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Rules commonly use V"driOUS die·rolling mcll\Qds to deter­

mine lhe outcome of aclion~. Sometimes dice are ust.-d 10
find out ....nether or not somelhing happened, such as the
door that did or did not open. And somellmes there are it

variety of outcoln~s possible, such as in l."Ombat when an
attack succeeds or falls and is amplified or modified by a

impale or weapon rumble. The amount of damage done by a
successful .;illack depends on a die roll, as well.

In Boslc Roleplaying, the gamema.~tE'f has the Immense
responsibililY of prep,dring a game world and playing it with­

out bias. Most often he 01 she wiJI sct up a lair of some hos­
tile monsters and bandits and then he Of she will play them
agaln!llthe player characlers

II i~ the gamemastcr's duty 10 make the opposition smart
<md mean, or there will be lillIe challenge for U1f~ players, and
they will IJe OOred. BUlthe gamemaster must refrain from
aIbilrary dl.'Cisions e\ICn though the players out-fight, outwit,

or out-guess him in the end.

The players also have a duly to play their characters within
the kJlO\VIl limits of Ihe personalities they run. Remaining unbi­
ased is as dimcult for them as for the gamemaster. Just

because a player happem to be a science major and knOWS

how to concoct subtle and potent compounds does nOl mean
that his shepherd character (without learning or training) can
.!;(rollto a game-world village and open an alt;hemy shop.

Operating within Ult~ limits of Uleir characters prcsses lhe
imasinallon of every player, and il is just that situation which

names Ihis genre or games, roleplaying. The players them·
~elves act oul the roles endowed to their characters as
though only those chardClc.rs existed. Doing this is the most
dimcull and most salisf}ing part of the game.

To Steve ?emn and and Ihe f)lh~ 3ulh.ors of
RuneQuest for their work and inspiraHoll in the

roJepla)'ing gamp fit>ld.

I. IntroDuction

what is a Rolepla:!)i"9 Gamel
A roleplaying game (RPC) is one wherein Ihe players con­
Slruct characters who Ihc out thcir lives in a Spcciillly made
game·world. The characten; need not be 1l1l}1hi1\8 like the
people whQ play them. Indeed, it Is often morc rewardillH
and enjoyable for players 10 reate chardcter.> entirely unlike
thcmsel~s.For instance, the m0101 popular sorts are warriors
and magicians-how many knights or wizards do you know
in this world?

nlt~ game world is opcrulcd by a referee (sometime!>
called a gamemasler, adventure masler, dungeon master,
etc.) who sels up the situations whieh U1t~ pbyers confront
and who also plays 'the world:

An RPG game, then, is an interaction between players,
who operate (run) chamclers, and a gamel1lili>tcr, who runs
the world in which the adventures occur.

Most of the play is verbal exchange. The players tell the
gamcmastcr what they wish or intend to do. 11\c gamelOns­
let then tells them If Ihey can or may do II and, il not, what
happens instead.

TIle actual smile rules are importanl only when tIlere is
some quesllon of success or failure, for lhe rules are the
agreed realily which makes the game world understandable.
The rules represent the common experience of the player
characters a:. well, and provide ways of determining the like­
lihood ofsuccess or railure before a slluation is actually met.
TIle rules also are the court of appeal: whenever lhere is a
conflict bet\veen what the player characters wish to do and
.... Iw.t dlcir y<:uue-\\!orld seems to lei them do, then lhe rules
are used to settle the dispute.

Suppose lhat a player tells the gamemaster that he wish­
a 10 open a door and enter the room. The gamemaster tells

that Ihe door ls kIc.ked. TIle player says he \.\.ill
1Ihout~ OlD arsurnenl 01" an arbilral)' decision

might result The rules teft you how to discO\'cr the outcome
or game actions.
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Uke anything else. rotcplOl)oing Is easier when you have
done il it few time.... AAW}"'I ha~'e some idea of)'OUJ' charac·
ler before you start. but also allow lhe e\ocnts of his or her life
10 hetp shape the character's personality. Allow you~lf dlf·
ferent roles for different characters.

As you go through this booklet. )'OO'U leam a basic role­
pla)1ng 5\' tern. 11le booklet explains the game I1le(;harucs

thai define Ute 'world rnaclUne.· 8ul)'OO must do the <:hatac­
ler creation thai defmes the character's personalil)'. You do
not need a prepared character to begin roleplaying. By the
Iime}'OU fUllSh this book you will have one, though, and this
Is a good lime to gel him or her started.

£XA,.tlPLE

\'bt.-ch<rnder 1$ 0 )QUItB pt!t'lIOfI, male (K 'Ml(J~ (you get )OOF'chok~).
Hi.' knouJ5 little dIlle llXJt'irl, hofins fllways IhlM on (/ farm IocOIM In
qukt collntrysfck> {Of in III#! middle 01 Wnlml/Im:'. His childhood fl<JS

lx'tYIIIOfJIJ} (lad sole, and Ilk adolescence 11m~ Jnnor:e'" and
lBflorarrJ. Tile Ilume J'OU piay will :>101111/$ chronkk 01odultflOOd.

1bt10) it exdrlng. The fOM'TlOfl 01 yOllr IUlIIt!r's (arm is SOins 10

'own to pic. liP ~lPPi~ and tit' hQj MJtcd your choroaer IQ IJO
tdonB S/ncf' )'Oll've nerJef' tH>M 10 ttMm fH.'kw. ),ou can hord1) «;ait

71w 1L"tJ8OIr trip is Uf1f.'fXfIIfuL )00 /lOW s«rI 1M hf!eS and IIfttb

of tM farm tH!torr. 1M roiled dirt rood pcmes by~ farms. now
ortJrS )"OU'/JII!' rteIJl!'r~ From 1M wagon )'ou sm adarlt town,~
Itf'n and trry$Imous. atop a disJ(J(IIlrnoll. 17k>~I. J'OU that
it 1$ Ooss Ruin. ondthot8ftosi:JduJdt~. ootithalhUfotht!rona
helped ItJl1 a troI neorl». He also reIIs }OtlrtOllO worr).~M
has hISpJeflllS IJ.,llh him ood /hoi you~ sole.

(How does his ta//t maRt! )'OIl (ft'I'Does brinB so c1oM' to tM
ruins wony 'fOO? CuriouJ 10 $ft! ,ghosts fPOll)' IiIJl!'~, Re<mtnd
by his $lOIcments' Con/fdt!nt in hL(javt!l1fJ$? \\-Ish you hod OM' )'OUr'

self~ ihouBh you~llmow how to use it?)

1hr wason ".., laRes ttn"!! 'IOUI'S to COITf'kte, The~ 01
Shirlowtl (&O-NJmed b«0USt )'00' CUll buy COlton doilIeS t1Jf!n) is
small, SDmf!' 20 tJw1dinss seallem} alonB a 3tl"t'Wn 1b)'Oll, who~..
MUW3Wn 0IT)1h1n81J1BBt'r Ihan a fat'rftSlt!Od, Shlrtown is a fPl)(>/mion.

ntef~n IIiIdK'S /he IIOf'SC and wagatliO 0 roil ot the JrtJdins
poSI and waten tile unimal St:I.'iJI/J yotIfCIU'imity, lie letts you /0 luke
U wolk ClTOUrld. "Ue careful, lie $U)'S. MyOU'ro jusJ Q k~Iu:n!Te for­
etsrwrs In town.

(How do~ feel about being co/1M 0 Itld? WiN)'ou lalk IJock to
film 10 proue you Uf('fl'f7 Does tIre kJt'O CJI lvreisflCt'$ ."iICtJrf! you or
nlOlw you wont to see them'?;

"'biA'q oroflnd 1Ml~, you~ thot~ main S1reef M( 1M

rrodillll paM on it. a boardinB house with a poIntM sign oot!rlIftJd. on
oI'fia u./th wonJy uriUen an tIN! t/ooT. 0 5lobh!, and 0 fIUITIbn' d toney
houses ptWIted IWfI color.. much bri!J/1tf.Y llIOtI any IJ$f!d on ,)OUr {ami

A dozm OTJiOp«JpIe UXI/Jl obw abo. masl bnsJdJ'on~
)00 tIItI m:wn 1M main SITfft aIotlB ont"diM smoII tmil$, Idtidl

wtOI~ bdI1nd bui1din9 and aIon8 gordt!n pkn You 5UPP05't! 1haI/~
~ u.ho lend the Iidds G'OUfJdShIl'rOWfI octuall} la in IOlm and
thut tJ~ 1ft "H.7 personoi gankns. A baby cnes frmlJlIy m:wn u
housr an yoc, left. GftSIf' u>uddIt! towonJ thl!~
~ )lOU I"f'tIIn to~maIn~. 1M klrtman Is not~

tU«nlf)' Inside, oonduetinS bu$ifH'SS

SIJl1denl)' a man, wranns hdnH!l and armor a,th a shield
struppt.'C1/0 hU bodI cmd aSWOf11 Ql IlIsSNk. stCJ8§t"f'Sout oflhe build­
irIIl near)'OO.•~lJmbles.and crushes ~o)'Oll, You an! knocked doWn
and look at him from /he ground fie SlJ}f!(Jn 01 )'OU and tllm!J "ts
bot:lr, moW'R 0100)'.

(Are ,'OU onary? Fnsht('f'ed~ Do)'OU swear back (J( him. fJO$Sibl)
Ot~'flll8 Iliff. furtlw1 Or UN! you I/'lIJrCS$t!d, Wislung you /HICl
weapotl$ arid omlOr and a bell)fuU 01 drlllk?)

Balle Rolrplaytng

0" TI,e Roa~ to TOlV11
AJ" you wOIch. ~ turns 1M CDmt'I"and falb dounl)1tW in a hrap

and SfkriJg.~~icMyaround. you Sft Ihat no 0fIf'is~,

lOS« t'lttw!ryou CKhim. A rnanrjbcJB /sootheJl"OUf'd_hlffl. obu­
OUSI)' c/tropp«l from his hand

(l-Uw do you do~ nanl~ quidl cmh? How abouI on HlSY
SU1Ofd?MO)M M toM'l t!l'nl WC1Irt up Uyou lak~otrhU fteImet, lme
& on opponunit). tdlkh may well s/tOfN 1M f'f!Sl of)'OUr" IUe. \\-'lOlu:iJI
It be, an t'OSy, U~st. chOllce to tJ4!1 ahead In Ihf! world qllidtl)'?
An honnt allemnt to help Ih,s slTCJnBf!rl Should you leo«' Ilim 10 hl$
~Ih/(>.s andSO on? \tlPlaln'W)"OfJ wisJl WIll hU/J(JefI. since "H.'fr is no
somemOSlfYrighl now 10 wake h111l/)

FQt1/1CfdoWn the street (J lad)' .~;r$ orOI' a /xure/. SIIe Is unlikf! onv
)'OO'Q(" $C(''' before, Her foce I.~ lteaVlly mode up, sometIlfrW)'OO'''''
twurd 01 but neucr sun Stw mJl!e.( 01 )'011 wfHon you approoch and
calfs )'00 ouer. She otrm 10 .sell you a "n.w of maRkal drink.

(I1(JJ1I 10 buy? COl OIl' money' II noI. you honest son/, Iht!n W
IJ,;IIJ a/ve it to Jou fOf' free if)'OU'11 promise to do her a (uuor, unsp«l­
fled. sometime in IIIe futllf! SM willm~ you $U.("(JrOO your &Old If
you do talle II, otl OOIh tlKJ/ has some Impon to )'ou or OOllOflf' 1ll.*W
hm!. Site doesn't a.m iruLsI thtJJ )'OU drlnIf it now. You maY tew 11
and~ it. CK asI! tIre tomnon Idtat /lis.)

You WOJJt1f!r- back to tire Ll4yOn.

There)'OU ha~ the lJlart of it. 'Qt a k>!to do, ror sure, but sev­
eral opportunJties 10 p~nt your character \\ith .some: per­
sonality, Honesc or dishonesl? Culllble or \vary? In debt to that
ok! con-woman or stili r~? These are traits and events
","hkh can come up again In your young lire, and m8\be \o\ilh
rar-reaching effect.

Developing a character \\111 also df.>pend upon the bask
abilities that che character has, and those ""iU be discussed
bekm. But you musl clothe the numbers with lmaglnallon,
and lhatls the real play In Ihe game,
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IS It Fun) - Cooperation anD Competition
Gamilli 15 social If you want to use your lmaainatlon alonc,
you could read 8 book. Bot be warned: when a number of
people get together cooperatively, they can form a commu·
naI fantasy far more inle~ting and imaginative than could
allY one person, and the }oint effort results in an extremely
salisf)1118 experience fOf 811111\101"00.

Players must work together. For instance, a pany of ad\-'eR­

turers ",iQ not 5l.lJ'Vi\.'e against a batch of monsters if lhey are
noe y,illing to aid each~, heal each other, and guard each
othe.r. This ~ not to say lhal you cannot playa back-stabbilli
thief, only to suggest lhatlf everyone ~ys that way, there will
be no incentive to play togclher. n'lere must be honor evcn
among thieves, so far as gaming goes: if all of your charader.!
are CUI-throats, who will want to play with you?

Thcre also needs to be cooperation between players and
the gamemaster. l'hough the gamemaster does mastermind
the world and docs sct up and run the details, it's also true
that the game remains a game for him as well, and lhal he
Iilo;es to ha\'e fun pla}1ngloo. The p1ayer-chalacters should pit
themselves against lhe y,-orJd, not the gamemaslcr. The
gamemaster should not be afraid to ask others for their opin­
Ions on game mallen, and !he pla}"CrS should not be afrdid of
debating rules quesUons or play opponunlties ,\1th the
g3fTlemaslcr. Gamcmasler rulu18!t shouJd be rmat, U"IOUgh.
and pta}'ers must be "'illing 10 take Ios.se5 if the gamemaster
is adamant in his thinking. \\Qrk out questions by discussion,
noI by flaL Player.! and gamemaster 5houkl be ""illing 10
change their minds ifnecessary, and occasionally change the
game somewhat 10 adjust 10 the iluation at hand.

Simple communication \\ill build an enjoyable and
understandable workllO play In. The re'Alards of cooperatJon
are great; hoslility and resentment are fatal 10 play.
Remember, the object of aU this 15 to have fun.

Winners anD Losers
Uniquely and admirably, in roleplayin~ there arc no winners
and losers In the normal competitive sensc. Play is coopera­
tive. P-dllidpants work togctJlcr for a common goal. The
opponent Is some alien or hosU~ situation controlled by an
Impartial ganlemaster, not another pla)·cr.

If the player-char.lcters succeed in their goal, they all ""in.
LosIl18 is what happens if Ihey fail (they may jusl trv again
later). Tht:! onl)' k)sers are tho5c charactel5-noI ptayel5­
who die in the allempL E\en then there is salisf<K:hon in
d}1ng gloriously. and recounting such a deed of honor.

Life anD Death
Otvtger is a common part of role-playilli. There is 5atbfaction
WI non-dangerous occupations, and players~ urged 10 have
sortlf> IlOfl.COI1lbati\'e characters if lime allows. BUI the

'::~~~::'~i ~ ~rlormance of characters in Iif~­
d 0\. is lhe one experience we cannot

dlan ont'e. and~ 01 us~ lnte~lt!d in hurry­
IIlg our chance for the knO\\ledae. Rolepla)lng gl\es us sur­
rogate danger withoulthe risk.

Even so, you \Yill experience real emot)on when }'OUt

characters gain vlClories, and undergo real agony when they
die. Players and their characters ha\'e an intimate rclation,
and the longer a player runs his character weU, tilt- more

there ""ill be a selbe of lou ""hen death comes and resur­
rection is not possible. This can be traumatk if you are 100

close 10 the characters al hand. For this reason, people arc
ad\ised 10 never play themseh-e.s In 8 game. Ahona} maintain
a proper mental attitude to\\wd the game, and remember
thalli is only ImaglnatJon, 00 mailer how rul it 5ee11\5 during
play.

Possibility of loss makes success rewarding. Commll your
characters to battle and play "",ilhoot restraint.

II. Materials
IkJ81c Roleplaying uses a number of different dice. Dice sets
are available at game "tores or by mail. For l..'Ol1vcnience.
players use their own sets, but also may share.

Several l}'Pf!:S of dke will common!}' be used: lhey art: 20­
sided, IO-sidcd (frequently used interchangeably with 20­
sided), 8-sided, 6-slded, and 4-sided dke. When two lQ-sidcd
dice are used te>qeUlCr, or when one 1()..sided die is rolled
twice, a number between 01·100 Is generated--a 'percentilc
roll' The pe1Ce!tlile roU is \'Cry important to Bask Roirpla)Vrg.

Abbre\iations are used to designate these dice. TIle !cUer
'0' lands (of the word Dice. A number denobng the num~r
of sides on the die bei"ll u!>«l will follo\v this IcUer. Thus a
020 i5a 2().5kted die. a 06 IS8 6-sided dJe, and 8 0100 is a pair
of IO-skled dice: used as percentilc dice.

A number rooy precede designations. This number tells
the player the amount of Utat kind ofdice to roll For inslance
206 means thaI two G-sldcd dice should be rolled and thei:
results added together, If you don't have the righl number of
lhal kind of die, roll thc one you have for the number uf limes
indicated, and lolalthe result.

Sometimes addition lIlust ()e made to die rolls. You
mi8hl see -106+1". The number folklwing the plus sign
shouJd be added to the result of the 106 roll. ~ 106+ I M means
that the Iinal resull musl be bet\\.'CCn 2 and 7. though the
exact result depends on the actual roll of the 06.

F"malJy, there are occask)na/ results requiring that differ­
ent dice be rolled at one time. If a \veaporl does 106+204
damage, lhe actual damage ""iJl be found by rolUng the three
requested dk:e and summing their results.

ReaDil1fj the Dice
Most of us are familiar WltJl the good old cubtcaI 06. We read
It bytt\ro1.\.ing it so that It tolls, then take the number that is face
up 011 tJle die as the result. This is the Inclhod w.cd fOl re.tding
OS as well The top number Is the number rolled.

O4s are more difficult. They are pyramid-shaped and have
110 apparent top 10 read. Il1lhcirca~e lhe number rolled Is the
one that Is right sIde up on the sides of the die alter It Is
thrown. These dice mrcly roll, and it is adviSL'<i Utal you gel a
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Namin9 Your character
How you name )'our characler roily depend upon the cam­

paign in whk:.h you play. Some campaign allow onty wme

specifically appropriale Iype or name, such as w.ing only

SCandinavian names for a Vr.klng campaign. This is re.Lati ..e­
Iy easy, since lists of names can be foulld in any lIbrary's

reference section. Some campalsns allow n~5 of any
.sort, such as one where Fren('h·Canadian politk:ians uppear
beside American movie stars and Greco-Roman legen­

darrel:>. This is largely a matter of lasle, l>reference, and what
everyone agrees to.

if you have trouble thinking or a name for a new charac­
ler, lhen chooSe one retalrvely neutral, !luch lU Mudd. Glop,
John, Arnoki, or COfen Namek:ss. 11 Co possltHe 10 change your
characleB' names Later, especially if they do somelhing is'
nIfkant lhal their companions \\ ill remember. Th~ Ule)

III. Life From Statistics

or how long it will lake fot 0f1E' characler 10 move to aid

another. With figu~, rneasuremcnt pIO\1des answers 10 -\1y
guy was suppo5t!d 10 be here.- and -Where is the elcph.uII?"
Counters can easily ad as figures..

A few props pfO\ide drama. Large ruins can be con·

WUCted whh childrens' plastic blocks, Scrounging unearths
miiJoad accessories, cake d<."COratlOl'lli. \,,-eird things (rom

hard\varc bins. and so on. Styrofoam packaging can be
ca....ed 10 differelll shapes. Sollie HO·scale trees, toy fences,

and a largc rock glvc otherwise lifelcss melees Intriguing pos·
sihilities for deployment and usc of ...pedal skills.

Fl8ures are Ilonnally I- high miniatures, purchasable at
many game and hobby stores, or ordered by mail Some

rnanufadurers publish attractive cardboard f!Sures. Many

people make good use of inexpensive toy figures.
IJref~nce'iand pockell:x>ob lI\f1oence what is used. _0 one

is likely to have even' kind of monstC! or person that a same
demands. Substitutions are common

Tbe Battle Boa r~
If you use figure:.. you ..... iII also \\'<lnt a battleboatd. A battle·
board Is made of almost anything, but Is commonly a large
.\iheet orpapf:'r thai can be. drawu on and dlsp05e<l ofaRcrward

or reused each lime with added details. Also popular are
transparent plashc shei'l" that can IX' \Ynllen on wilh china

markers or grease pencils, so that the wrfacc can be era.~

and reused. Sometimes the ~mastermay pre-<traw a \oca.
lion or 600rp&an. and at other t:iJllo. he may usc such ~hetlS to

record terrain as play devek>ps. 'Batlleboard' is II tenn carried
O\"CI" from tJ-.e cL:a)'$ when fantasy rdcpbyina was mainly fight­
Ing. ~ow there are many noncombat...~ sllualicn,,_

II i$ of1C':n useful for lhe gwoemaster 10 draw oulthe area

ofactivit)' on an ordinary sheel or p.lpcr and to nole the scale

there. When the llction "hif" to individual scale, the

gamemasler lurns 10 the balUeboord,

D20

character sheet
On !he nexl page arc 111ree &Isle ROlepl4J'lng char.lcler
forms. Anyone form holds lhe characler info you'llimmedj.

ately need about a particular character. Later you'll learn to
fill out lhe form and what Ule seclions mean. Photocopy the
J>i'8f" so lhal you C.all reuse the forms; a sample complelM
form Is on page: 16.

Fi9'tres anb Focus
Btuk Ro/qJ/Qj'ing can~ pla):ed as a slrictl) ~erbalg.tme. as
)00 can see from Ute example about the farmer's chlkl com·
lng 10 the big city. But many games 80 farther Ulan this, and
play \\ith miniiJlure figures and a battkbo....d

Focus is always useful, (or all the pl.:WCf') call then "cave
their fmaaillations 11110 the same framework. For Instancc,

seiling up a marching order for a pany of ad...cnturers 10 trav·
c1 o"erland shows which characters ......ill be in a position 10
"W.ak 10 each olhN; lhis may be sisnlfieanllaler if a charae·
ler must choose one person OUI of many 10 aid.

1J1ling fisure!'i ill a good habilto devek)p, When f1gu~.s lire
on the tab$e, it is posslbk! to see tJM.l1 your friends ate bk>c:k·
ing the field ol fi,e for }1)Ur bow. They wiu sh()\\- wtnch char·
llcteT5 are first a",uled by Siant wasps slriklng from the flank.

r.Uldom resuU by tossing Ihem so thai they tumble In the air

t>c-rore landing.

Though D20 is aJ50 read from the lop. as "11h 06 and 08.
many have only ~o sets of single wQit numbers ()'9 on their
20 liides. What to do?

1llCre are twO usual wa~ to make a 020 yield 20 diffe.rent

numbers. )00 can lakl' a markfng pen and mark one l!8ch 0(

lhe numbers from D-9 to distinguish them hom Ihe other set
or len numbers, 3Jld then dl.."Cide
whether the marked or Ihe
unmarked numbers represent the
single digits. The othcrll will be the
'teen' numbers. Grt'en pens will
yidd 'Ieen is green: but any color
will do.. As a 020. the low zero will
be 10, and the high zero "ill be 20.

1hJe 2O-sided dice numbered ).
20 are also commonly sokI, and rep.
I~nl a 800d soJulJOIJ

0100 rolls arc aCluaUy easier. If
one 0 I0 Or one 020, you need 10 roll

illWice, The first roll Is the 'tens' roUt
<:Ind Ihe ~cond roll Is UiC 'ones.' If
you roll B 5 the flr!ll timt> and an 8
Ihe second lime, you've rolled 58.
"OO~ aM'il)"S equals lOll.

With [\,.'0 OJ Os or D20s of differ·
ent co1cm, you need only roU both al
the sa.rM lime (0 read the 01 00
number. Decide which color is the
'len..' and \"'hich IS the '~.' 1lle:n always read the dic~ the
same way.
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GEAR:

Attack%

Damage

Parry%
Hit Points _

Attack%

Damage

Parry%
Hit Points _

GEAR:

!iHIELD:

Parry%
Hit Points _

Player: _

WEAPOIIIS,

SHIELD'

Parry%

H~Points __

Attack%
Damage __

Parry%
Hit Points _

Player: _

WEAPQIIlS,

Attack%

Damage

Parry%
Hit Points _

HIT POINT!i:

1 2 3 4 5

6 7 8 9 10

11 12 13 14 15

16 17 18 19 20

ARMOR:

points

HIT POIIIlTS,

1 2 3 4 5

6 7 8 9 10

11 12 13 14 15

16 17 18 19 20

ARMOR,
______ points

U.ten (25%) %

!!ineBk (20%) %

Spot Hidden (25%)__%

Tbrow (25%) %

Idea Roll: %

Luck Roll: %

Dodge Roll:__%

Persuade: %

Climb (40%) %

F1r.t Aid (30%) __%

Hide (20%) %

Jump (25%) %

..
~
i!
III

Ii; [11mb (40%) % Unen (25%) %

::l F1rat:Ald (30%)__% Sneak (20%) %

;: Hide (20%) % §pot: Hidden (25%)__%

III Jump (25%) % Tbrow (25%) %

Charaet:erl\lame: _

!iTR __ ­

COIII __

SIZ __

IIIlT __

POW__

OEX __

APP

Charatterl\lame: _

STR __ ­

COIII __

SIZ __ L. --\

IIIlT __ Idea Roll: %

POW__ Luck Roll: %

OEX __ Dodge RolI:__%

APP __ Persuade: %

Character I\Iame: Player:

!iTR __ - ARMOR: WEAPOIll5,

COlli __ points

SIZ HIT POIIVT!i: Attack% Attack%.--
IIIlT __ Idea Roll: % 1 2 3 4 • Damage Damage
POW__ Luck Roll: % 6 7 8 9 10 Parry% Parry%
oEX __ Dodge Roll:__% 11 12 13 14 " Hit Pomts Hit Points
APP __ Persuade: % 16 17 18 19 20

SHIELD, 6EAR:

•• Climb (40%) % U.ten(25%) % Parry%III... FIrat AId (30%)_% Sneak (20%) % Hit Points...- HIde (20"1» % Spot Hidden (25%)__%:.:
III Jump (25%) '" Tbrow (25%) %
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might be known d..!t Dru8olls(uler, Panicky, or Prunes instead
of their original namc.

If )'Ou are at a loss, )'00 can alwuys choose a \\--ell·known
name from popular f1cUon. Be warned 10 avoid the best·
known onc.s, like COllon or Frodo. 1lla1 "'fay you won'l suffer

the embarrassment of being one of 12 people \YI.th identical­
ly named chatacters in lhc same ad\enture. Always lake it

name )'OU and your charac1er can live WIth, and remember
thai gamerrut!>lers frequently may lest characte~ with
descripth-e names (like Slfonsman) about them.

chaTacter Creatio~ & characteristic Rolls
E"ery player starts In roleplay1ll8 by creal1ll8 a character. The
numbers rolled wtUch represent his bask characteristics \\ill
SO a long way towards dclCI'TI'lininH his reJa1ive worth and
value in Ule same \\orki.

The seven basic charaetemlics are Strength (STR),
Constitution (CON), Size (SIZ), Intelligence (lVI'), f\M~r

(POW), Dexterity (OEX), and Appear.m« lAPPl,

For human beings, lhese bask characteristics are round
by roUing 306 once for cadI of the seven. Doing Lhis yields
seven numbers which should be wnlten dO\'IT1 in the appro­
priate places on the character sheel. Using 306. each result
\\-i11 be not less than 3 and not more lhan 18. You need not
accept every roll, Lhough-you might, ror instance, make a
personal rule lhal any roll below 10 has 3-4 added 10 it, so th.,i(
the resulting charader is not ridiculously weak In a 'ipecific
characteristic. You are free 10 ignore lhe exlslence of charac­
lers lhal do nOI Inlerest )'00. In facl, you are free 10 do what
you will wilh Ute gdme or Ihe characters! If )'OUr fanlasy
world widens, and you build a home base. you could popu­
late your home farm or casUe with the characters you oUler­
~ mighl nol run. AnN all, ~mebody has to wash the win­

dows and answer the door, and rub dO\VJl your warhorse
after adventuring!

Take this opportunity lu roll up Ihe chdroctcristics for your
own c1w.mclcr, and copy the results onto one of the character

forms, (The aUlhors also will roll up lhc characteristics of one
Jon Average. whom )'Ou'll sec displa)'ed on the last page.)

STR is Strenglh. This measures the muscle·power of the char­
acter. STR measures wluu and how easily he or she can pick
up sorneUling. (\lk rolled a 4 for Jon, and Uml's nolgood. We'll
add three to ii, a5 discussed above, to gi\.-e him a 7-he still
'0\'00'1 win in arm-wresUing. bul now he can lin a sword)

CON is Constitution, a relative measure 0( health, From CON
you can figure a character's hit points (HP). These tell !he
amount 0( damage 8 character can take before becoming
unconscious or dead. In &ulc Roleplaying, CON points are
identicaJ In amount to a character's HP; aJso circle that HP
number on lhe character form. \.\Ihene.>er hun, ma1k oIT!.he
number of darmge points taken directly on the hi! point .sec­
tion. Damage can be repaired by Healing, .....ruch raises the
HP number, and CO~ will also restsl poison and disease, as
explained Later. l'iote that CON is not kM--ered by damage.
(Luckily for Jon, the aulhors rolled a 14. He may not be

stmns, but he IS heaJthyl As an exampH:, by the way, if .Jon

Basic: Roleplaying

",,-ere hit by an arrow which did 3 points of damage. his HP

would tiecomt: II, but his CON woukl remain 14.)

SIZ Is Size, combining helghl and weighl inlo one ngure. This

will be hnportanl if solllcUling wants to lift your character, or
If he or she needs 10 squeeze Inlo a ..mall space, or e\'en htdp
determine whom in an ad\,(~lurlng part)l is nrst altacked.
(The roll for Jon 15 tQ---almost average. If Jon were in the
U.5A., he wouJd be about 5'9- tal!.)

!NT is Intelligence; YOU' character is that sman and no smarter.
It's hard to playa smart chantctrr if you 3n!n'I, and it's a!r~1

as hard for a sma" person to~y a dwnb one. For that reason
the 'Idea roll' is W<ed nw chantcter'5 INT is multiplied limes a
number detennincd b): the gamemaster, and lhen the: cfwac.
ler toes 10 roD equal 10 or less Ihan UlC number, to ·really­
think of it. Commonly the multiplier is ~ sometimes~ bul
ne\1!r more than 5. A pla)'ef may have 10 play a character who
Is Ignoranl 0( facts the p1a)-er kn(Jo.\'S, and sometimes Ihe
gamcrt\.1Sler must give dala to UK: player \\-hkh the player's
character norma1Iy would koow but wtuch the player doesn'f,

since he ls WlI'amiliar \\;th the scenario. Thus a character~
arcane symbols chalked on a wall. The player does not know
the meaning, but the gamemaster has him make his t.Vf x5 die

roD 00 0 I00. A roll of Ies.s than lNT x5 means the character
recognized the meaning of the 5}mbols. (Ahal Jon'slNl' rotl is
14, He is smarter than most and he wiU rUld il easier to ~am

the ropes In the world In which he is awakemfl8. His idea roU
is 14 xS, or 70, \\ohich is wriUen in the space provided)

POW is Power, lhe measure ora penlQn's soul, piety, or ""ill.

In games with magic, POW reslslS spells cast al the chamc­

ler and po""crs cast spells. Usc it also as a 'Luck Roll' for light
spots. For instance, If a character falls down a hole, he might
land uprighl and lake no damage. Determine If this occurs by
roiling his POW x5 on 0100. (Jon's POW is normal. He prob­

ably will not be extremely rcllgious or become expert in
magJc unless he finds a way 10 raise his POw. His luck roll is
11 x5, or 55, which is wrItlen In the space provided. In Ihe
preccdinglnslance, if Jon had rolled 56. he would nol have

been lucky, and the 88memasler would determine Ihe dam·
age roll he then would havc to make.)

DEX is Dexterity, or hO\-v quick a character is. In combal, the
character wlth the higher DEX hits first, hopefully disabling
his opponent before being hil himself. Owacters can dodge

when they see something coming rrom a distance, such as a
roJUng rock or a dlarging bear. and concentrates on getting

out of the way. The typical 'Dodge roll' is DEX xS on 0100.
(The authors roll a DEX or 14 for Jon! Except for that bad
beginning STR roll, he's gelling pretty good. Note that his
dc:Idge roll will be 14 xS, or 70, and should be written clo'o\ll.)

APP is AppeiilTarlCe, a measuremenl 0( Ole intangible ability

to inspire others 0( your SJX'C1eS to fonow or listen to a dw-­
acter. Use it as a charisma roll, when the character ls lr}ing to
Ia1k his wd'j OUt 0( a Ught spot, or when he is Ir}-ing 10 COll­

"mce someone to obey him Suppose some local aulhotilies
notice your character is a stranger and question hJm or her:
)'00 cook! try 10 use your charisma roll to get a""ay. The
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8alllcl11dSter IIIdy rule It APP x5, Dr even APP x3 if the author,
Illes have reason to be suspi ious. And if)"()U'rc l1}inglo talk
to il non..player character (NPC}-a character run by the
gamernu.o>ter-Ihe PC might Iry his l~ x5 and not be per­
suaded' (OhoOh! Jon's APP is only 6. WeU, we'll add 3 10 it, to
bring il up somewheR" near normal, but probably Jon should
tell the lJ'Ulh as often as possible! His charisma roll \"ill be 45
on 0100, by the way.)

Other uses of thc.o>c characteristics will be explained In
chaptel"i to come. In many odd siluatK>ns nol covered In

these ruJes; it is posslbte to see one of lhe characteristics as
being appropriately inRuential in a decision Sometimes it
may be a combination of characteristics, such as adding
SlZ+STR+APP wtw-:n trying to bluff lhe SocaI bu1Iy to Iea\'e

)'OU alone. Situations \\ill arise not CO\'ered b)' the rules. and
USIng characteri~ In lhi way can be a quick and conven·

ient way 10 deckle the resullS.

Sucre or Failure?
Whether )"OUf charncter is heroIC or daslardly, you'll wanl
him (0 act and succeed. In Basic Roleplaying your character
can succeed in tI~ \\"a\'S: (1) automatic actions, (2) simple
percentile rolls, and (3) the Resistance Table rolls. These \Ooill
be discussed separately.

Automatic Actiol1S
Thls leon de.5Cril>f's actIVities lhal are always successful
undcr normal circumstances. There is no need to roll any
di~ for these. TIlese activities are a.'iSumcd 100% successful.
These Include walking, runnlng, talking, seeing, hearing, and
any mller normal ba.~ic function.

Allempting to do these things under extraordinary condi·
tion, or trying to do th('m with close scmliny requires <I die
roll, as outlined in the next section.

Sil11/!le Percel1tile Rolls
Ordinary actions performf'd under st~ss or requiring concen­
tration may need a die roU to be accomplished in the game. To
be sUCCP_~flll, roll R0100 result ~ual to or less than the value
for the skill in question. A result higher than the skill's value
indicates an unsuccessful u~ of Ihe skill. Ba~lc Roleplaying
skllls Include CUmb, Jump. Spot Hidden. Uslen, or Sneak.
TIleir uscfulnes and function in the game are self-explanitory
and~ nol elaboraled upon In Ihls bookJeL FUrther, !here are
OlIler oIMous a<:lions that require a specific special skill 10 per­
form. requiring a die roll as "'ell. Examples of sud) skills are
Riding, S\\oimming, '1l'u'"o\\ing, or Ptddng Pockets. The usc and
function or thl- Arst Aid skill is given on page 9.

A list of common skills IS g"''en below, with normal starl·

ing percentages.

HghlJJlR aR abo in this caleRO'} The br8\' I:mg 8biIt\ of
tlSt/PUnch IS included, as IS TIlfQ\\. Too&-w.an8 people ea.ltity
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use Hilting.W'ith.,a·Stick-in weapon tenm this is callt~

using <I mace, and thai you'll see In Ihe example below.

EXAMPU:

~ day whlk 1oafin8 OUISide, fOil hear a shrle" from i~ I~

hot.ut!. Your moIher & YdI/J18 her ht!ud off Without hcsitolfon tOO
Wop up and dasJr In.~ to $H what lhe ruckus Is.

T7N'1"«' U U kqe dim' ruJ cOWf!rilJB i'J /he wfH.os oIiM fireplace.
You knou. your modH!r hoIf'.<; rat$, $0 fOU pick up tfli! nMrt$I

u.'rOpOfI.-:J cooI5hoc.~

The chwJCe to hi' wilh a coui shex'f!l a the smr. as your chana
10 fullL,lI, a moc~. ex .15'. 1b R'e u;Mhf!r ex not )1lU do hit "" rar
)'OIl mmJ roil 0/00 UIIIiJ )'011I0Il~ 10 (II' Ic!ss than 15. A m111ha1
klw mrans that)'OUdfd fflItlwt ruI. \Vfth ycu'"pt!'fCMtiJe dia. roI until
l1lU do "11/1

CDnJlfUIUJo/tons! lOt' nKJlher u.uft ftIIm Mold )00 for IooIIntl
now!

Resistance Table Rolls
The rmaJ meLhod of de:lenninlng success Is by using the
Resistance Table. It makes it easy to ragwe out if your charac­

ter succeeds In pltllng some characteristic of his against
SOITIC:thing cl!loC, abo expressed 85 a liimp~ number rorT11Jll­
rable 10 the characteristic. The Table is a ready-t<>usc \'Crston

of Ute formula devised 10 solve such problems: It' pnnled on
_16

To use It, take the acti\"e person's chaJactcristic and find
it on the Uppel, horizonl<l1 entry. TIlen nod the passive
object's charaderistk on the left·hand, vcnlcal line. Cron­
index them and you have the rnaxirnwn Ilumber you l;.m roll
and still succeed In the lask.

For Inllta.nct', a character"ith ofSlR9 wishes to push open
a door thaI is MUck. TItC gamemasler detennines that tlw door
h.a.'l ~TR 4 Checking the Resistance Table you'll see that he
needs 10 roll 75% or Ies.'l or succeed. If he rolls thai, then the
door has been pushed open. Sometimes il is more appropriate
10 pit one chanK'teristk against another. In Ule example bclO\",
It Is appropriate to pIt the character's STR againstlhc SIZ of tile
object being UftE"d, Other examples will be listed later.

t;XAMPU:

tbur formlUlI has tok} )'CHIlO Iood lhe wason Wilh thl! /lcmJ he:S
bouR/ll, u;hik fit! eon 000 hen a drink. Uut!d below art' 0 nurnbf!r 01
irems in aMending SIZ thOl yOIl muS/load. Use tht Res{SltltlCC Table
oml rlSllft' 01.11 uJW'tfwr or not)OO coo lif( them onlO II/(! t.t/a8OIl

l-honWTIf'T JS- o~dot*Y

4-~l/ous('dcs J8-/1~~

T- 0~ chnI (mIIX'/) 11 -Iht! tJiB8et ~' )OU f!lJt!t satI1

~ - busJIt'I 01PIt 2J -tile bIadt I'IXk by /he 81

II - 0 bnIbwwoI 2S - an~ horst
12 - c:.r i'onsm/th., 0l/t4 36-/1 biD!

i4-(J~fulloIlIquId 6O-Qlric:t'l~

As )'00 can see, therc is a practical top-cnd to the items ),OU
can lift. It ~ possible 10 lift ~ery big things "ilh proper body
mechanics (j.e.. a luck)' die roll) but it is not norlTloll (0 do so.

AWTnIER UAVPJ.F-.ARM W1lESTUl~G

... tht]ab or fl!IAJ'efl ~)OW decide IOfiud thefom,/gI1 ~

~ bot" 0~ 01 tutes and~~ arm WI'l'SUoIrW 7hn
aM',ou'd~ 10 wagn on your GTl'L
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G()()~ ol~ Bwrl~ Bob
How 10 do it; 1iT!;t.)W uJtead} know Jaw- S7R. und)oo IIIU!i1 Pli

it (J8oin!J (hi! OIherpenons. YOII Rnd thl! roll 11ICJI,)'Oft need. then find
lhe roil/halll,e 0I111lT person IIn'(1s, Belli roNs are mmle simulteme­
Qll$/)'_ "~/l chomelet'S make tht!ir mil, then there L~ no rt!Slllt, and
Ille IIJN!SfIl'18 COfllintlC$. If 0Iff! 01 you makes II and the O/IIC" fOIL,>,
lhen the bom ~ over and tIle person who mndl! (t is the ukmer.

Here Off! Ulffi! people who ,)'01.1 may wLo;h 10 amI wrestle willI:
Skinn)' Sum (STR 6). Ordinar,. Ogbel1 (STR 12), (ll'fd &ll'Iy Bob (STR
17).

These three methods of determining su('ceslj gi\le you all
the mechanics you need for a character 10 perform normal

activities. Belo\'! is a short scenario that you can practice
with. When you've done iI, }'ou'll be experienced enollSh 10

enler the mlliUa, where you'll learn more complex uses of
Ihese meLhods.

NEXT EXAMPLE-A CROSS-COUNTRY JAUNT

If;s QnoIlrer fine summerdu)'. aJld )'uur cllUTUcter lias flOlllll'8lo do.
He or ~"e dccidc.'S II) take a wolk tllrotfgl, tIle cOflfltr)"side.

Wblk in wI}' direction I,CCHN! rllf' Mme. bom. alld fields behind.
Run cJ (illie and slmctl. Look all1lOl tt'f?e ouer IIIen!. n"nk )'OU nUl

rlfmb {r' Give II a 11)'./

"rom lho,.' It'l!t! )'CHI rn~ a look around~ amlhl/f8 $MriarJ 1h'
rolling )'OUT 51101 HiddetJ skfll. "",/{It IS Illal In Ille dlSluflCf!? If )'tlll

marl£> )'OUr Spot Hlr:kk!n mllllH!n you see 111(11 il ls (I woIl Ilirilln8
UTOUIJd lilt! slleep pastlll'f? If)'Otl d{df/', make )'OtIT rufl. JOIl will not
discO(}er' f/lis lIntil )'01.1 rlraw c/Mer.

Climb down Imm /he tree and set Oft CT08$-€ounrry tor a clo"'l!r
lOOk. AflI!T a sf/ext lime you tun fP..'t close I!fwuglI/U.n.~ lIn: 1J.Jo11. lbu
ore down·wiN! tmm 1/ so illlasn', smt!/Ied you yel and Is unaware
of)'ow prl!Sf!TlCe.

Ba8lc Roleplaying

11)' to makeyowSpot!lidf:k'tf roll CJ8<Iln a~ yt)/11ooJr past rhe wall
10 Iq 10 Sft' uRfut Itre llJolf i~~"K!)/II8 so Inteml,., II you mmh' fOUr

roll, Jllen yO(! do, Indf.!f.'(/, see the iamb toward uflkl, the uJOlIrrteptt.

~\'h(ll w{l/ you do? You kllow this Is a bad IlIif'8 for your (uNn In
(I ro/cP/UJ'ir18 .'iill/ofion fhere is often rIO one to Sioo hints ubout Wllal
fa do Do yOIl WimllO run off and 81!t hfllp~ '" helpful gumemusler
mUJ' susge-Sl fllat lUoh1(!$, flinni', arc Qtl{tf' Nlf.lltlrdl),. If so, )'011 will
kf/Ol./} Ihut 1!/fOWlflg rocks uM)¥!/Iins 008hf 10 11JOI'k.

Hut IirsJ )'OU wanlla edaecI~ Try 10 muke your SnCOk roll, If
YOU do gel clo.wr, tlN..'fI you will have a bcUtT'cha"r:e of !,mUla ;J wilh

""".Now)(J'1 art! within ((/fJ8f' Ifyou did noJ molle )'Ollt' Sneak roll
IIwn file wolf hus JUTJI('(/ fo IMi' )'CJfJ. It looks meG(ff''' (fIN! fn lac~.

does"'1 It?
If it L~ lacinR you, lhen tl16 wolf CO" make ;IS Dodge roll (illi ()D(

Is 12, .'1'() irs Dod/JC Is 6(J4I,J. lIlt hUSlJ'f IIf'lR'd )1)/1, fllen if canfWl doitlJe
tft(! fiJ'SI rock )'Otllhmw.

You If,rou) tilt! rock! Ron DIOO: ifJ'OU roll /('$S tllelll 45' it ls hit, If
II is lacing )00, /I'lf lIJ(JJfmay Illlcmpl its Dottse roll. /I if elod[Je.<;, lheu
YOU" I"()(:k mls.~c'{l {t ant". all.

nvow rocks af if (Ot' U white, makfns fit'Sl )'OIiT Throw sIi/lf, Ihfln
Its IJod8e. Ifyou ";1 it (NICe withoul 'I dodgl"8 thUlllvow, Ilwn it will
be CCJIII:IfICed 1f11OlJ811 and sJlnk off. II il tI«.>reI)· dodges Sf!V('fY.1 rrK'k.~.

'!ten It will sill( sli"k- air. bul probobly wltll U UXJIvisll smirk of )'OIlr

luck- alliki/l.

I' is 80'!{'.

Good workl firsl UTClI, wid f/OW (J Wt'JII--wI.ul de.'>tilly is,,'t~n
fa !metl un up-and-cominy i/ldiL'iduall

v. Rewaros of Success

ExpcYicHce
A great pleasure of conlinued roleplaying i$ w<tlching and par­
Ucipating in the advancement of a characler from his humble
beginnings 10 his uUimate fatc. Charnclers grow and change.
gcnernlly getting better at whatcver they attempt to do. There
b real satisfaction in having characters be successful.

Success is measured in many wal's. Your character may

be important in wh.'llever local game in which he partkl.
pilte!>. He may be a knight or warrior, a cleric or magician, a
nobleman or (l wicked tyronL How lhis occurs depends upon
how lhe particular !lame has been established,

These rules standardize another measurement, advance·
me.nt through experience. Simply put, lhe more you usc a
skill, the more you learn aboul il and the better you gel al iL
'rllis im;ludes <;on<;rctc skill!>. such as sword fighting or jump­

ing, abstract ones such as Lislen, or exolk skills In advanced
versions of the game,

Whenever your character hilS finished an adventure, typ­
Ically after play is done and berore everyone goes home, you
!thould check over his chamctcr sheet to see what skills were
used during play. If your character succeeded in using skills,
they should have been marked on Ihe sheel. Jusl frying is not
enough to learn by-you must succeed. No malfer how many
times a character succeeds In a skill, he gets only one
chance, belween advenlures, to learn by experience.

For each skill he used successfully, sulJlrdcl his current
skill level from 100%, TIml ghles you his learning threshold'
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ror lhat particular skill n~n rull 0100 and try to rolla num·
ber equal 10 or smaller than his threshold ror the skill. Ir you
do nOl rull thai low, Ihcll hc hasn't Icarned rrom his experi.
ence. If you did roll 10\\ enough, then your character did
le.un wrncthing, and )'ou add IDIO'lb to that sldll.

Repeal the procedure ror all lhe skIlls used in the run.
Note here lhal a succc!>srul .....-eapon attack does not raise the
parry skill, .lIld \iCf" versa.

EXAMPU

TorlJun t/~ f't.url/Jle successlul~ USftJ two sJtll& on his 1asl odtellUTe,
Jump. und Spror Ptlr,. HIS ClIl71'flf threshokJ for Jump is~ 1I."'i~

for s,:war Ibn} II iJ 65
ForJump 100minus J2 rquoIs D 6ft choncr to Iewn. Hu piao,er

rolls a 4/1. DWCUSSI~ rolls IDIU, recuno9, DrJdaddslhat 10 tw
w7L Or! his nDI DdlWl/un'. 7brOon wilt hDL~ a Jump sJti// 0141'

f« 1I~ SpMr Pom 100 milIUS &S~ a 35' chana to kam
His pkr\cr ruIh u 39. a IK'CJT~ but noI t.'f'JOIJifh to"" 'ilJ("C~, ~

hi:s Mxt Clduetltllt' ToI'bt.-!·s 511«11' Ibn) will mnuin ut 6'1'-

You can see theal !liucce~rully doinR someUung )'ou're poor al
is hard, bul also lhal ir)oo succeed al il lhen )'OU're likely 10

leam from the experience, CorwcBely,lf )'OU're good at a skill
)'00'11 usuallv sucreed at ii, buill ..... ill get progrell-Sh,'ely hard·
cr 10 increase your ..kills.

F1llltlly. rt'member th... t rharacleristic rolls, such as lhe
Dodge roll or the Luck roll, do not Increase this \\ay TIK»e
are are C0I1Slalll unless the characlerislic itselr !lhould
change ror some re3$On.

Trea ure
Raw loot Is anoUler Important source or success. MlK'h ran­
las) roleplaying is ba,o;cd upon heroic exploits by warriors and
Iheir Ilk, and Ihe r('\\-ards and lreasure lhey eam and recover,
Acomplele campaign will have places 10 bu) userulgolxb or
10 lust pend money rrivolously, It is importanllo be able 10
upgrade the mmor, occasionally buy new weapons, and
(where Ihe campaign allows il) 10 purchase IJaining in !lkills

and masle,

VI. Costs of Failure
If success is rewardcd, fallure Is nOllt is paJnrul to miss oul
on a chance even ir it h...:. no immediate effect on your char­
acter othcr lhan not bringing home the rich merchanl'5
daughter. While your character may gel a bil hungry \\ilhoul
mane), that \\111 only motivate him strongly on the nexl
ad\enturc, n)C;rc Cdll be worse rates, such as the failure 10
finl(h climbing up lhal rope, or railing to make a parry.

Taking Dafflage
IRlmasc Lo; a measure or the hurt thai )'OlJr dmrdc!crs' bodies
can take. I>amagt' is infticted whclle\'Cr there l~ a physical
callSE'. lICh as railing rrom a heighl or being.stabbed.

v"l.e:nC'JC1 a character b hit the amount or darn.tge he
rKei\ is subtracted rrom the lotiIl HP availi:tble. In &uk
RoiepiQ)'lnf ihcre is no penalt}' ror Iakina cumuJatl\-e dam­
age unllilhe dtant('ler l!> down 10 2 HP or less.
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W'hen a characler has 2 HP leO, he goes unconscious,
Thll. means Ihe ch.lracler lives bUI will stay unconscious IIIl
aided by outSiders. He .....ill nOl wake nalurally. He muo;t be
lended till he heals (see below) or unLii enough Firsl Aid is
gi\'('n 10 wake him,

EXAMPLE
Jomo Bubble ItIfllPS from u 4-rfICfeNIIsh embonJulIefli /0 Wd 1m
friend u.ho b (WIllms a sea monsler. linlatUlKJlety fex Jomo. his
IIl1erlllOrf:> CJU/<iJnp illS CJbiJilH!3, (Did~ (oib; ICJ fTIUitL Ius Jump n>JL
f(JIII1J8 lrom a '1riIJhI CJI " rrH'ters I£m 8u him 206 dcJmCJRf', ~
qamer/1osJer IIOIJpC'nS to roll "" maximllm 01 12-fJOO'.JomoI lifo
has onh' 13 liP and so hi> Is kncdM cold 0 blerding. ",mplM Mop
abo rrqulrlrJIf rntlW,

neath, Hearing, & First AiD
\Vtlen a character lakes more damage than he has hll points,
he dies. 'W1K:1l d: clkllader die.., lhere may Of ma)' not be var·
ious nlC'ans or resurrecting him, dependirlg on the ~bIe
expansion,.Kkk.-'d 10 Basic Roleplaying. JIll! generdily a sor­
rowful occ:as5on. O1araclers may or rna)' not wish to bring the
bod)' back. Whcthcr the)' do or not, UleV probahl)' ""It loot
lhe remains.

Ht"almg l~ It "'''ural process wherein the body regener·
ales HP. 1llis 0CCtlt'!> ror iill) Ir.ing creature, Healing haPlX'!b
atl~ rdte of 103 UP per \\eek or game time. Thus Jomo
Bubbre's indlscrehon "ill nol be naturally heaJed lor bch\I."C.l1

4-12 "eeks, though Jomo may advenlure \\ith less (han his
maximum hit points.

The First Ald 3kiIJ is used 10 lreill wounds and tel>tOIC hit
polnllt. A ltucces,o; ....'lh Ihi" skill immediately tleals I D3 hit
paims of il single attack or injury. Failure means that Ihe
......ound wa.!' c1t>anerl and bandaged, buI 00 hll poinlS are
reslored and the pallent musl reSOrilO natural healing rdlcs.

VII. Militar~ Skills
"~Icomc 10 Ihe Militia, I am Reeve I-Iolmsman. I'm going to
train you to fight and survive. You're ..11 old enough-you can
run and lump, you know whal you can 11ft and how far you
can walk In a day. Probably already been in a flghl or t\-\fO if
my memory serves me right, lhough you youngsters won't
remember how you rough!, jU:'1 whal1he OUlcome was. Well,
I'm going 10 leach )'01.110 remember how to fight

~I can'l do it 811, lhough. And ir I didn't have Hus limp, J
wouldn't C\'Cn be here 10 try-I'd be out on !he ridges look·
ing rortrollo;. Cowards might 001 like to admit It, bulltN!re's a
thrill to OOllie. \When il'~ jw.t)'OU and that troll and your spear,
you find oul qlllck ..nough Ir you're a man or noel

"Or a .....onldnl Excuse me, miss! Always good to ha,,'e
\\'Offi('n ak>oR on a ntn. My .....ire used 10 adventure a 101.. and
none of !he kid~ were ullhdppy aboul it Ihe da~ lllal he
~kew('red a gnzzly through the heart \\ith her spear

'801 as Iwa 53),ng,1 can teach you, butyou'U M\"e 1000
Uk" learning. 8ccaU:»C nw leg is louchy loday, I'll do II e.»ier
than I might. too. f'itst orr. my friend Godfrey \\-ill gi\~ ail of
you a Iealher JCfkin, leggins, and a hood. ThaI'Il be all the
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armor you gel for now, kids. and remember that this sluff
wOfl'llum much of a bldde."

Armor al1~ How It Works
As previously nolet!, II ill possible for a dmrdder 10 be darn­
aged through combat or accident In most cases a character
,\>eariflB armor is protected by it from lakins the damase.

All armor has a poIni \-alue telling you how good it is in
stopping damage. The most common armor Is leather. and It
is worth 2 potnts, This is roughly equrvalenllo ill hea\l)' motor­
cycle jilckel. The best armor 4vaUable is plate armor like
knights wear. It i.s 'h'Orth 6 points.

Whene...er a character is ,\eating annor and takes dam­
aBe. the point \'a1ue of the amlOf is subtracted from the
amount of damage. The remalnc::ler of the damage Is passed
on 10 the character's hit poinb,.

For example. an arrow dolng 5 points 0( damage strikes a
character wearing 2-poinl armor. The \a!ue or the armor Is
sublracted first, 50 fhat 2: of the 5 points of damage are null..
ned. TIle rest, 3 points, pass onlo the body and are subtract·
<."<1 from the hit points.

-That Icalher 'hill help slo\\- it down, but it sure won't
save you from it wound. If)l>U ,'alue your skin, pay good
attention 10 lesson two-shlelds and why we 100'e them.
Yessir, ir I had my ",ay you'd alltrai" , ..;th shields for a year,
lhat's whatlthinkl~

I Love M;J1 Sbiel~l
Shields work like armor In thai they block damage. But a shield
generally blocks more (L,unage than armor. there being an

average of 12 points for common shields. Unlike armor, to
block damage the shield first must successfuUy parry. (A shield
parry is a skill with a 0100 chance 10 suecccd.)

Suppose a bear attacks a player character. TIle bear
swipes wilh his j){\W and does 15 points ofdamage. The char·

acler now must roll to see If he successfully parries. In (Jus
example, he does. His shield blocks 12 polnls of damage,
leaving only 3 lhat penetrate the shield. If the character had

armor on lhat .....,ould further block damage, presume lIlat it
.....~ leather and therefore blocked 2 more points of damage.
Therefore only I poinl of damage would penetrate both
shield and armor and have to be subtracted born the hit
points. Without the shield, Ihe char<lcter would have take.n 13

points damage, po$~ibly enough to kill him!

Martial ski(ls
Because fantasy rolepla)ing games usually take place in a
pt1mith.~. oootcchnol08tcal environment, we concentrate on

allciem weapons. In genera!, combal is a combination of a
number of skills used by a fighlcr asalnst anoIhcr (an attack)
or to help himself (a parry). In au cases this is a specifIC sim­
ple percenlUe die roll re$Olution. as Olltlmed abo\.-e.

T;J1rJeS of WearXJI1.1
A weapon can bt a sword or a rock or a coal sho\'el grabbed
from the corner. In Bask RoI4'pIQ)'lng there are ft\'e weapon
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types: natura! weapons. hand \\Itlnpons, thrusting weapons,
thrown weapons. and mIssile machines, Every weapon has a
dltrercnt pert:entage skill ror their use in attack and their use
In parry. These skills are used dirrerently and will devek>p
indcpendenlly of each other.

HAND WEAPONS are of three kinds: maces. axes. and

swords. Mace is d lerm describing any blunl instrumenl, rang­
ing from a big stick 10 an elaborately shod and studded impIe­
menl 11 is used for bashing and for parrying. and it lakes a
good amount 0( damage COfl'lP<l"Cd 10 olher hand ......eapons.
II does the least amount 0( damage 0( the three kinds of hand
weapons, but it is also the casiCSlto use without any training.
and hence has lhe highest auack percenlage for beginners.

An are does U'le mosl darMge 0( the three kinds of hand
......eapons. but it takes less damage before breaking than a
mace does, and it b harder to use, so it has a lo.....er beginnlng
attack percentage_

SwotrJj are traditional hand ,veapon favontes because

they do more damage U\aIl a mace (though Iesslhan an ll..1Ce)
and also take a Iar]Je amount ofdarnase be.rore breaking. But
a s....'Ord Is the hardest hand weapon to learn to use, and
Ulerefore has the .o.....est attack percentage to start.

THRUSTING WEAPONS indude only one kind here, the
stJear, For lhe play purposes 0( Basic Roiepla,'1ng this Is
specified to be a ,"'l>handed spear. This means that the
SdJTle ......eapon must be used to attack and to parry with. The
spear does a ralr amo~lOt of damage compared to the other

weapons tlslCd, and has a rcasonable beginning allack per­
centage. Its diSildvantase is that it Is relat.lvely fragile, and
often breaks during combal BUI it is the only weapon that
can be UM:d rrom the second mnk. This means Utat a person
with a spear can stand behind someone else and still be able

to ilUack. Addillonally, a spear Is a weapon that can impale,
as defined below.

THRO\-VN WEAPONS IndudeJavelins and rocks. TIleyare nol
used 10 parry wilh, nor can they be parricd (though a tatget
may dodge them, as ment.loned previously). Javelins are sim­

ply thrown spears; they do fair damage and may also impale.

Thrown rocks are Ihe shnplest or weapons and have" good
beginning altack percentage. They usually do not do much

damage when opposed by any armor.

MISSILE MACHINES here include only bows. A bow is a reI·

atively difficult weapon to master and so has poor inilial at·
Iackins ability, buill does ha..'C the best range and does a fair
amount or damage. Importantly, it also impales.

NAnJRAL WEAPONS Include the list and the kick. These Win

with tll8h attack percentages and work well against Wlar·

rnot'ed \1clims, but are relatively useless against armor

THE SHIELD is not a weapon, per~. but ls still the most
important item in a fighttng man's annamenL II has a falr
bqinnlng parry percentage:, but no begmning attack per·

cenlage because it cannot be used offensh'd}·. It takes a fair
amount 0( damage' when compared to a weapon. 801 when
a shield lakes damage, the effects from successi\·e bio.....s are
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Weapol1.S Table
;;wea:;:::pon=:-----;1J;;:·".=-~Be1I;:::I;:n::nl;:ng::;-:A;;tl;:a::ck:;:-~Dam~ BnakOllf! NoI(fI

& Parry " Points
f'IM ".~ ....•......•.." Nillural.. 5096 _ 1D3 _- _.. rnay parry anolher FIst

2·Hande<t Spear.•.,..TIlrusling 2S9b , 108+ I 15 ~ .illlpale.~

Sw'Ord _.. Hand 15% ID8+ 1 20 reliable weapon but hard for beginner:.
Axe ~.Hand _ 2~ ~ 1D8+2 15 does besldamage

Mace , ,..Hand ._., 3O% I06+2 2P easlly "lade. ea~ 10 leam

Rock TIuown _ .45% 104 - CllIU10l parry

Javclin _ ThrO\Vll 2096 1D6 IO Jmpalcs

Bow Mlssile 10'l6 106+ 1 - _ 1mpales
Shif"ld P;,rry ,25% _ _.12 does not break

II

not Cl.Imulalive: a shield can lake blow after blow and nOi
break, while any weapon wiU give way aflera while.

The Impale
An Impale is a spcciallype of successful attack which CWl be
done by long pointed weapons which are used for thrusting.
Here Ihe Impaling wcapons are the spear, Javelin, and the
arrow. When a person succeeds in an aHack with one of
these, they should always notice if they rolled lower than 20%
of the required attack. Ir they did, then they have impaled
lheir foe. This means lhatlhe thrusling weapon happened by
chance 10 find a jolm in the foe's armor and to have slipped
In, driving deep inlo vllal org8ns Or bone. Because of this. lwa
special things happen:

(l) More damage Is done. The auacker must roll the normal
damage (I D8+ I for a spear. for example) twice. An impaling
spear would do at least 4 polots of damage, up 10 a possible
maximum of 18 points damagel

(2) The 811acldng weapon Is stuck In the enemy's body.
(ll,is Wi~ a common event In medieval batUes.) TIle nexl
melee round the attacker can try to pullU out by rolling 0100
equal to Or less than his 3kBl percentage \"\1lh the weapon.

A disadvantage 10 all this: weapons lhal can Impale cannot
do damage to other weapons. tn a light between a spears·
man and a swordsman with shield, for instance. the spears·
man is likely to do more damage if he connects, bUI he is also
likely 10 have his spear whittJed Into toothpicks by the sword.
want to bel which event decldes the outcome. of the fight?

usil1g Weapol1S
Weapons have two uses. anacking and palfying. Each
weapon can do only one of Ihese actions in a particular
melee round. The inlentJon of which will happen must be
stated during the Statement of tntent phase of the round.
Shields. as ooled. can only be used (or palT)ing. and OO\OVS
and lhrown weapons can only attack. Since most \\111 CllJl) a
hand weapon and a shield, It is possible to make [\\'0 parries

per round without an attack if desired. This is useful If

altacked by more than one opponent.

An allack h; made by rolling DI00 and allempting to roll

equal 10 Or lower than your charncler'-, altack percentage.

Such a roll is a successful allack.

A parry is done In the same way. When a shlt"ld is used. it
is never necessary to state lhal 8 parry will be attempted

unless Ihere Is more than one foe---then the specific enemy

being parried must be pointed oul.

Resolutiol1 of Melee
Fighting is done in "melee rounds." See the ne."(l chapler for
an explanation of game sequence. For now the paim will be

that when a number of foes fight, the order in which they

slrike at each olher is Important, and is determined by the
Df)( of Ihe fighters. In Ihe first melee round all creatures

with DEX 18 try to strike. TIlen all creatures with DE>< 17 go,

Ihen 16, 15, 14, etc., till every character has an opportunity

10 strike.

Charaeters parry when they need 10, without regard 10

their OEX. If Bosh BlockheOO's DEX is 6, he still can parry
Amazing Alfred's DEX 18 !Jlow. There is only onc shield parry
per characlcr per melee round, bUI the character can also
attack or parry wilh his weapon, makIng possible two parries

in a round.

Characters and creatures alike may lry to hit, and still
miss. The defender mayor may not parry successfully. In a

one-on-one melee, Ihere are four possible results, as indicat­
ed on the Combat Resulls Thble.

Ifa character or monster takes el'lOugh damagc to kill him

or knock him unconscious before he has goUen his attack,
then he never gets 10 make thai allack.

TlVo-Hal1i>eo Spears
This section is simply 10 bring aU lhe information aboul Ihis

weapon lnlo aile place.
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Combat Notes

combat Results Table

ROUNnFlVE
Screech SL'eS Ihal he flUS two foes now, ralher 111011 one. He
cJet:knes he will tum ond flt!f! before Able (on l'I!lN:h him, Doir will
attuck, also gelliTllJ (J +2041l fOl' a rearulluCk but he fmSSI,!S, and tile
famlf!fS watch Screech mn out ofslSht. ThL')' df!C/de no/lu pursue:
ofler al!. Ihey'lJe dnUeIl off the Iflieves and BiiJftn lI,em a sOllsf}'llljJ
dmbbil/B ;tllfle procl!!JS, and the farmers ha/)flIl/f!iTOI.IJfI wounds 10
heal.

ROUND FOUR
The Statements oIlnlem~ Imponanl The IIU/lIallS Qrf! fir.>t. Able
SO)'s hf! wi" press his attoc" OBain.~ WOllnded !Jellow, bill iJair l,I;J11
w(tfldmw sli8fl/ly and I}/lll Oilt hIs flXi!. Bellow, In no mood far hlfther
combol, SQ)$ flf.' lUrns and nJns, hop/fIB 10 OII/-di$IOIIC~ his (oe after
ooe combot round. S«ecc/l M!lzes his cflOnce and strikes at lIle
momenraril) unamtet:l Dair.

AI tire flTsJ strike (Bel/ow fEW "0 altuck (lfId Dair is dfowlrw filS

axe). Screech /lils far.' polnls 01 dW/Jose wfliell Dair COIIIK)( parry.
Able arlacks flee/fIB &iI/ow; attacklnH from behind Sioes +20'1& 10 Ills
allacil, lie rolls 61, hlllinB far:l more points ofdamage. Bellaw lopes
uway, bleed/lIB profusely, but jJlad /0 be alll)(?,

Time} Came scale} an~ Turn sequence
TIme scales measure the passing of events and define the
amounl or movement possible in it turn. There can be differ­
ent scales, depending on the game being played.

oIf. Nw allack I.s Dofr wJlh DKX IS. IfI! roils 32, a 11it! &11 Screecl, PO'"
ries witll fris shfeld. ami tIle blow Is nulllfied. Scrt'edl now uttadts,
fOII/rrg 75, a miss, TMn Able rhnf.~/.fwillI his StJJOl'd. cmd hilS an a roil
01 22. Bellow flas tI(I sbJeld and SQ cannot (XlI7). He Is hit. Able's
.'iUJOI'd does 5 poinls dafT/fJ8C 10 /lis foe The boOoot! ill: }/IJrlifl/l nowl

Sinre Illese DEX WO,,'t dwfI8". tire Te"/ of tile seqaena.. w1111Je
the same. nit! allacks in order wilt §O 10 &/low us. Able, Dalr lIS.
Screech, Scrnch IJS. Doir, and Able IJS. Bel/ow.

ROUND1WO
Screech sU)'!! he will parry willi I"s muce, 11(J1 Ills shift/d, Be/Jow,
blood)' bUl undaunlL'C/, (Jlladts USOUL atId misses WIlh a roll Of 83,
JuS! as well for Abte, who mfssl!d his parry. Owr attac"s Scff!(.'(11
asalll cmd misses lvith a 64. Screech IJ(Uries with a 22, olel mukes it.
.~ roils fD6+2 for mMe damalJe and gets tile full 8 poiflls,l
nlPre Is now a aock In {)(11f's SfJf!ar. and fie sllOllld be cwefal. But
since SCreech porri~ with his uwapon, he sets flO attack this round.
Able allac.ks taM, 011(1 roIfs 71, annlhl!t'millSl

ROUNDTHR£E
Be(fow hfrsl Able misses hl-c PUrT)'. But lkffow roti$ only 2 (JOInts of
(Iamoge, ol1tH;tEl lruonsequenliat. Dolr attacks fleXt, ami flil alJUin
with a 42. S<rce<h $hietd ponif!$ with a 44. IhI!lJ SCOl'eS againl Dofr
parrie.~with his ,.-.pt"ar. but~ rolls 7 poims cJamoBe, brooking It
III two! Able IUI~ al Bi!l1ow, mits 48. onrl h,l." uaain Bellow, parrv.
less, lakes 5 ITlOR' point." domoge and howls terrlbfy'

VIII. Game Sequence

Large Scale Time:
Tbe Came week & Full Da:!J
This scale is of minor use unless your characlers are racing
against tJme. TIme passes quickly on this scale, and general­
ly is used to explaill past events or cover Imvel periods. 111
some games ills important for tfi:'llnlng or study,

1/10 (ma( reso/l is;

mines

parlie$

..-
hR.

miNes

mla...

d&laodar takes
damage (atm(l( may
_some)
defender tak,es. no
damage, bullla
weapon was used to
parry then It t$es
darfuIge from~
att8CkIng &trike, a

attacker', W&tIpOn
takes damage If par
f'ied by anothef
weapon.a
no damage llOY
wnftr&.

·2-htJndftd spears cause some exaeplions, &eo belOW

If thO attaeIcW'.s
3I11ke•.

hR.

1\vo·handcd spears can be used (rom the second rank.
They can be used 10 attack and parry In 8 single melee
round, or to parry twice. They cannot be used 10 .allack
twice in a round.

These weapons may impale, thereby doing extra damage
as explained previously. HavinR ilUp.:lled a foe, the .....eapon
must be pUlled oul, requiring alleast a full melee round.

'fwo.handed spears do flol damnge weapons \vhen they
parry an auacking weapon that misses its lar8et. nor do they
damage weapon<; that parry their successful attack. This
makes them an exc.eption to lhe chari just above.

A COMBAT EXAMPLE

noo ChCIfCKIC7'S, Able ufld Doil; haoe di.ycCMJt!fed wiry they flOW one
fewer-Iambs tI/OlI tlley should. AI/I!/' half 0 du) 01 an...HOllfltry lrock­
i1/8. IIley (/lid two baboons deoo(Jn'TIlJ the mr~JfI/l lamb. AblI! ami
Dair brought no UfflICX, /mow/liB they would neM to moue qllldlly 10
catch Iht' villains. They decide 10 altack. The baboons hMrthen com·
Ing and pkk up ,heir wenpons, 100. The f'Sllt Is on.l

Able has a sword ami shield. Ills DfX is 12. Dairha.Y a spear. pillS
0(/ axe sfrrJpped 10 Ilis /Jack: lfis DEX is JS. Baboon Screech has a
mace und sllfeld; IllS DE)( bl 13. 8aboon 8eI1ot» has only roclu and
nQlurol weapan..", but his Df:X is 17. All (1tY! at SQII6 with aI/ weapons,
wid IlaVi' CO,'V 15 ~h.

ROUNDON£
,lnt fJltOC"er is IklloUJ (DE)( /7). He alwcks Able. Bellow rolls 4S. a
hiJ/ Able getS f1is shield up wllh a 35. and the baboon's btow OOUfl(t!$

1\lming rrom a roe means you cannol parry any <lllack from
that foc. And if someone auacks a larsct from behind, so Ihat
lhe largel cannol see lhem and jump around, then lhe allac.k­
er gels a 209& bonus added 10 his ability to hil.

Chansing weapons in melee lakes a full melee round.
While it characlcr is changing weapons, he can P<trry with
his shield or Dodge. It takcs a full mclee round 10 slop and
look all about, In general, a single action can be done in a
melee round.
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Movemenl in Ihis scale assumes 10 hours per game day.

Walking Movement - 20 kilometers per day.

Marching Movement - 30 kilometers per day.

IUdlng Movement - 20 kllometers per day (animals are

moving at a walk, possibly accompanied by wagons).

Cavalry Movement -.40 kilometers per day (riding animals

unhindered by wagons, going at walk-trot-walk pace).

Scel1ario Scale: The Full TuY11
A full turn indicale.!i 5 minutes of time, and is used 10 describe
the passage ofUme as an adventuring party Is engaged In .s<:e­

nario actions likc walking, climbing, searching, and so on.

Person Cautiously Advancing - 120 meters In 5 minutes.

Person Strolling - 240 melers In 5 minutes.

Penon Rwmlng - 2000 meters in 5 minutes.

Riding Animals: double (he above rates.

combat Time: The Melee ROIH1~
Amelee round is used during cembalor other tense liituations

where seconds count. It is approximalely 12 seconds long and

is defined as lhe time needed 10 perform one complete action.
wOne complete action- includes an attack and a parry. or

prcpming and Ihro...ving fI rope, or looking around an area long

enough to use Spot Hidden or Usten, or preparing and lighting
a lorch, or changing wearJOns, Or mountiJlg and sClUing on tl

hor'Se, or speaking clearly (0 others nearby, and so on.

• In 0 melee roond, all humans (Ind oilier2.fe8lJ€d {ofk moue

not more Ilion 24 melerS.

• fn a mefee round, all 4-le88f!d Iype." mOfJe not more tllun
36 melers.

• ff a choracter ()I' crcOl/ltP aim.') solely 01 gerting awol' or 01
following someone wllo is Bettina away. 2-le8Jled movement
should be dOllbfed, and 4-legged movement shoufd be
lripff!d.

ThYl1 SeqUel1ce:
KeerJil1g GrOOY Duril1g P(a:g
Because lhis is a game. It simulates the perception of a real
sltualion, but docs not reproduce it exac:1/y. It is nece."~ilry to
Impose an external order upon play to keep events moving

smoothly. This external order is called lhe tum sequence.

EvclIl'; occur wiUlOut cOI1fu$ion as Iollg as ills foUowed.

During game weeks the passage of events is conversa­

tional. The gamemaster tells what has happened and should
lx' prepared to answer Qu~lions casually and rompJetely

without resorting to fomtaltum sequence.

SImilarly, the gamemaster will narrate the .sequence of
events 10 liCl"lIario scale scgmenb (5 minule segments) or

even longer ones when nothing significant occurs (there's no
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poinl in repeating the phmse ~nothingnew" ror 20 limes dur­
ing an uneventrul passage, though the gamemasler maywam

to throw 001 false clues or thrcals occasionally to keep the
p..1.rty Interested).

Mt'lee scale gets more complex, since individual charac~
ters become intimalely involved in the 'lclion. Here there is a
strict sequence or order of play, which should be closely fol­
lowed. This sequence can aJso be used for other lime scale.

1. Statement of Intent

2, Movement of Non·Engaged Characters

3. Resolution of Melee, Magic. etc..

4, Bookkeeping

Slatement of Intent. During lhis phase, the players and

gamemasler fonnally slate what their characlers will do In
thai melee round. II is usual for the gamemaster 10 state

Imenllons first In one round, Ihen have the players state firsl
in the rollowilig round, but lhis varies, and lhe Samemasler
should follow whatever method he prefet5. During the round

the stated action may be changed, but anolher action may
not be substituted. For instance. the stalement may be. "I will
fire an arrow ;)llh£lt troll," bUllf the gamemaster stales that
lhe troll is dodging behind cover, so thai you haven't a clear

shot. you can abort the shot but cannot choose another tar­
yel nor l>erfonn another action.

Movement ot Non-Engaged Charaders, Now the charac­

ters. both players and gamemastcr.-eootrollc<1 characters,
can be moved about. This may brlll8 some forces inlo action.

As a rule of Ihumb, moving characters will not engage in
melee In Ihe round In which (hey moved and mel, bul \Nill be
able 10 f1ght next round. Likewise, tfthat troll didn't move but
spent the round wditing for you to rWl up to it, then it cannot
fight either, and musl wail till nexl round.

RClfOluUun of Melee. Now all aUllcks, parries, and mi:.:.ilc fir·
ings are resolved.

Delermine which person or monster hils first by checking
Iheir DEX. TIle higher DEXs go flrsl, followed by the succes­
sively lower DEXs unlil everyOne has struck. If a characler is
knocked unconscious or killed berore he strikes, then he call­
not make a return blow.

\1isslles shot in melee will always be resolved before any

hand combat.

Bookkeeping. In this phase everyone reCi)rds damage. heal·
108. or suc<:essfuluse of a skill 011 their character sheels.

IX. A Solo Scenario
The Old Widow Marshum. your neighbor, has been com­

plaining that a bear is stealing her chickens and she can't do
an}1hing about il. She Is looking for someone to put an end 10

such goings 00. She has heard that your character is pretty

advenlUrous, and has sent a message asking If you would
help her out. Ate you inlerested'.' If so. .II0 to herplace and talk
II o...er.
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She is desperate for help. She has lost half her chickens
and fcars (or her callie. She Is offering your character some.

thing special for !Iucce : 8 suil of ring mail which belonged
10 her husband. It protects hke 4 points of annor and can be
wom over leather armor, giving a total of 6 points of protec·
tion. Quite an impro\'ement! HO\¥C\'cr, only the person bring­
ing back proof of Ule bear's death will get the prize. The bear
p1underil'l8 her farm can'l be too tough, since it prefers nab­
blOg chkkens 10 li\ing naturally in the hills. The old woman
Ulinks it may be ill, or injured, but t1ldl is likely LO make It
more dangerous to a hunter.

She lells you t1LdI if you go, she wiU send along a flask or
magical healing polion. When drunk, this will restore
wounds from up to 5 points of darna8e. Thus if a character
look 8 points of damage. and then drank the potion, there
wouk:l be only 3 points of damage len. It is not possible to
dnnk this befo('@hand and gel your hit points higher than nat­
wal, though. If unused. the \"idQ\.\ wiU want the potion back.

SheshcMos)'OU the bear' lraCks,andyou.set otf.lfyou neg­

lected 10 check )'OUr wcapons before. here's \"nat )'OU

brol..Iaht a suit of 2.poiru leather armor, a shield. a hand
weapon ofyour choice (see the last pase ofthls book), a spear,
and a bow and arrows Decide what you11 be carrying in hand
as you track the bear-what you decide could be important.

Now. try 10 mak~ your Usten roll. Make il? If so, )'ou heard
8 slick snap nearby. If you succeeded, then try to rMke your

Basle Roleplaying

Spot Hidden roll. If you made lhat, then )'Ou see where Ute
bear is hidUlg.

If you didn't succeed, then your character keeps on walk·
ing. If you made U1C Uslcn but not the Spot Hidden, then he
walks cautiously wUh d'le staled weapon in hand.

The bearallacks! If you dkl not make your Usten, then the
bear has surprised you and wUl gel a free auack at your char-·
aclcr. If )IOU succeeded with the Usten but not !.he Spot
Hidden, then II gels first allack and all you can do is parry
againstlt the first me~ round. If yOU made both rolls, lhen
you 80 right to normal melee sequence.

Below are lhe slats for the bear. Only those nwnbers rt;'J­
e\'i\nlto the melee ha\'e been included.

Remember thaI the bear cannot parry but gels n\tO
atlacks per round. Probably it will bite and ~trike \\ilh one

ChIcken-Stealing Bear
5TR 17 ("O~ 13 51217 POW 10 DEX 16

Hit Potnts: 13
Weapons: Rlght Claw, 48'*L attack. 206 damage

utI ClaU) J.3' aU3ck, 2D6 damage

BItt',46 ,106+ lOS damage.

Armor: 2-poinl tJJn & fur

The chiek.el1-steali"f! Bear
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paweadl round, You may parry twice (with ~'our shield and
wilh your weapon) but you sure won'l harm the bear much
thaI way! Choose which allack you'll parry, and hope Ihe
other does nOI strike home as you Iry 10 kill !he beast

Once you have hit it t\\ice, the bear will lum lis back (giv­
ing you a free strike at il) and altemptlo rull away. TIle !Jear
moves faster Ihan a person on foot and so il can flee ifil is nol
killed. Whal will you do when if nees? Need time to drink that
Healil18 polion? Will you do thai first? Did you Ihink 10 pull out
your bo\.v and shoot al !he bear as it ned? What about !hrow­
Ing your spear like a javelin? If you did, do you want to go inlo
the brush and try fa find II?

The bear's lrall leads 10 a small. nearby cave. You know
the bear wenl inside. Your chameter should have little desire
10 go Into a dark, dose place and melee with a wounded
bear. What will you do to collect the reward now?

You have many options besides the obvious one of fight­
ing blind, How about building a fire at lhe. mouth and smok­
ing It ouP How about Hiding unlillt reveals Uself, then shool­
lng il wi!h an arrow? Want to go back and ask the Widow
Mem:hum for a chicken fa use as hait? Make up a plan, Utel'!
sUck to II.

what Next?
The next step is to get into a real game. Basic Roleploylng Is
designed to iii inlo a number of oUlet games that are cur­
renlty available, this may be a fantasy campaign like the
Young Kingdoms of E1rie, it can be In historical times. in
medieval Japan or the heroic Age ofSail, it can be in relatively
modem limes, where you tackle the horrors of the Cthulhu
cultists, or In the realm of KIng Arthur, or in science ticllon's
million worlds.

Joining a campaign m.ay require some more rules read­
ing, but if you already have a Samemaster. Ulen check wlth
him or her for the details you'll need, Don't be afraid 10 ask
questions. and you'll begin a new hobby providing n~\V

friends and unlimited enJoymenl. High school and college
campuses frequently have rotc·playing clubs, and game slore
personnel often know ofopen campaigns. Many unline siles
connect garners as well.

Beginning your own campaign is more time-consuming
and more rewarding as well. Chaoslum provides many sce­
narios and play-aKis tl\al are ready for Instant use aflcr an Ini­
tial reading. Such products can guide newcomers and act as
the hean of campaigns when the gamemaster has the ener·
gy nnd inclination but lacks the lime 10 fully prepare delalls,
For a current illustrated calalog pomt your browser to:

www.cha04lum.com.

- HAPPY GAMINGI
n,l;' BUys ar Chaosillm
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Armor ani) Hit Points for selecteD
Natural Anil11aLI, Monsters, ani)
Intelli{}l'I1L Races
1here is not room 10 gi\'e fuller 5talistics, as given abovt'
for the bear, bUl we can supply the a\'crdgc hil points for
Immy twes, lise this infonnaliOll to blilld your own fOC':$
and heroes. Consider how cre<Jlure~fight. i.lIld whelher or
nollhe)' might be uained to fight. In rullinq up character·
lsLlcs, determine if a creatUre Is inlelli~nl, whether it Is
the same, or 1arger, or smi1ller Ulan a twman, how loufJh
iI logically would be, and so Qn, and add or Sl,1t)lracl dice
rrom the characteristic rolls as appropriate. The slton,ger
and bigger a critter is. ti\C more polent Its alloclc; may Ix'
if the attacks sueceed-bulthe attacks will not be e:~pert,

at least III fil"lil Gust like pla)'er-characlers, you can keep
and Improve monsters, If you like). Ilemember Ihal skin
or hide or c.1J'"<JptK:C may act as Ulmor.

As a rule of Ihumb \'\-lllch you should adopt only 10
gel starled, give it crealure 4 hit poinL'I for every D6 tl.'.ed

10 establish Its STR, and 1 point for every 6-8 added to
Ihe roll as an ·add.' TIIUS a bear gets 3-4 D6 Sll plus
some minimum adds (so that rou don't roll up pygmy
l>ei.lrs). AllY natural drmor .should be <l constanl, usually
2 points for Ihlck hide or fur

In the Ust below. Ihe firsl number is the nalural armor
of thc being, followed by Its hll poinlS,

NIt1'IIJW.ItNlWALS.: UY7'IIOLOGICAL CREATURES'

Baboon 1,'10 AlK1rnuldble Snowman 4JIZ
Bdt.l.J~ Ml Ant. [iiaJ112J 12
Black lk",r 2115 Ani, gt1nl waniot 4114
I:klar 3116 Blgl'ool2il4
Brontosaur 2(1.'80 Ceuwur G: IS
CondO! 2J 12 Chimera 2119
Crocodile, sm, 5,' 17 Dr.1gon, adult4l)l8l)
Cr()('odlle. nwd, I(V17 DruROIl. )'OWlR 25160
Crocodile, 18. 15144 DwiUro,'lIl
~rO(IO ElrQ'14
Dog (lI9 Goblin Iii 1
EAgle 119 Gorgon !¥II
£lephanl 5,' 16 Griffin 4117
Gorllld 1113 H<tl})\ 119
Grtaly ~ar 4118 1~IPPo8riIT 3(16
Hawk. large lY.) Jablx."1wock 0.' 16
Hippopolamus3l11 Kelplc2l18
Hont' <VIII Manrk()n~ 4117
Leopard 1:10 Minotaur W16
lWfl2/13 Ogle Wl3
Mammoth &'21 Pepsus OilS
\~Mk('y 017 Rattloac.-tlve Blob MOO
.\torav EeII{12 Roc 12.140
P)'thoo 2IIS S<at)T 2/15
Squid. &tan! 2116 Sphlrut 2124
Tlgt-r 21t3 Spkk'f", want a.'2O
'lliteI1l1oP5 2.4,/54 Troll Gl\2
1)TflJ1noSilur24/63 UnicofO 0(17
R.Lt l). ~ \\~p. giant 3,'l2
Wall I 10 Grt'al White \Vhal(' 22/118



'Neill'0H.1 Table
"eapon 'ijpr &g/JmhJI/ Alloclt Damugf' BreoAage Note.

& Prlrry " Points
f1"!. ~turdJ ..5O".. . 103. .- __.J11.W pdIl) anolhe'r fbi
2·H.lfldC'd Spc.u' _'NTIltu3tinR..2 108+ I IS _.Jmpak'~

~wotd. ._.•..Hand ._.._._I~ ••. ..._••.. 103... 1 M_' •••.•20. • _ ~JeliJb~ \\eajx)fI hoI hNc1 forbegifUM:'n.
he .._..._ __Hand ...~ 108+2 15. ._.•_.~ be.'" d.urla.llC
\tdc.:c_._.•..._ .._•.._ .•.Hand _.._ ..Jl1\tt...._.•._ .106+2.20 easily maf1e. rcuv 10 It'am
Rock Th.rtMn .._._4.' _ .. 104 _- _ __.•..cannotpam:
.klHl:lin .. _••.__ TtvoY.n .2O'lfJ. 100 .. 10 '_M jrnp;tlv~

Ro\\i _ ._... ..__ \ti.ssile _.,._•.. _... 10i'li••..._••..•_.. _.106+ I .....•....-.. . ....•...hnPJle<;
$hlrld .. ,ParrY- ..25' ._........... .12 .doc''i not break

20%
106

2 pennies

avelin

1iEAR:

Pack

Attaek'llo

Damage

Parry%

H~ Points--,=-

Aarian

!!iHfElD:

Parry% 25%
H~ Points 12

.. ."f.ia
, .. ~ ~

jon Average Player:

ARMOR: WEAPOl\I!i:

Leather 2 points Zh Spear
HIT POINTS: Alta<:k% 25%
1 2 3 4 5 Damage 108+1
6 7 6 9 10 Parry% 25%
11 12 13 @ 15 H~ Points 20
16 17 18 19 20

.. CUmb I_I 40 % U.ten 125%) Z5 "
~ F1....A1d 130%1.112...% Sneak (20%) 20 "
!2 Hide 120%) ZQ % Spot Hidden 125%1-li..."

III Jump (25%1 Z5 % Throw 125") Z5 "

Chararter l\Iame: "- -='-- _

STRL -
CON 14 Ears stick

10 way outSIZ __ L .._--;

1M" 14 Idea Roll: 70 '"
POw..l1... l.ucI< Roll: 55 ...
DEX 14 Dodge RoIl:nL...

APP L PernJade. 45 %

Re.lisulHce Till e
For Success, rolf &qual 10 or Jess than the indicated number.

Acflve Ch.,..clerl,tlc

0' 02 03 .. 05 .. 07 08 .. 10 11 .. 13 ,. ,. •• 17 •• ,.20 21
01 SO 65 60 65 70 70 80 eo 80 .. -
02 45 50 55 eo 65 TO 7S eo 65 90 95 -
03 ... 45 50 65 eo .. '0 70 80 65 80 .. Range ~f

.. 35 40 45 50 65 80 65 70 70 80 eo 1IO OS - Auiom.Uc.... 3S 40 45 50 65 50 .. TO 7S 80 eo 80 95 -

.. 25 30 35 40 45 50 65 eo .. TO 7S eo 65 80 95 -
07 '"

.. 30 35 .. .. 50 55 00 .. ro 7S '" 55 Db -Ii 00 IS '" 2S 30 35 .. 45 50 55 00 65 ro 70 '" eo 80 95 -
~ .. ,. .. 20 2S .. 95 40 .. 50 55 eo eo 70 75 '" .. 80 .. -

10 05 10 15 20 2S 30 35 40 45 50 55 eo 55 TO 75 '" eo 80 OS -
S11 - 05 10 IS '" 2S 30 .. 45 50 OS 00 55 70 70 '" .. ..
li 12 - - 05 10 15 20 25 30 35 40 'S 50 55 50 65 TO 70 .. .. 90 ..
i 13 DO 10 " 20 30 35 .. 45 50 .. 00 eo 70 70 80 55 1IO.,. - - 05 ,. 15 20 2S .. 35 40 .s 50 55 80 65 TO 7S eo 55II. ,. - - CO I. 1S 20 25 30 35 40 45 50 55 eo 55 70 75 80.. - - CO 10 .. 20 2S 30 35 40 45 50 .. 80 50 70 7S

17 - ".:tl1ge ot . 05 ,.
" 20 .. 30 35 40 45 50 55 60 .. 70

•• Automatic
05 10 15 20 2S .. 3S '" 45 50 65 80 55- Fanu,. - OS ,. 15 20 2S 30 3S '0 45 50 .. 80

20 - - 05 I. 1S 20 2S .. 35 40 45 50 55

21 - - DO ,.
" 20 25 30 3S 40 45 50




