wounded, wants to hidefrom an rnemy. In this instance. 
however, the enemy is a prowling ow/beast. When M elid()7" attempts 
his opposed checR, his player rolls d% and adds Me/idors Hiding 
skill mastery for a total of 55. He a/so decides to spend four Luck 
points and so adds +20 to the opposed checR. (+5 for each Luck point 
spenl},for a grand total 0/75. 

Ow/beasts don't ha'Ve a Wisdom score listed from which to com
pute their Observation mastery (the typi(al opposed skill 'Vs. 
Hiding). Nonethelm, it is a universal skill and the monster eertain
ly has the sense organs to utilize it. In this situation, fhe GM sim
ply rolls d96 and adds a d20. The d96 comes up as 60 and the d20 
as 11, making a total 0/71. M elidors result 0/75 is higher, so he 
succeeds in evading the ow/beasts 1I0t;U. 

RE:AOYING MY 
CROS580W 

HE:RE:, BA. 
( 

GeNNA PUT A BEAD 
ON 1./TT1.E: M155 

reMPTRE55 oveR 
HeRE:. 

DON'T WORRY, DAve ... , 
MY CteRlC Wll.l. 

/.AY JlANPS ON YOU , 
-GIGGl.e:-

I'M MAKING 
A RE5 /ST 

PERSUA510N 
CHE:CK!! 

\ , ( 

Universal Skills Re/n'dnt Ability(ies) 

Il i§3iiL"'Ch' 

Boating Wis 

Cartography· Int 

ClimbinglRappelllng Str, Dex 

Distraction 

Escape Artist 

Fire-Building 

Intimidation 

Ustening 

Observation 

Resist Persuasion 

Rope Use 

Salesmanship 

uctJon, Art of 

aI<Jng 

Torture 

Tracking 

Ch. 

Int, Dex 

Wl, 

Str. Cha 

,,", 

D" 
Int , Wis, Cha 

Cha, Lks 

~ 
~" 
'ot 
Wis 

-

• Ca~phy Is. only Universal for those with tne Literacy skill 
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SKI.,., OESCRIPTIONS 

Acllng 

Relevant Abilities: looks and Charisma 
Cost: 4 BP 
Universal: Yes 
Prerequisite: None 
Materialsffools: Va ries 

Acting enables a character to skillfully portray various roles. 
Acting is most often used as a form of entertainment, though 
it can also be useful in aiding a disguise or pulling a scam. A 
skilled actor knows how to research his role in order [0 provide 
a realistic portrayal to include mannerisms, spel::ch patterns, 
dialect or jargon. 

The Acting skill also confers a cumulative +5 modifier (per 
level above Unskilled) to Disguise skill checks. 

Mastery level The character can ... 

llied 

Novice 

Average 

Advanced 

Expert 

Master 

a stereo P«formance 

Pretend to be a person whose background Is 
not too dissimilar from the character's own 

Play a ro~convincing to an audience not over 

_ .... ,';:.Y ..;.familiar with the pan he's port..;<ayI= ng,--:-, 

By observing and interacting with a member 
of a class or profession, he can pass himself off 
as said 

Can n ndently 1nven iii role such as 
lord, member of a cult, wealthy merch.Jnt etc..; 
nd can dress and act the part wtch such skill 

t!\at he can pass ~ that person ___ _ 

Can successfully imitate any person well 
enough to fool anyone not Intimately familiar 
with the penon (barring visual familiari ty) 

AdmInIstration 

R elevant Abilities: 
Cost: 
Universal: 
Prerequisite: 

Materialsffools! 

Intelligence, Wisdom and Charisma 
5 BP 
No 
None 
Yes (record keeping system, the 
complexity of which increases with 
growing responsibility) 

Skill in administration prOvides an individual with the abili
ty to manage an organization. Some of this includes knowing 
how the organization functions. irs goals. and how to parcel out 
and monitor assignments and tasks to other relevant parties in 
order to accomplish the objectives that have been set upon the 
adm inistrator himself. 

The administrator must also maintain close scrutiny of all 
aspects of the organization and ensure that subordinates. peers 
and superiors are kept abreast of progress and difficulties 
encountered. 

No organization can operate successfully without an admin
istrator. Failure to properly administer said organization results 
in the chief's orders not being carried out to various extents. 

Examples are: guard routines haphazardly executed (and 
possibly neglected), hirelings losing morale as they fail to be 
paid on time, tax levies go uncoUccted or lost, inadequate pro
visioning of the lair or fortress, etc. 

Mastery level 

Average 

The character can ... 

Manage a small group of nirelings 
Of mercenarle~ 

Run a fair ·sized private organizat ion with 
many underlings (such as a castle established 
by a name-level character, or a thieves' guild) 

Admlnister a medium-sized town 

Expert Administer a large city Of state 

"",,~t~,~, ----. Admin ster a Ingdom or dty-state 



Agrlcullure 

Relevant Ability, 
Cost: 
Universal: 
Prerequisite: 
Materialsrrools: 

Wisdom 
2 BP 
No 
None 
Ves 

This skill provides the character with knowledge of domes
ticating and growing plants to provide a food source, as well as 
identify food crops both growing and in their harvested form. 
G reater skill levels allow the user to farm in decreasingly favor
able conditions or to achieve greater yields through knowledge 
of irrigation, crop rotation and species hybridization. 

Agricultural knowledge is far from universal, as evidenced by 
lhe continued existence of hunter-gatherer societies. 
Subsistence farming provides enough food for all individuals 
actually engaged in farming as a full-time occupation. Greater 
skill can produce food as a multiplier of this yield - effectively 
supporting the farmers as well as a larger population. it is not 
necessary for all farm workers to possess a high skill level to 

produce this excess. 

For txample, a master farmtr cultivating in a favorable climate 
with a workforce oj 200 people can produce enough food to feed a 
iWPulation oj 1,600 individuals. 

Mast@ryL@vel 

Average 

Th@charact@rcan ... 

~istence farm in a favorable locale -Subsistence fa rm in a marginal locale; 
supervise farm laborers 

r.;~v~'n~«Cf:;;;;--'" Produce' excess crops in favOrable climate, 
L. ______ , manage up to 20 other workers 

Expert Produce xS excess crops in favorable climate, 
manage up to SO other workers 

~-XS~cess cfoPt'101.wo..able climate, 
~~ up to 200 othetWOfkers 

AnImal Elmpathy 

Relevant Abilities: Wisdom and Charisma 
Cost: 2 BP 
Universal: No 
Prerequisite: None 

A character with this skill has insight into an ordinary [Le. 
non-fantastic] animal's emotions - she may be able to deter
mine if it is hungry, f rightened, maddened, defensive and so 
on, and can show any animal that she desires either friendship 
or enmity. She can ascertain if the animal is under magical con
trol (by virtue of its unnatural reactions), 

She can attempt to use his skill to placate angry animals or 
[aum them into attacking her, as she sees fit. A successful skill 

check can move the animal's reaction one step positive result
ing in it eithcr not attacking or possibly allowing the character 
to approach. 

DIfficulty Examples 

"""1"";---- Impathlze with docile domestk beast 

Easy 

v""'9o 

" 
Empathize with domestic animal (dog, cow) 

Empathize with docile non-domesticated 
L._ ... '-_ _ ..II~'~n~lm~.~lci{d~ee;:;;r, otters, etc.) __ w$ 

Difficult Empathize with pit bull 

EmJ>a Ize with wMd, host ile beast (bear, 
panther, etC.) -

AnImal HerdIng (specify anImal type) 

Relevant Ability: 
Cost: 
Universal: 
Prerequisite: 

Wisdom 
1 BP 
No 
None 

Skill in this area enables a character to exercise a greater than 
normal degree of control over herds of cattle, sheep, horses or 
other herd animals (declared when the skill is chosen). 

Each type of animal has different characteristics - cattle tend 
to stick together, while sheep scatter, and horscs have a more 
independent nature that makes them harder to control. A 
character with this skill also knows other details about herding, 
regardless of the specific animal chosen. 

For example, a herder might ride ahead to seoul out the lTail and 
then rl'turn to relay the inJormation to thl' Irail hands. This is often 
done from a distance, by using a system oj ha7ld signals /0 relay the 
information (Jitting on a hoTS/' facing right or left while waving a 
hat means to hJrn the herd in that direction). 

Mastery L@vel The character can ... 

[tZ;:;I"e~---I~ ... ~;;.,,;r;fe;w,.;e.ad of cattle that prOvide 
_-<Usom"",~e of his imrrtedlate famil y's need 

Average Manage a small herd of cattle such that the 
herder's immediate family can survive off it 

!l'jy.;;C;;;r--'IM"n~'~9O"'~I.ar~g~e herd of ca ri ush terrain 

Expert 

uch tOaf the herder's extended family can 
survive off the herd 

Manage a large herd of cattle in average ter
rain such that the herder's extended family 
can surviVe off the herd 

6111"'---" e a large herd of cattle in poo¥'Of arid 
n such that the herder's extended family 

n survive off the: herd 



AnImal Husbandry (specify IInlmlll l ype) 

Relevant Ability: 
Cost: 
Universal: 
Prerequisite: 
Materials(f ooh: 

Wisdom 
1 BP 
Yes 
None 
Yes 

This character understands the care and breeding of one type 
of livestock, such as cattle, chickens, ducks, geese, goats, hors
es, mules, pigs, sheep or turkeys (declared when the skill is cho
sen). A character can attempt to breed rus animals to produce 
the best stock and can work at improving production (Le. eggs 
and milk) where appropriate to the animal. 

The character can also increase the quantity of his stock 
through breeding, as noted on the chart (check every three 
months for poultry, annual check for other animals). If stock 
increases to a point greater than he can manage at his current 
mastery level, he must rid himself of any overstock (sell, 
slaughter, etc.) within ld2 weeks or automatically lose the 
overstock to theft, coyote attacks, etc. 

On a failed check, the stock depletes by a percentage equal to 
the difference between the rolled result and your Animal 
Husbandry mastery. 

The character must have appropriate tools (a bucket fo r 
milking cows, a shovel for cleaning out stables, etc.). 

Mastery IAvel 

Novice 

Advanced 

Expert 

Master 

The character can ••• 

ilk ·cows/goats, collect eggs from poultry 

Manage (feed, house) up to two animals 

• up to S; 

quantity of -" through -... 
~ ,. quarterly d\edt Improws quantity 
04;othen - annual che<.kadds +20% stock) 

Manage up to 100 animals with a slave or 
hired hand; Increase quantity of stock through 
breeding (for poultry - quarterly check 
improves quantity by x6; for others - annual 
check adds +25% stock) 

nage uP to. animals with*lfteW slaves 
or hired hands; increase quantity of st 
through breedlrlg (for poultry - quarterl 
check ImprovltS ~ti(y x8; for others:- annu-;. 
I c:h«k adds~stodQ 

Manage thousands of animals with several 
slaves or hired hands; increase quantity of 
stock through breeding (for poultry - quarter
ly check improves quantity xl 0; for others -
annual check adds +40% stock) 

Anlmlll MImIcr y 

Relevant Ability: 
Cost: 
Universal: 
PrerequiSite: 

Wisdom 

2 BP 
Yes 
None 

This skill allows characters to imitate noises made by various 
animals and/or monsters. To perform this mimicry, the charac
ter must be familiar with the noise he wishes to imitate. While 
this may be a trivia] matter for common birds and farm ani
mals, imitating the howls, cries, grunts and bellows of monsters 
require the character to personally hear those ca]ls at least a 
couple of times before he can mimic them. 

Higher skill levels allow the character to mimic louder and 
more complex sounds as well as ensuring greater success rate. 

While a successful check mimics the noise precisely, a failed 
check means that the sound differs from the correct noise in 
some way (pitch, resonance or volume), though this does not 
mean that all creatures hearing the noise recognize it as false. 
While creatures and persons familiar with the noise detect the 
fraud, other creatures or characters in earshot require Wisdom 
checks to determine if they detect the fakery, assuming they 
know anything at all about the actua] sounds. Those rlueless 
as to that particular beast arc still duped - though to what end 
is unclear. 

Hunters often use Animal Mimicry to fool animals while 
scouts use this skill to send signals to their allies. 



Mastery Level 

Un 

Novice 

Aver.!ge 

Adva nced 

Master 

The character can ... 

~ noises tfiat so 
'mi 
Mimic birdcalls 

• like the" 

~I~! noises (Woff, bear, dogs) .:J 
Mimic cries of monsters up to size l 

M'imkCtles of monsters up W~"e""---:l" 
Mimic any massive beast 

Animal Training (specify animal type) 

Relevant Abilities: Intelligence and Wisdom 
Cost: 6 BP 

Universal: No 

Prerequisite: Animal Empathy 30 or better 

Characters with this skill can train one type of animal to per
form feats or to follow specific orders. A character may pur
chase Animal Training multiple times if he wishes to train 

other types of animals as well. A trainer can work with only 
one animal at a time and teach it to follow generaJ orders or 
perform specific feats. He can also eliminate vices, such as 
mose in some horses. An animal can learn any simple order or 
simple feat, plus up to 2d4 general orders or specific feats. 

It takes 1+ Id3 weeks of work to train the animal to follow a 

simple order or perform a simple feat . but training for a gener
al order takes three months. Training for a specific feat 
requires 2+2d4 weeks. At the end of the training time, make a 

sk.ill check. If successful. the animal learns the order or feat. If 
the check fails, the animal does not learn the order or feat. 

Mastery Level 

Average 

The character can ... 

~ffith**f+ fd3 weeks: break horse of a stall vice 
(thrOugh daily exercise); tnlfn domestic pet 
{cat, dog} a simple order for indoor behavior 
(to scratch <?t the door when It needs to go 
outslS!f~plng on furniture, etc.) 

Wi thin 1+ld3 weeks: break horse of a flight 
vice; teach animal a simple feat (bear a yoke, 
come, sit, stay, fetch, heel, speak, roll over, etc.) 
that it performs upon the character's nonver
bal or verbal command 

D
anced Within?, 1'1"IOtl~t1'w. break horse of an aggressive 

k",lce; ttaql;' ""tmal a general order (guard, 
;attack. track. hunt, etc.) that it performs with 

, , verbal coaxing from trainer -Expert 

Master 

Within 3 months: teach animal a general order 
(guard, attack, track, hunt, pull, etc.) that It per· 
forms for a third party (not the trainer) 

~--'lVithfn 2+id4w eeks: train animal for specific 
(feat (attack spedfic person, retrieve specific ___ = .... h.m) 

Appraisal (specify subtype) 

Relevant Ability: 
Cost: 
Universal: 

Prerequisite: 

MaterialslTools: 

Subtypes 

01' ~=' " n:::,"", 

Intelligence 
3 BP 
No 
None 
Yes 

Artwork (sculpture, paintings, etc.). Includes the vast catch-all of 
gilded and bejeweled loot you might find in a dungeon. 

ffiOOks. Maps & Is. Vuse Cr scrolls. 

Furs & Pelts 

s & Jewelry 
Uvestock 

Sundries. Items cammon to a 'general store' (provisions, tools, etc.) 

extnes (silks; and rugs). Tapestril?1 or rugs with (1 market 
~~-~iIil"":lIO~t~he~I~' ",,:::'ue as a piece of art are treated aSQrfWOrk. 

This skill provides the abWty to estimate the value of items in 
certain categories. Appraisers are well versed in their respective 
fidds and can estimate an item's inherent quality (in comparison 
to typical items) as well as the current market price for that par

ticular merchandise. The accuracy of an appraiser's estimate is 
highly dependant on his skill level - the best appraisers know 
every nuance of the item as well as the fluctuation of the market. 

Appraisers cannot detect if an item is magical in narure or the 
degree to which a superior piece of annor or weaponry may aid 
its user in combat (i.e., its "+ ~ to attack or defense). However, 

since most magical items and superior quality arms and annor are 
usually meticulously crafted, the appraiser can be counted upon 
to make eerily accurate guesses ... Counterfeit and fake items can 

also be revealed with a successful check. 

Appraisers with practical knowledge of the sk.ills needed to cre~ 
ate the items mey're appraising (i.e. a blacksmith appraising an 
iron door) receive a bonus to Appraisal checks based on their 
mastery of the subject. Novice mastery provides +10, Average 
gives +15 and Advanced or greater mastery yields a +20 bonus on 
Appraisal skill checks for such items. 

Mastery Level 

Average 

The charactll!!r can ... 

Estimate the worth of the subject within 
2O+~oflt$~:2!ue __ _ 

Estimate the worth of the subject within 
d20+20% of Its true value 

1liiliVa<;a;",(f'"--'I~tilmate the worth of the subject within 

Expert 

20+10% of its true value 

Estimate the worth of the subject within d20% 
of its true value 

ru;~';;te:;,----, te the worth of tne subject within d2Q-

• '(J;6 of its true value 



Arcane bore 

Relevant Ability: 
Cost: 
Universal: 
Prerequisite: 

Intelligence 
10 BP 
No 
None 

Arcane Lore is a discipline of study specializing in magic. It 
doesn't teach actual mechanics of spell casting, hut explores the 
theoretical constructs of magic. Mages receive insight in this 
subject whenever they attain a new level (gaining +3 skill 
points each time), but training is open to any bright, dedicated 
student. 

Spe'U casting and Arcane Lore are related much like engi
neering and pure science are related to each other. That is, speU 
casting is all about applying basic magical principals to demon
strable uses. A junior spell caster could be compared to an ama
teur tinkerer. He knows little (if any) theory, hut has some 
measure of practical experience - sufficien t to deal with the 
elementary challenges of low-level spells. As he progresses in 
experience, he receives additional theoretical training that 
allows him to cast progressively more complex spells. As he 
reaches higher levels, even if he has not opted to specifically 
undertake srudy in Arcane Lore, he has received sufficient 
training to comprehend and utilize relatively complex magical 
theory. However, if he wishes to ever be anything more than a 
spelliobber, additional training is recommended. 

Some practical applications of Arcane Lore follow: 

56 

Identifying Spell Components: This is a fundamental of 
Arcane Lore and is thus an Easy check. One can examine 
materials and determine the suitability and appropriate use of 
said for specific incantations. 

IdentifYing Spells: Characters viewing the physical manifes
tation of a spell can identify the incantation with a Trivial skill 
check. Note that this does not allow you to tcll if someone has 
been charmed nor does it allow one to see through illusions. 
One could tell that a Torchlight spell, even if cast upon an ordi
nary torch, was magical and not ordinary fire. 

If one can observe a mage casting a spell (requiring full con
centration and seeing the process from beginning to end), an 
Average check reveals what he's about to cast. 

IdentifYing Magic Items: Arcane Lore can be used to iden
tify the magical properties of an item. This is always a Difficult 
skill check (made Very Difficult if precautions are taken to 
avoid exposing oneself to possible repercussions from a cursed 
item). At least a full day of study is required before attempting 
a skill check (exceedingly powerful items may require a week or 
more of study). If successful, one property of the item is 
unveiled. 

Deciphering Mage ScroUs: Mage scrolls must be deciphered 
and understood before either using them or transferring their 
magical formulae to a spell book. The speed at which a reader 
can pc:tform this task is dependant on his Arcane Lore skill. 

Skill Check 

Ve DIfficult 

Difficult Check 

A~Check 

Easy 

1::;;~l1O;,;,"vlal--"'-

Time spent with Document 

10 mTr'H.ites -2 hours 

1 day 

Fortnight 

3 months 

Failing a skill check does not mean that the character cannot 
ever read the scroll, merely that he must spend additional time 
with the document before attempting another skill check 
(albeit at a cumulative -15 penalty to the roll). 

Once deciphered, a character is fully aware of what spell 
appears on the scroll and may verbalize it to enact the magic. 
If the character is a mage and he wishes to transfer the spell to 
his spell book rather than using it as a one-shot casting, he 
must roll on the Mage Spell Cognition Table (see the mage 
class in Chapter Four) to determine if he comprehends the 
enchantment well enough to replicate it on his own. If success
ful, and provided the new spell does not exceed his limit of 
spells known for that level, he may utilize his Magical 
Transcription proficiency and copy the spell into his spell 
boole 

After being read aloud or copied, a scroll disappears in a puff 
of smoke. 



61acks mllhloll/ Meiaiworkioll 

Relevant Abilities: Strength and Intelligence 
Cost: 2 BP 
Universal: No 
Prerequisite: None 
Materialsffools: Yes 

A character with the Blacksmithing skill can craft simple 
IDOls and other items from bronze or iron depending on the 
metal commonly used in that region (working with steel is 
beyond the blacksmith's skill and reserved for armorers and 
..reaponsmiths). 

It takes at least three hours to create Novice items, six hours 
fo r Average items, nine hours fo r Advanced items and at least 
II hours of work for Expert and Master items. Only after this 
orne does the smith make his skill check. With a successful 
5kill check, the character crafts the item. A failed result indi
CItes the work was botched or flawed in some way and the 
~5u1ting piece is worth no morc than the original materials. 

A forge, bellows, tongs, anvil and hammer are common tools 
of the blacksmith. 

Mastery Level 

N,~r-<-

Average 

Expert 

M' 

60alloll 

Relevant Ability: 
Cost: 
Universal : 
Prerequisite: 

The cha racter can ••• 

Kn6W'M'Wlo operate bI~iU'Ilng tools and 
e~M; craft Simple round or rectangular 
objects (balis, wedge, piton, chisel, nails, etc.) 

Craft simple tools and horseshoes; 
supervise assistants 

Cral'f"'maJght or cu~laded obJe<:ts 
(~, plOW blades). 'These are generally 
Ineffective weapons as the sharp edges are 
not tempered and do not hold an edge well 

Craft large and multiple-piece objects 
(pOltcu!lis, Iron door, etc.) 

ctitf*cbmjilex or compiiated mUltiple-piece 
objects (gears, traps, etc,) 

Wisdom 
2 BP 
Ves 
None 

A character using the Boating skill can pilot canoes, kayaks 
md small boats, as well as try to prevent alpsizing in rough 
waters. A successful skill check means that the character 
guides the craft where he desires, while a failed skill check indi
Lates that the craft capsizes, runs aground and so on. 

Note that this skill is used only for small craft such a5 those 
used on small lakes, large ponds and rivers. 

Mastery Level 

iNovlce 

Average 

The character can ... 

I ~ a canoe. raft rowboat 

Use canoes or rowboats to transport trade 
goods (e.g., stow casks & boxes in excess of 
personal equipment); supervise helpers 

Advanced 1 Navig,ate a heavily laden barge (with livestock) 

.. __ ........ !lIf~n •• ~~~tg:~ ri~r 
Expert Pilot a small (1 mast) boat on lakes or rivers 

~i!!:l:==::-'ipPI~Jort,a.~....,~"~·rcbr' mastfboa~he open ocean 

60laoy 

Relevant Ability: 
Cost: 
Universal: 
Prerequisite: 

Intelligence 

1 BP 
No 
None 

A character that succeeds at a Botany skill check can draw on 
his knowledge of plants and how they grow, while a failed 
check indicates that the character either does not know or can
tlot immediately recall anything-ttbout that plant. This knowl
edge is more extensive than that provided under the 
Agriculture skill, as it also extends to plants (including trecs) 
without obvious food or textile uses. 

Mastery Level The character can ... 

~2~::::-1 ~5ec~:i!5~va~ri.ous species of common plants 

Average 

AdvanCed 

Expert 

Know under what conditions common plants 
grow best; recognize common poisonous 
plants from common non-poisonous plants 

Re("~ various species of common plants 
from~ descriptions; cultivate a garden of 
ndlgenOUl pfants 

Recognize various spe<:ies of rare or exotic 
plants; grow indigenous plants indoors or 
exotic plants in a garden 

Ill;;;, .. =-" ----, ""ecOogn"'" '",,;;;-r<!re or exotic plants from vague 
descriptlon$ or pictures; discriminate poison
ous ram or exotic plClnts from non-poisonous 
varieties; cultlvate rare or e)(Otic plants Indoors 

Difficulty 

Easy 

Examples 

[Pl. ntls'!!!btOOm 
Plant is whole 

r.~;; ... ;;;;;age;;"------ Identify plant by fru~liives, tubers or 
seeds 

Difficult Parts of plant incorporated into mixture 
or food 

~"'YZ!!!~=' Identff/pliJnt fro m cham:!remains 



Carpentry/ Woodworking 

Relevant Ability: 
Cost: 
Universal: 
Prerequisite: 
Materialsffools: 

Intelligence 
2 BP 
No 
None 
Yes 

A character with the Carpentry skill is familiar with many 
aspects of woodworking. It takes at least 4+1d4 hours to cre
ate Easy items, 8+2d4 bours for Average items, 4+1d4 days for 
Difficult items and at least 2+ Id4 weeks of work for Very 
Difficult items. Only afrer this time docs the carpenter make 
his skill check. 

A successful check indicates that the characttr succeeds at 
building the object, while a failed result indicates the work was 
botched or flawed in some way and the resulting piece is 
worthless except as kindling. 

Common tools of a carpenter are a hammer, saw, nails and 
measuring device, although more specialized tools may be 
needed depending upon the job in question. 

Mastery Level 

Novice 

Advanced 

Cartography 

Relevant Ability: 
Cost: 
Universal: 
Prerequisite: 
MaterialsfTools: 

The character can ... 

Craft broom or basket; build simple furniture 

a simple structure (cabin); construct 
()()rs; supervise unskilled laborers 

Build a one-story house 

Build a muh:i-story house 

Build Siege engines 

Intelligence 
5 BP 
Yes 
None 
Yes 

This skill allows a character to create rdatively accurate 
maps. This skill requires parchment, quills and ink. I f the PC 
fails to purchase these items, prevent them from making any 
attempt at mapping the dungeon. (Remember that parchment 
is D'!ffimable and PCs could easily lose their map in a Fueball.) 

Note that p layer characters Unskilled or with Novice mas
tery of Cartography should NOT be allowed to use graph 
paper when mapping dungeons! Those of Average mastery 
should not be allowed to pester the GM with repeated ques
tions - give the dimensions once (if they complain, tell them 

they had better improve their skill). Fmally, if a PC can't see 
(e.g. he's in total darkness), he can't map. 

Mastery Level 

Unskilled 

Novice 

Average __ 

Advanced 

Master 

The character can ... 

Draw a 5imple map of 1100,,,,,;;;;;;C;iOd:hne;-,1 
("turned left tter.. went down a corrldor 
While. room here") 

Draw a rough. 5imple map 

Drawa lriy accurate map 

Draw a very accurate map 

reate a topographical map while airborne 

Figure longitude. map continent-sized mass 

Cilmbing/ Rappeiling 

Relevant Abilities: Strength and Dexterity 
Cost: 6 BP 
Universal: Yes 
Prerequisite: None 

Characters use this skill to climb or descend trees" ~:~;~~:;;!~ 
and fences, as well as rock walls. With a 51 

Climbing/Rappelling skill check, the character succeeds 
climbing the object. H owever, if the object changes s;"gnil>\ 
candy (such as a cliff face changing from srurdy rock to 
sha1e) or the character changes direction, he must make 
er Climbing/Rappelling skill check for this new task. On 
failed skill check, the character can cllmb no further than 
fourth his intended distance. A second failed skill check 
lowing a first failed check) means that the character loses 
grip and falls. 

Lesser skilled characters may find rope or climbing pitons 
be extremely useful, depending on the o bstacle d iO'lbed. 

Mill5tery Level The character can ... 

skilled --, Climb ladder, climb trees with many branches 

Novice 

Average 

Advanced 

"'pert 

Master 

DIfficulty 

rivial==== 
Easy 

Difficult 

v.rt OOfIcult 

Climb the side of a standard building that has 
many protrusions 

Climb 11 masonry .wall 

Climb a rough rock wa ll 

Climb a sheer cliff without rope: or pitons 

Climb a smooth wall 

£)(ampies 

Using"."I~.d=O' 

Using a knotted rope 

sing an unknotted rope, using pitons 

Climbing without aid of rope or tools 

Climbing without aid of rope or tools on a 
slippery surface 



Gooklng/ Baklng 

Rdevant Abilities: Intelligence and Wisdom 
Cost: 1 BP 
Universal: No 
Prerequisite: None 
Materialsrrools! Yes 

With a successful CookinglBaking skill check, a cook can 
make: nutritious meals out of just about any ediblt! substance 
:and can produce hot meals even out in the wilderness. A failed 
check means ma[ the character's food is disgusting and inedi 
ble. Cooking 3 meal generally takes no more than an hour, 
.although the preparation of ingredients and dishes may take 
several. 

Why would anyone purchase this? Cost, my friend. Standard 
n.tions cost money and iron rations (readY-la-eat) are very 
expensive. Being able to take advantage of "found" sources of 
nutrition can also be invaluable when rations run low. 

Contrary to the inherited wisdom of a freeze-dried. ready
made society, cooking is not opening a can of tuna and adding 
It to the noodles and flavor pack in that convenient cardboard 
box. A skilled cook can make a tasty rat stew from, well, those 
rats you just kilJed. Though hardly appetizing if you think too 
much about it, it's enough to fuel the body and keep the dun
~on crawl progressing. Really, it is. 

The character can, .. 

~_~~:::-il~_::~~basicfryfng.roastJngandcookJng 
Average Make cakes Of pies; bake bread; 

properly preserve meats and fishes; 
supervise unskilled helpers 

~~~!:::=I ~Pro;o,;perly'!!i:! ..... ~ rve fruit a",c;d--.."...== bl", 
Expert Prepare gourmet meals to Impress ordinary 

folks 

",..,.;;;;;;.,;;----., 1&;;:;;;",;;-;g~o~u7.";;;;;n.t meals fit for the highest roy-
'-____ -"=(klngs, quee;;;' ;:.'i __ 

Examples Difficulty 

",... Preparing a meal in a proper kitchen with a 
____ .. weH stocked pantry 

Easy Preparing a meal on the trail with adequate 
food stores 

Ii¥;;o .. --, reparin~g ",.,. ... =:n"'m game and locally 

Difficult 

_ ... ,g;;ther<d= .... roots and berries 

Preparing nutritious and tasty meals from 
unfamiliar wild sources 

Preparing nutritious and taSty meals from 
vermin (ra!',. Insects) 

Gurrenl Allalrs 

Relevant Ability: 
Cost: 
Universal: 
Prerequisite: 

Wisdom 
2 BP 
Yes 
None 

This skill helps a character know the goings-on in the world 
around him. He tries to keep informed of all the latest devel
opments in any region . The information obtained is always 
publicly available knowledge and never secret or classified 
infonnation. With a successful Current Affairs skill check, the 
character successfuUy asks questions and learns infonnation 
about the local area. On a failed check. people either don't 
know or refuse to answer the character's nosey questions. 

Unskilled characters have access to local rumors as would be 
expected. Those with Average mastery should receive twice the 
ordinary amount of rumors while those of Expert mastery 
know all local rumors if they seek them out. In addition, those 
with Advanced mastery or above may check the veracity of any 
rumors they encounter by having the GM roll a [secret] skill 
check. If successful, the PC identifies a false rumor. 

Mast..-y lA!vel 

Novice 

--
Advanced 

The charact ... can", 

In his local local rumen; 

Names and faces of prominent local citizens, 
major local developments (I.e. 10 mile radius) 

I~-whom 1oc.1_..-_._ 
, ma.tor developments CNef • IIrge 

lrea (le. about a 50 mile 1'IdIus) 

Political leanmgs/ailiances of prominent local 
citizens; maJor developments over a great area 
(Le. about a 200-mlle radius) 

n <: ro'"kal Ie,nlngslaltiances of t dtJ~ 
~s of the kingdom; major dewlcpnents 

____ ..... Ouge ........ 600mlle_ 

Master PolitICal leanings/alliances of promlnentcltl
zens throughout the civilized world; major 
developments In the whole known world 

Diploma", 

Relevant Ability: 
Cost: 
Universal: 
Prerequisite: 

Charisma 
4 BP 
Yes 
None 

A character can use this skill to attempt negotiations. nus 
can range from something as localized as convincing a small 
band of goblins that it's in their interest to allow the PCs to 
leave their territory no more harmed than they already are to 
Byzantine secret treaties between rival warring kingdoms. 

S9 



A diplomat knows when to compromise and when to take a 
hard line in order to get what he wants. A skill check is 
required if a character entreats any person or group. 

A successful roll means the person being negotiated with 
reacts favorably to the character and his offer. ubsequent skill 
checks may be required for an evolving or extended duration 
relationship. A failed check, naturally, means that the charac
ter's diplomatic efforts were unsuccessful. 

Note: There should be a -20 ~na1ty to the skiU check if the 
diplomatic effort must proceed through a translator (increase 
the penalty to -50 if the translator is very, very bad ... ) 

Difficulty Exampl.s 

t!!!'I'1!C::::--' ~tlng for a very likely result 

Easy Negotiating for a plausible result 

~"'":i'=-:::J IfB~ otiating or a possible, if untlkely, result 

Difficult Negotiating for a very unlikely result 

N<i;;;>~tir;;ng ~ ludicrous/outlandish result 

Disarm Trap 

RcJevant Abilities: Dexterity and Intelligence 
Cost: , 6 BP 
Universal: 
Prerequisite: 
Materialsffools: 

No 
None 
Yes 

Disarming traps is highly dependant on the O""""",er'.: 
knowledge and aposure to mechanical traps. The greater 
breath of subject matter, the more successful he'll be in 
abling identified traps. Obviously, he must identifY a trap 
before he can set about disarming it. "False Positive" traps art 

handled in the same manner as 'real' traps except that since 
trap actually exists, it won't go off. 

Disarming traps is subject to the same uncertainty as identi
fication thereof in that a thief may falsdy believe he's disarmed 
the device. 

Skill Check 

Fail by less than 20 

20 or more 

Disguise 

RcJeVllnt Abilities: 
Cost: 
Universal: 
Prerequisite: 
Materialsffools: 

Result 

Trap dfsarmed 

PC fal sely believes trap to be disarmed 

aware he lias not disarmed the trap 

Intelligence and Charisma 
4 BP 
Yes 
None 
Yes 

While any character can use this skill, a character well versed 
in the art of disguise can alter his appearance to be totally 
unrecognizable. There are, of course, common sense limits to 
this skill. A balding, fat, middle-aged dwarven innkeeper is 
going to have one heU of a time disguising himself as an elven 
prostitute (sorry, 'dancing girl'). 

In general, the limitations listed on the foUowing chart note 
how much a character may change his appearance. 

Appeannce Olsguise Potential 

/·25% of actual height 

Weight +/-50% of actual weight 

s.;; Maleor~1e 

Hair Any color 

COlo< 

Complexion Any color 

ada FfltuI'M • 



A success means that the character's disguise is accurate, 
while a failure means that the character believes that his dis
guise is perfect - when actually it is nor. Looks cannot be 
improved by means of this skill (though a high Looks ability 
score may be concealed). Obviously, the ability to speak the 
language of the person you impersonate is not granted. 

The character may need to purchase special dothes or other 
materials (padding for stomach, false wigs, etc.) depending on 
his disguise. 

Mastery Level 

U~ 

Novice 

Ave-age --Advanced 

The character can ... 

Appear as a relative of the same race, sa:. and, 
age category ili 

Appear as another individual of the same race, 
sex, and age category 

Attet:~parent sex or apparent age 

Alter one's apparent race 

Expert _ '"' Perform multiple combl~~ above :II 

Master Impersonate a specific individual 

Difficulty 

'Tn 

-Easy 

A¥er:?,e 

Difficult 

Examples 

FoOling someone totally ignorant of the 
race/speCies you are impersonating (e.g., 
pretend to be an elf tb peasants who've 
nevee semt an elf) 

Fooling someone who does not approach 
closer than 30 feet 

Fooling someone with casual c;ontact -Fooling someone you must interact with at 
length 

\V~e;;,,;l)illl!!.-- FoOling someone from the same race, social -
Dlslractlon 

Relevant Ability: 
Cost: 
Universal: 
Prerequisite: 

statuS and geographical ~~:~g~?und 

Charisma 
1 BP 
Yes 
None 

\ Vith a successful skill check, everyone within 40 feet must 
~k at the distracting character and suffer a delay to their cur· 
ICltt action. Other characters that know about a particular dis
mcrion before it occurs may ignore it with a successful 
opposed Resist Persuasion check (with a +20 bonus to the roll). 
On a failed skill check, the character fail s to distract his targets. 
If he fails his check by SO points or more, he unfortunately 
mstracts those who expected the distraction in advance (if any). 

Using this skill creates a loud spectacle. The individual using 
mis skill may not be engaged in a fight or chase. 

Mastery level The character can ... 

n Make others glance at him 
(suffer a 1 second penalty) 

No .... ice Make others look at him briefly 
(suffer a 1 d2 second penalty) 

,;;;;;;;Z;.-- - ... Make others look at him' momentt 

Advanced 

Master 

Divine bore 

Relevant Ability: 
Cost: 
Universal: 
Prerequisite: 

(suffer a 1 d4 second pen"a"Ity,,)_~ 

Make others stop their actions and look at him 
(suffer a 1 d4+2 second penalty) 

Temporarily engage a person's undivided 
attention (suffer a ld4+6 second penalty) 

Wisdom 
10 BP 
No 
None 

A person versed in Divine Lore has received rudimentary 
training in faith-based magic. As such, he is capable of perus
ing clerical writings, scrolls and other religious items and can 
learn the nature of their contents. 

Clerics gain sagacity in this subject whenever they attain a new 
level (gaining +3 skill points each time), but any wise, dedicat
ed student may pursue this body of knowledge. 

Identifying Religious Icons: This is a fundamental of Divine 
Lore and is thus an Easy difficulty skill check. One can exam
ine objects and determine if they bear a sacramental affiliation 
to any known religion. 

IdentifYing Spells: Characters viewing the physical manifes
tation of a spell can identify the incantation with a Trivial skill 
check (e.g. one could immediately spot a Divine Servant and 
know what it was). Note that trus does not allow you to ignore, 
for example, the restrictions imposed by an Indifference spelL 

If one can observe a cleric casting a spell (requiring full con
centration and seeing the process from beginning to end), an 
Average difficulty skill check reveals what he's about to cast. 

Identifying Magic Items: Divine Lore can be used to iden
tifY the magical properties of an item restricted to clerics. This 
is always a Difficult skill check (made Very Difficult if precau
tions are taken to avoid exposing oneself to possible repercus
sions from a cursed item). 

At least a full day of study is required before attempting a 
skill check (e;c;ceedingly powerful hems may require a week or 
more of study). If successful, Olle property of the item is 
unveiled. 



Deciphering Clerical Scrolls: Clerical scrolls must be deci
phered and understood before they may be used. The speed at 
which a reader can perform this task is dependant on his 
Divine Lore skill. 

Skill Chuk Time slMnt with Document 

Difficult Check 

Check 

Easy 
I 

10 , 
2 hours 

1 day 

Fortnight 

3 monthS 

Failing a skill check does not mean that the character cannot 
ever read the clerical scroll, merely that he must spend addi
tional time with the document before attempting another skill 
check (albeit at a cumulative -15 penalty). 

Once deciphered, a character is fully aware of what spell 
appears on the scroll and may verbalize it to enact the magic. 
Mter being read aloud. a clerical scroll disappears in a cloud of 
incense. 

Elscape Artist 

Relevant Abilities: Dexterity and Intelligence 
Cost: 4 BP 
Universal: Yes 
Prerequisite: None 

This skill enables a character to escape from shackles, ropes, 
nasty tentacles, man-catchers, constrictor snakes or other 
immobilizing confinement. This is usually accomplished by 
using deep inhalations or muscle tensing when confined (so 
that the ropes or tentacles loosen when the body is relaxed), 
temporarily dislocating a joint or similar action. The escape 
artist requires a full round to attempt this skill. 

With a successful skill check, the character escapes his 
bonds. On a failed check, the character remains trapped and 
may not reattempt an escape. 

Fast Talklog 

Relevant Ability: 
Cost: 
Universal: 
Prerequisite: 

Charisma 
2 BP 
No 
None 

Fast Talking permits someone to IrutJ.ate or respond to 
inquiries with a confident, rapid-fire flurry of seemingly valid 
jargon and B.S. meant to confuse the target. This gains the fast 
talker a bit of time to take an action such as slipping past a 
checkpoint or running from the encounter. Attacking the sub
ject of one's fast talking immediately dispels their confusion . 

• 2 

Mastery Level The character can ••. 

gain ld4p secoll<1s in which to act - ~ 

Average gain 2d4p seconds in which to act 

IDC_""""--...... ~6p seconds In which to act 

Expert gain 4d12p seconds in which to act 

So confuse the recipient tharhe simply cannot 
figure c.M:wnat happened aM goes back to 
his for'JMt' ~ thinking the lncident was 

.... ____ .... odd but legitimate 

Flre-Bulldlog 

Relevant Ability: 
Cost: 
Universal: 
Prerequisite: 

Wisdom 
2 BP 
Ve, 
None 

A character with the FIre-Building skill knows seve.ral waj'l 

to start a fire. This may be a vital skill because torches and 
lanterns are not equipped with an electronic ignition nor dD 
they ignite when rubbed against a rough surface. 

With something to set alight and a few sticks of dry wood, 
grass, straw, moss, tinder fungus or pages torn out of someone's 
spell book (plus a successful skill check), he can start a fire in 
2d12 minutes (3dU minutes for Difficult or higher checks). A 
failed check indicates the character is unable to start a fire. 

Mastery Level 

UnsklW 

The character can ... 

Ignite a very flammable objKt (l,e. a torch 
lamp wick) with the use of flint and st 
(when,;hlf!n;JS no r--Indl 

Novice Start a small fire with dry tinder and flint and 
steel, or above in windy conditions 

fvtmlge --, tart a smal1 frre with dry tlnde~, a7.~7'Y-stlcks 
~ Ito rub together 

Advanced Use above methods with damp materials 

Master 

First Aid 

Relevant Ability: 
Cost: 

~ met~wet matertalS ' 

Use above methods with wet materials in 
atrocious conditions (rainstorm, blizzard) 

Wisdom 
4 BP 

Universal: No 
Prerequisite: None 

I 

This skill allows the character to properly tend to the sick and 
injured. While some basic medical knowledge is inherent in this 



skill (to the extent such can be said to exist), the character's role 
is to provide an optimal environment to fucllitate the patient's 
0\'ITl recuperative abilities, by monitoring the patient and tend· 
ing to his needs as required. The most basic need for any patient 
is food and drink. TIl(: nursing character ensures that the injured 
party is drinking sufficient fluids and provided with food that he 
can keep down (and in fact does so). Additional responsibilities 
include changing bandages, keeping watch for infections and 
a cessive bleeding and applying cold compresses to relieve fever. 

trrst Aid providers can also perform critical care (a.k.a. battle· 
tidd medicine). If they can tend to a wound within an hour of it 
being inflicted (and make a successful Average difficulty skill 
check), thelr palliation restores 1 hp of damage from that 
\\'Ound. Note that each individual \~'Ound may only be treated 
once· if the remedy is botched no subsequent aid is possible. 

Injured characters under the care of a Frrst Aid provider (of at 
least Novice mastery) heal their wounds Significantly faster. 
redUCing the nwnber of rest days required by one per category (a 
full day cannot be reduced below 1). 

For UIlmp/~, a 4 Hit Point wound ordinarily takes 10 days 
4+3+2+1 - 10} to heal. A Finf Aid provider ran rtduu this 107 

Jays (3+2+1+1 -= 7). 

When a caregiver becomes a Master of First Aid, he reduces 
the number of rest days required by two per category and can 
fractionalize days at the end of the healing process. 

A Master oJ Fin! Aid ton rtdutt 0 4 Hit Poi"t 'WCund from 10 
days to only 3-!4 days (3 days and 18 hours (2+1+'A+'t '" 3.lJ days). 

Mastery Ll!vl!l The (haractl!r un ... 

1Il::::i::o"'---"'~eniI="'to Injured characters such that their 
wounds heal at a faster ratl!; critical care 

______ .1 ,requires 10 minutes/wound 

Average Stabll1ze a character knocked unconscious 
from trauma; critical care requires 6 
minutes/wound 

Function as a midwife to deliver children; 
diagnose Injuries; ( rit ical carl! f@Quires 

.... _____ 4 mlnuteslwound 

Expert Properly set broken bones; amputate limbs; 
critical care requires 3 minuteS/wound 

• -, 1I1ze herbal es to heal wCi'Unds at a 
"_____ I fast rate; critical care needs 2 min. per wound 

f orllery 

Relevant Abilities: 
Cost: 
Universal: 
Prerequisite: 
Materia1sff ools: 

Dexterity and Intelligence 
8 BP 
No 
literacy 35 or better 
Yes 

This skill enables the character to detect forgeries and dupli· 

cate documentslhandwriting. On a successful check, a forgery 
passes as genuine except by other chancters who are intimate· 
Iy familiar with the genuine article or by other persons with the 
Forgery skill. On a failed check, the forger 's work is so shoddy 
that it cannot pass examination by anyone. 

Forging a signature takes Id4 hours of practice, while forging 
a long document takes 4+4d6 hours. FOrging a document with 
one or more stamps and seals takes 4+4d6 hours plus anocher 8 
hours for each new stamp or seal chat needs to be crafted. Each 
stamp or seal also requires its own Forgery skill check. 

Persons with the Forgery skill may examine a document to 
learn ifit is a forgery. This check depends upon the skill check 
with which the forgery was made, as noted on this chart: 

Itl!m Is a ... Dls(ove rad by •... 

ovke rlvlal check 

Average forgery Easy check 

Averagl! check 

Expert forgery Oiffkult check 

"'-Y '!'Y 0Ifficu1t check 

This skill may be combined with Artistic Ability to forge 
artwork (a successful check is required for both skills). 

I\i;;t:;----., l'Ax;;;_:;;:;;;'n~t"he~auth;;;';;;entlcjty of any document; 

Average 

anced 

Expert 

.... 

Gambllnll 

forge a signature 

Forge a short document (e.9., military orders) 
with handwriting not specific to one person 

Forge a short document where the handwrit· 
Ing is spedfk to one person; forge a simple 
seal or stamp' 

Forge a long document where the handwrit
ing Isn't specific to one person; forge a com
plex seal or stamp 

Forge a long doc=u=m~ ... =n~t "'where the handwrit
ing is spedfk: to one person; forge a highly 
detailed SftI or stamp 

Relevant Abilities: Wisdom and Charisma 
Cost: 1 BP 
Univenal: 
Prerequisi te: 

No 
None 

This skill allows a character to win games of chance far more 
often than the odds should allow. When engaged in a game of 
chance where skill and strategy contribute to the chance of 
success (j.e. , craps or poker), each participant should roU d% 
and add his Gambling skill mastery to the tally. The highest 
number is the winner. Games that require some measure of 
physical adroitness (like darts) do not benefit from chis skill. 

., 
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Geology 

Relevant Ability: 
Cost: 
Universal: 
Prerequisite: 

Intelligence 
2 BP 
No 
None 

A geologist is a specialist in the composition of the earth. H e 
can put his skills to work in identifYing likely locations of pre
cious metals, gems, metal ores and coal. 

MastHY Level 

Novice 

The character can ••• 

Identify minerals (e.g., he can correctly identify 
garnets or tourmaline on sight and know that 
these are used as ornamental stones but could 
not begin to estimate a value) 

J ex.mine m1ne(f~ to det~1tp;;:ious 
lis p,~fdtndfy natural or man-made 

oglcal ha!atds tpossible rockslides, ava-
. es, unstable awes, etc.) _____ _ 

Advanced examine rock strata In-situ (I.e. in a subter-
ranean tunnel) to determine if veins of pre
cious metal or likely gem-bearing rock are 
present; locate groundwater to facilitate well 
drilling 

"'pert..---- "e,OC""C:CLfrii"~~'C"'=<f",cce rock strata~det~ 
elns ofprKious metal a W ~ prese~ 

Character has generalized knowledge that can 
identify likely areas to discover any mineral or 

Master 

metal 

Glean In'ormallon 

Relevant Abilities: Intelligence, Wisdom and Charisma 
Cost: 3 BP 
Universal: 
Prerequisite: 

Yes 
None 

This skill helps eavesdrop on others and home in on secretive 
information. Less discretely, a character can accomplish this by 
talking direcdy to the person he'd like to get information from. 
He can pick up clues that may help him learn such things as a 
guard patrol schedule or generallocatioll of a thieves' guild. The 
possibilities are endless. A skill check is reqUired when the 
character wishes to learn speci£c secrets or rumors. 

Since this skill depends on a network ofinfonnants and con
tacts, the character is at a disadvantage when in a territory not 
his own. ("Territory" refers to his regular base of operation - a 
village, one neighborhood of a city or even a small fiefdom.) 

Any rime a character needs to make a Glean Information 
skill check. he must make a small investment of money for 
drinks. bribes and so forth , or suffer an additional +15 penalty 
to the check. A typical effort lasts Id4 hours and costs Idl0 
silver pieces; this money must be spent whether or not the 
desired information is found. (If the information is still 

unknown, the character can continue his search the next day, 
spending more money and making another check.) 

Mastery Level The character can ... 

~lJri5~~~n~==::::I~ean factS well·known to~m;;;;;o;;"'oc;;;;.ik"--''1 
Novice Glean vague rumors 

~~~C:~""I~GE~~e~,~gene~lru~ 
Advanced Gather more specific information of limited 

scope 

"'pert 

Master 

Difficulty 

rivl 

Easy 

Difficult 

lPleCe'" tOgether varlous seemingly unre at 
rumors and snatches of conversation to gaitl_ 
sketchy answer to a partlCl.dar line of inqUf;y 
the PC 1$ putsWlg 

Piece together various seemingly unrelated 
rumors and snatches of conversation to gain a 
dear answer to a particular line of inquiry the 
PC is pursuing 

Examples 

~ information from a family member 

Gleaning information from a friend or ally 

Gleaning Information from a st~nger/gliard 

Gleaning information from a member of a 
hostile race, tribe or kingdom 

~"'Y;Y;jjjjitiii .. -, iGleanl~ formation from a sworn person
al enemy; gleaning information from some
one who speaks an unintelligible foreign 
language 
~~ 

Hiding 

Relevant Abilities: Dexterity and Intelligence 
Cost: 6 BP 
Universal: 
PreJ'equisite: 

Yes 
None 

A character uses this skill to hide from a casual observer using 
available concealment andlor cover. In essence, he tries to 
remain motionless and crouched down or prone, so as not to 
draw attention. Unless he hides behind total concealment, how
ever, he may still be visible to the careful observer. 

Difficulty Examples 

&;;;'Iv~.;;;;.1 ____ • ,Hiding rn:"~coro""tt"e darkness; 100% cover 

Easy 90% cover; very poor lighting and some 
cover 

1Ili!i~::---:1 jVery poor lighting and no cover 

Difficult Torchlight and some cover 

r<;;::=OIfficuIIOiii ""k"-'" '''o''rc~ih:iH"'g=<htand some shadows 
~ 



Hlslory, Anclenl (specUy Iype) 

RelC\'afl l A bility: 
Cost: 
Universal: 
Pre~quillite : 

Intelligence 
1 BP 
No 
None, but cannot advance past Average 
mastery without Uteracy 20 Of better 

The character knows certain specifi c legends. lore and histo
ry of:a particular time and place. Just as a mooc=m historian 
might specialiU" in the Late Roman Empire. the Akkadians or 
the European High ~Jiddlc Ages. 50 a HackMaster historian 
might specialize in the human migration from Svimohzia, 
Kalamar', Age of Great Anguish or the rise and fall of early 
eastern Brandobia. 

As a simple guide. choose a 300 to 500 year period (e.g. the 
last 300 yean, 500 to 1.000 rem ago, t ,OOO to 1.500 yelll'$ ago, 
etc.) and one particular nation/ region (t.g., Brandobia. the 
KahlmlU1ln Empire, th e dwarf kingdom of Karasta, Reanaaria 
Bay. the Svimohzish Isle, the Wild Lands or me Young 
Kingdoms), 

This skill gives the character familiarity with m~ principal 
historical cvems, lcgends, personalities, conflicts. places. battles. 
developmems (scientific, cultural and magical). unsolved mys
teries, crafts and oddities of the time period chosen. The char
Jcter can recognize things he encounters from that agt with a 
,uccessful skill check. 

Idenllly Trap 

Relevant Ability: 
Cost: 
Uni~nal: 

Prerequisite: 

Wisdom 
16 BP 
No 
None 

There's one sure way to find a trap and that's to set it off. For 
all but the most benign and comically oriented traps, this is a 
situation best to be avoided. 

Identifying traps involves a minute examination of the 5Ub
jea article (be il a chest. door or section of floor). The thief 
looks for incongruities or oddities in the item. especially near 
hinges or moving parts. Great care must be ~en lest the 
investigator unexpected1y discover a trap by setting it off. 

With increasing skill. me thief gains ~ to a broader 
variet}' of trap mechanisms and thus can detect tbeir presence 
more easily. 

Identifying tnops is never a sure thing. Instead of a simple 
yes/no skill check. there are four potential outcomes: 1) suc
cessfully identify if a trap is present; 2) mistakenly identify a 
trap where there is none [false positive); 3) mistakenly identify 
that no trap is present when one exists [false negative]; and 4) 
llctiV3te the trap. 

Skill ChKk 

Fail by less than 30 

RHUlt 

False negative or false positive when a 
trap is present 

""""=30'-::"'~m= .. ==.'--- ~te a trap If one is prMent 

Inlerrollallon 

Rele.vant Abilities: 
Cost: 

Univusal: 
Prerequisite: 

Wisdom and Charisma 
5 BP 
V.s 
None 

A character uses this skill to persuade uncoopenoti\'t people 
to revnI information against their will. This generally invoh,'U 
the use of threats, coercion or other such methods (though nOI 

physical torture). A successful opposed skill check is necessary 
(the subject of the interrogation uses his Resist Persuasion skill 
to counter). 

If the roll is successful. the person tells what the character 
W2JlIS to know, that is. if he actually knows. A failed check 
indicates that the target refuses to teU the character what he 
knows. Only one attempt may be made per target. per day. 



n 

Novice 

The char.cter can •• _ 

p;iiiiiln'e that the target knows something 
nd refuses to tell 

Convince target to tell a secret that has no 
consequences for himself 

r.A~_=oge""---' I~;~target to tell. secret with almost no 
I! nces for htmseff 

Advanced Convince target to tell a secret with inconven-
ience fOf himself 

E;;;;;.----., vince ~ to tell a seaet with major 

Master 

~=;::ience (death and torture) for self 

Convince target to tell a secret with major 
Inconvenience for himself and fami lylfrlends 

The character with this skill has learned to speak a particu
lar language. A successful skill check indicates that the char
acter is able to speak and understand the language, while a 
failed skill check m eans that he has forgotten the correct wordl 
- or cannot understand the words. For convenience's sake, you 
can use the chart below to judge: the level of communication 
possible by the character. 

This skill is universal for the character's native language 
(such as Dwarven or Kalamaran). All characters receive: skiD 
mastery equal to [37 . (lNT score x2).d2Op 1, in this native: lan
guage. Naturally, they may improve this funher. 

Typical language choices include: Dwarven, E lven. H aliling 
and raciaVregional human languages (Brandobian, Dejy. 
Fbokki, Kalamaran, Reanaarese and Svimohzish), as well as an 
international trader's language known as Merchant's Tongue. 

Intimidation Mastery l evel The character can ... 

RelevantAbilities: Strength and Charisma 
Co st: 2 BP 
Universal: 
Prerequisite:: 

Yes 
None 

C haracters use this skill to cause o thers to back down in a 
contest of wills, to make others afraid to fight or to help with 
Interrogation checks. A successful opposed skill check is nec
essary (the subject of the intimidation uses rus Resist 
Persuasion skill to counter). If the Intimidation skill check is 
suca=ssful, the character gains a .10 bonus to a subsequent 
Interrogation skill check against the intim idated individual. 

Mastery level 

Unskil 

Novice 

Advanced 

Master 

The character can ... 

Can nee target to temporiOly 
when there are no consequences for himself 

Convince target to back down when there are 
no consequences for himself 

Convince target to back down when there .. 
aimosl: no consequences b hlmself.;;;. __ .... 

Convince target to back down even though It 
means Inconvenience for himself 

Ince targtt to back doWri ewn though It 
mea.ns major inconvenience (such as death 

torture) for himself 

Convince target to back down even though It 
means major inconvenience for himself and 
his family/friends 

Itanguage (speclly language) 

ReJevam A bility: 

Cost: 
Universal: 
Prerequisite: 

Intell igence 
2 BP 
No (yes for native language) 
None 

""..,~---., I<Spoa='~k~.7irewo;;;;~,~ommon words correctly and 
understanding what they mean, abil ity to 
communicate 15 limited 6nd I1'H.Ist be 

... ~ ____ .... :~.u~.~m~ented by pantomime 

Average Communicate in the language, vocabulary is 
limited and idioms are difficult to decipher, 
pronunciation is frequently non-standard and 
may require many repetitions to comprehend 

~AdvidV._"'iijr--1 ~pe;iiiiond;nauunderstand mOSt normal topics of 
conV@l'sation, non-native speakers retain a 
ptOnounced.unt while native speakers 
utilize non-standard pronunciation, grammar 

'-_____ .... andlOf inotdinate use of epithets 

Expert Speak and understand conversations, 
non-native speakers have only a slight accent, 
natives use standard pronunciation and 
grammar 

1iIil;;;;;;----., I'i';; .... ;;,".uency.;;;;;~~-';;;:~ h pattern corresponds to 
... _____ ... ,~"'~.~I~of~Ihe~~hIgh""' . , elite or noble classes 

Iteatherworklng 

Relevant Abilities: 
Cost: 
Universal: 
Prerequisite: 
MatcrialsfI'ools: 

Intelligence and Dexterity 
, BP 
No 
None 
Yes 

The character wich this skill can treat leather to craft cloth
ing and other items (e.g., backpacks, reins, saddles, saddlebags). 
Of course, the chantcter must have leatherworking tools (e.g., 
awl, hammer. knife . needle, thread, measuring tape) and mate
rials (leather) to do so with proficiency. 

It takes up to l d4 hours to create Easy items, 4.1d4 hours 
for Average item s, one day for Difficult items and 4. 1d4 days 
of work for Very Diffi cult items. O nly after this time does the 
leatherworker make his skill check. 



On a successful skill check, the character manages to repair, 
craft or otherwise use his Leatherworking skill to full effect. A 
failed result indicates the work was botched or flawed in some 
way and the resulting piece is worthless. 

Mastery Level 

Novice 

The character can ... 

L lUtherworkl"9 tociISand equipment; 
L.. _ __ -"~_ .. m' 
Average Craft simple leather objects (straps, bands, 

bags); supervise apprentices or helpers 

i'i'"":::t; •• "nc"<"'::?~-" Craft stanaard leather objects (bags, saddle-
bags, backpacks, etc.); craft smaH pieces of 

.... ____ ..111 ~Iothlng {hm,~c.J; tan and neat leather 

Expert Craft complicated leather obJec.ts (leather 
armor, harnesses, saddles, etc.) 

""",,""-~~"lrCra'ft any leather object with intricate emboss· 
__ .. Ing so that [t is bom functional and decorative 

1""lenlng 

Relevant Ability: 
Cost: 
Universal : 

Wisdom 
6 BP 
Yes 

Prerequisite: None 
Characters use this skill to focus their sense of hearing. Any 

time a character stops to carefully listen in order to "hear some
thing," he gets a skill check to do so. 

For example, a character might hear an approaching enemy. 
whispers in the darkness or the hissing of a s7lake locked i71 a chest as 
(1 guardian. 

The GM may also roll this skill check any time there is some 
subtle noise that a character might hear (even if the character 
did not specifically state that he is using this skill). If the char
acter succeeds at his skill check, he hears the noise. A failed 
check within 20 points ofrus mastery level leaves the character 
with the false impression that he 'heard something' (as does a 
successful check when there's nothing unusual for him to hear). 
[f he fails by 20 points or more, he hears nothing. 

blleracy (specify language) 

Relevant Ability: 
Cost: 
Universal: 

Intelligence 
4 BP 
No 

Prerequisite: None 

The character can read and write a single language. There 
must be someone available to teach the character for him to 
earn his first tally. 

Mastery Level 

Average 

The character can ... 

Read and generally comprehend documents 
for a general audience, writing [s rife 

_ .speiHng and grammatical errors 

Read and comprehend documents meant for 
a general audience, wri te documents with 
occasional spelling and grammatical errors 

r.A~dv';;;;anc;;;;od;;r--"'II ·\,",,",,~aa~~ ;;;;: ~r,:_;;;;;;prehend difficult technical and 
tac.itdeml(works or documents written in an 
~~clent ~~f the language, write docu-

'-____ _ 1 ~ents frti ofspeUlng and grammatical errors 

Master 

Know the complete lexicography of the cho
sen language 

ave a fUlf philological comprehension of the 
uage With understanding of its origins, 

'-____ ~d 'h;;;'or. y and litetaty traditions _ 

bock PIckIng 

Relevant Abilities: Intelligence and Dexterity 
Cost: 12 BP 
Universal: No 
PrerequiSite: 
Materialsn' ools: 

None 
Ves 

Lock Picking is the deft use of tiny 
piCks and levers to simulate the 
action of the designated key and 
thereby open the lock. Susceptibiliry 
to such manipulation is an inherent 
weakness of all locks owing to the 
fact that, to serve their intended pur
pose, they must open when the 
mated key is turned. Better quality 
locks employ more and higher preci
sion tumblers but this comes at rap
idly increasing cost. Such locks do, 
however, proVide a greater challenge 
to the would-be intruder. The 
GameMaster determines the quality 
of the lock. 

It takes ldl0p minutes of uninterrupted concentration to 
pick a lock. On a failed check, the lock is simply too hard to 
open and the character can't pick. this particular lock again until 
he improves this skill. 

Mastery Level The character can ... 

!~I:===J i!Pl~c~k a Shoddy quality lock 

Average Pick a Good quality lock 

vanc.ed 

Pick an Excellent quality lock 

pick a Superior quality lock 
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MathemalicII 

Relev1U\' Ability, 
Cos" 
Universal: 
Prerequisite: 

Intelligence 
5 BP 
No 
Literacy 30 or beneT 

A character with this skill has studied mathematics. 
Depending on his skill mastery. the character may also be 
familiar with difficult mathematics such as geometry and 
trigonometry or integral calculus, and be able to calculate com
plex equations. The Mathematics skill also confers a +5 bonus 
per mastery level to Carpentry and Cartography skill checks. 

Maitery Level 

Average 

The chan.cte r can perform ... 

Genera math (addition, subtraction, division, 
multiplkatlon) 

Geometry 

TrigonometJy. can perform coinplei 
~metrk estimations (accurately estimate 

_ .... "dl~.menslons or volume of an object) 

Algebra>. statistical analySiS 

Cakulus" (differential equations) 

*Readers may question the positioning of algebra as a more 
advanced form of mathematirJ than geometry and trigo71rmutry 
when the contemporary high school mathematics syllabus customar
ily plact! algebra first. These same readers. hOwe'UeT, neglect to retail 
that this is only an ;ntrotiuctory course and that algebra n follows 
courses in geometry and trigonometry. Historically. this arithmeti
cal system 'WQS de'INloped laler than geometry and pr()'lJided a means 
of precisely solving equations prt'IJiously estimated by geometric 
approximation. 

-No, it~ not an anachronism. Although Leibniz ;1 credited with 
its diIcovery in the 17th century. Archimedes developed a heuriItic 

form almost two millennia earlier. lind geeze louiJe, if a player has 
an actual usefor integral calculus in the game -let him do the math! 

Mining 

Relevant Abilities: Strength and Intelligence 
Cost: 2 BP 
Universal: No 
PrereqUisite: None 

Miners are skilled at tunneling beneath the earth. Novice 
miners do Little more than the backbreaking job of excavation 
and attacking s[Qne with picks and chisels. With greater expe
rience. a miner can act as a foreman and direct the labor of 
other miners. H e learns how to shore up tunnels for greater 
stability and to plan for drainage. Even greater mastery pennits 
the miner to excavate increasingly larger and grander subter
ranean areas and emurc their integrity by proper design. 

Hard rock mining is slow and grueling work. Miners 
only work an eight-hour shift before becoming ineffecti 
During this shih, a miner can excavate 2 tons of rock (about 
cubic feet). Soft rock mining (through loam, clay. coa1 or salt) 
allows a miner [0 be doubly effective. 

Mastery Level 

Average 

The character un ••• 

Excavate 25 cubic: feet day 

Act as foreman; implement rudimentry 
structuallmprovements (shoring up 
tunnels with beams) 

,.a,iv.;;;;:;r--- 'm~t draina~ .. =-""r.::n'""mines or other 
subten'anN1l works; route tunnels and 
passagew through stable rock 

Expert Design subterranean chambers up to 
30,000 cubic feet 

Master'---I"'" rr",,';;'~gn vaulted cavems and 
_____ construction of any size 

Examples 

-::JIe:iKtlnng a grade or slope in a passage 

Easy Detecting new tunnel/passage comtruction 

~~~::i::=-"'" Determining approximate depth underground 

Difficult Detect sliding/shifting walls or rooms 

Dtfftcult l!!iil~ngg5tonework. traps, pits and deadfalls 

Monllter bore 

Relevant Ability: 
Cost: 
Universal: 
PrerequiSite: 

Intelligence 
5 BP 
No 
None 

Players with this skill have accumulated a great deal 0 

knowledge regarding the myriad of foul creatures that prowl 
the lands ofTellcne. Whether acquired from the 'fairy tales' 0 

youth, 'taU ta1es' related i.n various ale houses, weird stories told 
by travelers or knowledge gained from books, the character has 
devoured any infonnation he could regarding monsters and 
their habits, strengths and weaknesses. 

A character with this skill should be allowed to ask one or 
more questions regarding any monster they encounter. These 
should take the fonn of "Is it vulnerable to certain spell s?~ or 
"Docs it fear fire?" Narura1ly, such questions are far easier to 

Mastery Level The character can ... 

___ -' Ask. one question 

Average Ask two questions 

~!!!~;r-~, :Ask Ihree questions 

Expert Ask four questions 

stet -, k five questions 



answer if the character has access [ 0 a library. At; such, any skill 
check where the character cannot consult rus books is Difficult. 

If a character makes his skill check. the GM should reveal 
the information to the player. Trus roll should be made secret
ly for if the character fails by less than 20, the GM should 
rdate false (and preferably dangerously misleading) infonna
tion. If the PC fails by 20 or more, he cannot recall anything 
about the subject. 

Observation 

Relevant Ability: 
Cost: 
Univenal: 
Prerequisite: 

Wisdom 
6 BP 
Yes 
None 

This skill focuses certain powers of observation - sight, 
smell, taste and touch. A GM may roll an Observation skill 
check for the PC any time there is something subtly askew that 
I. character might notice, even if he did not specifically state 
mat he is scrutinizing his surroundings. A failed check indi
cates that the character is oblivious until the thing is pointed 
out to him. Observation reveals only facts, not motivation. 

Mastery Level 

Unsknlid 

The chiltacler can .•• 

Notice 5 fa s strong 
colors. exdtied movement, obfect weighing a 

____ great deall6s or more than , etc.) 

Novice Notice major details (distinct smell, large tem
perature change, unsubtle movement, foot
prints in mud, etc.) 

.,.:C,ago=---''''Notlce small detaik (pkture''-'''''''''';;;;''''''= 
slight movement, footprints In dust, 
floorboard, small temperature change, etc.) 

Advanced 

Master 

PIck Pockel 

Relevant Ability: 
Cost: 
Universal: 
Prerequisite: 

Notice minor details (tiny splash of mud on 
robes, mild smell, object weighing barely 
more or less than expected, etc.) 

Notice minUte details"('_=="'su=.t""'~.~ on 
expectedfy rough texture, ~ of dust In iii 
particular shape. etc.} 

Notice miniscule details (objects arranged in a 
non-customary way but not askew or other
wise unusual) 

Dexte ri ty 
10 BP 
Yes 
No ne 

A character can use the P ick Pocket skill to steal small and 
accessible items from another person. Typical scenarios 
include the infamous 'cutpurse· where a small pouch is shorn 

from a belt or a 'bump and grab' where innocuous contact with 
a stranger in a crowd allows the thief to quickly filch an item 
while the mark is temporarily distracted. It should be noted 
that this skill might also be used to place an item into a pock
et or pouch. 

Because picking pockets i.nvolves close personal contact with 
the victim, it is not without potentially grave risks and is sub
ject to limitations. First, the target must be unaware of the 
thief. Trus does not necessarily mean that he docs not actual
ly see the thief, since it could (most likely) be that he is simply 
not aware of the hazard posed by the cutpurse. Rather, the truef 
must be seen to be an innocuous "face in the crowd." It is this 
that allows close approach. An infamous and well-known pick
pocket (surely a career-ending CUISe) would cause anyone he 
met to be on heightened alert and unwilling to allow him the 
close contact necessary to perform rus trade. Likewise, an ore 
in a dungeon (or any foe with hostile intent) aware of the 
thief's presence is not going to allow him to approach. 

Similarly, only small items carried in a pouch (to include the 
pouch itself) or within pockets of a garment may be lifted. The 
key is to pre~nt the 'mark' from noticing the theft. Items with 
considerable weight (such as a sword or a pouch concealed 
under several layers of clothing) are beyond even the best pick
pocket's ability to surreptitiously libet2te. 

A thief cloaked by magic overcomes many of the problems 
associated with the 'aware' target. Indeed. it is easier to 
approach the victim, and the magical effect affords the thief 
the time to plan his attempt rather than having to react as cir-
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cumstances dictate. H owever, the target is more likely to notice 
a completdy unexpected touch than he would if distracted by 
a slight burnp from someone in a crowd. 

As alluded to earlier, there are two measures to success. The 
first, obviously, is to gain possession of an item. The second and 
perhaps more important to the thief's survival, is for the victim 
to remain unaware of the attempt. A Pick Pocket attempt is a 
competitive dIDO roU with the thief adding his Pick Pocket 
skill mastery and the victim adding his Observation skill mas
tery. (Situational modifiers may also apply.) If the thief's 
adjusted roll is higher, he gains the item. Ifhe fails, but by less 
than 15%, the victim has not noticed the attempt. Failure by 
greater than 15% means than not onJy has the thieffailed in his 
Pick Pocket attempt but also that the mark noticed it! 

Difficulty Examples 

21!'i!:ii.:-~' ==:11 Vlctlm'l!lSliiOil 
Easy Victim is drunk 

• 
Difficult 

iii, 

-
Potier, 

(tim Is awake but dlstracted;Vlcdm Is In a 
large and bus~!!!:)g"s,~ _ 

Victim Is awake; victim is in a small and open 
gathering; victim knows character Is there 

·ctim Is alert and expecting trouble; victim 
can see character 

Relevant Abilities: Wisdom and Dexterity 
Cost: , BP 
Universal: No 
Prerequisite: None 
Materialsrrools: Yes 

A character uses this skill to create containers or decorative 
objects. It takes four hours to create an item less than 3 feet tall, 
six hours to create one 3-4 feet mll and twelve hours to create a 
larger item. Each piece must then be fired in the kiln for about 
one day before it is usable. M aking pottery requires that the 
character have a kiln and a pottery wheel, as well as materials 
(usually clay). A failed check indicates the work \\faS botched or 
flawed in some way and the piece is ruined. 

Mastery Level 

ovlce __ 

Average 

The character can .. , 

Operate potter's tools and equ! 
Craft plain, small objects (bowl, plate, etc.); 
supervise assistants 

c~Glcraft p&tri iimedium objects (vase, pot, etc.); L.___ -I craft decorative small objects -t!iih 

Expert Craft plain large objects (large vase, etc.); craft 
decorative small and medium objects 

--, P'frdecoratiVelatge objects; craft very deco-
u....;_ ..JI. ~ small and medium objects 

Re"dlng blplI 

Relevant Ability: 
Cost: 
Universal: 
Prerequ.isite: 

Intelligence 
2 BP 
Ves 
None 

The character can tell what other characters are saying, even 
if he cannot hear them. Of course, he must be fluent in the 
language of the observed speaker. On a successful skill check, 
the character discerns part of the conversation (because some 
sounds are much like others,lip readers never understand a full 
100%). The speaker must be mostly faCing the lip reader (at 
least a three-quarter view). If the skill check fails, nothing is 
learned. 

Mastery Level The character can understand ••• 

or two 

Novice About' 0% of the conversation 

~!!!!:::::=]~~~~O%!!of the "ConVersation 
Advanced About 50% of the conversation 

~i!!!!!:===]~~~7O%2S~of the conversation 
Master About 90% of the conversation 

Recruiting 

Relevant Ability: 
Cost: 
Universal: 
Prerequisite: 

Charisma 
3 BP 
Ves 
None 

Characters use this skill to recruit henchmen, hirelings and 
mercenaries or to ralse a mob to action. Of course, henchmen, 
hirelings and mercenaries must be paid, so it does not depend 
solely on the character's skill. However, if the pay is good and 
terms are fair, this character is able to recruit the best men for 
his adventuring party and convince them to swear an oath of 
loyalty to him. Mobs are temporary and need not swear an 
oath of loyalty. A skill check is required. 

If successful, the character convinces a particular person to 
sign on with him. A failed check means that particular pe~on 
refuses. This skill check may only be performed once per week 
on a particular target. 

Mastery Level The character can rec:ruit ... 

'~".ii1".""'. open *su~Sin home territory 
~~* " -Novice In home territory 

:--. 
Advanced In enemy territory 

Ei~!::==:l E:im~~i2:hostlle ~ 
Master From hostiles in enemy territory 



Rellllion (specify church) 

Relevant Ability: Wisdom 
Cost! 3 BP 
Univenal: Special-
Prerequisite: None 

This skill allows one to learn about a panicular religious 
fai th. Basic knowledge is the tenants of the religion. Further 
study pro"jdes a greater knowledge of the inner workings of 
[he church and the ability to quote scripture and prayers. A 
lI:I'eat knowh:dge effectively makes the character a religious 
scholar with the abillf)' to debate almost any issue of impor
ance to the church. Of course, knowledge does not presume 
bc=:lief. .. 

-'·¥irh regard 10 denes, this is CMsidfTed a unjfKTJo/ ~ill in softr 
~ their own deity is (fmrermd. Thai is. beginning elm.s rerd'/M Q 

",artery score i1l this skill equal to their Wisdom attribute. In addi
tum, they receive (for fret) 5 b01/UJ points in Ihis skiN ruery time 
(hey advanu a lrue/. 

Mastery Level 

Averilge 

The character has ... 

Basic knowtedge of chun::h's teachings 

Full knowledge of ·open' church doctrine 
including ceremonies, days of observance, ra I
ment, holy books (with the ability to quole 
selected passages) and local church leaders 

~
' rtlal knowledge of splinter groups and 
, Ics and reasons for saId, knowledge of 
regional extent of church and leadershIp, can 
quote ~ed doctrine 

Thorough understanding of religion's teach
ings, knowledge of heresies and Internal strife, 
full knowledge of church hierarchy (if possi
ble), can quote and recognize doctrine 

U;;;;;;;----'I fic;..,c.;;;-'at knowtedge of the religion to indude 
Internal politics. schisms. academic compre
hension of current doctrine and historical 

; [lroft<>enc,es/personalities. can quote and cross· 
refefence doctrine at will '--__ .I: 

Resist Peuull8lon 

Rdevant Ability: 
Cost: 
Universal: 
PrereqUisite: 

Wisdom 
3 BP 
Ves 
None 

Mastery level in this skill is indicative of a character's ability 
to resist V'J.rious persuasive efforts of another person. Any Ii me 
such persU<lsion would compel the character to either perform 
actions or reveal information undesired by the character's play
er, he can artempt to resist by making a competitive skill check 
\·ersu<; the form of persuasion being attempted. 

Rlddllnll 

Relevant Ability: Intelligence 
Cost: 4 BP 
Universal: No 
Prerequisite: None 

CharaclCrs with this skill are proficient at word games and 
verbal puzzles. When brivcn a riddle, they receive a dleck to 
automatically solve it (even ir the player can not do so himself). 
The GM sets the difficulty based upon the bminteaser's com
plexity. All capabilities provided by this skill :itt cumulath'e. 

Mastery Level The character can ... 

RtmembI!f d3 riddles (TrMal to solve) 

Average Recall 2·8 riddles (Easy to solve) 

~~~:!:::=]I~Rea§~1I23~-12 rid ei:'{Average to solve) 
Expert Recall 2-8 riddles (Difficult to solve); 

usually solve most riddles and puzzles 

Proffer: difficUlt riddles until the questioner 
... _____ ..1, tires of the game 

Riding (specify mount species) 

Relevant Abilities: Wisdom and Dexterity 
Cost: 4 BP 
Universal: No 
Prerequisite: None 

Characters use the Riding skill both for riding and for han+ 
dling equines and other mounrs. It rt:Cjuires greater skiJl to 

fight from the saddle - more so to shoot accur:atc:ly. 

Mntery Level 

Average 

The character can ... 

Utmlll! a r ng ho~ 

Fight mounted with -2 melee penalty; 
-6 penalty 10 mounted archery attacks 

",,,,,;;;;;r---"~ght mounted with no melee penalty; 
-4 penalty to mounted archery attacks 

Rght mounted wi th no melee penalty; 
-2 penalty to mounted archery anacks 

"Miii;;;;;siiI;;;. ____ Fight mounted with no penalty 
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Rope Use 

Relevant Ability: 
Cost: 
Universal: 
Prerequisite: 

Dexterity 
2 BP 
Ves 
None 

With this skill, the character becomes progressively more 
adept at the usage of rope. Initially this involves simple care 
and maintenance (such as identifYing compromised strength 
and 'whipping' rope ends) as well as a broad knowledge of 
knots and their appropriate employment. 

Novice 

Advanced 

The chilracter can ... 

Tie ba§lc knots. lnctuding hitches, bends, loop 
knots, and friction hitches 

Tie knots that appear to less skilled Individuals 
to be secure but can easily be loosened 

.~"'(pei't;;;;;:;---"" strong r~~Mtural plant fibers 
Master Design and supervise the construction of it 

rope suspension bridge 

SalesmanshIp 

Relevant Abilities: Intelligence, Wisdom and Charisma 
Cost: 8 BP 
Universal: Yes 
Prerequisite: None 

Salesmanship is the art of the deal. While some may dismis
sive1y castigate adroit salesmen as disreputable snakes who 
desire nothing but the fleecing of their victim's pockets, this is 
a myopic assessment. While an easy mark is seldom rufned 
away. the skilled operator is keenly aware that successfully bro
kering transactions is his bread and butter. The profit garnered 
from a series of deals, none of which on its own yields a stellar 
margin, can easily overwhelm a singular shady deal. 

As such, the salesman's interest lies in gauging what his cus
tomer is willing pay for an item and provided it adequately cov
ers his costs, dosing the deal. While maximizing his profit is 
always the ideal result, a sale lost by alienating a customer not 
only results in lost revenue today, but also the loss of opportu
nity for repeat business. 

The successful salesman can ingratiate himself, putting his 
customer at ease and hence lowering his defenses. He extols 
the vinues of his product while cleverly brushing aside or con

cealing any inadequacies through his superior knowledge of the 
item while evaluating his target 's responses before beginning 
negotiations. 

This skill covers the basics ofbaggling and bartering but cae 
be extended to handle any sort of negotiations in which ire 
or services of value are exchanged. 

Mastery level Thl! character can ... 

~U~n~s!l!!2::=' En9ageThnaggling athlsownflscal peril 

Novice Recognize a skilled salesman and opt to avoid 
negotiating with him 

'4:;;;;;;;:---" 1~ge;:;'rela;;;;;;<;;;elr.;y assured of the gross parameters 

Advanced 

Expert 

Master 

of an offff{tUch as whether It's a complete rip' 
off; relatiWlyfa'ltoffer Of total s!!!.) 

Generally obtain favorable terms from a buyer 
or seller 

[Obtain bestposslble terms a buyer or seller is 
~lIing to offer 

Obtain Items below the seller's costs 

SeduGtlon, Arl of 

Relevant Abilities: Looks and Charisma 
Cost: 4 BP 
Universal: 
Prerequisite: 

Ves 
None 

Seduction can be employed in many ways. It can act either 
as a distraction, allowing other characters to perform actions 
without being noticed, or as an anempt to sway the will of a 
person. For instance, a female characte.r might try her skill on 
a guard in order to have him look the other way while she and 
her companions enter a town after the gates have closed for the 
night. 

Proper usage demands subtlety. Ham-fisted attempts to 
abuse the skill (such as trying to talk a foe into killing hims 
or using the skill in combat) will always fail and bar further 
seduction attempts on anyone witnessing this lunacy. 

This skill also confers a +5 bonus per mastery level to 
Salesmanship skill checks. 

Mastery Level 

Unskilled 

Novice 

The character can ... 

Seduce the target into performing a simple 
favor (looking out a window. passing a mes

_",,;;.g,e to a frl=. etG.), 
Seduce a character into loaning a small 
amount of money 

piiill1li'---'~duce a character Into giving away a small 
amount of money 

Advanced Seduce a character Into having sex 

"';:;:;;----... ~racter In~ng away a large 
~money 

Master Seduce a target Into altering his will 



Dlfflcutty 

T" . 

Easy 

bllmples 

'Seducing a ~Iy person with Iesset' I..ooks 
nd Charisma; seducing someone In an 
nhappy relationship 

Seducing a friendly character wllh lesser looks 
or Charisma 

Seducing a hostile of greater looks or Charisma 

..,,=0ifIIaAIt==,....~ Seducing a sworn enemy; ~uClng a happily 
______ ~ married person of greater looks and Charisma 

Snellklnll 

Rdrvant Ability: 
Cost: 
UnivU'Sal: 

Prrrequisitl: : 

Dexterity 
88P 
Ves 
None 

Tn is skill allows a character to mow= without being heard. 
Although he can easily Ix seen (unless employing some fonn of 
conceilinent), a succe;sfuJ check a\~ids the attmtion of obK:n:~n; 

and thus he can s.neak past them if not in their line of sight. 

Failure by up 10 25 points means the character believes he 
moved silently when, in fact, he made some noise that dr.lws 
:mention. Failu re by more (han 25 points means the sound was 
so obvious thai even the sneak is awan: of his &iJed attempt. 

SurvlVIII 

Relevant Abilities: 
Cost: 
Universal: 
Prerequisite: 

Wisdom and Constitution 
5 BP 
Ves 
None 

This skill gives a character a lxner chance of survival in 00.
tile e-nvironm('nts. H(' knows th(' dan~n; each e-nvironment 

p restnn;. particularl), the weathe-r. He- also knows the proper 
steps to lcss('n the risk of exposure and the methods to locate 
and gather pobble water and how to find basic food (whether 
it is appetizing is not guaranteed). Furthermon=, a character 
with this skill can instruct and aid othen; in the same situation. 

\ Vhen using this skiU 10 fo~ for food or water, a success 
means thaI tht: character gatht:red t:nough to sunlivt: on. If ht: 
fails. he can makt: no morc Sunival cht:cks that day. 

nsldRed' 

Novice 

typical weather and dangers of environ-. 
t (swamp. dtsert, high moontains. etc.) 

DelermIO@timeofdayanddirection(N,S, E.Of 
W) by Viewing sun, stars, tree moss. etc. 

1Ci~~~::::::'_ Forage food and water for 1 character per day 

Advanced Avoid natural hazards of the environment 

Master 

(quicksand. poison ivy, etc.) 

fOOd/water for 2 charactenlday 

Forage food/water for 3 to 5 characters/day 

bllmplu 

Survl...eTn lush, game·filled forest with several 
___ .... , .. ater sources 

Survive in forest or plains with abundant game 
and few water sources 

Survfw in ~iOn wfth occasional ga~ and at 
.... _____ least one water source 

Survive In r~lon with little food or water 

Survive In a region of extreme cold or heat with 
ery little food and water 

SurvlVIIl, Urblln 

Prerequisite: 

Wisdom and Charisma 
2BP 
No 
None 

This skill is :akin to tht: Standard Sun;i, '7.\ skill. but utilizes a 

different knowl~ baS(:. Through a combination of panhan

dling. dumpster diving, pt=tty thm and other quasi-criminal 
activity an individual can surviVt: o n the mean stttets without 

spending a copper. 



This lifesrylt: dnws scorn from most citizens who:ltt quick to 
call you 'vagrant' and 'bum', Every succt:ssfu! Urban Surv;va! 
check results in -1 point of Honor (though successful H iding or 
Disguise checks beforehand can rnitigate this), 

Mastery Level 

NovIce 

Average 

Expert 

DIfficulty 

Trivial 

Easy ,_ 
Difficult 

Swimming 

The character can ... 

Forage suflklent food for one character/day 

Find shelter in foul weather 

Forage- food and water for 2 characters/day 

live modestly without a profession, forage 
food and water for 3 to 5 characte~day 

~ comfortably without a profession, Honor 
penalty does not apply to Urban SUrvival checks 

examples 

Massive efty withOut oppressive ~me 

MassIve city with oppressive regime 

mall town 

Small village 

TIny community 

Relevant Abilities: Strength and Constitution 

Cost: 1 BP 

Universa1: No 
Pre~uisite : Non e 

This skin prOvides the character with knowledge of how to 
swim. With a successful skill check, the character succeeds in 
his attempt. On a failed check. the character makes a bad dive, 
cannot retrieve an object or otherwise must immediately stop 
any directional movement. 

If, after a failed check. the character is unable to immediate
ly walk out of the water, he must attempt another Swimming 
check to float or tread water. If the character fail s thi s second 
check or had already failed a ch eck for floating/treading, he 
begins to drown; taking Id3p points of damage for every 10 
seconds he remain s undenvaler. 

DIfficulty 

' ''Y 
A.age 

Difficult 

Examples 

Swim in a shallow pond 

Swim in a calm lake 

Swim in a slow-moving river 

Swim in choppy water; In Street clothing 

Swim kl frigid water, m mlshlng waves; against 
strong CUm!nt with moderate encumbrance 
(such as light armor) 

Mastery level The chilr.cte, can ... 

[liiiiiii. --' [l'iO....tiiif_Wii "min); back float use n"''''ti<", 
~ (log" etc.) to swim 25 It on stomach 

Average 

--
Tread water (5 min); front/back crawl or breast 
stroke 100 It al crawling speed; swim undef
water 25 It al crawling speed 

Ie.;.~= (20 min); frontlback aawl or 
SOO yds at crawling speed; breast

stroke for 50 yds at walking speed; swim 
underwater 7S It at crawling spHd; can't 

L _____ .JI!::= In Average difficulty conditions 

Expert Tread water (1 hr); fronUback crawl or breast
stroke 1650 yds at crawling speed; breast-
stroke 100 yds at walking speed; underwater 
swimming 200 ft at crawling speed; canOO( 
drown unless two or more DifficultNery Diffi
cult condit ions exisl 

Iii;;;;;;----" Tread water (4 hrs); frontlback crawl or breast
stroke 6,000 yds (1 nautical mile) at crawling 
speect. breaststroke 250 yds at walking speed; 
underwater swimming 500 ft at craWling 
k»Hd; cannot drown unless two or more Very 
0tfIicuIt conditions exist 

Torture 

Relevant Ability: 
Cost: 
Universal: 
PrerequiSite: 

Intelligence 

4 BP 
Ve, 
None 

A character with this skill can cause extreme pain while min
imizing physical injury. Torture is usuaUy conducted to retrieve 
infonnation, though there may be other reasons for the use of 
such fo rct:. Information retrieved under torture may be of 
dubious value, since most victims will say an)'thing to Stop the 
agony. 

No skill check is needed unless the tormentor wishes to leam 
some specifi c information. In such a case, the ch aracter must 
make a successful opposed skill check (the subject using his 
Resist Persuasion skill) to learn anything the victim knows, 
The victim's roU should be made st:crerly because -eve.rybody 
talks" and failed attempts a1wll)"S procure false information. 
Also bear in mind that the subject may not have any informa
tion regarding the subject the torturer wants to know about. In 
this case, the victim will relate false information whether the 
torturer succeeded in his skill check or not . 

No tools are necessary to perform this skill, but without such 
a character cannot utilize hh mastery beyond Average (truly 
deviO\ls torturing requires implement finer than a fist). Good
aligned characters are not allowed [ 0 purchast: this skill. as even 
knowing how to use it violates their alignment. 

Note that this skill is only effective against a captive subject. 
Only one attem pt may be made per target each day. 



TrackIng 

Relevant Ability: 
Cost: 
Universal: 
Prerequisite: 

Wisdom 
7 BP 
v.s 
None 

Characters use this skill to follow the trail of animals and 
other persons. Simply put, a successful Tracking check means 
me character found a trail, while failure means he did not. If 
the character fails this initial skill check, he can attempt anoth
er Tracking check - provided that he spends a[ least 30 minutes 
m empting to pick up the trail again. If he fails this second 
check, he simply can't find that particular trail. 

Mtee finding a trail, further checks may be necessary 
depending on the situation. Darkness, falling rain/snow, a dust 
storm, moving from one terrain to another (such as from sand 
to rock), one trail splitting into two or crossing water are exam
ples why a character might need another Tracking check. 

. '" 

Mastery level 

Novice 

The character can ... 

Determine if an area is heavily trafficked; 
roughly Identify the number of creatures 
being followed or passed 

,..""",.- --.lt5elif'inlne the approximate height of the 
creatures leaving tracks (based on the length 

L. _____ ... ,~o~ft~h~.;;.lr stride); determine age of tracks 

Advanced Determine certain attributes of creature(s) leav-
ing tracks (approx. weight, recent injuries, etc.) 

r.;;;;;;;;----.,~ify the number of creatures being 
foUo\wd or passed; recognize tracks or prints 

.. _ ...... _ _ 01 of a ~thetrackeris famIHar with 
_ "i#k "'*" 
Master 

Difficulty 

Easy 

Recognize tracks, footprints or boot prints of a 
specific individual or creature 

Examples 

radd roup through snow 

Tracking through thick brush, vines or reeds; 
tracking on soft ground 

~""""~~.~==:::ii~Tf.,,;;,dk~;n',gjOoccaslonal signs (on dust, dirt, etc.) 

Difficult Tracking on hard ground or wood floor; with 
poor lighting (moonlight, starlight or torch
light); over 12 hours since the trail was made 

IOlYIliiikUiit-, If,,,,i(lkililng a slr;gle"person over roc~~gl'Ound; 

Trllp DOlllgn 

acked party attemptS to hide trail, over 24 hrs 
since trail was made 

Relevant Abilities: Dexterity and Intelligence 
Cost: 20 BP 
Universal: No 
Prerequisite: D1sarm Trap (Trap Design mastery 

cannot exceed Disarm Trap mastery) 
Materialsffool.s: Yes 

This skill allows the character to construct mechanical traps. 
It builds upon his knowledge of traps with the mechanical 
know-how to implement them. As such, his Trap D esign skill 
mastery cannot exceed his Disarm Trap skill mastery. TIl e 
complexity of traps designed depends on his mastery level. 

Mastery Level The character can design ••. 

f!E!:ke:!:====- Concealed pit trap -Average Static needle trap, trap triggered by motion of 
Innocuous device (opening door causes pot of 
paint to pour down on opener) 

flljiY>;;a,,--, ne·use'" mechanical device (e.g. scything 

'-----II 
lade, loaded crossbow trap) that must be set 

each time 

Expen Complex device that resets Itself 

lIiliiii"--- , IIi\i·Iilt:a&.te apparatUS that performs a simple task 
a complex way. usually using a chain reaction 

.e. a -Rube Goldberg"'tnachlne) -



TAl>ENTS 

The following talent descriptions are arranged alphabetical
ly by name. The header for each talent gives its name and 
Building Point cost, while the description provides a general 
outline of what a character with that panicuJar went can do. 
Some talent descriptions include rules to cover specific uses or 
situations, or exact instructions on the effects of the talent if 
used successfully. 

Advanced Slghling (33 HP) 

Through a combination of keen eyesight and practical 
knowledge of trajectories, this character can mitigate the dis
paraging effects of distance on Accuracy with ranged weapons. 
All targets are treated as if only two-thirds their true distance. 
Thus for an ore 60 feet away, the individual with this talent 
would use 40 feet as the target distance on the missile to-hit 
charts. Damage is unaffected and the missile wiH do damage as 
specified for the actual distance. 

Attack Honus (specify weapon) (10 HP) 

A character with this talent gets a +1 attack modifier with 
anyone melee weapon of the player's choice. This talent may 
be taken multiple times but only once with regard to a partic
ular weapon. 

Hllnd-Plghllng (40 HP) 

A character with a talent fo r blind-fighting is capable of 
fighting in conditions of poor or no Ught (but this talent does 
not allow spell use). In total darkness, the character suffers 
only a -4 penalty to his attack roll (as compared to a -8 penal
ty without this skill). Under conditions of extremely dim illu
mination, the character incurs only a -2 penalty. The character 
suffers no penalties to his Defense because of darkness or 
inability to see. 

This talent is effective only against opponents or threats 
within melee distance of the character. Bl.1nd- fightingdoes not 
grant any special protection from missile fire or anything out
side the immediate range of the character's melee weapon. 

While moving in darkness, the character suffers only half the 
normal movement penalty of those without this talent. 

Furthermore, this talent aids the character when dealing 
with invisible ereanlres, reducing the attack penalty to -4. 
However, it docs not enable the character to discover invisible 
ereatures; he has only a general idea of their location and can
not target them exactly. 

Hllnd-Shoollng (40 HP) 

,. 

With this talent, a character can fire at opponents he cannot 
actually see. These may be targets beyond his effective range of 
vision (such as goblins dimly backlit by a torch beyond the PC's 
torch or lamp light) or merely voices and/or noises in the dark. 

Shots maue al uimly lit targets suffer -2 accuracy while com-

pletdy blind shots are made at -6. (The target may employ 
shield for cover if held at the ready). The GM should secretI 
determine if the shot hits by comparing the archer's attack to 

versus the true distance to the target (known only to the GM 
and applying cover if applicable. 

Charm Resistant (16 HP) 

This talent provides exceptional resistance to magical ch 
(+12 bonus to saving throws). 

Crack Shot (specify weapon) (10 HP) 

A crack shot has a good eye and inmitive feel for prec' 
targeting opponents with ranged weapons (such as bows, 
bows, javeUns, etc.) and receives + 1 to Attack when firing 
hurling said weapon. This talent may be taken multiple tim 
but only once with regard to a particular missile weapon. 

Damage Honus (specify weapon) (10 HP) 

Characters with this talent get a + 1 bonus to damage with 
one melee weapon of the player's choice. This talent may be 
taken multiple times but only once with regard to a particular 
weapon. 

Dodge (23) 

Characters with the Dodge talent possess an acrobat's finesse 
and agility. When actively dodging, their moves are so unex
pectedly quick that they receive a +1 bonus to their Defense. 
He must be actively dodging to gain the defensive bonus pro
vided by his fancy footwork. (Note that this talent is rendered 
useless if the character wears medium or heavy armor.) 

This character is also more adept at dodging missile 
weapons. At all ran~, the character is able to apply his 
Dexterity bonus as a penalty to an opponent's attack roll. 

Past Healer (10 HP) 

The fast healing individual is blessed with a body capable of 
healing faster than normal. He regains Hit Points at a faster 
ratt than normal. Each wound point heals, except the final 
point, one day faster than normal. The final point heals in just 
12 hours instead of one day. For example, a 3 hp wound nor
mally takes six (3+2+1",6) days to heal: three days for the first 
point healed, two days for the next and one day for the last 
point. A character with Fast Healer would recover in just three 
and a half days (2+ 1+0.5-3.5). 

Porgettable Pace (20 HP) 

Something about this character's appearance simply prevents 
him from sticking in people's minds. Unless he engages in 
meaningful conversation with someone, NPCs only have a 
10% chance to recall specific details about the character and/or 
positively identify him at a later date. IT a character did have a 
meaningful conversation, his base chance to remember specif
ic details about that forgettable face is 85%. 



This chance can be modified by circumstances, as noted: 

Each previous encounter +5% 

Each week since last encountering character -1% 

Greased "Igbtnlng (spelllly weapon) (to 6P) 

This character is unnaturally quick at reloading missile 
_1:apons and bringing them to bear for a subsequent shot or 
n=adying another hurled weapon. This talent gives him a + 1 
Speed bonus for bows and crossbows (subject to the weapon's 
maximum speed). 

This talent may be taken multiple times but only once with 
n=gard to a particular missile weapon. 

1111 PoInt 60nus (20 6P) 

A character with this talent receives + Id4 to his Hit Points. 
This talent may be taken repeatedly. 

illusIon Rellllltant (to 6P) 

The character with this talent will gain a +6 bonus on any 
Saving Throws versus illusion-type magic (see saving throws in 
me combat chapter). 

bess Sleep (24 6P) 

Characters with this Talent require only minimal sleep. 
Three hours is sufficient to allow normal mental functioning. 
These individuals are also highly resistant to Sleep spells and 
gain a + 12 saving throw bonus against them. 

Parry 60nus (spell"y weapon) (to 6P) 

A character with this talent gets a +1 defense modifier with 
anyone melee weapon of the player's choice. This talent may 
be taken multiple times but only once with regard to a partic
ular weapon. 

Swlflblade (spell"y weapon) (to 6P) 

A character with this talent gets a + 1 speed modifier with 
anyone melee weapon of the player's choice. This talent may 
be taken multiple times but only once with regard to a partic
ular weapon. 

Tough HIde (40 6P) 

A few rare characters arc unusually stoic and can shake off 
wounds far easier than the norm. Such characters receive a -1 
damage reduction to any wound suffered. This bonus stacks if 
the character is wearing armor. 

PROFICIENCIES 

Proficiencies differ from skills in that there are no apprecia
bly enhanced capabilities that accrue from additional mastery 
of the proficiency. Taking a proficiency ensures that you can 
capably perform the task to standard whereas untrained char
acters either cannot do so or suffer some (egregious) penalty. 

Many of these proficiencies are available without allocating 
Building Points as part of a particular class' de facto skill set. 
This is noted in the entry for that class. Characters not pos
sessing these proficiencies as part of their class proficiencies 
will have to purchase them. 

Weapon Prof\Illenllles 

This proficiency ensures that the character is trained in 
employing the particular weapon in its intended manner. He is 
capable of utilizing it in melee combat (or firinglhurling it in 
the case of missile weapons) to its full effect. A proficiency 
must be taken for each and every weapon the character wishes 
to properly use. 

Weapons vary in the amount of training required to proper
ly use them to their intended effect in melee or as missile 
weapons. Some such as simple bludgeoning weapons are rela
tively easy to learn, whereas proper use of a longbow is a skill 
requiring years to master. Every wonder why every unruly mob 
uses clubs? Read on ... 

Note: Proficiency with a particular weapon is a prerequisite 
prior to investing any Building Points to specialize in it. 

Fighters and thieves gain free proficiency in Minimal Skill 
Weapons. Fighters may purchase other weapon proficiencies 
at half the listed BP cost. Mages may opt to train on any of 
these weapons, but their BP costs arc double the listed value 
due to their poor martial background. 

Minima1 Skill Weapon (1 BP cost): These weapons can be 
used by anyone without any formal training and very little 
practice. These weapons are so easy to use that characters 
receive a mere -1 to attack, defense, speed and damage when 
using this weapon untrained. [club, sap, garrote] 

Low Skill Weapon (2 BP cost}: Proper use of these weapons 
is not inNitive but the proper techniques are relatively easy to 
learn if instructed by a knowledgeable trainer. These weapons 
are relatively easy to use; characters receive a penalty of -2 to 
attack, defense, speed and damage when using these weapons 
untrained (attack and speed only for ranged weapons). [battle 
axe, dagger, flail ,javelin, knife, mace, morning star, short sword, 
spear, scourge, staff, warhammer, two-handed warhammer, 
crossbow] 

Medium Skill Weapon (4 BP cost): These weapons require 
a good deal more training to master. Proper use requires 
lengthy practice and familiarization with the weapon in actual 
sparring or extended practice to master the technique (in the 
case of thrown weapons). As they are more difficult to master, 
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characters receive a -4 to attack, defense, speed and damage if 
using these untrained (attack and speed only for ranged 
weapon s). [great axe, greatlbastard sword, halberd, long sword, 
scimitar, short bow, sling, throwing axe, throwing knife, two

handed sword] 

High Skill Weapon (6 BP cost): These represent the pinna
cle of finesse weapons that require years of practice to master. 
Characters receive a -6 to attack and speed when using these 
untrained. [long bow] 

Armor Prollclencles 

The knowledge of how to properly wear and 6ght in armor, 
its care and maintenance, and the physical training to become 
accustomed to bearing its load is not intuitive. Certain classes 
receive varying levels of training in this art as part of their cur
riculum. Proficiency is cumulative in that the basics must first 
be learned before moving on to more complex annor. 

Mages can not wear Light, M edium or H eavy armors, but 
can purchase [he Shield proficiency at normal cost. However, 
they cannot cast a spell while bearing a shield. 

Light Armor (3 BP): While this profiCiency is second nature 
to the average fighter, cIeric and thief, the knowledge of how to 
don and remove even light armor, its care and maintenance and 
the physical training to become accustomed to being restricted 
whiJe sti.ll fighting and perfonning class functions is not intu
itive. [leather, padded] 

Medium Armor (3 BP plus Light Armor pre-requisite): 
Fighters learn this profiCiency early on, however, the knowledge 
of how to don and remove annor bulkier armor, its care and 
maintenance and the physical training to become accustomed 
to bearing this load is not intuitive. [ringmail. srudded leather] 

Heavy Armor (4 BP + Medium Armor pre-requisite): Li 
the other armor types, this proficiency is second nature to t 
average fighter and many clerics, but for others the knowled 
of how to fight in such armor, its care and maintenance and th 
rigorous physical training to become acclimated to this heavy 
and cumbersome load must be leamed. [chainmail, scalemail] 

Shield (6 BP): Effectively employing a shield is a proficien
cy that must be learned through rigorous practice. Through 
frequent sparring, the character learns the best methods of 
deflecting an opponent's blows and strengthens his wrist, fore
arm and shoulder. 

Other Protlclencles 

Laborer (1 BP): Persons with this proficiency are able to 
meaningfully contribute to some labor-intensive group task 
such as constructing a castle wall, harvesting a crop or mining 
ore. They need not be familiar with the task as long as they are 
supervised by someone who is. 

Note: Persons without this skill cannot add their labor to 
group tasks (they simply get in the way. ask too many questions 
and distract those acrually doing something useful) although 
they think they're actuaIJy helping - usually more than anyone 
else! 

For example, the party has captured a ve5ulladtn with fJaluahle 
goods and Drought it into porI. They wish to ojJIoad their (argo to 
sell it. The GM rules that it's a 4O-man-hour job. One party mem
ber has the Boalhlg s/:';II at average mast"] skill and the GM nlla 
thai he can art as a superoisor sinu he's Jamiliar with stowing goods 
ahoard w(llercraft. However, of the Jour other party members. only 
one has the Laborer profitienry. Consequently. instead of being able 
10 unload the ship in eight hours (as a group, with al/40 hours 
di'Uided equally), it emu up taking two JulllO-hour days (with all 
40 hours d;fJided amorlg only two persons - the one w ith the 
Boating skill and the one with the Laborer profitiency - making 20 
hours per person). 

Magical Transcription [Mages only]: This character has 
trained as a highly specialized scribe that can copy magical for
mulae from one medium to another with meticulous detail. 
Such work is both tedious and slow, requiring an hour of time 
and consuming 10 gp worth of premium ink and quills for each 
spell level of the incantation being copied. This proficiency 
does not include the ability to create magical scrolls. 

Mages receive this proficiency for free at lst level. 

MaintenancelUpkeep (5 BP): A person with this proficien
cy is generally handy with tools. H e is a general all-around fix
it man. He can keep dwellings in good repair, as well as most 
equipment needed for adventuring. He can also make minor 
repairs to W<1gons and carts. This is all dependent, of course, 
on whether he has the proper tools or not. So long as the char
acter has the equipment, time and money, he is able to success
fully complete these tasks. 
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No matter how tough you think your character is, you still 
need to outfit him for the adventure ahead. No character ever 
survived (long) running bare-as sed through a dungeon, armed 
with only his fists and a will (though obviously not the brain
power) to survive. 

The following charts list the items common to most market 
places. M ost of these need no explanation, as their appearances, 
fu nctions and purposes should be obvious even to beginning 
role-players. Specific game effects are detailed in the charts. 

The cost listed (cp "" copper pieces, sp :R" silver pieces) is the 
average price, If your total purchase ends up with a fraction of 
a copper coin, you'll likely receive a few small brass coins as 
change. Their value is one-tenth that of a copper piece. 

Clothing. Gear 

These are basic gannents and load bearing equipment. 

Clothing Cost 

Belt.Teathet ~cp 

Belt, rope lio cp t._ 3 ep 

Cloak, woolen 4ep 

hea", woolen 5 ep 

Sandals 1 ep 

""'sen. 3 ep 

Tunic, wool 2ep 

rt, lInen 4 ep 

Load Bearing Equipment 

BiiClipad< • i }S cp 

Belt pouch, large, leather 3 ep 

! small, leather 1 ep 

Sack, large canvas 1 ep 

In quart capacKj 4 ep 

Tools. Sundries 

These items are handy when you're out exploring the wilder
ness or delving into some subterranean dungeon. 

Tools & Sundries Cost 

....... 7ep 

Blanket, woolen 2ep 

Xo cp (per stick) 

Flint and steel 2 ep 

K. 1 sp 

Mirror, brass signal 1 sp 

_ (101oot) tcp 

Rope, hemp (SO foot) 4 ep 

~ 1 cp (per 3 spikes) 

Thieves' Tools 6 sp 

1 ep 

Whetstone ~ cp 

Ax-hammer: This utility tool has a small hatchet blade on 
one side and a carpenter's hammerhead on the other.h's a u~
ful implement for sundry tasks you don't wish to risk notching 
your combat weapons on. 

Mess Kit: A mess ki t contains a small pot, skillet, plate, mug 
and utensils. I t is an es~nrial tool for preparation of standard 
rations or for preparing wild game or foraged plant matter. 

illumination 

illumination Light shed Cost 

Candl. 15 foot-radius ~ cp (per dozen) 

Lantern, miner's 15 foot-radius + 10sp 
50 foot beam 

oil (1 pln~ 4 ep 

Torch )0 foot-r<!ldius 1 cp (per h<!ltf-dozen) 
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Lamp Oil: This is a relatively inexpensive vegetable oil (typ
ically olive), not kerosene. It does not burn at room tempera
ture and is only (mildly) flammable when heated as occurs 
when drawn up a wick toward an open flame. DOUSing an 
opponent with lamp oil will not subsequendy allow them to be 
set aflame, nor is it possible to use lamp oil as a "Molotov cock
tail" or "petrol bomb". 

Lantern, Miner's: A lantern provides a spherical globe of 
illumination similiar to that of a candle.]n addition, it emits a 
45 foot long cone of light in a 45" arc from the lantern's face. 

Torch: Torches are essentially a stic.k with a flammable rag 
wrapped around one end. They an: not clubs, but may be used 
in combat as such: the character wielding the torch must make 
a successful attack. At this point, the opponent must Give 
Ground or suffer Id4p points of damage. Armor does not 
reduce this damage. 

Provisions 

If you're not a good hunter, you'd better stock up on provi
sions before leaving town. 

Proylslons 

tons; nda {t supply} 

Rations, trail (1 week supply) 

Cost 

Scp 

5 sp 

Rations, Standard: This peasant gruel consists of a roasted 
andlor dried mix of cereals and pulses. Though extremely 
bland, they provide adequate nutrition and travel weU. This 
food must be prepared (an Easy difficulty CookingfBaking 
skill check) in order to be edible. 

80 

Rations, Trail: This is a relatively compact source of nour
ishment favored by travelers. They have the advantage a 
remaining wholesome for weeks or months, can be eaten 
directly with no preparation and aren't ruined by exposure to 
dampness. Trail rations typically consist of jerked meat, dried 
and salted 6sh, tree nuts, hard cheeses and dried fruits. 

Outfitting Bundles 

Outfltting Bundles 

Sandals (1 pair) 
Tunic, wool (patched) 
Belt, rope 
Sack., large canvas 
Wineskin (2 quart capacity) 
Rations, standard (3 day supply) 

Boots. leather (1 pair) 
Trousers and tunic, wool 
Undershirt, linen 
Cloak, wool 
Belt. leather 
Belt pouches, small leather (2) 
Backpack. leather 
Wineskin (2 quart capacity) 
Ralions, trail (3 day supply) 

Miscellaneous 

Miscellaneous 

OMne ken, silver 

Ink,. black 

umPen 

Spefl book {blank, 24 spell capacity) 

Vellum 

Cost 

1 sp 

'Ii 

Cost 

10sp 

5 cp (per ounce) 

' cp 

300 sp 

2 sp (per sheet) 

SpeU Book: This replacement spell book is not merely a sim
ple blank book (such as those used by scribes), but has been 
specially crafted to hold the arcane magic natural to spells. 

Used spell books are difficult to sell because potential buyers 
are both fussy (each speUbook is typically custom made to each 
mage·s particular specifications) and very suspicious of pur
chasing vital accoutrement from graymarket dealers. As such, 
resale prices are typically 10% of new. 

Weaponry 
Scabbards: If a weapon would nonnally be carried in a scab

bard (such as a sword), the scabbard is included in the cost. 

Max. Weapon S~ed: Depencling on weapon size, weapons 
have a max speed attainable: Small 2, Medium 3 and Large 4. 



Mel" W.llpons Cost Dllm.ge SpHd (}lib spHd) Size Reach Tyo< 

/w!,_ Ssp 4d4p " M 3 feet Hadcing 

Axe, great 15 sp (d8+d12)p 
" l 4 feet Hacking 

Ax~. throwing • 3.p (d4+d6)p 1 8 S 1}5 h!et Hacking 

Club =::I c..2..cp Cd6+G4)p 10 M 2Xfeet Crushing 

Dagger 2 sp 7 (5) s 1 foot Piercing 

13 M • feet CnMlng 

K 7 S "not """ng 

"- 8.p d6+d8)p 11 M 2 feet CrLi5hing 

Morning Star 10sp 2d8p 11 M 3 feet Crushing _Ann. 
Spear 1 'p 2d6p 12 (8) l 10 feet ~cing 

Ha 10sp 2dlOp 18(12) l 8 feet Hac~ng 

ScimItar 15sp 2d8p 9 M 3 feet Hacking 

Scou..., Isp 2d4p 9 S 1 M feet: Hacking 

5 2CO 2d4p 13 l 8 feet Crushing 

Swords 

Shon_ 2 S 2 feet ~ing 

Longsword 20 sp 2d8p 10 (8) M ) !6 feet Hacking 

Gfut sword [bas 30sp (d8+dl0)p 12 (9) l 4!6 feet. Hacking 

Two-Handed sword 50 sp 2d12p t6 l 6 feet Hacking W._ 2sp 2d6p 8 S IKfeet (rushing 

Rllnged Well pons Cost Dllmage Ibse Rllte of Fire Size Ranges Tyo< 

"'- 3S1> (d4+d6)p 8 S see Chapter 9 Hacking 

Bow, 

Shonbow 30sp 2d6p 12 S see Chapter 9 Piercing 

Longbow 75 sp 2d8p 12 M see Chaprer 9 Piercing 

Oos , light 35 sp 2d6p 20 S $ee Chapter 9 Pierdng 

( roubow, heavy SOsp 2dl0p 60 M see Chapler 9 Piercing 

In 6CO ld12p 8 M see Chapter 9 Piercing 

Knife, throwing" l5p l d6p 6 5 see Chapter 9 Piercing 

Sling 05 CO (d4+d6)p 10 s see Chapter 9 Piercing 

·"..,1 DJ ""'h If Ii~ DI ,,~1ft weGPQI'I 

Size: Large weapons. fwo- handed weapons and bows require! Ammunilion 
£\YO hands to usc (forcing the user to forego a shield). 

Crushing Weapons; These de!a1 half damage to shidds Ammunit ion Cost (per dozen) 

(when a weapon has different damage: dice. usc the highest die; 8CO 
~.g .. for a mace's (d6 .... dS)p. roll only the dSp). 

Arrow, great (required fOf longbow) 2,p 
H acking W e:lPOns; These deal h:Uf damagt to shields (when BaIt Isp 

3 weapon has d ifferent damage di<:e, usc the lesser die; ~.g .. for 
a throwing a.xt:·~ (d4+d6)p, roll only the d 4p) . Boll. heavy 2,p 

P iercing Weapons; Against shields. piercing weapons deal 1 
Sling IiUI 2 cp 

point of damage (plus bonuses). No d:\ruage die is rolled . 
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Shields 

Though more expensive than some armors, far too many char
acters ignore the true worth of a shield. Don't be one of them. 

Sh .. kI Defense Oamllge 
Type C051 Bonus R.ctuction Cover V.lue 

SmoI IS +4 19 

Medium 30sp +6 6HP , 6 (11 jf actively 
crouching behind It) 

6HP 11 (61f actively 
crouching behind It) 

Shield De.tru"Uon 

Shields, while resilient, may be splintered and destroyed by a 
heavy blow. The likelihood of this occurring is direcdy a func
tion of the damage dealt by the blow. 

Shlfid Damage Required Save 

Small MIL (f.llure results In shield', destruction) 

pts 2pts Compeidng d20 roll. defeJ\der gains +6 bonus 

12 pts 18 pts Competing d20 roll 

pts <pts petlng d20 roll. defender suffers -6 penalty 

20 pts 30 pts None; shield automatically destroyed 

Damage Defense 

Armor 
Shields and armor come in many fonns and styles, depend

ing on the armorer's personal style, the current fashions popu
lar in the kingdom and the desires of the armorer's patron. but 
these minor variations in appearance don't affect the game sta
tistics of the annor itself 

Damage Reduction. When the character is hit. hls armor 
'absorbs' a number of points of damage. Damage in excess of 
the armor's Damage Reduction value is suffered as a loss of hit 
points (j.e. a wound). The same thing occurs when a character 
uses his shield to successfully defend against an attack - any 
excess dama~ not absorbed by the shield's Damage Reduction 
is further reduced by the armor's Damage Reduction value, 
with any remaining damage causing a wound. 

DefenseAdjustment. While some suits of armor do provide 
better protection than others, they also tend to become heav
ier and more cumbersome. This is shown by the armor's 
Defense Adjustment (and Movement Class Penal cy). 

.... ..... Ibe ".,emeDI GI ••• 
J1\a •• 1f't ",II? 

At 1hc: combat dueptef illustrates, a cMracter has four 
potentill movement classes (walk., jog. run or sprint). 
The McMment Class Penalty reduces me number of 
.,... aftUalJle:while wearing that armor . 

• tum/Ie, Rtzpm; afirst lewl hUmlJnfightn; is jxm
."", wINt ""I of artntW lit wants to commission [rom an 
~ 1/& tkmJ thId TDlHs, leathn; j>4Ifded or studded 
IeotJxr 6nIf4r, IN elm eontinw to mow around the battlefidd 
III" WtJll,jqg.,."" or sprint. 

~ n"n!!""i1 and chainmail rdute the number of 
trH'JItJnnen/ op/iom by 0"4 (the fastest. naturally). In one of 
thae amum, Ragnar (1m rmly wall,jog or ron. 

L~twise. scalmJail reduces tIN "um,," of flU! mowment 
options by fwo (RAgnar can walk. or jog while wearing 
S£fIkmaiJ, out tIM armor is to bullt.y to run or sprint in). 

Initiative Speed Movement 
Armor Cost Reduction Adjustment Modifier Modifier Class Penalty Type 

ne 0 0 ·1 0 none none 

Thkk Robes 5<p ·1 0 0 none none 

6 .. 0 0 none Ught 

Padded Osp 2 ·3 +1 0 none Ught .. 3 ·3 +1 0 non • Medium 

Ringmail 65sp 4 .. +1 +1 One Medium 

lSO .. S ·5 +2 +2 One Heavy 

Scaleman 120 sp 5 ., +3 +2 Two Ht3VY 
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Mage Spells 
Each of the following spells is listed by level and alphabeti

cally. Following the spell's name are its attributes: Base Spell 
Point Cost, Components, Casting Time, Range, Volume! Area 
of Effect, Duration and Saving Throws (if any). See Chapter 
Eight: Combat for information about spells in combat. 

Base SP Cost: Each spell costs a minimum number of Spell 
Points (SPs) to cast, as detailed in the mage class section. 

Components: Mages use a variety of components to cast 
thei.r spells: verbal (V) sounds and speech, somatic (S) gesrures 
and material (M) components such as coal, frog's legs, earwax 
and so on. Unless stated otherwise in the spell description, 
material components arc consumed (vanish) when a spell is 
cast. Unless materials are rearued (generally out of their 
container and in-hand) prior to casting, the spell cannot be 
initiated for d4p seconds while the spclJcaster produces them. 
Costs of materials (if any) can be detemlined by the GM. 

Casting Time: Once a mage starts to cast a spell, it takes a 
certain amount of time before it discharges. A mage in the 

process of casting a spell is limited to a d8p roll against attacks. 
If he opts for a more proactive defense or is struck, the spell is 
ruined. 

Range: When a spe.lllists a range in feet, its effects begin 
within or at the end of this range, at the mage's discretion. 
Touch attacks require a normal attack rolL If the target in 
question chooses to use a shield against the mage, it bruarantees 
an automatically hit (j.t., the spell travels through the shield 
and counts as a successful touch). 

Volume! Area of Effect: Each spell affects a certain creature, 
object, volume, weight, etc., as specified by the spell and desired 
by the caster. 

Duration: All spells last for a certain amount of rime, be it 
seconds, minutes, hours or longer. Some spell durations may 
even pass so quickly that they seem to take almost no time at alL 

Saving Throws: Creatures subject to a spell may attempt a 
saving throw by rolling a d20p and adding their attack bonus 
to the roll (characters add their level instead of their attack 
bonus). The mage rolls a d20p and adds his level. If the target's 
score equals or exceeds the mage's score, he slicceeds at the 

Mage Spells 

LiI 

Number 

3 

4 

Apprentice Level 

J Hlumlna~ 

'~6f$t"ngth 
Fire Finger 

Illusionary Mural 

Third Level 

Journeyman Level 

• Aura of ProtectIon 

,Bar Portal 

Candlelight 

Enrage 

1'~~Alarm 

'~Whist/eor~te -
Fourth Level 

First Level 

Bash Door 

Deep Sleep 

Planar Servant 

Scorch 

Sense Magic Aura 

Translate 

Fifth Level 

Copycat -:I ~h Sil=~;;;;;;- Bottomless Pouch 

mope Ch~ J tEOfte'ble 
Unlock Fireball, Skipping Betty 

Memory Wipe, Lesser 

Mot~B~ 

Transmogrify 

Disembodied Floating Hand 

Heat Seeking Fist of Thunder 

Veil of Darkness Levitation 

- Panic 

Sense Invisible Beings 

., 
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saving throw and the spell has no effect on him (unless 
otherwise specified in the spell description). 

A narural ·1" result on any saving throw indicates failure, 
unless the mage himself rolls a "1" on the opposed die check. 

Additional Spell Point Schedule: Some spells allow the 
caster to spe nd additional Spell Points at the time of casting, in 
order to increase range, duration and other effects. For 
example, the IlluSionary Mural spell (30 SP base cost; 100 sq. 
feet area of effect) allows the spdlslinger to spend 1 more SP 
to increase the spell's area of effect by 5 sq. feet A mage that 
spends an additional 6 SP improves the spell's area of effect by 
30 sq. feet (for a total of 130 sq. feet, the base 100 sq. feet plus 
the additional 30 sq. feet), while a mage that spends an extra 15 
SP improves the Area of Effect by 75 sq. feet (fora total of175 
sq. feet). The mage cannot cast the spell, realize that his Area 
of Effect would have been more eftective if it had been larger, 
and then pump extra SPs into the spell; additional SPs must be 
allocated during the casting. 1f this causes a mage to waste 
some SPs, he should treat it as a lesson to make more effective 
calculations next time. 

All spells are limited in the number of Spell Points that may 
be placed into them; each incantation can only regulate a 
limited quantity of magical energy. Exceeding this threshold 
causes the spell to fail completely. 1n general, and unless 
expUcitly stated otherwise, spell power cannot be augmented 
beyond 300% of their Base Spell Point Cost. 

Apprenti ce heve l Spells 

Amplify Illumination 

Base SP Cost: 

~PO 
Casting Time: 

Range: 

lYOfume of Effect:~:. ==~" 
ration: II" 

Saving Throw: 

, second 

, foot 

11l'§niSource 
~ 

10 minutes 

None 

Additional Spell Point schedule: Extend Duration: 1 SP/minule (no limit), 
Extl!nd Radius: 15 SPfaddltional 50% 
radius (maximum 300% of original) 

By casting Amplify Illumination on a light source, a mage 
increases its brightness. The default application increases a 
torch or lantern's radius of illumination by 50%. This spell does 
not affect tht: fud conswnption rate nor does it increase 
damage caused by the fire. The additional brightness ceases if 
the fuel supply exhausts or when the duration ends (or earUer 
if the caster ends the spell prematurely). 

Note that this spell is only effective on relatively small 
illumination sources stemming from combustion (i.e., it cannot 
amplify magically derived light, light from a fire larger than a 
campfire or bioluminescence). 

Feat of Strength 

SP ost: 

om ents! 

Casting TIme: 

Range: 

'0 

, second 

Touch 

~~~~~:E~~~~.§~~~~ S~l" .... "~l; J /f'" ... ~~ 

ration: Special 

Saving Throw: None 

The Feat of Strength spell allows the recipient to attempt 
one (and only one) action requiring great physical strength. He 
performs this action as if he possessed 18/00 Strength. While 
success is not guaranteed, it is certainly more likely. 

The action must be attempted within 1 minute of receiving 
this spell. Typical feats of strength include attempting to lift a 
portcullis or break down a door, though it may also be used in 
combat but is effective for one attack roll only. 

FrJrexample, let's say thatJrJ/ndar the Meek casts Feat if Strength 
on his ally Kalum (a fighter with .13133 Strength) who is engaged 
in combat with an arc. lJKalum succeeds at his next attack roll and 
hits thl! are, he applies damage from his Strength score as ifit were 
18/00 (+5) instead oj 13/33 (+1). Any rJther modifiers to damage 
apply as usual NrJte that if the are successfully deftnds against 
Kalum's attack but is employing a shield, the additirJnal damage in 
crJnjunction with the single damage die Kalum's allowed may be 
sufficient to exceed the arc's shield and armor damage reduction and 
inflict a wound. 

Fire Finger 

SP Cost; 

IE"""""""": 
Casting TIme: 

Range: 

Of Effect: 

ration: 

.. " 

-

30 

v,s 
, second 

5 feet 

Personar 

Instantaneous 

Saving Throw: Haif damage 

Additional Spell Point schedule: Increase Damage: 10 SPfHP (maximum 
damage bonus +6), 
Increase Range: 5 SP/fool 

The Fire Finger spell conjures forth a 5-foot rod of flame from 
the caster's finger. It may only be aimed at a Single creature. The 
victim is automatically struck by the flame (no attack roll 
necessary) and suffers ld3p+2 points of damage. Readily 
flammable items (such as parchment, cloth or wood) ignite, but 
a creature may take a Id6p second delay to extinguish the flames 
from a single item before they suffer any meaningful damage. 

If someone is dumb enough not to spend Id6p seconds 
patting out their burning dothes, they suffer Id3p points of 
damage every 10 seconds as their garments burn. 

Damage from this spell ignores damage reduction. 



lIIusJon.ry MUflil 

Casting TIme: 

Range: 

Saving Throw: 

10 seconds 

30 feet 

100 square feet 

:Special 

Negates 

Additional Spell Pofnt schedule: Ina~ArN ofEff«t: 1 Sf/ Ssquart f!fl 

The: lIIusionary Mural speU conjures up a visual·only musion 
that lacks depth. When viewed stTaight on, it can often fool a 

viewer because depth can be f.'lked by visual trickery and 
perspective. However, when viewed from lHi angle of 30 
degrees or more. the colors wash OUI and the illusionary nature 
of the depiction is immediately obvious. 

Proper o.:ecution of this illusion is highly dependant on the 
utistic skill of the caster. A highly skilled painter can employ 
his knowledge of visual cues, perspective and similar 
techniques to create a complex musion capable of deceiving all 
but the most astute viewer. Those withour such training arc 
advised to keep it simple. 

The speU persists fo r as long as the caster maintains 
concentTation (preventing movement or casling another spell 
m d the like) or until someone touches the illusion. 

Casting TIme: 

Range: 

Saving Throw: 

30 

V, S,M 

1 second 

Touch 

Permanent 

No"" 

Additional Spell Point schedule: InctNSe Volume of Ethd:: 
1 S SfJ.ldditiooiI cubic foot 

The Repair spell mends fractures in a metal object or rips 
and [cars in woven cloth, leather or similar items. Shattered 
pottery or glass vessels can be entirely repaired, provid~d there 
aR no pi~ces missing. This sfXU can also stitch together two 
simi1ar objects, such as two pieces of roJX. In all cases, the 
amount of material to be mended or joined must be less than 
0111: cubic foot. Magical items cannot be repaired with this 
speU. 

The marerial component fo r this spell is a needle with its tip 
covered in dried glue. 

Springing 

"'" 
Casting TIme: 

Range: 

30 

V,S. M 

I second 

Touch 

One indMdual 

2 minutes 

Saving Throw: None 

Additional Spell POint schedule: Inauw Dlftlnc.: 2 SP/idditiONI ID'Iio 
diluncf' (m.J1 2OO'IIi incrta~) 

Inoust Dur.tlon: 10 SP/minutf' 

The Springing spell endows an individual with gravity-defying 
jumping ability. For vertical jumps, [he character can ascend up 
to 10 feet (i. t., he can plant his feet on the rim not merely 
'dunk). He can also spring up to 10 feet backward or bound 
up to 20 feet forward from a standsrill. If the character gets a 
jogging or running St:lrt of at least 10 feet, he can leap up to 30 
feet. 

The material component for this spell is a frog or toad's leg. 
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.Journeyman hevel Spells 

Aut'll of ProtKtlon 

SPC- ... 
V,S,M 

Casting TIme: 1 s«ond 

Range: Touch 

"'- One Individual 

.- 2mlnutn 

Saving Throw: None 

Additional Spell Polnl sch~ule: . lImlUt Dllfatlon: IS Sf/minute 
(no mnlmum dU'.I~J 

The Aun of Protection spdl allows the casta to envelop 
himself (or anomer individual) with an invisible barrier 
through which supemarur:al evil creatures cannot physically 
pass. They may engage in ranged attacks (which suffer a -2 
attack penalty) or spells (against which the protected 
individual gains a +2 saving throw bonus) . Special powers (Ii~ 
possession land mental control) are completely blocked. 
Ordinary evil creatures may still physically attack the recipient 
of this spell. bUI arc subject to a -2 atuck penalty. 

The material component for this spdl is a pure white shawl. 

lar Portal 

... 
V,S 

Casting Tlme: 1 second 

Range: 60 feet 

01 E«ett: 20 sq. feel 

atIon: minute 

Saving Throw: None 

Additional Spell Point schedule: Il'IatlJ~ bng~: 1 5P/5 ft (mn 200 hI 
IMU.st Alta.f Efftd: 15 spno sq. h 
Ina"H 0".1101'1: 2(J Sf/minI/If 

By means of th~ B~ Portal spdl, th~ cast~r can t~mpo 
~cun: a door, window or similar d~vic~ (such as a trapdoor 
from optning. Th~ base spell only functions on portals up to 
square feet (i.~., a standard 34" x 7' entry door) so addition 
SPs are ne~ded to bar larger doors, gat~s or portcullises. 

If th~ d~vicc is open, the spell automatically closes it unJCI 
there is an obstruction in the way. Cr~arur~s can still bum 
through the barred portal using a feat of strength rolled agains 
d2Op.18 though onJy one attempt is allowed. 

CandJ.l~ht 

Caning TIme: 

Range: 

.. 
,S,M 

1 second 

10 feet 

fOOi:~iw 

10minuies 

Saving Throw: None 

Additional Spell Point schedule: hKtfU. Dur.llol'l: 1 SP/minlllf 
(no INilimum dur.tion) 

The Candlelight spell creates a small point of light simil~ 
a candle's flame. Though it produc~s no h~at. it does provide 
Cuteen foot ndius of light. 

The material component for this spell is a candle nub. 

.n .... 
~CaiI:~ ... 
~ ,5, M 

Casting TIme: 

Range: 

Saving Throw: 

1 second 

60 feet 

One IndMdual 

1 minute 

Negat'" 

AddidonaJ 5p!-I1 Point schedu~ III<ttIM hfl9l: 2 SP/5 Iftl 
IIKJ't'M VohnlH! ef Efftd: 30 SP p« 
indmdlYl (muimum ~ indirid\l.lh) 

The Enrag~ spell causes th~ target to becom~ incr~diblr 
angry at the castel". Th~ target rushes towards th~ mage: as 
quickly as possibl~, th~n begins to attack him (or, hopefully, the 
mage's front line of fighters) with melee weapons or fists (if the 
target is unarmed). If stymied by an obstacle or hazard, the 
target uses ranged w~apons inst~ad. Cr~atures with an 
Intelligena: score of l~ss than 3 or who succ~ed at a saving 
throw are unaffected by this spell. 

Th~ verbal compon~nt of this spell is rude words. the 
somatic compon~nt is rude g~stu res and th~ mat~rial 

compon~nt is I. bit of th~ cuter's snot or phlegm. 

i 



Perimet.,.- Alarm 

Casting T1me: I minute 

Range: 30 feet 

1~~afEE~Ifect~~. §~0~'~~"~~ ~H~.~m:tsphere with 10 foot radius 
~ Mion: 4 hours 

Saving Throw: None 

Additional Spell Point schedule: InatlH Vol.1M of EtfM: 
SSP/I ft radllJ5 (lIIfximum 30 ft radilJ5) 
InaNH Duratlen: I SP/IO minut!S 

Casting this spell creates an invisible, intangible hemisphere 
whose outer perimeter is sensitized to contact. Should any 
creature contact this shell, a loud warbling sound pierces the 
:ill. The blare is loud enough to wake all but the soundest 
sleepers within the security perimeter (and incidentally audible 
to everyone within a 300-foot radius, though stone walls and 
intervening doors will serve to dampen the effective radius). 
This alarm lasts as long as someone is in contact with the shell 
and for one minute afterward . 

Creatures less than three inches in height or length or 
weighing less than one pound will not trip the alarm. To avoid 
the signal sounding every time a friendly character enters the 
boundary, the caster may choose a password that must be 
spoken aloud before entering the area. Of course, these can be 
overheard and subsequently used by the eavesdropper ... 

The material component for this spell is a small bell. 

Yudder's Whistle of Hells Gate 

~8ase ~ .:;:::]1 
~ __ :WS,M 
Casting TIme: 

Range: 

• umo 

1 second 

Centered on caster 

tSfoot radius 

Duration: )0 seconds 

Saving Throw: None 

Additional Spell Point schedule: Incruse Volume of EffM: 4 SP{l foot 
radius (maximum 30 fw) 
Incrnse Durltlon: 30 SP/IO seconds 
(maximum duration one minute) 

This spell creates a high-pitched, shrill whistling that only 
non-sapient mammals can hear. The whistle irritates normal 
animals while it lasts and actually makes them run away in fear 
if they fail a saving throw. Dire animals, Sturm Wolves and 
Wargs are also subject to the effect of this spell. Note that the 
spell is not seJective - all eligible victims in the area are affected! 

The malerial cUlllponcnt is a small dog whistle. 

First bevel Spells 

Bash Door 

Casting TIme: 

Range: 

,s 
I second 

30 feet 

.., ''', •• door 

Saving Throw: None 

Additional Spell Point schedule: bttftd Rin,e: 1 sm Iff! (mu 100 Iff,) 

This spell allows the caster to hurl a tremendous force 
against a door. A closed (and even locked and barred) door is , 
automatically forced open, accompanied by the noise one 
would expeCt from a battering ram. Note that no additional 
Strength is actually granted to the caster's physical body. The 
force of a Bash Door spell may only be used on a door. I t has 
no effect on walls, windows or creatures. 

This spell counters a Bar Portal spell but if used against a 
Wizard's Lock the caster must succeed at a contested d20p 
check (d2Op + caster level vs. d20p + level of Mage that placed 
the Wizard's Lock). 

O .. pSI .. p 

~-~'~~~~ ,:,~,;;;:IPOO;,;;;-:,,"";;;;;" ___ "" :tr. M 
Casting T1me: 1 second 

Range: 40 feet 

~~cI~_~ct§§~§;ra""""'-~"'~iO' radIUS 
~ minute 

Saving Throw: Negates 

Additional Spell Point schedule: Inaeue Hit PoInts Atmted: 1 SPII HP 
Inatu~ DUrltien: 1 SP/minutt 

This spell causes the targeted creature(s), all of whom must 
be within a thirty-foot radius of one another, to fall into a deep 
sleep if they fail a saving throw. Slumbering crearures can be 
awakened only by slapping, kicking or more stringent methods. 

When casting the spell, the mage identifies the particular 
creature(s) he wishes to affect. The spell effect is limited to a 
number of creatures whose combined maximum Hit Points 
are less than or equal to 90 Hit Points. Should the mage's 
targets exceed this total, the creatures with the fewest Hit 
Points are affected flfst. A mage may allocate more Spell 
Points to increase this HP total, but he must do so at the time 
of casting, not after learning the combined H it Point total of 
his opponents (assuming his GM is so inept as to reveal this 
information). 
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For example, let~ say thai Zenith the mage rum into five goblim 
ltd by a hobgoblin. He duida to target them all with a Slup sfXlI, 
so the GM nuds 10 d~ttrmine which of the ertolum Zmith 
msoru/s. Eoth of Ih~ gob/im hQJ 20 Hit Points, whilt the 
hobgohlin has 28 Hit Paint! (~ifoneoftlNm was 'W()lmdd and 
had reduced Hit Painls, il 'WfJllidn'l malla since tIN GM is only 
intauted in the normal maximum HP). 

The tombintd Hit Poin! total ojZmith's targets is 128 (5 x 20 c 

100; + 28 '" 128), which e:ccwis the ptm capability. TIN goblinI, 
having the [rumt Hit Points, are chasm first /0 fill the sfXlIJ HP 
quota. Four of them art subjett to the IfXIIIlJ tlxir HP total is 80; 
tM Fifth goblin e:cueds the spell's capability and is unaffitted, IlJ is 
the hobgoblin. 

Each of the goOlins is now pnmitud a un ling Ihrow. They eath 
roll a d20p and add their attac~ bonus and comparr this to a Jingle 
roll by Ihe mage who rolls a d20p and adds his level. If they meet or 
t)(Cud Zmilh'! roll, they are ullajficli!d by the spell. 

If 2mith's modified roll resulltd in a 12 and the goblins 
modified rol/s are J, 7, 12 alld 18, tben the two goblin; thaI rolled 
a J and 7 slump to the ground in a deep ,lumb(!'T, while tht other 
two (12 and 18) continue 10 advance menacingly. 

Th~ material component for this spell is a handful of fine 
sand, blown in the direction of th~ targets. 

Planar Servant 

CastIng TIme: 

Range: 

Saving Throw; 

50 

V,S,M 

S minutes 

30 feet 

~-. 

6hou" 

None 

Additional Spell Point schedule: btend Dur.ttion: 1 SPl5 minutes 
Increm HP C.~dty: 12 SP/HP 

Casting this spell conjures a ghostly crearure from another 
plane. The link created by the spell forces the creamre to 
follow th~ caster's direction just like a normal, obedient se: rvant 
would. The crearur~ may not spc=ak, though it may try to 

communicat~ using non-verbal means. The: servaOl can only 
perform minor tasks such as opening doors, f~tching, carrying, 
holding or cleaning. It cannot lift or carry ite:ms that weigh 
matt than 20 pounds and it cannot move over 40 pounds e:vcn 
by pushing or pulling. 

The planar srrvant disappears wh~n th~ spell dut'3tion e:nds. 
if th~ caste:r pre:marure.ly e:nds the: spell or if the 5(;tvant suffers 
mon= than 6 points of damag~. 

The: material compon~nt fo r this spc=ll is a Single: copper 
pi~ce. 

Scorch 

~COit~50 
~ V,S 

Casting TIme: 

Range: 

1 second 

Personal 

~~~~~;;~;;~~ '0Mft 
"""ntaneou> 

Saving Throw: Half damage 

Additional Spell Polnt SChedule: inaNse D.tIUgl: 10 W/pt 01 dafN9t 

This spell allows the: caste:r to direct a lO-foor long liItC offio: 
from his palm that e:ngulfs all cn:arures within an adjacent 10' 
)( 10' arc=a. Anyone: srruck by th~ fire (automatic. no a«ack roU 
needed) suffers Id3p+6 points of damage. Flammable items 
(such as parchment, cloth or wood) catch fire , but a crearuo: 
may spc=nd a few seconds (ld6p s~cond delay) to extinguish the 
flame:s from a single i t~m. 

If someone is dumb enough not to spend d6p seconds 
patting out their burning clothes, they suffer Id3p points of 
damage every t~n seconds rh~y remain on £ir~. 

Th~ somatic gestur~ for this spell is the: caste:r's hand thrust 
forward, with finge.n spn:ad. 

Sense MaglUlI Aur .. 

Casting TIme: 

Range: 

50 

V,S 

10 seconds 

Personal 

2 minutes 

Saving Throw: None 

Additional Spell Point schedule: Extend Volum, of EffKt: 10 SP{fool 
Ext,nd Duration: 20 SP/minUle 
Determin, Type of M.tgle 100 SP p~ 
10% chance (cumulallve, i.t. 200 SP 
providei a 20% chance). 

This spell ~nables the caster to disc~rn magical auras, such 9.$ 

those ~mitt~d by magical objects. By spreading his arms and 
utt~ring a short phrase:. the caster becomes s~nsitive to magical 
energy in a 10-foot radius around hims~lf. 

Th~ cast~r can then 'fed' the powe:r of the magical 
radiations, which may be faint, weak. moderare, strong or 
powerful. By expending additional SPs, th~ caste:r has a chanc:t 
to d~t~rmin~ wheth~r th~ magic is of a particular type: (such as 
illusion). 

Wood (3' thick), ston~ (1' thick) or metal 0- thick) blocks 
this spell. 



T ........ 

~~~~o.t~------~ u~~-

.5. M 
Casting TIme: 10 seconds 

Range: Personal 

5_ 
Saving Throw: None 

Additional Spell Point schedule: Eltllltd Du,.tIon: 10 SP(mlnutt 
Elt,"d (ompr.II.",i," to Writttn 
Tut: 2S Sf 

This spell lets [he caster comprehend unintelligible speech as 
easily as jfjt had been spoken in his native tongue. The caster 
n n also extend his comprehension to written text in an 
unfamiliar langu2ge (at an additional Spdl Point cost). In both 
cases. however, the caster must first touch the crearurt or text 
m;1.t he wishes to understand (which may pro~ to be a 
cu1run1 or situational difficulty), Magic1l writing is immum: 
to this spell's effect, nor d()(:s the spell translate secret codes or 
ftveal writing hidden by magic. 

The maruial component for this spell is a songbird's tongue . 

Second lIevel S pe ll s 

Charm 

~c- ------- 60 

~~~~=~=~--- V,S 
casting TIme: 1 se<:ond 

Range: 30 feet 

~~~~~;~~-- Onelndlvldu.1 
:;; Spedal 

Saving Throw: Negates 

This spell causes a person to view the caster as a close friend 
and ally. The term 'person' appUes only to sapient, bipedal 
humans, demi -humans and humanoids sized Small or 
:\Iedium. If the caster or his allies ha .... e injured the target 
creatu~ within one minute of the spell being cast, it recei~ a 
saving thtov" bonus equal to + 1 per point of damage suffe~d. 

Although the channed individual believes the caster to be a 
dear friend , he is not his bitch and won't blindly foUow orders. 
Commands to the targtt should be phrased as genial suggestions 
Ul order to be heeded. Of COUTR. e .... en the most deUcately 
worded bnguage won't convince the target fa take an obviously 
suicidal or completely unnatura.l action, unless he can be 
convinced otherwise. The GM should determine the 
persuasiveness of the argument and the NPC's ~action to it. 
Strong Charisma or Looks. as weU as skills such as Art of 
Seduction, may prove especially ul'efuJ to the would-be charmer. 

The spell's effects end at the caster's command, if the CUttt 

attacks the tt~t or if the target succeeds at a periodic saving 
throw. The rime period between saving throw attempts is 21 
days, modified by - 1 day per point of Intelligence of the 
charmed person. Regardless of Intelligence, the minimum 
time between saving throws is 24 houn . 

Dbguise 

~Cott~60 
~ V,S 

casting Time: 1 second 

Range: Pffsonal 

1~~Of~~~~~~IIP<rson" 12 2d6p minutes 

Saving Throw: None 

Additional Spell PoInt schedule: f.Jt.fuf DI"tlon: IIlSP/minlltr 
Inat'M! Htipt Ii.".: 11l SP/Ind'I 
IIKfHst W ..... t liI\tt: J Sf/pound 

When the caster completes this spell, he alters his physical 
appearance (including his clothing and geu) via illusion. This 
might be taking on a different fiaet, altering his hair color. 
adding a beard, changing sex and so on. He may even opt to 
disguise: himself as a member of a different race (subject to 
Iimitati006 below). The spell cannot, however, dupUcate the 
appear:rnce of a specific individual. 

In aU cases, the caster's weight cannot seem to change more 
than 25 pounds, nor can the spe.ll make him seem more than 1 
foot WIer or shorter. As such. a change to some species may 
be beyond the spell's ability, such as a 5-foor tal1 human to a 
3- foot taU halfling. Even if the spell is successful, ability scores, 
special powers, racial abilities and so on, are unaffected . 

Magic ProjKtile 

~CiIst 

Casting TIme: 

Range: 

60 

V, 

1 second/missile 

180 feet 

1~~OfE~~~~~:::'I '--6 tMgeU in 20 reet square 
~ Instantan!OUs 

Saving Throw: None 

Additlooal Spell Point schedule: 11KfUM! lilMJt: 1 SP/fool 
AMIMitlon.1 Missiles: 10 Sl'/pI'ojKtiit 
(muimum 6 ~iIrs) 

This spell enables the caster to shoot an unerringly accurate 
virtu:u projectile vaguely resembling an arrow at an opponent. 
Provided any portion of the targe t can be seen (and is within 
nlllge) the missile will jink around obstacles to strike its target . .. 



The missile deals Id4p+ 1 points of damage. 

W ith additional Spell Point allocation, multiple projectiles 
may be ftred. The caster can choose to direct these 'arrows' at 
several targets or volley ftre them on a single target. Multiple 
missiles impacting a creature strike simultaneously. 

M agic Projectiles ignore any damage reduction the target 
possesses (gained either narurally or by armor). 

Slippery Surface 

50 60 

IJ, S, M 

Casting TIme: 1 second 

Range: 30 feet 

~~~====== E! 10' square I:i non: minute __ _ 

Saving Throw: Special 

Additional Spell Point schedule: Inafl51 RI.: 1 SP/foot 
lnause Volume of Effert: 1 SPf2 WI. feel 
Ina.l5I Ourl tlon: S SP/l0 stConds 

This spell rransfonns an area such that it becomes incredibly 
slippery. Any non-flying crearure within the Area of Effect (or 
that steps into it before the spell ends) must immediately 
succeed at a saving throw with a -4 penalty or slip and fall . 

Even if the saving throw succeeds, an individual must still 
make a subsequent saving throw (at no penalty) once fo r every 
5 feet of movement through the frictionless area. If he stops 
moving before he travels 5 feet, he must still make another save 
when he moves again. Note that intelligent crearutes can use 
walls, ceiling ropes, fallen comrades or any other item resting 
outside of the surface (including the ground if reachable) to 
pull themselves out of the slippery surface. 

A caster may choose to target a single item rather than an 
area, provided it is smaller than 10 cubic feet. If a creature is 
holding the item, he must succeed at a saving throw or drop it. 
Another save is required each time he attempts to pick it up 
and each time he endeavors to use ir (assuming he finally 
manages to pick it up) for as long as the spell duration remains 
in effect. The caster can end this spell with a gesture. 
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The material component for this spell is a greased rag. 

ClH HAHN! 
Vfr:lY FUNNY 

DUD. , 
NOW MAKe 

IT ( AWAY. 

CASTING 'TORCHtIGHr' IN 
SOMUOOY'5 PANrS IS JUST WPONG. 

( eSF'eC!AI.I.Y IN 
Tl-IE MlDOI..E OF A 
SNEAK ATTACK. 

SmokeScreen 

50 

Casting Time: 

Range: 

60 

V, S, M 

5 seconds 

90 feet 

2000 cubic feet ""'=':"' ______ ... 5 mlnu;.;",;;... __ 

Saving Throw: None 

Additional Spell Point schedule: Incrtu t Volumt: 1 SP/SO (ublc feet 
Incrnst Ourltion: 10 SP{mlnute 

As the spellcaster chants the verbal component of this 
a dense cloud of smoke chums from his mouth and 
rapidly along the ground to the ftnal range and location d"'""4 
by the caster. The end result is a cloud of dense gray 
that blocks all vision beyond two feet. The caster may 
the fog's dimensions as desired, as tong as the cio,udll 
narrowest dimension is no less than 10 feet. A strong 
(with a wind speed of eight to eighteen miles per hour) cuts 
spell's duration by half Greater wind speeds end the 
duration in one minute. 

The somatic and material component for this spell is a 
cigar from which the caster must inhale. 

Torchlight 

Casting TIme: 

Range: 

60 

V, M 

1 second 

100 feet 

~~~"ESII~""~"'§~~~511S.feet ,0<1'",_ ~ 10 minutes 

Saving Throw: Special 

Additional Spell Point schedule: klon51 lb.,.: 1 SPlfret 
lnaust Durltion: 3 SPlminut~ 

Inn use Rldius of light: 2 SPlfeet 
(maximum 30 feet) 

Torchlight creates a softly glowing ball of light 
luminance equiwlent to that of a torch. The spell may be 
to position the ball at a static point in the air or to affix it to 

object such as a pole or weapon. If this spell contacts m"gi,ooIl 
darkness produced by an equivalently leveled spellcaster, 
spells are negated. If Torchlight is cast against a stronger 
weaker darkness spell, only the lesser spell is negated. 

The material component for this spell is a cloth patch 
impregnated with oil or grease. 



Third bevel Spells 

Cheetah Speed 

SPC"", 

Casting Tlme: 

o 
V, S, M 

2 seconds 

Tou<h 

One tndMdual 

o seconds 

Saving Throw: None 

Additional Spell Point schedule: IIklHSot DeRtiH: 2 SII/Wt:ond 

This spell improves a crtaturt's movement to thrtt times 
fas ter than normal. 
H e also may subtract 
2 from his lnitiati\'c 
(though no lx:nefit to 
Speed oc,",,). Th, 
spell only allows ruter 
movement - no other 
actions may be 
performed at a &Ster 
than normal pace. 
Each time Cheetah 
Speed is cast on a 
creature, it ages one 
month. Unwilling 
recipients may try to 
make a saving throw 
to avoid the speU's 
effects and conse
quent aging. 

The material component fo r this spell is a bit of cheetah fu r. 

JlopeCMrm 

~~~SP~~~~~~ 70 ~ V, S, M 

Casting Tlme: 2 seconds 

60"', 
~~~~EII~IOC~ct~;;;;;;;;;;;; SO feet 01 rope-

10 seconds Iftef flnlshed playing 

Saving Throw: Negates 

Additional Spell Point schedule: IIKftISI Durtltlon: 35 Sl'IID seconds 

This spell enables a mage to animate a rope with which he 
has some passing familiarity (he must personally have handled 
the rope to gauge its unique properties - therefore this speU 
cannot be cast on a coil of rope an adversary is carrying). He 
can enable it to perform basic functions (coil, loop. tie, knOt . 

coil and knot. loop and knot, tie and knot. uncoil, unloop, etc.) 
or to create a 'rope ladder'. The mage commands the rope by 
playing a tune on a small wind instrument such as a £lure or 
recorder. W hile playing, the mage cannot perform any other 
action save walking and concentrating on the speU. 

The rope may also be used against an opponent. It d~ not 
inflict damage. but can entangle a creature or object within 1 
foot of the cord that F.Ws a saving throw. The rope may need to 
be hurled at an opponent prior to enchantment in order to 
fadli tate this action, as the rope is incapable of locomotion. 

"This spal aho Ilff~c/s string. yarn, cord (Jr similar nonli'll;ng 
ro~li~ obj~cJJ up to 2" Ibid. TIN stllndard 1J'uacy anjmaw a 50' 
span of ~ no mor~ than 1· in sn-and diam~trr. If 1M ro~ II II" 
fhki or Iw, lhe Volum~ ofEffict Imomes 100' of rord. For t:WrJ II" 
greaur than 1: reduce the variable Volume of Effict by half For 
eXAmple. if a ropt is IW thick. the UlSter tan only (omma nd a 25' 
Itrlglh, or for a 2"lh;(1. rrJpt, the rontrollable Imgth fl)()u/d IN only 
I11Jfotl. 

The materi~ component for this speU is the rope itself. An 
average 1 ~ thick rope uses a dlO fo r it! defen~ roll and can rUe 
6 points of damage from an edgr:d weapon before it severs. 
The rope and instrument are not consumed in the casting of 
the spell . 

Un_ 

SPCost: 70 

V 

Casting TIme: 2 seconds 

Range: 15 feet 

d Efrect 10 cubic feet 

Ins~taneou5 

Saving Throw: None 

Additional Spell PoInt schedule: IIKffISl .... : 1 ~/fool 

InallSi VOhUM: 2 Sl'/cubk foot 

This spell allows the caster to circumvent locked doors. 
boxes, chests and even shackles or chains. Of course, thert are 
some limitations. 

For inst:lnce. the item to be unJocked must be: smaller than 
the Volume of Effect. Each cuting only opens one lock (so if 
a door has two locks, the spell must be cast twice). 

The item must also be within the caster's line of Sight. If an 
item is secured with a Wizard's Lock. this speU opens the item 
for one minute, after which time the Wizard's Lock reassert'S 
itsdf and relocks the subject of the Unlock spell. 

The spell does not destroy the lock. leaving open the 
possibility of the i[em being subsequently relocked. This speU 
does not affect knots or items w1thout locking mechanisms and 
does not physically push open the door (or lid, etc). 
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V-'I of DIIrknfts 

""" 70 

V,S,M 

Casting Time: 2 seconds 

Range: 30 feet 

~ius 

Saving Throw: None 

Additional Spell Point schedule: In<fnse Ritnge: 1 SP/toot 
InuuH! Duration: 3 SP/minutt 
InutlH! Radius of Effect: ] SPlfoot 

With a Veil of Darkness spell, the caster banishes all ught 
from an area. A natural ught source is extinguished if taken 
into any existing area of magical darkness. If this spell contacts 
magical light produced by an equivalendy leveled spellcaster, 
both spells are negated. If Veil of Darkness is cast against a 
stronger or weaker ught, only the lesse r spell is negated. Veil 
of D arkness may only be cast on a fixed location . 

The somatic component fo r this spell is to blow the 
material component (a pinch of soot) in the direction the 
darkness is to be situated. 

92 

White Hot Mm l 

Casting Time: 

Range: 

70 

2 seconds 

10 feet 

10lbs.ofmetal -~seconds 

Saving Throw: Special 

Additional Spell Point schedule: Inuuse Durittlon: 50 SP/1() ~onds 

By means of the White H ot M etal spell, the caster 
instantaneously causes metal to become searingly hot 
(2000" F). Certain metals and alloys (such as bronze, copper, 
silver, gold, tin, lead and pewter) will melt; while objects 
composed of ferrous alloys (i.e., iron and steel) and platinum 
retain their shape but are malleable if force is applied. 

Creatures suffer 2d6p poi nts of damage every 10 seconds 
they are in contact with the affected metal - this may be 
unavoidable in the case of body armor, but a weapon may be 
dropped to avoid damage. When the duration ends, the metal 
magically cools, remaining in whatever shape its molten form 
took. 

The material component for this spell is a mixrure of alum 
and powdered iron. 

Wiurd's lo<k 

aa.eSPCost 70 

Com V,S,M 

Casting Time: 1 minute 

Range: Touch 

al-' 30 teet 

Saving Throw: None 

Additional Spell Point schedule: Add Veml Plnkey: 100 SP 
InauH Mitlimum otI)«t SIle: 2 SP per 
addit]orwl cubic loot 

The Wizard's Lock spell allows the caster to magically lock 
a door, box, chest, window or similar object so that only he can 
open it. For additional Spell Points, a password may be placed 
on the Wizard's Lock allowing access by presumably trusted 
associates given the verbal key. 

Whil(' a Wizard's Lock is a fomlidable security measure, it 
can potentially be physically broken by very strong creatures 
(using a feat of strength rolled against d2Op+21 though only 
one attempt is allowed), bypassed by destruction of the object 
locked or temporarily circumvented by a wizard 14 levels 
higher than the caster. Such circumvention requires the 
expenditure of10 SP fo r every level of the caster who placed it 
and is effective fo r one minute. 

The materia] component of this spell is a pair of magnets 
costing no less than 10 sp. 

Fourth h ev e l Spells 

Bottomless Pouch 

Sf SP Cost: 

nts: V,S, M 

Casting Time: 2 seconds 

Range: Touch 

urne of Effect: Qnecpocc-u<cohc-

Duratfori: 12 hours 

Saving Throw: None 

Additional Spell Point schedule: Increlst Volume of Effect: 10 SP/Cu. ft. 
InanH! Duration: 1() SPItiOUf 

The Bottomless Pouch spell allows the caster to enchant an 
ordinary pouch such that it can hold an astOnishing volume of 
objects placed into it. While enchanted, the pouch has a 
capacity of five cubic feet ('bottomless' being an inaccurate 
wizarding hyperbole) and objects therein only weigh one-tenth 
their normal weight. 

Note that objects must still be able to be placed intO the pouch 
thereby limiting the type of object that can be stored within. 



If the spell duration apires while there is material within the 
bon omless pouch, the pouch becomes normal, rips open at the 
seams (or othernise tears to shreds) and all the material stored 
spills out at the feet of the wearer. The caster can also cause 
the pouch to empty with a single command. 

EnfHble 

Base SP Cost: 

Components: 

Casting TIme: 

Range: 

80 

V,S 

2 seconds 

60 feet 

Volume OfEffea: One creatul1! 

Duration: 30 seconds 

Saving Throw: Negates 

Additional Spell Point schedule: InUfiS' OUlltion: 20 smo Sl'(ond\ 

Enfeeble allows a magic-user to direcr a beam of dark energy 
at a single opponent, reducing irs Strength and thereby gravely 
weakening: the force of irs blows. Creatures are reduced to an 
effective Strength of5101 (a -3 damage :.ldjusnnent replaces any 
bonuses they may have had). If the target creafUre makes irs 
sa\-ing throw, the beam missed and spell has no effect. 

Thjs spell does not affect combat bonuses due to magical 
items nor creatures with :l natur:1l Strength of 5101 or lower. 

Fireball, Skipping Beny 

so SP "'" 

'"'~ .,,,oents: 
Casting TIme: 

Range: 

ume of Effec:t: 

80 

V,S 

2 seconds 

200 feet 

10 foot radius 

Duration: 2:0 seconds 

Saving Throw: Half damage 

Additional Spell Point schedule: InOUSf Potency of Firfball: 
20 SP pel d4p (mnimym 6d4p) 
InouSf Duration: 1 SP/se<olld 

The kipping Bett)' Targt!t's spHd (fHt/Sff) d20p modlfktr 

Firt:ball can be used as an 
effective long- range 
weapon by a magic-user. 

When cast, the mage 
directs a flaming sphttc 
that leaves the caster's hand 
traveling at a rate of 10 feet 
per second. Subjects within 
50 feet of the caster may be 
targeted direcdy necessitat
ing a successful attack to 
strike the victim. 

The effi cacy of this 
attack is determined as fol
lows: the Mage raUs a d20p 
and adds his level. The tar
get roUs a d20p and adds 
his 1el"C1 (or arrack bonus 
for monsters) further mod
ified by his current speed 
(see chart). 

M~glc Pro.fKtlle of Skewering 

5 ... 10'"", 

5 

10 

15 

20 

" 30 

3S 

40 

" 50 

55 

60 

.5 
70 

75 

80 

05 

90 

Base SP Cost 80 

Casting TIme: 

Range: 

Ofume of Effe:t: 

v,s 
2 seconds 

90 feet 

Two Of more targets 

Instantaneous 

Saving Throw: None 

Additional Spell Point schedule: Inoease Potency of Mln lle: 

.. 
• 
+1 

" +, .. 
+5 ... 
+7 

+0 

+. 
,I, 
+11 

+12 

+13 

.,. 
+17 

4() SP pel d411+ 1 (m.ulmum 68d-4p+81 
InouH lIange: 5 SP/l0 rttt 

This spell is an enhanced Version of the l\l agic Projectile 
spell. The caster creates a glowing arrow of magical energy that 
is directed toward a target within the spell 's range. The missile 
always hits and causes 2d4p+2 points of damage. When the 
missile strikes, it ~skewersR its target, inflicting its damage 
before it continues along its path, until it strikes an obstdde, 
runs out of range o r runs out of targets. 



9. 

This works as follows: When the missile strikes its first 
target it emerges out of the opposite side of the target and is 
directed towards an additional target of the caster's choice 
within a 90 degree arc. Assuming the spell's maximum range 
has not been eclipsed, me second target is struck. The process 
repeats itself until the spell runs out of range or energy, or me 
missile cannot continue due to the presence of barriers in its 
path. The first creature struck suffers full damage, but every 
creature struck afterwards suffers a progressive Id4p+l less 
damage than the crearure hit before it. 

Like Magic Projcctile, a Magic Projectile of Skewing ignores 
any damage reduction the target possesses (gained either 
naturally or by armor). 

Memory Wipe, Lesser 

Base SP Cost 

Casting Time: 

Range: 

80 

V,S 

2 seconds 

90 feet 

, -4 creatures in ai&1eet cube 

PE!nnanent -Saving Throw: Negates 

Additional Spell Point schedule: Incrnse Length of Memories Erased: 
50 SP/minute 
Increase Volume of Effect: 
40 SP/crmure or 1 SP/cubic foot 

With the Lesser Memory Wipe spell, the spellcaster wipes 
the preceding onc minute of memory from creatures within the 
cube. This does not negate any spells that may have been cast 
during that time. However, it is possible that the caster of said 
magic could forget he did so and consequently fail to act upon 
it. Up to four individuals may be the subject of a particular 
Memory Wipe. Each target selected beyond the first provides 
a cumulative + 1 to saving throws to all subjects of the spell. 

Motion Blur 

Casting lime: 

Range: -ume of ~Eff:ec\l~i!:::::= .. -
Saving Throw: 

80 

V,S --
2 seconds 

Touch 

One individual 

1 mfnut-e -None 

Motion Blur alters a viewer's pcrceptions. The subject of the 
spell appears blurred or smeared along the direction of relative 
motion. Thus a person actively feinting and dodging in combat 
is more difficult to hit. This distortion gives +4 to his Defense 

in melee combat. Note that a static defender gains no benefit 
from Motion Blur. 

Anyone launching a missile at a blurred target is treated as if 
he were 20 feet further from the target (though if the missile 
strikes tme, damage is computed from the actual distance). 

A Sense Invisible Beings spell wiIJ not counter this effect. 

Transmogrify 

a;~~re~~~c~~~st::~;;::,:,.:- M 
Com~ V,S, (M) -; 
Casting lime: 

Range: 

o'umeof~ 

Du" 

Saving Throw: 

-
2 seconds 

Personal 

Personal 

3d4p +6 minutes 

None 

Additional Spell Point schedule: Increase DUration: 20 SP/d4p minutes 
Duplicate Exact Individual: 350 5P plus 
material component 

~ Transmogrify allows a 
~ ~ mage to physically alter his 

i~~~§;~ appearance to match that of 
I I another creature. The 

change cannot be radical as 
the desired form must be 
within +/- 50% of the magic 
user's mass. The change is no 
mere illusion for the cast
er's body acmally morphs 
into the new shape for the 
duration of the spell. His 
clothing and gear may be 
similarly enchanted (though 
not transformed into either 
armor or a shield). 

While the transmogrified spellcaster is virtually indistin-
guishable from an ordinary specimen of the type he has opted 
to change into, there are limitations. First, no native speech 
capabilities are granted. Second, the mage retains his pre-exist
ing Strength and Hit Points. If the ncw form has namral 
weaponry, the mage may employ these attack routines subject 
to his own physical prowess. 

If the mage wishes to transform into an exact duplicate of a 
particular individual, he must add a small part of that being 
(i.e., hair, nails, etc.) as a material component and expend an 
additional 350 Spell Points during casting. 

The mage cannot cnd the spell prematurely; further, the GM 
rolls the duration in secret so the mage does not know or con
trol the exact duration. If slain, he resumes his native form 

immediately. 



Fifth bevel Spells 

c"""",. 

Caning Time: 

Range: 

Saving Throw: 

2 seconds 

Speclal 

61"ootmlus 

9OSKonds 

No"" 

Additional Spell Point schedule: IIICfHSt Dltntioft: 10 SP/ l0SKands 

",OUIe NII"'-.." I)u~k'tt IlN9fs: 
4(l SPliINgt (mil. 8 HNgtS) 

This speU creates d4p+ 1 perfect visual copies of the 
spdlOlster that mirror his every move. These images duster 
around the mage, making it impossible for an opponenl to 
discern which is the spdlcaster and which is a minge. 

When subject to an attack, the true target must ~ 
randomly determined. If a duplicate is successfuUy attacked. it 
dissipates. Striking the actual mage. while infljcting damage. 
does not prOvide the attacker with his true location. Funher 
attacks are subject to the same random determination of the 
target. 

OiHmbodl~ Floating Hllnd 

_SPCast 

Casting Time: 

Range: 

oIEKoct'··---

90 

V, S 

2 seconds 

Zero 

120 foot radius from caster 

DtntIon: 5 minutes 

Saving Throw: None 

Additional Spell Point schedule: lnalllf Rin,,: 1 ~Plfool 
lltUlIlf Durldon: S SP/l0s«oods 

Upon compll::ting this incantation. the mage's hand separates 
from his or hl::r foreann Il::aving a fleshy snunp. Thl:: disembodil::d 
hand may be psyclually controUl::d by thl:: magI:: (0 pafonn 
actions as desired, as long as it remains within 120 feet of him. 
It is capable of rught (at 20 feet/second). 

Controlling one's own disembodied hand requires remarkably 
link concentration. As such, (he s~llcaster is fully capable of 
conjuring additional spells. Ranges for said spells should be 
computed from the hand's position, not the caster', body. The 
disembodied hand can also deliver touch anacks as if the caster 
were in close proximity to the ruget and can easily strike the 
rear of an opponent unaware of its presence. The magic-user's 
rusembodied hand makes any anack as if the caster were 
physically present. The disembodied hand may perform other 
actions such as retrieving objects or o~ning doors. 

The hand is vulnerable to anllck but difficult to hit (roUing a 
d20p for defense with a + 10 modifier). Any d~age to the 
hand is applied directly to the caster. Once the spell ends. the 
caster may simply reattach his hand. If not in a position to do 
so, it muse be retrieved and reanached widUn five minutes or 
the hand dies, leaving the mage with the nickname "SNmpy.~ 

H .. t SMklng Fist ofThund.r 

SPCast 

Casting Time: 

Range: 

2SKonds 

looket 

2o-root radius sphere 

ration: Special 

Salling Throw; Half damage 

Additional Spell Point schedule: hKrtllf lHge: 10 SfIS fftt 
lnallSt 'tofulM of Efftct 20 Sflfoot 
IIKrI'ISt .'.st: 20 SP/cI4p (mal9cl4pl 

The H l::at Seeking Fist of Thunder spell creatcs a 
disl::mbodied hand that rushes toward a heat source and 
aplodes with magiet.l energy when it hits. The spell requires 
a hl::at source at least as large as a torch to home in on. When 
the speU is successfully cast all those within 20 feet of the 
target heal source suffer 3d4p damage. or half that with a 
successful saving throw. The damage done is sonic in naNre 
and sounds like an O'tremdy loud thunderclap. The targl::t 
heat source is oblitcrared when thc spell is cast. 

~_;;;;~sp""Cast="""---" 90 

~~~~~===~;;;;~ V. S. M 
Casting nme: 2 seconds 

Rar\ge: 180 feet 

1~~"'E-~~ct~§§§~ One ctNture or object I .lion: '30 minutes 

S.ving Throw: Negates 

Addldonal Spell Point schedule: IlKttllf DuntlOll: I Sf{minUle 
lnaellf Weight Able to be lnitlltd: 
lGSP/IOpounih 

Levitltion permits the mage to largely ow=rcome the effects of 
gravity and hover fredy in the air. This entails linle mental effort 
once the spell is cast. However, with a bit of concentration 
(precluding other spe.llcasting), the Mage ma)' raise or 10""C.T 

himself at a rate of 10 feet per second (or slower). AJthough thl:: 
spell does not provide for lateral motion, the only inhibitor [0 

such movement is either physical objects or air resistance. As 
such, springing off a wall can propel the levitator scores of feet. 



In addition to casting Levitation on one's own person, it may 
be utilized on an inanimate object or a willing or unwilling third 
party (the latter receiving a saving throw to resist its effects). All 
such usages are restricted to a 300 pound weight limit. 

Levitation, regardless of the target, remains under the 
control of the spel1caster. H e can retain this control even when 
losing sight of the levitating object. The spell can be ended 
prematurely should the spellcaster so desire. 

Panic 

Casting Time: 

Range: 

Saving Throw: 

2 seconds 

180 feet 

1~t radius 

g~3)X l 0seconds 

Special 

Additional Spell Point schedule: Incruse DUration: 15 SP/l0 ~{Qnds 

This spell causes creatures with less than 50 Hit Points to 
immediately flee the caster as fast as possible. If cornered and 
faced with an unyielding foe, they will defend themselves but 
suffer a -2 penalty to all rolls. Only elves and clerics are 
pennitted saving throws (the undead, however, do not panic). 

Sense Invisible Beings 

I!& .. Je.£oSt. 90 

IIt!'f§neots: '\I, S-

casting Time: 2 seconds 

Range: Touch 

Ifolu~:i'£~ 20 foot ",diu, 

!OOrattat\! 3 minutes 

Saving Throw: None 

Additional Spell Point schedule: Increase Duration: 20 SP/mlnute 

By means of this spell, the caster imbues the recipient with 
the ability to distinguish invisible or concealed creatures. Sight 
is not enabled; rather the individual gains a sixth sense that 
perfecdy compensates for the lack of vision. Intuitively u",ru'l 
when combating an opponent cloaked by invisibility, the spell 
also allows for the discovery of individuals hiding in shadoWi 
or underbrush or when in conditions of utter darkness (when 
everyone is de/acto invisible). 



Cleric Spells 
Components: Like mages, clerics use verbal (V), somatic (S) 

w d material (M) components for their spells. Unless other
wise stated or divine icons, materials are consumed when a 
~pell is cast. Material components not readied (out of their 
container and in-hand before casting) delay the spell for d4p 
seconds while the cleric produces the required components. 

Casting Time: When a cleric begins to cast a spell, it takes 
;I certain amount of time before it discharges. A cleric cannot 
concentrate on self-defense while in the process of casting a 
spell and thus is limited to a d8p roll against possible attacks. 
If he opts for a more proactive defense or uhe is actually struck 
fo r damage, the spell is ruined. Attacks that don't penetrate 
armor to cause damage do not disrupt a spell. 

Range: When a spell lists a range in feet, its effects begin 
within or at the end of this range, at the cleric's discretion. 
lauch attacks" require a normal attack roll. If the target in 
question chooses to use a shield against the cleric, they're going 
[0 get automatically hit (i.e., the spell travels through the shield 
and counts as a successful touch). 

Spells directed at allies that require a touch (such as healing 
spells) cannot be cast if the recipient is engaged in combat. 

Volume! Area of Effect: Each spell affects a certain creature, 
object, volume, etc. as specified (and desired by the cleric). 

Duration: All spells last for a certain amount of time, be it 
seconds, minutes, hours or longer. Some spell durations may 
even seem to take almost no time at all. 

Saving Throws: Creatures subject to a spell may attempt a 
saving throw by rolling a d20p and adding cheir Attack Bonus. 
(Characters add level instead of Attack Bonus.) The cleric rolls 
a d.20 and adds rus level. If the target 's score equals or exceeds 
the cleric's, he succeeds at the saving throw and the spell has no 
effect on rum (unless otherwise specified in the spell descrip
tion). A natural "1 ~ on any saving throw indicates failure unless 
the cleric himself rolls a "I" on the opposed die check. 

Penetratio n: The variable net result of spells (that is, dice 
rolled for curative or damage results) ordinarily penetrate, 
though other variable effects such as duration do not. Specific 
contradictions of this rule are explicitly stated in the spell 
description. 

Cleric Spells 
Number 

1 

2 

3 

4 

Number 

First level 

CureTrifling Injury 

Extend Fuel 

.:l1f:J!!!!!!!.!EmotJOn: Cause Fea r 

Fourth level 

Comm 

Second level Third level 

Blessing 
-~ ~ trure Ught Wounds 

Ceremony: Anoint 

Cure Minor Wound 

n~sne5S 
~ 

Moae:rate Elemental Dam -----Fifth l evel 

Ceremony> riWstiture 
~~ 

Illumination: Torch 

1m perceptibility to Undead 

Know POSitiOn 
'F ) I 

Sixth level 

Cure Fairly Serious Wound ;-"""=:=::J CUll! Wou :::Jfire:a te Water 

3 Divine Steward 

4 Inflict Pain 

Cure Injury 

Hallowed Weapon 

Indh nce 

Infl~ury 
~;,; 

" 



First bevel Spells 

Allevi-te Trauma 

nts: 

TIme: 

Range: 

Area of Effect: 

,;,3="_, 
TOUCh 

Creature touched 

;:;:EE::i ~5ee ___ ,;;::e",=::;;: 
iii. None 

With this spell, a priest relieves the incapacitating agony 
caused by a particularly grievous wound. The recipient of this 
spell immediatdy recovers from his debilitating condition and 
may take any action he desires (after taking a second to get on 
his feet). This spell does not restore any lost Hit Points nor 
does it provide protection against subsequent traumatic 
injury(ies). 

CIKemony: ConSKrate Divine Icon 

Range: Touch 

Area of Effect: Icon touched 

This spell allows the priest to turn a mundane symbol of his 
faith into a divine icon. Naturally, the priest can only 
consecrate an icon of h.is own fai th. For example, a priest of 
The True must cast this spell on a tiny golden sword. while a 
priest of The Overlord would cast it on a mailed gauntlet. 

The material component for this spell is the symbol to be 
consecrated. It is not expended in casting. 

'8 

Cur~ Trifling Injury 

'50 
Castlng~ 

Range: 

Area of Effect: 

v,s .""~= 
3 'econds 
Touch 

Creature touched 

!~'~'~ion~, ;;;;;;;;;===J!~n~stantaneous,';;;;;;: 
=",,"9r.;Thrnw.;;;;;,___ [None 

Casting this spell enables a cleric to heal a damaged 
individual restoring ld3p hit points in so dOing. Anointed 
followers of the cleric's deity receive more potent healing (ld4p 
hit points). This spell does not function on nonliving creatures 
or non-corporeal creatures and actually harms undead if cast 
upon them. 

Ext."d Fuel 

Range: 1 foot 

Area of Effect: One light source 

Casting this spell causes the chosen light source to consume 
its fuel more effiCiently. thereby doubling the length of time it 
can provide illumination. This spell does not affect the 
intensity or the damage caused by the light source if employed 
as an improvised weapon. Only torches and lanterns may be 
enchanted, broad interpretatjon of "light source" as bonflres or 
illumination not stemming from combustion is disallowed. 

The material component for this spell is tbe flame to be 
affected. 

Mod~rat. Emotion: Cause Fear 

Range: 

Area of Effect: 

,5 

4 seconds 

Touch 

Creature touched 

By touching an indjvidual, the priest is able to implant the 
fear of his or her god in their psyche. The creature touched 
must immediately make a saving throw or flee in terror from 
the cleric until the spell's duration wanes. 

~~ vv"SS"MM;;;;;;;;-
~ ~te 
Range: Touch 

Area of Effect: 1 galton/level 

£lent 

This spell eliminates all harmful bacteria and 
microorganisms as well as foul tasting sulfides, iron and 
suspended solids from water. The result is water suitable for 
drinking. Casting it on beverages such as milk, beer or wine is 
deleterious as they will be reduced to plain water. The speU 
does not affect toxins (alcohol is here considered a narcotic not 
a toxin) or magical potions. 



A Potion of Poison would, for example, be transformed imo 
a crysta1 clear liquid every bit as lethal as it was prior to 
purifying it. Desalinization requires a caster of no less than 5th 
level to accomplish. 

The material component for this spell is the water to be 
purified. PurilY Water must be cast on water intended to be 
sanctified as holy water (but not unholy water). Naturally, the 
water is not consumed in the casting. 

Second bellel Spells 

Aggravate Pain 

~c~ompon~~e~n~~~. ::::::~=::i~'S~ ~ Time: seconds 

Range: 

Area of Effect: 

5 feet/level 

One living creature 

10 secondsIIevel 

With this spell, a priest causes the incapacitating pain 
resulting from traumatic damage to lengthen in duration. This 
may prove useful when the cleric desires to capture an irascible 
foe rather than to slay him outright or when so overwhelmed 
by opponents that there's no time to dispatch casualties. 

Bless 

Range: 

Area of Effect: 

vlng "'row: 

5 seconds 

Touch 

One living creature 

--===::::: ,'iimlnutes 
- None -_. 

This spell imparts a small measure of divine favor upon the 
recipient. If engaged in combat, he may add ... 1 to all attack and 
dde ns<: rolls while blessed. He may also add ... 1 to saving 
throws and improves his chance of succeeding at a skill check 
by .5. Anoimed followe~ of the priest'S deity receive a bless~ 

ing of twice normal duration. 

Cen!mony: Anoint 

Range: 

Area of Effect: 

v, S, M 

10 minutes 

Touch 

Creature touched 

When a character expresses an imerest in allying himself to 
a particular religion, be seeks out a priest of that faith. If the 
priest believes that the character is sincere in his claims, he 
performs a special ceremony (with several more allied 
followe~ present to participate and bear witness, if possible). 

Once the ceremony is complete, the character is allied to the 
faith and its deity, receiving all the appropriate benefits from 
membe~hip. Common benefi[S include bonuses from certain 
spcl1s cast by priests of his faith, while other benefits may vary 
depending on the eM and his campaign. 

The character may still sacrifice, pray and pay tribute to 
other deities when he believes their influence would be helpful. 
However, if he disavows his beliefs in this faith or is anointed 
by a different priest of a different faith, he loses all the benefits 
of the previous faith. 

The material component for this spell is the cleric's divine 
icon. It is not expended in casting. 

CUN Minor Wound 

Components.: 
Ca _ 

Range: 

Area of Effect: 

v,s 
4 seconds 

Touch 

Creature touched 

1~,,~,~'o~n~' ~E~~~~ _. "'n"stantaneous 
~ Throw: None 

Casti ng Cure Minor Wound enables a priest to heal a 
damaged individual restoring Id4p Hit Points in so doing. 
Anointed followers of the priest's deity receive more potent 
healing (ld6p Hit Points). This spell docs not function on 
nonliving creatures o r non-corporeal creatures and actually 
harms undead if cast upon them. 

Innocuousness 

Time: 

Range: 

Area of Effect: 

v,s 
5 seconds 

Touch 

Creatu re touched 

10 mInutes/level 
__ None __ 

The target of this spell becomes cloakr:d in a form of mental 
camouflage. While he can clearly be seen, a viewer's perception 
is subtly altered to interpret the character as just some schmuck 
in the crowd unworthy of close scrutiny. For example, an 
armored warrior may simply be assumed to be a city 
guardsman of whom passers-by take no special Dote. 

.. 



Likewise, a lone traveler might pass by a group of ruffians 
without drawing their attention as a potential victim. 

The spell has its limits - it's not going to allow an obvious elf 
to wander freely around a goblin lair. Additionally, if the 
person cloaked by innocuousness takes a hostile or threatening 
action, the spell is immediately broken. 

Moderate Elementa' Damage 

lV,S 

10 seconds 

Range: Touch 

Area of Effect: Creature touched 

.-., 5 mlnutesl1evel 

\ling None 

This spell provides the spell recipient with greater resistance 
to damage from naturaJ or magical cold, fire and Jjghtning 
attacks. The subject gains a +2 bonus on all saving throws v. 
such effects (if applicable) and all damage dealt to the individ
ual so protected is reduced by 1 point per die (minimum of 1). 

Third bevel Spells 

Blessing 

nts: 

Time: 

Range: 

Area of Effect 

Dwatlon~,=:;==" 
-

The recipients of a Blessing receive a small measure of divine 
favo r. If engaged in combat, they may add + 1 to all attack and 
defense rolls. They also receive a +1 bonus to any savi ng throw. 
1 n other circumstances, their chances of succeeding at a skill 
check are improved by +5. 

Anointed followers of the priest's deity receive a blessing of 
twice norma! duration. 

100 

Cure light Wounds 

ents: 

Range: 

Area of Effect: 

~ngTh",W'~' , 

1Ii~ 
[ seconds 

Touch 

Creatl,lfe touched 

Instanqneous 

Casting this speli enables a priest to heal a damaged 
individual restoring Id6p Hit Points in so doing. Anointed 
followers of the priest's deity receive more potent healing 
(ld8p l-lit Points) . This spell does not function on nonliving 
or non-corporeal creatures and actually harms undcad if cast 
upon them. 

illumination: Torch 

ft6inPonents: - V,S 

Casting Time: 10 seconds 

Range: Touch 

Area of Effect: Personal 

20 minutesllevel 

Saving Throw: n/. - -
This spell enables the caster to summon lwninous energy in 

the likeness of a torch flame. Wben cast, the flame must be 
anchored to some physical item, be it a pole, weapon or even 
the priest's open palm. The flame casts Jjght equivalent to a 
torch but produces no heat. As such , it can not be used as an 
ignition source. 

Imperceptlbllity to Undead 

Components: 

Time: 

Range: 

Area of Effect: 

Durat;:o:;;",,' = 
Saving Throw: 

V,S 

4 seconds 

Touch 

Creature touched 

5 minutes/level 

See text 

This spell bJjnds undead creatures to the recipient's presence. 
Howevcr. it is only effective on creatures with an attack bonus 
less than the priest's level. More powerfuJ undead will 
immediately see througb this veil of secrecy. The spell IS 

broken if the recipient takes any aggressive action. 

Know Position 

Components: V 

Casting Time: 1 minute 

Range: Personal 

Area of Effect: Personal 

Duration: Instantaneous 

Saving Throw: None 

This speU enables a cleric to instantly know his position in 
rdation to a single landmark or population center, or ia 
absolute terms (iatirude, longitude and elevation). 



The priest receives the former information in siruational
appropriate X (east-west) and Y (nonh-south) axis units, such 
as '20 miles east and 16 miles south of Bet Rogala', or '30 feet 
east and 44 feet north of that old tree that looks like it got hit 
by lighming.' If desired, the priest can also determine his loca
tion on the Z (height-depth) axis, such as '5 feet west and 90 
feet south of the dungeon entrance and 65 feet below ground 
level.' The priest may substitute 'ground level' for 'sea level' as 
a reference point for convenience. 

This spell provides one data point only. 

Safe Haven 

Range: Touch 

Area of Effect: Personal 

1i~~~-~-~E~~;;'1!,~u~ mlnJlevel I Throw: 1'K1ftt: 

Once the priest casts this spell, any creature intending to 
attack him must attempt a saving throw. On a successful save, 
the creature is unaffected by the spell and may act freely. If the 
saving throw fails, the attacker ignores the cleric's presence for 
the rest of the spell's duration. If the priest makes an attack, the 
spell is broken. This spell does not protect the priest from the 
collateral damage of an area effect spell. 

Fourth "'eyel Spells 

Comm.md 

omponents: 

st1~Tirne: 

Range: 

Area of Effect: 

ration: 

vlngThrow: 

.I ~ S 
.l~d 

30 feet 

One living creature 

~10~.ds --....,~ 

With this spell, a priest can force another sentient creature to 
perform a single action. The desired action is stated as a com
mand and is limited to a single verb spoken in a language com
prehensible to the target. 

This command cannot make a creature take an action of 
which he is incapable, such as commanding a man to fly. 
Further, a character commanded to 'die' will not drop dead, but 
will rather drop into a comatose state for 10 seconds. 

The somatic component of this spell is the caster pointing at 
the subject. When a command requires the subject to act on 
another object, the caster must use two hands to point both at 
the suhject :mrl. the ohjec_t, sllch :'lS pointing at a person and at 

a nearby door and commanding 'Open.' Both the subject and 
the object to be affected must be within the spell's range limit 
as well as line of sight. 

Cure Wound 

~c~om~~~~~"~.~~~;;;;~~IV,S ~ ftutlng , 5 seconds--

Range: Touch 

Area of Effect: Creature touched 

~Du~"§-ffi·~~~§§§§§~i lnstantan~ 
~vrngl't\rtiW; I None _ 

Casting this spell enables a priest to heal a damaged 
individual restoring ld8p Hit Points in so dOing. Anointed 
followers of the priest's deity receive more potent healing 
(ld10p Hit Points). This spell does not function on nonliving 
crearures nor non-corporeal creatures and actually harms 
undead if cast upon them. 

Divine Steward 

V,S,M---

S minutes 

Range: 0/' 

Area of Effect: 30 foot radius 

4 !!!:"~!Ievel -=1 
None -

This spell summons a (very) minor being from the deity's 
plane of existence. This divine steward follows the priest's 
direction just like a normal, obedient servant would, but docs 
not speak or display any signs of emotion. The steward can 
only perform minor tasks such as opening doors, fetching, car
rying, holding or cleaning. It cannot lift or carry items that 
weigh more than 20 pounds and it cannot move over 40 
pounds even by pushing or pulling. It appears as a translucent 
humanoid with no distinguishable facial features ; its true body 
exists primarily on another plane. 

The divine steward disappears when the spell duration ends, 
if the caster premarurcly ends the spell or if the steward suffers 
1 or more points of damage. If the caster abuses the steward 
(e.g. employing it as a 'trap detector'), it disappears immediate
ly and the priest loses the ability to cast spells or use his priest
ly powers for 24 hours. 

The material component for this spell is the priest's divine 
icon. It is not expended in casting. 
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Inflict Pain 

Range: 

Area of Effect: 

Duration: 

SavtllQ Throw: 

, iV,S 

' f~ 

Touch 

Creature touched 

Instantaneous 

Negates 

With this spell, the priest causes traumatic wracking pain to 

course through the target's body. The creature must immedi
ately attempt a Constitution check (d2Op vs. CON score). 
Rolling under his CON score permits the target to shrug off 
the pain. Rolling equal or above causes the creaNre to collapse 
from the agony, incapacitated for 5 seconds times the differ
ence between his CON check and his CON SCOTe. 

Inflict Wound 

o V,S 

Castinij'tlme: • 5 seconds 

Range: Touch 

Area of Effect: 

!pur¥! 
Creature touched 

----~l Instantaneous 

jSavlng row: None 

A priest may inflict a wound upon anyone whom he casts 
this spell upon though a successful touch attack is required. 
This spell inflicts Idl0p points of damage. 

Influence 

tf!jriOnents:> ! ' .. 

~nm.' __ -~. 
Range: 

Area of Effect: 

,,:]Br 
4 seconds 

5 feet/level 

One living creature 

ld4 minutes + 1 min./Ievel 

Negat~ 

Upon a successful casting of this spell, the priest causes an 
indifferent creature to enter into a particular emotional state. 
For exampJe, the priest might cast this spell to make a uninter
ested guard turn helpful, make an apathetic bar wench become 
flirtatious, an uncaring merchant become generous or so on. 
Bear in mind the limited duration of the spell's effect when 
contemplating excessively complicated applications. 

Characters i.nfluenced by this spell will interpret the new 
emotional state according to their personality not the caster's 
idea of what a person in said emotional state should do. 

For example, an unsympathetic merchant made to flel compas-

ri0710le by this spell will probably give out a few silver pieces 
would never, even in tbis un«.rua/ mood, contemplate Ie/li7lg 
bwiness and giving the proCl!etiJ to the poor. The GM d"'mni,,,,] 
precuely what emotions ean be caused and how the creature reacts. 

Anger, anxiousness, compassion, delight, d:f:.:::~;;~~~~;:~l 
envy, greed, happiness, laziness, lust, pride. s: shame 
even smugness are examples of potential mental states the 
er can command. This spell does not affect biological no,",,, 
such as hunger, pain, thirst or an animal's natural 
instinct. 

When the spell wears off, the creature realizes that he 
been magically influenced. , 

>... 

Fifth bevel Spells 

Ceremony: InvlI!stiture 

omponents: 

n..., 
Range: 

Area of Effect: 

r!J~ 
I fj houy"" 

Touch 

Creature touched 

Permanent 

See text 
~-~ 

When a novice peiest has completed rus training and is pre
pared to take on the mantle of responsibility of being 
ordained priest, his superior performs a Ceremony 
Investiture. This ceremony is also performed to induct lay 
cials and others with a strong tie to the church. 

Once the investiture is complete, the character becomes 

sworn and true servant of his deity, receiving all a~p;.::;~~:;~ J 
benefits according to his station. Thesc benefits vary 
ing on church, as well as the GM and his campaign. 

Unlike the Ceremony: Anoint spell, an invested character 
may not sacrifice. pray or pay tribute to other deities in anyway. 
If he does so, the GM should remove all the benefits of this 
faith for a period of time appropriate to the infmction. If an 
invested character goes so far as to disavow his beliefs in this 
faith or is anointed by a priest of a different faith, he is excom
municated by the previous faith and loses any and all benefits. 



The maten.lll component for this spdl is the prie5t's divine 
icon and various incense, food, drink and possibly other items 
depending on the customs particular to said religion. The 
divine icon is not expended in the casting. 

S 

, minute 

Range: o 
Area of Effect : 1 galion/level 

~i 

Upon completing me speU, me priest 's cupped and OUT

stretched hands fill with cool, distilled water and remain full 
until the final volume of water has poured out. Thus it's useful to 
have a bowl ready into which to decant the liquid. The created 
water is safe to drink provided the cleric's hands art sanitary. It 
d~n't contain a disinfectant and can be fouled. after creation. 

CUre Injury 

Range: 

Area of Effect: 

10,,, 

v,s 
S seconds 

Touch 

Creature touched 

Instantltneous 

Casting this spell enables a priest to restore 2d4p+l Hit 
Poin ts to a damaged individu:ll. Anointed fo llower.; of the 
priest's deity receiVe! more potent healing (2d6p Hi t Poin ts). 
This spell docs not function on nonliving nor non-corporeal 
creatures and actually harms undead if cast upon memo 

V, S, M 

1 second 

Range: Touch 

Area of Effect : Weapon touched 

~~~ -
This speD allows the priest to temporarily enchant a non

magical wupon, gi\·ing it the ability to hit creatures that nor
mally can only be struck by silver weapons. This spell also pro
vides the weapon a + 1 attack and +1 damage bonus. A priest 
may only cast' this spell on a weapon his deity favors. though he 
need not personally wield it. The material component is the 
weapon to be enhanced. It is not expended in the casting. 

Indifference 

Range: 5 feet/lellel 

Area of Effect: One living creature 

~~~ 
1 mlnJ\evel 

Indifference causes a creature to reassess its aggressive 
posture towards the caster and his associates. Tf a save is failed, 
the creature adopts a neutral stance, reguding the priest as 
neither friend nor foe. The creature doesn't initiate violence 
unless attacked and wHl end combat peaceably if allowed to do 
so. lndifference won·t cause the creature to be neglect its duties. 

For ~ramplt, a guard chargrd with barring a paJsag' won't 
jm'mit th, rleric to traiple in unchallmgtd (a guard dog, on the 
othtr hand, lacking high" inttlligrnu would 1" the prilll pms). It 
will, h&w('fKr. diJ({)uragr him from sounding an alarm and will not 
permit the prim or his associall!J to oprnly loot or ural his propert),. 

Attacking the subject of an Indifference spell immediately 
ends the enchantment. When the spell wears o~T. the creature 
reverts to his normal mind~t. 

Inflict Injury 

V,S 

~- 5 seconds 

Range: Toud> 

Area of Effect: Creature touched 

..- Instantaneous 

Throw: Nbne 

This spell in£licts an injury (2d6p points of damage) upon 
whoc:\-cr it is cast, though a successful touch attack is required. 

51xlh bevel Spell 

CUre filirly S.rlous Wound 

tirg'lir'M: 

Range: 

Area of Effect 

v,s 
S seconds 

Touch 

Creature touched 

Instantaneous 

None 

This spell enables a priest to restore 2d6p Hit Poin ts 10 a 
damaged individual. Anoin ted followers of the priest's deiry 
receive more porent healing (3d4p H it Points). This spell does 
not function on nonliving nor non-corporeal creatures and 
acruallr harms undead if cast upon them. 

10' 
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Combat is the ultimate and usually very final method of 
dispute resolution in I-Iack1'v1aster. Because Hack.IVlaster battles 
are so lethal, characters typically only engage after other (less 
dangerous) methods of solving differences fail or been 
dismissed as unlikely to succeed. Of course, experienced pla)'
ers perform such dismissal in the wink of an eye, sometimes 
cleverly getting the drop on their foes, other times accidental
ly butchering someone for an important bit ofinformation that 
could have been gleaned peacefully. However, this chapter's 
not about advising you on how to avoid such pitfalls; it's about 
helping you learn enough about the combat rules to avoid get
ting your hide flayed by goblins or skull sraved in by passing 
ruffians five minutes after rolling up your shiny new character. 

Some folks say that battles aren't all that central to 
Hacklvlaster. Indeed, it's a multifaceted game with many other 
faSCinating elements such as engaging NPCs in meaningful 
di5COurse,gaining knowledge of exciting new peoples, locations 
and things, discovering and mapping new Lands and so on. 
This author won't waste the space in these exalted pages to 
ponder such a rhetorical topic. After all, it doesn't take a 
bloody genius to notice that most of those other topics don't 
have an entire freakin' chapter devoted to them, do they? On 
the other hand, there are those who'd tell you that battle is the 
be-all and end-all, melee is glory and combat is the most 
important thing in HacklVlaster. I'm here to tell you that the 
players trying to sell you such nonsense are nothing but inex
pericnced rubes. Engaging in combat is not the most impor
[ant thing in HackMaster; it's a weak third behind surviving 
and, most importantly, winnjng combat! 

Your careful study of this chapter will help you survive and 
ultimately win most violent HackMaster situations. By learn
ing the nuances herein, you'll dramatically improve your char
acter's chances of survival as well as keep the GM on his toes 
(and avoid being taken advantage of because your GM hap
pcns to be ornery or forgetful). While the GM is always right 
- and darn near infallible - it always pays to know the rules,just 
in case you find yourself at the table of a junior GM or one 
that's not yet HMGMA certified. Yes, this chapter shows you 
how to take advantage of surprised foes, shoot enemies from a 
distance, set them on fire, hack or club them to submission and 
more. Sounds great. doesn't it? 

Encounters 

An "encounter~ in Hackl\.1aster is defined as any situation in 
which a character{s) comes across another character, monster, 
trap or obstacle. This chapter deals with encounters that 
include monsters and/or characters, probably hostile ones (at 
lcast by the end of the encounter, anyway). Whenever an 
encounter occurs, the first thing the GM needs to do is deter
mine the proximity of the opponents (or soon-to-be-oppo~ 
nents, as the case may be). 

Sometimes it's easy to tell when an encounter starts; the GM 
looking menacingly over his screen and shouting ~RoU for 
J nitiative!" is a pretty solid due for ya, Sherlock. Other t imes, 
it's not so clear. For instance, when that comely elf standing by 
the wagon with the obvious broken wheel hikes up her dress 
and thumbs for a lift, who can tell if she's a buxom maiden 
looking for rescue or some syphilitic forest banshee looking to 
eat your liver? In cases like this. it's best to let either caution or 
heroic action rule the day. 

Encounter DIstance 

Encounters only occur when two or more groups come upon 
one another and one or both sides recognize this fact. 
Therefore. sensory range followed by awareness are the deter
mining factors . Once one group moves within visual, auditory, 
olfactory, tactile or other sensory range of any individual on 
either side, that individual (or individuals) can make a 
Listening or Observation check, as appropriate. Success indi
cates that the character is now aware of his opponents. 

Absent any changes to the situation, characters may attempt 
additional checks every 5 seconds. Once an individual becomes 
aware of another creature or group in the area, he (or they) may 
take action. Such an action may be to flee, hide, charge, fire a 
ranged weapon. observe, raise a hew and cry, cast a spell or any 
other act. 

Taking Action 

If you're an avid game player. chances are you're used to 
chOOSing an action or actions on your "rum" - probably from a 



list of allowable actions or categories of actions. This method 
works great for outdated games with boards and certain inferi
or (l hate to even credit them with the term "role-playing") 
games that have to bern in playen because they either prefer 
simple games or plainly lack the genius to play the Greatest 
Game Known to Man. 

In contrast, much like in real life, your J-IackMaster charac
ter can attempt any action he wants al any time. For instance, 
in real life, to walk across the room you think about doing so, 
start moving and after a certain number of seconds you accom
plish the task. Likewise, in HackM.aster, if your character 
wants to take an action (such as crossing the tavern floor) , you 
si mply declare his intent and after a certain amount of time (if 
there are no unexpected obstacles) he completes his action. 

Thus, HackMaster has no artificial time segmentation such 
as ~turns," ~rounds;' ~segments~ or "phases.'·]n l-lackl\tIaster, 
your character's actions are measured in seconds, by time and 
time alone. 1 know this concept can seem difficult after a life 
of being restrained by unnecessary rules, but 1 promise that 
after a session or two, keeping track of actions (using actual 
time like your ancestors intended) will come naturally for you. 

Inlllative 

Before discussing just what actions are possible in an 
encounter (and how long they take to perform), it's important 
that we cover just who goes first. Several factors affect how fast 
a character can take action. most notably the character's Base 
Initiative. The other important factor is a random d12 roll to 
represent the variation of one character getting the drop on 
another. This die roU is called the Initiative Roll. 

(!) :~~~:::i:~:"Wisdom lruti,dv< 
bonus + Dexterity Initiative bonus ... Class 

, level adjustment. 

For ewntple, lets say lhal Kflim' is a 41b kwl fighter 
wilh ww".. 1J/23 and Dtxlmty 15/66. H~ hos a +2 
Initiatiw modifier ftr;m WisJom imd a -1 modifier from 
his high Daftrily (hul no adjMSlmenl from his fighler class 
kfMl). Thil gkMs him II lotal Bas~ lnilwtiw modifier of .. 1. 
In a standard nwnmter;.l&hor would roll (I d12 and add +1 
to 1M result. FM'instance. if he rolled a 7, ht'd add +1 to gel 
II Sfllrting Initiative 0/8. 

As ,",olher example, ktj IfJOlt. at Ibe lsi 1e1N1 mage. 
Fedigar tIM Firebrand. Feliigar r«eiws no initial;w mad
if" jrq", his Wudom 17188, but he suffers a +1 modifier 
from his DeXftrity 12/24. k a 1st lewl mage, 1M also mj
fen from a +2 adjustment from his dass lew/. In a standard 
encounltT, Fedigar rolls a d12 ond adth hiI Balt initianw 
+J 10 Ihe resull. 

At the onset of the action, each character who's aware of an 
opponent roUs a dU for Initiative and adds it to his Base 
Initiative. The result is the chancrer's Starting Initiative. 
During an encounter, each character begins declaring actions 
and moving based on his Starting Initiative. Since actions 
occur based on time and the Count Up (described below), it's 
besr to ha\le a low Starting 1nitiative. Note that negative num
bers arc possible (for example, a Base Initiative of -3 plus a "1" 
on the Initiative roU equals -2), however, these are rare and are 
counted as zero (0). 

In some cases, characters can roU a lesser Initiative die than 
me d12. One enmplc is an experienced thief, whose character 
type improves his reflexes as he trains. Other cases are situa
tional. The "Choosing initiative Die" chart provides guidelines 
to help you understand when to use which Initiative Die. 

Choosing Initiative Die 

Example 

Standard encount~"'-:'----
Declared ready for trouble and have evidence 
of an ambush ahead, but don't know 
where or when 

ar opponents in a concrete direction. 
notsee~m 

Going through a doorway. with absolute 
knowledge that an opponent Is on the other side 

leaping a~ corner. with absolute knowledge that 
an opponent is there (or awaiting an opponent's leap) 

The Count Up 

01. 

dl2 

diD 

d8 

d6 

d4 

Once a character or monster rolls Starti ng Initiative, the GM 
begins counting from '1' and up (each unit represents a second 
in time ticking away), as "I... 2 ... 3 ... 4 ... " and so on. When 
the Count Up reaches a character 's Starting Initiative number, 
the controlling player may announce an acrion. (The GM 
needn't announce actions taken by NPCs or monsters, but he 
should note them mentally or physically). 

Any character that has a Starting Initiative number higher 
than rhe current Count Up number is in a state of surprise or 
otherwise caught unaware and flatfooted. 

SurprIse 

Surprised characters continue to do whatever they were doing 
before the surprise roll (such as walking along, dOZing, whistling 
a tune, daydreaming about that cute girl next door or whatever) 
and can take no other action - and we mean no other action, not 
even such cowardly acts as running away or cowering in a cor
ner, let alone more manly pursuits like defending themselves. 
Further, surprise negates things like Defense adjustments, the 
ability to employ a shield and so on (surprised characters roll 
only a d8p for defense; defense rolls are explained later in mis 
chapter). Essentially, the character is confused, hesitating or 
otherwise unable to react at all to his surroundings. 

10; 



A PIeCe .. ,be ..... , Up 

'T'he Count up makes using miniatures much easier, as 
ach party ~mber can move his miniature 2S 

C!)
each sco>nd ticks away Cg;ving hUn some
thing to do and not sjtting around waiting 
for his "turn- like a Monopolye game). 
'The Count Up can also be used as a tool 

, to help make games played sans miniatures 
more exciting. While the GM describes the 

action, he can ClOre a sense of suspen~ as the Count Up 
kads to the action. 

For CtII",pI~. a pvup of ora l~a'J from towr and is gein, 
to thttrx~ tlfXmf on 1« party. 60 f~1 dWanl. n. GM 
d~clorn IniHatiw rolls and Mgins the t(Junl lip as the play
m anxiously tIWIlil t!Je;, "num/Mr" 11 equid Jound lih Ihil: 
"'ONe! TJu om/ell! from their to'IJU ptJri/ion. 7lwo. they'n 
nMLIllarting /0 jog in your dim/ion, Thrift, with a marl, 
they !mIlA into a nm, cOfMring 15 fiel. FOIIT, 30fte/! Fiw, 
lIN Itad" shoun a war rry and flxy Imd info II charge ..• 
IIxy'W cloud 50 fltl an/I art 1UIIrly on your For a p~ 
waitingfor ·'r. elUh (01111/ milia him ewn MI1Tt anxious. 

Once the: Count Up reaches a character's Staning lnitiative 
number. ,hal characte r is no longer surprised. 

Note that getting hit in the face with a club or shot with a 
crossbow bolt typically makes any conscious character realize 
something is up! If the character is attacked in melee or struck 
by a ranged weapon, he will only be surprised for 2 more sec
onds (unless his Starting Initiative number would end surprise 
earlier. in which case he can act on his Starting Initiative num 
bc=r). Of coursc=. if he had bc=en :macked while surpnsc=d he 
might be: stunned. knocked prone. incapacitated or slain at th:u 
time (the \:lttU e\"ent, in particular. making the Starting 
Initiative numbe:r somewhat moot). 

Ambushes 

I n some instances, one side is aware of the other and waits to 
take action (t.g. , rhose: brigands waiting to ambush your char
acters as lhey blunder down the highway singing merrily). In 
this case. the awaJ"e side may at any time bc=forc: the other side 
becomes aW:lre of them kg., a successful Listening or 
Observation check) take an action 2nd continue taking 2ctions 
until the other side. becomes aware of them. 

Nc=llt misses with ranged weapons (within 6 nceded to hit) 
allow e-\"en the dumbest foes an Initiati~ roU. Other more sub
de actions. such as moving to a new position, might trigger 
another Listening or Observation skill check while others (like. 
quie.tly taking :t swig of brandy or he-aling potion - or one of 
each! - from behind complete cover) aren't likely to alert anyone. 

As soon as the ambushed characters bc=come aware of the 
others. they can roll for Initiative as normal and the count 
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begins:l.t Ml~ (note that the non -surprised ch:ltactetS can me 
:l.ction immediately on "}- without the need to roll for 
Initiative). 

Your GM tells you what type of lnitiativt die to roll by using 
the 'Choosing Initiath'e Die' chan as a guideline. Note that 
this chan works for both sides (in the case of both parties 
advanci ng around a corner to fight), or if one side is lyi.ng in 
ambush or otherwise prepared but not quite fully ready or 
observant (like a typical gnole guard, for example). In the lat
ter case, the semi- prepared side may roll a lesser die. 

In all cases. GM discretion decides which dice shouJd be 
used, if any, but the stand:lfd is the d12. 

Movement 

Charact'crs may move at any time. Like all actions, a player 
declares his intention fttst. Then, when the Count Up reaches 
the time indicated on the ~Per Second Movement Rates" chart, 
the character moves (and the player should make a fu rther dec
laration of what his next action will bc=). 

Per Second Movement Rates 

Humans. Elves, Dwarves, Halflings. 
sileMand L size S and T 

creatures creatures 

• Ik S h " .. 
Jog 10 ft Sft 

15ft 7lS ft-

Sprint 20 ft 10 ft 

• move 5 h eVf!ry other second. 
00 moVf! 5 h on rhe firs r second. lOft the next alternating each second. 

From a standing position, a character can begin to walk or 
jog immediately, but not run or sprint. A walking or jogging 
character can then move to a run or sprint. 

Movement Action rates 

Action 

nmlsprint 

Change Facing to Side 

Adng lorear 

Sit/lrneeVstand from prone or reverse 

up weapon at feet 

Draw/ready weapon, 
small 

I..m,--. 

Draw/ready weapon, 
large 

(dodging lowers speed by one increment) 

Counts 

10 feet over 1 Coont 

1 COlInt" 

1 Count· 

1 Count" 

1 Count 

o Coon! 

1 Count 

2 Counts 

°f,~ when combined with another movement Of action 



Ranged Attacks 

I'm sure if you stop and think about it long enough, you'll 

come to the conclusion that it's a whole lot safer to shoot your 

opponent at range than to stand within his weapon's reach and 

go at it toe-to-toe. Now, of course, you're probably wondering 

how to execute such a smart move so you can start cutting 

down your would-be foes with arrows, axes, bolts and other 

projectiles long before they see the end of your sword. 

Missile weapons come in two basic forms: those that require 

an individual to personally hurl the projectile (as in the case of 
a javelin, throwing axe or throwing knife) and those that use a 

tool to shoot a projectile. The latter most commonly takes the 

fo rm of a bowar, its mechanized variant, the crossbow. 

Ranged attacks work as follows. The attacker rolls a die type 

as indicated on the range chart for his weapon and adds any 

applicable bonuses, such as his Attack adjustment for the 

weapon, any Attack Bonus based on level and any other accrued 

bonuses. A moving defender rolls a d20p (but adds no modi

fiers), a stationary defender rolls a dUp (bur adds no modifiers) 

and the results arc compared. Being aware of the attack affords 

no bonus to the defender in the basic game (but can in the 

advanced game, given enough distance and warning). 

A cursory glance at the weapon charts reveals that scoring a 

hit is by no means assured, even at presumably undemanding 

ranges. Those with some perfunctory exposure to archery may 

balk at the seeming difficulty at hitting a target. Let it be said 

that these naysayers might do well to remember that the bow 

that they used bears as much resemblance to period bows as my 

Shortbow (2d6p dQmQg~) Sling (d4p+d6p damag~) 
iPod does to a Victrola and they should 

go back to relaxing in the blind comfort 

a millennium of scientific achjevement Distance (ttl Attack Ole Distance (tt) Attack Die 

5· 50 d 20p 5· " d20p 

51 - 80 d12p 41 · 80 d12p 

111 - 120 dBp 81 - 120 dBp 

121 - 150 d4p 121 - 160 d4p 

Longbow (2d8p damag~) Javelin (td' 2p damoge)* 

Distance (ttl Attack Ole Distance (tt) Attack Die 

5 · 60 d20p .,. d20p 

61 - 120 d12p 31· SO d12p 

l 121 -160 dBp 51 · dSp 

161 - 210 d4p 71 · 100 d4p 

Light Crossbow (2d6p domoge) Throwing Axe (d-fp + d6p damoge)* 

Distance (ttl Attack Ole Distance (tt) Attack Die 

5· 60 d20p s· d 20p 

61 ·100 d12p 21 - 30 d12p 

101 - 140 dBp 31 - 40 dBp 

141 - 180 d4p 41 · 60 d4p 

H~ovy Crossbow (2dJOp damage) Throwing Knife (d6p domage)· 

Distance (ft) Attack Die Distance (tt) Attack Die 

·eo d20p 5 · 20 d20p 

81 - 140 d12p 21 ·30 d12p 

141 -1 90 dBp lI· dBp 

191 - 2S0 d4p 41 - SO d4p 

• Streng th bonus to damage only applies if the weapon Is thrown from a Jog (i.e. a character must 
jog at least 15 reet towards the targer before releaSing the projectile). 

has provided them. 

D eHvering a hit in combat entails 

landing a solid blow that does meaning

fu l damage to an active opponent while 

in fear for your mortal lifc. Any sod with 

a full belly and adequate rest can peace

fully travel via motorized comfort to a 

well- lit range and employ a bow benefit

ing r rom space-age polymers [0 score a 

hit on an immobile and unthreatening 

paper target, in excess of those presented 

in the official combat charts. That he 

can do so does not invalidate the legiti

macy of these charts, it only proves that 

the individual in question is an argu

mentative fool unaware of the care taken 

to derate the superfluous complexity of 

glancing or superfiCial shots, the diffkul 

ty of judging distances under pressure 

and on the fly and the stress of combat. 

Indeed, one might venture a guess as to 

said individual 's capability for action 

back when he was receiving yet another 

atomic wedgie in the locker room of his 

junior high school. 
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So When Gan I Shoot? 

JUSt like in melee. a shooter cannot amck until his weapon is 

readied. But unlike hand-ra-hand combat where merely bran 

dishing a blade makes a charaCter "read{ for a fight, ranged 

wcapons have to be loaded, cranked/drawn and aimed prior to 

anacking a foe. In the basic g:lme. we assume that all bows and 

crossbows are carried stru ng. Longbows are very large and 

must be carried. while crossbows, slings a nd the smaller hurled 

weap:ms (e.g .. axes) may be sheathed or hung from the beh as 

the: ~ may be. Larger hurled weapons (e.g .. the javelin) and 

shortbows can either be carried or affi.'(cd to the back. 

RangN·n /ored octlons 

ANdy ,. Q trled weapon 

Orawa hurled weapon (from back) 
(knife may combine with throwing) 

"",=a==;..wea;;; pan 
TakcAim 

1 second 

1 second 

5..wnd. 

4 seconds 

A readied . aimed 2nd poinu=d ranged weapon may be 

shotlhurled in just onc second! MItr the initial attack. 

weapons may ~ ftred again according to the rates of fire listed 

below. The Rate of Flre information includes aU times for all 

actions associated with atl:l.cking with such :l. weapon, includ

ing loading, preparing, aiming. recovery and so on. 

Sou Rat.s of Fire (RoF) 

Weapon RoF (seconds) • 

5ho<t8ow 12 

Long8ow 12 

Crossbow. Ught 20 

Crossbow, Heavy 60 

SUng 10 

J~in 7 

Throwing Axe 7 

ThrOwing Knife 6 

• Willi rMrnPpfJOn ofaosj~ cnartKt~ frIO)' ~OIl11'Ollung sp«d 
dunng r~ Inrfflm bt'rwfffI filing. 

Tarllet Size 

The official combat charts an~ calibrated to human-sized 

targets as they were in abundance in our accelerated testing 

faCility. Should your target be of a different size, as will 
frequently be the case when your character sets fonh intO the 

dungeon to hide behind more valiant pla)1:rs and snipe from a 

distance. rou must calculate an -effecth'e distance- based upon 

the ~t's size. 

(!) 
_ .. 01.1 II ............ ".... 

C .... , ...... . 

la ln06t imtanea, mechanical-bucd WIIIpOna; 
(tlings. bows ~UI aoubows) need to be loaded and 

drawn, cranked or tpu.n prior to fiting a thot. TheIC 
times aK Ii.~ below in case they aft needed in your game (nou:. that 
me.e rima are aftady iDduded in the RoF information on the Race 
of rue. tabk, but aft pcaenNd here in CUI: JOU arc faced with I 

tinutioo in pour game. where you need to break down actions more 
8""""'ly). -Load 5 ..condo 

Pull """" hom..- 2 "'"'"'" 
Nod< """" 3..wnd. 

D<aw. 
2 "'"'"'" Quk:k A1m (for snApShot) o seconds 

(combined with drawing) 
Are Bow 1 H<ond 

Cross"OWl 
load 

5 '""""" 
Puil Batt from case 2 seconds 
load Bolt In Crossbow 1 seconds 

Crank a heavy aossbow 5O..wnd. 
Crank a light crossbow 10 s«onds 
Rre 1 ""ond 

Hurled ..... pom 
Recovery time, huried W'Npon 1..wnd 

Slings 
load 2 seconds 
Spin 2 seconds 
Quid Aim (for snapshot) O..wnd. 
(combiMd with SpInning) 
_time 2 seconds 

1'lx$c action nm.e. can be wed in Iinuticw ~ a chM':lCta" may 
bavt' an am)W nocUd, but not aimed or a loaded croabow I I bit 
dispo6al. but DOt readied and iO o n. 

Characten mlyopt to forego aiming and fire futer, howcvc:r. they 
then sulTcr I · 6 pena.hy to thor amc.k die. So a chaJ"Kter mly sboot 
a loaded and aimed heavy crolisbow in ODC second. pick up a new 
loaded croubow (or receive one handed to him by a buddy or hireling 
thalsloading for him) in two IC<.'Onds and fire again the next Krond 
although the lUI shot would be hasti ly :aimed. 

If you're mdly into denil, 1IIy ipccd bonusa for tpecialiulion 
5houJd Wy equally to aiming. loading 1IId ~'CIJ' (if any) in that 
order, but do not reduce any of those rimes below one Ka>Ild. Note 
Wt a specWucd ch:aractcr m:ly IJICfld less tunc than 4 seconds 
aiming. 10 firing un:aimcd will deaase times bnwecn 5hon to a 
lesser degree than others.. For example. a charactCT thaI has specialiud 
for a -2 to bpeed in a shortbow has a RoF of 10 s«onds - 4 for 
loading the bow (normally 5). 2 leconds for drawing, 3 secondli fo r 
aiming (normally 4} and one s«ond ror lihooting and reC(M:ry 
(cannot be lowered below one second). 

A character holding a bow WIth anow nocked or a loaded crossbow 
CIIl shoot a InIl/Jl601 (-6 to atnck roU) one s«ond after their initIal 
inirlam.-.: comes up. 5 KConru :aftcr if they:lim (sundud attack roU). 



T 

5 
M 

L 
H 
G 

(tiny'): creatures ,'-2' In height or length 
(examples: giant rat, weosel) 

(small) creatures 3'-4'ln helghtJlel1gth 
(,,",mpl.,: haWIng, kobold) 

(medium) 5'·7'ln height/length and without 
significant girth or shorter If bulky (examples: 
dwarf. human) 

(large) 7'-10' in height or shorter with appropriate 
bulk or girth (examples: bugbear. gnole) 

(huge) 10'-16' In height (examples: 9r;ffyn, ogre) 

(gigantic) 16'-25' in height (example: hill giant) 

Effective range is determined by multiplying the acrual range 

by a weighting factor. These are listed on the 'Determining 
Effective Range' chart. 

Determining Effective Range 

Target SIZe 

==~ s 

Effe<:tive Range 

,2 

)(l~{1.s) 

, 1 

L x j( (0.67) 

"H ...... --------.'x lS (050) 

G x 14 (0.25) 

For ~xQmple. &IJ the Elf !h{)()/r his Ihorlbow af lome goblins 40 
flel away. Bu ause goblins OTt siu S, their ejJutiw distanu is 1'.1 

timeJ fheiractual distanu (1[taiw/y 60'). &lfran only we a d12p 

on his attack rollimause the tjftctiw range foils within the 51'~80' 

range interval/or his shorthow. Lattr on he shoots at an Ogre 90 

foet away. The Ogre is siu H making it j tjfirti'Ut distance :& its 

actual distanu. Relf can roll a d20p for his attark die since the 

Ogrei siu brings its effictive range (45 ') within the 5'-50' range 

interval/or a shorthow. 

Shooting Into Melee 

Shooting at a target engaged in melee combat is more diffi
cult and can result in putting an arrow into the back of an 
unintended target (possibly an ally). 

When shooting into melee, the target rolls its defense as 
given in the table below. If the shooter scores a hit, he can roll 
damage and brag about how he saved so-and-so's ass by 
wounding (or possibly taking out) whatever it was he was 
shooting at. If he JaiIJ to hit, the next nearesl monsttr or ally 
must roll a defense against the projectile. This continues until 
either all potential targets within 15 feet of the initial target 
succeed at defense rolls (meaning the projectile completely 
missed everyone) or someone fails their defense and is struck 
by the missile. 

Shooting into Melee 

Target Size 

s 
M 

L 

G 

Defense Roll when shot at in melee 

__ d20p+l0 

d20p+8 

d2{)p+6 

d20p+4 

__ d20p+2 

d20p-2 

For example, Kris the fighltr is engaged in melee with three goh
lim. Re!f is sitting idly by with his shortbow and 'Wants to get in lhe 
hattie hut not sa hadly so 10 risk gtlfing injured. He therefore shoots 
at ane of the goh/ins comhat;'IK Kris. His al/aeli. rail if 17 and the 
goblin - a size S creature - ralls d2Op+8 far defeme getting a 19. 
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Since he missed his intended target, the GM rules that KriJ is the 
next clomt target. KriJ is Human thus rolh a d20p+6 for difense 
against &If~ 17. He gen 14. &IJ~ arrow thus hits Kris and Rrlf 
must roll damage on his ally. 

The long and short of it is this: While waiting around with 
nothing to do and an itchy trigger finger is stressful, shooting 
into melee is a risky endeavor. It always has been. English 
archers didn't fire into melee when the cavalry or infantry was 
engaged and this risk is the reason why. 

Of course, modern movies show otherwise, as the viewer is 
treated to Legolas running around shooting into melee, every 
shot ringing true. M ovies arc entertainment and only like to 
show you the good bits. While Peter Jackson was showing us 
Gimli acting a fool or being tossed about by a skinny ranger, 
it's likely Legolas was shooting an arrow into some poor 
schmuck's back. Thank you, Pete, for not airing the blunders, 
but only the kewl stuff. 

Damage 

Mter a successfw hit, the attacker rolls the appropriate dam
age die/dice (as indicated by the weapon charts and circum
stances of the attack). The defender removes the total indicat
ed from his Hh Points, excepting any damage absorbed by his 
armor, and suffers any other ill effects as described elsewhere in 
these rules (such as knock-back and trauma). 

Some rules, such as hitting a shield or using a jab attack. may 
require you to roll half damage dice (e.g., 4d4p+2 becomes 
2d4p+2, or d6 becomes d3). When rolling half damage for a 
weapon with two different damage dice (e.g., (d4+d6}p), hack
ing weapons use the smaller (e.g. , d4p) while crushing weapons 
use the larger (e.g., d6p). 

Penalties (such as a negative Strength modifier) cannot 
reduce a damage roll below 1 point of damage, unless a partic
ular rule states otherwise (e.g., a hand-to-hand counterattack 
\vith a Near Perfect Defense). However, a character's damage 
reduction {i.e. armor and/or sb.ield} or a thief's Luck Points 
may reduce the amount of damage suffered to 0 (zero) points. 

Melee Attacks 
Characters can move about and shoot at will until they get 

within reach of an opponent. (A character's effective reach is 
based primarily on his weapon. Weaponless monsters usc the 
reach of their natural attack - typically claws or sharp, pointy 
teeth). Once within reach of an opponent, the first melee 
attack may occur. The character with the best reach gains the 
first swing. If neither has a reach advantage, both characters 
attack at the same time and results are tallied simultaneously. 

To land a hit on an opponent, an attacker must make a suc
cessful attack roll by rolling a d20p and adding his Attack 
Bonus, while a defender rolls a d20p-4 and adds his Defense 
Bonus. The numbers are compared and the higher tOtal wins. 
A tjed result goes to the defender. 

The character with lesser reach may move and attack on the 
follOwing second (if not held at bay; see Reach and the jab 
Special Combat M ove). 

For example, Ktrak tht dwarf fighur mcounters a goblin, and 
the two focs enter melee. Kerald bat/Ie axt gives him att effictivt 
reach of 3 flet, and the gohlitt's short sword gives it 2 fiet, so Kerak 
al/aclu first. Kerak"J player rolk d20p to al/ack and adds his AI/aclt 
Bonus for a total result of 13, while the GM rolls d20p-4 for t he 
goblin~ defonse and odds its Difeme Bonus to get 15. Since the gob
Iin~ total result was higher. K"aA~ attack missed. On the next sec
ond, the goblin attacks with d20p plus its Attack Bonus, and Kerak 
difmds with d20p-4 plus his Defmse BonUJ. 

For succeeding attacks while adjacent to, engaged with or 
within threatening distance of a melee opponent, simply add 
each character's Weapon Speed plus any other Speed modifier 
(such as from Talents or Weapon Specialization) to their pre
vious attack's Initiative and continue in such a way until one or 
the other fall s or someone otherwise breaks off the attack. 

For instance, lu's say Kerak the dwarf fighter al/acRs on 
In itiat ive 4 with his battle au ( Weapon Speed 12). He and the 
defender make their al/nck and deftnse rolls to determine how suc
cessful the attack 'WaS. Kerak can (Igain attack. with his battle axe 
whm the GM's Count Up reaches 16 (4+12=16). 

Once the combat ends (meaning there are no more foes 
engaged with one side), the survivor may declare a move or 
rake any other action on the next second. When he engages a 
new opponent (he will have to move to do this otherwise, by 
definition, the prior combat was not over), he makes an initial 
attack on this new opponent on the second in which he 
engages (as described at the beginning of this section). 

Of course, dice and die rolls may be further modified by cir
cumstances (such as ability scores, using a shield, fighting row
tiple opponents and so on). 

Shield" and Armor 

When defending against a typical attack, an unshielded 
defender roUs a d2Op-4 and adds his Defense Bonus, compar
ing the result against the attacker's d20p plus Attack Bonus. 
However, using a shield eliminates the "-4", improving the 
defense roU to a d20p plus Defense Bonus (includes modifiers 
from Wisdom and Dexterity, as well as shield defense bonus 
and any other additional defense modifiers). 

On a failed defense roll when using a shidd, the attacker suc
cessfully bypasses the shield and rolls the appropriate damage 
directly against the defender. Any damage in excess of the 
armor's Damage Reduction value is taken as a loss of Hit 
Points (i.e., a wound). 

For example, Ie.t~ postulate that Brynhildr the fighter (who 
wears leather armor and carries a small shield) has JUJt heen 
altar~d by an qrc. If 1m- total difeme. (d2Op roll plus Deftmt 
Bonus) is less than hu opponen/~ total attack (d2Op roll plus Atlack 
Bonus), she faih to successfully defend herself, and the GM rolls tbe 



orcs damagt diu. From this total ht $ubtract$ 2 points (to account 
for tht damagt rtiuct;rm of Brynhildrs leathtT armor). She talus 
tht balanu as a wound. 

If a defender with a shield succeeds in his defense roll, then, 
regardless of the numbers rolled (other than a "1" by the 
attacker or "20" by the defender, these special numbers are 
explained later in the rules), the attacker rolls half damage dice 
plus any damage modifiers (t.g., 2d6+ 1 becomes d6+1) and the 
defender applies it to his shield. In regards to half damage for 
a weapon with two different damage dice (e.g., (d4+d6)p), take 
either the smaller (for hacking weapons, e.g. , d4p) for the larg
er (for crushing weapons, e.g., d6p). Piercing weapons deal 
only 1 point of damage plus any damage bonuses (no die is 
rolled). 

Damage in excess of the shield's Damage Reduction value is 
then absorbed by the character's armor (if any, according to its 
type). Any remaining damage is suffered as a loss of Hit Points 
(i.e., a wound). 

If Brynhildr u again attacked by the orc and this time htr total 
defense (d2Op roll plus Dtftme Bonu$) is greater than the orcs 
attark value (d2Op roll plur Attack Bonus), the GM rollJ half the 
ores normal damage plus bonuses (so 2d8p+2 becomes 1d8p+2). If 
the GM rolls total damage of $ix poin/$, Brynhildr's $mull shield 
reduus this damage by 4 points and htT leather armor reduces it 
forther (by 2 points) so she loses no hit points (6-4-2:0). 

Yes, your character may still take a bit of damage even if he 
successfully defends (i.e. blocks a blow) with his shield, but he's 
got a much better chance of avoiding damage with a shield 
than without it. 

Shield Defense Damage 
Type Bonus R4I!duction Cover Value 

+4 IC-hp 19 

Medium +6 6 hp 16 (11 if actively crouching 
behind it) 

6 hp -, J1'116lf'iCtlvely crouching 
behInd it) -

Projectiles. Shields provide cover against projectiles. The 
defender simply rolls a d20 and, if he equals or exceeds the 
shield's Cover Value, the shield catches/deflects the projectile. 
Note that Cover Value improves if your character actively hides 
behind his shield but a character must stott that they are actively 
hiding behind their cover before the shot is announced.! 

Shield Destruction. Shields, while resilient, may be splin-

Shield Damage Required Save 

Small MIL (failure n~sults in shield's destruction) 

iSl i£~~~i]~roll, defender gains +6 bonus 

12 pts 18 pts Competing d20 roll 

6 pts 4 pts ' ~2Or'01l,(f~SU1ters -6 penalty 

20 pts 30 pts None; shield automatically destroyed 

Hit 
sustain4d a 

ShieW4.~ not indestructible and must S1IYe if they sustain a mas
sive bWwi1'1Jougn the 6Utillties an: listed in the equipment chapter, 
it'$<w<)tth illllStnlting n~Medium shields must make a saving throw 
if thq gtt hit for 12 or mQte points of damage (the save becoming 
progressively mort difficult for thresholds of 18 and 24 points, until 
they lirt automlitic.ally destroyed if struck for 30 or morc points 

BtlQUJtBarty~thkki wffoYd Q 15 poil'lt Now, h4 must maM a savil'lg 
If,,,,"w it. lief'O!ls a d20 (adding the shidd's 6 difem4 hrmUJ /(} the 

whik Jht 'gTl roth a «tmfX!ting d20. If IIx Ogrtl sme (X(WU 
, it mum.s that Bltrty~ shidd has ban br(}ken by th4 ogrei pounding. 

ill 



fered and destroyed by a heavy blow. The likelihood of this 
occurring is direcdy a function of the damage dealt by the blow. 

For instance. if an orc d~a!J a single h/O'W of8 or more points of 
damage agaimt a fighters small shield, the GM rolls d20 for the ore 
whi/~ the fighters player rolls d20+6. If the fighters roll is gr~ater 
than or equal to the orcs roll, the shield remains inlact. If the orcs 
roll is higher, the shield splinleN into st:"UeTal pi~m as the orcS blow 
hi!! home. Note that, eum as it splintm into uselesmro. the small 
shield slill applies its Damage &duction tlalu~ to low" the orrj 
damage to the fighter by 4 points. 

Muiliple Opponenls and Rear Allacks 

When facing up to three opponents to the front and/or 
sides. an unshielded character still uses d2Op-4 plus Defense 
Bonus for his defense against each of those attackers. 
Likewise, characters with shields continue to use d20p plus 
Defense Bonus. 

However, when facing more than three opponents to the 
front and/or sides, the defense roll becomes d12p plus Defense 
Bonus. Against those particularly sneaky andlor cowardly foes 
thar come up &om behind, the defense roll is d8p plus D efense 
Bonus. 

Choosing Defense Oi. Against Attacker(s) Ole" 

Sh6ek1 for 1-3 attackers to frontlsides;;._" 

With Shield, for 1-3 attackers to front/sides 

For 4+ attackers to front/sld_l.~' __ _ 

For attackers to the rear 

'plus Dtftn~ Iloous and OIMi m«Jir~ 

Knock-Backs 

d20p-4 

d20p 

d12p 

d8p 

Damage rolls of five points per size category automatically 
knock the defender back 5 feet. The attacker can , on the next 
second . choose to step forward and advance those 5 feet. If the 
attacker chooses not to advance, the defender may regain that 
ground or break off combat freely (unless the attacker has a 
weapon with enough reach to get him). 

Defender's Size Damage Required for Knock-Back 

T 5 

s 
M 

l 

"=:=lC 

10 

15 

20 

25 

30 G 

Knock-back is based on the damage rolled and is independ
ent of damage reduction from annor or natural defenses. 

For example, let s say that a fighter deals a single blow of 10 
points of damage against a goblin (a Small sized creature)' E'lJen if 
fhe goblin's shield tlnfVor tlrmor reduces this damage below 10 

112 

points, the fighter still Jr.nrxh the creature bacll. 5 feet. 

1£ the damage ro ll exceeds the damage required fo r a knock
back by double, triple. or more, the distance also increases 
incrementally. This is known as a ~double knock-backn or 
~triple knock-back" and so on. 

Additionally, if the attacker scores a double. triple or greater 
knock-back. the defender is knocked prone and has his ntlt 
attack's Initiative reset to the appropriate W eapon Speed value 
(asswning, of course, that so much damage doesn't kilJ him 
outright). In this case, the defender can regain his feet in 1 sec
ond, while the attacker can advance over the lost ground if he 
SO chooses. 

if a fighter deals 20 10 29 points of damage to a goblin. ,he foul 
creahfre gets Imotlud back 10 ftet and foils prone. Furthermore, if 
the goblin had bem readying for a succeeding attack that WaJ to 
occur on its next In itiative, its ,u:.:! initiative number is reset (to 
the current second plus Weapon Speed pJus other Speed modifiers). 

Trauma 

A characters that suffers massive damage in one blow might 
drop, incapacitated by the agony. To know how much of an 
injury your character can withstand before the pain becomes 
too much to bear, you determine his Threshold of Pain {ToP}. 

Thresh old of Pain formula. A character's Threshold of 
Pain is equal to 30% of his Hit Poinrs + another 1% of his hit 
poinrs per level (or 2% per level for fighters). 

When a character suffers damage greater than his Threshold 
of Pain score, he must make a trauma check (d20 vs. M Con 
score). A roll less than or equal to half the character's 
Consti tution score (round down) means the character 
shrugged off the pain. A roll in excess of half his Can score 
indicates that the character falls to the ground , unable to take 
action until his suffering subsides. Recovery time 5 seconds 
times the difference: between the M Con check roll and the M 
Con score. 

Kerak, a third lewl dwarf fighter w ilh a Comtitut;oll J(ore 0/ 
16, btu 29 Hit Points. KeraH bQje ToP is ca/tulated OJ 3096 (base) 
plus 6% for his lewl (296 x 3rd I~/) for 36%. So Keralt's ToP is 
36% 0/29 hit points or 10.44. Whenroer he 10m 11 or more Hit 
Points in a single bl()W, his player must roll a d20 in hopes 0/ get
ting a rtIult equal or less than 8 (half of Kerak's Can 16). Now, if 
ht should roll a 12, Ihm Kerakfalls to thtground. writhing in pain 
for 20 seconds (5 x (roll 0/12 - ha!fCon score 0/8) .. 20}. 

A monster's Threshold of Pain is si mply calculated as 40% of 
the creature's total Hit Points. Instead of a trauma check, mon
sters bave a ToP Save listed as parr of their statistics. 

Goup de Grace 

A character can automatically slay an incapacitated, uncon
scious or otherwise helpless foe (includes those that have fall
en from a failed Threshold of Pain check) if he spends 10 sec
onds carefuUy dispatching the foe. To do this, a character can-



not be eng-.lged by an opponent, must be physically on top of, 
knl.'ding no:t to or other-vise up c10S(: and personal with his 
\'ictim. The 10 seconds represents the time to get in position 
(assuming the character began next to his foe). remove head
gear. steady grip. smirk. taunt or whatever else is required to 
fini sh the helpless foe. 

Note fha, Il (OUP de grau may on~)' ht pn:for",~d by wpiml rreo
tllr(l - thou that (an rrmon intelligently and t/imirullr" jetS sysum
ntimlly. A bohgoblill or orc co1l1d perform tl (OIlP de gTllce, though n 
dog or 'I.:.:o!f could 1/ot - th~y'd simply attack tIN helplm opponent. 

Attacking a Helpless Opponent 

A sapient character can choose to attlck a helpless foc 
instead of executing a (OIlP de gract. (Animals and other non
sapient creatures a1wa~", attack. since they lack the intelligence 
to perform a ((mp de grau.) In this case, the defender reeeh·es 
only a dSp defense die and the attacker may attack at intervals 
of half weapon speed (round fr:lctions up). 

Special Combat Move" 

Jltb. Jabbing a weapon straight at your enemy is faster than 
swinging it in an arc and thus affords a faster weapon speed. 
However, damage dice for jab attacks are halved and pene:tr.l
rion is nOI possible. The character must also Ix: using a weapon 
with a listed jab spee:d (see Chnpttr Six: /lrmar. lI eapo11J 01/(/ 

Equipment). 

Fur instanu, (l fhiif might spend 7 s~(()nJs 10 wi~/d his tiagg" 
with Q slicing motion, or US~ only 5 monds to jab it at his for. 
LiJ:.nJJiu, a figh/~ might laM 12 monds to land a swingfrom his 
17fUt ro.'orri alTOJJ a bugbfor's fal hrod or only spmd 9 strtmds jab
bing it through tht slob1 bur gut. 

Hold at 8ay. If a character has reach, any target that enters 
within that reach can be anacke:d or held at bay with a suc~ss
fu1 jab (se:e the Jab special attack.le:ft). This ke:e:ps said oppo
ne:nI from attacking the body of the character with reach and 
from advancing. 

If a character is within his opponent's reach, but his own 
we:apon is not within rC2ch (bec2.usc: it's smaller) and he is held 
al bay, he·1I need to knock aside his oppone:nt"s weapon before 
he can engage (a successful attack on the weapon knocks it 
aside). If not held at bay, the attacker \vith the smaller weapon 
needn't bother knocking the weapon aside. 

To land a rut on an opponent's weapon, the attacker must 
make a successful dlOp attack roU against Ihe defender's d12p 
roU. If the attacker succee:d.s, he may perform his atr.lck. roll on 
the defender during the: next second of the Count Up. 

Aggressive AmelL The: attacker makes a flurry of attacks 
(like an experienced swordsman might) or a vicious lunge (like 
a snlUling, snapping sturm wolf), gaining him a +5 bonus on 
his nat att:lck and -2 to his next defense roU. 

A successful Aggressive Attack maneuver results in only half 
damage if the defender gives ground, at the defender's option. 

Cive Cround. During the attacker's second. the de:fender 
can move back 5 fe:et to gain a .. 5 to his defe:nse roll and a -1 
to his nC:X1 attack roll . The attacktr can au tomatically advance 
or press forw'ard. Of course, if the defender can't move back 5 
feet. he can't gi\1~: ground. 

Fight Defensively, Before his mack, a character m2)' 
announce he's figh ting defensively and suffer an attack penalty 
of -2, -4. -6. or -8, but gai n a corre:sponding tl, +2, +3 , or +4 to 
all defense rolls (the dcft:nse modifier is half the 2ttack penal
ty. i.~. -21+ 1, -4/ +2, -6/ ... 3. or -S/ +4). The defender may nOI 
apply penetration damage to his successful attacks while using 
this maneuver. The defender can choose to stop fighting 
defensively at any rime. This defensive maneuver m2y be com
bined with the Give Ground andlor Fighting Withdrawal 
mlneu\'ers. 

full Parry. A defender can opt not to attack and perform a 
oomple:te defe:nst' instod. The Full Parry maneuver provides a 
+5 to the de:fenS(: roU and resets the defenders Count Up for 
his next attack. This may be combined wi th the Give Ground 
and/or Fighting W ithdrawal maneuvers. 

C harge. By sprinting into a fOt' 2t least 20 fe:ct aw:lY in a 
str.light line, an attacker gains an additional +4 to attack but 
105(5 any Dcx bonus to defe nse for 5 seconds. D amage is nor
mal but counts as double fo r determining knock-backs. 

til 



Ready Against C harge. A defender with reach and a spear 
or other polearm may set his weapon for a charge by bracing 
the butt of the weapon on the ground, against his foot, waH or 
another solid object and holding firm. Bracing in such a man
ner takes 3 seconds prior to a charging foe reaching the end of 
the weapon. The defender then attacks first. 

A successful melee attack not only breaks the charge (all 
attacker charge benefits are lost) bur also causes double dam 
age (e.g., 4d6p points of damage for a spear instead of the nor
mal2d6p). Further, the attacker is held at bay (sec the Hold at 
Bay combat maneuver). 

Grlllcal Hils" Defenses 

CritieaJ Hit. If a character rolls a narural20 on his attack roU 
die and his modified total exceeds the defender's total defense, 
he scores a critical hit. Critical hits deal double the number of 
damage dice for that weapon/attack in the basic: game. 

Fortxample, it:ti say that an orc is in melee w ith a human light
n: The orcs attack. roll is a natural20 on a d2Op, and he's got a +3 
Attack. BonUJ. The fighter rolls a 17 on his dtftnse roll and he 100 

has an addilional +3 Deftme Bonus. Since lhe ore got both a nat
ural 20 roll and his 10101 attack. of 23 beat the fighlers lotal 20 
dtftnse, the ore scores a critical hit. instead 01 his nonnaI2d8p+2, 
Ihe orcs damage roll becomes 4d8p+2. 

The Advanced Hackmaster game has all sorts of interesting 
and gory effects associated with critical hits, but that's beyond 
the scope of this work. .. 

Near-Perfect Defense. If the defender rolls a natural 19 on 
his defem.e roll and his modified total exceeds the attacker's 
total and he is within 5 feet of his opponent, he receives an 
immediate free hand-to-hand counter-arrack. 

This attack consists of a knee, punch, elbow, kick, or other 
physical hand-to-hand attack, unless the character is wielding 
a dirk, dagger, knife or similar small weapon, in which case he 
can choose to use his weapon attack instead. This attack is 
independent of where the defender might be in the Count Up 
(i.e. , his later attack still occun as normal on his number in the 
Count Up). 

A successful attack roll fo r a physical attack indicates a dam
age roll of two d4p-2 (that's one d4p-2 and a second d4p-2) 
that ignores shield and/or armor Damage Reduction but not 
natural defenses like scales or tough hide. Add Strength mod
ifiers to this roll, but no other bonuses. Damage of zero is pos
sible fo r this attack (norm ally there's a minimum threshold of 
I point of damage for a successful attack). For successful 
attacks using a weapon, roll normal damage for that weapon, 
including any modifiers as normal. 

Perfect Defense. If the defender rolls a narural 20 fo r his 
defense roll and his modified total exceeds the attacker's total, 
he receives an immediate free riposte/counter-attack with his 
weapon. Like the Near-Perfect Defense, this attack is inde
pendent of where he might be in the Count Up (i.e. , his later 
attack occun as normal on his number in the Count Up). 

Misses" Fumbles 

If an attacker rolls a natural '"1" on his attack roll, even if his 
modified attack total exceeds his opponent's defense, his attack 
misses. 

Furthermore, if an attacker rolls a " 1" on his attack roll and 
his modified total does not exceed the defender's, thi s is not 
just a mere miss, but also a fumble. When the attacker fum
bles, the defender receives a free counter-atrack as if he had 
rolled a Perfect Defense of ' nat 20' (see above). 

When a defender rolls a 'nat l' on his defense, the attacker 
receives an automatic free second attack on the next second 
(assuming the defender su.rvives the current attack. .. ). 

Relreal 

Characten disengaging (rom melee combat with an enemy 
suffer a free attack from that enemy unless there is an aWed 
character adjacent (the ally poses enough of a threat to stop an 
opponent from 'teeing off" on the withdrawing character). 

There are two ways to retreat from a combat; you can flee. or 
make a 'fighting withdrawal.' 

Flee. The defender turns and runs. The attacker can follow 
at normal speed or make an immediate attack at the fleeing 
chatacter. If the attacker elects to make an attack, the strike 
itself delays further pursuit (if needed) for half the weapon 
speed rounded up (e.g., 5 seconds after the swing for a scimitar 



(speed 9». Note that a fleeing character can't use his shield (if 
any) as part of his Defense Bonus. 

Fleeing also resets the Count Up for the weapon of the flee
ing character to the current second plus weapon speed (should 
he change his mind and attempt an attack). A fl eeing charac
ter uses a d lOp for his defense roU. 

Fight ing Withdrawal . Tht deftnder uses his normal walk
ing movement to back up or sidestep during melee. The with
drawing characte r suffers a -2 penalty to his next attack and as 
long as he continues withdrawing. 

Spell Casting In Combat 

The casting time for each speU is indicated in irs St:iltistics 
block with the spell description. Unless material components 
have been readied prior to casting, the spell cannot be initiated 
for d4p seconds (whiJe the spe1lcaster produces the required 
components). 

~Readied" generally means that the speci.fic components arc 
am of their rdcvant container and in-hand, but they could also 
be on a table or shelf immediately in front of (or beside) the 
caster or even offered up by a scroll caddy or other handy ser
vant type. During casting time and while searching for com
ponents, the spell caster may undertake no other action. 

Fqr inJtanc~, I~t's Jay that a mag~ decideJ to cast the Scorch J}ell 
agnimt a Robold. H~ has no romp(mml1 readied, JO M drops hiJ 
dagger and JpendJ 3 montis (rolled :1 ' on d4p) preparing Jhem. 
CaJting the spell takeJ 1 ucond, so when the Count Up moves to the 
next mond, a jet of fire JhootJ from hiJ palm at the kobold. 

A mage cannot concentrate on self-defense while in the 
process of casting a spel.1 and thus is I.imited to a d8p roll 
against possible attacks. Ifhe opts for a more proactive defense 
(such as using a d20p-4) or if he is actually struck for damage 
during the actual casting, the spell is ruined and dissipates 
without effect. 

Saving Throws vllrsus Splllis 

Not all spells automatically affect other people, especially 
those that would be acutely unhappy with the potential results 
(such as having their skin melted ofT, or becoming your 
charmed slave). Anyone choosing to resist the power of your 
character's awesome spell gets a chance to save himself (or at 
least mitigate the spell 's effects). 

To save onesdf.a character can make an aptly named "Saving 
Throw" by rolling d20p and adding his level (monsters add 
their Attack Bonus instead), plus any other modifier noted in 
the spell description. The spellcaster also roUs a d20p, adding 
his level and any other bonuses or penalties (such as from 
expending additional or fewe r SPs during casting). 

If the target's total equals or exceeds the spellcaster's rora!, 
he's made his save and the spell has no effect (unless otherwise 
specified in the spell description). A natuml ~ 1" result on any 
saving throw indicates failure , unless the mage himself rolls a 
"t·' on the opposed die check. 

For example, if a Robold needs to saw against a 1st 1nli!1 mage's 
Scorch spell, tIN GM rolls d20p (gelling 12) and adds tM kobold's 
+2 Attack BonuJ for a 101a1U. The mage aho rolls d20p (getting 
10) and addJ +1 for hi! level,for a total ofll. The kohold made its 
saving throw (14 heafJ 11), but Ih~ Scorch spell indicat~s that suc
cmful saVel Jtill JI1f"" harr damage. TM mage's player rolls 1 dJp+6 
poinfJ of damag~, getting 1 +6, harr of which is 3 points (3.5 round
ed down). The Robold's hide/armor reduus Ihil damage by 2 poillll, 
so it only loses 1 Hit Point. 

Spllll PaUgull 

Casting a spell is taxing both mentally and physically. 
Accordingly, speUs have a certain recovery time associated with 
them, during which the spellcaster can manage onJy very lim
ited activity. Recovery time is equal to the casting time plus 5 
seconds. 

During this recovcry time, the spell caster cannot defend 
himself as well as nonnal . He suffers a -6 penalty to defense 
roUs while fatigued. 

For instonce, caJting a Scorch spell tak~s 1 second, so a mage musl 
Jpend 6 seconds (1 +5=6) r~{ov"ing aft" he caJts it. If a creature 
attach the mage while he's recovering, the play" sufferJ a -6 to his 
dejerue irutead of hiJ normal roll. So a mage with a +2 D efense 
(and no Jh ield, obviously, since he just cast a spell) would roll a 
d2Op-4, plus +2 for his Defense. but subtrocting 6 for hiJ fatigue 
penalty/or 0 lotal roll of d2Op-8 (d2Op-4 +2 -6) 

TurnIng/CommandIng Undead 

In HackM aster, the gods have a special connection to all 
topics rdated to the soul, death and the afterlife. Accordingly, 
souUess, unnarural beings (like undead creatures) arc of inter
est to many priesthoods. Those gods that choose to rake an 
interest in such matters grant their priests the tools to battle 
these monsters. C hief among these is the power to rurn away. 
destroy. command or control undead . 

Generally speaking . clerics of good forcefully present their 
holy symbol and channel the power and fury of their deity to 
turn away undead creatures, while a dark priest aggressively 
presents his unholy symbol and channels his god's will, tem
porarily compelling the undead to obey his commands. 
However, the higher the Will Factor of the undead crearure in 
question, tbe harder it is to Turn/Command it into service. 

To Tum one of these unnatural beasts, the cleric must be 
within sight of the creature or otherwise have its attention, 
boldly present his holy symbol and speak (in any language) a 
prayer or command of his religion. The player then rolls a 
d20p and adds both his characret"s level and his Turning 
Modifier (based on Charisma) to the roll. The GM also rolls 
a d2Op, adding the monster's Will Factor to the result. If the 
priest 's roU exceeds the monster's, it is turned back and must 
immediately flee from the cleric at its maximum rate for 3d4p 
minutes. If the results indicate a tie, the monster is held at bay 
for 5 seconds and then may re-engage. 
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Turning takes 5 seconds to complete and may be perfomlcd 
any number of times, as long as the priest is successful or tics. 
Once a priest Fails, he may try again, but the undead receives a 
+4 bonus to its roll. Each successive failure results in a further 
cumulative +4 bonus. Attacking in melee or otherwise fordng 
oneself or allies onto the creature negates the repelling effects 
(though missile attacks do not), but does not othenvise affect 
future attempts or provide a bonus to the undead's Will check. 

Large groups of undead are casy to handle. The GM simply 
has each undead make a Will check (d2Op plus Will Factor). 
1f some monsters are turned . but others are not. the cleric may 
continue trying to Turn any monsters that have not yet made a 
Will check normally. For instllnce. perhaps they were other~ 
wise occupied during the Turn attempt (maybe feasting on the 
remains of the ha.llling torch bearer your parry sen t up ahead as 
an inexpensive trap sweeper). Any undead that resisted his ear
Her Turn attempts receivc the +4 bonus. 

For example, Valamir, a 1st lroel cleric of The Tme, wants to 
TuNt a ghoul thol he sm approaching from a nearby crypt. He 
presents his holy icon and ullm a pithy though liturgically appro
priale divine admonition (incidenlally eaming his player some 
HOllor for greal rolep/ay .. . ). He thell rolls a d20p wilh a resullof 
11, adding +1 (Vulamir's level) and anolher -J jar his Turning 
Modifier gained jrom his 7 Charisma score for (l lotal result oj9. 
The GM also rolls d20p. gelting 1/ and adding the ghoul's Will 
Farlor (6) for (/ total of 17. Sinft: Ihe GM'l roll was higher, Ihe. 
ghoul conlinues 10 advallft:. Assuming Ihal Valamt'r has lime, he 
Iries 10 Turn Ihl' gholll again. 

This time. his player rolls a d20p and gels 15, adding +1 for his 
levt'l and -3 for Charisma for a total of 13. The GM only rolls a 6, 
bllt sill[/! this is Ihe cleric's second attempt 01/ the same creature, he 
gets 10 add not only the ghoul's Will Frlclor (6) Dill also an addition
al +4 bonus,for a grand total of 16. Valamir jails again and read
ies his longsword as llu ghoul bears down Up01l him ... 

U6 

Comm anding undead follows the same procedure, but the 
results differ in that the evil priest commands the monsters 
intO service for 3d4p minutes instead of turning them away. 
Mter the term of service expi.res, the monsters flee the area. 

Gounler-Turnlnll 

A cleric can attempt to counter a successful Turning by mak
ing a Command attempt on the fleeing undead (and vice
vcrsa; in f.'lct . evil priests may even try to Command or enthrall 
undead controlled by another unholy rival). Counter-Turned 
undead mill about confused for 5 seconds before resuming 
their attack (or getting the heck out of there if they are intelli
gent and so disposed). 

The original repclling cleric can re-turn thc counter-Turned 
undead by making another successful Turn attempt. This 
process can go on indefinitely until onc priest fails his check, or 
becomes bored with it and goes for some other tactic. 



Delalled Example of Combal 

So feti taRt what we''Utllearfled and see how an a(lIIa/ cQmbat encrmnter plays out. For this ('xampl/! we're going to have a /ittlefim and 
m h(l'W the Knights of the Dinner Table handle the new rulrs. 

BA. is the GOn/emaster and he's read the rules for HacW aster Btu;, and has had his play"! roll up new characters. 

After being Ctlugb/ cheating at darts bade al the l 1/n and gelting illto a drunken brawl the group hmjled in/o a nearbyfoml hoping to 
shake their pursuers. Unfortullo/ely they'm bao",e hopelessly lost in fhe tOllgle of overgrow/h. A s the sun begins /0 ul and darkness is 
threatening 10 engulf them, B.A. is about /0 throw a lillIe hurl their 'Wily .... 

Tbe party consists oj the follOWing Player Characlers: 

A TRAll ... ?l!l 

HOODYHOOll! 

THeRe ARe 
mACKS 

RUNNING IN 
80rH 

O!RecnoNS. 

l 

WEl.l. --- If ' S 
NOT MUCH Of A TRAIL.. 

,JUST A FOOT PATH RMt..t..y. 

J 
BUT IT SEeMS fO HAVE 
HAD PtENTYOF USE. 

----) 

TRACKS .. ,? , 
WHO CARes ... ? 

\ 

WHAT SORT OF 
TRACKS, SA? 

) 

rr's GOTrA L.fAO SOMf
WHeRe. L.eT'S fOL.LOW rr. 

\ 



llS 

THEY'RE: SMAll TRACKS -
\ 

MOSTLY IMPRESSIONS 
OF HEel.l.ESS BOOTS Wn'H 

HOB NAIl. -soas. 
UH OK .• 

I 
WE'RE NOT' 

IN KANSAS 
ANY"""'" ( 

SMAL.I. .. ? YOU 
MEAN KID s/~D? GUYS. 

OR SMAI.l. 
HUMANOIDS 

OF SOMe TYPE. 

YOU FOJ.tOW THe' fRAIl. 
FOR A FEW MII.ES AND THe 
GOING IS FIWSmAflNG, 

THE fRAIl. 1.EAD5 UNDtR 
J.OW NANGING I.IMSS 

AND TKR£4D5 8e'T'Wf:eN 
HUGe fREeS GROWING 

CJ.O!;5 TOGETHER 
~ ReQUIRING 'IOU TO 

SQUU~ THROUGH. 

HRRMMPPHH. •• 
o 

WEl.l. I'M NOT' 
I.II<IN' THE 

SME" Of THIS. , 
WHAOOA'IA 

THINK. GUYS? 

I SA'I WE PICK 
A DIReCTION 

AND FOUO", 
If -- BEATS 

SEING J.OST /N 
THe wooos. 

I AGREE. I.ll<e 
BRIAN SAID -

rr's GOTTA I.EAD 
SOMeWH6R£. 

SP\..1'T'TlNG Off 
INTO TWO DIffeRENT 

DIRECTIONS, 
WHAT PO 
WAI'olf'TO 

I 

I.ET'S PO If. 
o 

BUT WEAPONS 
AT THe READY -

JUST IN CASE. 

) 

GReAT, 
o 

WHY DON'T' YOU CHECK FOR 
TRACKS AGAIN, eoe - - MA'f6f Wf. 

DON'T SOTlIeR WJ(ING A CHECK. 806, , 
NOW WHAT? 

o 

THIS DOf.SN'T 
seEM TO 

BE I.E.AOING 
AN'/WHERf. 

) 

CAN GO IN THe DIRECTION WJT'H 
THE SIGNS OF THe MOSTTAAFFIC. 

AS SOON AS '100 eNnR THe CI.EAR.lNG THERE AAe 
A seRies OF WAR CRIES FROM THe Of1..IeR SIDe 

AND THe UNDeRGROWTH 6XPtOD£S WJT'H ACfMTY, 

/ 
FOUR GOBJ./NS 

IWSH our OF 
THe SHADOWS 
ANDCKARGE 
THE GROUP, 

GOBtINS? 
I 

GAAA!I! 

~" »-.... 

rT"S AN 
AMBUSJI!! 



CRAP! I 
~L-eOA 
FRICKIN' 
EIGNr 

\ 
I'M HOSeo. 

J 

MY INtrS 
SIX. 8.A.! 

) 

I DON'T 
GO TIL- ' 

TEN. 

THeY'RE /JO\IING FOUR 
AaReAST IN A RACE TO SEE 

WHO CAN CUi YOU DOWN FIRST! 

\ 
ON THREE THE 
GOStlNS /KNE. 

FIVE FEET CL.OSER 
ANtI 8REAK 

1""0 A SPRINT. .. 

THEY'RE GOING TO ENGAGE 
HIM IN MEL-EE. 

H.444!!! 
I GOT A 
THREE! 

a.A. ON THREE I /KNE. 
1,,"0 THE TREES our OF SIGHT. 

WHAT THe 
HEtt, 81G GUY ... , 

THE FIGHT'S 
IN THE OTHER 

DIRECTlON. 

) 

OH. ... I uM, , 
I GOff A REf'RIEVE MY 
SPEll COMPONeNTS. , 

ANtI MY 800f 
LACE BECAME 

UNTlED. 

FIY6/ -
\ 

n-Ie@OBUNS 
ARe ONLY FIV& Feu 

FROM a RAYA@&N 
NOW -- WHOM TUey 
SEEM TO ~VE' SET 
TUEIR S/QHT'S ON. 

I 

THE ONE ON HIS FAR L-EFT 
APPEARS TO 8E MOVING 

ON TO GET AT KNUCKlES. 

KICK SOME 
ASS, DUDE. 

\ 
DAVE YOU'RE 

INmATlVE IS 
SIX so YOU'RE 

NO L-ONGER 
SURPRISED. 

OOWN Five 
HIT POINTS FROM 
THAT BAR FIGIff. 

I ' VE GOT 
TO CONSCRVE ... 

OKAY, I'M 
SWINGIN' AT 
THE GOSO 

ON MY L-EFf. B.A. 

1.19 
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5WEETI 
I 

I ROLi.ep 
A SEVEN'f'EeN. 

I 
THAT GiveS Me A 
MODIF!eD rO~Hff 

Of rwENTY~ONE! 

,~-
) 

HOODYHOOI! , 
I ATTACI( WITH A 
5EVEN7'EEN!I , 
SUED, BAEJY, 

SUED! 

) 

rwe G08/.IN ROLL.S AN 
EIGHTEEN FOR DEFENSE 
~~ LDOKS L.!)(e YOU Hlf. 

\ 
GO AHEAP AND RDU.. 

FOR DAMAGE. 

-.-/ 

HANAAAII N!NE POINTSII 

\ ATTA 
TAl(e THAT YOU SNeAJCY acY, 

GReeN-SI<INNf'P 5.0.8.!1 PAve. 

I 

DA'IE MAI(E A 
COMPErING ROU -

THERE'S A CHANCE 
YOU DEsrRO~D THe 

G08tlN'S SHrEi.D 
WITH YOUl2 Sl.OW. 

(
GOT rrl I 

ROLL.ED A 15, EJ.A. 

O'AAY ~- rwe GOEJL.IN'S 
SHIEL.D 5f.IATTERS 

TO EJrrs AS 
HE CASTS rr ASIPf. 

YOUR stOW' AL';': 
HAS ENOUGH FORCE 
EJEHIND If TO KNOCK 

YOUR SMAi.L.ER 
~ BACI( A 

FUL.L. FIYE FEEr'! 

, 



IN ADPfTlON.. He 
At50 FAIL.S HIS 
THRE5HotO OF 

PAIN CHecK AND IS 
OUT L. IKe A L.IGHT. 

O+t.AY CONTINUING Tl-Ie 
COUNT -- ON 5EVEN Tl-Ie 

GOB/.IN YOU INITIAL.L.Y 
A"ACKEO STRIKES 

BACK AT Et RAVAGER. 

\ 
MeANWHIL.e Tl-Ie 

OTHERrwo 
GaeL.INS MCNe 

PAST HIM TO 
- GeT AT Tl-Ie 

REST OF you. 

FOUR POINTS ••• ? 

SHYA'RIGHT .. I'M SpeNDING 
" tl.lCK POINTS! 

Tl-IE GaeL.IN'S tAME ATTACK 
RICOCHETS OFF Tl-IE L.EATl-IER 

SHOUL.Df.R S-mAP OF MY 
BACKPACK AND TOTA/.tY 

ABSORBS THe DAMAGE. HEH. 

DIWIN' INTO Tl-IE 
tUCK POINTS KIND 

OF EARtY AREN'T YAP 

, 
YOU GET A 

FRee 
COUNreR 

ATTACK FOR 
ANeAR 

PERFECT 
OEFEIV5e 

'--

\ 

FINe -- MARK OFF 
FOI.IR L.UCK POINTS. 

I 
Tl-IE GaeL.IN I..OOI<S 

51.1RPRISED AS Tl-IE 
BL.OW HE 'THOUGHT HAD 

STRUCK HOME IS REFtECTEO. 
I 

HE. GROWt5 
Wm< 

DISAPPROIIAL.. 

GOOO """, 
OAva 

" 

AN EIGHTEEN 
ATTACK!!! 

I 
MY OICE ARE. 

ON FIRE 
TONIGHT!! 

AweSOME 
60DY BL.OW, 

DAvet! 

121 



122 

EIGHT!! , 
ot<AY, 808. 

\ 
YOU CAN GO NOW. 

\ 

NAIlAAA!!! 
\ 

ACRIr!!! , 
£ATCOlP 
5rUl!! 

( 

THAT OTNER G08I..IN 
MC.:NeS UP TO 

ENGAGE YOU 

wel..l.. A&.1.. t HAVE IS A 
PAGGER •• THAT GUARP SACIC 

AT nif: INNPISARMW Me ANP 
TOOl< M'f FRlClCIN' SWORP. 

TSK" TSK •• AND 
PWARVES HAVE 

A -, REACH PeNAI..TY. 

f 
THE GOeI..IN HAS A 

SHQRT6WORP 
SO HE'S 

GOT REACH 
ADVANTAGE • • 

NINE!! 

'\ 
CRAP. 

\ 

I ReTURN THE 
ArrACK ON THAT 

GOSt.lN BA5rARO 
TO MY I..Err. 

I 
ROt.I.. YOI.lP 

f)£FENSE, SCREEN 
MONKEY. 

I 

• \1 11<" t, >I 'I 

I GET TO GO ON 
THE NEXT COUNT •• 
HANG IN THERE 808 
-- 1'1..1.. HEI..P YOU 

HRMMMPH. 
I 

GOOP I..UCK 
U5IN' A 

PAGGER. 
6058Y SOY. 

I 

THAT'S GONNA 
I..EAVE A MARK. 

-SNICKER-



SARA. AT TEN W;XJ 
~t.YHfARA 

TERRIFYING WARCRY 
COMING FROM BeHIND. , 

YOU5~SPl~;'N~'~OOU~~NO~~f'~ III TO , 

SClMIT'AR AND 
A ME()IUM SII/~t() 

--.-/ ADVANCING 
TOWARD YOLl 

AN 
0Re .. ?111 

WONDeRFUL. 
\ 

SA. I JOG 
FORWARD TO 
ENGAGE HIM. 

OI(AY, GO AHEAO 
ANI' AP\lANCe 

rENFEEr. 

eyes SHARP, 
eveRYONe. 

I 
I.OOKS L.IKE WE 
WAL.I<EP RIGHT 

1,,""0 AN 
AM~SHZONe. 

L.OOI(S LIKe. we 
HAVEMO/¥ 

COMPANY, GUYS. 

WHAT THe 
NEtt, erG GU'I? YeAH.H Qt..nT FIODU 

FART/~ AROUND 
AND GeT our HeRe 

I 
YOU weRt 

supposeD TO 
Bf WATCHING 
OUR EJACK5. 

RaG •• 
THAT ••• 

AND HEW us. 

YeAH AND WHERE: TH~'5 
ONE 0fl.C THeRE'S USUAL..L-Y 

A few MORe NOT FAR aeHIND. , 
I NeeD fO DISPATCH THIS GUY 

eeFORE He CAN SCWNO THe AL.ARM. 

ARE. YOU 
DEtlBeRATEtY 

fRYING fa 
.VOID 

fHl<. FIGHT? 

I 

1.'I0I0 fHe. ... ? , 
-SPlJT'TER, 

I THINK 
I'M INSULrED. 

\ 
I'M JUST 

DOING SOMe 
SPEU 

PREPS, 
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~ WON'T GeT TO 
ArrACK UNTIl. 16 

THOUGH.. BRING ff ONI! 

HE MUST 
BE A GtuTTON 

FOR PUNISHMENT. 

HIS SCIMffAR HAS A 
ReACH OF TIiReE FEET. 

I 
WHAT PO YOU HAVE? 

(

rHO" ""0 
HAI.F FEET. , 

I..OOt<:S I.IKE ! 
ArrAClC. FIRST. 

GO A"<AD I AND ROt.I.. 

~ 

OKAY, YOU'/./. ~ ON 12 
AND GET THERf ON 13. , 
SpeAKING OF WHICH. .. , 

TWEtVE/! 

ANYONE? , 
Ot<AY, , 

TN/m"EEN! 

'-----

MA'f8E WE 
SHOUt.DN'T GET 

TOO COCKY 
JUST YET. 

BA. SHOUL.D MY 
IIIDING SKII.1. CHECK 

BE rRNIAJ. OR 
El4SY WI'Tli AI.1. 

THESE BUSHES FOR 
coveR? 

OKAY, B.A. 
I'VE ENGAGeD 

THE GOBtIN. 
RO\../. FOR 

DEFENSE. 

YEEESSS!!! THE rRVE 
GUiDeS MY HAND TO VICTORY!!! 

\ 
!'M GOING TO ~ 
BACK AND ArrACK 
THAT GOB/./N TO 

KNUCKtE'S RIGHT. 



FOURTEEN! I'M LF! 
\ 

I'M ..JABBIN' MY 
DAGGeR IN 

THAT GOBL.IN'S 
FAT L.rm.E: GUT. 

a.A. I'M GOING TO HE:L.P FIGHT 
THAT GOSt/N ON KNUCKlESlI 

'*AY, YOU CAN 
ATrACK AGAIN ON 26. 

) 

FIFTEEN!! , 
DA~ THAT 

GOSt/N IN FRONT 
OF YOU ATrACKS AGAIN. 

) 

NO? 

OJ<AY, eos 
THE: GOBL.IN IS 

ATTACKING YOU. 

125 



12. 

YOUR ATTACK THeN. DAve. AND 

SA""I ;iir~! 
TURKEY!I 

YEAH. YeAH." 
,JUST ROLL-, HERO. 

THE OCleL.IN SPPAWLS TO 
The GROUNO FACe. FIRST AND 

EArs DIRT AS KNUCKI.f.'S 
DAGGER 811'l'S INfO 10115 BACK. 

YOU STAND ON 
THE Frf.\..D OF 

SAme 
VICTORIOUS", 

AI.l. AROUND 
YOU IS THe 
SOUND OF 
WOUNDED 

CReATUReS 
SNAR(..ING, 

GROWLING, AND 
WHiMPeRING IN 

PAIN. 

( 

\ 
PAve: AND 

SARA,. RO\..I. 
Y""R 

ATTACKS ON 
THE OTHeR 

FI.e.eING 
~ GOOLIN. 

HEH -- G08J.INS 
AIN'T 50 TOUGH. , 

Wf- WADfD THROUGH THOSE 
BAD 6OY5 j..IKE A COMs/NE 
THROUGH A WHEAT FIElD. 

( WHADD'YA MfAN 
WE?? I TOOl( our 

T'HRfe. OF 'eM 8Y 
MYSf.I..F. 

, 
SINCe I'M A THIEF IT ON\..Y 

TAKES Me THREE SECONDS TO 
DO A COUP ~ GRACE WHIL.E rr 

TAKes THE R£5rOF YOU 
lOSERS A FUI.I. TEN SecoNDS. 

SA. ! RUN Of our nlf 
rREES ANO DEAl.. THE! 

K!U/NG 6L.OW TO THAT 
ORC AND TAl<f. HIS 1.00r: 

) 

WHAT. .• ?/!! 



From time to time, you may need to make use of rules that 
don't apply directly to combat, character creation and so on. 
These "miseellaneous" rules are compiled here. 

Failing Damage 
Falling characters suffer damage (when they bit the ground) 

as indicated on the chart. 

Distance Fallen 

up to 10 feet 

to 15 

up to 20 feet 

rz:::=:= 

Damage 

,~fi'lri. , point ofd!!flage) 

d6p-1 (min. 1 point of damage) 

2d6p • 
3d6p 

upto30feet 3d12p 

UP. to 3 teet 12p 

up to 40 feet Sd12p 

C = = =::I1[id12p 
up to 50 feet 7d 12p 

up to ss feet ad 12p 

55" " or more 9d 12p 

Note that these are unexpected falls onto hard stone. Any 
goof can safely lower himself into a 10 foot deep pit. Well, a 
human-sized goof anyway ... 

Palling AdJustments 

Adjust the effective distance fallen as noted below (modifi
cations from Character Actions and Surface Conditions are 
cumulative). 

Character Actions 

Expected Fall: This involves such actions as consciously 
jumping into a pit. Reduce distance fallen by 10 feet. 

Lowering First: If a character lowers himself over the edge, 
reduce the chart's distance fallen by 11 feet plus the character's 
height. 

Surface Conditions 

Dirt Landing: If the character falls onto earth, topsoil or 
sand, reduce the chart's distance fallen by 5 feet. 

Water Landing: Reduce the distance fallen by 15 feet. 

Soft Landing: If falling onto piled hay or a similar cushioned 
surface, reduce distance fallen by 20 feet. 

For example, Sir Dealaan the Hasty could purposely jump off a 
30 foot tower (an Expected Fall, -10 feet) onto a large pile of hay 
(a Soft Landing, -20 flet) and suffir no damage. Ifhe were pushed, 
hi! only receivi!J the Soft Landing modifier (-20 flet) and suffers 
d6p-1 points of damage for a 10 footfall. 

If he is pushed off the tower 01lto open ground without any hay 
piles (a Dirt Landing, -5 feet), he suffirs 2d12p damage. IJ, in a 
worst case sut/ario, the ground were covered in cobblestones, he 
would SUfftr ,hi! foil 3d12p poit/ts of damage. 

&m2r 

Note that armor absorbs damage and therefore also reduces 
severity level for each die of damage. However, armor absorp
tion vis-a.-vis falling is limited to that of padded armor (except
ing leather armor which does not absorb falling damage). 

{ 
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Healing Time 
It's been said that time heals all wounds, and there's certain

ly truth to that. Without magical cures or first aid,each wound 
heals in a number of rest days based on the amount of dam~ 
suffered. Each day of rest, your character gets 1 Hit Point back 
and the wound drops by ] point. Thus, a 4 point wound will 
take 4 days of rest to become a 3 point wound. After 3 mort 
days of rest, another HP is regained and the injury becomes a 
2 point wound. 

For tXlJmple, let S Jay thaI Urgo'Z lIN dwarfsurvjveJ an attaclt by 
Q bunch ofhrigands. He takes three wounds in that scrape, one that 
(awe! J pcints of damage, one thai CQwes 5 points and anoth" thaI 
maIm him /oIejusl 1 Hit Point. 

I¥ithou! QlCl!SJ to first aid or (urative magic, Urgaz need; to recu
perate for six days on Qaolml ojthe 3 point wound (3+2+1=6),/if
Iml daysfor the 5 point wound (5+4+3+2+1=15) and 07U doyftr 
the 1 point wound. Ofrourse, since 0/1 the wounds heal simultane
owly, Urgaz should be rompletely healed in fifteen days. 

While this may entail an extended period of downtime for 
characters suffering grievous injuries, you can take comfon in 
the fact that your wounds heal simultaneously. 

Speedlnll Up Heallnll Time 

lnjured characters under the care of a first aid provider heal 
their wounds faster (see the First Aid skill for full details). 

For example, a 4 Hi! Point wound ordinarily talas 10 days 
(4+3+2+1 E 10) to heal Afint aid provid" (of a! least Novice 
mastery) ran reduce thillo 7 days (3+2+1+1 .. 7). A Master ofFint 
Aid ran nJen reduce a 4 Hit Point wound from 10 days to only YJ 
days (2+1+~+~: 3~ days; i. e., 3 dayl and 18 hours). 

Better still, if your character's lucky enough to know a cleric, 
stay on his good side! Clerics have access to certain divine 
spells that allow them to heal wounds instantly. 

Certain magical potions also provide immediate or improved 
healing. 

illumination 
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Adequate light is imperative in order to accurately target an 
opponent with missiles or to engage in melee combat. 
Ordinarily. this limits an attacker to choose a target within the 
illumination radius of friendly or enemy torches, lanterns or 
other light sources. 

The given illumination radii are a convenient approximation 
of "good light" that is adequate to read by and to perform other 
tasks dependant upon visual acuity. 

Stepping beyond a candle's feeble 15-foot lumination radius 
does not, however, plunge one into absolute darkness. For aU 
light sources, a shadowy region of dim light exists beyond the 
normal radius of illumination. Within this region, all combat-

Dim Ugh! 

r Good 
1 Light 

Torch 

ants suffer both -4 attack and -2 defense penalties. 

Beyond this sphere of dim light, it is effectively pitch black. 
Fighting in such circumstances is extremely difficult and sub
ject to both -8 attack and -4 defense penalties. 

Light Source light shed Dim (-4/-2) Dark (-8/-4) 

Candle 15-ft-radius 15'rto 30 ft 30'1"andup 

Lantern, miner's I S-h-radlus + ",. 
o foot beam illustration 

Torch 3D-ft-radlus 30' I" to60n 6O'l " and up 

Light Source Burn Tlme notes 

Candle 6 hours very easy to blowout 

Lantern, miner's 9 hours 
(per holf pint of 0/1) 

Torch 30 minutes auxiliary weapon use 



bow· bight Vision 

Characters (and monsters) with low-light vision may operate 
without penalty in the region of dim. shadowy light created by 
any light sourcc. 

Such is the visual acuity of these individuals that they can 
still make out objects if \vithin 120 feet of a torch or lantern. 
They are, howe\'Cr, subject to both -4 attack and -2 defense 
penaltjes in this extended range. 

Doors & Portcullises 

fu mentioned in Chapter One: Character Creation, opening 
rloors or h~nrling hal"$ refJl1irr.s :l Feat of STrength check. This 
is a competing d20p roll in which the character rolls a d20p 
and adds his Fc=at of Strength modifier while the GM rolls a 
d20p and adds the value for the object being acted upon. 

Because this is likely to occur on a 
frequent basis. it is worth defining 
some average values here. 

A very heavy or stuck door has 
a modifier of +7. A typical locked 
door gains a modifier of + 14 while 
a barred door uses + 18 (for a 
locked and barred door use +20). 
A portcullis has a modifier of + 19 
whether one is attempting to lift 
it or to bend its bars. 

This is only a guideline since 
the GM is free to define the value 
of such objects as he sees fit. Let it 
be noted though that these values 
closely approximate thirty years of 
dungeon delving experience. 

Se4lret Doors 

If a character suspects that a 
wall hides a secret door, he has a 1 
in 6 chance (or 1 in 3 chance for 
thieves) to locate it. A successful 
roll includes both detecting the 
secret door and the means by 
which to open it. However, the 
character doesn't know whether or 
not the door is trapped (this 
requires a successful IdentifY 
Traps check). 

Coins. Money lind 
the Economy 

Silver is a metal found in sufti
cient abundance to permit wide-
spread coinage, yet not so com

mon as to be supplanted in common usage by gold. This 
means that the silver coin is the "trade standard~ of commerce. 
Other coin~ in routine circulation arc the copper piece (cp; 
worth Ko silver) and the gold piece (gp; worth 10 silver). One 
rarely sces the platinum piece (pp; worth 100 silver) in the 
hands of any but rhe wealthy. 

Silver and copper coins approximate the size of a US quar
ter. Although physically somewhat larger than more valuable 
coins, their weight is identical (gold and platinum arc far 
denser). Gold and platinum coins are approximately the size 
of a US nickel, uut heavier (numisllIatisls may equate them to 

the British gold sovereign). 

In addition, small coins of brass or other trade metals (worth 
Ka copper) arc minted in numerous prinCipalities to facilitate 
everyday transactions. These coins are roughly the size of a US 
dime. 
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Ailing Effects 

If your characters live long enough to concern themselves 
with the onset of decrepitude fro m natural aging. congratulate 
yourself on a long-fought and successful career! You are truly a 
survivor and your exploits will provide many a night's tale at 
the local brew pub. 

H umans gain size and strength as they mature, eventually 
trading virility for wisdom as they approach their inevitable 
death. Dwarves and hal£lings exhibit similar traits, albeit over a 
longer period of years. Elves, however, do not physically age 
once reaching maturity. Though they receive the benefit of 
accrued wisdom, their mortal form is timeless and unchanging. 

Race Adulthood Middle Age GNHr M .. 

Elf 144 n/. 

~~2::l1~3~::::: , 75 
Human 18 41 

175 2SO+3dl0p 

n/. 

11 1 

62 

n/. 

9O+1dl0p 

There are, of course, more insidious magical effects that can 
prematurely age a character. Should you age naturally or, vol
untarily or not, suffer this type of metabolic u auma. you may 
need to apply the (cumulative) adjustments below. Note that 
adjustments cannot cause an ability score: to exceed 20 or drop 
below 3. 

Middle Age: -, Strength +' Wisdom .. - , Constitution, - I looks
GHzer: -2 Strength, +' Wisdom, -2 Dexterity,·' Constitution, -2 looks-

~Loolu penaltid only apply to ftmales. In scientifu literature, thU 
is Imown QJ the -&an Connery ~(I, • wherei" Dldb men retain 
their altra(tiveness to the opposite sex. Would tbat 1 could defer to 
PolitiCll! CorrerhleSJ and blindly ignore these facts ... 

no 



Up to this point in the creation process, your character is lit
tle more than a series of numbers on a sheet of paper - and 
that's really all he'll remain until you step into his shoes and 
wear him like a second skin. Part of the challenge of role-play
ing is taking a newly generated character and growing him into 
a unique gaming persona of which you can be truly proud. 

At this point, however, your character is a virtual stranger. 
What do you ~ally know of him? What makes him tick? 
Most player characters start out as young adults, so it can be 
safely assumed that your hero didn't suddenly spring forth 
from nothingness like Athena from the brow of mighty Zeus. 
There are many years, perhaps even decades, of experiences 
behind that series of numbers on your character sheet. 

Your character has a richly detailed past and it 's your job to 
find out what that past cntailed. Are his parents still alive? Is 
he left-handed? Does he have any siblings? And so on ... 

Here you'll learn the answers to all these questions {and 
more} as you begin to explore your character's past. In the 
process, you'll be given an opportunity to further sculpt your 
character and do a bit of fine-tuning. Mind you, trus process 
won't fully flesh out your character. It will only block out some 
major defining details about your character. It'll be your job 
(under the guidance of your ever-watchful eM of course) to 
fill in the blanks and put your own unique thumbprint on him. 

~ulldlnll Points (~Ps) 

Every character begins the game with an allotment of 
Building Points. You've probably already spent some these 
points to buy such things as skills or utilized them to bolste.r 
your ability scores. You can also usc them to buy 're-rolls' on 
some of the background tables that follow to help you sculpt 
[he kind of character you really want. For the cost of 1 BP 
each, a player may buy re-rolls on the tables in this chapter 
(unless otherwise indjcated). You may buy as many re-rolls as 
you have Building Points, but once you've reached zero BPs, 
you must abide by the random rolls thereafter. 

Note: You need not spend all your Building Points prior to 
beginnipg your character's fust adventure (i.e. before he 
becomes active). Any BPs not spent are banked and may be 

expended at a later time (bolstering the BPs gained from 
advanCing in character level to perhaps acquire a talent unat
tainable with the character's initial allotment). 

Character ~ackllround 

Now it's time to find out more about your character. The 
following tables determine such vita] things as your character's 
starring age, circumstances of birth, and SO forth. 

You and your GM can make use oftrus information during 
the cou rse of your character's career to further detail your char
acter's background. Mind you, this won't be accomplished 
overnight, but rather slowly, over the course of many ad\'Cn 
flIres. In faCt, it's a good idea to put off some of the detailing 
until you've had a chance to run the character through a few 
adventures and get a fee.l for him. Running the character wiJl 
most certainly suggest background details for your character 
that you might not have thought of otherwlsc. (Also, you'll 
have saved a lot of time if your character gets greased in the 
first adventure.) 

For example, at some point your chantcter may find himself 
suddenly cut off from his fellow party members in a hostile 
country with the enemy hounding his every footstep. He's low 
on hit points and the situation looks bleak. At this point you 
may recall (from one of your background rolls) that you have a 
sister who's a deric. She moved away years ago to champion 
her faith and never returned home. (That's abom as far as yOll 
fleshed out your background regarding your sister.) 

At this poim, a clever player might suggest to the eM that 
his devoted sister has actually spent the intervening years 
building a temple in the very 'hostile country' in the middle of 
which he now finds himself str'.mded. He informs the GM 
that his sister wrote him a letter with all the details when he 
was younger and that he is now making his way carefully to her 
temple to seek refuge. 

The eM migbt or might not buy your suggesrion, but it's 
definitely worth a shot. Despite the adversarial relationship 
between GM and player, most eMs welcome an opportunity 
for Ii player to expand his bnckground in such a creative man-
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nero If the GM accepts the player's logic, and rules in his favor, 
then another small bit of the player's character background has 
been defmed and pinned down. (Note that the GM could later 
use this same bit of background info against the player. 
Perhaps a band of Goblins have laid siege to the temple and 
the sister dispatches a message to her brother asking him to 
come to her aid in all haste.) 

You are encouraged to flesh out your character's background 
in great detail (based on the results of the following back
ground tables, of course) but, as shown above, it's a good idea 
to leave some details sketchy so you don't pin yourself down, 
and leave some creative leeway. You never know when your 
character may need to remember his long lost sister! 

Starling Age 

A character's starting age is dependam on both his race and 
class. Mages begin playas older adults owing to the long years 
they have invested in their apprenticeship program (and the 
fact that most teaching Mages are extremely reluctant to 
matriculate this source of free labor!) 
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Character Age 

Fighter Thief Mage Cleric 

fi6+d8 72+4d6 S7+2d6 

Elf 140+2dl Q 13O+d12 200+4d12 160+ld12 

Halfllng l2+d6 9+d0 40+2<16 lS+2d4 

Human 17+d4 16+dl 2S+d6 20+d4 

Height 

To determine your character's height, roU on one of the fol
lowing charts depending 00 your race and sex. Sexual dimor
phism causes females, on average, to be shorter than males. 

Humans Height (In inches) 

Roll (d100) Female Male 

01 62-ld1O 67-ldlO 

02-03 60 OS 

04-0S 01 .. 
06·12 02 07 

13-20 03 68 

21 29 64 09 

31l-41 OS 70 

42-61 .. 71 

·7 67 72 

76-85 68 7J 

86·91 09 74 

92·96 70 75 

70 

72 77 

68+1d8 74+1d12 

"-

• 

Dwarf 

Ron (dl00) 

01-02 

• 2 

13-22 

23-37 

38-58 

59-7S 

76-84 

85 .. 

92-96 

97-99 

00 

'" Roll (dl00) 

01 

OH14 

"05-10 

11 -19 

20-34 

35-62 

97-99 

00 

Halfllng 

Roll (dl00) 

'-- 01 

r .. 

H~lght (in inches) 

Female Mole 

42-d4 44-<14 

42 44 

43 45 

44 40 

45 47 

46 48 

47 49 .. SO 

4. 51 

50 " 
" 53 

49+d4 S1+d4 

Height Un inches) 

Female Male 

53-d3 56-d3 

53 50 

54 57 

55 58 

56 59 

57 60 

58 01 

59 02 

60 03 

61 64 

6O+d3 63+d4 

Height (In inches) 

Female M.le 

31-d3 33-d3 

::=~:'~';5:;;~!~~ J1 J3 

l2 34 

14-24 

25-38 

39-58 

59-13 

7+83 

91-95 

96-98 

JJ 

34 

J5 

30 

J7 

38 

39 

40 

40 

40 

J5 

30 

J7 

38 

3. 

40 

41 

42 

43 

43+d3 



Weight 

Unlike inferior games that utilize an uncorre1ated table to 
determine a character's weight (all too often resulting in com
ically aberrant body phenotypes), HackMaster employs the 
concept of Body Mass Index (B.MJ). When you roll on the 
BlVD charts, you detennine your character's build (ectomorph, 
mczzomorph or endomorph), not his or her weight. Your char
acter's weight is a function of height and build (pretty intuitive, 
right?), Although this takes a litde bit of math, our research 
indicates that the typical HackMaster player is a college grad
uate (or wilJ be one day), so we have every confidence that 
you'll immediately grasp this concept. 

To determine character weight, first roll Body Mass Index on 
onc of the tables below. These arc segregated by race and sex to 
accurately reflect the differing body types a character may have. 
Next, multiply this result by your height in inches squared, and 
divide by 1000. You now have your character's weight. 

For example, Delray, a male human, rolls Oll the appropriate 
BMf table with a rcsultof9, giving him a Body Mass Index of32. 
His height was prroiously determined to be 70 irlches. Delray's 
tlStute player whips ouf his calculator and types irl 70 x 70 x 32 + 
1000 and the marvel of 1970s technology displays 156.8 all its 
LCD display. Rounding to the neamt integer mean that Delray's 
weight is 157 pounds. Easy as pie. 

Human Body Mass Index 

Roll {d20j Female Male 

2S·d6 30-d6 

ii 29 

ja- mwc 
30 

05-oS 29 31 

09-11 30 32 

12·13 31 33 

~2 I 34 

15 13 35 

16 34 36 

17 35 37 

18 36 38 

19 37 39 

20 35+d12 37+d12 

Elf Body Mass Indo: 

Roll (d6j Female Male 

01 23 25 

02 24 26 

03 25 27 

04 26 28 

I ~7 L: M 29 I ." ""~ . W . ,," 
• 

06 """'". , , ... , 28 30 

If you're particularly vain and don't like the results you rolled, 
you can spend 1 BP to purchase a re-roll. You may purchase as 
many re-rolls as you like, as long as you have BPs to spend. You 
may alternatively choose your starting BMI by spending 5 BP. 

A character·s weight tends to increase with age (except for 
elves, who maintain their youthful figure like a Hollywood 
starlet). When a character reaches middle age, add an addi
tional +2 Body Mass Modifier to his previous Body Mass total. 

For imtance, when Delray reaches 41 years, his previous Body 
Mass total of 32 increases to 34. This entails recalculating his 
weight, but his player adroitly launrhes the calculator application on 
his netbook (having upgraded Jince his character began play), types 
in 70x 70x34 + 1000 and receives thefigure 166.6 on his diminu
tive screen. By rounding, he sees that Delray ~ut!jghs 167 pounds. 

If a character reaches geezer age, add another +2 to his BMI 
and recalculate. 

Dwarf Body Mass Index 

Roll (d20) Female Male 

I 01 58 -
02 57 --So 
Ol 58 - 60 -04 59 61 

05·06 60 62 

07·08 61 63 

09-11 62 64 

'U~ =.IC- 63 65 
) . 1':15· 'e::. 64 66 ~ 

16-17 65 67 

18 66 68 

19 67 69 

I 20 I 68+d4 10+d6 
< 

Halfling Body Mass Index 

Roll (d20J Female Male 

01 39 - 40 
~ 

~40 -~ 41 
H , 

4 42 

04 42 43 

05·06 43 44 

07·0S 44 45 

_I 45 46 -If · 12:13 - 46 47 --'l 
14-1 5 47 48 1 
16-17 48 49 

18 49 50 

19 50 51 

20 50+3'a SO+d10 

m 
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Handedness 

As youa expect, your character's handedness is important infor
mation to know. For instance, a character forced to wield a 
weapon with his off hand suffers a -4 modifier on attack rolls. 
Sirnilarly. a right-handed thief who was taken before the local 
magistrate and had his right hand was cut off as punishment for 
practici ng his skills in the open marketplace is going to find it 
much harder to use his Lock Picking skill (-20%). Through time 
(ld6 months), a character forced to use his non-favored hand to 
use toots o r weapons can overcome such penalties. 

Roll (dlOO) 

0 '-90 

91 -99 

HancHdness 

Right 

Loft 

Ambidextrous 00 

Note: Ambidextrous characters suffir a +1 Initiative penalty,Jor 
they oj/til hesitate for a stCond as though choosing which hand to use. 

Character Heritage 4> blneage 

No man is an island. Likewise, no character is truly an indi
vidual. H e's th e product of coundess generations of characters 
that came before him. Character heritagcl1ineage can be very 
important in HackMastcr. 

A character may inherit the enemies and allies of his father 
or family. Siblings and extended fami ly can also be important 
in a character's career. A rich, influential uncle who is a High 
Priest of The True may be able to use his influence to give your 
character sanctuary from your political enemies. Your brother 
who's working as a M age's apprentice may be able to steal those 
hard-to-flnd spell components you need from his laboratory. 

The fo llOWing tables will help you get a very broad idea of 
your character's heritage/lineage. Your GM will record the 
results and use them to help you build a morc detailed back
ground for your character. Your GM should be happy to work 
with any player on tailoring the results of a character back
ground if need be. 

Circumstances of Birth: In most eultures there is a stigma 
attached to individuals born outside of wedlock. lllegitimate 
(bastard) children are often denied inheritance and the right to 
hold political office or even positions of power. 

Roll (d1 00) Circumstance of Birth 

1-90 Characters birth was legitimate. 
'-___ " Parents were married at time of character's birth. 

91 Character was abandoned at birth. Parents unknown. 

92-93 ther was a pmstitute Father unknown. 

94-98 Birth was the result of rape. Father unknown. 

Birth was the result of an adulterous affair. 
7S%chance father's Ident ity is known. 

Status of Parents: Roll diOO for each parent (mother and 
fa ther). A roll of 10 or less on the first roll indicates your char
acter is an orphan (don't roll for the other parent). A 91 or above 
indicates that a parent is deceased. If both parents are dead, the 
character is considered an orphan. If only one parcnt is dead, roll 
on the sub-chart to see if the surviving parent remarried. 

Orphans/abandoned characters begin play with half the 
starting money normally available (e.g. 25 silver pieces). 

Q uality of Upbringing: How a character was reared and the 
quality of his upbringing can have a huge impact on how he 
rurned out. A caring, atten tive parent is going to better equip 
Ilis child for adulthood than a paren t who is unaffectionate, 
abusive, or not there at all. 

You should roU twice on the following chart - once fo r the 
mother and once for the fathe r. If the father was previously 
indicated as 'unknown', don't roU for him and conside r that 
parent to be dead to the character. 

Roll Quality of Parenu 
(dl OO)· {roll once for e~h)'" Effect 

01-60 loving parent Charocter grew up well nurtured and 
properly cored fOf. 
Two (2)8uilding PoInt bonus 

61-80 III·Equipped Parent Parent was well intentioned but 
unskilled at raising children. 

81 -91 Indif("ettmtp/l;rent Charocter was viewed as a burden. 
He or she grew up with feelings of 
inadequacy and felt unloved. 

_ .... Two (2) 8uilding Point penalty 

92-00 Abusive Parent Choraeterwosobusedbyporent. 
Roll an addi tional Quirk for your 
character (see Chaptet' Three). 

"Orphans rKeive a +20modirlefon [hiS chDrt and bas/aM receiyt +J5. 

"/fcharacter is an iIIegifimare child, roll only once (or the mother. 



Status of Siblings: As with parents, siblings (or the lack of 
them) are important to a character's background. Although 
mey are non-player characters under the contrOl of the GM, 
they may be able to help when the character needs something, 
such as financial suppon. They also tend to be loyaL 

There are several steps involved in determining a character's 
Siblings. Follow each step in order. 

1. Roll on the chart below to determine me number of sib
lings your character has. 

Ron (d20) Hum", of SibUngs 

None. ,...dtarIcter Is an onty child. 

no 
3,5 Two siblings 

6·8 Three siblings 

9-12 s1bIlngs 

,--,' ;.3-.;;'5;...., ",.Aft' sibUngs 

16-18 Six slbhngs 

19 Seven siblings 

C:::ZlO;,. EIght-." 

2. Now that you know how many children your parents had, 
you need to determine their sex. Roll a d6. On a 1-3, the sib
ling is a brother. On a 4-6, it's a sister. 

3. Next, roll d6 for each Sibling to see if he or she is stillliv
ing. An result of S or 6 indicates that the sibling is dead. This 
could indicate a stillbirth, childhood disease, accident or mur
der.It's up to you and your GM to flesh out the details. 

4. For each surviving sibling, roll a d% (dl00 or two dlOs). 
A roll of 99-100 indicates that this sibling is your twin. If the 
sibling is the same sex as the character, roll a d8. On a 1, the 
Sibling is an identical twin. 

S. If the character has at least one sibling, roll randomly to 
determine his place (roll a d4 for the character plus three sib
lings, roll a d5 [a d10, dividing results by two] for the charac
ter plus four siblings, d utera). The flfStborn male is usually 
heir to his father's estate or possessions. 

6. Of count, just because your character has some brothers 
or sisters doesn't mean that they necessarily like him. To deter
mine the nature:: of your relationship with any particular broth
er or sister, roll on the table below. 

Roll 
(2d12)· 

5-9 

"iOiliiem~ili<iiirlvols hOIJ QtI m tense hate for some 
otfenw- real or ImaglMd. 

Argumentative. For some reason, the character and his 
sibllngjust can't get along without bickering. 

[=':O-:=I~;~;~_~;:Q~iid~:jng orr dose. with good _ bur few Inten~ fHIings except during special 
alhutt_celftHarlon. 

17·21 Very Close. The sibling and character communicate 
ohen, and always try to help the other in times of need. 

22+ An exrrr~ ~ bond exists between you 
... __ .... ~ tmd OM would easily k:ry down his life for the other. 

-Add the value listed under the column 'Turning Modifier' for the char· 
acter's Charisma attribute to the result. 

Extended Family: Besides parents and siblings, the character 
is likely to have an extended family. This could include grand
parents, uncles/aunts, and cousins. If you need this level of 
detail, use the above guidelines and substitute the PC's parents 
for the character to generate an extended character tree. 

Other Traits and PartlGulars 
Obviously, there are still other personal characteristics. 

What about his hair color and style? Eye color, body shape, 
voice, noticeable features, general personality, temper and dis
position? There are no tables for these things, nor should there 
be. 

h's your job as a player to add mem, molding the type of char
acter you want. You probably know some from the very start. 
Others, especially your character's personality, will grow and take 
form as you play. 

Remember - you're an actor and your character is your role! 
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Dice - those oddly shaped little lumps of hard impact plas
tic found scattered about the gaming table. Who can resist 
them? 

Also known as polyhedrons, these trusty gems do one thing 
- generate random numbers on demand. Even with the odds 
behind him and the modifiers stacked, the roller can never be 
sure of the outcome. That's what puts uncertainty into the 
game and creates the suspense players thrive on. 

The tools of the trade for player and GameMaster alike, dice 
are to the gamer what the assault rifle is to the combat soldier. 
Often they're only things standing between you and character 
death. And like a soldier's weapon, they demand your respect 
as well as your utmost attention. 

Ths chapter is devoted solely to the topic of dice - yes, they 
are THAT important. It would behoove you to read this sec
tion thoroughly and refer to it often. And really, why would
n't you? When you become intimately familiar with your dice 
and learn to use and care for them properly, they will serve you 
well. 

Ole Nome nclature 

Before any further discussion on dice can take place, let us 
define the proper nomenclature for the various forms they 
rake. 

HackMaster utilizes several different dice. The 4, 6, 8,10, 12 
and last, but not least, the 20 sider. 

In the rules each die type is symbolized by ~d", and its num
ber of sides is shown immediately thereafter. A six-sided die is 
therefore 'd6', ;dS' is an eight-Sided die and so on. 

Two four-sided dice are expressed as 2d4, five eight-sided 
dice are 5dS, etc. Any additions to or subuactions from the die 
or dice are expressed after the identification, thus: d8+8 means 
a linear number grouping between 9 and 16, while 3d6-2 
means a bell-shaped progression from 1 to 16, with the great
est probability group in the middle (8, 9). This latter progres
sion has the same median numbers as 2d6, but it has higher 
and lower ends and a greater probability of a median number 
than if 2d12 were used. 

On a dIO, a zero result (0) is read as a result of 10. The d20 
is the most versatile die in your dice arsenal. It can be used as 
dIO and dlO. Two d20s can also be used to simulate a dlOO. 
More typically, however, roUing [\.va ten-siders of different col
ors generates percentages (numbers ranging from 1 to 100). 
Before rolling, the player announces which color is high (tens) 
and which color is low (single digits). When percentage dice 
are to be used, it is indicated by dlOO or d%. 

Sometimes you will need to use various dice to simulate dice 
of another type. For example a d6 can be used to simulate a d3 
(generating a random number from 1 to 3). In this case the 
result of rolling a d6 would be read as follows; 1-2 '" 1,3-4 = 2, 
5-6 = 3. Likewise, a dl0 could be used to simulate a d5 (1-2,. 
1, 3-4", 2,5-6", 3, 7-8 .. 4, 9-0. 5) and a d4 could be used as 
, d2 (1-2.1, 3-4.2). 

A dl000 is a die roll used to generate a random number 
belWeen 1 and 1000. The most common method is to roll three 
differently colored ten-sided dice, where each color has been 
deSignated to represent one of the three digits, i.e. hundreds, 
tens and ones. So rolling a 3, a 4 and a 0 would mean 340. A 
result of 000 indicates 1000. 

A dIO,OOO is a die roll used to generate a random number 
belWecn 1 and 10,000. This method requires rolling 4 differ
ently colored ten-sided dice. So rolling a 5, a 3, a 4 and a 0 
would mean 5,340. A result of 0000 represents 10,000. 

Note: Some specialty dice companies acrually produce dlOOO 
and dlO,OOO sets with each lO-sided die appropriately marked 
as to avoid any confusion. 



A penetration roll (rolling the maximum number on the die, 
allowing you to roll the same die again with a modifier of - 1) 
is symbolized by "p" after the die type. If the rules call for a d6 
and you roll a 6, that's it - you got a 6. H O'WefJn', if the rules 
call for a d6p and you roll a 6, you get to roU that die again and 
add the result minus one. If you continue to roll sixes, you add 
5 (6-1~5) each time until you stop rolling sixes. 

Dice Etique tt e 

There are a few very important rules of protocol concerning 
dice. The sooner you leam them - and put them to use - the 
hener. Your GM and fcUow players will expect you to know 
and practice proper dice etiquene. Those who don't (or who 
take such things lightly) are often mercilessly shunned by other 
garners and end up wondering why they're sudde nly not invit
ed back to the table. Don't be that guy. 

Hands to Yourself 

Do yourself a favor: take a highlighter and mark this section. 
Most experienced gamers are somewhat possessive (even 
superstitious) when it comes to their dice. Perhaps one of the 
greatesr offenses a player can make at the table is touching 
another player's dice. 

As a general rule, one player should never, ever touch anoth
er player's dice. Ever! It just isn't done - at least not without 
the shedding of blood. The surest way of ostracizing yourself 
from the fellowsh ip of other garners is to be a dice-squirrel and 
put your paws on dice that don't belong to you. 

You don't put YOlLr hands on another man's wife ... and you 
sure as hell don't touch his dice. 

A Moment of Silence, Plell8e! 

When a player is in the actual act of rolling his dice, shut the 
bell up. Even a sworn nemesis deserves a chance fo r an honest 
unimpeded die roll. Before a player rolls, feel free to cheer him 
on, hex him or whatever, but when his arm begins that forward 
motion and the die is about to meet the battlemat, you'd better 
pipe down. Muttering phrases like Mjinx! jinx!", ~You're gonna 
miss!~ or even supposedly 'helpful' cheering like shouting 
"Boom baby, BOOM" or ~Go Dave!!" as the dice start their 
rumble is extremely bad form. 

So remember - as the roller's fingers glide opcn and the die 
springs free, the table should hush and watch and listen. 

There's nothing like the drama and expectation of an impor
tant roll rat-a-tat-tarting across the table and tumbling to a 
stOp. Trust me. You don't wan[ all e~s turncd on you as a play
er accuses you (and rightfully so) of ruining his concentration. 

Speaking when someone is rolling, even to root for him, is 
the poorest of etiquenc. They may tolerate such nonsense in 
Iowa but don't let it happen at your table. 

HIgh Color Conventlon 

Some old school garners still like to use the antiquated rwen
ey-siders which were made in the 19705 and '80s. Often called 
"Mud D ice" (due to the edges of the soft plastic rounding off 
with use) such dice were manufactured with no distinction 
made berween results of 1-10 versus results of 1] -20. They 
were simply numbered 1 to 10 twice. I t is perfectly acceptable 
to use such out-dated dice, but you must colorize half of the 
numbers on a die of this type, usually with a colored W'dX cray
on or a mascara pen. 

When a player uses a die of this type. it is essentiaJ that the 
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A proper Dice Rolling Zone with adequate roiling space. 
Notice how this player has cleverly laid claim to his zone 
by marking the boundaries with pendls and a sodo can. 

color of the higher numbers be declared publicly and agreed 
upon for that session (and recorded in a verifiable place, such 
as on a character record sheet). Under no circumstances are 
players to be allowed to ~call" the color of the higher numbers 
after a roU has been made. 

I t is considered poor etiquene to switch the convention of 
high color once a gaming session has begun, though breaching 
this etiquene is acceptable in extreme extenuating circum
stances - such as when your character is gening decimated and 
you're rolling conSistently bad all session. 

If color convention is in question after such dice have been 
rolled, the CM should evoke the ROY G. BIV rule with the 
color for the lower numbers being the first color to appear on 
the color spectrum. Always assume black is the lowest color in 
such cases. 

A final way to use these dice (or a 10-sider) in order to gen
erate rolls of 01-20 is to roll a d6 along with the dlO. On a 
result of 4-6, you add JO to the dID result. This method elim
inates the color issue, and is an alternative for those who have 
lost their d20 or were too dim to use rw-o different colored 
crayons on their d20. 

lJII 

Open and G10sed Roiling 

All rolls required of players during a HackMaster game ses
sion must be made publici)" such that all other anending play
ers and the GM may view the roll. Under no circumstances 
shall a player be allowed to hide his dice rolls. 

Note that an 'open roll' means the die must be under full 
observation by those looking on from the moment the die 
leaves the roller's hand to the moment it comes to a full rest. 
Rolling the dice in a cup and turning it over, cupping the dice 
under one's palms after it's been rolled to bide the result and so 
on, invalidate the roll. 

The GM, on the other hand, may use ~closed" die rolling at 

his discretion. In fact, it is the normal procedure fo r a GM to 
secretly make die rolls from behind the safety of rus GM 
shield. The GM is also allowed to intrude upon any other die 
rolling zone on the table at will (this is the only exception to 
the nOTmai protocol) with no penalty. This is often done dur
ing those dramatic moments when Jetting the players see the 
fearsome result of a 20 coming up on a to-hit roU is just too 
much to pass up. 

Under no circumstances should the GM be compelled, 
cajoled or pressured into rolling in the open even whtn his diu 
are JO hot tht playm question whether ht's duoting.It's ~ his 
aill. 

bel Ihe Dice Pall Where They May 

Dice rolls are sacred. In my campaigns, I let the dice fall 
where they may - period. I don't canon to fudging die rolls 
and other such nonsense, and 1 despise those who practice such 
foolishness or allow it to take place at their table. Once a GM 
begins fudging the dice the game is diminished and he has tar

nished his shield. The only exceptions are dice that roll off the 
table, come to rest in a cocked position or fail to hold up under 
the guidWnes of this chapter as a 'legitimate' roll. 

Dice Roiling Zones (DRZ) 

This is a big one. A player must have adequate room to roU 
his dice properly. Dice need room to move, bounce and 'play' 
in order to yield the desired results. If such room is not avail
able it is a player's right, nay his responsibility, to inform his 
GameMaster so the situation can be remedied immediately. 
In-house studies have clearly shown that 'stifled' dice rolled i.n 
a confined space and deprived of a proper movement/play area 
perform subpar. 

The minimum area for a dice rolling '£One is 17M inches wide 
and 11M inebes deep (note: these dimensions have been slight
ly decreased since the last edition, taking into account new die 
manufacruring techniques and polymers mat give dice more 
'bounce'). Note also that all "public table areas" are officially 
free rolling '£Ones (FRZs). These are the battle/miniatures area 
and free spaces berw-een zones. Using an FRZ is the only way 
to create the Distance-Dramatic Roll (such a roU being made 
famous by little Isaac Goldstein while slaying the Swack Iron 
Dragon with a desperate crit in the closing seconds of the 
HackMaster World Championship at Garyeon '82). 
However, you should take care not to disturb any millialUrtS 
when rolling in the battle area. Again if you find your assigned 
DRZ at the gaming table insufficient you should bring it to the 
;!.Hention ofyout GM. 

When establishing your DRZ there are several things to 
look for: 

• Enough space must be provided so when the dice are 
rolled, none of them touch each other. 

• The DRZ should be free of obstacles so that the: dice ge:t 
plenty of tumble-action, and roll freely without inte:rference or 



inhibition. Don't let another player's elbow, a poorly placed can 
of soda or a pencil rob you. Players should actively 
police/maintain their DRZ's during a game. 

• Clear DRZ boundaries are necessary to avoid disputes 
between players. It's always a good idea to 'announce' the 
demarcation of your zone to other players before the game as a 
reminder. This is critical for those who believe in the possible 
transference of (bad) luck between dice in close proximiry to 
one another. 

• Remember it is always bad form to invade another's dice 
zone with a poor roll of your own. It is akin to the infraction 
of touching another's dice (as described hereafter). Because 
some players don't respect the DRZs of other players. it is 
within the GM's power to apply a penalty to any die/dice that 
violate another player's zone. 

Note however that during those rare moments where Player 
vs. Player actions crop up, invading your opponent's DRZ is a 
valid strategy to throw him off his game. Just remember that 
turn about is fair game. 

Deslgnaled DIce Kolling Zones (DDKZ) 

Now for a bit of backtracking from the previous edition. For 
years there has been speculation that 'training' a DRZ will 
result in higher numbers and better roll control. I've hotly con
tested this assertion since no substantial proof had ever been 
offered up (other than Nonnan Bovner's popular articles in 
HackJournal which were flawed by personal bias and fudged 
numbers, in my opinion). 

Recently, however, our own in-house tests have demonstrat
ed that there may be something to it. Therefore, I'm nowoffi
cially backing the l-LMA's move that DDRZs (Designated 
Dice Rolling Zones) be officially addressed. 

I believe the effectiveness of DDRZs has more to do with 
the roller's confidence level and attirude than the trained zone 
itself. but at the end of the day we live or die by the results of 
our dice so it's worth mentioning here. 

The first step in establishing a DDRZ is to stake your claim. 
Pick a spot or scat at the table you roll dice at and make it 
known it is YOUR territory. If this is not possible (for exam
ple your game rotates locations or other players Simply refuse 
to recognize your claim), then try placing your character sheet 
(or a fame rub card) in your DRZ where the dice first strike the 
table. This will often (but not always) compensate. HaVing a 
DDRZ however is ALWAYS preferable. 

T h e Nature of DIce 

In order to properly use your dice and to get the desired per
form~mce from them, you must first understand them. For 
many garners dice arc mystical things akin to the Fates of 
mythology. You might as well know one sad fact up front - like 
the Fates, dice can be fickle. 

They are friends to neither GameMaster nor player. The 
player who appears to be on a lucky streak one week, rolling 
one critical hit after another, is often the samc guy rolling an 
endless stream of fiLmbles the next session . 

There are miSguided individuals out there who would have 
you believe the outcome of any given roll is governed by the 
cold, blind tenets of probability. "There is no such thing as 
luck.!" they assure you as they go on and on about bell curves, 
the law of mathematical averages, and other such nonsense in 
an attempt to hammer their point of view into your skull . 

To be hoqest, they are partly correct; dice are designed to do 
one. thing - generate truly random numbers that dictate the 
outcome of various actions during the course of the game in a 
fair and impartial manner. The random numbers they gener
ate are ultimately what keeps the GM's power over his players 
in check. He may design the adventure and chart the course of 
the action, but at the end of the day it's the dice that decide the 
outcome. 

That does not mean, however, that dice can't be coaxed or 
encouraged to do the roller's bidding on occasion . Most 
garners inherently know this as ifby instinct. They talk to their 
dice. Praise them (when the roll well). Curse them (when they 
fail). They blow on them. Rub them on others for good luck. 
They even name !:heir dice. 

To say there is no 'luck' involved when it comes to dice is just 
plain silly. Ask anyone who has bellied up to the game table and 
they will swear that tltis die or that favors (or disfavors) them. 
If you press the subject, most garners will produce one or more 
of their lucky dice. (I myself had a blue benzene polyfibre d20 
modelS called 'Nat Faithful' which served me well for twenty
nine years. 1 t eventually failed me during a hobgoblin uprising 
at Frandor's Keep and was disposed of with full honors.) 

We've all witnessed the player on a 'hot streak' who inexpli
cably pulls nat'twenties out of his butt like some Easter Bunny 
doling out eggs to a schoolyard full of preschoolers. There's lit
tle doubt that luck exists, and to say it doesn't simply reeks of 
denial. The notion of luck (and bad luck) is very real to most 
players, and they take it seriously. You'd be advised to do the 
same. 

HaVing said that,let me warn you not to fall into the trap of 
attempting to Uve by the good graces of Lady Luck. Those 
who use luck as a crutch soon find themselves falling flat on 
their faces. Lady Luck has a wandering eye and she dances 
with many panners. One moment she may be at your side, and 
the next moment she's nowhere to be found (kind of like an cx
girlfriend lance had). When it comes to hacking it 's best to 
rely on your own wits and mettle. 

Still, there are a few things you can do to encourage luck (or 
to stave off bad luck): 

• Never EVER usc a new unproven set of dice in a game 
without first breaking them in and/or determining their quali
ty (see Dice Primillg hereafter). 

n. 
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• Never let another player use and/or touch your dice. I t's just 
a bad idea.l keep an extra set of cheap dice (throwaway dice) 
handy just in case some moron shows up sans dice and asks if 
he can 'use' my dice. You should do the same. Just slip them 
your throw-away dice and when they offer to return them at 
the end of the game (yeah, like that'll happen) just tell the 
ingrate to keep them. 

• Likewise never borrow another player's dice. Be prepared. 
Show up for the game with properly testedlbatde primed dice. 
Would you show up at a knife fight without a knife? 

• If a die rolls off the table, hits another player's arm or 
requires any sort of reroll be sure to 'roll off'any bad luck it may 
picked up by rolling it as many rimes as it takes to come up 
with a positive result. 

• When your dice art' not in use but sitting out on the table 
at the ready it's a good idea to turn them so the highest num
bered face is showing. This is akin to having them stand at 
artention and geared up for battle. 

• If you feel a die isn't perfonning up to snuff don't be too 
quick to retire it or pull it out of the line-up. Sometimes put
ting an errant die back in the dice bag and shaking it will rally 
it. Dice can hold grudges. If you're too quick to act or judge 
they can rum on you. 

Choosing/ Purchasing vour Dice 

Great care and attention should be taken when 
purchasing/selecting your dice. I can oat stress this enough. 
Would you buy a pistol without doing your research? A car 
without test driving it? 

I recommend going with dice produced by a reliable manu
facturer. Examine each die for imperfections such as mis
shapen appearance, flawed edges or mold marks/extra material 
which protrudes. Ask the shopkeeper if you can test-roll your 
dice selections prior to purchase. Any die that rolls a ~ 1" should 
be returned to the dice bin on the spot (unless you're actually 
looking for a low roller). If a die can't be bothered to put on its 
best face for you at such a critical moment how can it be 
expected to perform for you when you're faCing down a free 
range minotaur? Doesn't mean it's a bad die. Sometimes a 
player and d ie just don't take to each other. 1t happens. If you 
do run across a dic that doesn't cut the muster, you may wan! 
to refrain from buying any other dice from that same bin since 
unlucky dice usually come in groups. 

Pay special attention to the numbers/pips on each face of the 
die. Are they clearly legible? Is the die made of high impact plas
tic? Is it used? Don't be afraid to ask questions. The better game 
shopkeepers understand the importance of dice selection and 
will cheerfully cater to you. You may also want to ask what the 
store's policy is on reruming dice that fail to perfonn properly. 

Don't overlook aesthetics. Nobody wants an ugly die 
(although I've known many ugly dice that have been superb 

performers). The die should be pleasing to your eye. Color, 
contrast and good lines arc all very important. 

Now there are exceptions to this rule. Unusual dice and dice 
with character (due to some perceived flaw for example) just 
might be standouts and worthy of some extra scrutiny before 
dismissal. A friend of mine once had a dlOwith an illegible "I" 
face that served in stdlar fashion for many years. 

Speaking of legibility - use the six foot rule when selecting 
your dice. You should be able to clearly read a die's result at six 
feet away. This ensures everyone at the table (GM and other 
players alike) can see your result and avoid disputes. To each his 
own but I would avoid 'rune' dice and other fancy schmancy 
dice with illegible characters/patterns which make reading a 
result difficult. 

Finally, you should avoid buying or using flippity-floppity 
dice. You know the kind. The ones that have excessively 
rounded edges so that the six-siders roU like a wheel instead of, 
well, a die. Mud dice gain their unique rolling characteristics 
from years of use and have a certain old-school appeal and usu
ally a special emotional value to the user. Flippiry-floppiry dice 
are just irritating to everyone. Only rookies. wannabes and los
en rely on ffippity-floppity dice. 

Note: Special care should be taken with virgin dice (new dice 
that have never been used in a game). Would you go into com
bat with a non-zeroed weapon? Of course not. Know your dice. 
Whenever you buy new dice, be sure nOl to mix them wim yoUl 
battle-hardened dice until you've properly primed them (see 
hereafter). Otherwise, any bad luck may be transferred to your 
Laull;!-hardcned dice arsenal. 



Assembling Your DIce A r senal 
(6allle blne DIce) 

When you first begin playing you'll probably be content just 
to buy the basic dice required to play, and throw them in a dice 
bag without much more thought or consideration. This is typ
ical for the neophyte. 

As your gaming experience grows, however, you shouJd give 
more serious thought to maintaining and building a proper 
dice arsenal. This involves weeding out dice that under-per
form or that show the slightest signs of becoming under-per
formers (or perhaps unlucky), You'll also want to begin taking 
notc of any dice that demonstrate the early signs of being a 
'lucky die' (a very rare thing indeed). 

For example, over the course of several game sessions you 
may not ice that one 20-sider seems to be rolling more than its 
share of high numbers. It's entirely possible you have a 'lucky' 
one in the making. You may want to consider assigning this 
die a speci6c task/purpose (such as only making backstab 
rolls). 

Fmally, let 's not fo rget the ever-important Honor Dice (used 
in Advanced H ackMaster). It is of utmost importance that you 
purchase a separate set of dice fo r H onor rolls. Remember that 
it is a dishonorable act to use a die not designated as an Honor 
Die. Dice should be scrutinized heavily (more so than usual) 
when being considered for use as H onor Dice. And once you 
pick your Honor Dice it's a very bad idea to swap them out 
with other dice (unless a die provcs itself to be unlucky). 

DIce PrImIng 

You should never play with virgin (new) dice without prop
erly priming them. The process is simple and, if you diligent
ly follow it for every new die you purchase, you'll save yourself 
a world of headaches and problems. 

When you purchase a new die it should be segregated from 
your active dice arsenal until it's properly primed and its status 
is known. Take the virgin die and roll it 25 times. Count the 
number of times you roll a maximum result, as well as those of 
a minimum resul t. If the number of minimum results is more 
than the number of maximum results, repeat the process. I usc 
the 'three strikes yer out' rule. If dle die fails this test duee 
times in a row, throw it away. You could try to purge it of any 
bad luck but it's just a virgin die - why take chances? You could 
also attempt pawning it off on your GM (or another player you 
have a beef with). But be careful - karma tends to come back 
on you when it involves dice. 

Once a virgi n die has passed this tcst, you need to try it in 
active play. You should, however, still keep it segregated from 
your main dice arsenal. Wait until an opportunity comes up in 
me game when a relatively unimportant die roll of some type is 
needed. Then, and only then, produce the die and roll it. If the 
result is a critical failurc (i.e. fumble), di spose of the die imme-

diately. If the die roll is a simple failure, try it again when 
anothu such opporruniry arises. If the die produces a failed 
result a third time, toss it out. 

I! the die rolls a successful result, it shows promise, though 
you should still keep it segregated until it produces three suc
cessful in-game results; then, and only then, should you move 
it to your active dice arsenal. 

Ca r e and MaInte nance 

When not using your dice. you should keep them stored in a 
special bag (leather, neoprene, suede or vinyl bags are best). 
Take care that any suspect dice or untested dice are segregated. 
Studies have suggested that dice stored together tend to main
tain thei.r luck-levels for longer periods of time than dice stored 
indiVidually or in open containers. These studies further sug
gest that low-rolling dice tend to benefit from being stored 
with more robust dice and that their luck- levels may actually be 
pulled up. However, it 's also the case that a Single unlucky die 
can bring down the luck-level of every die in the bag it 's stored 
in . It is my recommendation that you take no chances. If the 
status of a d ie is in question - segregate it. 

If a die in your arsenal has shown itself to be truly 'lucky' 
then you indeed have a rare gem. Such dice require special care 
in order to safeguard their unique properties. 

First off,you should a1wa)'5 name a lucky die. There is power 
in a name, as many cultures know, and this name should not be 
given lighdy. You should never bestow a dishonorable name on 
it, as it may rebel. The name should reflect your hopes or the 
positive characteristics of the die. You may also want to name 
your die according to a specifi c task you assign to it. 

One cautionary note: never name a die after a girl/boy fr iend 
or an old flame. N othing good will come of it. A proper die 
name should inspire. Devin the Slayer. The Sisters (a pair of 
lucky percentiles 1 once owned). 

Once a die is found to be lucky. you may ,vant lO assign it to 
perfonn some specific task. For instance, a die that consistent
ly rolls h igh numbers might end up being your attack or dam
age die. An appropriate name wiU seal this deaL A ten-sider 
that conSistently rolls low may be useful for skill checks. 

Whatever happeru, use lucky dice wisely. D on't overuse 
them. Don't abuse them. D on't use them for trivial rolls unless 
you absolutely have to. And never take them for granted. Treat 
them with respect and they'll rarely let you down. 

It's good practice to a1ways talk to a lucky die when taking it 
from the bag. before roUing it and before putting it back in the 
bag. I like lO congratulate a lucky die for a job well done when 
a much needed result is yielded. But be carefuL Know your 
dice. Some lucky dice don't like a lot of fuss and fanfare. T hey 
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just want to do the job at hand and return to storage so it can 
concentrate on the next required task. 

It's also a good idea co keep a lucky die segregated from your 
main dice arsenal by keeping it in a smaller pouch, a pill botrJe 
or some other small container that you can stow in your dice 
bag with your othe r dice. Th.is is your way of making the die 
stand out and signi.f)·jng that it 's special. It also encourages your 
other dice to perform better as they strive to reach such 
esteemed status. A jealous die is a die that never tires of trying 
to step up. 

Altitude 

Although this chapter is about dice, let's take a few moments 
to talk about you as the roller. As you have seen. getting good 
results from your dice is as much about attitude and faith as it 
is about that simple bit of plastic in ),our hand. 

When rolling the dice alwa),s do so as if your character's life 
depends on the result. The best dice roUers know that a prop
er dice tOSS is only as good as what the roller puts into the roll. 
You and your dice are a tcam. You should expend a little bit of 
yourself into each roll Like a good race horse. the die must 
never feci like you're simply along for the ride and that you 
have nothing vested. 

Sometimes it only requires a little vocal encouragement. 
"C'mon, boy. F-Ugh numberl"Othcr times it's the lucky kiss, the 
blow or the triple-shake. 

When Good Dice Go Bad 

Sometimes, despite all your precautions and after many cam
paigns of faithful service. a good die starts rolling badly. You 
can never be sure just why. J t just happens. Perhaps you angered 
it when you started to favor another die. Or maybe it's just tired 
of the fight. When it happens you will know. 

Now some players are quick to simply toss the offending die 
in the trash and write it off, lest it infect the rest of the dice 

arsenaL Understandable. But dice that have served long and 
faithfully deserve better, at least a second chance. 

Face it, it's tough rurning your back on a die that has served 
you so well for so long. In cases \jke this, you might attempt to 
purge it of the tainted influence of bad luck. 

Dice Gleanslng and Olher Rlluals 

There are hundreds of dice cleansing rituals out there being 
promoted by every two-bit hack jockey and dice shaman in the 
gaming world. Some of them work, but most don't and are 
unproven. We support only the following proven methods. 

The Fame Rub 

The fame rub is a tactic with incredible merit and some eight 
years of proven field experience to back it tip. A person who 
wants to quickly transfer good luck into his dice can do so by 
rubbing the dice on the person , or some personal effect, of a 
popular game deSigner. Remember: always rub left to right for 
higher numbers, and right to left for lower numbers. 

This practice can also be used to prime new dice, and most 
all game deSigners worth their salt at conventions and store 
signings are more than glad (eager even) to oblige fan s. In fact, 
if a game designer refuses to let you do a fame rub, something 
is amiss and that deSigner's products should be avoided at all 
cost. I'm just saying ... 

As a rule of thumb, you should do a minimum of 12 swipes 
of the die across the signature (but no more than two dozen as 
that can sometimes have the opposite effect of what is desired). 
Note that based on intensive research 1 have doubled my rec
ommendation since the last printing of this chapter. 

You can also gather something a game deSigner has used, 
such as a napkin , paper cup. soda can, and so on, and rub your 
dice on it. If you're lucky, you might even be able to rub your 
dice on the deSigner himself or even get one kissed or blessed!!! 
You should check the game deSigner's credentials before going 
this route, however. Has he had any hit games? Has he won 

THE FAME-RUB 

Left to Right = Higher #s Right to Left = Lower #s 



at least three Origins Awards? Make sure his stuff is up to 
snuff before rubbing your dice on him. 

There are even those who suggest that if you rub a die on a 
dead game designer's tombstone, the bad luck will immediate
ly be discharged only to be replaced by good luck. Such a 
charged-die is said to be the luckiest of all dice (other than 
those made from the bones of a hall of fame game designer). 

According to Norman Bovner, who has tried this approach 
on numerous occasions, it Simply doesn't work. He recom
mends leaving the die on the tombstone for two nights under 
a full moon in order to give the bad luck time to dissipate. 
Since this particular method is the subject of dispute we pres
ent it here with proper notice that it mayor may not usefuJ. 

Warning: At CaryCon a few years ago I witnessed a weU
intentioned gamer rubbing his dice on Tracy Lords. Do not
I repeat DO NOT attempt to get a fame rub from anyone but 
a published game designer. SciFi guests, comic artists, fanner 
playmate modc!.s. .. don't waste your time. It's like licking the 
drip pan under your refrigerator. Sure you're going to get a lit
tle taste of something - but gawd knows what. 

isolate the Offending Die immediately 

If you have a die that starts rolling badly, you need to quick
ly get it away from all your other dice. I can not stress this 
enough. Don't, under any circumstance, place it back in your 
dice bag with the rest of your dice. Such an act is sheer foUy. 
You need to keep it sequestered from the rest of your dice or 
you're just begging for trouble. Until you have been able to 
purge the bad luck from a die and instill it with good luck, 
there's no use taking any chances. 

Emergency Purge 

As a player there may be times 
when the starns of your main line 
dice suddenly come into ques
tion. A sudden streak of failed to
hits. A fumble at a most inoppor
tune moment. 

Or what if you're in the middle 
of a tournament and you feel 
your luck has dropped out of your dice bag? 

Well, there's onc way to infuse a Iinle luck back into your dice 
bag that may just savc your game. First, empty out your dice 
bag. Roll each die until it yields a maximum result. Set it aside. 

Rub I!lll;h die acru~s II game designer's signature (or, for a less 
effective option , across the credits page on any rpg product) 
from left to right as stated earlier. Put all the dice back in [he 
bag and shake it lOU times to redistribute the luck. 

Cocky Dice 

Sometimes a die simply rolls badly because it's gotten a bad 
attitude. Some lucky dice suddenly become cocky and think 
they can't roll a bad number. Then Lady Luck steps in and 

demands alimony. Or perhaps the die is angry you used anoth
er lesser die and felt snubbed . Again dice can hold grudges. 

In such instances, it may be in the best interest of that die, 
your other dice and your game if you make an example of this 
particular bad apple. An attitude adjustment could be just 
what the dice doctor ordered. There are several methods of 
punishing dice, but the best ones are the simplest. Simply 
refuse to use the die or even touch it. Ostracize it. Ignore it. 
This is usually enough to do the trick and bring the die back 
in line. 

Jf that doesn't work you may have to escalate th1n~. Punish 
the die. This can involve throwing the die against a hard object 
(such as a wall or floor). One trick I've used with great results 
-actually tossing the die into a trash can and leaving it there 
for several minutes (or hours) before retrieving it. Nothing like 
that Lazarus-out-of-rhe-grave moment to make a die see the 
error of its ways. 

And if that doesn't work. .. ? You may have to take more dras
tic action to keep the insurrection from spreading. Simply 
thrOwing it away may not be enough. It needs to be made an 
example of. Destroying a rebellious die in full view ofits peers 
is good policy. ] keep a ball-peen hammer in my workshop for 
such dice. A friend of mine 'cracks' his in a vice and spreads the 
shards before his other dice to put the fear of gawd into them. 
Another friend of mine curses and hurls them in a red-faced fit 
of rage into a dark and dingy crawlspace. 

Bottom Une, CMs and players alike need to keep a close vigil 
on their dice arsenals. Bad luck has a nasty ability of spreading 
and spreading quickly. It needs to be nipped in the bud as soon 
as it rears its ugly bead because if that happens, chaos could 
soon ensue. 

Players should be aware that if they don't deal with their bad 
luck issues on their own, their CM will be forced to intervene. 

Retiring a Good Die Gone Had 

if a die stops performingJ roUs substandard and fails to rally 
after some maintenance you may have to face facts. The die has 
gone bad and it needs to be retired. 

Don't pass it on to a friend (or enemy). It 's like offering a 
carton of spoiled milk to somebody. 

There are cluee acceptable ways of disposing of a die when 
you retire it. 

t. Utter Destruction: This method is reserved for only the 
worst dice. Those that let you down in a moment of need or 
turned on you causing harm to your character or a trusted ally. 
It deserves to be destroyed . Smash it with a hammer, attack it 
with a blowtorch, microwave it until it becomes a molten lump 
of goo. 

2. Common Burial: If a die is simply mediocre and has a his
tory of being neither a stand out nor a 'bad' die then it deserves 

If} 



better tnan simply being heaved in the trasn bin. Place sucn 
dice in a bag or cup until you've accumulated a dozen or so and 
give them a common burial in the yard.1t might be a good idea 
to give each die slated for such a ritual one or two last rolls -
just in case one rallies when confronted with its fate. 
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Just be sure you bury dice in groups. Never bury a die alone. 

3. Burial with Honors: This ritual is reserved for only those 
dice that served you long and well before lOSing their mojo. 
Named dice. Luck-y Dice. Or simply dice that had special 
meaning to )'ou. Perhaps it's a mud die whose edges have worn 
off so smoothly that your G M refuses to let you use it. 

Many garners have their own t-ake on what constitutes a bur· 
ial with honor. My personal ritual is this - I bury the die with 
13 virgin dice of the same type at a depth of 12 inches and pour 
a libation over it before filling in the hole. 

Dice Roiling Procedure 

Every gamer has his own approach when it comes to rolling 
the dice. Some garners take it in stride, content with tossing 
the dice and accepting the results. Most garners, however. take 
the rolling of dice very seriously. The act of rolling dice is ccu· 
cial to such people. I t is the one aspect of the game where you, 
as a player, have some power over how the game is played and 
its Outcome. The more energy and focus you put into the 
process of rolling dice, the bener your chances of success. 

Over the years I've seen hundreds of gamers toss the bones. 
It seems every individual has his own technique but here are a 
few tips to getting the most out of each and every die roll. 

First off, NEVER roll the dice cold in a g.uning siruation. 
Before each gaming session each die you intend on using 
should be roUed five or six times. Take them out of the bag. Let 
them breathe. There's a lot of energy at the start of a gaming 
session and dice benefit from it. It's a good way for them to 
release that nervous tension while waiting to be put to use. 

There are three important steps to proper dice rolling. 

1. The Prep 
2. The Shake 
3. Thc Relcase 

A good role·playcr learns to master all three (something that 
elm ~ke years but well worth the effort). 

The Prep 

When you call upon a die and bring it into play for an 
important roll (and all rolls are important, by the way) it is 
important to 'prep' it. 

This is your way of letting the <lie know it's being sent in to 
do the job and that success is riding on the outcome. Think of 
it as the riding crop coming down on the race horse's hindquar· 
ter out the starting gate or the gentle nudge of the stirrup to the 
side (depending on the type of roll and result you need). 

Blowing 
on the Dice 

Every gamer nas his own method 
of doing this. One good way to pre· 
pare a die to do its best is to simply 
kiss it. Yes,1 said kiss it. Not a wet 
sloppy kiss,just a simple purse of the 
lips and a light peck (preferably on 

:0"'",1 the high number). The transfer of 
psychic energy from this process can 
do wonders and often makes a nat'
twenty pop up just when you need it. 

Others blow on their dice but the 
"----'" rationale for this is unclear. Some 

rub them between their palms creating friction, which may 
work if the person rolling the dice is a very lucky personi luck 
may transfer from the hands to the die. Other people talk to 
their dice, encouraging them to roll high. I've seen people who 
have had such a close relationship with their dice that they 
have been able to tell the dice what numbers they need and get 
them! 

The Shake 

The Shake is where 
the magic happens. 
Think of it as the flirta· 
tious dance with Lady 
Luck. Some say this 
where the outcome of 
the roll is really deter
mined. 

It's importam not to 
mess this step up. 1 f the 
dance is too shorr you 
may spurn her. Too '------------------' 
long? She becomes bored and you've lost her. It's a fine line and 
knOWing the difference and when to release is what separates 
the men from the boys. 

Some misinformed individuals feel that ranli.ng the dice for 
a prolonged period of time prepares tnem for the rigors of bat· 
de. They shake and shake and shake like a monkey angrily 
jostling a bottle ofYoo Hoo with no clue as to how to open it. 

More enlightened garners know that the longer you shake a 
die, the more random the result. If you want to control the dice 
results, I have a little saying that nelps. ~I-lold 'em tight. the roll 
ain't right. Let 'e m fly, tne roll will be high." 

When you shake the dice, shake them like your life depends 
on it. Upper arm at a 45 degree angle to the torso with tne fore· 
arm and elbow doing all the work. 

Some garners like to keep the forearm still and do all the 
shaking with a rolling motion of the wrist. 

I even know a champion role-player from Ohio who shakes 
his <lice with the dosed flSt behind his back before winding up 
for the release - whatever works for you. 



Thtl Rtlltla!!tl 

Finally, the a1l
important release, that 
moment when the die 
leaves the hand and 
tumbles across the 
table. This is your last 
chance to sway the L ___________ _ -' 

fates. It's also a chance to put your own flare on your technique. 

Some garners like to snap their wrists at the last crucial 
instant giving the die some added momentum or a spin. 

Others like to gently let the die roll off the palm. 

Dlctl Roiling Mtlthod" 

Dice Rolling Methods are as varied and diverse as garners 
themselves. It really comes down to personal style and prefer
ence. The following are some of the more effective methods. 

The Standard Roll : Nothing fancy about this one. Just a 
simple prep, shake and rdease. The type of roll most people 
picked up playing board games as kids. Doesn't take much 
technique but it gets the job done. 

The Standard Roll 
1. AmI $hiti'Ig Iht die ¥IgonlusIy 11'1. 
Oroched II1I.Ihe palm II ~ and IhMI 
taw;wd !hi! dnlgnitfd elke roIIlr.gl'One.. 
2. Tht momentum of the open hlrld CilUses 
tM dit lei roll ~rd oft the tlCteOOrd fln.... 
1. A ~h1 {Wist lei tht wrI5I ~ rht dit Is 
m-edgMithedk'iblt_ ~ 

K"" 
~. Tht dlt Is releHed .nd the 1HIJ1t1 Me read 
when Iht die oome5 to a ,ompIete stop. 

The Back RoWSpin: This seems to be the preferred method 
for most seasoned role-players and the mark of someone who 
knows his way around the table. There an" a variety of embell
ishments to this particular method but it generally consists of 
putting ~back-roU~ spin on the die when releasing. This is a 
really good technique when the dice have been lukewarm and 
you're in a pinch. 

The Backspin Roll 
nw bOKbpin ~ ben left \0 ~ 
roit-pIarHs. 11 tak!s yNflto master 
and doing 111mp1~ could rtSult In 
a disastrous dlr·,o[t 0I1NeII In'ladlng 
the ORl of anather pliyer. 
SUI, it dofosn~ hun 10 jlfiCIIce and 
$OITII' pIiyers do 11m a Iliturall<1le11t 
for pidtIng It up.. 

I .... ~~ thedievtgorouslyi"ll 
dencNd flSl. the palm Is ~ed rK"l! 
dcwn. The dlrldlce.,. aildled In the curl 
lithe fngtn MId Ihtwrkl" Is SIIIpII!d for· ... 
1. Mt II the"sNp'~. p!)Im...tIM 
1M hind Is fully nlfllded, the ftngtn n 
IIrilr}htened MId ~ Mi'J I«lm 
!he \hurTt> to gIYI!hI! die I slight ~ 
1. Allht ilQit\l Ii ~ tht 'i'Ml 1s I~' 
tel In 11"1 aufWMI moIIon 10 ~ Iddi!IotoII 
spn to thI! dieIdIcL 
4. The tie II reIMed ~ I mmbINIion 
511d£ng1t...-..g .em 

I have a modified 
version of the Open Palm Roll I like to call the "Ta Oa! Roll". 
Thi.s is an open palm roll but as soon as the die rolls off the fin
ger tips the hand is snapped and fingers curled as the palm is 
presented agajn as if to say"Ta cla!" as the die resuJt is revealed. 
It 's especially pleasing when you're putting some smack down 
on some surly player who has been giving you lip. 

The Top Spin: Another confidence roll, to be used only 
when your dice are already performing well ancl you're feeling 
cocky. Give some topspin as you push the dice forcefully f rom 
your palm in a violent manner. ] usually preface this type of 
roll with an insolent statement directed at my foe, such as: 
"Okay, you scumbag! Wanna dance?!" 

The cockier and more defiant the verbal attack, the better. 
Then rub it in real good when you roll the damage. A word of 
warning though - confidence rolls can raise your Juck to an 
uncanny level, but they draw grudge monsters like you would
n't believe. 

T he Two F isted Monkey Roll: This method is usually 
reserved for those do or die moments. You're outnumbered five 
to one. You shouJd've run. The result literally means life or 
death. h 's an attempt to put every last bit of umphhh into the 
roll as you release them. 

With this method the dice are cupped in two hands tightly 
clenched together-leaving a large enough cavity within for 

Some garners prefer to save this technique for those really r-l'heOi;;,;:p,imRojl=l-------= •• iiii~:-l 
important rolls that make a difference. Don't attempt this roll 

as embarrasSing as ricocheting a twenty-sider off an ally's fore - ! 

head because of a badly executed backward spin. 

The Open Palm Roll: Although I've taken a lot of grief for 
it over the years, 1 have great fondness for the open palm roll. 
Simply holding the die in a closed fist and then opening my 
fingers and allowing the die to roll off my palm and Onto the 

gaming table-like a debutant making her entrance onto [he I ~:::,.";;::':::~::::;:;';:.;" 
ballroom floor. It's not for everybody. It's a confidence roll - I" 
usually reserved for the GM or that rare player who feels he's 
in control of his fate and wants to show it. 
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the dice to be able to audibly rattle. At the moment of release, 
the arms are brought down toward the 0 RZ and the 
hands/palms veer to the right and left as the dice are propelled 
forward. 

Works best when a grunt, "Hoo Aaah!ft or a ~C'mon!!"accom~ 
panics the release. 

roll is one of the most 

Good Rolls 118. 8ad 

Amung garners, there is some dispute as to what constitutes 
an official roll. Most groups have house rules that alI players 
have agreed to comply with. Some groups consider a roll to be 
void uit leaves the table or playing surface. Other groups con~ 
sider all rolls valid, including those that land on the floor, in the 
pizza, in a cup of soda, etc. I've even heard of a group of play
ers that have a special 'cat clause' to their house die-rolling 
rules. If the family cat intercepts the dice during a roll, the cat 
is allowed to play with the dice until he's bored and breaks off 
his attack. The results of the abandoned dice are considered 
official! 

As for a die that lands in such a way that it is leaning 
[cockedJ with only part of its surface on the table, the gener-ai 
rule is this: if you can insert two pennies underneath the 
cocked edge of the die, the roll is invalid and the die must be 
re~rolled. 

Whatever the house rules. the GM has the final sayan 
whether a die roll is acceptable or not. The important thing is 
that every die roll include the prep, the shake and the release 
yielding a clear result. 

Dice Roiling Don'ts 

We've looked at proper dice rolling. Now lets take a look at 
some things that are JUSt not permissible. 

The Two Finger Drop: This technique apparently started in 
Europe where folks are a bit freer with the way they roll their 
dice. II doesn't fly at my table and it certainly isn't permissible 
in HackMaster. This method involves the roller holding the die 
above the table approximately 12 to 24 inches and simply let
ting the die drop and reading the result. This is a no-go. Dice 
must be given a good shake before being released . 

The Toss and Cover: This method involves rolling the dice 
in the normal manner but then quickly placing your hand over 
the die to hide the result with the roller peeking at the result 
before revealing it to the GM and other players. What non~ 
sense! Not permissible. Of course some players take the oppor
tunity to tip the die to another result (if they don't like the one 
they see) when pulling away their hand for the reveal. Such 
sleight of hand trickery has no place at the table. 

The Shake and Slide: This annoying method is seldom seen 
but it does pop up now and then. I t is the calling card of a nube 
or rank amateur. This method looks legit throughout its execu~ 
tion but at the moment of release the player lets the die falI 'just 
so' as to deny it a proper tumble. Instead the die slides across 
the table never changing its face and making the 'roll' look sus~ 
peet. Every d ie deserves a proper tumble. 

The Spin: This method involves grabbing the die between 
forefinger and thumb, barely raising it from the table and snap~ 
ping the fingers to give the die a twist. Such a spin generally 
allows the die to stay one~side up or even one-face up, perhaps 
even not changing faces. Obviously, thjs technique is right out. 

The Computer-Generated Roll: Completely against the 
spirit of Hackl\1aster, anyone that insists on using a computer 
to roll dice is obviously an inexperienced rube. Such rolls are 
not allowed in HackMaster (even if the user is actually kind 
enough to show everyone the rolJ) and especially not the kind 
accompanied by an annoying. fake dice-rolling sound. You 
know the one. Don't allow laptop or MID or phone rolling of 
any kind. Insist on real dice, anything else is OFFICIALLY 
against the rules. 

A Final Word 
Let me say this. as a personal note, on the importance of dice 

to HackMaste r. Most garners agree there's nothing more 
beautiful than a handful of multi·colored.jewel~like dice glis
tening in the warm light atop the gaming table. There is no 
better sound than that of the hard plastic patter of dice hitting 
a gaming table. There is no greater thrill than having a char
acter standing toe to toe with death and seeing that impossible 
number pop up on the dice to save him. 

Treasure those little gems, my friends. Treat 'em right, and 
you won't be sorry. 



fJll)II~)lllsrl'I~11S f)NI .. Y 

The: following section in its ~mirety has been expressly classified by the HMGMA (l-IackMasu:r Game.MaSlcr's Associatiun) as GM Proprietary 
Information (~ .k. ~ , -CAl\IIEMASTERS EYES ONLY· marerial). W hat does that mean exacLly? Well. for one, if you are a player, then thi5 is your 
friclcin' cue to SlOp reading. Put this book down, and step off-PERIOD. 

You should only be reading this scaion if: 
I You are :LIready a ccnified HackMaster C;uneMasn:r or; 
D. You are a CameMaster-in-Tnining and have dedicated yoursdf 10 mastering the g:unc: of HackM:mcr and are working toward becoming a 

G.\I ~rself (Le .. you plan to srudy du: m:lttri:J herein. actively as~mble your own group of players and step ~hind the Shield). 
Tili hted. the consequences for a player re~ding CM Proprietary Infoonation art st\'c:re and such lIllflsgrc»ions an:: tllkc:n vef}' seriously. I should 

., add that it is rtprchcnsibk to fdgn interest in becoming a GM simply to gain access to GM restricted material such rhllt one could use it to gain 
_ edgt:: as a player. Such individuals lire the lowest of the low and are uni\'ersally despised. They risk eternal banishment from the gamc. So please. 

et chi$ a frh:ndly wamingancl pro<" .... d ~<",.n rr1ingl y. If ynu do not meet rhe criteria Stt Carth in I . or II . abovt, pltase stop reading now. 
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Every creature detailed here has been fully researched by our 
crack team of ded icated field scholars, and none are to be taken 
tightly. Evcn the most (seemingly) innocuous creature can be 
an effective challenge fo r the players, if utilized by a GM of 
clever and cunning mind - as I'm sure you are or you wouldn't 
be reading this book. The following introduction explains how 
to interpret the monster listings contaim:d herein. 

Explanatory Notes 
Alig nment: T his is the typical alignment for the crearure. 

Unintelligent monsters have no alignmenr at all; they behave 
purely on instinct. 

Initiative: T h is number is added to any Initiative die roll. 
~ick and nimble monsters receive a bonus (negative numbers 
reduce their reaction time) while slow-witted or ponderous 
creatures are usually saddled with a penalty. 

Speed: This statistic reveals how much time (in seconds) 
must pass before the creature can attack again after its last 
strike. For ~atures with varied attack routi nes (e.g. the griffyn 
has a Speed 3 and lists 2@ 2d4Pi 4d8p as damage), the attacks 
occur in sequence. 

For ins/once, a griJJYn malus i/s Jirs/ al/acll Jor 2d4p poten/ial 
damag~ on ils [niliative die rtiult. Thru selond; later il again 
attach Jor 2d4p potential damage and thr.:e more monds later it 
attacks again, this time jor 4d8p potmlial damage. 

Reach: This lets you know lit whll! dist'd.nce the creature can 
strike. Rellch is important because the unsurprised individual or 
monster with superior reach gets the op]X)rtunity to strike first. 

At. a GM, if you need to quickly calculate reach in feet, you can 
generally treat short as 2 feet, medium as 3 feet and long lIS 5 feet 
or if the monster cllJ'T'ies a weapon, usc its reach instead. If the 
latter is applicable, this information is annotated in the monster's 
statistics. 

Attack: M onsters add this value to their d20p attack roU 
when striking an opponent. They also add this number to their 
d20p roll when malting saving throws kg., when attempting to 
resist the effects of a magical spell). 
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Damage: 1bis value lists the damage a creature infficts when 
it successfully lands a blow. For humanoid creatures wielding a 
weapoll1 the ftgu re corresponds to the most likely weapon they 
are likely to employ. T he creature's Strength score has been 
incorporated into this value. 

Special Attack: Certain creatures have attacks that havt: ancil
lary effects other than Hi t Point damage. These are listed here. 

Weaknesses: Some creatures have unique or situational weak
nesses that may affect an encounter. T hese arc summarized in 
this block. 

Defense: Monsters add this value to their d20p defense roll 
when defending against an oppone nt. Note that monsters list
ed with "Shield Use" as a special defense onl), receive a d20p-4 
defense die when not employing a shield. 

Special Defense: Certain creatures have defenses that have 
ancillary benefits other thlln a defense bonus. These arc listed here. 

D am age Reduction: Whether gai ned through body annor, 
an exoskeleton, bulk, the supernatural or sheer orneriness, this is 
the number by which the GM should reduce the damage of any 
successful hit inflicted upon the monster (a hit may be reduced 
to zero effective damage). Humanoids arc listed with their most 
commonly worn annor incorporated into this figure. 

Hit Points: Each crearure possesses a range of H it Points. 

Threshold of Pain (ToP) Save: When struck by a single 
blow exceeding 40% of its ma.ximum Hit Points, a creature 
must roll this figure or below on a d.2Q to avoid the debilitat
ing effects of a grievous wound. Crcatur~s with a value of"n1a" 
need nevcr make a Threshold of Pain savc. 

For example, an orr with 28 Hit PoinlS needs to maRe a Threshold 
of Pain Jave whmewr it suffers 12 poinls of damage from a single 
hit (28 x 4096 " 11.2, rou"d up because 11 is imujjicienl to force a 
ToP save). BeclluJ/! om have fl Damage Reduction valu/! oj j, the 
aelual blfIW must hrjor 15 or more points oJdamagr. Thus if this ore 
is strude by a kngsword for 15 points of damage (suffering 12 points 
of damag~), it must the" allernpt a ToP saw. The ore mu.st roll 6 or 
below on a d20 or he rendered temporarily incapacitated. Refer to 
Chapt.:r Nine: Combllt for filII rale mechanics in the rontext of melee. 



W ill Factor: This statistic is only listed for undead creatures. 
It is a both a measu.re of their ability to resist the will of clerics 
and an indication of the fortitude of their special attacks. 

Size: This category summarizes the creature's physical mass 
and height (or length). Smaller creatures are far more suscepti
ble to knock-backs resulting from massive blows (regardless of 
whether or not the blow bypasses the monster's ~damage reduc
tion'statistic to cause damage). 

Sin Cot~ory Description 

, -2'ln height or ~h 
____ (examples: giant rat, WNseI) 

S (small) 3'-4'io height/length 

M(medlum 

L (large) 

(examples: haltling. kobold) 

5'-7' in height/length and without significant 
gIrth Ie: human) 

7'-10' In height [or shorter with appropriate bulk 
or girth} (examples: bugbear, gnole) 

I!lE~'~):::JI~O'-16' In height (examples: grlttyn, ogre) 
G (gigantic) 16'-25' in height (example: hill giant) 

Move: This is the creature's jogging speed (as a point of 
comparison, a human's move is 10 feet/second). Monsters can 
run or sprint with a proportional speed increase just as humans, 

EPV: Tills is the number of Experience Points that should 
be awarded for defeating the monster. 

Monsler Descrlplions 

Ant, Giant 
These foraging insects grow up to 2 feet long, but otherwise 

bear a remarkable Similarity to their nny kin. Unfortunately 
for mankind, giant ants have a proportionally larger appetite 
and they may scavenge food crops or tunnel into buildings in 
search of it. When foraging, giant ants may travel many miles 
from their nest, using scent trails to find their way back.. 

Ants, Giant 

Attack: 

Damage: 

Special Attack: 

ToP Save: 

Size: 

Giant 

o 
8 

Short 

+3 

2d6p 

None 

o 
3 

5+2d8 

nI. 

nny 

5 feet/sec~o=== 
40 -

Fortunatdy, giant ant colonies usually contain only a few 
dozen individuals, instead of the thousands comprising a 
colony of normal ants. While nor intelligent, they are suffi
ciently intuitive to solvc simple problems (such as forming 
chains of individuals to bridge gaps ovcr water and the like), 

Ant. Giant Warrior 
Ant warriors (all sterile females) can be distinguished from 

workers by their larger heads and mandibles, They are usually 
only encountered within an anthill (there being one Giant 
Warrior Ant for every five workers) or when their nest attacks 
a rival nest. 

Should intruders threaten the queen, they swarm the attack
ing force and fight to the death. If they score a hit with their 
powerful mandibles, they receive a free secondary attack with 
their venomous stinger, If successful, their adversary must save 
versus virulence 10 poison or suffer 3d4p damage (a successful 
saving throw reduces damage to a mere d4p). 

Barrow-wight 
A dreadful creature, the barrow-wight is an animated corpse 

whose spirit was so evil in life that it continues its existence to 
wreak vengeance on the living. Many barrow-wights sullenly 
haunt their burial mound, deriving grim pleasure by killing 
despoilers of their tomb, 

Other wights, with a more restless or purposeful spirit, dwell 
in a VOlriety of dark and desolate abodes, at times serving an evil 
master even more powerful than themselves, 

A barrow-wight sustains unlife by tapping dark energy, This 
permits a barrow-wight's chilling touch to drain Constirution 
equal to damage rolled (armor or other damage reduction 
notwithstanding). 

In addition, barrow-wights suffer only half damage from 
ordinary weapons. Silvered weapons inflict full damage. 

BarrOW-wights cannot tolerate the direct light of the sun for it 

GlantWllrrJor 

o 
8 

Shon 

+5 

4dBp 

Polson sting: 3d4p or d4p If save (Virulence F~ctor 10) 

o 
3 

10+3d8 

0/. 

TIny 

5 fcctfsecond 

100 

, .. 
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incapacitates them, forcing them to immediately withdraw to a 
dark or shado'ved locale. Even dim and shadowy sunlight (such 
as occurs at dusk, dawn or possibly even extremely overcast or 
stormy days) confers a -4 penalty to attack and defense rolls. 

Borrow-Wight 

nment: ---

Reach: 

Attack: 

Damage: 

Special Defense: 

Damage Reduction; 

Hit Points: 

Move: 

EPV: 

Neutral Evil 

·1 

10 

Medium 

+ 11 

2d4p 

Con drain equal to damage 
(save for half) 

can only be fully damaged by slivered 
weapons (~ damagefrom regular weaponry) 

10 

27+4d8 

12 

Medium 

10 feet/second 

792 

(I) 
Unde. d Bae.g1! 0 •• 1 ..... 

Many varieties of the undead sap the life 
energy of mortals with their fOUd). This 
process, colloquially known as "'energy 

draining~, is rdlected by ability score reduc
tions commensurate! with the damage inflicted. 

Characters may attempt a saving throw (0 mitigate this 
e.ffect by rolling an opposed check (a d20p pLus their (ur
rent Con9titution score) vcmu a d20p plus the undead 
cuature's Will factot.A successful iaW rc:duees ability &COR: 

reduction by half (rounded up). 

Any creature whose ability scote is reduced to zero from 
an"e:nergy draining llttnclt perishes. Sucil a victim will rise 
from the grave the next day, a half-strength undead of the 
same type and under complete control of the undead that 
slew him. Lost ability points (for survivors) can be 
regained with rest: for each hour of complete rest, the vic
tim may attempt a Con check (using his original, 
undrained Con score) againSt the un@ad's will factor. 
Success indicates one point returns. A critical failure (roll 
of one) indicates that the loss of that point is permanent. 
The process continues until all points have been returned 
(save any losses due to critical failures - these points are lost 
permanently). 

Prior to complete rest, lost Dexterity points reduce 
Attack. Defense and penalize Initiative on a one-for-one 
basis. While it's true that this penalty is far greater than 
recalculating those scores based on the new Dexterity 
score, the added penalty reflects the victim's reliance on 
Dexterity he no longer possesses. Attempting moves of 
which he's no longer capable and so forth makes him even 
less effective than a character of like Dexterity reacting 
within his nonnal competence. Damage reduction due to 
Strength loss should be recalculated from the charts based 
on the new Strength score (a simple adjustment that can be 
made on the fly). Note that drained Constitution results in 
a loss of bit points on a one-for-one basis because the char
acter's Constitution score has dropped (until rest returns 
some or all of the lost Constitution). 

Bea r s 

These sturdy quadrupeds have long shaggy hair, powerful 
fo rearms and hooked claws that can rip through flesh. They 
prefer forested and shrubby lands, but may also be found in 
fields and swamps. They are usually not aggressive unless 
threatened, though some bears may consider a character's mere 
presence to be a threat ... 

Bear, Bla ck 
The smallest species of (he bear fami ly, these black-furred 

omnivores stand about 2M to 3 feet tall at the shoulder and typ
ically weigh around 400 pounds. When rearing up on its hind 
legs, a black bear stands around 5 feet in height. 



Bran 

Attack: 

Damage: 

Special Attack: 

ToP Save: 

Black 

-1 

• 
Short 

+8 

2d6p +4 

None 

-1 

11 

Size: Large 

;;;;;;;-------........ --"20 fet't/sec= ondC7'., 
This most common bear species feeds principally on plants, 

nuts, berries. tree bark and insects, but may become aggressive 
if a cub or their food supply is threatened. Only a fool believes 
he Faces no danger where a bear is concerned. 

Beap t Brown 
A typical brown bear weighs in the vicinity of 600 pounds. is 

3~ feet at the shoulder when on all fours and stands roughly 6M 
feet tall on its hind legs. Like the black bear, it mostly eats veg
etation, but supplements its diet with fish , caribou, bison and 
similar prey. It is much more temperamental than its smaller 
cousins and often stands and confronts opponents rather than 
fleeing. 

If the brown bear attacks successfully with two consecutive 
claw attacks, it traps its opponent in a crushing hug, inilicting 
automatic damage thereafter every 4 seconds. The hug can be 
broken with a successful knock-back or Feat of Strength (V!. 
d2Op+16). The latter can be attempted every 4 seconds after a 
victim has been enveloped in a hug attack. While trapped in a 
crushing hug, a victim can only attack with a dagger or knife. 

Hear, Grizzly 
The grizzly bear resembles a brown bear, only much larger 

and with elongated canine teeth. It stands over 5 feet tall at the 
shoulder (or more than 10 feet tall when standing upright) and 
easily weighs half a ton or mote. 

Although the grizzly bear can subsist on vegetation and 
insects, it has a distinct taste for meat {especially marrow}. 
Young grizzlies can be mistaken at a distance for adult brown 
bears, but when viewing the maw up close and personal there 
can be no doubt what species it is. 

If the grizzly bear successfully attacks with two consecutive 
claw attacks, the bear has trapped its opponent in a crushing 
hug. infl1cting automatic damage thereafter every 4 seconds. 
The hug can be broken with a successful knock-back or Feat of 
Strength (V!. d20p+18). The latter can be attempted every 4 

Brown Grizzly 

0 0 

4 4 

Medium Medium 

+12 +1. 

2d6p +7 2d6p +9 

Hug (2d6p +7) Hug (2d6p +9) 

+3 .. 
11 13 

41+8d8 

12 12 

Large Huge 

20 feet/second 20 feet/second 

792 1,425 

seconds after a victim has been enveloped in a hug attack. 
While trapped in a crushing hug, a victim can only attack with 
a dagger or knife. 

Heelle, GianI 
This roughly 3-foot-100g insect has large mandibles that it 

uses to cut, crush and grasp food or enemies. Their antennae 
give them have a strong olfactory sense. Although not carniv
orous (they subsist on leaves, dung or carrion), it is territorial 
and fiercely defends its tiny dominion against intruders. 

Most giant beetles are solitary, though anecdotal evidence 
hints at the existence of sizeable nests or colonies. 

Heelle, GianI Plre 
This beetle looks and acts much like the standard giant bee

tle, but with larger mandibles. Unlike its kin, however, giant 
fire beetles exhibit bioluminescence that emanates from twO 

steadily glOwing orange-yellow glands on their back and an 

Butlrs, G;Qnt Giant Giant Fire 

0 2 

10 12 

Short Short 

Attack: +1 +1 

Damage: 2d4p 4d4p 

Special Attack: none none 

-1 -2 

3 3 

to+1d1i 17+1d8 

ToP Save: nI. nI. 

Size: Small Small 

5 fICon~ 5 

11 2S 
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additional one on the abdomen. The light is sufficient to illu
minate a to-foot-radius and, even if the beetle dies, its organs 
continue to glow for 2d4p days. This makes the beetles highly 
sought-after for use in mining operations or for lighting the 
tunnels and cavern homes of various subterranean dwellers. 

The giant fire beetle also has the ability to flex its body seg
ments. If trapped on its back., this flexing propels it off the 
ground with an audiblc click., enabling it to right itscl£ 

80a. 
This wild pig has a thick, bristled coat ranging in color from 

gray to brown to black. A promincnt ridge of hair runs down 
its back, eaming it the nickname of razorback. Some people 
also call it a tusker, due to the fWO sharp tusks (3 to 12 inches 
long) that extend from its lower jaw. It has longer legs and a 
longer, straighter snout than domesticated pigs. An adult boar 
usually stands about 3 feet tall at the shoulder and weighs 
roughly 275 pounds. 

Boars can be found in almost any region except for deserts 
and high mountain ranges. They guard their hunting territory 
with a savage ferocity. Though omnivores, they are aggressive 
feedeNl and may destroy crops, kill livestock and even unearth 
the dead in their search for food. 

Boar 

Arrack: 

Damage: 

SpecIal Attack: 

'" 
Reduction: 

• 
ToP Save: 

Size: 

8ugbea. 

o 
Short 

+6 

6d4p +4 

none 

o 
4 

,2S+3d8 

12 

Medium 

5 feet/secor'ld 

242 

Members of this evil goblinoid race resemble their smaller 
goblin cousins, only with massive shoulders, thick fur. a nose 
with a prominent bridge and accompanying features vaguely 
reminiscent of a black bear. Despite their prodigious Si7.e :mrl 

lumbering gait, they are stealthy hunters (possessing a mastery 
of 50 in both Hiding and Sneaking) and superb combatants 
who take pride in coUecting trophies (usually skulls and lrc::.ll;

ille) from their victims. 

Although reasonably intelligent, bugbears are nOf industri
ous like their smaller kin and are content to live in caves and 
ruins bullying weaker races. Females enter heat only after con-

suming an infant or small child (of any race), causmg males to 
enter villages or fannhouses and whisk away children. In 
human lands. bugbears are sometimes known as bogeymen. 

Bugbear 

~~i~~~~~~~~.ChaotiC Evil · 1 -:=: 
10 

Reach: long or by weapon + 1 foot 

Attack: +7 

Damage: 2d6p +6 (mornlngstar) 

Carnage Reduction: 

Hit Points: 

ToP Save: 

Geotau. 

--"" none 

o (+6 with medium shield) 

ShJeld use 
6 (armor & hide) 

32+3d8 

8 

Large 

1 0 feetlsecond 

175 

The centaurs are a race of woodland creatures with the lower 
body of a horse and the upper body of a man or woman 
(females are called centaw-ides). While generally loyal and 
brave, centaurs can be very aggressive if intruders venture into 
their territory. They are keen astronomers and many of them 
claim to have the gift of prophecy. Centaurs use a d20p for 
defense regardless of whether or not they use a shield. 

Centaur 

{~' ~~§~~~~~;;;;!~Chaotlc Good.-nit -1 -

10 (or by weapon) 

Reach: Medium or by weapon +, foot 

Arrack: +8 

Damage: +3 (weapon), 4d4p (hooves) 

S~~se: 

Damage Reduction: 

Hit Points: 

ToP Save: 

.~--- hoof attacks ~'i either 
attack with both hooves 
or one ~apon) 

5 + 1 with medium shield) 

5hield use 

o (torso), 3 (body) 

28+4d8 

7 

Urge 

~~~:'::::::~~~::::1 30reev~ond !F¥. 417 



Genllpede, GIani 
This predatory anhropod uses its venomous bite to hunt 

small reptiles, rodents and amphibians. It is nocrurnal, prefer
ring to spend its days hidden in moist soil and Icaflitter, under 
S[ones and deadwood. and inside rotting lo~. When disturbed 
or hungry. it aggressively attacks creatures far larger than itself. 

Centipede, Giont 

nltlatlw: 

Attack: 

Damage: 

Special Attack: 

se: 

age Rod -ToP Save: 

Size: 

Dog 

s S_ 
O 

none 

Poison (virulence fador 5) 

-"+'1' 
O~= 
.d4 

"I. 
n", 
S feev'second 

Domesticated dogs are valued primarily for their keen sense 
of smell, speed and consequent ability to aid in hunting. Wild 
dogs can be distin&'1.lishcd by their curled tails and relatively 
shorter and stouter legs and snouts. 

Dog, War 

War dogs have been bred and trained for aggression. The 
average war dog is solidly builr, with a short coat and forelegs 
set wide apart. They stand over 3 feet tall at the withers and 
weigh between 100 to 200 pounds. 

Oog. Standard W" 
nltlatf-. -2 ,2 

10 ' 0 

Snort Short 

Attack: +2 +3 

Damage: ld4p+l 2d4p+2 

Special Attack: none none 

+, +3 

2 2 

16+1d8 21+2d8 

ToP Save: 10 .0 

Size: Medium Medium 

feet/second 20 feet/second 

22 84 

Gargoyle 
Gargoyles resemble statuary, thanks to a gray stony hide and 

penchant for remaining motionless until attacking. They have 
four arms, wings and a tail, and their features (specifically the 
hideous face, horns and clawed talons) evoke a nefarian visage. 
Gargoyles can only be damaged by silvered weapons. 

Gargoyle 

" 
Spee& 

Reach: 

Attack.: 

Damage: 

pKla 

Damage Reduction: 

Hit Points: 

ToP $ave: 

Chaotic Evil 

, 1 

2 

Short 

+. 
2d4p +4 

can on damaged by slivered 
weaponS 

~'+I 
flying 

S 

24+4d8 

"I. 
~..,~. ; ;;:;-;;;;;;" large 

.. ""'" '0""''''''''''' (bach """" &_ 
EPV: 417 



Ghut 
These fearsome undead crearures are powerfully built 

humanoids with only two small slits where a nose would be, 
and skin that is pale, haitless, rough and knotty. Their legs are 
large and powerful, causing them to run with a slight hopping 
motion. 

Chases prefer [0 dwell in darkness, shunning daylight. 
Cham exist to devour flesh, feasting on putrid corpses when 
no fresh prey is available. They strongly reek of a chamel house 
and their touch causes violent illness. Their stench is so putrid 
that all within 20 feet of them must make an opposed 
Constitution check (Con plus d2Op) versus a d20p plus the 
ghas['s Will Factor or lose 2d4p Strength for a like number of 
minutes (reduction to zero indicates the victim is immobilized 
with weakness). 

Further, their touch causes vomiting to those who fail an 
opposed Constitution check, lasting 2d4p minutes; treat the 
illness like a Threshold of Pain check failure for the duration 
(chancter can take no action). 

Ghast 

E~~3~""~ 
Reach: 

Attack: 

Damage: 

Hit Points: 

ToP Save: 

Will Factor: 

Ghoul 

Short 

+7 

2d4p; 2@ 2d8p each 

25+4d8 

0/' 

9 

MedIum 

l S ~second 

17 

This voracious monster is a human or demi-b'"wnan corpse 
that hungers for the raw flesh of living creatures. Ghouls arc 
both speedy and intelligent, but possess no knowledge of their 
former life. 

Any creature touched by a ghoul must make an opposed 
Wisdom check versus the ghoul's Will Factor or be paralyzed 
with fear for 2d4p minutes. While chasing prey, a ghoul may 
emit a guttural growling sound to frighten its quarry. It is, 
however, capable of intelligible speech. 

Ghoul 

ii~~~~~~""';;;3 ~I" "II 
Rf'ach: 

Attack.: 

Damage: 

Hit Points: 

ToP Save: 

Will Factor: 

Short 

+. 
2d4p; 2@ 2d6p each 

24+2d8 

0 / ' 

• 
t§~~Medlu~m 

15 feet!second 

292 

(jIllnt, Hili 
M embers of this brutish race dwell in the foothills of moun

tain ranges and resemble humans of prodigious size. They are 
relatively unintelligent and rustic, dressing only in loincloths of 
animal skin and fur, and bearing clubs and rocks as weapons. 

Giant, Hili 

"""'" aotk Evil 

""Il,." 3 

10 

Reach: Long 

Attack.: +1. 

Damage: 4d6p+8 

il'pedoI Attodc none 

+7 

?oe<Ja!- none 

Damage Reduction: • 
Hit Points: 47+8d8 

ToP Save: 10 

Giant 

20 feet! 

1,42S 



Gnole 
These carnivorous bunters and scavengers possess canine

like heads, feet and bodies, though they walk upright on two 

legs. They are nocturnal by nature, but are unimpaired by 
bright light. The average adult goolc stands 6M to 7 feet tall. 

Cuoles are both extremely lazy and quite stupid in compar
ison to other sapient races. They dwell in marauding gangs that 
prefer to steal and plunder from targets of opporrunity. rather 
than toil in honest labor. 

Their emotional responses tend to be raw and unchecked. 
much like an animal, leading to impulsive and counterproduc
tive actions - such as slaughtering otherwise usefiLi slaves in a 
fit of rage and so on. 

Gno/e 

Initiative: . 
~ 

Reach: 

Attack: 

Damage: 

~Oer,,,,nSfl!;:;; __ 
Damage Reduction: 

Hit Points: 

ToP Save: 

Goblin 

~ 

chiO~ -4 
~ 

10 

long or by weapon + I foor 

+5 

2d6p +5 (flail) 
,",,",- -none 

-4 (+2 with medium shield) 

Stiteld use 
6 (armor & hide) 

30+2d8 

7 

Large 

J ~5f$t!se<ond 

These small, savage humanoids have narrow snouts, brown
ish skin and sharp leelh for tearing into meat. They typically 
stand about 3~ to 4 feet tall. Goblins prefer to dwell under
ground, whkh frequently brings them into conflict with the 
dwarves with whom they compete for territory. 

They loathe all other creatures, though they have been 
known to ally with kobokls ami hubgublins (lhe rUnlu.:r:iS ser
vants and the latter as masters). 

Goblin 

Reach: 

Attack: 

Damage: 

spedafAttiCk: 

filii 
)pwtul Evil 

Short or by weapon -, foor 

+3 

2d6p -1 (short sword) 

!flOne 

+2 (+6 withs~d) 

Shield use 

Damage Reduction: 2 (armor) 

Hit Points: 17+1d6 

ToP Save: 6 

!;:ize: --- Small 

~lM3~~'~: ~~~~~'I; r"VS&ond ifpv:- 122 

Grllhm 
This majestic creature combines the hindquarters of a lion 

with the wings, head and powerful beak of an eagle. Both the 
males and females of the species have eagle-like forelegs, but 
only the female has elongated cat-like ears on her otherwise 
aquiline head. A typical griffYn stands about 4 feet tall at the 
shoulder, with a body length of around 8 feet (not counting its 
long taU). A grHlYn can fly even when grasping a creature in 
its talons. It is a scavenger by nature and eats carrion as read
ily as live prey. 

Grlffyn ., 
-
. , 

Attack: +14 

Damage: 2@ 2d4p; 4d8p 

Special Attack; none 

~lal De~r;'~n'~'~. ;;;;;;;;;;;-' 'fl~Y!;;;;;;;;~ 
9l! educt 3 

Hit Points: 2S+7d8 

ToP Save: 6 

Size: Huge 

fly 3S ft/sec., ground 5 ftJsec.-
m 



Harpy 
The harpy appears to be a human female with the lower body 

of an eagle, possessing \vings and (usually) mns. A harpy's fea
tures may be beautiful, hideous or even rather plain looking, but 
malice and cruelty lurk beneath them all They are quite sharp
tongued, both physically and figuratively, and enjoy both taunting 
and torturing equally. H arpies arc also skilled singern, whose 
songs have the power to charm all who hear them. This song 
works as the Charm spell, but its effect is not broken by damage 
inflicted. The victim should attempt an opposed save immediate
ly upon hearing a barpy sing, with the harpy rolling d2Op+l0. 
Only one save is needed per encounter. 
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Harpy 

Alignment: 

Attack: 

Damage: 

ChaotkEvii --2 --3 

Medium 

+" 
2@ 2d3p (talons); 
d6p+d4p-t4 (dub) 

'~'~I~A~~~~~~_=:icharm song (+10) F nse: e +3 

Special Defense: ~ 
Damage Reduction: 

Hit Points: 

ToP Save: 

2 

18+3d8 

4 

Hlppogrlll 
This offspring of a griffyn and a mare has the feathered body 

of a horse, taloned forefeet and the head of an cagle. A mus
cular pair of wings stretches back from its shoulders. An omni
vore, the hippogriff attacks with sharp claws and hooked beak. 

Hippogriff 

Initiative: 

5 
R~) _. 
Attack: 

Damage: 

Special Attack: 

t>!!iIii!% 
Spemtoefense: 

Damage Reduction: 

Hit Points: 

ToP Save: 

Size: 

Move: 

-, 
13 , 

Short 
, 

+9 

2@2d6p{talons);2dlOp(bite) 

none 

+2 

fly 

3 

30+3dB 

7 

Large 

fly 40 ftlsec..; ground 10 ftlsec. 

492 



Hobgoblin 
Larger, stronger and more menacing than their smaller gob

lin cousins, hobgoblins are the bane of many human and dcmi
human kingdoms. They have leathery skin of a deep red, brown 
or ebony, with pointed teeth and ears, flat noses, prominent 
brows, long black hair and penetrating yellow-iriscd eyes. An 
average male stands about 6~ feet talL 

Unlike more Simple-minded monsters that dwell in their 
own filth, hobgoblins have well-organized, militaristic king
doms that hold firm to their core values of strength and honor. 
A hobgoblin considers violence to be an acceptable solution to 
every problem, providing that such an action does not break an 
oath or tarnish his honor in some way. 

, 
, 

Hobgoblin 

oment: 

Ill!!!!i'v" 
~d' 
Reach: 

Attack: 

Special se: 

Damage Reduction: 

Hit Points: 

ToP Save: 

Size: 

Move: 

EPV: 
.. FI1 

Lawful Evil 

2 

10 

Medium Of by weapon 

+5 

2d8p + 1 (longsword) 

none 

",:==,~-2 (+4 with medium shield) 
!WI hield use 

4 {armor) 

22+1dl0 

-
6 

=:J~edl"m 
::JmA1eetfsecond~ 
--*'I IW'7 

1 
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Hydra Hydra, Aquatic Worm Body Style Chart 

HeodType 

,~-"'I Standard hydra 

Cf1Jstacean-I~'k~e::=:: 2 

3 

4 

With a body like a huge lizard and sprouting four to rwe\ve 
heads atop snake-like necks, the hydra is a fearsome sight to 
behold. When hunting, the hydra simply waits in hiding for 
prey to pass by, and then attacks. I f the prey manages to flee, 
the hydrn follows, using its forked tongues to smell the air and 
track its meaL H ydras can be found in all sorts of climes, with 
most making their homes in mountain or woodland caves. --, 

Lizard-like 

Spiny-crested 

Sharp-toothed 

Hydra, Aquatic Worm 
TIlls bizarre crearure has a stony, snake-lila:: body with four to 

twelve fleshy heads budding from long. wonn-like necks. Each of 
the protruding heads and necks is of a different color and arc so 
dissimilar that they seem to be from separate crearurcs. Roughly 
1 to 2 feer below each head appear two vestigial limbs or tentacles. 
Each head has a different method of attack. although the creature 
call only attack with three heads simultaneously. Roll a d6 on the 
table to the right to determine head and atrack type or devise your 
own. 

Hydras 

"rlgnment: 

nitiatlYe: 

Hydra 

Neutral 

Speed, 
8 -1 per head =-:-::=!!: 

_____ .'.0 .. +' heads::b~:;:;:.::"aCks evenly ... ) __ 

Reach: 

Attack: 

Damage: 

pedal Attack: 

Deleo .. , == 
Damage Reduct;;;iOn;;;;..' _._ 

Hit Points: 

ToP 5ave: 

Size: 

Long 

+2 per head 

2d8p per head 

oone 

S(~), +10 (head) 

10 (body). 5 (head) 

45 +2dB per head 

8 (body), nJa for head 

Giant 

• 

6 

Attock type 

' ·2 
3 

4 

Multi·eyed with d6 tentacles 

BIte (as standard hydra) 

Grab (reroll for secondary anack mode). Grab does no 
dam.tge but fiICilitates .tutomatic: hit with secondary 
attac:k mode every 10 (ounts. Can only break hold with 
knock·back to the head or Feat of Strength value (vs. 
d2Op+11). 

~theS fire at one target for ld8p damage. ~ save 
\'efSUS dl0p + hydra attack value results In Ii damage. 

;::==C5 Paralyzing sting; Con save required versus d20 + hydra 
atla(k value to avoid paralysis for for ld8p hours. 

6 Acidic spittle directed at one target for 2d8p damage. 
[)ex save ve-rsus dl0p -+- hydra attack value rHults In 
no d~mage. 

Color , 
2 

3 

4 Blue 

5 ,pie 

6 n 

Aquatic Worm 

Neutral 

~~~8~. ,,,per head 

0 + 'heads (spread attacks evenly) 

Long 

+2 per head 

2d8p per head or spedal 

mayamt<:k multiple opponents 

+7 (body). +12 (head) 

7 (body), 4 (head) 

40 +2d8 per head 

6 (body), nfa for head 

Giant 

Move: ----'t'10feetisecond 

~E~PV~' ::::=:='C=:""' varies by no. ofheods: {4l=492, {S):=615, (6)=925, tn:::1242. 
(8)=1625, (9)=2075, (10)=2592, (I 1)=3175, M)=3815 

10 feet/second; 20 feet/second (swim) 

varies by no. ofheods: (4)~92, (5)=615, (6)=:925, (7):1242, 
~6F:162S, (9);:2075, (10)=2592, (11)=3175, (12)=3825 

118 



Imp 
This nefarious being resembles a small human child albeit it 

with reddish skin, goat-like legs. a long barbed tail, two tiny 
horns, small pointed fangs and bat-like wings. Imps are not 
native to this world. Evil priests and wizards can summon 
them to aid in their quests, for magical experiments or for use 
as familiars. 

Imps are quite clever and enjoy spreading mischief and caus
ing trouble for everyone, even those who summoned them. 
Imps prefer to avoid fights, but if cornered, they bite and scratch 
with their claws or attack with a barbed tail that injects a painful 
paralysis inducing poison (requiring a successful Constirution 
save versus d2Op+5 to avoid paralysis for 2d12p hours), 

Attack: 

Damage: 

Damage Reduction: 

Hit Points: 

ToP Save: 

laWful Evil 

-. 
2 or f() {tail} 

Short 

-
+5 

3@2d3p-3(claw,claw,bite) 
or 1 (tail) 

:l;sc;n=_§§= -
flying 

3 

8+2d4 

0" 
Tiny'---

,~~;;~===~ 5 feet/second; 20 feet/second (fly) 
: 242 

Kobold 
These hairless, bipedal canines have small pointy tails and 

imp-like horns. They prefer to live in caves,gloomy woodlands 
and other dank places. Kobolds hate halffings intensely and 
attack them first if possible. Most stand about 3 feet tall. 

Kobold 

~6 
Reach: 

Attack: 

Damage: 

Short or by weapon -, foot 

+2 

2d4p -3 (dagger) 

;iC1t4< ~5:!11"'" -(+8 with small shield) 

- hieTd use 

Damage Reduction: 2 (armor, hide) 

Hit Points: 13+1d4 

ToP Save: • 
Sman 

5 feet/second 
-~-

'lion 
Lions attack with their claws followed by biting once they've 

grasped their prey. Once it has successfully attacked with both 
claws. it has grabbed its quarry and automatically inflicts a bite 
attack for 2d6p+6 damage every 5 counts thereafter. 

A lion's grip can be broken with a successful knock-back or 
Feat of Strength ('VI. d20p+14). The latter can be attempted 
after each bite attack. While caught, a victim can only attack 
with a dagger or knife. Lions fight to take down prey. defend 
their territory or protect themselves. 

Lion 

'n -3 

e!::::=~==" Mod;":=~m== 
Attack: +9 

Damage: 2@ 2d4p +4 (claw attac.ks) 

Spedal Attack: 2d6p +6 (bite) 

~lQefen!ii~"~<' ~~-:~ +4 --
m uction: 4 

~ 

:PO~lo~ts~' _________ ::::J ___ ~~~8 

ToP Save: 6 

Size: large 

,20 feet/second -

t!22 

". 
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hlzard Man 
These bipedal, man-sized reptiles have hides ranging from 

dark green to yellow and stand about 5 to 6 feet tall, not count
ing a 3 to 4 foot long tail. 

Lizard man tribes vary in sophistication, with the more 
advanced living in communities where they dwell in simple 
huts of wood, bamboo and other materials native co the area. 
Less sophisticated tribes often opt to live in caves. All lizard
men prefer to inhabit wetlands. 

Members of a particular tribe show similar coloration, 
plumes, frills and so on. Though they sometimes learn to speak 
a local human language for trade purposes, lizard men commu
nicate with each other in their own strange tongue consisting 
of a wide variety of hisses, barks, chirps and whistles. 

They subsist mainly on small mammals and other reptiles, 
but those few who have tasted man-flesh have been known to 
develop a taste for it, kidnapping travelers and dragging them 
into the swamps to be eaten. 

Lizard Man 

Reach: 

Attack: 

Damage: 

,eo 

lal Defense: 

Damage Reduction: 

Hit Points: 

ToP Save: 

Neutral 

o 

' IP 
Medium or by weapon 

+3 

2dBp +2 (morning star) 

'lPI~'medlum sh1e1d) 

Shlew';:;se 

2 

21+2dB 

6 

MediUm '" 

~~~~~~~~~;;;:~10~~f~~VS&Ond 
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Medusa 
This monstrous t:rearure appears tu be a hUlI1al1 fell1ale 

whose 'hair' consists of a nest of tiny, writhing, poisonous asps. 
Every living creature that meets her gaze turns to inanimate 
stone (save against d20 +7). Whether a medusa's appearance is 
beautiful, hideous or merely plain, she cannot dwell safely 
among other creatures and so is forced to live in isolated caves 
or ruins. The forced solitude reinforces a self~pitying madness, 
and so she delights in the death or petrifaction of all who 
approach her. 

Medusa 

Alignment: Neutral Evil 

~~~b:::~~~::; - 1 = f7 ------Reach: 

Attack: 

- -Short or by weapon 

+4 

Damage: 2d4p (dagger) or 1 (bite from asp hair) 

Special Defense: 

.:J ' aze turns iQ ttone; poisonous asphaif 
(virulenceJa®r-8) 

::;;- -'1 - -~ 1 :0 - -

none 

Damage Reduction: 0 

Hit Points: lB+6dB 

ToP Save: 2 

Size: Medium 

Ill? feetlseco~ -IIZ2.; - ~ ~ 

Minotaur 
These intelligent, carnivorous man-eaters usually have the 

body of an extremely muscular man and the head of a horned 
bull, though some may have hooves instead of feet, and short, 
sleek fur instead of skin. The average minotaur stands about 8 
feet tall. Their age can be determined by the color of the horns, 
as they grow darker with age. 

Minotaurs live in caves or abandoned ruins. If they opt to 

reside permanently in a given location, minotaufs are seeming
ly compelled to transform their dwelling into a maze - its com
plexity being a good indication of the length of occupation. 

Minotaur 

Reach: 

Attack: 

Damage: 

Damage Reduction: 

Hit Points: 

ToP Save: 

Chaoti~ 

-1 

7 

-~ 

long or by weapon +2 foot 

+11 

4d4p +6 (battle axe) 

none 

+3 

none • , 

6 

32+6dB 

9 

La,!!e 
~ 

)5 f; 
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Mountain Ilion 
Mountain lions fight only to take down prey, defend their ter

ritory or defend themsdves. They attack with their claws fol
lowed by biting once they've grasped their prey. Once it has 
successfully attacked with both claws, it has grabbed its quarry 
and automatically inflicts a bite attack for 2d6p+4 damage 
every 5 counts thereafter. Their grip can be broken with a suc
cessful knock-back or Feat of Strength (V.f. d2Dp+12). The lat
ter can be attempted after each bite attack. While caught, a 
victim can only attack with a dagger or knife. 

Mountain Lion 

I~ ,-,,.,, 
Sp;;eaC--

Reach: 

Attack: 

Damage: 

~ral Attack: 

Defense: 

Damage Reduction: 

Hit Points: 

ToP Save: 

Size: 

Move: 

EPV: -
Mummy 

-3 

5 

Medium 

+7 

2@2d4p+2(clawattacks) 

2d6p +4 {bite) 

+4 

3 

20+2d8 

5 

J .MedJum 

2S feet/second 

I P.!SO 

These undead corpses rise from their sarcophagi to enact 
vengeance on those who violated their place of rest. Mummies 
are easily distinguishable from other undead, since their bodies 
were preserved with various spices and chemicals, with their 
head, body and limbs wrapped from head to toe in strips of 
white cloth. The natural decay of the doth, along with the 
movement of an active mummY,causes the strips to fall away in 
several places, revealing withered flesh beneath. 

The mere touch of a mummy is enough to inflict a rotting 
disease on its foe; the victim must make an opposed Can check 
(Can plus d2Op) versus a d20p plus the mummy's Will Factor 
or contract a rotting disease. Once contracted, Mummy Rot 
forces the victim to make another opposed Can check each 
day. Failure indicates the loss of one point ofConstitutioni the 
next failure causes a loss of Looks, then back to Constitution 
and so forth. 

Once a character's Constitution drops to zero, he dies. 
Mummy Rot can only be cured magically by a cleric's Cure 
Disease spell where the cleric makes a successful tum check 
against the mummy's Will Factor. Lost ability points (for sur
vivors) can be regained with rest; for each day of complete rest, 
the victim may attempt a Can check (using his original, 
undrained Can score) against the mummy's Will Factor. 
Success indicates one point returns. A critical failure (roll of 
one) indicates that the loss of that point is permanent. 

The process continues until all points have been returned 
(save any losses due to critical failures - these points arc lost 
permanently). 

Mummy 

AAgnment: 

Initiative: 

Speed, 

Reach: 

Attack: 

Damage: 

Special Attack: 

Defense: 
~~ 

-

~~-

amage~: -
Hit Points: 

ToP Save: 

Will Factor: 

., 

Ogre 

Neutral'EVit 

-2 

5 

Short 

+1. 

2d12p +9 

mummy rot disease 

+7 

I~ 
2S+6ciS 

n/. ,. 
Medium 

S met/second 
fl. -

1,425-'. 
: I 

I 

Ogres are fierce, brutish fighters possessing immense 
strength, but little intelligence. The average male ogre stands 
at or near 9 feet tall or more. They employ largt:, oversized 
weapons, but have also been known to fight barehanded, pum
meling their victims with their large fists (ld6p+6 damage, 
Speed 5). Ogre skin color varies, though most ogres are 
brownish-grey in color. 

Ogre 

Reach: 

Attack: 

Damage: 

Damage Reduction: 

Hit Points: 

ToP Save: 

• -Long or by weapon +2 feet 

+5 

2dl0p +6 
(large club or two-handed sword) 

rl()fl¢ -
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Ogres are known mercenary fighters, and for a price, are 
often found as guards for other evil humanoids or humans. 
They often work cooperatively with orcs (whom they share 
some kinship with. but may bull)' or work for treasure) or sub
serviently to giants (as Little better than or actually as slaves). 

Ore 
These evil humanoids are bred and trained for warfare. They 

vary in height, but avemge roughly 6 feet taU, a1though their 
stooped nature makes it hard to tell. Their skin ranges in color 
and shades, depending on geogmphicallocation, but is often a 
dark brownlblack mixture with a long, coarse black head of 
hair. 
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Orcs never bathe or groom, and take pride in ritualistic tat
toos and self-mutilation. Their faces are marked by a pig-like 
snout, and stained, chipped tusks that jut from their lower jaw. 
Orcs seem to exist only to destroy anything they encounter. 
Even their own lair is eventually ruined, as orcs are fLlthy, 
destructive dwellers. 

Their insatiable hunger and resentment toward all other liv
ing things drives them into a constant conflict with 
mankind. Orcs despise elves above all others 
and attack them on sight. 

Orkin Ward"wI 
These merciless creatures resemble a 

large dog with the front claws of a cat 
and the head of a boar, though they have 
a dog's teeth instead of a boar's tusks. 
They are a1so meaner and uglier than the 
most vicious boar. 

Orkin wrudawgs are native to the deep
est forests and prized heavily by orcs who 
employ them to hunt game, as well as 
hwnans and dcmi-humans. In the wild, 
orkin wardawgs usually live and hunt in 
p'dcks of2-8 individuals, with the strongest 
or most aggressive male (usually a greater 
orkin wardawg) serving as leader. 

Orkin Wardawg, lesser: Adults usually 
stand about 3 feet tall at the shoulder, 
with a body length avenging between 4 
to 5 feet and weigh between 144 to 200 
pounds. Unlike their greater kin, they 
retain meir youthful stripes through adult
hood, causing outsiders to sometimes mis
take them for adolescent greater orkin 
wardawgs. 

Orkin Wardawg, greater: The adult of 
the species stands roughly 4 feet tall at the 
shoulder, with a body length of about 7 
feet and weight of around 700 pounds. 
When born, thcy have light brown hair 
with longitudinal darker stripes. The 

-. 

Orc 

AII9-n~ment=~ -~--..., 'Neutral Evil 

~ln~k~l~~~. ~~~~~::: ' : 
Reach: 

Attack: 

Damage: 

A 

Defense: 

Damage Reduction: 

Hit Points: 

ToP Save: 

- . 

Medium 01 by weapon 

+3 

2d8p +2 (scimitar) 

none 

-4 (+2 with medium shield) 

Sh use 

3 (armor) 

23+1d8 



stripes fade when the creature is about half-grown, when it 
takes on an adult's grizzled brown coat. 

Orkin Wardawgs Lesser Greater 

ffnitlatlve: 

~-
Attack: 

Damage: 

Special Attack: 

ToP Save: 

Size: 

Mev&' ,. ' a ~ 

EPV: 

Owlbeast 

o -9 7 

Short'- Short 

+7 

4d4p+l 

none 

i 30+3d8 

9 

Medium 

~eetrsecond 
'122-

+9 

4d4p+5 

none 

+5 

5 

38+4d8 

9 

Large 

20 feet/second 

350 

This ftightening quadruped resembles a bear with an owl's 
head and a sharp, pointed, hawk-like beak. They live in deep 
forests and caves, and are usually nocturnal, actively hunting for 
prey under cover of darkness. Most owl beasts have brown fur, 
though there have been reports of owtbeasts with different col
oration, as well as feathered manes, tufts and crests. The aver
age owlbeast stands about 5 feet tall at the shoulder, has a body 
of up to 9 feet tall and weighs around 1,500 pounds. When 
rearing up on its hind legs, an owtbeast stands over 10 feet tall. 

If the owlbeast successfully attacks with two consecutive 
claw attacks, it traps its opponent in a crushing hug, inflicring 
automatic claw damage (2d8p+7) thereafter every 3 seconds. 
The hug can be broken with a successful knock-back or Feat of 
Strength (vs. d20p+16). The latter can be attempted every 3 
seconds after a victim has been mpped in a hug attack. While 
trapped, a victim can only attack with a dagger or knife. 

Owlbeast 

Attack: 

Damage: 

Special Attack: 

Defense: 

Damage Reduction: 

Hit Points: 

ToP Save: 

Size: 

EPV: • 

o 
3 

Medium 

+12 

2@2d8p+7(claws);2d4p+7(bite) 

hug 

+2 

11 

!1ffi'6d,t 
13 

Huge 

lSfeeJ1~nd 

79 ' '' '--

Pegasus 
These magnificent, wild, winged horses appear to be mere 

animals, but are actually quite intelligent. Unlike horses, the 
pegasus chooses its rider, and not the other way around. Some 
religious cults claim that the sacrifice of a pegasus (especially a 
white one) brings great favor from one or more of the evil 
gods. Although there is no way of proving this, it does prov1de 
new insight into why pegasi so rarely approach strangers. 

Pegasus 

Att9nment:". --~-

InitIative: 

[$Jli# 
Reach: 

Attack: 

Damage: 

lawful Good 

r 
~ 

Short 

+11 

2d4p x2 

~~rnone -
Damage Reduction: 

Hit Points: 

ToP Save: 

6 

27+6d8 

7 

iSlii&'~, -;:;;;;;;;;;;;;;;;;:::::11!E9" 
~ 40 ftJsec. (ground), 'DO fusee. (fly) 
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Rat, Giant 
These oversized rodents are nocturnal and omnivorous, eat

ing anything vaguely nourishing and attacking live prey when 
the opportunity arises. The epitome of unclean, they serve as 

carriers for disease. Giant rats tend to live in social groups of 
up to 30 individuals and can be found in almost all temperate 
or warmer regions. Most giant rats have a roughly 3-foot-long 
body with a further 3 feet of tail and weigh about 20 pounds. 

Rat, Giant 

Attack: 

Damage: 

Special Attack: 

ToP Save: 

Size: 

0-
10 

Short 

0 

ld4p+l 

none 

10 

Tiny 

5 feet/second 

12 
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Salyr 
These roguish folk have the lower body and hind legs of a 

goat and the naked upper body of a human man or woman. 
They have flat faces. large pointed can; and long curly hair. 
Mature males sport full beards and cider males tend to be 
chubby and balding. Most male satyrs roam the woodlands 
and mountains alone, seeking pleasure (wine, human women 

Satyr 

nltiatlve: 

Reach: 

Attack: 

Damage: 

Special A,~tt~~~;;:. 
Defense: 

al Defense: 
"-'-""" 
Damage Reduction: 

Hit Points: 

ToP Save: 

Chaotic Neutral 

o 
10 

Short Of by weapon 

+3 

2d4p -1 (dagger) 

pan pipes charm 

o 
none 

2 

13+2d8 

3 

Small 

5 feet/second 

242 

and song). while female satyrs serve as hunters and gatherers 
for their herd. On their foreheads, at the hairline, arc two goat
like horns £hat grow from nubs as the satyr ages. 

Satyrs carry panpipes, which they play to produce enchanti
ng music. Those hearing this music must make: a saving throw 
(with the pipe player rolling d2Op+5) or fall under the effects 
of a Charm spell. 
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Screecher 
'Screechers' are a variety of organisms collectively belonging 

to the scrcecher genus, so named because they emit a loud 
screech if approached by flame or when sensing the movement 
of nearby creatures. Because its genus is so physically varied, 
screechers may look just like roughly 4-foot- tall (or long) ver
sions of almost any fungus or lichen. 

Persons desiring privacy may plant screechers to warn them 
of intruders, even though a screecher's cry tends to bring other 
monsters attracted by loud noise (such as zombies). 

Screecher 

Initiative: ~-- o 

Speed, 

Reac~h~' :===~~ 
Attack: 

Damage: 

Special Attack: 

Defense: :;;;;;;;:-

ToP Save: 

Size: 

Move: 

EPV: 

Scorpion, GianI 

o 
none 

o 
o 
none 

o 
4 

10+3d8 

0'. 
Small 

o 
5 

These eight-le~d carnivorous arthropods appear identical 
to ordinary scorpions, only much larger. A giant scorpion usu
ally has a light or dark brown, yellow or reddish body about 3 
feet long. Giant scorpions usc their pincers to catch and crush 
prey, and then inject it with venom from their tail stinger. 

Scorpion, Giant 

o 

:Speed~~, :::::'=: =: ===: =:l! ~S~O"O Reach: Medium 

Attack: +S 

Damage: 2@2dp +3 (pinchers) or 1 (stinger) 

Special Attack: polson (virulence factor 12) 

Hit Points: 

2 

14+1d8 

ToP Save: nla 

Size: Small 

~"~"'~'~' :;;;;;;;;;;;;;;;;;;;;;_ S feet/second 
EPV: 242 



If prey is grasped (indicated by any successful pincher 
attack) , a scorpion continues to inflict damage every 5 seconds 
and alters h s attack rourine by attempting to sting it. 

<.. -

_.-' ---

Shadow 

Shadows are wicked, undead beings whose physical manifes
tation is the source of their eponymous name. In poor lighting, 
they are virtually indistinguishable from the ambient gloom. 

A shadow's chilling touch drains its victim's strength (reduc
ing its strength score commensurate to the damage inflicted). 
Creatures sapped of all strenbrth {i.e. their strength score is 

Shadow 

nment:---

nltiative: 

Reach: 

Attack: 

Damage: 

Neutratrwl 

-4 

10 

Medium 

+7 (+3 In bright light) 

ld4p + l 

Str drain equal to damage (save for half) 

~==:= Sun light,:;;;=~ 
" dO +2(-4in~ht) _ 

Special Defense: fly, near Invisible in low lighting, can only 
be damaged by silvered weapons'" 

Damage Reduction: 

HIt Points: 

lroua~ ,- --, 
Will Factor: 

--Move: 

EPV: 

9 (0 in bright light) 

26+3d8 

8 (-2 In bright light) 

Medium 

40 feet/second 

417 

AWl 

~ unless in bright light 

, 

reduced to zero} become shadows themselves. OnJy silvered 
weapons may injure shadows. 

Bright light (e.g. sunligh t) has a deleterious effect on shad
ows. Not only can they be readily seen but also their powers are 
Significantly diminished. They may be struck by ordinary 
weaponry, their defense is significantly compromised and their 
attacks are far easier to resist. 

SIren 

Members of this immortal race are few in number and live 
mostly on small islands distant from active shipping lanes. 
Although their race does not age or require food, they can still 
die by violent means like any mortal. All known sirens are 
female. They wear little to no garments and appear as beauti
ful human women, with their lower legs covered in scales. 

Furthermore, their voices are incredibly bewitching and 
chann all non-sirens who hear them (opposed save immediate
ly upon hearing, d20 + 10 difficulty, only one save needed per 
encounter). Sirens often use their songs to lure lost sailors to 
their islands. Whether this is to cruelly wreck the ship upon 
the rocks or because the sirens want to try and repopulate their 
race depends on the nature of the sirens involved. 

Even if the sirens are extremdy friendly, the sailors may still 
be in great danger. If the island has no food, the men will be 
toO enraptured to leave and so die of starvation . In addition to 
their song, all sirens have mage abilities of at least 5th level. 

Siren 

Ali ment: 

Reach: 

Attack: 

Damage: 

ChaotiEG86d to Chaotic Evil 

-2 

10 

Short 

-1 

2d4p -4 

charm song (+lOJ:mag1c 

~~r -
Damage Reduction: 

Hit Points: 

ToP Save: 

Skeleton 

o 
16+1d8 

2 

Medium 

10l8t/second 
;.1 

Most of these fleshless corpses perfonn their actions under 
the magical command of some evil being. A skeleton buried in 
clothes or armor, or with weapons, may still utilize them, unless 
those items succumbed to the decay of the grave. 
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Skeleton 

~ 
Reach: 

Anack: 

Damage: 

Special Anack: 

Defense: 

Special Oeftnw. 

Hit Points: 

ToP Save: 

Will Factor: 

Size: 

Move: 

EPV: 

SNAKES 

o 
9 

Medium 01 by weopon 

+1 

2d8p -1 (scimitar) 

none 

+1 (+7 with medium shield) 

Piercing weapons limited to 1 damage (+Str 
bonus); hacking weapons limited to half dam
agE' dice (lowest die type; plus Str bonus); 
shield use 

3 (armor remnants) 

27+1d8 

n/. 

Medium 

10 feet/second 

67 

These elongated reptiles are scaled. legless and lack eyelids or 
external ears. but use their fo rked tongue to give a directional, 
simultaneous sense: of smeU and taste. Most can even dislocate 
their lower jaw in order to swallow prey much larger than their 
own head! 
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Snake, 60a Constrictor 
These frighteningly large snakes can grow up to 13 feet long 

and weigh over 100 pounds, but larger specimens have certain
ly been rumored to exist . A boa attacks with a mouth full of 
small, hooked teeth, which it uses to hold its prey until its can 

Snokel BOil Constrictor 

J 

"..., 

EHch' ~::JIIC:::::= 
10 

Shon 

Anack: 

Damage: 

Special Attack: 

Oefensr. 

Damage RNuc ion: 

[Hit Points: 

ToP Save: 

SJze: 

Mo"." 
EI'V, 

+4 

o 
cont riction (2d4p +3) .. 

1 

19+1dS 

4 

Medium 

5 feetlsec=cr--

1~ 

wrap its body around the prey and squeeze it to death . 

If the boa attacks successfuUy, ir has coiled around its prey, 
infficting automatic constriction damage thereafter every 10 
seconds. Constriction can be broken with a successful knock
back or Feat of Strength (can be attempted every 10 seconds 
against an 18 value). While trapped. a victim can only attack 
with a dagger or smaller weapon. 

Venomous, Asp 

·2 

10 

Short 

+6 

poison {virulence (actor 8) 

·2 

2+-1d4 

4 

TIny 

5 feet/second 

292 

Venomous, Rattlesnake 

·2 

10 

Short 

+3 

poison (virulence factor 8) 

·2 

2+1d4 

4 

Tiny 

5 feetJsecond 

84 



Snake, Venomous 
Most snakes prefer warm or temperate climates (particularly 

woodlands) and prey on rodents and other small animals. 
These reptiles exhibit a variety of coloration and other charac
teristics, but all can deliver a potentially fatal dose of venom. 

Asp: The asp, or cobra, is a long, slender snake able to raise 
the front quarter of its body off the ground to display a flat
tened neck that sticks out on the sides like a hood. The typi
cal asp is dark or light brown, 3 to 5 feet in length and weighs 
between 6 and 10 pounds. It may attack with its venomous 
fangs or by spitting venom at an enemy's eyes up to 5 feet away. 
The latter results in great pain and temporary blindness (per
manent if the venom is not washed out immediately). 

Rattlesnake: Rattlesnakes vary widely in coloration depend
ing on region, but the most common is a series of dark brown 
or black bands over a background color of yellow or brown. 
They have an average length of 3 to 6 feet and weigh about 6 
to 12 pounds. When threatened, the snake shakes its tail tip, 
rattling a ring of loosely attached bead-like scales to create a 
very rapid, crisp vibration that resembles a loudly buzzing 
insect or the rustie of dry leaves. 

Spect.e 
A spectre appears as a translucent replicate of the being it 

was in life. While not immaterial, they can pass through the 
smallest of openings. Spectres are hateful undead creatures 
possessed of high intelligence, making them dread opponents. 
They are frequently engaged in some evil scheme carried over 
from their wicked life as a mortal. 

A spectre's chilling touch drains both Constitution and 
Dexterity from its victims in equal measure (randomly deter
mine odd results, a 3 point hit will reduce one of either Con or 

Reach: 

Attack: 

Damage: 

Damage Reduction: 

Hit Points: 

ToP Save: 

Medium 

+13 

ld6p 

11 

25+5d8 

of. 

-

~~==:..:.=.:==':!\:l]" .. I~ ';= :;: I~lum __ ~ 
Move: 10 feet/second 

EPV: 1,075 

-

-

Dex and two of the other stat). Should it completely devour the 
life essence, the slain individual rises as a spectre himself and 
seeks out its undead master for service. 

Spiders, Giani 
These oversized arachnids outwardly resemble normal spi

ders except with respect to sheer size. Giant spiders range 
from about 1 to 25 feet in length (including their leg spans). 
Most spin webs, feeding on whatever prey is hapless enough to 
become stuck in them, though they also have two sharp fangs 
for injecting venom. To eat, the spider grinds its victim into 
pulp or pumps in digestive juices before sucking out the lique
fied tissues - a grisly death in either case. 

Spider, Big: This unpleasant spider is one of the few giant 
spiders that are still small enough to dwell unnoticed in urban 
areas, where it prefers dark, seldom used attics and cellars. It 
resembles a brown recluse spider with a foot-long body. 

Spider, Luge: This frightful spider inhabits abandoned build
ings and subterranean tunnels preferring to avoid well-trafficked 
areas. Outdoors, it prefers densely wooded areas. A large spider 
resembles a black widow spider with a body about 2 feet long. 

Spider, Very Large: Although some of these giant spiders 
live underground and in forests, where they spin their webs to 
catch prey, many others prefer to quietly hide, then leap out in 
ambush. They resemble 3-foot-Iong crab spiders. 

Spider, Huge: M ost of these fearsome spiders are solitary 
wanderers without permanent homes, pouncing on prey as they 
find it or chasing it sh ort distances. Others may construct sub
terranean burrows that have a trapdoor of densely woven silk, 
where they lie in wait for a victim to approach. The typical 
adult resembles a wolf spider with a nearly 4-foot-10ng body. 

Spider, Gigantic: This terrible spider hunts its prey in trees, 
as well as on and under the ground. Most adults of this type 
look like tangleweb spiders roughly 6 feet in length. 

Spider, Massive: This intelligent, horrifYing spider attacks 
any creature it thinks it can overcome. Giant spiders of this ilk 
are usually solitary creatures, often residing in caves within 
forested mountain foothills. If no caves are available, it can 
construct its own burrow. Some line their homes with silk, 
while others extend a silken 'welcoming mat' that vibrates 
when potential prey touch it, alerting the crearore deep inside 
its burrow. The average adult resembles a taranrula with a body 
about 10 feet long. 

Spider, Gargantuan: This hideous, intelligent spider dwells 
primarily in dark mountain tunnel complexes near under
ground rivers or other sources of water. It is unrepentantly 
cruel and evil, preying on creatures that venture inside its lair, 
though it can subsist for extremely long periods of time with
out feeding. Unlike its lesser kin who can only ingest liquid, it 
has a gaping mouth that can swallow small prey whole. The 
typical adult resembles a tunne1web spider with a body length 
ofabout 20 feet. 
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Spiders, Giant ." Large Very Large Huge 

In latiW: -4 -4 -4 -4 

'0 '0 '0 • 
Reach: Short shOrt"""'" Short Short 

Attack: -2 -, +, +4 

Damage: ° ld3p 2d4p 

Special Attack: poison (virulence factor S) poison (virulence factor 6) poison (virulence factor 7) poison (virulence factor 10) 

Defense: • +3 +2 +2 

Damage Reduction: 2 2 2 2 

It Points: 2d. 5+1d6 10+1dB 15+3dB 

ToP Save: ,I. 0/. 0/. ,I. 
Size: TIny TIny Small Small 

Move: 5 f~t1se<:ond 5 feet/second 5 feet/se<:ond 10 feet'isecond 

EPV: 67 200 

j 
Spiders, Giant ((ont.) Gigantic Massive 

~'f" -4 
Speed, 8 

-:':-'--:;::= -4 
7 

Gargant uan 

-4 

6 

Reach: Short 

Attack: -+B 

Damage: 2d6p 

Special Attack: poison (virulence factor 14) 

Defense: +4 (body). +2 (legs) 

Special Defense: legs immune to pierCing & crushing -Damage Reduction: 2 (body). 6 (legs) 

Hit Points: 25+4<18 

ToP Save: ,I. 
Size: Medium 

15 f~t/second 

417 

Short 

+13 

2d6p +7 

poison (virulence factor 19) 

hart 

+1' 

2d6p +10 

polsoo (virulence factor 25) 

+6 (body). -+2 (legs."" ,..",.." _ '''.;.1;.;0"", __ ), +2 (legs) 

legs immune to plerdng "crushing legs immune to piercing & crushing 
weapons weapons 

3 (bOdY!, • (legs, 3 (body), 8 (legs) 

30+6d8 4O+1Od8 

0/. ,I. 
large Huge 

15 feet/se<:ond 20 feet/second 

2S 2,075 



Slrlx 
Thought to ongmate from the Nine Hclls, trus bizarre 

winged creature, also known as a strige,looks somewhat like a 
mangy owl with bat wings and undercarriage (feathen; on its 
back, but fur on its chest and stomach). It has a long beak that 
it uses to feed on irs victims and four to six batlike claws 
(depending on breed), 

A successfu] attack indicates it latches onto its victim and 
automatically sucks blood (ignore all damage reduction) at a 
rate of d4p Hit Points per every 10 seconds it is attached. A 
strix can be removed by a successful knock-back. attack. a Feat 
of Strength check (12) or death. 

A victim may attack an attached strix with a dagger or small
er weapon at a -2 penalty (with care) or at +6 (without care), 
Attacks without care or by allies wielding weapons have a 50% 
chance of injuring the victim (any damage to a serige beyond 
its remaining HP total goes to the victim as well). Allies 
attempting to remove a strix by Feat of Strength must first 
make a successful attack (with bare hand). 

A strix that has sucked its Hit Points in blood is engorged 
and will detach and (happily) waddle away, sated. These 
frightful creatureS live in caves, tree cavities a.nd abandoned 
buildings. Adult striges average about 14 inches long with a 
wingspan of around 3 feet. 

Strlx 

E~_l-=, 
10 

each: Short .-= .. --- --Attack: 

Damage; 

Special Attack.: 

+7 

ld3p+ (ld4p/IOseconds) 

blood sucking 

+ 1 

~~~~oflY ~ Reduction: 

Hit Points: 

ToP Save: 

Size: 

IO+1d8 

5 

noy 

~~;;;;;;;;;;;;;;;; 20 ftJsec. (fly); 1 fUsee. (ground) 

= 67 

Siurm-Woll 
This highly aggressive carnivore resembles a. black-furred 

wolf with the sturdy frame and powerful claws of a bear. Most 
sturm-wolves stand about 4 to 5 feet tall at the shoulder, with 
a body length of just over 8 feet and weighing around half a 
ton. A sturm-wolf is rarely found alone or far from its pack (3-
8 individuals plus 50% cubs). 

territory of game, it may encroach upon human 
human lands and attack livestock as well as people. 

Sturm-Wolf 

n ve: 

Reach: 

Attack: 

Damage: 

Special Attack: 

ToP Save: 

Size: 

-1 

+13 

4d8p+S 

none 

-'""I +9 

43+5dS 

12 

Huge 

1~§~~~~~~~10 feet/second ~ 925 

Tick, manl 

or demi-

This blood-sucking, eight-legged parasite averages 30 inch
es in length. A successful attack indicates the tick has buried its 
head into its victim and automatically sucks blood (ignore all 
damage reduction) at a rate of d4p Hit Points for every 10 sec
onds so-attached. A tick can be removed by a successful 
knock-back attack, a Feat of Strength ('I1s. d2Op+ 18) or death. 
A victim may attack an attached tick with a dagger or knife at 
a -2 penalty (with care) or at +6 (without care). 

Attacks without care or by allies wielding weapons have a 
25% chance of injuring the victim (any damage to a tick 
beyond its remaining Hit Point total goes to the victim as 
well). Allies attempting to remove a tick by Feat of Strength 
must first make a successful barehanded attack. 

Tick, Giant 

Attack: 

Damage: 

Special Attack: 

l 

16 

+5 

-
2d4p + subsequent 1 d4pl1 0 second 
blood drain 

blood drain 

--"0 
4 Oa uctJon: 

it PoInts: 

ToP Save: 

Size: 

12+3d8 

0/' 

Small 

Sturm-wolves are notorious for not only killing to feed, but Move: 
also killing just for the sake of a kill. Should a pack deplete its EPV: 
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A tick that bas sucked its Hit Points in blood is engorged 
and so will detach and waddle away. sated. Most giant ticks 
wait in shrubs and trees to drop from their perch and fall onto 
their prey, though some use the cover of taU grass to actively 
stalk a potential host on foot. 

TIger 
Tigers attack their prey with a claw/clawlbite routine. If a 

tiger lands two successive claw attacks, it has grabbed its oppo
nent and automatically inflicts a hite attack for 2d6p+6 dam
age every 5 counts thereafter. A tiger's grip can be broken with 
a successfuJ knock-back or Feat of Strength (til. d2Op+ 18). The 
latter can be attempted after each bite attack. While caught, a 
victim can only attack with a dagger or knife. They fight to 
take down prey, defend their territory or themselves. 

Tiger 

Attack: +13 

Damage: 2@12d4p+S (claw anacks) 

Special Attack: 2d8p +8 (bite) 

~~~130+6d8~ ::-=-==. 

ToP Save: 6 

Size: 

Giant toads an hop up to 10 feet forward (or 5 feet vertically) 
from a standstill. 

If a giant toad bites a size small or tiny creature and its attack 
roll exceeds the defender's by 7 or more, it has swallowed the 
creatllfe whole. The trapped creature automatically takes biting 
damage (2d4p+4) every 8 seconds thereafter and can only 
break free with a successful knock-back or a successfuJ Feat of 
Strength (til. d2Op+ 12). The latter can be attempted after each 
bite attack. While caught, a victim can only attack with a dag
ger or knife. 

Troglodyte 
Always encountered underground, these primitive subter

ranean relatives of lizard men are albinos with scaly skin and a 
frW atop their reptilian heads. Their hides are colored in vary
ing shades of mustard, green and olive due to pigments in their 
special algae and fungal diet, which they supplement with fi sh 
and meat when they can find it. When excited or filled with 
adrenaline. they excrete a moist perspiration that, also due to 
their diet, reeks. 

After 20 seconds ofimense excitement (such as mating, fear 
or combat), trogs have emitted sufficient musk that aU 000-

troglodytes within 30 feet must make a Constitution check (vs. 
d20p+3) or suffer nausea or vomiting (with twO consecutive 
fails). Nausea lasts 10 seconds and results in the temporary loss 
of Id4p points of Strength. If a character opts to remain with
in the stench area, new saves must be attempted every 10 sec
onds. VOmiting incapacitates the character as he is unable to 
take action until his regurgitation abates. Recovery time is 10 
seconds times the amount he failed his Constitution check by. 

Troglodytes wield stone- tipped spears, clubs and axes. They 
can employ shields and sometimes hurl throwing axes or 

Toad, (jlant javelins prior to engaging foes. 

A giant toad's favorite meal is giant insects, but when hungry Troglodyte 

it can swallow almost any creature smaller than itself. Most Ili~~~~~~~~~~~~~=i! giant toads are roughly 5 feet tall and wcigh nearly 500 pounds. 

Toad, Giant 11 (spear) 0(7 (club) 

nillative: -2 Reach: long or by weapon 

8 Anack: +3 

Short Damage: 2d6p +2 

,6 i~~3~"""';;h 2d4p +4 0 (+6 wlth:F.m::IO<fi;;,C:um shield) 

0eIInIt: leld use none 

Attack: 

Damage: 

Special Attack: 
Damage Reduction: 2 

Hit Points: 20+2d8 

ToP Save: 6 

ToP Save: 4 

Size: Medium 

5 $eCOnd or 10'~ 

E 92 -
110 



Troll 

This subterranean creature is a walking nightmare that 
resembles a tall, anorexic human with all unusually long nose, 
black soul-ltss eyes, a toothy maw, long arms ending in clawed 
hands and (except for a head topped with long black hair) hair
less green skin covered in fungal wans that seem to quiver of 
their own accord. 

An average troll stands about 8 feet tall, though it walks with 
a stoop and appears much shorter; its hands nearly brush the 
floor. Trolls prefer to dwell in deep caverns and tunnel systems 
where they feed on insects, molds and slime, though the taste 
of Oesh is far more to their liking. 

A troll is difficult to kill - to put it mildly. When smashed, 
pierced, slashed or other-vise damaged, its body knits back 
together with amazing speed (one Hit Point returns with each 
attack or every 3 seconds iJ not attacking); even severed limbs 
crawl or wriggle their way back to the main body and reattach 
themselves and may even attack on their own! 

Only nre seems able to obliterate this threat (burn damage 
does not regenerate). 

Troll 

nment: 

Inftlottlw<: 

Reach: 

Attack: 

Damage: 

Damage Reduction: 

Hit Points: 

ToP Save: 

Chaotic Evil 

.' == 
3 

Medium 

+13 

2@ 2d4p +8 (claw attacks), 4d6p (bite) 

none 

+5 

regeneration{t hp/anack) 

6 

36+6d8 

n/. 

~~=--~;:;: H"9' 
:;::~:::" l' 5 ftlsec., , ftlsec. 'fOr severed limbs 

925 

Vampire 
This highly imelligent evil creature is a human corpse risen 

from the grave to feed on the blood of the living. Most vam
pires remain clad in their burial shroud or other funereal cloth
ing, though some prefer to dress in more dapper 6Tlt:ry. A vam
pire's countenance is normally pale, though it gains a more 
human countenance for several hours afrer consuming blood. 

Unlike many other varieties of the undead, a vampire has the 
ability to speak, and his flesh smells only slightly of the grave. 
A vampire also has the power to charm irs victims and to shift 

its shape into that of a bat, rat, dog, wolf or spider. I f unable to 
charm its foe or if angered, the vampire tries to claw his victim. 

Mter two successful claw attacks, the vampire has grabbed its 
opponent and can bite automatically with its n!':Xt attack (no 
armor protection). A vampire's mighty hold can be broken with 
a successful knock-back or an opposed Strength check (vampires 
have 16 + d4 Strength score). While held. a victim can only 
attack with a dagger or smaller weapon. The fearsome bite of a 
vampire drains stamina and vigor from the living; charmed per
sons allow the bite, which does not break the charm. 

A vampire can only be killed by plunging a wooden stake 
through his heart or exposing him to direct sunlight. Damage 
reducing a v:unpire to zero Hit Points merely forces it into a 
gaseous fonn until it recovers to half or more of its original Hit 
Points. They fear holy water (which burns them for 2d6p dam
age) and holy symbols. Strongly presenting the latter can keep 
them at bay or from a victim. A vampire can only be harmed 
by silver weaJXlns and regenerates 1 Hit Point every time it 
attacks (one per 5 seconds). Vampires must sleep in a coffin 
and on dirt from their origin al burial plot. 

Vampire 

i~t~~i:~EVIl 
Reach: Medium 

Attack: +19 

Damage: ld4p +4 (touch) or ld6p +4 (bite) 

Con draln (total drain equal to damage· save 

~~~~~::~:~fu~'~h~am<~nm ~ +10 

Spec\at Deknse: can only be damaged by Silvered weapons, fly, 
1. ______ , .. ""'-shift, gaseous form, regenerate 

Damage Reduction: 13 

Hit Points: 

ToP Save: 

Will Factor: 

Move: 

EPV: 

W.ra 

26+8d8 

n/. 

20 

_urn 

10 feet/second, 25 feet/second (fly) 

2,275 

These large, carnivorous canines resemble massive wolves in 
appearance, with cruel, intelligent eyes and snarling, salivating 
mouths. They thrive in many areas, induiliug forests , grass
lands, deserts and mountains, living alone or in small packs of 
2-4 individuals. Packs may ally with other evil crearures. Wargs 
are intelligent and capable of a guttural barking speech. 
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Worg 

Alignment: Neutral Evil 

Inltf,tM: ·1 

6 

Reach: Short 

Attack: +7 

Damage: 4d4p+4 

-
~ Reduction: • 
Hit Points: 35+4d8 

ToP Save: 10 

Size: Large 

20 feet/second 

350 

Wasp, Giani 
These flying, stinging insects have a black body \.\ith brown, 

black, red or yeUow stripes or patterns, and a poisonous tail 
stinger, just like their smaller kin. They feed primarily on f mit 
and other insects, but don't readiJy distinguish humans and 
their ilk from the latter. Giant wasps are very aggressive and 
easily provoked into stinging repeatedly. They may nest in a 
variety of areas, including subterranean holes, abandoned 
structures or nests constructed of wood pulp and hanging from 
strong tree branches. 

Wasp, Giant 

Attack: 

Damage: 

Special Attack: 

." 
Dam Reduction: 

Hit Points: 

ToP Save: 

Size: -
Weasel 

o 
10 

+4 

ld4p 

polson (virulence factor 9) 

+4 

'=::i fly 

8+1d4 

nt' 

nny 

1 S feetlsecond 

20 

These aggressive predators feast mostly on small mammals 
like mice and rabbits, but may attack larger creatures when cor
nered or when their territory is threatened. 

Weasel, Giani 
This large predator resembles a common weasel with thick 

legs, though it has a body roughly 3 feet long (plus an 18-inch
long tail). It feeds primari.ly on mammals the same size or 
smaller than itself. but those who intrude upon its territory 
should well beware of its sharp, flesh-ripping teeth. 

Weasels Common Giant 

mtlatlve: ·2 

10 

Short Shon 

Attack: +1 +3 

Damage: ld3p 2d4p +2 

Special Attack: none none 

Defense: 0 +3 

~n: 2 

t Points: 6+1d4 21+2d8 

ToP Save: 7 7 

Size: TIny Small 

M_ S feeVsecond 15 feet/second 

EPV: 10 84 

Wereral 
A wererat resembles a normal human, only wi.th a short coat 

of gray or black fur, a rat- like face, hands and feet ending in 
shon claws, and a long, hairless tail. The cre~ture may keep 
this appearance. change into the form of a giam rat or even 
change to its original human form. A wererat can only be 
harmed with silvered weapons. They generally employ short 
swords and can use shields if they so choose. 

Wererat 

~:~~~ Neutral EVII __ ~-:: 
-' ·2 

Reach: 

Attack: 

Damage: 

lal Attack: 

Special Defense:" .==::::· 

Damage Reduction: 

Hit Points: 

ToP Save: 

Size: 

Move: 

7 (10) 

Short or by weapon 

+7 

2d6p {short sword}. 1 d4p+2 (bi te) 

lyc<1nthropy (virulence factor B) 

+'"=,,,,= 
Shapechange. can only be 
damaged by slivered weapons. 
Shield use 

3 

21+3d8 

10 

Medium 

-



Any human binen by a wef"(:rat must make :1 Con check 
against the Virulence Factor of the disease (lycanthropy) or 
permanently tum into a monster (wererat) on the next full 
moon. Any demi-human binen by a wererat must make a Con 
check against the Virulence Factor of the disease (lycanthropy) 
or die an agonizing death on the next full moon. 

Werewoll 
Each night a full moon rises, these humans transform into 

bipedal creatures with a wolflike head, a fur-covered body and 
long limbs ending in clawed hands and feet. (Any clothes or 
gear worn are either shredded or fall away from the body as if 
removed by hand.) This werewolf form retains the intelligence 
and cunning of the original being, but little to none of the per
sonality, recognizing friends and family only as prey. 

Mter the shift into werewolf form, a werewolf may remain in 
this shape or shift again into the shape of a common wolf On 
the day after its escapade, the human form awakes (complete
ly naked) with no memory of the previous night. A werewolf 
can only be killed with silver or silver-coated weapons. 

Any human bitten by a werewolf must make a Con check 
against the Virulence Factor of the disease (lycanthropy) or 
permanently tum into a monster (werewolf) on the next full 
moon . Any demi-human binen by a werewolf must make a 
Con check against the Virulence Factor of the disease (lycan
thropy) or die an agonizing death on the next fu ll moon. 

Werewolf 

AI 

Reach: 

Attack: 

Damage: 

Chaotic Evil --2 

Short 

+10 

4d4p +6 

~~~~~;;;;;;~~;;l anthropy (virulence factor 12) 

= +7 

Damage Reduction: 

Hit Points: 

ToP Save: 

Woll 

Shapechange, can only be 
damaged by slivered weapons 

4 

26+Sd8 

10 

Medium 

Most wolves live and hunt in packs of 2- 12 individuals, led 
by a dominant pair. Thl:y fl:oo. primarily on animals about thl: 
same size or larger than themselves, including sheep, goats, 
pigs, moose and deer. Wolves generally hunt by stalking their 
prey and' then attacking when it is distractt!u, lLsillK Llleir leech 

to tear at the hips and legs. Once the prey is down , they tear 
open irs gutS and begin to feed. 

WolI, Dire 
A dire wolf resembles a large wolf, though its legs are pro

portionally shorter and sturdier. It hunts and feeds in much the 
same manner as a normal wolf. 

Wolves Common 01", 

Inltlatlve: -2 -2 

peed, 10 B 

Short Short 

Attack: +3 +S 

Damage: 2d4p +2 ""P 
Special Attack: none none 

"" +3 +S 

go ion: 2 3 

Hit Points: 21+2d8 27+3d8 

ToP Save: 10 10 

Size: Medium Medium 

Move: 20 teet/second 20 feet/second 

EPV, 84 122 

Wraith 
A wraith is a fearsome undead creature inhabited by the spir

it of an incredibly wicked mortal. It draws strongly on dark 
energy such that its physical manifestation is nearly invisible. 
W raiths clothe themselves in garments they once wore in life 
in order to present an intimidating appearance when interact
ing with the Jjving. 

Wraith 

itlative: 

Speed, 

Reach: 

Special Attack: 

Defense: 

fa Defense: 

Lawful Evil 

-4 

10 

Medium 

17 

1dBp -Can drain (total drain equal to damage) 
(save for half) 

+B 

- .. ccan only be damaged by silvered weapons 

13 ge Reduction: 
- ? 

Hit Points: 27+7d8 

ToP Save: n/' 

~~"~~~~i 1B 
:;: Medium 

Move: 30 feet/second 

EPV: 1,842 

l1l 
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Most wraiths were powerful and capable men in life. These 
traits carry over to undeath, making them extremely dogged 
and resourceful servants or commanders to an overlord, or even 
leaders in their own right. 

The touch of a wraith drains life energy in the form of lost 
Constitution (one point for every point of damage inflicted). 
Those slain are forever dead. 

Yeti 
This mysterious beast lives a mostly solitary life in cold 

mountainous regions, keeping its ravenous hunger at bay by 
feeding on small mammals and plants. 

A yeti resembles a tall, muscular human with an ape-like face 
and limbs, and a body covered in long white fur. Its long limbs 
end in clawed hands and feet, and its mouth is full of sharp 
teeth. The typical adult stands about 8 feet tall and weighs 
around 450 pounds. 

Despite their size, however, yetis are experts in the Hiding 
skill [mastery=80]. Should the chance for larger game 
approach, the yeti leaps out of hiding, using strong arms to 
crush its surprised victim in a nigh unbreakable hug. 

They attack with their bear-like claws (2d4p+5 each) and 
with two successful attacks in a row, grab their opponents and 
hug them for automatic 2d4p+S damage every 5 seconds. A 
successful knock-back or Feat of Strength (vs. d2Op+ 15) breaks 
the yeti's hug. The latter can be attempted every 5 seconds after 
a victim has been enveloped in a hug attack. 

Yeti 

ment 

Speed: 

Reach: 

=::J fl'iUtr.o' 
o 
5 

Short 

& """" 
~ -

~~m~.~ .. ~,:-;;;;;;~·;;· ·~!t;;;w~ 4 ;:.~":~~;;.~~!2~'~CIaW attacks '~ered 
Special Attack: 

Defense: 

EPV: 

Zombie 

every S seconds) 

h"9 

o 

_ liijjifIa?E' (mo"i:'",:J::=, : :IIC: ,- _ 
30+4dB , 

The zombie IS a mindless human or near-human 

with a slow, shambling ... - -
galt, moving its stink-
ing corpse onward like 
the grim inevitability 
of approaching death. 

As well as being 
drawn towards any 
living creature it can 
sense, it is also attract
ed by loud noises and 
bright lights, so a 
noisy battle with a 
zombie is "bound to 
attract the attention of 
any other zombies 
nearby. Many zom
bies make a soft 
groaning sound when 
following their 
intended victim, but 
they cannot speak and have no memory of their former lives. 

A zombie attacks by grabbing its foe. Immediately after the 
second successful grab attack, any adjacent zombie (including, 
but not limited to any zombies grabbing on) begins to bite the 
victim for an automatic d4p, ignoring any armor (but not nat
ural defenses such as a thick hide, etc.). Every 10 seconds 
thereafter, each such zombie does an automatic d4p bite attack 
and grabs hold as well! 

Note that multiple zombies can feed on a grabbed foe and 
only two grab attacks are necessary from any combination of 
zombies attacking. A zombie that has grabbed a character can 
be removed with a successful knock-back or Feat of Strength 
(V!. d2Op+12). A grabbed character does half damage with any 
weapon larger than a short sword. 

Zomb/~ 

Reach: 

Attack: 

Short 

+4 

1~"~iE§~i~O~19~"~b~);1d4P(bite) -==::c ! lhOne
i

- " 

Defense: 0 

Special Defense: none 

ToP Save: 0/' 

Will Factor: 3 

i~~5M"""m (humanoid, demi-human) corpse risen from its grave, driven MoW: 5 feet! 

by a monstrous urge to feed on the flesh of the living. It walks EPV: 100 
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Monster 

F"' ....... Giaot 

~ .. 
""""" Snake, venomous, asp 

Snake, venomous, rattlesnake 

Monster Polson 

The: victim of poisoning is allowed a contested die 
check versus the toxin. He rolls a d20p and adds his 
Constitution $(;()ft; while the GM rolls a d20p and adds 
the \'mom's VlruleDce Factor. If the GM rolls above the 
PC's score, the victim suffers the full effect of the poison. 
In some cases, there is an ancillary toxic effect that occurs 
even if the resistance check is successfu1. 

See the chana below for more information. 

Virulence Foetor EffKtif sa,,~ foiled 

S ""'" 8 1 ~·3 

" IE" ---8 See') 

8 "'" " 

Effect If SQve mode 

none 

none 

SeeU 

none 

none 

Giant Spider. big 5 See 112 (sl ze Huge and larger none 

GI.ant Spider, large • 
l ~ Spider, very large "7 

nt SpIder;huge '0 
Giant Spider, gigantic ,. 
Giant Spider, massive ,. 
Giant Spider, gargantuan 25 

asp, nt • 

unaffect 

See" 

'1 ~ 
SeeM 

""'IS 
death 

death 

See I] 

ed) and half duration 

-Jillone 
on, 

See" 
Per '5 but only d4p 

Paralyzed d4 hoUfS 

Paralyzed d1 2 hours 

none 

lhropy 8 acquire wererat lycanthropy none 

rewolf (lycanthropy) 12 acquire wt'feWOIf lycanthropy none 

Eff«t Type ConSfqUfrKfl 

'r
1
i1,,,r---l lnflammatJon results nd6 loss at a rate 

f{ 1 hp per 10 s.onds unlil rolled dImage is 
reached. 

2) 

-

~H and Iargercn!Ofum Q~ unmfected. 

Weakness, dizziness, headache, difficulty 
breathing and nausea (Game effect: -1 penalty 
to Attack. Defense & Damage for 2dl 2 hours.) 

eakness, dfzzineu. headat;~ difficulty 
thing and nausea (Game effect: -2 penalty 

Anact. Def@nse&Damagefor2d12hours.) 
A natural · , · on the vlcdm's saving throw 
JndUtes death. 

EffrctTYlH COIISfqurnceIi 

5) 

Weakn~s, dizziness, headache, difficulty 
breathing and nausea (Game effect: -3 penalty 
to Att.Kk, Defense & Damage for 2d12 hours.) 
A natural "1" on the vic tim's saving throw 
Indicates death. 

Tissue damage results In 2d6p hp loss at a rate 
of 1 hp per 10 seconds until rolled damage Is 
reached. 

All poison effects are cumulative. 



Awarding Treasure 
One of your most important duties as GameMastcr is the award

ing of treasure. Wealth, both monetary and magical, must be 
awarded judiciously or your players will qu.ickly possess iiber-pow
erful characters ladened with magical goodies and financill1 
resources that allow them to be equipped like royalty. Boredom will 
ensue as they easily overcome challenges whilst you become mired 
in an ever-escalating arms race, straining to provide encounters and 
the lure of even more powerful treasures to retain their interest in 
adventuring. 

Generally, the characters' opponents will dictate the rate at which 
they accumulate wealth and special (magical and superior grade) 
items, with weaker foes having proportionately smaller personal 
assets than more powerful ones. 

You should strive: to award treasure per encounter as shown in the 
sidebar. This treas~ award is indcpcndelll of"spccial items~ such 
as armor, weapons and magical items. 

You should include roughly one special item for half or two
thirds of encounters on average. Note that in both the instance of 
wealth and in the case of special item distribution, you should fed 
free to withhold some or even mOST of the booty and place it in 
hidden treasure chambers or out-of-the-way caches, locked and/or 
trapped appropriately. For instance, if populating an orcish lair 
with treasure, the common orcs might each carry a few silver pieces 
(say 2d4p each). The remaining treasure would be hoarded by the 
leader and his lieutenants, with special emphasis paid to any 
extraordinary weapons and armor (which they will certainly seek to 
employ to the detriment of the: adventurers). 

T rc:3$lIre also nee:dn't be: all in cash format, in fact, that is far from 
!ikd.y. Creatures, particularly intelligent ones, will have valuable 
items of many types including gems, jewelry, ore, art (sculprures, 
paintings, pottery, eTC.), engraved wellpons and armor, fine textiles, 
expensive furniture, rare woods, trade: goods, armor, weapons, relics 
and historical items. slaves. tools, bookslp:ol.per, animal pelts and on 
and on. 

Roughly half of the magical and superior grade prizes won should 
be: of an expendable or non-permanent nature such as potions, 
seroUs, charged items, arrows. bolts and so on. These items are gen
erally easiest to create and are thus most plentiful 'Jbey provide the 
additional benefit of forcing a playt:r to choose between c::xpcnding 
a precious item or facing greater difficulty in the adventure or even 
potential death in the case of healing items. Chokes sm:h as this 
make the game fun and memorable for everyone, especially the 
CameMasteT. If you follow these guidelines and sufficiently chal
lenge your players. by 5th level each character should have had an 
opPlJrrunity to find about five superior and/or magical items. 
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1 ____ Lfto8t: A~tor ~ture$j wocth 1M Iist«I: Il\lm~ of experience 
polnu shoIJld provI(Ja'ii~ to. party of thiS leveI{beI'ng roughfy half the 
5llefl9th of .. fM! '~ 1JI()\IpJ. Obvloully me ~'drcumSU"l:1H of the 
et"ICOUtlle" well " f'YIOfmtt tiCtIa or lhe relltIve fr8llness of ~ adventUf"el"S (who 
wilt IiIIeIy ,.~ better In their inf\l.ll e<"ICOUflter when I I full hit points .Jnd wfI;h .. full 
~t of $pIIIi) wtn weigh heitVlty on IhI!. eJlllNliorI. 

CNrKt'f"1. <001'" ,,_ rno,ogNy IS ~ Ie~ encount~ beon! Itlt)' 
idvlnct I() tI» nIl<1 leY@! /OV'I!rcoming Slfoogff toft will Ntvr.llly dKto~ tl"lk 
num,*,. -n- «W:OUott<s ~n pI'OVIOto half the rtq\tlr«l tItJII1b@f of ~ 
poInu.. Tht ~ shoukl (OInt t'rom "story awMdI" g/Yen for meeting the obfec· 
tIvet (klltftm ItId fIrwO of thek minion. ThIs ptOYIdeJ the GamtMlStef with • 
~d S)'!lem tNt encD\I'.IgeS dewr .nd focIned roItpI.y mher than ftIying 
~ 011 • bodycount. 

e..-erlence Value of Enem! 
Gh.r.cCers and Tr.p. 

In .tddllkln 10 ~)'<)lIf plll)'tl'"S 
Irt likely 10 tI1COUf1tef 106 Wt III! """"" "'" EPMlw 
IevttI!d cNrxters. You shooJId ~td 
opI!riI!ncI! !of thtsI! tntmil!s pel IhI! 67 
cNn 10 the right. 

2 '" Otft~ng tQpji (I.t. det«tlng the" 
prestn(1! MId .IYOOding or d\s.Irmlng ; 16' 
them) ~ bit Incorpor;ntd InlO 
'JOUl'MOfy IWlld," pool!! It fE"COfIl 4 200 
mended thaI thty be (onsk\tftd c::::'42 tqUlv.1I!n1 10 an e-rH:O<.Inlef COOlITIE'O- 5 
sur.tt wllh the partY's ~~ (0' pur· 
po$ti of ilHouting 1!Xpl!f11!ll(1! poInl.5. 
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w~ recomm~nd that you choos~ and place special and magical 
items based on the lists on the following page. Potions and stan
dard arms and armors will likely be about 60% of the find , with 
superior quality arms bcing about 10%, superior quality annors 5%. 
scrolls 20% and wands the remaining S%. 

Special treasures should be chosen based on the average party 
member level to ensure that they receive items appropriate to their 
current toughness and expected strength of opponents. Giving away 
inordinately powe.dUl i t~ms compounds your job as 2 Game.Master 
since you must then beefup the players opponents in order to pres
ent them with a challenge. 
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"00 
-05 

10-19 

20-21 

29·33 

34-35 

39-4' 

levelt Special n· •• sures 

MedIUm Sfliekf (Human made) 

J9I! Shletd (HutMn made) 

Studded leather Armor- (Human made) 

Longbow (Human made) 

(Human madef 

(Human made) 

Great Sword (Human made) 

Two-Handed Sword (Human made) 

'd6 Arrows +1 

d6Bo1ts + 1 

42--43 Dagger + 1 

44-4' Short Sword + 1 

~~~~~~~~~"~I Sh~d +~'~~ 
L....:' ,;.' -,;.":........II .. Potion::;;;;:..:(det"".;;rmine random ) 

76-95 Scroll (d4p spells - each is level d4-2) 

96-00 Wand (roll on Level l Wands) 

"00 
* randomly derermine size per chart under Armor 

level 2 Special Tr.asur., 

(Human made) 

L.....:;09-;..;;13:""..IIt:::=::..:L::;eathef Armor (Human made) 

14-25 Ringmall- (Human made) 

26-30 Longbow (Human made) 

31 - ayy (rossbO'w (Humanmade) 

36 AITows +t 

37-38 2d6 Bolts +1 

39-45 Weapon + 1 (determine randomlY-) 

~;;_~~~;~ sm.II Shield +' 
L...;;49~ ... ~Ium ShIe;;,"' .;,;+ , __ _ 

50 Padded Armor + 1 

51-75 Potion (determine randomly) 

- "'7"6-"'.5...... I level d4-1 ) 

96-00 2 W.mb) 

• randomly determine size per chort under Armor 

... randomly determine per chart under Weapons 

"00 

07-' 
13-28 

29-35 

level 3 Speclel Treasures 

rge (Human ~) 

tudded Armor- (Human rnide) 

RingmaU- (Human made) 

Scale Mail* (Human made) 

pon+l~inera 

*-ta Medium St*kf+ 1 
L.-"~4~9~-""L~e~.~th-'-' ~A-'m~o"' -+~'·~---

50 Studded Leather Armor + 1-

~~E3i~~~~~ .. ~ndo~mIY) [ is)evel d4) 

96-00 Wand (roll on Level 3 Wands) 

• rondomly determine size per chort under Armor 

•• randomly determine per chart under Weapons 

d 1 00 Level 4 Special TrNsures 

~;;l~<>O>~~-;~ i!!!ngm .... (lfiiinan m,d.) 
• 06-27 fit .. Mal" (Human mode) ...... ..-.. .. _= 

2B-35 Cha.nmail- (Human made) 

36 2d6 Arrows +2 

39-45 

46-47 

48-49 

SO 

51 -75 

96-00 

Medium Shield + 1 

Studded Leather Armor +1· 

Ringmail + 1' 

(determine randomly) 

Is - each Is eve! d4+ 1) 

Wand (roU on l evel 4 Wands) 

• randomly determine size percharr under Armor 

. - randomly determine per chart under Weopons 

d100 levelS Spe<lalTreilSures 

........ 0"'''-'.-0 ....... Sca~ Mall" (Human made) 

11 -35 Chainman" (Human made) 

46 

47-48 

49-S0 

Weapon +2 (determine ranclomly"*) 

Large Shield +1 

Rlngmail + I ' 

Scalemail + , . 

r-"il::R'-' ~PO~"~""~~~mI;ne=r~.~ndomtY;-
SaoII (d4p speIk - each Is level d3+2) 

"--= ....... 
Wand (roll on Level S Wands) 

• randomly determine size per chart under Armor 

. - randomly determine per chort under Weapons 



Random Wand Determination by Treasure Level 

Lwei' Wands 

0'-40 OWIers (d20 charges) 

41-00 illumination (dl0 charges) 

Level 2 Wands 

01-30 F\ow4m (3d, 0 charges) 

31 -70 illumination {2d 10 charges) 

7 -80 Mighty Weapons (dlO charges) 

81-90 Projectiles (d 10 charges) 

'HXl Water (dlO charges) 

Level 3 Wands 

01-1 Flowers (4d l0 charges) 

16-25 Healing (d 1 0 charges) 

26-60 

61-75 Mighty Weapons (2dl 0 charges) 

76-90 Projectiles (2d10 charges) 

.,-00 Water (2d 1 0 charges) 

Level 4 Wands 

01·)0 Bltirig (d lQ charges) 

11·20 Flowers (Sdl 0 charges) 

21-35 Healing (2d,O charges) 

36·55 il lumination (4d 10 charges) 

56-70 Mighty Weapons (2dl 0 charges) 

71-85 Projectiles (2dl 0 charges) 

6690 Summoning (dl 0 charges) , .... 
. , -00 Water (3d 1 0 charges) 

Level S Wands 

01 -15 Biting (2d 1 0 charges) 

16-20 Rre and Flame (d20 charges) 

21·30 Flowers (6d10 charges) 

31·50 Healing (3dl0 charges) 

',...0 illumination (5dl0 charges) 

61-65 Lightning (d20 charges) 

66-75 Ighty Weapons (3dl0 charges) 

76-85 Projectiles (3d1 0 charges) 

66-90 Summoning (2dl0 charges) 

91-00 Water (4d 10 charges) 

Magic Item Descrlpllons 

Pollons 

For random potion determination, roll a d% and consult the 
following chart. 

Roll Potion 

01 ·14 Giantism 

15-32 HeClllng (various) 

33-35 invisibility , 
36-38 Buoyancy 

39-SO Mind Control 

S1-M Orcish 5teadfastness 

61·77 Poison 

78-87 Sleep 

'peed 

91 -96 Strength of iron 

'7-00 Water Breathing 

Buoyancy: Anyone who drinks the entire potion becomes 
buoyant and able to float on air for d4p+2 minutes ... one sip 
lasts only a few seconds (d4p). 1mbibers beware - when the 
potion wears off. you will fall, and until it wears off, you cannot 
touch the ground without assistance. 

While under the effect of this potion. one may cODtrol their 
altirudc by either sucking in air to ascend or belching to 
descend. A lightly laden character may ascend or descend at a 
rate of up to 3 feet per second. HeaVily laden characters (i.e. 
those in full metal annor or otherwise carrying a lot of weight) 
may only ascend at 1 foot per second, but can descend at 5 feec 
per second. 

Giantism: This unique concoction allows the imbiber to 
grow d4p+l feet in height. Once a person drinks this potion, 
he grows at a rate of 1 foot per minute until he reaches the full 
growth the potion allows. Once the character reaches this max
imum hcight, he ret-dins this St:l.turc for d6p hours. 

A Potion of Giantism does not affel:t a dJar .. c:te.r's Su"ength. 
However. if a Small character's hc:ight increases beyond 5 feet, 
he gains the advantage of reach accorded to a Medium crea
rure. Likewise, a character growing taller (he[] 7 feet has the 
reach modifier of a Large creature. Of course, larger creatures 
have the disadvantage of also bc:inp; better targets for missile 
weapons ... 

Healing Potion: There arc multiple varieties of Healing 
Potions, including Minor, Healing (the standard), Major, 
Healing Salve and Healing Ointment. Roll a dU on the table 
presented on the following page to randomly determine the 
type of Healing Potion. 



l)p~s of Healing Potions 

Roll 

01-{)7 

08{)9 I. 
11 

12 

Healing Potion 

Minor Healing Potion 

Healing Potion 

Major Healing Potion 

Healing Ointment 

Healing Salve 

Minor H ealing Potion: This liquid can be used in one of (Wo 

ways: either imbibed or applied directly to a wound. 

If the entire draught if consumed, the potion heals the 
drinker 2d4p points, or ld3 for each half portion. When 
imbibed, the potion heals aU wounds evenly. 

For examplt, if tht' charaa" had 3 wounds of 1 point, 4 points 
fwd 6 points respecti'Uely and the patioll healed 3 points, the 'Wounds 
become 0 (healed), 3 paints and 5 points. 

Odd points hcal the worst wounds first. Wounds fully curcd 
as the result of this potion are subsequently ignored in the case 
of excess restor-ative points. 
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In the previollS example, had the drinker rolled 7 points of heal
ing, olle 'Would apply to the aile point 'Wound and 3 to each of the 
other wounds. 

The second method of using a Healing Potion is to apply it 
directly tO:l particular wound. In this case, the potion is only 

half as effective (roU2d4p and divide by two, rou nding down). 
but all points are appHed to the wound in question. Excess 
points are not applied to other wounds in this application. 

A Healing Potion may be combined with the First Aid skill 
for additive benefits. 

Healing Potion: This elixir is simiJar to the Minor H ealing 
Potion in all respects save that it heals 3d6p points, or IdSp 
points if taken in halves. 

Major Healing Potion: Save for increased efficacy, this 
potion functions as the Minor H ealing variety. 1t heals 4d8p 
poinn, or 2d6p points if taken in halves. 

Healing Ointment: This creamy balm is effective if rubbed 
onto a wound no older than 24 hours. The ointment allows the 
wound to heal at twice the normal rate (every 12 hours counts 
as a full 24-hour day of healing). A n individual may be treated 
with as many applications as desired, buteaeh wound only ben
efits once from the ointment. Each jar contains 3d4p applica
tioos. H ealing Ointment may be combined with the First Aid 
skill for additive benefits. 

Healing Saiw: This sticky liniment may be applied to a 
fresh wound (i .e. suffered within an hour) to provide an imme
diate Id4p points of healing to that particular injury. An indi
vidual may apply as many daubs as desired, but each wound 
only benefits once from the salve as reapplication is UlUleces
sary and ineffective. Each jar of Healing Salve contains suffi 
cient material for 2d4p uses. Healing Salve may be combined 
with the First Aid skill fur auditive benefits. 



I nvisibiliry: This potion renders the drinker invisible for 
2d6 x 10 seconds per sip. A standard potion contains 8 sips. 

A Potion oflnvisibility in no way renders a person incorpo
real; they can still suffer damage and may be detected using 
other senses (smeU, sound or touch). 

During the final 8 seconds of this potion's duration, the char
acter gradually becomes increasingly visible (in one-eighth 
increments, that is he becomes one-eighth visible eight seconds 
prior to the potions expiration and 12.5% more visible ('very 
second thereafter). 

Attempting to strike a semi-visible character confers a -7 
anack penalty when he's one-eighth visible. This drops by 1 
for each increment until he reach('s full visibiliry at whkh point 
there is no longer a penalry. 

Mind Control: When a person drin k.s even a drop of this 
potion (drinking extra has no additional effect), he is suscepti
ble to su~stion by others fo r 2d4p x 10 minutes. During this 
time, h(' can be controlled by anyone com manding him. 

Once a Potion of Mind Control wears off, the victim has 
only a very vague memory of what occurred while under the 
effect of the potion and cannot recall any specific details. 
However, if mey were abused, they remember who the respon
sible party was - and experience a sense of rage so intense that 
they may immediately attack this individual. 

Orcish Steadhstness: This potion remedies all effects of 
fatigue, thirst and hunger currently affiicting the char-dcter and 
also allows the imbiber to ignore all effects of fatigue for 2d4p 
x 10 minutes after drinking this vile liquid. 

Poisoned: This is not actually a potion, but rather an elixir 
gone awry. For any of a myriad of reasons, the creator of this 
concoction erred and me result was dangerous. Anyone drink
ing a Poisoned Potion suffers onc of the following ill effects 
detailed on the chart in the colu mn to the right. 

A poisoning victim can anempt a contested die check versus 
me toxin. H e rolls a d20 and adds his Constitution score while 
the GM rolls a d20 and adds the venom's Virulence Factor 
(typically 10, but may be adjusted by the GM). 

If the GM rolls above the PC's score, me victim suffers the 
fu ll effect of the poison. A successful save results in reduced 
effects as noted in the description. 

Sleep: A sip of Sleeping Potion causes a person to f.'ll1 asleep 
for 8 hours, during which time they cannot be awakened even 
by personal injury. 

However, during this time the imbiber heals much more rap
idly, recuperating as if 24 hours of rest had passed. 

Strength of Iron Brew: This brew temporarily gives the 
drinker a physique of iron. He adds d6 points to his strength 
for 3d4p x 10 minutes. 

Random Effects of a Poisoned Potion 

d12 Polson Effect 

, vomiting for d4px 10 minutes. Vomiting occurs for 2 
and ~ts every 2d6 minutes. Character Is effec

y Incapacitated while vomiting. If save is made, Illness 
duration limited to Sd4p minutes. 

2 No effect for three hours, after which the character suffers 
Incapacitating diarrhea for d4p x 10 hours. No effect with 
successful saving throw. 

3 rely vomit for 2d3 minutes and sLlffer 2 damage. 
rac1er is recovered thereafter. If save 1$ successful, charac

ter vomits once and suffers 1 d4 damage. 

4 Character feels III and suffers a d6p penalty to all rolls Involv
ing physical activity. This persists for 2d4p hours.. If save is 
made, penalty reduced to d3 - duration is unaffected. 

5 ss. dininess, head.Kt\e, difficulty breathing and nau-
sea (-3 to aU Ability scores for 2d12 hours - if any ability score 
lexcept kJoks) is reduced to 0 the victim dies); if saved against 
effects Iut ld4 hours, death cannot occur - rather the victim 
falls Into a coma for 24 hours 

6 Inflammation that results in d6p hp loss at a rate of 1 
hp/round until rolled damage is reached; If saved against 
inflammation is of reduced severity (d3), other rules apply 

Itifliiiiiation that results in d4p hp loss Iround until a·' · 
damage Is roiled; If SbVed against. total damage is 1 d4 

8 TIssue damage that results in 2d6p hp loss at a rate of 1 
hp/round until rolled damage is reached; if saved against, 
only 1 d6 hp loss occurs at indicated rate 

""=. ~~y~po~'-'Ia resulting In death in 3d4 rounds; nothing occurs if 

""" mode 

Speed: This potion gives its imbiber a phenomenal boost to 
his speed, allowing him to take all actions in half the time it 
normally would take {round up}. This speed boost is, howev
er, incredibly taxing on the drinker's metabolism and ages the 
character by one year· in all respects. 

The effects of a Speed Potion last, on average, two and one
half minutes. The exact duration (in seconds) of any particular 
concoction can be determined by rolling 5d4p and multiplying 
by ten. 

-1 year for humans, 2 for haljlingf alld 3Jor dwaroes 

Water Breathing: After d ri nki ng a Potion of Water 
Breathing, a character can breathe underwater for a duration of 
2d4p minutes per sip. There is a liability to this potion, howev
er, in that the person under its influence loses the ability to 
breathe air until the potion's effect wears off. 

After being in the air for onc minute, a character under this 
potion's influence endun:s suffocation damage of d4p points 
evl:/')' 10 seconds (much like a fish) until the effect terminates. 
The same effect also occurs in stagnant water. 

lSI 
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Wands 

Wands store (rom 1-100 charges. with newly fabricated 
wands containing a full 100 charges. Of course, wands found 
in treasure troves and similar locales generally have far fewer 
charb'Cs as they have used by their previous owners. To deter
mine the remaining charges in a wand, roll dlOp pe, average 
party level,e.g., 5dlOp for a 5th level party (roughly 30 charges. 
give or take), 

In general, wands possess 2~5 special abilities or spell-like 
powers thaI COIlSUIilC chargcs (though such cxpendirure may 
often be mitigated by the application of Spell Points), As a 
wand expends charges through usc, some and eventually all (at 
zero charges) of the powers can no longer be used. Once a 
wand reaches zero charges, it either crumbles to dust (5096) or 
becomes a non-magical stick (50%). 10 the latter case the 
spent wand is obviously a fine candidate for furure ensorceling. 

Unless stated otherwise, all wands can be lIsed only once 
every 10 seconds, and each power requires its own command 
word. lfSpdl Points arc used to enable a wand's effect, the user 
suffers spcll fatigue for d4p seconds after the wand discharges. 

Should the wand wielder wish to perform another action in 
conjunction with usi.ng his wand, note that it takes 1 second to 
draw the wand and 2 seconds to stow it. 

Many wand effects allow the target to attempt a saving 
throw that, if successfu l, reduces the damage they suffer. All 
such attempts are made against a 12th level caster. 

Some wands are only usable by certain character classes or 
have other restrictions or notes on usage. These are indicated 
in [bracketsJ following the wand's name. 

One percent of all wands are nl~d to b:tckfm on the user 
when used. 

Roll Wand Usable by Class 

Bit ing Any; additional mage powers , 
02 Are and Flame Mage only 

03 Flowers An, 

04 Healing Any; additional cleric powers 

05 Illumination Any, additional cleric/mage powers 

<16 lightning Mage only 

07 Mighty Weapons Any; additional mage power! 

08 Projectiles Any; additional mage powers 

M 

10 W~er Any; additional cleric/mage powers 



Biting [Any]: Anyone can use this wand to create a magical 
attack that feels something like a hiting attack. The range is 
only 3 feet, thus usage requires the close proximity of melee 
combat. The wielder can expend up to three charges to inflict 
a magic bite of 1d6p points of damage per charge (bypassing 
the armor and defenses of the victim) . 

Mages can command a ranged attack from the wand (effec
tive up to 180 feet) and can utilize up to 6 charges. Further, the 
mage may expend 100 SP in place of a charge, but a minimum 
of 1 charge must be used. 

The wand may make a bite attack no more than every 10 
seconds. Victims of this magical bite take half damage if they 
make a save (a contested d20 check with the wand user gain
ing +U to his roll). 

Fire and Flame [Mage]: The potent Wand of Fire and 
Flame has several effects: 

The wand's most rudlmentary power, one that does not 
require charges and functions as long as any charges remain, is 
to produce a small tongue of flame at its tip. If used in conjunc
tion with the Frre-Buildlng skill, it provides a +50 bonus to 
Fire-Building skill checks. 

The follOwing list of increasingly potent effects requires the 
expendirure of charges. 

• Firt: Finger (1 charge and 5 SP): effect as Frre Finger spell 
inflicting d3p+6 points of damage with a range of25 feet 

• Scorch (2 charges or 20 SP plus one charge; 21+ charges 
remaining required): effect as a Scorch spell inflicting d3p+ 15 
points of damage. 

• Flaming Orb (3 charges or 30 SP plus two charges; 41+ 
charges remaining required): Creates a 10 foot diameter ball of 
flame at a range of up to 100 feet that can roll in any direction 
commanded by the mage (this concentration precludes other 
actions) at a rate of 5 feet per second. Further, it can roll up 
and over any barrier, even along ceilings and ignites all com
bustibles in its path. 

The flaming orb only persists for 10 seconds. However, the 
mage invoking it may expend 1 Spell Point per second to 
maintain its existence. 

Those coming in contact with the flaming orb suffer 2d6p 
damage (save for half) while those within a 5 foot radius of the 
fiery ball sustain 1d6p points of damage per 10 full seconds of 
exposure. The damage suffered cannot be reduced by armor or 
natural hides, etc. 

A successful save by an individual in contact with the orb 
immedlately causes it to wink out of existence. 

• Firtball (4 charges or 60 SP plus two charges; 61+ charges 
remaining required): A small (3 inch diameter) ball of flame 
shoots forth from the end of the wand up to a range of 200 
feet. At maximum range or anywhere along the path chosen by 
the mage or on contact with any obstacle, the tiny fireball 

bursts into a 20 foot diameter ball of flames. Whilst the fire
ball has no concussive effects, anyone within the area of effect 
suffers 6d6p damage (save for half damage). The damage suf
fered cannot be reduced by armor or narural hides, etc. Any 
combustibles engulfed in the flames are also ignited. 

• WtJII of Flames (5 charges or 100 SP plus three charges; 81 + 
charges remaining required): The wand creates a wall of flames 
up to 60 feet wide and 20 feet tall (at the dlscretion of the 
wielder). Any creature that comes within 10 feet of any side of 
the wall is roasted for 6d6p damage immediately and another 
1/10 of that rolled sum per second that he remains within this 
\'Joruty. Further, any creature actually attempting to pass 
through the wall suffers an additional 6dUp damage. In both 
cases, the victim may attempt to save for half damage, but the 
damage suffered cannot be reduced by armor or natural hides, 
etc. Any combustibles touched by the flames are also ignited. 

Once invoked, the mage must concentrate exclusively on 
maintaining the wall and expend 2 SP per second doing so. 

Flowers [Any. Cursed]: This wand appears as anyone of 
the other wands and even exhibits the expected properties if 
the command word is used. However, in heat ofbatde or other 
stressful situation, a bouquet of flowers pops from the end 
instead of the intended effect. Once its true nature is revealed, 
the wand \vill thereafter be incapable of doing anything else. 

Further expenditure of charges merely produces additional 
flowers. However, if 10 charges are used, the wand produces a 
magnificent bridal bouquet suitable for a marriage ceremony. 

d8roll Type of Flowers produced 

~ , Daisies 

4 Irises 

",.. 
6 Peonies 

~ ,,;& 

L. 
7 Red Roses 

8 Tulips 

Healing [Any]: This wand allows the user to spend one 
charge and automatically succeed at a First Aid skill check 
regardless of the mastery level or difficulty. 

A cleric can use it to cast the spells indlcated on the chart: 

Charges 
Cure Spell Performed 

Charges Remaining 
Expended Needed , I Cure Trifling InjUry 

~ 

3 Em Minor Wound I. 
4 Cure light Wounds " 
5 Cure Wound 48 

• CurelnJ~ 64 
-, ure Falrty Serious Wound ~ 

18> 
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lUumination [Any]: Any character employing a Wand of 
Illumination can expend a charge and automatically succeed at 
a Fire Building skill check. A cleric or mage may expend one 
charge (or 10 SPs) to light a candle within 10 feet of the wand. 
Similarly, a cleric or mage may expend twO charges (or one 
charge and 20 SPs) to light up to 3 torches within 20 feet. 

• Lanlun Light: A cleric or mage may expend three charges 
(or, alternatively, one charge and 40 SPs) and have the wand 
illuminate an area as a lantern, with light magically emanating 
from the tip for 20 feet in all directions. The light lasts for 2d4 
hours and requires at least 20 charges remaining in the wand. 

• COnt of Light: A cleric or mage may use 4 charges (or, alter
natively, [WO charges and 60 SPs) and the wand generates a 
cone of directional light from the tip. This beam is 60 feet long 
and 20 feet wide. The light lasts for 2d4 hours and requires at 
least 40 charges remaining in the wand . 

• Ignition: A cleric or mage may draw on 5 charges (or, alter
natively. three charges and 100 SPs) and the wand causes any 
pile of wood or wooden object up to the size of a large bonfire 
to immediately burst into flames. Creatures standing on or 
bound to the wood (such as n accused witch) or right next to it 
suffer 4d4p damage (save for half damage). This effect requires 
at least 60 charges remaining in the wand and requires the 
WlUld user to be within 10 feet of the fuel source. 

• Sunburrl: A mage may draw down 6 charges (or, alterna
tively, three charges and 200 SPs) and a bright sunburst springs 
from the wand filling an area of 60 foot radius, blinding any 
onlookers viewing the wand wielder for 10d4p seconds (dou
ble for creatures with low light vision or dark vision) as well as 
causing 6d6p damage to any undead within the area (whether 
or not they were viewing the mage at the time). This effect 
requires there to be at least 80 charges remaining in the wand. 

Lightning {Mage]: This powerful wand has several effects: 

• Shack (one charge or 20 SP): the wielder may touch a vic
tim with the wand to jolt them for 6 points of electrical dam
age (half if save). This requires a successful melee attack. 

• A rc (2 charges or 20 SP plus one charge; 16. charges 
remaining required): Electricity arcs from the end of the wand 
to a victim up to 10 feet distant. The victim suffers 2d6p dam
age (half with successful saving throw). 

• Lightning Bolt (3 charges or 50 SPs plus two charges; 33+ 
charge5 remaining required): Discharges a 5 foot wide, 60 foot 
long bolt of electricity from the end of the wand. All those in 
the area of affect suffer 6d6p damage (save for half \'S. 12th 
level magic). The bolt rebounds off of hard, flat surfuces such 
as walls, doors, ceilings and floors. The damage suffered can
not be reduced by armor or natural hides, etc. 

• Thundn'C!ap (4 charges or 80 SP plus two chargesi 51+ 
charges remaining required): creates a booming thunderclap 
that inflicts 2d6p damage (no saving throw) and deafens all 
creatures within a 120 foot radius (excepting the wielder). 
Deafness lasts for 10 seconds per point of damage suffered. 

• Forkd Lightning Boll (5 charges or 150 SP plus three 
charges; 67+ charges remaining required): Similar in most 
respects to a regular lightning bolt, the forked bolt is dis
charged as parallel bolts 10 feet wide and 120 feet long. 

• Chain Lightning Bolt (6 charges or 200 SP plus four charges; 
84+ charges remaining required): As a lightning boh, but once 
the bolt hi ts a target it arcs to the nearest metallic target (e.g., 
someone in iron armor, a metal door or a pile of coins) and con
tinues arcing between the nearest targets (if equal-distant, it 
always hits a new target) until the bolt has traveled 120 feet or 
has struck eight r-argets. The boh inflicts 8d6p points of dam
age to the first victim, subsequendy losing 1d6p in potency until 
fizzling out for a mere 1d6p points of damage on the final mark. 
Armor and natural hides do not reduce damage. 

Mighty Weapons [Any]: By grasping this wand and uttering 
the command word followed by the desired melec weapon form, 
the wand instantly becomes this weapon until the wielder choos
es to will it back to wand form. Further, the wielder can expend 
up to 10 charges to give the weapon a bonus to attack and dam
age equal to the number of charges expended. Any bonuses due 
to expended charges end after onc successful melee attack.. 

A mage can choose to spend 50 SPs plus an additional 10 SP 
per charge used (if any) to have the weapon strike unerringly 
during rus next attack. Combat rolls are still made to deter
mine if any special effects favorable to the wielder of the Wand 
of Mighty Weapons occur (such as a critical hit or a fumble by 
his opponent). Perfect and almost-perfect defenses are ignored. 

Proj ectiles {Any]: The wielder causes a projectile of his 
choice to spring from the cnd of the wand on a direct line 
toward an enemy, hitting on a successful attack roll (excepting 
any cover, including shields, of course). Further, the wand has 
a range of120 feet, but all projectiles ftred count as if the attack 
came from a mere 10 feet away from the target! Moreover, the 
wand may be used every 5 seconds. Cover is appropriate here. 

Charges 

2 

Weapon Type 

Sling stone 

Damilge 

2d3p 

dBp 

In the hands of a mage, projectiles strike unerringly (even 
ignoring shields and cover if the weapon can physically 
bypass). Mages gain access to the following weapons: 

Chilrges Weapon Type 

, Javelin 

t=5~=J [==~80~ It/arrow 

2d4p 

d12p 

2d6p 

If a mage spends 30 SPs per charge required for the use, the 
wand apends only one charge when used (regardless of how 
many were originally required). 



Summoning [Mage}: This wand allows a mage to summon 
creatures of varying power levels and numbers to do his bid
ding (see the fonowing charts). 

Creatures so summoned attack enemies or carry out some 

1 charge expended (requires 1 remaining charge) 

dB roll ,,«tture(s) summoned 

1 Oog.,wlId'Ui" 
2 

3 

• 
5 

6 

Mil) 

Kobolds(4) 

Spider, Large 

1: charges upended (requires 11: remaining chargul 

dB '011 cr«ltu,.(s) summoned 

1 

2 

3 

5 

6 

• 

Gnole 

Rats, Giant (11 ) 

3 charges expended (requires 1:4 remaining charges) 

dB roll credtu,e's} summoned 

ug ar 

oblln +- lOs (5) 

3 Orcs (5) 

la,"" 

6 Wasps, Giant (8) 

~::i:::::::iW.' Gant (2) 
......::'--"

W
;;; ..... '" " .• ~,--

121'----

4 charges expended (requires 36 remaining charges) 

dB roll "«tture(s) summoned 

3 Orcs (6) 

4 s (3) 

plder, Huge 

6 Spiders, Very Large (2) 

,Gian~ 

es (2) 

task that takes less than 5 minutes. If the latter, the mage must 
be able to communicate with them in order to issue them a task. 

A mage may choose to spend 50 SPs per monster level sum
moned to avoid expending any charges beyond the first. 

5 charges expended (requires 48 remaining charges) 

d8 roll "eature,s) summoned 

E3§~!B~U~bear+ Goblins Il ) 

3 Gnoles (2) 

6 Scorpion, Giant 

6 charges expended (requires 60 Nmaining charges) 

dB rol/ cr«tture(s) summoned 

1 

2 

3 

• 
5 

6 

Orcs (5) + Orkin Wardawg, lesser 

H~e + Spider, Very,~la=:l== 

~~7~;;}~~~, Giant (3) + Weasels (4) 

.... _8::.._",,_;;.;;:;:,+;.,Skeleton~'li:13:.J __ 

dBro" credture(s) summon.d 

t. GIantWarrlors (2) + Ants, Giant (4) 

2 ars 2) -3 Hobgoblins (5) 

• nW. , GiNIef 

5 SpIderi;YtIry Large (3) + Spider, Big 

6 Strix (5) 

8 charges expended (requires 84 remaining chuges) 

dB roll creature(s} summon" -
3 Ghast 

• Oro (S) ... Orkin Wardawgs, lesser (2) 

5 -6 Skeletons (6) 

7 , Gigantic 

B itf 
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Water [Any): This wand allows the user to purify water and 
with charge expenditure to create water in a variety of forms. 

• Purification [Any}: The wand's most rudimentary power 
allows the user to uner a command word to purify up to 75 gal
lons of water (10 cubic feet). The purified water is safe to 
drink. as the power of the wand is sufficient to remove poison 
or other dangerous substances. Note, however, that fish or ani
mal species large enough to be seen with the naked eye are not 
eliminated unless they pose a health hazard . 

• Strtam [Cleric, Magt}: If the Wand of Water has 25 or more 
charges remaining, a cleric or mage can speak a second com
mand word to create a stream of water from the end of the 
wand. The water flows for 10 minutes at a rate of3 gallons per 
minute or until the user speaks the relevant command word 
agajn. Such use expends 2 charges, but a mage may opt to 
spend 10 SPs to reduce this expenditure to one charge. 

• Cloud of Fog [Magt}: If the Water Wand has 50 or more 
charges remaining, a mage can speak a third command word to 
create a cloud of fog. The cloud encompasses 2d4p lO-foot
cubes. The thick fog restricts sight beyond 3 feet and dampens 
the area, making the ground slippery. Running within this area 
requires a Dexterity check against halfDexrerity, while jogging 
necessitates a Dexterity check against full Dexterity - failure in 
either instance indicates a slip and fall. The cloud lasts for d6p 
x 10 minutes, dissipating over the final minute. Such use 
expends 3 charges, but the mage may choose to spend 20 SPS 
to reduce this expenditure to two charges. 

• Gtyser [Magt}: If the Water Wand has 75 or more charges 
remaining. a mage can speak a fourth command word to expel 
a high-pressure jet of water from the end of the wand that 
reaches up to 60 feet away. This jet lasts for 10 seconds per 4 
charges expended, but the mage may choose to spend 30 SPs 
to reduce this expenditure to three charges plus 10 SPs for each 
further 10 seconds of use beyond the first. 

If directed at a single creature for 5 seconds, the force of the 
geyser inflicts d12p points of damage. The mage simply pointS 
the wand at any target and needn't roll to-hit. There is no save 
for the victim. but armor and natural absorption can reduce or 
eliminate the damage sustained. Mter the initialS seconds. the 
mage may continue to direct the jet at the target or switch to a 
new opponent. The geyser also knocks Small (and smaller) 
creatures down, while M edium creaNres must make a 
Dexterity check \'5. half t.heir Rcore tn n:main standing and 
Large creatures must m2.ke a standard Dexterity check to 
remain upright. 

MIscellaneous Maille Items 

This section includes various magic items such as clothing. 
containers and other similar pieces of equipment. 
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Etvish Cloak: This comfortable gray cloak allows the wear
er to blend into natural surroundings such as timber, natural 
rock formations, undergrowth, etc. making Observation checks 
to notice the individual far more difficult. 

Worn 

Normal wear 

Hood up and drawn closed 

~=:!i.!~com pleteIYr:==: 

Observation Roll Pen. lty 

-2' ... 
-~-ao 

All penalties for the viewer are halved in man-made sur
roundings or if moving. The cloak affords no benefits if the 
wearer is in arctic/completely snow covered areas, can be seen 
all the horizon or is mounted. This cloak may only be worn by 
elves and slender human females; all others are the wrong 
height and/or build. 

Flask of Filling: This pewter flask. sporting a thin band of 
acacia wood around its base, is always filled with fresh, drink
able water. 10% of these items are flawed and will fill with foul 
liquid causing any partaking of even a sip to suffer the effects 
of a random Poisoned Potion. 

Linens ofHeaHng: Wrapping this white linen over a partic
ular wound will heal it for d6p hp of damage. One roll of these 
linens is sufficient to heal six wounds. 

Robes of Storage: These long, flowing robes, embroidered 
around the edges with silver thread, have the ability to store up 
to 10 items of up to 6 feet in length and 2.5 feet in width and 
depth within its generous magical folds. The garment not only 
stores the items. but alleviates their encumbrance from the 
wearer of the robes as they are moved to an t:xtr.l-dimensional 
space. To onlookers, the robe appears very normal, showing no 
signs of bulk or protuberances. 

Once the clothing is removed. however, the items become 
their normal weight and size. 



Wrap of Protection: This black wool wrap has the magical 
property of protecting its wearer as if it was a suit of armor by 
absorbing d4p HP of damage whenever struck. It is, however, 
susceptible to fire. Any time that it is exposed to flames it must 
make a save by rolling 7 or above on a dlO otherwise becom
ing destroyed and useless. The wrap can absorb up to 100 hp 
after which it becomes nothing more than a tattered rag use
able only for mundane tasks such as polishing one's armor. 

Scrolls 

A full 80% of scrolls arc the mage variety. with the remain
ing 20% being clerical in nature. Each scroll has d4p spells of 
levels d4-3-ttrc:asure table (- l oS Apprentice level, 0 '" 
Journeyman,6 ., 5th level speU; for clerical scrolls treat -1 and 
o as level 1 if the only spcl1). 

Ftve percent of magical scrolls arc of the cursed variety (the 
spell backfires if read from the scroll and cannot be copied into 
, ,peUbook). 

Scrolls must first be deciphered before they may be used. 
This necessitates either the Arcane or Divine Lore skills as 
appropriate. Once an individual (who need not be a mage or 
cleric) has recognized the scroll con tents through a successful 
skill check, he may enact the spell by reading the scroll aloud. 
This must be done clearly and carefully resulting in a reading 
time twice as long as the casting time of the spell in question. 

Scrolls may be read by anyone who has successfully deci
phered them - even a fighter in full chainmail! 

Superior Quallt" Arms 4> Armor 
Armor. shields and weapons used in Basic HackMaster, even 

those wi th a +x suffix, are not magical per se. Rather, any 
bonuses represent superior quality in either metallurgy and/or 
craftsmanship. Whereas an ordinary (Le. +0) weapon is fabri
cated of workaday iron with an edge ground down by the local 
blacksmith sufficicnt to conceal most of the pitting. a +5 
weapon has an alloyed steel blade meticulously crafted by the 
finest weaponsmith and honed to a razor~sharp edge. Likcw1sc 
superior quality armor and shields arc constructed of work
hardened steel alloys precision fitted to offer the wearer excd
lent resistance to all but the strongest blows. 

Armor lind Shields 

Well-crafted armors, though not actually magical, add 1 
point to the standard dcfensc of the armor type (redUcing or 
even eliminating an armor penalty) and 1 poim to the standard 
Damage Reduction value. Shields add 1 point to a character 's 
defense roll and reduce damage by an additional I-Ut Point if 
struck. They an: also more difficult to destroy - gaining a 
cumulativt: additional point at each saving throw iteration. 

Randomly Determined Shield Sizes 

Roll (d%) 

' -30 

31·80 

81-1'' '00,---- ---,--

Shield Size 

mali 

Medium 

large 
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.' 
Armor found is of the type and size as shown on the chart 

below. Note mat armor always requires fe-fitting to be used by 
a new owner (costing about 10% afthe armor value). Armor 
cannot be resized between races. 
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Rondomly Determined Armor Types 

Roll (d%) Armor Type ., leather 

'''17 ThkkRobes 

18·22 Padded 

23-42 Studded lfOather 

1 RlngmaH 

$81 Scalemall 

88·100 Chain mail 

Randomly Determined Armor Sizes 

Roll (d%) 

1-15 

16-25 

31 -100 

Armor Size 

Elf 

Dwarf 

Halfl1ng 

Human 

Weapons 

A superior quality (+1 or higher) melee weapon adds its 
bonus to both the damage and attack roll. 

Superior bows and crossbow allow the shooter to add their 
bonus to his attack roll . Arrows, bolts and like items add to 
both attack and damage rolls but are destroyed after firing 
either (50%) dulli.ng to normal status or (50%) breaking com
pletelyon impact. Arrows and bolts are found in quanti ties of 
2d12p. 

If random determination of a weapon type is called fo r, use 
the follOWing chart. 

Roll (d%) Weapon 

01-05 Axe, battle -Q6.08 Axe, great 
i_ ~ 

09·10 Axe, throwing 

11 · 13 Longbow 

1 ..... 18 ShortbOW 

, .. 23 Cro5s00w, light 

24-25 CrOS5bow, heavy ,. Club 

27-33 Dagger 

>4-3 Flail 

,8-4, Javelin ..... Knife 

41-48 Knife, tmOWtng 

49-53 Mace 

54·55 Morning Star 

56-61 Spear 

.,..4 Halberd 

.5-6 Scimitar 

68·69 Scourge 

70-72 Sling 

73-77 Staff 

7 ... , Short Sword 

83·89 Longsword 

9().9' Great Sword [bastard) 

.... 9S Two-Handed Sword 

96.()() Witrhammer 



The Role of the GameMaster 
"We will not III.', (hear, or stl.'a~ nor to/erale such a(fiOn!> among our own.· -GM's Creed 

Greetings, friend. ~nd well mel 

Wekome to the ranu of all esteemed group 01 individuals who, as unsung heroes. 
havt! been urrylng the torch of role-play fOfward for nearly thirty yea~ Here, we 
proudly bear the title G~meMaster, and whether you be it veteran GM simply advanc
ing from the previous HackMaster 4th edition or a prosptCtivt GM rising up from the 
masses to heed the call, wewelcome)'OU into our fold as an equal. 

Your position as GameMaster is not an easy one. It requires wit, dettmllnation, 
drive, Imagination, diplomacy, organlliltion and the abllJry to think on one~ feet and 
to roll with the punches.. YOll are essential to the game. Through the selHess ~eay
Drs of in·t~treoches GMs such as yourself that Slrivt 10 hone your skills and kefp your 
players ch.lUenge<i. tht' HackMastf( experience continues to grow. You are the rrason 
players keep returning to the table and bringing new blood into the game. That's right. 
you! As a GM, you are the backbone of the HackMasler experience and bear some of 
the erroil for any success, and certainly for any failures, the game may experience in 
the future. 

While the players are not ynur enemi5, they are by no means your aliitS and it is 
Imperative that you bear that in mind alalltimes. As GM, y<lu are master of your table. 
The success of your own campaign Is primarily in your handsand)'Oll must takea firm, 
active hand in guiding it When you take on the title of GM, you tnter into a contract 
of sorts with the pla)'efs you haY! as!.embled. They are agreeing to stlI1I'I up to your 
game each week and invest time as you weave your magic and take them into realms 
of high adventure. In return, you agree that you wi ll glYf them something worthy of 
their time. 

Let me stress thaI th is is nol a relationship you should enter into lightly. If you are 
skimming through thl~ slow the hell down, back up and read itagain. Slowly. It Is cru
cial that you understand the grave nature of the commitment)'Oll ale about to make. 

First Things First 

Before your journey lakes one step further. you must pa~ for the moment of truth. 
II'S time for you to pUI your affairs in order and preparr for the task at hand. The first 
thing you need to do Is to take the GM's Oath. Even if you are already a qualified GM 
stepping up from HackMaster 4th editian, you should sign theoalh below and transfer 
your authOfity over to the new edition. (You can keep your 4th edition GMG as a 
momento, but it should be put away and retired since the new edition~ rul5 supercede 
all previous editions). 

It is preferable that an HackMaster Association·certified GM serve as witne» to your 
signing. If this is not possible, you should leave the witness block blank and goahead 
and sign and date the oalh. At your earliest (onYenlence you should traa down a qual· 
lfied witness and then reaffirm your Oath having him sign off on it. Note that the GM's 
Oath Is comprised of two artid5. You should sign Article One prior to reading this 
book. "rtide Two is only to be signed afterwards. 

The (ode of (on duct is just that Drafted by the HMA, it sets the standard to which 
all GameMasters are eKpected to adhere. A GM must adhere to the (ode of (on duct for 
all campaigns, adventures, scenarios and tournaments. 

GameMaster Code of Conduct 
Drofred by the HockMasrer Association, Sepr. 8th. 1978 

Ratified by rhl' HMA Nariana/ Office, February 17th 1980 [Not ratified by thl' Idoho 
Choptt'fJ 

As amtnded (ond rorifitd by tflt HMA Notiono/Office) Morch llnd 1981, January Jrd 
1986, Octobtr 16th 1988, AWi/16th 1991, Novl'mber 4th 1991, November 11th 1996, 
February 18th 1997, July 2nd 2001. 

CANON 1: The Game Must Go On 

The GameMaster shall do everything within his power to ensure that the Game will 
not be canceled. NeIther shall the GM allow said Game to be interrupted, Impeded or 
unduly delayed. The GM sha ll use best efforts to guarantee that the Game goes on 
notwithstandirl9 inclement weather, unruly players, player ab!.enteeism. tivil or mili
tary authOfity, war, rio~, strikes, fire or natural disaster. 

CANON 2: The GM Is Always Right 

The GameMaster shall maintain authority at his table and not waiver In the face of 
player adversity or opposition. A GM~ ruling stands as final unless subsequently over
ruled by the GM or an HMA eonYening authority. 

CANON 3: The GameMaster's Table is Neutral Territory 

The GameMaster shaU not allow external disputes. grlevancl"l, animosity, hostility 
or grudges to enter into the Gamt'. 

CANON 4: Let the Dice Fall Where They Ma, 

A GameMaster shall not fud ge, alter, ar re-roil legal die roll s. The GameMaster sha ll 
not alter the rt'Slllts of a die rol l in order to save 0( harm a monster. Neither sha ll the 
GameMaster alter the rl.'StJlts of a legal die roll to saYf or harm a charclCler. Neither 
shal1lhe GameMasteru!.e his powerOW!r the table to Inequitably brill9 harm, Impede, 
or destroy a character. The GameMaster shall let the dice fall where they may. 

CANON S: The GM Shall Uphold All Rules Indudlng Published Errata, 
Amendments, andChanges 

The GameMaster shall personally observe impecuble standards of (onduct such 
that the integrity of hIs table, campaign and players are preserved. 

Rul5 of Fair Play:The GameMaster shall abide by the rules offair play. The GM must 
dearly describe andlor provide all pertinent inforllldlion in an en(ounter and pfl)Ylde 
any information to which a player character would reasonably have knowledge. 
Neither shall the GM withhold information from the players with the express intent of 
punlng them at a tacti(cll disadvantage, unless such Information would not, could not, 
Of has not been properly discovered or known by them. 

Ihe Rul5 are a force of equity and function in both dilections, for the GameMaster 
as well as the playef. 

The GameMaster's Shield Is a Wa ll: It symbolizes the line of demarcation between 
player and GM and il shall nol be breach~ nor diminished. The GM shall hold the line 
and not wavl'f in his calls and decisions unl5s new lacts are unearthed that. in his 
opinion, shed uncertainty on a call. The players are at constant odds with the GM. It is 
their unspoken mission ta chisel away at the wall. to bring it down brick by brick.. It Is 
the GM's duty to thwart them in that effort. 
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(ANON 6: The 6ameMaster Shall Avoid All Impropriety, even the 
Appearance of Such, in all Game and GM-Related Activit ies 

The GameMaster shall not engage in any activities that might put into question the 
Integrity of his table, game or players_ The GameMaster shall not allow family, social, 
or other relationships to inHuence his offldal Game {lIlIs, die results, or judgment. The 
GameMaster shall not lend the power and prestige of his tiUe and position to benefit 
others. 

CANON 7: The 6ameMaster Shall Adhere to All Rules and Standards in 
Performing the Outies of His Title and Position 

In performing the duties of GameMaster, the GameMaster shall maintain his rules 
knowledge and keep up on new editions, errata and offi<lal changes. The GameMaster 
must require adherence to surn S1andards by those players under his charge. The stan
dards of this Code shall not affect or predude other more stringent standards required 
by the HMA. 

CANON 8: The 6M Shall Respect and Comply with all Rules, as well as the 
GM's Oath and the GM (ode of Conduct 

A GameMaster shall deny any attempt to induce him to violate or comprise the 
rules, his GameMaster's oath or the GameMaster Code of Conduct. 

A. The GM shall not alter a rule In order to accelerate the advancement or give afl 
unfair advamage to a Player Character. 

B. The GameMaster shall be faithful to the spirit as well as the leiter of all rules and 
stafldards and maintain a high level of (ompetence in all areas of responsibility per
taining to the title. 

C The GameMaster shall be patient, dignified, respectful and courteous to all per
sons with whom thE' GameMaster deals in an official capacity, induding players, fellow 
GameMasters, Convention/Event staff and HMA officials. thE' GameMaster shall 
demand and enforce similar conduct of any plaYE'f5 under his dlrl'Ction and conlrol. A 
GM shall diligently disrnarge the responsibilitil'S of his 1111E' in a prompt, efficient, 
nondiscriminatory, fair and professional mannE'r. A GM shall not pE'rform any discre
tionary or ministerial function of thE' Game in a manner that improperly favors any 
player. 

I, ,krt~"'~_'wm;wrdWilinf~l,1If!~ 

I ,u Jok-/)'J-tmlr[" tI.fJinHllb.t: 

lfllill;,s,._,~"wf .. z,;tk;;~fofbwiJ1~IfouJytWf4l~r_HrkJ. 
z""w,SJjpp~f1.uJ J~W1I(url'!J~ WflClIlII)'m'4Ia, _kwrts"'"~Jlil;J 

u.shWti.wisn.t4firdNS-Z"f"'11IMd.,.~HsdMll1t"~cw(liMA]; 

J 7I'iII AliiddifbrCM Q,J,o/CMtIut1; 11#i1l n..r IrMftrilb.ml..!kr,U __ 1P fiHC«k-. 

, ~"f»"fod"~1~j,JO"I/If""J"(~_$J,~o/t'MSidtr;4 
1,;rth;;j~""f.riIP.foll~"~it.~if'lXritUtf;.;t1.m~"'~ •• ~ , 

ShcrJdiWur,Mn,Iy~J~('i./t"filifiJl(hlUiJ!u!lr;J,{,I.ati.I.d,tiySltp~ii; 
- ... -

, I" thaw.r' kwfR"foill~HttliIJGM IM"'sl 'Wi11 "",Ji1JJdge fiN wa-m.J/J iw/",.,.,.,Iw, 

Jisd>~~.~(Irf)/«rGM'Pryprn-ttn"fl.fo""'M_""'tl~b.:tw~; 

D. The GameMaster shall avoid making Game calls on the merits af a pending or 
impending character action. This proscription daes not extend to public or private 
statements made in the course of official dutil'S or to the explanation of Game proce
durl'S. The GM shall never disc.lose any GM Proprietary Information re<eived in the 
(oursI' of official dutil'S except as required In the j)f!rformance of such duties, nor shall 
a GM divulge such Information fo r personal gain or other Impropriety. A former GM 
shall observe the same restrictions on disclosure of any GM Proprietary Information 
that apply to a wrrent GM. 

E. The GameMastershali not engage in nepotism. Note: see also HMA 3110 (GMing 
for relatives); 

F. ConHicts of Interest. 

(1) The GameMastN shall avoid conflicts of interest in the performance of his 
duties. A conflict of interest arises when a GM knows that he (or a close relative, or res
ident in the GM's dwelling) might be so personally or finanCially affected by a maner 
thata reasonable person with knowledge of the relevant facts would qUl'Stion the GM's 
ability to properly perform official dutil'S in an Impartial manner. 

(2) Certain GameMasters, because of their relationship to a player or the nature of 
their dutil'S, are subject to the following additional restrictions: 

(a) The GM shall not allow personal bias or prejudice concerning a player to innu
enee his adjudication in any manner. 

(b) If the GameMaster steps down from the Shield and re-enters the game as a 
player he will not divulge GM Proprietary Information to other players. Nor will he act 
upon such Information as a player in order to gain an unfair advantage unll'SS it is with 
the express purpose of challenging the acting GM with the intent of improving said 
GM's skills. 

G. Compensation and Reimbursement. The GameMastermay receive compensation 
and reimbursement of expenses relating to running the Game. Expense reimburse
ment shall be limited to the actual (ost of materials, food, or drinks. Any payment in 
excess of such an amount is considered compensation. The GM shall not ff'{eive any 
salary, or any supplementation of salary, as compensation for his smi(l'S. 
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Character. ______________ Class: ______ _ Leve~ Alignment: __ UCDlISTIlIISIC 
Race: ____ "" Age: __ Height __ Weight: _ __ Hair: ____ Eyes: __ _ 

Patron God!s): __________ (Anolnt~? Y aN a) Handedness: __ _ Cbarader llecord 

"'" ,., en "'" ... ArmorWom _ _ 1--,>- STR Moo. OfSrII. (~( (~I (liS) - -- Body: (damage reduction = _ ) 
'"~ 
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