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Hntroduction

You now hold in your hands one of the largest efforts, in terms of
development and testing time, ever published in the wargame industry.
The sheer mass of these rules has made it necessary to print in small
type rather than in our usual format, but this saving in pages will
cause substantial savings in the purchase price of the book.

A rule booklet the length of a novel requires several readings to
fully absorb the rules and concepts. Once again, to save excess
wordage, in some cases you will come across terms which have not yet
been explained. Don't despair, all terms are clearly defined and
explained. Keep reading and the definitions of all terms will be
found in that area of the text where the full explanation makes the
most sense. An example of this is the term BMR, which refers to the
basic magical resistance of any item. The term is used often before
the section of the rules on the casting of spells and the enchanting
of items. Naturally, the full explanation of BMR can be found in
this section, where it will be most clear. The rules require mare
than one reading, and the uses of BMR in sections prior to its
definition will be that much more clear in the second reading of the
rules or on referring back to those sections where it has been
mentioned.

Chivalry & Sorcery is the most complete rule booklet ever published.
Its very completeness creates problems in the mass of rules to be
absorbed. However, the useful suggestions within the rules for how
to run a C & S campaign will more than compensate for any difficulty
in mastering the volume of rules.

Fach rules section is optional so that C & S can be used for a com-
plete medieval campaign without the use of any of the fantasy rules,
or for a fantasy campaign without the mass action or siege rules
that are so necessary for a medieval world. The key element is that
whatever your tastes and needs, they will be satisfied by C & S and
all sections are designed to work with each other and be compatible.
there is no need to frantically seek and adapt another set of rules
when your characters build their castles and are suddenly attacked
by large forces. It's all there.

The complete fantasy or medieval world that is a part of the world
and has laws is now possible. Player characters must function
within a very definite society and are no longer limited to the
simple aspirations of dungeon crawling to achieve a measure of
success in the world.

SCOTT B. BIZAR
Editor, Fantasy Games Unlimited






Let me tell you, O my Liege, the tales of our ancestors.

Let me tell you about the time when the mighty elven lords were fighting
the Dark Enemy before their return to the west.

A time when the proud dwarven kings were digging the depths to find
precious gems and metals of unthinkable beauty.

After the sunk of middle earth and the rising of new kingdoms, centuries
passed and the age of men came out.

A dark age that saw the fall of Lucifer and deadly struggles between
valiant knights and vile sorcerers.

This was the age of the Chivalry and the Sorcery.

Close thy eyes and listen...

...We shall see battle axes and swords, a-battering colored haumes and a-
hacking through shields at entering melee; and many vassals smiting
together, whence there run free the horses of the dead and wrecked. And
when each man of prowess shall be come into the fray he thinks no more of
(merely) breaking heads and arms, for a dead man is worth more than one
taken alive.

I tell you that I find no such savor in eating butter and sleeping, as
when I hear cried "On them!" and from both sides hear horses neighing
through their head-guards, and hear shouted "To aid! To aid!" and see the
dead with lance truncheons, the pennants still on them, piercing their
sides.

Barons! put in pawn castles, and towns, and cities before anyone makes
war on us.

Papiol, be glad to go speedily to "Yea and Nay", and tell him there's too
much peace about.




Ffortward

Dungeons and Dragons arrived on the scene only recently up here in Edmonton,
Alberta, and it immediately acquired a small but fanatically devoted circle
of "dungeon crawlers" who ate, drank, and slept the campaign. We developed
maps showing the extent of the fantasy world we had created, including a
number of nations and the like. But that was a crude effort at best, with
only a few rules and guidelines to govern the action. Still, it worked after
a fashion. Yet, something was lacking.

Chivalry & Sorcery began innocently enough with a discussion about the
relative vacuum our characters were living in between dungeon and wilderness
campaigns. Also, a degree of dissatisfaction emerged over the relatively
limited goals available to our characters. Besides, we had managed to make
all-of the beginner's mistakes--too much gold and Magic was being found, and
everyone was on an "ego trip" of Gargantuan proportions.

Putting our heads together, We found that we had a lot going in Dungeons and
Dragons. Warlock gave further ideas. And Petal Throne presented the concept
of an integral world. Wilf Backhaus turned to me at that point and asked why
we couldn't do something about it. I replied, "Why not? Chivalry & Sorcery
emerged. It is a clearly feudal world, but not anywhere as constrained as if
might appear on the surface. The full range of fantasy adventures is possible
in it. While we had ideas about developing an entirely new set of spells
(quite a few emerged, however), we felt that our attachment to Dungeons and
Dragons was too strong to do away with many of the spells and the devices
that had been so meticulously developed by Gary Gygax and Company. Thus a
good number of spells have remained the same and are reprinted here with
modifications to fit it to the new Magick System we developed.

To supplement the rules, we recommend acquiring a good basic text about life
in the feudal period. For that is the setting of the action. The transition
to this social atmosphere should not be very hard, as most fantasy in fact
occurs in it. Nations can be developed, with as many identifiable non-player
characters as one desires. The only restriction is that the customs and
manners of the feudal age are in effect, complete with class distinctions and
privileges. "Muscle men" are no longer free to throw their weight around
unless they have the social rank to back them up.

My special thanks to the intrepid band who assisted me in developing this
first edition of Chivalry & Sorcery: Wilf Backhaus, who deluged me with an
avalanche of innovations in the practice of the Art of Magick and assisted in
the development of the Combat Systems; Ron Gillies, who painstakingly
reconstructed in playable form the Medieval science of Castle Building and
Seigecraft; Wayne Wittal, whose short but delightful treatment of Courtly
Love should bring about many an adventure; and John Wrapcenak, general critic
and factotum.

We all realize that Chivalry & Sorcery still has flaws, but at the same time
we feel that it should provide new perspectives for any dungeon campaign.
Fantasy wargaming being what it is, the product of pure imagination, there
probably will never be an end to the innovations. It is our hope that
Chivalry & Sorcery will assist dungeon crawlers everywhere to develop their
own campaigns along fresh lines.

Ed Simbalist
July, 1976
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You are quite correct about Chivalry & Sorcery filling the detail of D&D.
That was a deliberate intent on our part. The inspiration of the whole
project was EPT. I had been playing D&D for about 9 months in 1975 when I got
my hands on a copy of EPT. It proved to me what I had always suspected, that
it was possible to set out an entire world. I also concluded that unless you
had a fine ear for language and a great memory for detail that it would be
very difficulty to GM a session of EPT (This situation is now much improved
with the two novels Barker wrote). The same serious treatment, however, I
determined, could be achieved with the well known legends of Robin Hood and
King Arthur. Everyone knows those stories so that GMing them would be a lot
easier. The other game which influenced me personally was En Garde - where
you actually had to play the social structure.

I had a long discussion with Ed Simbalist, who I had been playing D&D with
for about 8 months, one May evening in 1976 and we decided that we would do a
Medieval EPT/En Garde. While we conceptualized a theoretical kingdom we
settled instead on Medieval France/England as our rule of thumb for the
purpose of speeding up the design process.

We wrote an MSS in 6 week which was about 360 pages long. We self-published
40 copies of it under the title of Chevalier. It was our intent and our hope
to sell our material to TSR as a sort of "Advanced" D&D. We traveled to
GENCON for that purpose in August '76. We never did show it to TSR because we
took an instant dislike to Gygax and so sought out another publisher. It
required us about 4 months to completely de-D&D our manuscript - it was
during part of that process that we decided on the term "Game Master". The
Chivalry & Sorcery lst was published in the summer of 1977.

The sheer complexity of Chivalry & Sorcery 1lst is well taken but it is not as
complex as Ed's subsequent Space Opera- I, on the other hand, have ever since
been an advocate for simpler systems. Chivalry & Sorcery 3rd was an attempt
to simplify which I carried further with my most recent contribution C&S
Light.

I was asked one time about all of the innovations which could be traced to
Chivalry & Sorcery and I completely forgot the point about "Game Master".

BTW I can tell you that e-book version C&S1l, which will be called C&S Red
Book, is already in the can and will be marketed by Gamestuff Inc in the near
future.

Wilf Backhaus
December, 2000
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The Grand Campaign

Chivalry & Sorcery: The Grand Campaign

Chivalry & Sorcery began innocently enough with a
discussion about the vacuum that our characters seemed to be living
in between dungeon and wilderness campaigns. In the Fantasy
Wargames Society of the University of Alberta a degree of
dissatisfaction emerged over the limited goals that were available
to our characters. The solution was to develop an all-encompassing
campaign game in which dungeon and wilderness adventures were just
a small part of the action.

The Feudal Age was chosen as the setting of the action.
There is a powerful and most appealing tradition of glorious deeds
and stirring events surrounding the whole period of Chivalry.
Furthermore, most fantasy occurs in societies that are generally
feudal in nature, and the richest traditions of “Magick” belong to
that period as well. To make the life of the Feudal Ages live again
and to provide an authentic setting in which to play out the
campaign, C&S is filled with aides and guidelines which make the
creation of an entire world possible. Our group has chosen France,
1170, as the center of our world, although it is a France drawn
with a liberal brush indeed. It could just as easily been one of
Howard’s Hyborean Kingdoms or the world of Tolkien. It could even
have been a purely imaginative world never before encountered in
history, legend, or fiction.

Some planning and preparation is unfortunately necessary.
A map of the “world” must be drafted and nations must be
established. Within each nation should be located several large
baronies. Economic and military resources may then be determined
for these areas. Leaders and other important non-player characters
should also be determined, as such men affect the entire conduct of
affairs in the land.

At this point, players who are interested only in
military miniatures battles are ready to stage an ongoing campaign
that can last over a series of battles. Possible scenarios include
the War of the Roses, the Hundred Years War, one of the Crusades,
Richard I's land campaigns in France, or any of a score of other
possibilities. Attention would be focused on marshalling economic
and military resources. Castles can be built or strengthened,
mercenaries hired, and replacement troops trained to replace
casualties. Alliances can be formed, and players may enter into
political intrigues to improve their positions. Raids, sieges, and
open battles can be staged. In short, the full range of events
arising out of medieval warfare may be simulated in as much or as
little detail as possible. The skill of players in handling
political and strategic factors, as well as skill in tactics, will
determine the final victor.

If players wish to proceed further and develop individual
characters, they may do so. Again, the military miniatures
enthusiast will probably elect to deal only with Knights and
Nobles. Tournaments can be staged and individual characters may be
involved in the battles that are a part of the larger campaign.
This adds a degree of intensely personal commitment to the
proceedings as identification with characters is impossible to
avoid. Small scale actions on an individual level are also
possible, employing the Individual Combat matrixes and the Horse
Combat rules.

Many players will desire to go "the whole route" and
develop a fantasy campaign. In this instance, the added dimensions
of Magick and a host of Legendary Monsters fill out the
possibilities offered by Chivalry & Sorcery.

The essential feature of Chivalry & Sorcery is the
flexibility built into all of the campaign types. Players may
choose the type of campaign that they desire and may ignore all
elements that are not relevant to their needs and aims. For
example, Magick is not essential and a miniatures enthusiast my
ignore it completely if he finds it distasteful. On the opposite
side of the coin, a player interested in staging dungeon
expeditions may choose to ignore the larger event that are
Occurring in the nation as a whole (although many opportunities for
some exciting adventures could be lost.) After all, miniatures and
fantasy campaigners are a highly creative lot, and the greatest
enjoyment is found by adding the "personal touch. Chivalry &
Sorcery provides the guidelines by which players may easily create
the kinds of worlds they want and does not attempt to "dictate" in
any way what must be.

The Feudal Setting

}5?721 11 feudal societies are characterized by fairly rigid class

AN structure. Thus player-characters are subject to conditions
dof birth and social status. In general, it is the
circumstances of one’s birth that determine the
opportunities open to a man, although an “exceptional” personality
may rise above even the lowest beginnings and make a place for
himself in the world (if he is lucky and canny enough.) Thus,
provision is made for random determination of a player-character’s
birth and status in society.

The code of Chivalry pervades feudal society. It is
binding upon all within the campaign, and some things simply are
not done if a character wishes to maintain his reputation for
honourable conduct. Honour is more important than any other form of
currency. Without honour, a Knight’s followers fall away from him,
he is barred from tournaments and cast out of polite society, and
he cannot hope to exert any real or effective influence upon the
political life of the state. Nor can a commoner ignore the need for
honour, as he depends upon the favor and respect of others to
advance in the world. Success in the campaign is dependent upon
having “friends,” not just attaining many levels of experience or

Red PBook 77 ed.

winning a few battles.

To fill out the “grey” area of other miniatures and
dungeon campaigns, the entire social order of the feudal state is
assumed to exist at all times. Military campaigns and individual
adventures occur fully within a society as well as in a geographic
area. The complete superstructure of Church and State overlooks the
activities of characters. The commander of armies must bear in mind
the reluctance of vassals to serve for more than 40 days and must
respect the hidebound customs and traditions of Knights and commons
alike. His noble peers are invariably proud, haughty, and Jjealous
of anyone who seems to threaten their own power or position; and
thus, alliances are fraught with dangers. Barons are aligned
against each other and all resist the King’s every attempt to bring
about strong central government. Church and State are locked in a
struggle over who shall be supreme in the land: the Crown or the
Lords Spiritual. On the individual level, a bullying Knight could
find that his enemies are ganging up on him in the Grand Melee, or
that he has been challenged to a Trial by Combat & 1l’outrance --
“to the death.” Indiscriminate practice of Magick, especially for
“evil” ends, might result in excommunication and a painful auto-de-
fe, ending at a burning stake. A notorious thief or killer can be
declared “outlaw,” the fair game of anyone able to kill him on
sight. Even the doughtiest fighter will blanch at the thought of
being the prey of a hundred villagers answering the “hue-and-cry”,
eager to collect the reward for capturing him, or worse. Then there
are taxes to be paid, and treason or sedition bring quick death at
the hands of the King’s executioner. Chaotic conduct, while loads
of fun, carries risks appropriate to the evil practiced. No man
stands invulnerable and unassailable. In the Great Chain of Being,
there is always a strong adversary ready to confront and destroy a
man who goes “too far.”

Authenticity is the hallmark of Chivalry & Sorcery.
Creativity and imagination are vital, but realism and attention to
the facts of human nature and the nature of any reasonable society
is necessary as well. Players are therefore urged to acquire a good
general knowledge of feudal life in general so as to provide the
“colour” and detail that breathes life into the campaign and
provides models of general behavior.

Realism demands that a character maintain himself and his
followers. The economic facts of everyday life play an important
part in the campaign. One has to eat, find shelter, and clothe
himself. One’s followers have to be paid, cared for, and rewarded
for faithful service. One’s horse must be shod, stabled, and fitted
out with saddle and harness. Arms and armor must be purchased and
kept in good repair. All this takes money, and money is not to be
had easily in the feudal society. Work or entering into feudal
service is necessary, and Chivalry & Sorcery provides for this in
the sections on Feudal Fiefs and Making a Living. Whether an army
is being outfitted for war or a dungeon expedition is being
prepared, money is required. Some attention to acquiring a steady
income and managing it well is called for. The warlord who ignores
his warchest may find that his army has disappeared. The individual
character who tries to make ends meet by plunging into dungeons may
find that he has starved to death.

In any feudal society, a person must have a “place” in
the social order, and the place he occupies will determine his
manner of conducting himself. Commoners should never “put on airs”
in front of the nobility and cannot afford to feel too much
resentment at harsh treatment by their social “superiors.” Great
lords cannot treat loyal vassals like mindless robots to be ordered
here and there without regard to their needs and desires, unless
personal loyalty is of no importance to them. Independent-minded
characters find that they are universally regarded with suspicion
and distrust. Even Knights-errant lack the status enjoyed by a
Knight-in-service because they have no feudal lords. To benefit
fully from the system, one must live within it and abide by its
rules of conduct. When the society demands that a man occupy a
definite place in the rank order of things and conduct himself
accordingly, anyone who proves to be a “maverick” counts for
little.

One of the features of social class that dominates
Chivalry & Sorcery is the rather great distinction made in the
matter of bearing arms. Knights have the prerogative of bearing
weapons that are forbidden to the lesser classes in society. Only
Knights and Sergeants-at-Arms are permitted to own warhorses of
superior quality. Commoners go on foot or else ride “nags.” Non-
fighters are also restricted with respect to the kinds of armor
they may wear- although this is a reflection of their lack of
training and not a prohibition as such. These things are as they
actually were and to be realistic they are included in the
campaign. It is a question of one’s place in society.

Every man has a “Master” unless he has arrived at a high
point in his career and is successful enough to be a great Lord or
has established his own business. Player-characters begin their
careers at a youthful age, inexperienced and relatively poor. They
must learn some trade or enter some vocation. Thus they are all
placed under a non-player “Master” who instructs and protects them
until they are able to assume their own place in the world. Such
apprenticeship generally lasts until a character reaches experience
level 5. The “Master” is controlled by another player or by a “Game
Master” and manages the life of his apprentice, setting him tasks
and sending him on missions. Many adventures can be generated by
the use of the Master, who has need of some article or who is going
to some distant place and must be attended by his young assistant.
A complete range of non-player characters appears in the “Monster”
section and these may be used to obtain many of the characteristics
of “Masters.”

Unique features of the medieval period have been
incorporated to add realism to the campaigns. “Courtly Love”
provides motivation for young Knights to go out and do deeds of
great valour in the name of their ladies, for much honour and



The Grand Campaign

experience may be won. “Knightly Orders,” “Magick Orders,” and
“Secret Societies” exist, providing characters with allies in times
of need, and also serving to generate adventures. The same is true
of the great Guilds which dominated medieval business and finance.
For players interested in political careers, there is even
provision for entering the “Royal Bureaucracy” and rising to the
highest levels of government.

The campaign, then, is pervaded by the elements of
feudalism. Players are urged to absorb as much of the “mental set”
of the period as possible to permit role-playing that is authentic.
To think as a 20th Century man while conducting a campaign based
upon feudal society is an unfortunate thing to do, as most of the
“fun of the thing will be lost.

Feudalism begins with the belief that everything belongs
to the king, as highest lord of the land. All rights derive from
the king, who has distributed some of his rights and
responsibilities among his lords; they, in turn, distribute some of
these rights and responsibilities to their knights. All obligations
are personal, dependent upon the relationship between a lord and
his followers. The followers swear fealty to the lord, and
afterwards are known as vassals of that lord.

The lord ensures the loyalty of his favored followers by
giving them land, the single most valuable and permanent commodity
in the realm. To receive gold is a slightly dubious honour, since
even a peasant can be bribed with gold. However, a transfer of land
is sacred. Two types of land transfer are common:

. A gift is given for the duration of the recipient’s life
but upon death reverts to the lord.

. A grant is given for the life of the recipient and his
heirs.

A vassal does not really own the land he is given, but he
does own all the granted benefits collected from that land. The
vassal receives his grant in return for loyalty and services. As
long as the knight’s obligations are satisfied, the benefits are
legally his and cannot be justly taken away. Typically, a knight’s
obligations are to serve loyally in his lord’s military campaigns
and to advise his lord on important matters. In return, the lord
owes his vassal protection, sustenance, and livelihood. Thus, there
is a non-equal but reciprocal agreement between lord and vassal.

Obligations may be changed only if both parties agree.
Usually they are only changed when one person has done something
significant for the other. If the vassal rescued the king on the
battlefield, he might receive his former gift as a permanent grant.
If the knight violates his loyalty, he can lose the land he has of
the lord. Typical reasons for land to revert to the lord include
treason, failure to support the lord, or the lack of an heir when
the grant holder dies. Daughters may inherit their father’s grants
only if there are no male heirs.

In some rare cases, a knight may become a vassal without
a gift or grant of land. Church officials and monasteries also rely
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upon land grants to knightly vassals in return for loyal service.
Monasteries often became powerful landowners with their own knights
to protect them.

The Time JFrame

T

fhe time frame of Chivalry & Sorcery as a game is different
V F@ from other games of its general type, for the one day = one
h {Jgame day concept has been dropped in favour of a more
et tc1lescoped time period. To a degree, the peculiar nature of
the Magick System accounts for this, as Magick Users must spend
considerable periods of time simply learning the spells they will
want to cast in an expedition. Also, if large-scale actions are
going to be fought, anxious War Lords are going to be very
frustrated by a real-time winter period in which no campaigning is
possible. To permit a few good wars, time had to be compressed.
Also, time was compressed to permit characters to live out a
reasonable proportion of their lives, and perhaps even descendants
to take up the struggle.

The recommended time period for individual adventure campaigns is
roughly on a one to four basis, with one real week equal to one
Game Month. Also, the year is seasonal in nature, and winter is
always a quiet period because conditions are simple too bad for
anyone to seriously attempt an adventure outside settled areas.
Even the monsters get out of the winter storms. The four seasons
therefore break down as follows:

2-3 real weeks
8-10real weeks
2-3 real weeks
1 real week

April and May:

June to October:
November and December:
Winter: January to March:

Clearly, most of the action occurs in the summer months, which are
at least twice as long as any other months to permit active
adventuring. Winter is simply the time that players devote to
“bookkeeping chores” to get ready for the next round of gaming. As
is typical of many aspects of Chivalry & Sorcery, the time periods
are always optional so that, if an important or exciting adventure
is occurring, the real time period can be extended to the
convenience of the players. Players devoted to purely military
campaigns could telescope time even further, so that 5 or 10 years
were covered in a real year, if not more, permitting entire
generations to pass in a relatively short space of time. The
Hundred Years War is not an impossibility using this system.

Keeping a Calendar

The important thing to establish is the relation of real time to
game time, so that all of the players know what the game date is in
a particular week of play. Once general agreement is reached among
the players, everyone knows how much time is passing. This fixing
of a definite calendar for the game is especially vital for Magick
Users, who operate on a very strict time scale when learning spells
or doing enchantment.
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Races

hoosing a race is a vital part of character creation. Race
establishes a character’s abilities and weaknesses. In a
more literary sense, the character’s race helps to define
the character’s identity. Where attributes and class answer
very important questions about the character, race is an equally if
not more important defining factor in a character’s persona.
Imagine a short, stocky, dour- faced, bearded warrior girded in
iron, with a fearsome axe and rimmed shield - you could very well
be imagining a dwarf. Imagine a character that is tall and lithe,
clear of vision, has golden hair, and is wrapped in the mysticism
of the fey, and you could be imagining an elf. Characters that are
small and nimble, with strong hearts, might just be hobbits. If
your image is of a tall bearded man, wrapped in the shimmering
folds of a vermilion robe while leaning on a staff, it’s probably a
human. The races are designed to have some latitude, allowing the
player room to create a personal flavor for their character.

When choosing a race, the player should make an effort to
understand the basic personality and culture of the selected race.
Whether using the social descriptions developed for Chivalry &
Sorcery, or creating your own societies and cultures, successful
roleplaying results from a melding of the character’s personality
with its racial background. Furthermore, each race has a number of
inherent racial abilities. These range from full vision in inky
blackness, to finding hidden doors, to hiding well in the
wilderness. Read the description of each race carefully, to gain
familiarity with their extraordinary abilities and limitations.

Each race has certain physical characteristics that make it unique.
These characteristics are not only reflected in their various
abilities, but also in their basic attributes.

WA 0st player-characters will be human beings. As such, they
will have the widest range of characteristics enjoyed by any
jcharacter type. Men can become virtually any type of
character in the game: Knights, Fighting-Men, Thieves,
Clerics, or Magick Users. Also, because the world is essentially
dominated by Mankind, they enjoy the greatest degree of freedom of
movement and acceptance. Elves, Dwarves, and Hobbits, while often
made to feel welcome, are not really a part of daily life in human
society and cannot hope to establish themselves as great lords
beloved by their subjects. They are “foreigners” and they are
“different,” two serious penalties to be overcome in any Feudal
society.

Humans are the most adaptable and ambitious people among the common
races. They have widely varying tastes, morals, and customs in the
many different lands where they have settled. When they settle,
though, they stay: they build cities to last for the ages, and
great kingdoms that can persist for long centuries. An individual
human might have a relatively short life span, but a human nation
or culture preserves traditions with origins far beyond the reach
of any single human’s memory. They live fully in the present—making
them well suited to the adventuring life—but also plan for the
future, striving to leave a lasting legacy.

Just as readily as they mix with each other, humans mingle with
members of other races. They get along with almost everyone, though
they might not be close to many. Humans serve as ambassadors,
diplomats, magistrates, merchants, and functionaries of all kinds.

Dwarves. "“They’re stout folk, stalwart friends, and true to their
word. Their greed for gold is their downfall, though.”

Elves. “It’s best not to wander into elven woods. They don’t like
intruders, and you’ll as likely be bewitched as peppered with
arrows. Still, if an elf can get past that damned racial pride and
actually treat you like an equal, you can learn a lot from them.”

Hobbits. "“It’s hard to beat a meal in a hobbit home, as long as you
don’t crack your head on the ceiling—good food and good stories in
front of a nice, warm fire. If hobbits had a shred of ambition,
they might really amount to something.”

The Elves call the race of Men Atani in Quenya, literally meaning
"Second People" (the Elves being the First), but also Hildor
(Followers), Apandénar (After-born), and Firimar or Firyar
(Mortals) . Less charitably they were called Engwar (The Sickly),
owing to their susceptibility to disease and old age, and their
generally unlovely appearance in the Elves' eyes. The name Atani
becomes Edain in Sindarin, but this term is later only applied to
those Men who are friendly to the Elves. Being the second born race
of Middle-earth, Men are generally weaker than Elves, and have
poorer coordination and reflexes.

Man names for a middle -earth campaign

Dunedain Numénoreans Rohirrim Gondorians
Amlaith Ailinel Baldor Adrahil
Arador Almarian Brego Aglahad
Araglas Almiel Brytta Aldamir
Aragorn Amandil Ceorl Alphros
Aragost Ar-Adunakhor Déor Amrothos
Arahad Ardamir Déorwine Anardil
Arahael Ar-Gimilzor Dunhere Anarion
Aranarth Ar-Pharazon Elfhelm Anborn

Arantar Ar-Sakalthor Elfhild Angbor

Aranuir
Araphant
Araphor
Arassuil
Arathorn
Araval
Aravir
Aravorn
Argonui
Arvedui
Arvegil
Arveleg
Beleg
Celebrindor
Celepharn
Dirhael
Earendur
Edrendur
Eldacar
Elendil
Elendur
Estelmo
Gilraen
Halbarad
Isildur
Ivorwen
Malbeth
Mallor
Malvegil
Ohtar
Tarcil
Tarondor
Valandil
Valandur

Ar-Zimrathon
Atanalcar
Aulendil
Axantur
Beregar
Caliondo
Cemendur
Ciryatur
Earendur
Elatan
Elentir
Elros
Erendis
Gimilkhad
Gimilzagar
Hallacar
Hallatan
Hatholdir
Henderch
Herucalmo
Ibal
Inzilbeth
Irilde
Isilme
Lindisse
Lindorie
Mairen
Malantur
Manwendil
Miriel
Nessanie
Nolondil
Numendil
Nuneth
Orchaldor
Oromendil
Silmarien
Soronto
Tar-Alcarin
Tar-Aldarion
Tar-Amandil
Tar-Anarion
Tar-Ancalime
Tar-Ancalimon
Tar-Ardamin
Tar-Atanamir
Tar-Calmacil
Tar-Ciryatan
Tar-Elendil
Tar-Meneldur
Tar-Minastir
Tar-Palantir
Tar-Surion

Tar-Telemmaite

Tar-Telperien
Tar-Vanimelde
Tindomiel
Ulbar
Valandil
Vardilme
Veantur
Yavien

Zamin

Eofor
Eomer
Eomund
Eorl
Eothain
Eothéod
Eowyn
Erkenbrand
Fastred
Fengel
Folca
Folcred
Folcwine
Fram
Frea
Freca
Frealaf
Freawine
Frumgar
Galméd
Gamling
Garulf
Gleowine
Goldwine
Gram
Grima
Grimbold
Guthlaf
Haleth
Héma
Harding
Helm
Herefara
Herubrand
Hild
Horn
Léod
Marhari
Marhwini
Morwen
Saruman
Thengel
Théoden
Théodred
Théodwyn
Vidugavia
Vidumavi
Walda
Widfara
Wulf
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Angelimir
Aratan
Arciryas
Artamir
Atanatar
Alcarin
Barahir
Baranor
Belecthor
Belegorn
Beregond
Berelach
Beren
Bergil
Beruthiel
Borlas
Boromir
Borondir
Calimehtar
Calimmacil
Calmacil
Castamir
Cemendur
Cirion
Ciryon
Ciryandil
Damrod
Denethor
Derufin
Duilin
Dervorin
Dior
Duinhir
Earendil
Earnil
Earnur
Ecthelion
Egalmoth
Elboron
Eldacar
Eldarion
Elendil
Elendur
Elphir
Eradan
Erchirion
Faramir
Findegil
Finduilas
Firiel
Forlong
Galador
Gilmith
Golasgil
Hador
Hallas
Herion
Hirgon
Hirluin
Hurin
Hyarmendacil
Imrahil
Imrazor
Ingold
Ioreth
Torlas
Isildur
Ivriniel
Lothiriel
Mablung
Mardil
Meneldil
Minardil
Minastan
Minohtar
Morwen
Narmacil
Ondoher
Ornendil
Orodreth
Ostoher
Pelendur
Rian
Romendacil
Siriondil
Tarannon
Falastur
Tarciryan
Targon
Tarondor
Telemnar
Telumehtar
Umbardacil
Thorondir
Turambar
Turgon
Turin
Valacar
Vorondil
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Dunedain

fhe Dinedain (singular: Dunadan, "man of the west") are the
F@ Men who descend from the Numenéreans who survived the fall
§{]of their island kingdom and came to Eriador in Middle-earth
Cma®2] 1 cd by Elendil and his sons. They are also called the Men of
the West and the Men of Westernesse (direct translations of the
Sindarin term). They settled mainly in Arnor and Gondor.

The Westron name for Duinadan was simply Adln, "westerner", but this
name was seldom used. This name was reserved to those Numendreans
who were friendly to the Elves: the other, hostile survivors of the
Downfall were known as the Black Numendreans.

The Dunedain were descended from the Elf-friends, the few Men of
the First Age who sided with the Noldorin Elves in Beleriand. Their
original leader was Elros, a half-Elf. They were given Numenor as a
homeland by the Valar at the start of the Second Age and later
created fortress-cities along the western coasts of Middle-earth
which dominated the lesser men of these areas. In time, Numenor was
drowned and a small number of the Faithful (led by Elendil) escaped
the destruction.

Sauron's spirit fled from Numenor to Middle-earth, and he again
raised mighty armies to challenge the new Dunedain kingdoms, Gondor
and Arnor. With the aid of Gil-galad and the Elves, Sauron was
defeated, and he vanished into the wild East for many centuries.
Gondor and Arnor prospered during this time.

As Sauron began to re-form and gather strength, a series of deadly
plagues came from the East. These tended to strike harder in the
North than the South, and caused a population decline in Arnor.
Also the chief of the Nine Ringwraiths, known commonly as the
Witch-king of Angmar, began assaulting the divided Northern
Dunedain kingdoms from a mountain stronghold (Carn D{m) .
Eventually, he succeeded in destroying Arthedain, the last of the
Northern kingdoms.

After the fall of Arnor and then Arthedain, some of the northern
Dunedain became the Rangers of the North in Evendim. The surviving
Dunedain population of Arnor retreated to the Angle south of
Rivendell. In the meantime the southern Dunedain intermarried more
and more with so-called Middle Men, except in some regions (such as
Dol Amroth). In general, Dunedain Rangers mainly took care of
themselves and of lands of the Free Peoples, though if they were
called upon to battle they were quite willing to do so.

After the fall of Arthedain, a remnant of the northern Dunedain
became the Rangers of the North, doing what they could to keep the
peace in the near-empty lands of their Fathers. The surviving
Dunedain population of Arnor retreated to the Angle south of
Rivendell, while smaller populations made isolated settlements in
far western Eriador.

Over the centuries, the southern Dunedain of Gondor intermarried
more and more with so-called Middle Men. Only in regions such as
Dol Amroth did their bloodline remain pure. Their lifespan became
shorter with each generation. Eventually, even the Kings of Gondor
married non-Dunedain women occasionally.

The Dunedain were superior to other Men in nobility of spirit and
body, although they were still capable of evil if corrupted, and
tended to do more evil in such circumstances. They were tall, with
dark hair, pale skin and grey eyes.

In addition, direct descendants of the Dunedain are known to live
longer than normal Men. It is said that Dunedain live three times
longer than normal Men; that would translate into 240 to 250 years
of average lifespan, given normal human lifespan of 80 years.

Men are not tied to Arda (the Earth) in the way that the First Born
are. Eru gave to the race of Men the Gift of Death. As such the
average lifespan of Men is very much shorter than that of other
races. The Wise amongst the Elves do not know what happens to the
spirits of Men when they depart from the Halls of Mandos, but it is
believed that they return to Eru directly, there to await the
fulfilment of the purpose of the creation of Arda. As such Men gain
a passion for life and are often regarded as impetuous by other
races of the Free Peoples. However, such susceptibility to death
leaves them vulnerable to disease, a fact the Enemy has exploited
to devastating effect all too often. The race of Men gain no
special bonuses when resisting disease or poison.

Dunedain have ready access to steel weapons of the best quality. A
player character can be expected to begin the game with:

. Either a broad-sword, long-sword, mace, battle-axe, or
morning star;

. A dagger, throwing dagger, spear or longbow.

Dunedain warriors have access to some of the best armour possible.
The Dunedain of Gondor will have full plate armour embossed with
the emblem of the White Tree. The Dunedain of the North, as they
are now Rangers, will tend towards wearing stealthy armour such as
leather. A player character can be expected to begin the game with
soft leather and a chainmail hauberk. They will have a heavy helmet
and a round shield. If the soft leather armour is chosen, it is a
sleeved Hauberk of soft leather that covers their abdomen, chest
and arms. The Dunedain of Gondor, if in military service, will have
access to full plate armour custom fitted to their size, a heavy
helmet and a full shield embossed with the emblem of the White
Tree. The Dunedain of Gondor who are Rangers will have rigid
leather instead of plate armour.

Arnorian Males: linen, silk, or woollen undershirt, in a rich
colour (maroon, blue, purple, navy blue), with close fitting
sleeves; woollen under-hose; silk or woollen outer hose; flowing
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silk or woollen tunic (again in rich hues) with wide, flowing
sleeves ornamented with fine embroidery; decorative leather belt
often set with precious stones; silk or woollen collar covering the
shoulders and often the neck, decorative bands of embroidery at the
top and bottom edges; soft leather shoes or stout boots; quilted
cape with generous hood and wide sleeves; fur over-cloak.

Arnorian Females: linen, silk or woollen undershift, in a rich
colour (royal blue, deep red, sky blue, violet, midnight blue),
with close fitting sleeves; woollen hose; flowing silk or woollen
gown (rich hues as above) with wise, flowing sleeves ornamented
with embroidery and appliqué; decorative leather belt or girdle
often set with precious stones; silk or woollen collar covering the
shoulders and often the neck, decorative bands of embroidery at the
top and bottom edges; headpiece of lace or embroidered fabric,
crescent shaped, with one point hanging onto the forehead; soft
slippers; leather ankle boots; quilted cape with generous hood and
wide sleeves; fur over-cloak.

Gondorian Males: silk or cotton undershirt, usually white or a
pastel; richhued silk or cotton waistcoat with elaborate sleeves
(gathered, slashed), close-fitting bodice, and wide shirt pieces;
belt of finely dyed leather and gold or silver links; decorative
collar, elaborately embroidered, covering the shoulders but
revealing the neck; sandals or soft shoes, quilted cape with
generous hood and wide sleeves.

Gondorian Females: silk or cotton undershift, usually white or a
pastel, often sleeveless; rich-hued silk or cotton gown with
elaborate sleeves (gathered, slashed, multiple puffs) and close-
fitting bodice; silk sash or girdle; decorative collar, elaborately
embroidered, covering the shoulders but often revealing the neck
and chest; ornamental headpiece; sandals or soft shoes; quilted
cape with generous hood and wide sleeves.

NOTE: after the deprivations of the Great Plague and the loss of
prosperity from Gondor’s former self, in the latter part of the
Third Age, Gondorian clothing became more austere and drab. Bright
colours give way to greys, dark browns and black. Tunics rather
than shirts (for males) became more the common dress attire, and
clothing becomes more functional than decretive. This reflects both
Gondor’s loss of its former glory and the pressures of ever present
enemies on its borders.

Black Pumendreans

fhe Black Numenéreans were originally the royalist survivors
ﬁ@from the mightiest human kingdom that had ever been:
({Numenor, which was destroyed late in the Second Age of the

The Black Numenéreans, as their power and knowledge grew throughout
the course of the Second Age, became increasingly preoccupied with
their mortality, the purpose of which they began to question. Their
growing wish to escape death, "the doom of Men" (formerly called
"the Gift of Men"), made most of the Numendreans envious of the
immortal Elves, or Eldar. The Eldar sought ever to remind the men
of Numenor that death was a gift from Iluvatar to all Men, and that
to lose faith in Iltvatar would be heretical.

Nevertheless, after S.A. 2221 when Tar-Ancalimon became King of
Numenor, the people became divided. The "King's Men", the larger
party, "grew proud and were estranged from the Valar and the
Eldar." They became increasingly predisposed to the corruption of
Sauron, who, once arrived in Numenor, was able to dominate the will
of most of the Numenéreans with the One Ring. In Numenor's last
years, the powerful but elderly King Ar-Pharazén, who had become
"frightened of old age", was persuaded by Sauron that Iluvatar was
a lie invented by the Valar, and seduced him to the worship of
Melkor, first in secret and then openly. Within Numenor, the
majority followed suit, and this worship was carried across the
ocean to Numenor's colonies in Middle-earth.

The remnant of the King's Men who survived in Middle-earth after
the destruction of Numenor were called the Black Numendéreans since
they worshipped Sauron and were "enamoured of evil knowledge". They
worshipped Darkness, and believed that Melkor and Sauron were its
most powerful servants.

The Black Numenéreans did not use Westron, but retained their old
tongue Adinaic, speaking a dialect of it. Three of the Ringwraiths
can be considered among the first and most powerful Black
Numenéreans, even though their origin predates Numenor's fall by
about 1000 years: they served Sauron, being enslaved to his will,
having become so because of their lust for power or knowledge...
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Robirrim

fhe Rohirrim are horse people, settling in the land of Rohan,
7 wﬂ! named after them. The name is Sindarin for People of the

b_ Q Horse-lords (sometimes translated simply as Horse-lords) and
Cma®2] 2 ve mostly used by outsiders: the name they had for
themselves are Eorlingas, after their king Eorl the Young who had
first brought them to Rohan.

The Rohirrim are descended from the Eothéod, a race of men who
lived in the vales of the Great River Anduin, but that removed to
Calenardhon, which was granted them in perpetuity by the Ruling
Steward of Gondor, Cirion in reward for the assistance that they
offered Gondor at a time of great need. The terms Riders of Rohan
and Riders of the Mark are commonly used and refer specifically to
their mounted soldiers. The King's Riders were specifically the
Riders who formed the bodyguard of the King.

The Rohirrim are tall, fair, pale, and mostly have blue eyes and
blond hair which they wear long and braided. Almost all male
Rohirrim wear beards. They are by nature stern, fierce and grave
yet generous. They prize their horses more than anything else, and
Rohirrim Guards their entire culture is based around these. They
have few cities, but lived in many villages on the plains of Rohan.

Rohan is an absolute monarchy. The King lead the army during
wartime. The country is divided into districts, such as the
Eastfold and the Westfold, lead by Marshals, though it is not clear
whether their functions extend beyond the purely military.
Originally the First Marshal was responsible for the area around
Edoras, while the Second and Third Marshals were assigned various
territories depending on the need at the time. After the War of the
Ring the First Marshal was replaced with the position of Underking,
and the Second and Third Marshals were renamed Marshals of the
East-mark and West-mark, holding those lands permanently.

The armies of Rohan were largely horsemen, divided into irregular
units termed éoreds (0ld English for cavalry, troops), which could
include up to 2,000 riders. There are also companies of infantry
and archers, as seen in the Battle of the Fords of Isen. Rohan's
armies were more of a very well trained militia called upon in
times of war, with the actual standing army relatively small. They
are described as armed with long spears, swords, axes, light helms,
round wooden shields, and mail armour. The only Rohirrim soldiers
described as knights were the King's Riders, the personal bodyguard
of the King of Rohan.

In time of war, every able man was obliged to join the Muster of
Rohan. They were also bound by the Oath of Eorl to help Gondor in
times of peril, and the latter asked for their aid through the
giving of the Red Arrow. Also, the Rohirrim could be notified to
aid Gondor by the lighting of the warning beacons of Gondor, a line
of beacon fires on the White Mountains that were constantly manned.
In times of war, the starting beacon at Amon Din would be 1lit,
until the last one could be noticed in Edoras.

Weapons: Rohirrim have ready access to steel weapons. A player
character can be expected to begin the game with:

. Either a dagger, broadsword, battle axe, short spear;
. A throwing dagger, composite bow.

A player character can be expected to begin the game with soft
leather under chain or scale armour, possess either a light or a
heavy helmet, and a large round shield. Chain or scale armour is a
sleeved Hauberk that covers the abdomen, chest and arms and upper
part of the legs (all the leg hit location is considered to be
covered by the hauberk). Leather armour covers the same hit
locations.

Clothing: long-sleeved cotton shirt (dark grey, red, yellow or
blue); wool jerkin (maroon, brown, grey, blue) falling to the mid-
thigh, embroidered bands at its hem and neck; wool trousers wrapped
with linen strips around the calves to keep the fabric snug; high
boots or shoes; woollen cloak or surcoat (charcoal grey, dark blue,
forest green, black).

Females - wear the shirt, jerkin, trousers, and boots typical of
male garb when they ride, preferring lighter hues (pale grey, sky
blue, sea green) and more ornate embroidery; at home they don low
shoes and cotton or woollen gowns (white or pale grey favoured)
with simple, form-fitting lines and extensive embroidery on the
sleeves, shoulders, skirt hem, bodice, and about the neck; their
outer capes are also richly embroidered and usually bright blue or
light green.

Since most Rohirrim spend the summer away from their homes,
travelling with their horses and herds, every adult has at least
one small tent, a bedroll and a mess kit.
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fhe Men of Gondor were descended from the Nimendrean
Fécolonists who settled there throughout most of the Second
h {J2Age and their noble kin who escaped the destruction of

/S —"<~ B\isilSVelelall

Being mostly of Numendérean stock and ruled by exiled Numendrean
overlords, the people continued most of the customs and traditions
of NUimendér but over the centuries they mixed more and more with the
men of Middle-earth. One of these peoples was the Northmen who
lived in Rhovanion, and Gondor ever needing allies as well as
friends began acquainting themselves with these men by the mid
Third Age. Brave and valiant but by the standards of the Dunedain
shorter lived, the Northmen gradually had more and more to do with
Gondor and one of its heirs to the throne Valacar, who lived and
worked with them in their own land as an ambassador married one of
their noble ladies setting the stages for the Kin-strife.

Over the next few hundred years afterward, war, rebellion, and
plague severally weakened the blood of the Dinedain in Gondor. The
Men of Gondor are often described to have ruddy good looks. Their
rulers though survived and retained some of the ancient customs. As
the centuries rolled on into the late Third Age, the Men of Gondor
accustomed to war and invasion became a hardy and stern people more
likened to Middle-earth. They became summed up in the phrase, "when
heads are at a loss, bodies must serve."

By the time of just before War of the Ring, the Men of Gondor
grappled constantly with the forces of Mordor giving and regaining
ground to the Dark Lord's armies. Their leader Denethor II could
foresee nothing but a victory in single combat on the battlefield
against him or total doom, so when it became clear that Sauron's
lost Ring of Power had been found, he and people like his son and
others wanted the Ring to be taken by Gondor and be used against
the enemy as a weapon. The Men of Gondor were spared the folly of
this choice when Denethor youngest son Faramir lets Frodo and Sam
continue to Mount Doom to destroy the One Ring.

Gondorians have ready access to steal and iron weapons. A player
character can be expected to begin the game with:

. Any one of the following: battle-axe, broadsword, long
sword, great sword, bastard sword, rapier, cutlass, foil,
dagger, mace, morning star, halberd, spear (1H or 2H),
hand axe, club, or quarterstaff;

. A composite bow, or a long bow, or a javelin.

A player character can be expected to begin the game with a sleeved
Hauberk of rigid leather to cover their abdomen, chest and arms. No
helm or shield. Inhabitants of larger cities (Minas Tirith,
Tharbad, Fornost etc) have more reliable access to chain and plate
mail than do those in towns or small cities. They may use any
monies they possess (outlined below) to purchase such armour before
their adventuring begins.

Clothing: Warm local - knee-length tunic (linen, fine cotton, or
silk, often finely embroidered) and wide leather belt or short
tunic belted over a full skirt (linen, fine cotton, or silk);
boots; short wool cape. Cool local such as in the White Mountains -
shirt (linen or silk) under a tunic (wool or silk); leather belt;
woollen breeches or full woollen skirt (wool or silk over a wool
petticoat) over wool or silk leggings; boots; long, hooded, wool
cloak. Colours depend on the wealth of the wearer. Poorer folk wear
linens on undyed, unbleached soft white and woollens of a subdued
green, grey, or brown. Wealthier individuals display snow-white
linens and woollens and silks tinted with expensive dyes - maroon,
purple, forest green, deep brown, indigo.

Man Pames for a middle age campaign

Saxon Celt French
Male Female Male Female Male Female
Aelfric Arleigh Aeddan Adwen Aimeri Adeline
Aescwine Audrey Amig Amena Aimon Aelis
Alden Bliss Amlyn Annest Aiol Agnes
Alton Blythe Athrwys Angarad Aleaume Aiglante
Bassa, Britt Arddur Antha Amils Alais
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Beorhtric
Brant
Brigham
Caedwalla
Caewlin
Centwine
Cenwalch
Cerdic
Coelred
Coelric,
Coelwulf
Coenhelm
Conerad
Conewalch
Coenwulf
Cuthbert
Cuthred,
Cuthwulf
Cyneagils
Cynewulf
Cynric
Dell
Danton
Dudley
Eadbald
Eadberht
Eadric
Eardwulf
Edwin
Edgert
Edwyn

Ethilfrith
Ethelheard

Ethelred
Ethelwulf
Fenton
Ferad
Ford
Garvin
Godwine
Hengest
Hlothere
Horsa
Ingram
Jeffrey
Kenton
Kenway
Kipp
Landry
Lucan
Lyndon
Morton
Octa
Oeric
Osric
Oswald
Oswine
Oswulf
Oswy
Patton
Peada
Penda
Rand
Seward
Sheldon
Sigebryht
Stevert
Stuart
Sutton
Tedmund
Teller
Tolan
Torr
Upton
Ward
Ware
Wihtred
Wilbur
Winchell
Woodrow
Wulfhere

Saxons

rg@

A

Clover
Cuthburh
Cyneburh
Daisy
Eadgifu
Eadgyth
Eadhild
Ealhred
Edwina
Edyt
Elva
Elwyna
Eonnenburh
Ethal
Hereswith
Hollis
Kendra
Mildred
Queenie
Quenna
Raedburh
Sexburht
Tait
Tate
Wihtburh
Whitney
Zelda

Buddfannan
Blaen
Bledri
Bradwen
Bleddig
Cadfannan
Cadfael
Cadwallon
Cilydd
Cynon
Cynfan
Cyfulch
Cynrain
Cunvelyn
Caradoc
Cibno
Ceredig
Cadlew
Cynwal
Clydno
Cynhafal
Dafydd
Defi
Dwyai
Edar
Edern
Eiddef
Erthgi
Elad
Eudaf
Elffin
Gwefrfawr
Gwegon
Gwion
Gwyn
Gwarddur
Gwem
Gwyleged
Gwrien
Gwraid
Gorthyn
Gwaednerth
Gwengad
Brugyn
Gwenabwy
Gwrfellin
Gwair
Graid
Geriant
Gwanon
Hyfaidd
Hywel
Ieuan
Llywel
Marchlew
Moried
Morien
Madog
Morial
Mynyddog
Merin
Neilyn
Nwython
Nai
Nerthaid
Neddig
Nidian
Owain,
Padern
Pedrog
Ricerch
Rhodri
Rhufon
Rhun
Sawel
Seriol
Sywno
Taliesin
Tathal
Tathan
Tristram
Tudfwlch
Tyngyr
Uren
Uwain
Varden
Varney
Vaughn
Ysganan

Apirka
Arianwen
Birkita
Briant
Brietta
Bryann
Cara
Carmel
Cary
Collwen
Coventina
Dacey
Dana
Deheune
Doirean
Duddug
Dwynwen
Eleri
Enid
Engl
Etain
Ethne
Fedeln
Ffraid
Fianna
Findabair
Galena
Glenda
Glesig
Glesni
Gwen,
Heledd
Idelisa
Idelle
Indeg
Ione
Jennyver
Keelia
Keelin
Kennis
Kyna
Lavena
Leri
Lleucu
Llio
Lynette
Lyonesse
Mabina
Maeveen
Maureen
Mavis
Meadghbh
Melangell
Meleri
Mirna
Moina
Moira
Moreen
Morgan
Morgance
Morna
Moyna
Nara
Nareen
Naera
Nest

Nia

Nola
Oifa
Oilell
Olwyn
Penarddun
Reaghan
Rhiannon
Rhonda
Rowena
Selma
Treva
Tydfil
Ulna

Una
Venetia
Vevila
Wynne
Yseult

Amis
Amyon
Andre
Archembaud
Arnoul
Aubri
Aurel
Baudouin
Beaudonnier
Begon
Begue
Bernier
Beauve
Brantome
Bretonnet
Brunehaut
Bruyant
Charles
Doolin
Elie
Ernaut
Eustache
Fierbras
Fluvant
Foulque
Fromondin
Fromony
Fouqueret
Gaidon
Galafre
Galien
Gaumadras
Gautier
Gilles
Girard
Girars
Girbers
Godfroi
Gontier
Gueri

Cui
Guibert
Guicharde
Guillame
Guinemant
Hardouin
Harde
Hernaudin
Hernaut
Hervis
Huges
Huidemar
Huon
Isore
Jacquelin
Jean Marc
Jehan
Jerome
Jourdain
Julian
Landri
Louis
Mainet
Maugis
Mercadier
Milon
Naimes
Namus
Pepin
Piccolet
Philippe
Pierre
Rabel
Raimon
Raoul
Renaud
Rene
Renier
Renouart
Richard
Robert
Tancred
Thierry
Turpin
Varocher
Vincent
Vivien
Yon

Yves

Alicia
Alienor
Alix
Amalon
Ameline
Anseir
Aude

Aye
Beatrix
Belle
Bellisent
Berthe
Blond
Brunissent
Catherine
Cecilia
Clarissa
Elisabeth
Erembourg
Ermengart
Esclarmonde
Fabiola
Faileuba
Fara
Fausta
Frédégonde
Galienne
Genevieve
Guiborc
Helissent
Helouise
Hermengart
lngegarde
Ingetrude
Ingonde
Irénée
Isabelle
Jacqueline
Jehanne
Jeannette
Joie
Josiane
Laurence
Lubias
Lutisse
Marguerite
Marie
Mathilde
Margalie
Mirabel
Nanthilde
Nicole
Nicolette
Olive
Oriabel
Osburge
Passserose
Patronille
Pernelle
Placidine
Plectrude
Poette
Radegonde
Ragnetrude
Regelindis
Rita
RognedaRosa
monde
Salaberge
Septimine
Sibylle
Sichilde
Thomassa
Urraca
Vera
Viviane
Vulfégonde
Vultetrade
Wanda
Wisigarde
Yde

peasi=Hhe Saxons first entered Britain en masse as part of a deal
Jé to protect the Britons from the incursions of the Picts. The
{]British king Vortigern allowed the Germanic warlords Hengist
£ and Horsa to settle their people on the Isle of Thanet in

exchange for their service as mercenaries. Hengist manipulated

Vortigern into granting more land and allowing for more settlers to

come in,

Saxons have no king,

satrapa)

of peace,

who,

during war,
are equal in power.
three provinces — Westphalia,

but they are governed by several ealdormen

cast lots for leadership but who,
The regnum Saxonum is divided into

Eastphalia and Angria — which

paving the way for the Germanic settlement of Britain

(or
in time
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comprised about one hundred pagi or Gaue. Each Gau had its own
satrap with enough military power to level whole villages which
opposed him.

The caste structure is rigid; in the Saxon language the three
castes, excluding slaves, are called the edhilingui, frilingi,
lazzi.

and

The Lex Saxonum regulates the Saxons' unusual society.
Intermarriage between the castes is forbidden by the Lex and
wergilds are set based upon caste membership. The edhilingui are
worth 1,440 solidi, or about 700 head of cattle, the highest
wergild on the continent; the price of a bride is also very high.
The gulf between noble and ignoble is very large, but the
difference between a freeman and an indentured labourer is small.

The Saxons held an annual council where they confirm their laws,
give judgment on outstanding cases, and determine by common counsel
whether they would go to war or be in peace that year.

Saxon pagan practices are closely related to Saxon political
practices. The annual councils of the entire tribe begin with
invocations of the gods. There are also sacred rituals and objects,
such as the pillars called Irminsul, which connect heaven and
earth. The pagan Saxons offer cakes to their gods in February
(Solmonath) and there is a religious festival associated with the
harvest, Halegmonath ("holy month" or month of offerings",
September). The pagan calendar begins on 25 December, and the
months of December and January are called Yule (or Giuli) and
contains a Modra niht or "night of the mothers".

A Saxon is of a big, bluff, handsome blond man without much
sophistication, easy to anger or to please, and given to violence
as a possible solution to any problem.

The people are actually several tribes distinct to each other, but
generally indistinguishable by outsiders. Thus knowledge of tribes
is irrelevant except to provide some inside Saxon Cultural
knowledge. The three tribes come from different parts of northern
Europe, and their major differences are in dialect, favored style
of pot-making, and some customs.

Celts

eltic society is divided into three groups: a warrior
aristocracy; an intellectual class including professions such
as druid, poet, and jurist; and everyone else.

The Gauls generally wear long-sleeved shirts or tunics and long
trousers. Clothes are made of wool or linen, with some silk being
used by the rich. Cloaks are worn in the winter. Brooches and
armlets are used, but the most famous item of jewellery is the
torc, a neck collar of metal, sometimes gold.

Women participate both in warfare and in kingship and act as
ambassadors to avoid a war among Celts chiefdoms. Tribal warfare
are a regular feature of Celtic society to exert political control
and harass rivals, for economic advantage, and in some instances to
conquer territory. The principal Celtic weapon is a long bladed
sword which is used for hacking edgewise rather than stabbing.

Celts have a reputation as head hunters. Amongst the Celts the
human head is venerated above all else, since the head is to the
Celt the soul, centre of the emotions as well as of life itself, a
symbol of divinity and of the powers of the other-world.

p=222-MPhe French people are the descendants of the Franks, a tribe
| of ax-wielding Germans who conquered northern Gaul. The King

of the Franks rules over France proper (the Isle de France),
£ 2 rich holding on the Seine River. His royal rank is a mark
of membership in the proud Merovingian dynasty, but actual control
over the other noblemen depends upon the individual, not the
position.

)

The Franks adopted Roman Christianity at the command of their king,
Clovis.

The usual French knight is proud of himself and his people. He is a
strong warrior, courageous to the extreme, perhaps a bit reckless,
and faultlessly loyal to his lord. He despises the soft, effeminate
ways of the southerners, and loves the hunt, war, and raiding.

Picts

BTNy ictish history begins in the Dark Ages. Seven kings rule
over the seven Pictish kingdoms. The kingdom of Fortriu is
dominant. Kings have to be successful war leaders to

r— maintain their authority. Pictish nobles, hunters and
warriors, male and female tattoo themselves when they go to war.

The Picts are farmers living in small communities. Cattle and
horses are an obvious sign of wealth and prestige. Wool is the main
source of fibres for clothing, and flax is also common. Fish,
shellfish, seals and whales are exploited along coasts and rivers.
The most common sort of buildings would have been roundhouses and
rectangular timbered.

A Pict is a large and
himself blue. He is a
civilized ways. He is
magick, and carefully

quick wild man, tattooed and used to painting
man of the natural world, ignorant of

superstitious, probably knows some very minor
maintains his personal contact with the wild.

The Picts see themselves as the caretakers of the Earth Mother.
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They scorn the idea of ownership of land, and pride themselves in
their ability to live in the wild.

The Pictish rulers are jealous of their independence and proud of
their ancient ways. They command unruly clans who still maintain
mysterious and dangerous contact with distant relatives in the
interior.

RS22**Hcre is a vast gulf separating us from the Celts and Picts,
F@ for much of their history, customs, mythology, religion and
\ {Jvitually every other aspect of their cultures have not
et} survived the passages of years intact. This was due, in
part, to the fact that the Celtic peoples were given to oral, not
written, forms of communication.

Historically, the Celts were divided into European Celts (Gauls

and British Celts (Irish, Britons, Welsh “Picts” and Scottish Gaels
or “Picts”). Howard’s Hyborian Age fantasy works also introduced
the wild Pictish tribes and portrayed them as forest dwellers
exhibiting much of the ferocity of the Caledonian Picts of Southern
Scotland and Wales who fought the Romans. As an alternative or as
companions to Nordic Barbarians, the Celts and Picts offer
considerable dimension to fantasy campaigns modelled either on a
historical location or on a purely fictional and player-created
level.

The earliest and most detailed information we possess about the
institutions and culture of the Celts comes from Ireland. The early
Irish had no towns whatsoever, as we understand them. Rather, their
earth and stone forts were either protected households or royal and
military strongholds, with the common populace living in cottages
and hovels in the countryside. The Welsh, Britons and Picts or
Caledonians were essentially similar in their approach to urban
living, preferring individual holdings or small settlements to
towns and cities. Only in Gaul did the town begin to take on a
“civilized” character, and urban life had become a significant part
of Gallic life by the coming of the Romans.

Social & Political Grganisation

ociety appears to have been characterised by definite
fdistinctions between social classes amongst all of the
A\\‘p eCeltlc peoples. The Irish and Britons appeared to have

me numerous “Kings” and “kingdoms”. The Welsh and Gaels tended
to use the title “king” less freely, with “princes” or “war
chieftains” being equivalent to the many petty kings of Irish and
Briton tribes.

For consistency’s sake, Irish and Briton peoples will be organised
using the Irish terminology; for enough of the Irish social
organisation remains for us to reconstruct it, while the societies
of the Britons were obscured and much knowledge about them lost
because of the disruptions of the Roman conquest and occupation,
followed by the Nordic invasions. Using Irish terms, then, the land
was divided into provincial kingdoms or coicedah, each ruled by a
ri ruirech or High King. Under each ru ruirech would be a number of
ruired or smaller kingdoms, each rules by a ri or king. Each ruired
contained its tuath or “people”, roughly equivalent to a tribe or a
major division of a tribe.

The society of the Irish and Britons were divided into five
distinct groups:

1. The ri and his immediate family and relatives to the
fourth generation were the “royalty” and highest ranking
families of the tuath.

2. The “nobility” was composed of the warrior aristocracy,
the clan chieftains and leaders of warbands, their
families and their relatives. They were known as the

Red Book 7 ed.

flaith and were large landholders and patrons of the
arts.

3. The aes dana were the intelligentsia of the society and
enjoyed special privileges. For, unlike members of other
classes, the aes dana had complete freedom of movement
throughout the land and were fully protected by local
law. Membership in this group was gained through merit
and training, not birth, and it included Druids, bairds
(bards), filids (seers), jurists, physicians and skilled
craftsmen.

4. The freemen formed the basis of society. In peace, they
were the small farmers, hunters, herdsmen, shepherds,
fishermen and minor craftsmen. In war, they provided the
bulk of the military force.

5. The slaves were usually captives taken in battle and
provided the labour for the nobility. They were the
absolute property of their owners.

The Welsh and Gaels, as mentioned, tended to use the title of
Prince rather than King for the lesser leaders, with only High
Kings assuming the full title. However, for all intents and
purposes, their social organisation was very similar to that of the
Irish and Britons. Only the terminologies are different, with the
leadership (Princes, War Chieftains) followed by the noble uchelwr,
breyr or innate bonnedig as they were variously called. The commons
were known as the theog, aillt or alltud, and were originally the
people conquered by the Celts during an invasion long past. They
were freemen but had not the same rights of status as the noble
classes. The slaves made up the bottom group. There was also the
equivalent of the aes dana, only this group tended to have much
more partisan ties with a particular people and were numbered
amongst the cenedl (“kindred”) who formed the tribal nobility.

Paw

fhe rights and obligations of each freeman within a tuath or
people were clearly defined and were enforced largely by
custom. Within the tuath, parties to legal disputes agreed

£ in advance to submit to the rulings of professional jurists
(brithem, in Ireland) who had memorised the laws and precedents.
There was no police force as such, as the power of custom and
tradition was usually sufficient to bring an offender to the
judgment of the brithem.

Blood relationship was the heart of Celtic law. The “tie of the
kindred” operated to give any relative up to four generations
removed a claim on his relatives for assistance. In return, he was
obligated to meet his share of responsibility for any fines payable
as the result of any legal dispute lost by a member of the
“kindred”. In general, the “kindred” stood or fell together.
Obligations to the “kindred” depended upon one’s wealth and family
rank, and the kinship group took full responsibility for the
actions of its members.

Irish legal tradition provided for a system of “honour prices” for
murder on downwards. In Wales, the galanas (“blood-feud”) applied
in cases of murder and homicide, and the sarhad (“insult” or
“injury”) applied in the case of lesser crimes. Like the Irish, the
Welsh (and undoubtedly the Britons and Gaels) made provision for a
system of compensation in the form of fines. Imprisonment was
unknown. Either the appropriate fines were paid, or a vendetta
would be waged by the kinfolk of the injured or slain party until
the galanas or sarhad was wiped out in blood or property taken by
force. Generally, such blood feuds and raids for cattle, etc., were
carried out against offenders from other peoples. Within a given
tuath or “nation” the judgement was automatic and the offender more
or less had to bow to it to prevent excommunication or civil war.

Legal protection was extended only to the aes dana and to the
members of one’s own tuath. “Foreigners” took their chances.
However, when several kingdoms were linked together by common
allegiance to a High King, the law was extended to one’s allies.

Marriage was a close tie, and women appear to have enjoyed a high
position in society. In the land of the Britons, the Iceni Queen
Boedicia ruled her people after the death of her husband and even
led her warriors into battle against the Romans, arguing for almost
the equality of men and women.

Alliances

>{;°<‘ 11 of the Celtic peoples were divided into semi-independent

A Y groups. In the absence of strong central government, the
gsmall kingdoms of principalities practiced the system of
fosterage. Fosterage involved sending some of the sons of
the flaith (nobility) to be raised by their neighbours. This was
done both within the tuath and also between different tuatha. Thus,
strong personal bonds were forged between leading members of a
particular people as well as between the leaders of different
peoples. When a tuath was ruled by a High King, the ri of the
subject tuath would send a son to be “fostered” in the household of
the ri ruirech. Close bonds of affection and loyalty resulted
between foster brothers, and foster fathers often assumed the
status of trusted advisor to a fosterling. Fosterlings also served
as possible hostages against disloyalty and treachery.

Alliances were otherwise established through marriages. These were
not taken lightly, for the “ties of kindred” were forged through
marriages, with corresponding legal obligations as outlined above.
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The Kingship

ings were not born to the throne. Rather, anyone who was
within four generations of relationship to the present King

\J could succeed to the title (being a member of the royal

ol “kindred”). It is not clear exactly how Kings were chosen,
but some appear to have been chosen by election and others by royal
designation as the heir apparent. It is clear from the flaitheus
h’Erenn (“the sovereignty of Ireland”) that marriages of Kings were
made with wives of royal blood. The laws of succession for the
Scottish Picts were through the female, so one had to marry the
former Queen or else her eldest surviving daughter to gain the
kingship.

Ffortifications & Dwellings

ge22i=Hhe houses of Celtic freemen were on the small cottage model,
&lthe slaves living in hovels. In Ireland and western and

\ northern Britain a fogou, uamah, or weem consisting of a

A £ stone-lined trench covered with a roof of timbers and turf

formed an “earth house”. These were often dug into the side of a

hill, with several underground rooms, and were used variously as

dwellings, storehouses and places of refuge in times of danger.

Crannogs or artificial islands were constructed near the shores of
lakes and inland rivers from layers of timber, brushwood, stone,
clay and peat with vertical posts anchoring the mass to the
subsoil. A strong wooden palisade usually enclosed the crannog,
with the dwelling and other farm-buildings inside.

Numerous cashels (ring forts with earthen banks and stone walls
raths (ring forts with wooden palisades) can be found in Ireland,
and were not uncommon in the rest of Britain. Many were quite small
and likely represent fortified households. Inside the defences
would be placed the dwelling of a well-to-do family, along with the
other farm buildings. Indeed, fortified homesteads appear to have
been the rule, indicating the degree of raiding that went on in
Celtic lands. The larger fortification provided extensive security,
with palisades or walls, earthen banks, trenches and the like all
linked in often complex and strong defence works. Some of the ring
forts are more than 250 feet in diameter and served either as
places of refuge for the people of the region or as the strongholds
of chieftains and kings. Inside such fortifications would be
located the dwellings and other buildings of the nobleman’s
holdings. Chieftains and kings also had large banqueting halls for
the entertainment of warriors and important visitors. The ring-fort
at Tara has, for example, the Tech Midchuarta or “house of mead
circling”.

or

As mentioned previously, there were few towns as such, although
oppida or hilltop towns with extensive fortifications were the
seats of the kings, princes and powerful chieftains of the Welsh

tribes. These towns were not, however, true towns but rather a
collection of dwellings within a common wall. Few, if any, public
buildings would be found in such settlements. Similarly, the

“towns” of Ireland tended to be powerful ring forts used as meeting
places, markets, fairgrounds and military marshalling centres. As
for the Britons, it is on the record that they never took to the
Roman towns and, with the departure of the Romans and the collapse
of Roman Britain, the towns were quickly abandoned. Celts were
country dwellers. Ring fort settlements were one thing; “cities”
were quite another.

Designing Celtic Ringdoms

ince the economic basis of Celtic culture was agricultural,
most warriors could be considered as equivalent to feudal
Yeoman and followed comparable livings in peacetime.

The basic military/social/economic/political unit is the “kindred”
or clan. The “kindred” is governed by a War Chieftain who is
answerable to the ri or king of the tuath.

Households Total
Clan type Warrior no Warriors Family Slaves population
#1 50 150 350 100 600
#2 75 225 525 150 900
#3 100 300 700 200 1,200
#4 125 375 875 250 1,500
#5 150 450 1,050 300 1,800
#6 175 525 1,225 350 2,100
#7 200 600 1,400 400 2,400
#8 225 675 1,575 450 2,700
#9 250 750 1,750 500 3,000
#10 500 1,500 3,500 1,500 6,500
“KINGDOMS”

The small “kingdoms” are often nothing more than a grouping of
several clans under a single chieftain. The size of these grouping
is highly variable, ranging from one or two clans up to nine or
ten.

THE HIGH KINGDOMS

The High Kingdoms were composed of a number of small “kingdoms”
ruled by a High King who had managed to obtain their allegiance.
The names of the ancient coicedah of Ireland are virtually unknown,
so I have given more modern names. The ruireds which comprise them
could be made to correspond with the present counties of Ireland.
There were also a number of kingdoms in Wales, but I have chosen to
use the names of Welsh divisions of more recent years rather than
the Roman names. The northern kingdoms of the Caledonian Picts are
largely unknown, the Romans preferring to group them together under
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the heading of the “Caledonian Confederacy”, so players
their own when naming them. The kingdoms of the Britons
curious mixture of large (relatively) and small tribes.
given us by the Romans are used.

are on
are a
The names

The strengths of the kingdoms is more or less arbitrary and can be
modified up or down to suit the campaign designers aims. Whether or
not one wishes to create the actual British Isles, these divisions
can be used for tribal groups. Gallic tribes have been omitted
because they probably belong to a period beyond the purview of C&S.
If desired, any good history text will provide the tribal divisions
and approximate strengths. Caesar’s Commentaries would also be of
significant use.

Irish: 5 coicedah: Ulster, Leinster, Connaught, Munster and Meath,
with 125-150 clans to divide between them in 32 ruireds.

Welsh: 7 coicedah: Gwynedd, Clwyd, Powys, Dyfed, Glamorgan,
Carmarthen and Radnor, with 100-125 clans to divide between them.
Each might contain several lesser principalities corresponding to
ruireds.

Britons: 19 “kingdoms” of widely varying size. Kingdoms marked with
a “*” are considerably larger and more powerful than those left
unmarked. Between 100-125 clans would be divided between them:

Brigantes** Dobunni* Setantii Regeneses
Iceni** Voltadini* Selgovae Parisi
Trinovantes** Dumnonii* Cornovii Carveteii
Cantiacix* Coritani* Belgae Dumnonii
Catuvellauni* Novantae Atebates

** the largest of the Briton tribes.

Celtic Warriors

ike the Nordics, the Celts considered personal honour to be
everything. To be dishonoured was to bring dishonour upon
one’s “kindred” as well, and therefore was to be avoided.

The Celtic Warrior sought fame and went to great lengths to perform
deeds of valour of which the bards would sing throughout the land.
The mark of greatest recognition was to be given a “Hero’s portion”
in the hall of one’s Chieftain or King, the first and best cut of
meat from a roast pig or ox, symbolic of being the first Warrior in
the land.

Again, like the Nordics, boasting was commonplace. Indeed,
eloquence was much prized amongst the Celts. Oratory or public
speaking was a skill vital to success in public life as well, for
the prestige of a leader depended upon his ability to impress his
own personality on others. A continuous and active propaganda
program was needed to maintain a leader’s reputation. This was
accomplished through his own boasting about his deeds and services
to the community, and through the praises sung to him and his
ancestors by the bards. Since his illiterate followers believed
their eyes as well as their ears, the political figure would also
make a great show of power and wealth by displaying fine clothes,
weapons and chariot teams. He also showed great generosity and
bestowed fine gifts upon his followers and important visitors.
poor he provided for whenever possible. In Celtic society, a
splendid and generous appearance went far to establish one’s
greatness. Needless to elaborate others in society attempted to
imitate the example of their leaders, with much eloquent boasting
and shows of finery.

The

Celtic characters should therefore be played with bravado, long
periods of verbose displays and incessant reminders of just how
great they are. They also tend to be very quarrelsome, quick to be
offended by real or imagined slights, and exhibiting pride and
insolence towards those they do not respect. Arguing over
practically everything of a contentious nature is characteristic of
social equals, although one would likely defer to his social
superiors.

The Celts were no less warlike than the Nordics, as Roman accounts
attest. Indeed, many practiced the grisly custom of riding home
from battle with the heads of enemies they had slain fastened to
their horses’ necks. Once home, these trophies would be affixed
over the entrance to their homes as evidence of their battle
prowess. Their superheroes, who corresponded to the Nordic
Beserkers, were capable of uncontrollable battle fury. Thus
characters possessing superhuman strength may be granted Beserker
Rage.

Celtic armaments tended toward use of the Barbarian Longsword, the
saex (a dagger the size of a light sword), the javelin, the short
bow and perhaps the sling. Armour tended to be light, with most
wearing little or no armour, carrying only a large shield and
wearing a leather or metal helmet. Thus most warriors will wear
little more than leather cuirasses, although nobles might wear
birnies (hauberks) of scale or metal rings sewn to leather coats,
or chain shirts.

About 50% of a Celtic force were armed with short bows or slings,
the remainder carrying javelins for close-in work, so they were
well armed in terms of missiles.

The Nordic Barbariang

Bhe Nordic Barbarians originated in lands too barren and cold
to nourish a truly dynamic political and economic life;
rather, the struggle just to survive bred a hardy and an
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It was the warrior who stood at the top of the social scale. He
entered the service of a war chieftain and attached his star to
that of his leader. For it was from his Lord that all things flowed
- arms and armour, wealth, land and honours.

The bond between warrior and chieftain was intense. The warrior was
sworn to stand by and defend his chieftain unto death, and if his
Lord was slain the obligation reached beyond death to demand that
vengeance be paid upon the slayers. For his part, the chieftain was
honour-bound to provide for the welfare of his men, to lead them
often and successfully into battle, to accord them the honours due
their deeds of valour, and to bestow upon them generous gifts. War
was a way of life, and men had to know that they were bound by
steadfast loyalty to one another. Treachery was despised and
punished without mercy, cowardice was never forgiven nor forgotten,
and men sought as their goal an undying glory forever preserved in
the songs of heroic deeds sung by the Skalds, the bards and poets
of the nation. At the end, a warrior desired death in battle,
weapon in hand, the bodies of his enemies heaped around him; for
such was the way to gain Valhalla and service in the armed host of
Odin Allfather.

To a Nordic, honour was everything. Dishonour was a reflection not
only upon himself, but also upon his family, his ancestors and his
descendants. Once dishonoured, only the greatest of deeds could re-
establish his reputation - and even then, not always. Thus it was
that a Nordic would prefer death to oathbreaking, cowardice and
treachery.

A man’s oath is his bond; and in a culture where writing was a
mystery to all except those who could read the sacred runes, a
single failure to stick to one’s spoken commitments could ruin any
future chance of others believing that he would abide by his spoken
contracts. Breachs of oaths of loyalty and friendship, of course,
were intolerable and never forgiven.

Boasting was commonplace. However, when a Nordic said he did
something or would do something, he could except someone to ask him
to prove it. A little “honest” exaggeration about past deeds was
acceptable and, indeed, expected. But in the final analysis, one
either “put up or shut up”, and bragging “idly as the wind blows”
was greeted with hoots of derisive laughter and ridicule. Boasting
was, after all, the method by which a warrior made his prowess
known to others - an honoured method of establishing his
“credentials”, as it were - and empty boasting was an abuse of the
custom.

The very nature of Nordic society is that one’s own identity was
tied to one’s birth and lineage. You are literally who your
ancestors were, for their honour is yours. Even the introductions
one makes will be literally stocked with references to one’s
father, grandfather, and other illustrious relatives and their
deeds (“I am Beowulf, son of Ecgtheow, famed among all the
nations...”). A warrior was proud of his identity.

To hide one’s identity is to deny everything of importance. Worse,
it is hard to do, for someone always knows the people you mention
and can ask embarrassing questions which will quickly reveal any
lies about your background. All that is open to the Black Sheep
driven from his clan in disgrace, to the coward, or to the false
traitor who betrayed his friends is to flee far away, taking
service as a mercenary in a distant land or becoming a nameless man
working an oar on some trading ship. For never, never will a
dishonoured man be accepted or trusted in the society of warriors
proud of their honour and their loyalty to one another.

The worst breaches of the warrior’s code were cowardice, treachery
and desertion of one’s friends. Such offences were punished by
ostracism - the deliberate shunning and casting out of the
offender. The chieftain will banish such a man - or have him slain.
The Skald singers will sing of the event far and wide, naming names
and telling all - often embellished to make the deed even more
terrible that it really was - so that there can be little hiding
from such misconduct. One’s own family will disown the offender
regarding him as dead and forgotten.
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Pordic Nameg

urnames were often a matter of adding -son or -sson on to

K f the name of the father. For example: Ari Thorgilsson, Bjorn

.\\‘p ﬂEinarsson, Eirik Thorvaldsson, etc. Also, many colourful
e “nick-names” found their way into names: Eirik Bloodaxe

Haraldsson, Harald Greycloak, Harald Bluetooth, etc. Often the

“nick-name” became the one identifying a famous person.

Aelgifu* Egill Haki Knut (e) Strybjorn
Aethelweard Eirik Hakon Leif Sven
Alfhild* Elsa* Halfdon Olaf Thora*
Alrik(elrik) Elva* Hall Ottar Thorfinn
Anlaf Eric Hallffred Ragnar Thorgeir
Anskar Erica* Harald Ragnhild* Thorir
Ari Einar Heardred Rognvald Thorkell
Arinbjorn Erling Helga* Rolo Thorleif
Arngrim Fjolnir Helgi Rorik Thormod
Arnulf Floki Hemming Rurik Thorolf
Asaf* Freydis* Hengist Saemund Thorvald
Asfrid* Gerloc* Herigar Sigred Thyri*
Askold Godfred Herjolf Sighvat Tosti*
Askr Gorm Hjorleif Sigmund Tovi*
Astrid* Gudrid* Horik Sigrid Tryggvi
Aud* Gunnar Hrethel Sigtrygg Ubbi
Beowulf Gunnorn Hrothgar Siglinde* Ulf
Bjarni Grunnhild* Hrolf Sigvaldi Uni
Bjorn Gunnvor* Horsa Skapti Volund
Brynhild* Guthorm Hygelac Snorri Yrsaf
Buri Guthrum Ingjald Sokki Sigrid*
Ceolwulf Gyda* Ingrid* Sturla

*Female name

YWeregeld

Nn a harsh, violent society, men will slay men during
gf arguments or disputes. Where plain murder was committed,

: nothing less that the life of the slayer would satisfy the

M relatives and friends of the victim. However, many instances
“man slaying” were not as clear-cut, and to preserve the peace
the clan or nation a system of paying Weregeld ("man-gold") as
blood payment for the life of the victim was established. Weregeld
was also paid for injuries short of death - loss of an eye, an arm
etc. If virtual civil war threatened when the relatives and friends
of a victim refused to accept Weregeld (always a possibility) a man
had little choice but to flee to distant parts. Such was the case
of Ecgtheow, the father of the illustrious Anglo-Saxon hero,
Beowulf, and for many years he had to live in exile in the land of
the Danes until tempers had cooled at home. Ecgtheow was a Prince
of the Jutes, closely related to the King, so it can easily be seen
that rank had to give way in the face of a blood feud with a
powerful family.

Offended parties always have the option of refusing Weregeld when
offered, particularly when questions of honour arise. To do so
declares a blood feud, a most serious matter which can be settled
only when all the members of one side or the other are dead, or
when there is a powerful enough Lord to step in and enforce a
peace.

Weregeld is split equally between the family of the slain man and
his Lord. The maiming price is split between the victim of the
wounding and his Lord. This division occurs because the Lord is

compensated for the loss of trusted follower, etc.

Social Cla of Victim Man Slayin Maiming
Unskilled Thrall 100 sp 25 sp
Skilled Thrall 250 sp 100 sp
Clan Warrior* 1,000 sp 250 sp
Chieftain’s Guard* 1,500 sp 500 sp
Jarl’s Clan Warrior* 1,250 sp 300 sp
Jarl’s Guard* 2,000 sp 750 sp
King’s Clan Warrior* 1,500 sp 500 sp
Royal Huscarl* 2,500 sp 100 sp
Clan Officer( Guard)* 2,000 sp 750 sp
Jarl’s Officer (Guard)* 2,500 sp 1,000 sp
Huscarl Officer* 3,500 sp 1,500 sp
Clan Guard Commander** 5,000 sp 1,750 sp
Jarl’s Guard Commander** 8,500 sp 3,500 sp
Mages & Priest of Odin** 8,500 sp 3,500 sp
Huscarl Commander** 10,000 sp 4,000 sp
War Chieftain #1-3** 15,000 sp 7,500 sp
War Chieftain #4-7** 25,000 sp 12,000 sp
WarChieftain #8-10%** 50,000 sp 20,000 sp
Jarl/Relative of King** 100,000 sp 50,000 sp
Prince** 125,000 sp 50,000 sp
King** 500,000 sp 200,000 sp

* Add 5% for each experience level over 6
**Add 5% for each experience level

Social Organisation

o llWarlords and these nobles in turn would be bound by marriage
and oaths of loyalty to a King. Kings were, themselves, only the
dominant chieftains and military leaders of the “folk”, often
ascending to high rank by virtue of force of arms and staying there
because they had the wisdom to outwit and defeat their enemies. In
the case of succession to the leadership of a clan or Earldom or
Kingdom, a minor was often passed over in favour of an elder member
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of the ruling family. Sometimes plain usurpation of the position
resulted, but often it was done by general consent of the folk in
the best interests of the group (children can not be war leaders).
On occasion, a strong relative would act as guardian and regent
until the heir reached maturity.

Individual status was based upon one’s lineage and the station one
occupied in society. However, it is a man’s deeds which speak the
loudest and a warrior could rise to high rank and reputation
through his battle prowess and wise leadership of others.

Inheritance largely went to the eldest son
were left). Women, however, could not rule
off to a strong warrior who could properly
lesser rank could live as widows under the
their families.

(or daughter, if no sons
and usually were married
lead the clan. Women of

general protection of

The Lord’s maintained great mead halls, wherein warriors and guests
would feast often and long between raiding and making war.
Hospitality to the stranger was most generous with both host and
guest bound by the strictest of prohibitions against any
treacherous behaviour. While under his roof, a host’s obligation to
a guest included ensuring his personal safety (see Weregeld above) .
For his part, a guest was obligated to refrain from any hostile act
against his host or any breach of hospitality.

Strangers to a land were greeted by the coastguard (a strong patrol
capable of fighting a rear guard action for long enough for the
strength of the area to be gathered against invasion) or by land
patrols. Proper identification of one’s self was instantly required
if trouble was to be avoided. If one came in war, one said so there
and then. No deception or subterfuge was tolerated by the warrior’s
code.

Introductions were a matter of (often lengthy) statements of one’s
lineage and deeds, with as much name dropping about illustrious
friends and relatives as possible to perhaps establish that one had
powerful friends and allies. This often gain stayed others from
possible violence, for one’s friends and relatives would be sure to
avenge one’s death. It also was a method of obtaining prestige in
the eyes of others. Needless to say, any lies that were found out
led to the total discrediting of a person’s truthfulness.

JARLDOMS

A jarl is essentially a warlord. Through force of personality,
force of arms, marriage, inheritance, or any combination of these
factors, the jarl managed to gain sway over 2-5 clans besides his
own. Roll D6 with 1-2 equals two clans; 3-4 equals three clans; 5
equals four clans and 6 equals five clans. The Jarl's own clan will
always be a #10 clan type.

KINGDOMS

Kingdoms are nothing more than a collection of 1-6 Jarldoms. If
only one, a Jarl had probably chosen to name himself “king” or else
a formally more powerful kingdom had declined. The Royal Clan is
equivalent to two #10 clan types so double all figures. The Royal
Huscarls will number 1,000 men (not 600) with the extra 400 men
being men of good families who have come from other clans to serve
the King. Thus the King’s personal troops and clan relations can
muster 4,000 fighting men alone with 40 ships to carry war to their
enemies. The King is after all nothing more than a powerful noble
raised to royal rank.

To design a Nordic world, decide how many kingdoms there will be
(2-6 is advisable). For each Kingdom find the number of Jarldoms
plus the King’s own “Jarldom”. Determine the number of clans in
each Jarldom, then roll a D10 for each clan to find its strength.
There is also the possibility for independent clans and breakaway
clans. A number of these should be established to permit kings the
opportunity to invade and so consolidate their power. Needless to

say, such independent clans will turn to the enemy of an invader
for aid, starting a real war.

Households Total Total Total
Clan type Warrior no Warriors Family Thralls population
#1 50 150 350 100 600
#2 75 225 525 150 900
#3 100 300 700 200 1,200
#4 125 375 875 250 1,500
#5 150 450 1,050 300 1,800
#6 175 525 1,225 350 2,100
#7 200 600 1,400 400 2,400
#8 225 675 1,575 450 2,700
#9 250 750 1,750 500 3,000
#10 500 1,500 3,500 1,500 6,500

The Nordic Warrior

X/

ost warriors were clad in leather armour (hard leather is
iequal to heavy skins or studded soft leather), although

j those of some experience may have had scale or mail shirts,
along with conical helmets and large round shields of linden
wood. Nobles, guardsman, huscarls and royal warriors tended to have
metal armour - chain shirts at least - conical helmets (sometimes
with nasals), and round shields. Huscarls often wore birnies of
ring or scale armour equivalent to Class 7 mail hauberks.

Characters are born into service.
huscarl etc.

That is, the son of a guardsman,
will learn arms as befits a member of his social

class. He will also have a place waiting for him whenever he
attains experience Level 6 (the mark of the blooded proven
fighter) .

Beserkers are automatically enrolled in the guard of a Chieftain or
Jarl, or in the Royal Huscarls. Beserker is derived from a Norse
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word meaning “bare sark” or “without metal armour”. The beserkers
will never check morale because of their sheer ferocity. Dedicated
to Odin and sworn to die in battle, they are terrible in battle.

NPC warriors are considered to be average fighting men for levels
1- 6 after which they are rated as average knights (but with less
armour) . Nobles, guardsmen and royal NPC’s will be considered as
average or superior knights, for the most part, although an
exceptionally mighty fighter may appear (these are beserkers).
Huscarls are always superior knights when determining fighting
prowess, with experience of 6-20. They wear full armour - ring or
scale birnies. Berserkers are always mighty knights of level 1-20.

Characters possessing super-human strength are “berserkers” for
such men are clearly marked by Odin to die gloriously in battle so
that they may join the host in Valhalla. Beserkers tend to gain
protection from missile fire. Before battle, beserkers may build up
a battle rage (ie Ferocity) and once beserk, strike with Ferocity.
Each blow is also considered to be a Great Blow but the cost is
only two blows (not the usual three), a bonus from Odin Allfather!

All Nordic warriors can fight with ferocity whenever they choose,
but can not strike the Great Blow unless of royal, noble or huscarl
rank (in this instance, Great Blows with Ferocity cost three blows
or two blows by themselves).

Warrior Guardsman Noble/Royal

Dagger Dagger Dagger

War Axe* War Axe* War Axe*

Two-handed War Axe* Two-handed War Axe* Two-handed War Axe*
Spear/Javelin Spear/Javelin Spear/Javelin

Sling Bastard Sword* Bastard Sword*
Short Bow Barbarian Sword* Barbarian Sword*

Short Bow
Short Sword

Short Bow
Short Sword

Barbarian Longsword*

Short Sword (Saex)* (Saex) * (Saex) *

*denotes weapons on the “Chivalric” Combat Matrix.
THROWING WEAPONS

Probably the most widespread weapon was the spear. Skill in casting
spears was greatly valued and was constantly practiced. Give all
Vikings +5% hit probability when casting the javelin if they choose
the spear for special weapons skill and add +1% x WDF at close
range.

Throwing the axe was also a popular skill. Either a hand axe or a
Norman (Northman) war axe could be used as a missile in the hands
of a Viking warrior. Give all Vikings +5% hit probability when
casting the axe if they choose it for special weapon skill.

Vikings of exceptional dexterity (+16) and superior strength (+16
were able to cast two spears or axes at once. Count such a casting
as one blow and drop the hit probability of the first cast by -5%.
An enemy will be able to defend against only one cast with an
active shield unless he is a Viking of similar capability (only one
blow need be expended for a double active shield in this instance)
or a fighter of Dexterity 20. Such skill was one of the most famous
feats of King Olaf Tryggvason. After Olaf’s death, a man called
Tryggvi and claiming to be Olaf’s son by a foreign marriage, tried
to win the Norwegian throne. His rivals mocked him and declared he
was only a priest’s son, but in his final battle Tryggvi stood
flinging spears from both hands at once, crying, “that was how my
father taught me to say mass!” Skilled axe men could do the same
with throwing axes.

Another skilled feat often described in Nordic sagas was catching a
spear in mid flight and hurling it back at the enemy without a
pause. This was done by dodging to the side, catching the spear
with a back-handed motion, and swinging one’s arm around in a
backward circle so that the javelin was brought round and up again
all in one movement, pointing the right way for the return cast.
Nordics of Dexterity 18+ and superior Strength 16+ have a 5% chance
per experience level to a maximum of 40% of successfully
accomplishing such a manoeuvre when they dodge a thrown spear or
axe. If successful, the missile can be returned without further
cost besides the blow expended in dodging.

In mass combat situations, Nordic missile fire was intense
immediately before charging or receiving a charge. Add +3 missile
tactical factors to Nordic hurled weapon firepower.

NORDIC SHIELD WORK

Nordic warriors were exceptionally skilled with the shield. In
sword play, they did not try to parry with the blade against blade,
which could spoil the weapon (reduce weapon parry by -5%) but
rather preferred to turn the blow of the enemy with the shield,
which was held well away from the body and kept constantly in
motion. There is a 2% chance per experience level of the Nordic to
a maximum of 20% that if he successfully parries a blow, with an
edged slashing weapon, he has managed to catch the enemy blade
wedged in his wooden shield. If so, there is a 40% - 2% chance per
experience level of the enemy that the blade is broken (01-30%) or
twisted out of his hand (31% - 100%).

NORDIC WEAPON PLAY

Nordics trained to use weapons in both hands. They could shift a
weapon from hand to hand and so confuse an enemy. There is a 5%
chance of dropping a weapon when doing this, but if successful +5%
is added to hit probability unless facing a Nordic of equal or
superior experience.

Nordics with exceptional dexterity (+16) and superior strength
(+16) often employed a weapon in each hand, usually axe and sword
or two axes. When using such a combination, +1 blow is obtained and
a 50%chance of a second blowsimultaneous with the first. Of course,
no defence is possible when simultaneous blows are struck. If
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neither blow lands, expend two blows for the attack; but if one or

both land expend only one blow for the simultaneous attack.

in essence summed up by the axiom: “An eye
Payment for crime was

cours dwhipping (except for thralls). Prisoners of war being held
for ransom were expected to give their parole (word) not to escape
or else were heavily guarded; but they were given the freedom of
the hall and village, and treated as honoured guests. Warriors were
not punished by imprisonment or whipping because that was
“dishonourable” treatment; rather, they were either put to death or
exiled. When blood payment was required, one either paid or ran for
one’s life.

Pordic Attitudes Towards Death

pe2si= Whe Nordics welcomed death in battle as a sure ticket to
Jd Valhalla if a man died bravely and well. Thus there is no
{]provision for “resurrection” of slain Nordics. If a

£ Christian priest, etc. is used to resurrect a Nordic, he
will not welcome the event; for he will receive only 50% experience
for the following year and his skill at Runecraft will be lost (see
Nordic Rune Magick). Generally Nordics were cremated at death, and
everyone knows of the elaborate ritual of burning a chieftain or
great hero in his warboat surrounded by his prized possessions.

If a Nordic character is resurrected, he will be unable to show his
face at home every again. Valhalla will be closed to him. And if he
is a beserker, he loses that special status. For the rest of his

life, he will have “bad luck” (5% modification of all D100 and -1
point modification of all other die rolls against his favour). If
foretellings of the future bode good, the “bad luck” remains
through the power of Odin. If bad luck is foretold, double the
penalties. You can have your favourite Viking character, in other
words, but he won’t have the same edge as before!

4 based on the typical roles found in Malory’s Le Morte
They are: ordinary women, important women, and

) .

=2 extraordinary women.

Ordinary women fulfill all non-epic functions without
complications. Their anonymous existence is implied or accepted
through the feudal world. They remain faceless and nameless.
As Wife: Wives are a natural part of life, and of the game, and
provide great roleplaying opportunities. The game changes
significantly when another person, other than the GameMaster,
operates a personage in interaction with player knights.

As Mother: The home must always be tended to, and though business
is resolved in a few die rolls, it is very important for wandering
knights to have someone at home tending things.

As Widow: A lady is likely to outlive her suitors and husbands,
accumulating some of their Honour, and further collecting her own
along the way. Thus a widow becomes even more desirous as a wife.
Widows also often have young children whose interests require
attention until they come of age. Such rights are given to the
official Ward of the heir, and so women seek to gain that right
over their own son. Finally, widows always keep (by law) 1/3 of
their husband's holding as their own source of income, as a widow's
gift. This could be quite a sum.

The second type are Important Women.

In the literature they usually have names, or (at the worst) are
known as daughters of their fathers. Many of the important women
are named Elaine, or some misspelling of that name. Important women
are often widows, mothers of vengeful men, heiresses, or healers of
note. They are commonly suspected of, accused of, or found to be
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using minor magick.

Heiress Women: usually daughters of men with no sons, often come
into property in their own right. Although rich, they are without
power under the law of the land, as if held in a state of perpetual
childhood. An heiress is placed under the care of her father’s
liege lord, who has the right to choose her husband. This
effectively makes her a pawn in her lord’s hands. The liege lord
generally takes control of all the property of an heiress, taking
its income for himself for the duration of her spinsterhood, and
providing for her appropriate welfare out of his own coffers. Since
the income is usually much more than the expense of keeping a rich
maiden, lords like to have heiresses in their care, and are often
in no hurry to have them wed. Because the hand of a rich heiress is
the greatest prize which could be awarded to a loyal retainer for
his service, many knights maintain their bachelorhood in the hopes
of obtaining one. Perhaps the best historic example of this
patience is found with Sir William Marshall, a landless knight who
faithfully served as head of the household knights for Prince Henry
of England (the “Young King”), his father King Henry II, and
finally King Richard the Lion-hearted, before obtaining the hand of
the Countess of Pembroke at the ripe old age of 43. Law also holds
that a woman can not be forced by her lord to marry a third time.
The heiress must obtain her lord’s permission to marry, as before,
but she has no obligation except to herself. All other rights of
possession can also be exercised, unencumbered.

Nun: Religious women can hold great power, even in a man’s world.
Their claim of loyalty to a higher power gives them authority
denied to people with only mundane pursuits. Their proximity to
spiritual powers often makes them feared as well as respected.

Historically, religious communities serve many functions relevant
to women. They provide:

. a place for women to follow a religious vocation.

. a place where orphaned girls can be raised until they are

of marriageable age.

. a refuge for widows who are trying to avoid another
marriage or completing

. a period of mourning for their husbands.

. refuge to women deposed from their rightful lands until
their lord return, or until their lands are otherwise
returned.

. education and training for women.

. sanctuary and care for travelers, outcasts, the sick, and
the wounded.

. a socially acceptable means of removing troublesome women

from positions of power without violence.

The Monastic Life of Women: Nunneries, sometimes called convents or
more often, monasteries, are places for Christian women. These are
usually part of a double monastery, with the women’s section less
important than the men’s. Sometimes, however, the nunnery is
completely independent, with the Abbess responsible only to the
local bishop. The abbess of such a nunnery is a landholder, with
all the usual rights and obligations, holding the land in trust for
the Church in general, or her abbey in particular. Thus it is
possible that a knight’s lord is actually an abbess. Nunneries are
always under the protection and control of one of the larger
monastic orders. Thus there are Cistercian or Benedictine nuns.
They owe allegiance to their father organization, and to the Church
beyond. Nunneries are organized along formal lines, with several
possible roles for membership. Guests hold no special position, and
are simply expected to obey the rules of the house. Once entering a
convent the following ranks were recognized:

. Third Order Vows. These bind the woman to the rules of
the order while residing there, but she can be absolved
at any time if she wishes to depart. This is very
convenient for women seeking temporary refuge until a
husband, lover, or son returns from crusade or war.
Widows often take these vows if they prefer to shun the
hustle of their lord’s court while awaiting another

marriage.
. Novice. Anytime after age 16 a girl can enter the
convent. She will remain a novice for at least 1 year.

. Postulant. Novices who have proved themselves capable
thus far are promoted, and serve at this rank for at
least 2 years.

. Nun. Final Vows commit a woman to the religious life of
the nunnery. It is not impossible for her to leave
(especially if a good marriage awaited), but is extremely
difficult, often requiring papal dispensation (and
appropriate hefty bribes) .

. Abbess. Head of the monastery, responsible for the
maintenance of its lands, membership, and rights. She is
probably a powerful landholder, and always a respected
figure.

The third type of women are the Extraordinary Women.

They are major characters with rights and powers and a personality
to match any man’s. Extraordinary women in Malory include Queen
Guenever, the beautiful wife of King Arthur; Queen Morgan le Fay,
the mistress of faeries, an enchantress supreme who has a passion
for Sir Lancelot, hates Guenever, and plots trouble for her
brother, King Arthur; Lady Viviane of the Lake, who gave Arthur his
sword.
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Eleanor of Aquitaine: early in her life, was the Queen of France.
She accompanied her husband on crusade, and outraged her
contemporaries by dressing herself and her ladies in armor and
riding with the army instead of accompanying the baggage. No record
exists of them having engaged in combat.

Duchess Constance of Brittany: When her husband was captured and
their land was attacked, the Duchess donned armor to rally the men
of the city of Hennedont. She urged the local women to cut short
their skirts to make it easier for them to carry rocks and pitch to
the ramparts to help in the defense. During a pause in the
fighting, she led a body of men out of a secret gate on a surprise
attack that destroyed half the enemy camp, defeating the siege.
Later, she bore a sword during a desperate sea battle, and
continued to lead her people’s resistance against the French
heroically.

Joan of
and far
peasant
ordeals
him and

Arc: This heroine comes right at the end of the feudal era,
too late to influence the seminal literature. She was a
girl inspired by angelic voices who worked her way through
and tests to find the heir to the French throne, inspire
his army, and then lead them to drive the English out of
France. Her efforts were quite successful, to the delight of the
king, and the despair of the English. The French noble class was
appalled at her common origin and the fact that she dressed like a
man, bore arms, and led the army into battle. She was wounded twice
in combat. She was eventually captured by the Burgundians. They
sold her to the English, who trumped up outrageous charges of
heresy and witchcraft, and then burned her to death at the stake.

derhaps the
races, the

most ancient and magical of all the character
Elves are divided into the Noldor or High Elves,
or Grey Elves and the Nandor or Wood Elves. While

ra— both kinds of E1f are rare indeed, the Noble Elves are
perhaps the rarest of all characters, for most have long since
passed into the West in response to the call of the Valar, they are
the Great Fey of European Legend.

<\

Elves are immortals, giving them a broad perspective on events that
might trouble the shorterlived races more deeply. They are more
often amused than excited, and more likely to be curious than
greedy. They tend to remain aloof and unfazed by petty
happenstance. When pursuing a goal, however, whether adventuring on
a mission or learning a new skill or art, elves can be focused and
relentless. They are slow to make friends and enemies, and even
slower to forget them. They reply to petty insults with disdain and
to serious insults with vengeance.

Although they can be haughty, elves are generally gracious even to
those who fall short of their high expectations— which is most non-

elves. Still, they can find good in just about anyone.

Dwarves. "“Dwarves are dull, clumsy oafs. But what they lack in
humor, sophistication, and manners, they make up in valor. And I
must admit, their best smiths produce art that approaches elven
quality.”

Hobbits. "“Hobbits are people of simple pleasures, and that is not a

quality to scorn. They’re good folk, they care for each other and
tend their gardens, and they have proven themselves tougher than
they seem when the need arises.”

Humans. "“All that haste, their ambition and drive to accomplish
something before their brief lives pass away— human endeavors seem
so futile sometimes. But then you look at what they have
accomplished, and you have to appreciate their achievements.
only they could slow down and learn some refinement.”

If

To obtain an Elvish character, two sets of conditions must be met.
First, there must be a probability of even having an Elvish

character. Second, the character’s Prime Requisites must meet the
minimum requirements. These will be dealt with in a later section.

Elves are not to be had with any regularity, and with good reason.
Elves always are powerful creatures for they may become
“combination characters.” High Elves or Grey Elves may become
Fighter-Magick User-Clerics. Wood Elves become Fighter-Clerics or
Fighter-Magick Users (Any conflict in the rules arising from
combination status is always resolved in the favour of the Elf.)

In addition to combination status,
talents:

Elves possess some unique

1. Elves have +5% chance of striking, parrying, or dodging
blows. Furthermore, they are master bowmen and hit their
targets with +10% advantage. They may make magick arrows
and bows as well, but these are for exclusive Elvish use
until they reach a high enough level to make arrows and
bows for other races (experience level 12).

2. Elves, being most observant, possess exceptional hearing
and keen eyesight. They have an infallible chance of
revealing secret and hidden things, such as secret doors
or all but the best concealed hiding places.

3. Elves have a +10% chance of moving silently and a +15%
chance of hiding in shadows and undergrowth, such
percentages being subtracted from an enemy’s chance of
detecting the E1f.

4. Elves are so dexterous that they never fumble weapons or
drop things when surprised.

5. Elves do not have to write Magick Books in order to
remember spells.

6. Elves have the ability to penetrate Illusions with TRUE

SIGHT and gain this ability automatically every other
Experience Level (Exper/l, 3, 5, etc.). The ability
allows penetration of 1 Circle of Adeptness at Illusions
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for each rise.

7. Elves are proficient with languages and know the tongues
of orcs, goblins, and such -- in addition to Elven
Tongue, Westron (Common Tongue), and one human language.
There is no limit to the number of languages they may
learn to speak or to read and write.

8. Elves possess the ability to speak with the beasts. One
Beast Language is gained per 25000 exp obtained.

9. Elves possess exceptional constitutions and are rated two
levels higher with respect to recovering from wounds and
resistance to disease and infection.

Elves do not require sleep, but rather rest their minds
in remembrance of past ages or in contemplation of
beautiful things.
Elves are always of
Elves.

Elves may call upon
Blessing.

Elves are sensitive

10.

11. Lawful Alignment, initially, if High

12. Elbereth Githoniel as if Praying or

13. to the presence of magick (Detect
Magick) when within 10 feet of any magical item or within
personal casting range of any spell in operation. The
ability is always operating (like a sense) and has no
cost to Fatigue Levels. High Elves also have the power to
communicate with Lawful characters and creatures without
speech (Telepathy) and to know the moral character of
others (Detect Alignment) with-out expending any energy.
Elves are immune to all forms of disease.

Elves are virtually indetectible by ordinary means when
hiding silently in the undergrowth (05% chance). This
advantage will replace all higher detection probabilities
arising from watching or listening. Also, in Elvish
lands, an E1f has 1/2 the normal chance of detection by
ordinary means when moving about in the undergrowth,
stalking, enemies, etc.

Trees are of special importance to Elves, and they resent
destruction of forestlands or even single trees in their
territory. Nearly all trees have some sacred association,
with some more sacred than others. Elvish Oak, Ash, and
Thorn form a magical trilogy: within the bounds of such
groves, Elves may reduce the magical resistance (BMR) of
an object in -5D6% of the usual time required. Birch,
Alder, Willow, Oak, Holly, Hazel and Apple and are all
sacred as well, with Elves obtaining -1 BMR for
Enchantment purposes on these as well as the Sacred
Three.

Due to their inner light, Elves are resistant to the
effects of cold, though concentrated cold effects from
magical attacks will affect them.

The ghosts of Men hold no terror for Elves, who are
immune to any fear effects that ghosts may create.

High Elves are cursed due to the Doom of Mandos. Whatever
their Horoscope, treat High Elves as poorly aspected.

14.
15.

16.

17.

18.

19.

Some Elves may occasionally reach heights in excess of seven feet
and are deceptively slim in appearance. Graceful and dexterous,
they are also very husky and sturdy. The hardships of nature they
bear without sign of fatigue. They possess an almost insatiable
curiosity. Ancient Lore they value highly and will seek it out at
great risk, but Black Magick and evil devices they abhor and will
destroy whenever possible. All forms of beauty are beloved by the
Elves, especially the beauty of growing things, while all things
evil and ugly are the objects of their hatred and revulsion.

Elves do not need sleep. Instead, they receive rest through
meditation involving memories, past events they recall with
remarkable vividness. Normally they go into this trance-like state
for approximately two hours each day, although they can function
for many days with little or no relief. While in their meditative
state, Elves are extremely difficult to awaken; they rise at a
point previously decided. This manner of rest is in keeping with
the Elven fondness for the night. Men have often referred to them
as people of the stars with good reason, for Elves see as well on a
star-1lit evening as a man would at the height of day. Elven sight
is ideal for the partial darkness of the shadowy forest or cloudy
sky, and allows them mobility unlike that of any other race. In
absolute darkness, however, they suffer as others do; they can not
see at all.

No race sees better outside during the darkness of night than the
Elves. Eldar vision under moonlight or starlight is as good as a
Man’s during the height of daylight on a clear sunny day. Eldar
also have excellent long distance vision and do not suffer any
penalties to Spot rolls when gazing into the distance to make out
objects or details. In other situations when there is any light

source, Eldar can see at least 50 feet perfectly and fairly well up
to 100 feet. In absolute darkness, however, they are no better than
Men (ie they can’t see at all).

Their sense of hearing is also superb, and no doubt accounts for
the Elven skills with music. Their hearing range is three times
that of a normal Man. Their reverence for song is unparalleled and
has affected their language and way of keeping precious records.
The Elves were first to use spoken words and have taught the other
races of the gift of speech. Thus their own name for their kind:
"Quendi" -the "Speakers." All of their speech has a musical quality
when spoken properly, lending itself well to verse. Elven Bards,
then, have had little trouble in maintaining the histories and
epics of their race as a collection of wondrous songs and spoken
poetry.

Elves are naturally secretive and, since their falling out with Men
and Dwarves, they tend to prefer their own kind. Rare indeed is the
man who is named “Elf-Friend,” and to him is unlocked the secret
halls of the First People. No El1f will take service with anyone who
is not an El1f. They have an especial fondness for lawful,
interesting Hobbits. Themselves highly gifted in the arts, they
welcome poets, singers, any others with true artistic talent. Men
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of good-will and wisdom are held high in their regard, but they are
implacable enemies of all those who serve Chaos.

As a final note, Elves are immortal, and age in a graceful, nearly
imperceptible manner. Elves commonly die from only two causes:
through violence or as a result of a weariness of the world. In the
latter case an Elf is simply overcome with grief over the course of
time, thereby losing the will to live. All the Elves who pass away
are gathered in the Halls of Mandos, the Place of Awaiting, in the
far west of Aman (Valinor). There they await the End of the World,
or are released back into the world to replace another of their
line who has perished. In a sense, Elves are often reborn as
descendants of themselves.

Social Status

nstead of choosing a starting profession characters can roll
once on the table below to determine what the player
character’s background within the Elven Haven has been.

Background
Farmer
Cook

Bard
Healer
Artificer

(chose one:, Alchemist, Armourer, Jeweller,

Leatherworker, Smithy or Stonemason)
75-80 Wondering Company*
81-90 Forester**
91-93 Loremaster
94-97 Warrior (Warden Guard) **
98 Courtier
99 Prince/Princess
100 Lord of the Haven

* Wondering Companies are those Elves who have taken to journeying
in secret across Middle-earth in order to visit lands and places
they love. They will from time to time venture into an Elven Haven
and stay for a time there before moving on, but generally these
Elves are wonderers and do not hold any particular Haven as their
home, nor will they pay fealty to any particular Elven Lord. During
times of trouble, however, they will gather to the call of their
brothers and take up arms to defend the Free Peoples, but on the
whole they are pilgrims with no permanent place of abode. They will
have well hidden and protected (by enchantment) camp sites that
they will journey to, spending the night walking or riding under
the stars, gazing out upon the beauty of Arda, singing and making
merry. Some of the non-elven Wise amongst the Free Peoples believe
that this act of wondering and merry making is in fact an act of
worship and a part of the religious beliefs of the Elves. But this
is not certain. A Wondering Company will have a leader of a kind
themselves and those Elves of the Company will look to the “leader”
to set the direction of travel and the time period for staying at
any Haven. Few of the Wondering Companies comprise Noldor Elves,
however, as they are the least likely to wonder the lands and
permanently forsake their Havens. Noldo will join a Wondering
Company for a time in order to venture forth to learn more about
the world around them. They will attach themselves to the Company
in order to journey to someplace and then take their leave.
However, when a Noldor Elf permanently attaches themselves to a
Wondering Company, it usually means that they are weary of the
struggles of life, suffering from some deep hurt of the soul or
heart, and are preparing to venture to the Grey Havens in order to
leave Middle-earth forever and to sail to the Undying Lands. During
the Second and early Third Ages, some of the Wondering Companies
comprised exclusively of Noldor Elves who have escaped the
destruction of their Haven by the forces of the Enemy. These Elves
journeyed aimlessly and without an Elven lord till they encountered
a safe place, or another Elven Haven. There they would then settle
down and either join the Haven’s existing Elven residents, make for
themselves a new Haven, or travel to the Grey Havens and depart
Middle-earth forever.

** The Elven Warden’s are the standing Guard of any Elven Haven. It
is there job to perform the role of the defenders and protectors of
the Haven and always be prepared for action. They will patrol the
immediate surrounding countryside to the Haven to ensure that the
area is safe and visit any outlying Elven Mansions or dwellings to
ensure the safety of the Elves living within the area. The Rangers
are attached to the Wardens and provide the scouts that venture
further afield to collect information on the surrounding lands and
to assist those of the Free Peoples whom may venture into the Elven
lands and be of need of assistance. The Rangers will also undertake
hit and run raids on known strongholds of the Enemy and spy on the
actions of his forces.

The RNoldor

Hhe Noldor (meaning those with knowledge in Quenya) are
Elves of the Second Clan who migrated to Valinor and lived
in Eldamar. The Noldor are called Golodhrim or Gédhellim in
£l Sindarin, and Goldoi by Teleri of Tol Eressé&a. The singular
form of the Quenya noun is Noldo and the adjective is Noldorin.
They were the Second Clan of the Elves in both order and size, the
other clans being the Vanyar and the Teleri. Like the Teleri, they
typically had grey eyes and dark hair (except for those who had
Vanyarin blood, most prominently the members of the House of
Finarfin) .

All Noldor are noble of bearing and carry themselves with assurance
that some would ignorantly mistake for arrogance. Indeed, they are
haughty and often appear to be arrogant for they are proud of
bearing not, generally, proud of spirit. Of all the Elves, they are
the most inquisitive and passionate, being full of a desire for
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experience and expertise in the arts and the ways of the world.
Because of this thirst for knowledge, the Noldor have often fallen
prey to lust and strife, and been tricked by the machinations of
the Enemy.

The Noldor are accounted the greatest of the Elves and all the
peoples in Middle-earth in lore, warfare and crafts. In Valinor
"great became their knowledge and their skill; yet even greater was
their thirst for more knowledge, and in many things they soon
surpassed their teachers. The Noldor are changeful in speech, for
they have great love of words, and sought ever to find names more
fit for all things they knew or imagined". They are beloved of Aulé
the Smith, and were the first to discover and carve gems. Their
chief dwelling-place was the city of Tirion upon Tuna. Among the
wisest of the Noldor were Rumil, creator of the first writing
system and author of many books of lore. Féanor, son of Finwé and
Miriel, was the greatest of their craftsmen, "mightiest in skill of
word and of hand", and creator of the Silmarils.

The Noldor earned the greatest hatred of Melkor, who envied their

prosperity and, most of all, the Silmarils.

The Noldor hate Orcs, Trolls, Balrogs and Dragons, for at the hands
of these creatures, the Noldor have suffered greatly. Due to their
pride and previous betrayals, they tend to look with distrust upon
non- Dunedain Men. They are more quick however, to trust Dwarves
than their Sindarin cousins and have close bonds with Dinedain Men.

However, the Noldor are the proudest of the Elves; in the words of
the Sindar, they came to Middle-earth because "they needed room to
quarrel in". It was this pride that Melkor used to turn the Houses
of Féanor and Fingolfin against each other. The pride of the Noldor
also led to their Fall and Exile (and their continued quarrels in
Middle-earth,

as noted by the Sindar).

Those Noldor whom have lived among the Valar across the Sea have
power against both the Seen and the Unseen. Only Noldor who have
journeyed to the Undying Lands and now live within Middle-earth
posses this power. As Gandalf discussed with Frodo:

“...those who have dwelt in the Blessed Realm live at once in both
worlds, and against both the Seen and Unseen they have great
power.”

“I thought that I saw a white figure that shone and did not grow
dim like the others. Was that Glorfindel then?”

“Yes, you saw him for a moment as he is upon the other side: one of
the mighty of the First-born. He is an Elf-lord of a house of
princes.”

When a Noldor so chooses, he may unveiled his inner glory. The
sight and presence of the Noldor is frightening, causing dread to
the servants of the Shadow. Any evil creature will ckeck morale at
a -40% penalty (the penalty will be higher if the Noldor is a great
Elven lord or prince). Those who are not under the influence of the
Shadow, and to whom the Noldor is providing aid, will instead feel
inspired by the Noldor’s presence and receive a boost of confidence
in their efforts of +20% to all combat skills, Effort, Luck and
Agility rolls. It costs the Noldor 1d6 fatigue points to reveal
their inner glory and project it for all to see.

Should the Noldor’s fatigue points be reduced to zero, their inner
glory will suddenly diminish and the E1f will collapse and fall
unconscious due to exhaustion and be unable to utilise this power
again until they have rested and regained back some power points.

All Noldor have ready access to finely crafted steel weapons. A
player character can be expected to begin the game with:

. Either an Elven dagger,
Elven spear.

quarterstaff, Elven longsword or
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. an Elven longbow and a quiver of 40 Elven arrows.
. a sleeved Hauberk that covers their abdomen, chest and
arms.
. a visored helm.
. an Elven Leaf (Kite) shield.
Noldor wear fine linen, cotton, or silk shirt often pure white in

colour. A velvet or silk tunic (often of a jewelled colour:
sapphire, emerald, ruby. amethyst, topaz), sometimes with slashed
sleeves revealing the shirt beneath, sometimes sleeveless, usually
embroidered or appliqued with geometric or nature-inspired motifs;
velvet or brocade mantle with wide sleeves, cape-like body, and
varying in length from the hip to the ankles; close fitting hose;
soft boots rising only to the ankles or as high as the knee.
Females: fine linen, cotton, or silk shift often pure white in
colour; jewel-hued silk or velvet gown, sometimes wish slashed
sleeves to reveal the sleeves of the shift underneath, sometimes
sleeveless, often embroidered or appliqued at the neck, hem and
sleeves; belt of silk, velvet, or decorative cord that encircles
the waist and the hips to be knotted or otherwise secured in front;
soft slippers or ankle boots; velvet or brocade mantle with wide
sleeves, cape-like body, and hanging to the ankles. Females who
leave the Elven havens to go adventuring often don garb similar to
that worn by males due to its practicality for travel.

First Age

Féanor (son of Finwé by Miriel) was the greatest of their
craftsmen, and their second and briefest-reigning High King. When
Melkor killed Finwé and stole the Silmarils, Féanor renamed Melkor:
Morgoth ("Black Enemy"), and persuaded the Noldor to pursue him to
Middle-earth and wage war against him.

The Noldor led by Féanor went north and demanded that the Teleri
let them use their ships. When the Teleri refused, the Noldor led
by Féanor destroyed the port of Alqualondé, which had been built by
the Teleri, committing the Kinslaying. The Noldor led by Féanor
then took possession of the ships. A messenger from the Valar came
and delivered the Prophecy of the North pronouncing doom on the
Noldor for the Kinslaying and warning that if they continued they
would not recover the Silmarils and moreover that there would be
great grief in the tragedy that would befall them.

The Noldor led by Féanor crossed the sea to Middle-earth leaving
those led by Fingolfin, his half-brother, behind. Upon his arrival
in Middle-earth, Féanor had the ships burned. When the Noldor led
by Fingolfin discovered their betrayal, they went farther north and
crossed the sea by means of the Grinding Ice. Many of them died
while crossing the ice. The departure of the Noldor out of the
Undying Lands marked the beginning of the First Age, and the years
of the Sun.

Finally, the Valar came down to Middle-earth and in the year 583
the War of Wrath was fought and Morgoth was cast into the Void.
However, Beleriand sank into the sea, except for a part of
Ossiriand (Lindon), and a few isles. The defeat of Morgoth marked
the start of the Second Age.

Second and Third Ages

Most of the Noldor sailed back to Aman at the End of the First Age;
but some, like Galadriel (daughter of Finarfin) or Celebrimbor
(grandson of Féanor), refused the pardon of the Valar and remained
in Middle-earth. Gil-galad founded a new kingdom at Lindon, and
ruled throughout the Second Age, longer than any of the High Kings
except for Finwé&. He was also accepted as High King by the Noldor
of Eregion. But after a while Sauron had replaced his master
Morgoth as the Dark Lord. With the aid of the Ruling Ring he
fortified Mordor and began the long war with the remaining Elves.
He attacked Eregion, destroying it, but was withstood in Rivendell
and Lindon. With the aid of the Numendéreans, the Noldor managed to
defeat him for a time.

However, in the year 3319 of the Second Age Numenor fell due to Ar-
Pharazén's rebellion against the Valar, in which Sauron had a great
part. When Elendil with his sons escaped to Middle-earth and
established the realms of Arnor and Gondor, Sauron tried to conquer
Gondor before it could take root. Both Elendil and Gil-galad set
out for Mordor in the Last Alliance of Elves and Men and defeated
Sauron in the Battle of Dagorlad and finally in the Siege of Barad-
d@r. There Gil-galad perished, and so ended the High Kingship of
the Noldor. No new High King was elected, as no one claimed the
throne; for this reason, the High Kingship of the Noldor was said
to have passed overseas, to the Noldor of Valinor, ruled by
Finarfin, the third son of Finwé who had never left. In Middle-
earth of the descendants of Finwé only Galadriel and Elrond Half-
elven remained (and the Numenérean Kings through Elrond's twin
brother Elros).

In the Third Age, the Noldor in Middle-earth dwindled, and by the
end of the Third Age the only big communities of Noldor remaining
in Middle-earth were in Rivendell and Lindon. Their further fate of
fading utterly from the World was shared by all Elves.

The Sindar

>

b) Qk\;~ indar (meaning "Grey People"), singular Sinda, are Elves of
K ] Telerin descent. The name that the Sindar used for

.\\‘p 4themselves was simply Edhil ("Elves", singular Edhel). They
mema are also known as the Grey Elves.

Never having actually set foot in Valinor, the Sindar are not
counted among the Elves of the Light. Neither were they Avari,
since they did accept the invitation and set out on the Great
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Journey (and therefore were technically counted among the Eldar).
They are therefore sometimes referred to as "Elves of the
Twilight".

The language of the Sindar diverged from common Telerin over the
long ages they were sundered from their kin, and became known as
Sindarin. By the time the Noldor arrived in Beleriand, the
languages had become mutually unintelligible, but the Noldor were
quick to learn it. In the Second and Third Age, Sindarin became
known as the "Noble Tongue", and became the Elvish tongue used in
daily speech throughout Middle-earth. It was also adopted for daily
use by the Numendéreans.

The Sindar are perhaps the most accomplished musicians, singers and
poets amongst the Elven races, having a more natural disposition
towards the making of music and poetry than their more serious
Noldor, and their less skilled Silvan cousins. This is not to say
that the Noldor and the Silvan Elves are not capable of making
wonderful and haunting melodies, song and poetry. It is simply that
the natural disposition of the Sindar gives them an advantage in
this area of skill. As such their musicians and singers receive a
bonus of +30% to the die roll when undertaking any Perform, Sing or
Play (instrument) skill attempt, or in an appropriate writing skill
The Sindar, more than any other race of the
make excellent Bards.

when making poetry.
Free Peoples,

All Sindar have ready access to finely crafted steel weapons. A
player character can be expected to begin the game with:

. Either an Elven dagger, quarterstaff, Elven longsword, or
Elven spear

. an Elven longbow and a quiver of 40 Elven arrows.

. a leather or lamellar armour.

. a nasal or visored helm.

. a Target, Round or Elven Leaf (Kite) shield depending

upon the largest sized shield the character has the
required STR/DEX to use.

Somewhat scorned by the Noldor, the Sindar did not play a very
active offensive role in the The Battles of Beleriand in the Great
War of the Great Jewels, although of course they suffered heavily
from the forces of Morgoth. At the end of the First Age many Sindar
went over sea, and throughout succeeding ages, there was a steady
migration of Sindar to the West. Those of the Sindar who remained
in Middle-earth dwelt in Lindon or in Elven-realms such as the
Woodland Realm. In later ages the Sindar were counted fully among
the Eldar.

The Sindar are great friends of most races of the Free Peoples but
have remained particularly cautious and suspicious of the Dwarves
due to the sad history of the first sacking of Menegroth in
Beleriand by abound 500 Dwarves during the First Age of the Sun.
The Sindar hate Orcs, Trolls, Balrogs and Dragons, for at the hands
of these creatures, they have suffered greatly, though perhaps not
as greatly as their Noldor cousins have suffered.

The Sindar were happy in Middle-earth, but once the desire for the
Sea was aroused in them, they could not be content until they
sailed to Eldamar. The Sindar spoke Sindarin; they invented the
Cirth. Although less learned and powerful than the Calaquendi and
less interested in crafts than the Noldor, they were extremely
gifted in music, and their voices were very fair.
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the
They are
less fiery

Of the three Elven races of Middle-earth, the Sindar are
quietest and calmest, and appear to be the most content.
less frivolous and playful than the Silvan Elves and are
and passionate than the Noldor. Sindar feelings are deep and not
easily aroused, but when they are they cannot be stayed. This is
the root of their Sea-longing, an irresistible longing that, once
awakened, calls them to the sea. Hence the Sindar, though they may
make their communities within the forests of Middle-earth, when the
Sea-longing awakens within them, will always be drawn back to the
seaside and eventually will settle there.

After the destruction of Beleriand at the end of the First Age,
those Sindar who stayed in Middle-earth joined with the few
remaining Noldor in surviving settlements such as Lindon (former
Ossiriand). Several of these Sindar joined with Noldor in
establishing new realms among the Wood Elves. Oropher of Doriath
fled to northern Mirkwood where he established the Woodland Realm,
with his small minority of Sindar nobles ruled over a predominantly
Silvan population. Oropher was killed in the Battle of Dagorlad,
and was succeeded by his son Thranduil, father of Legolas.

Although their love for the wide lands of Middle-earth is strong,
since the end of the First Age they have slowly been departing for
the Uttermost West. Once awakened in them, the Sealonging amongst
the Elves does not die, but grows ever stronger, calling them to
travel westwards across the Bending Sea to Aman.

Although considered less powerful and wise than the Noldor, the
Sindar remain more numerous in Middle-earth during the Third Age,
and they are renowned for their gifts of music and song. They are
also renowned shipwrights and make the ships that carry the Elves
into the West to Aman. The Lords Cirdan and Celeborn are Sindar
Elves, so too is King Thranduil of the Woodland Realm in Mirkwood
and his son Legolas. Lord Elrond’s Elven heritage comes partly from
the Grey Elves as well.

The Nandor

R=22r=Hhc Nandor (sg. Nando), later known as the Silvan Elves or

[®L] "Wood-elves", were one of the Telerin races of Elves. The
\ \ Nandor were the original elven inhabitants of Middle-earth
l4-7‘east of Beleriand, but eventually they also stretched out
across the Ered Luin as well into Ossiriand. They were the "green
elves", loving forests, and easily the most common kindred of elf
by the Third Age in Middle-earth.

The Nandor were originally simply a group of the Teleri indistinct
from the others who were afraid to cross the Hithaeglir, and
content to remain in the wide forested lands to the east, along the
river Anduin. One of the Teleri, of the silver-haired kindred of
Olwé that would later become the Falmari, rose to lead them. He was
named Lenwé&, and led a great number of the Teleri south along the
Great River, where they fell out of the histories for a long time.
They called themselves the Nandor, and they loved water and green
things. Under Lenwé they developed great knowledge and skill with
herbs and living things, tree and beast alike. Their culture became
very distinct.

Gradually, the Nandor spread out. They may have moved on to live in
Eriador, or by the mouth of the Sea at the outpouring of Anduin.
They were a simple folk, with no weapons of steel. They made
friends, too, with the Naugrim, and were contented. But evil beasts
came from the north, and they had no defense against such terrible
weapons. They had been told by the Naugrim about King Thingol and
the might of the Sindar, therefore Denethor, Lenwé's son, crossed
over the Ered Luin into Beleriand, the western lands of Middle-
earth. There they settled in the green and many-rivered Ossiriand,
welcomed by Thingol as long-lost relatives. They were called the
Laegrim.

Nandor are fun-loving and appear to be a care-free folk, but they
are also a guarded folk to outsiders. Outward mirth often hides
their grim intentions. Once they know they can trust an outsider,
they become fierce and loyal friends. Outsiders have often
commented on the Silvan Elves child-like playful antics and see
that they have a love of life, music and merriment that is in stark
contrast the their more serious cousins, the Noldor. This love of
the joys of life often hides the Silvan Elves capacity for serious
endeavour and determination in action. In a moment, a Silvan E1f
can go from seeming child-like in innocence to a lethal warrior on
the battlefield. Many who have fought side by side with Silvan
Elves have often underestimated their capacity to cause serious
harm to their enemies. This serious endeavour is also seen in the
works of their hands. Even with a childish demeanour, Nandor make
the most exquisite of woodworks.

Of all the Elven groups, they make the best Foreters. They are the
quickest to employ spells, and often use magick for simple uses
such as misdirecting travellers within their lands, hiding their
paths in the forest, and for practical jokes.

The Silvan Elves are renowned for secluding themselves away from
the troubles of the world. Hidden within the great forests of
Middle-earth, they often build their strongholds underground and in
natural cave systems. They are therefore the most secluded of the
Elves, more so than the Eldar, for they have less friendly history
of relations with Men. This stems back into the past when the
servants of the Enemy were many and many races of Men fell under
his influence. As such, the Silvan Elves learned to hide themselves
away and defend their strongholds with all vigour. For during the
years before the coming of the Sun and Moon the Silvan Elves bore
the brunt of the assaults of the Enemy. As such all Silvan Elves
are slow to trust and wary of all strangers, even other Elves. They
despise Orcs and Trolls, dislike and distrust Dwarves and are
openly suspicious of all races of Men. Their trust is only earned
slowly.
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All Nandor have ready access to finely crafted steel weapons. A
player character can be expected to begin the game with:

. Either an Elven dagger, quarterstaff, Elven longsword, or
Elven spear
. An Elven longbow and a quiver of 40 Elven arrows.

Silvan Elves are a varied group. Some prefer to wear enchanted
leather armour, whilst others prefer no protective armour at all
and guard themselves with spells like Protection. As such a player
character can be expected to begin the game with leather armour.
Helm will be a leather hood. They will have a Target, Round or
Elven Leaf (Kite) shield depending upon the largest sized shield
the character has the required STR/DEX to use. Their armour will be
a sleeved Hauberk that covers their abdomen, chest and arms.

Males and Females when travelling: Silk or cotton blouse (white,
beige, pale green or pale grey in colour) or trim-fitting tunic
(length varies from mid-calf to mid-thigh) of heavy silk, cotton or
leather works so finely as to drape like fabric (dark brown, leaf
green or storm grey in colour); bandoliers crossing the chest (when
adventuring), belt around the waist, straps around the limbs to
accommodate weapon sheaths; leggings of sturdy canvas or supple
leather; sandals or soft boots. Elven cloak with hood (dark brown,
leaf green or storm grey in colour).

Males and Females when not travelling: Flowing gauze blouse, smock
or tunic (white, beige, pale green or pale grey fabric with
embroidery from a similar colour spectrum), sometimes restrained by
a gauze or silk sash, otherwise hanging free; silk leggings,
flowing gauze pants similar to a divided skirt, or a many-gored
gauze skirt (matching the blouse/smock/tunic, dark brown, leaf
green or storm grey); heavy silk or gauze mantle fashioned like a
cloak with sleeves or elongated (shoulder to waist) arm openings,
usually falling to the ankles, often embroidered all over to create
a leafy texture; sandals ornamented with gems or carved wood.

First Age

Thingol took advantage of their friendship on the first
opportunity, when he was in great need. The Dark Lord Belegurth
invaded Beleriand, cutting Thingol off from his other strong
allies, the Falathrim. But Ossiriand was wide and Morgoth could not
sever that connection. Thingol called Denethor to his aid, and the
Laegrim came. Thingol attacked the orc-host from the west, and the
Laegrim from the east, creating a hammer-and-anvil technique that
succeeded. But this victory came at great cost. The Laegrim were
lightly-armed, and the orcs shod in iron. Denethor was cut off at
Amon Ereb; he and all those nearest about him were killed before
Thingol could rescue him. The Laegrim loved him and mourned his
loss, and henceforth would take no king. They became reclusive,
pulling away from the many troubles of Beleriand, and fighting no
longer against Belegurth.

When the Noldor returned from over the Sea, they gave the Laegrim
the name (in Quenya) Laiquendi. The Laiquendi did not participate
in the great events of Belegaer throughout the First Age. The
Laiquendi accepted Beren and Luthien, who came to Tol Galen in the
midst of their lands, and made it one of the most beautiful places
in Beleriand. After the dreadful sack of Doriath and death of
Thingol, many of the Laiquendi joined Beren in the Battle of Sarn
Athrad. The green elves later sent the news to King Dior Eluchil
news of the final deaths of Beren and Luthien.

After the Nirnaeth Arnoediad, the Sons of Féanor wandered in the
lands of the Laiquendi, bereft of lands, often mixing with them.
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Second Age

After the War of Wrath, Ossiriand survived no longer, and the
survivors of the Laiquendi once more merged back into the main
Nandorin population, who now were spread over the face of Middle-
earth. The Nandor on both sides of the mountain range were of a
somewhat less pure strain, those in Ossiriand having mixed blood
with some Sindar, and those in the east having mixed blood with the
Avari who came westwards. As the Second Age went on, the blood
became even more mixed. Even their language changed from Nandorin
to Sindarin. Gradually, the Nandor were changing into what became
known as Silvan Elves or Tawarwaith, meaning "Forest People".

The Nandor, now known in their impure state as Tawarwaith, were
soon pushed into refuge when Sauron rose to challenge elven power
in Middle-earth. Some were forced to take refuge with the Noldor,
who although weakened were still very powerful, in Lindon and
Imladris. Others dwelt with Cirdan the Sinda in Mithlond, and still
others hid in their ancient forest homes Lérinand and Eryn Galen.
They took leaders from the pure-blood clans of Noldor and Sindar;
in the case of the latter two refuges, the Sindarin lords Amdir and
Oropher respectively.

The Tawarwaith of Lérinand (the Galadhrim) and Eryn Galen played
mostly a small role in the events of the Second Age, as they had in
the First. Amdir and Oropher built up their kingdoms as the shadow
of Sauron grew longer and longer, and evil more powerful. Both
Amdir and Oropher took great hosts to join the Last Alliance of
Elves and Men, and fought in the war that followed. Both hosts
suffered immense losses; Amdir was cut off and killed in the Battle
of Dagorlad with many of his followers, while Oropher rashly
disobeyed King Gil-galad in Mordor and fell beside two thirds of
the entire company. The Tawarwaith entered the Third Age greatly
weakened and disheartened, despite the seemingly final defeat of
Sauron.

Third Age

Lérinand, now known as Lothlérien, and Eryn Galen, now known as
Mirkwood, continued to host the larger populations of Tawarwaith.
Amroth took over in Lothlérien, later passing the rulership on to
Galadriel and Celeborn, while Thranduil became king in Mirkwood.
Under these rulers the Tawarwaith prospered and became numerous
once more, while the Noldor and Sindar were in slow but steady
decline. Yet though mostly inactive, they were watchful of the
growing of men and the ominous change the Third Age would bring.

But the elves of both Lothlérien and Mirkwood were threatened by a
new evil growing in south Mirkwood. The Necromancer was building
Dol Guldur. As the Third Age continued and Sauron rose, the White
Council was formed. Sauron was driven from Dol Guldur several
times, but the Tawarwaith were still for the most part impassive.
Eventually the War of the Ring came. Legolas, Thranduil’s son,
became a hero of that war, while both Lothlérien and Mirkwood were
invaded by Dol Guldur in the Rhovanion Campaign. All attacks were
repulsed, and Dol Guldur was thrown down at last in a grand
counterattack by Celeborn and his forces. Mirkwood was renamed Eryn
Lasgalen. Yet the Silvan population was again diminished. Galadriel
and Celeborn passed west, and the light of Lérien faded.

Throughout the Fourth Age they aided the rising Reunited Kingdom,
making Ithilien green, for instance. Their eventual fate was to
pass west to the land they had never seen, or else to remain in
Middle-earth Changed and fade into forgetfulness.

Origin and acts

Bhe Valar (singular Vala) are angelic powers, the Ainur that
F@ chose to go into the World (Arda) and complete its material
{]development after its form was determined by the Music of

S the Ainur (Ainulindalé). Eru Iluvatar first revealed to the
Ainur his great vision of The World through musical themes.

unfolding a history whose vastness and majesty had
never been equalled... — The Music of the Ainur, The Silmarillion.

This World, fashioned from his ideas and expressed as the Music of
Iluvatar, was refined by thoughtful interpretations by the Ainur,
who then created their own themes based on each unique
comprehension. No one Ainu understood all of the themes that sprang
from Iluvatar. Instead, each elaborated individual themes, singing
of mountains and subterranean regions, say, from themes for metals
and stones. The themes of Iluvatar's music were elaborated, and the
Ainur added creative touches to blend with the themes of other
Ainur. Melkor, however, added discordant themes: he strove against
the Music; his themes became evil because they sprang from
selfishness and vanity, not from the enlightenment of Iluvatar.

Once the Music was complete, including Melkor's interwoven themes
of vanity, Iluvatar gave the Ainur a choice — to dwell with him, or
to enter the world that they had mutually created. Those that chose
to enter the world became known as the Valar, the 'Powers of Arda',
though the Elves generally reserved that term for the more powerful
of them. (The lesser Valar they called the Maiar.) Among the Valar
were some of the most powerful and wise of the Ainur, including
Manwé&, the Lord of the Valar, and also Melkor, his brother. The two
are distinguished by the selfless love of Manwé& for the Music of
Ilavatar, and the selfish love that Melkor bore for himself and no
other — least of all for the Children of Iluvatar, as the Elves and
Men became known.

Melkor (later named Morgoth, 'dark enemy') arrived in the World
first, causing tumult wherever he went. As the others arrived, they
saw how Melkor's presence would destroy the integrity of Iluvatar's
themes. Eventually, and with the aid of the Vala Tulkas, who
entered Arda last, Melkor was temporarily overthrown, and the Valar
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began shaping the world and creating beauty to counter the darkness
and ugliness of Melkor's discordant noise.

The Valar dwelt originally on the Isle of Almaren in the middle of
the world, but after its destruction and the loss of the world's
symmetry, they moved to the western continent of Aman and founded
Valinor. The war with Melkor continued: the Valar realized many
wonderful subthemes of Iluvatar's grand music, while Melkor poured
all his energy into the corruption of fell beings like Balrogs,
dragons, and orcs. Most terrible of the deeds of Melkor was the
destruction of the Two Lamps, and with them the original home of
the Valar, the Isle of Almaren. Melkor was then captured and
chained for many ages in the fastness of Mandos until he was
pardoned by Manwé.

With the arrival of the Elves in the world and later in Valinor, a
new phase of the regency of the Valar began. Summoned by the Valar,
many Elves abandoned Middle-earth and the eastern continent for the
West, where the Valar concentrated their creativity. There they
made the Two Trees, their greatest joy because it gave light to the
beauty of Valinor and pleased the Elves.

At Melkor's instigation, however, Ungoliant destroyed the Trees.
Féanor, a Noldorin E1f, had with great forethought and love
captured the light of the Two Trees in three Silmarils, the
greatest jewels ever created. Melkor stole the Silmarils from
Féanor and killed his father, Finwé&, chief of the Noldor in Aman,
and thereupon fled to Middle-earth. Many of the Noldor, in defiance
of the will of the Valar, swore revenge and set out in pursuit.
This event, and the poisonous words of Melkor that fostered
mistrust among the Elves, led to the exile of the greater part of
the Noldor to Middle-earth: the Valar closed Valinor against them
to prevent their return.

For the remainder of the First Age Ulmo alone of the Valar visited
the world beyond Aman. At the end of the First Age, the Valar sent
forth a great host of Maiar and Elves from Valinor to Middle-earth,
who fought the War of Wrath in which Melkor was defeated. The lands
were changed, and the Elves were again called to Valinor.

During the Second Age, the Valar's main deeds were the creation of
Numenor as a refuge for the Edain, who were denied access to Aman
but given dominion over the rest of the world. The Valar, now
including even Ulmo, remained aloof from Middle-earth, allowing the
rise of the Morgoth's lieutenant, Sauron, to power as a new Dark
Lord. Near the end of the Second Age, Sauron convinced the
Numendéreans to attack Aman itself.

Then Manwé upon the Mountain called upon IlGvatar, and for that
time the Valar laid down their government of Arda. — Akallabéth,
The Silmarillion.

With the Akallabéth, the destruction of Numenor, Aman was removed
from the earth (though not from the World, for Elvish ships could
still reach it). In the Third Age the Valar sent the Istari (or
wizards) to Middle-earth to aid in the battle against Sauron.

List of the Yalar

/

— fhese are the names and attributes of the chief Valar as they
(4] vere known to the Eldar in Aman. In Middle-earth, they were
b‘ % known by other names of Sindarin origin; Varda, for example,
et was called Elbereth. Men knew them by many other names, and
sometimes worshiped them as gods. With the exception of Oromé&, the
names listed below are not actual names but rather titles: the true
names of the Valar are nowhere recorded. The males are called

"Lords of the Valar"; the females "Queens of the Valar," or Valier.

The Aratar (Quenya: Exalted) or High Ones of Arda are the eight
greatest of the Valar: Manwé, Varda, Ulmo, Yavanna, Aulé&, Mandos,
Nienna, and Oromé. Lérien and Mandos are brothers and are referred
to collectively as the Féanturi or "Masters of Spirits".

Manwé: He is the King of the Valar, husband of Varda Elentari and
King of Arda. He lived atop Mount Taniquetil, the highest mountain
of the world, in the halls of Ilmarin. The winds and airs were his
servants, and he was lord of air, wind, and clouds in Arda. He was
the noblest and greatest in authority, but not in power, of the
Aratar and Ainur.

Ulmo: Lord of Waters. He lived in the deep water of the ocean, and
seldom troubled to come to the Ring of Doom unless the need was
dire. He was not married. Ulmo was one of the chief architects of
Arda.

Aulé: Aulé is given lordship over the matter that composes Arda and
is a master of all the crafts that shape it. He created the
Dwarves, who call him Mahal, the Maker. During the Music of the
Ainur, Aulé's themes concerned the physical things of which Arda is
made; when Iluvatar (God) gave being to the themes of the Ainur,
his music became the lands of Middle-earth. Other of his works
include Angainor (the chain of Melkor), the Two Lamps and the
vessels of the Sun and Moon.

Oromé: Brother of Nessa and husband of Véna, also known as Araw in
Sindarin, Aldaron ("Lord of the Trees"), Arum, Béma, Aramé, The
Huntsman of the Valar, and The Great Rider. During the Years of the
Trees, after most of the Valar had withdrawn completely from
Middle-earth and hidden themselves in Aman, Oromé& still hunted in
the forests of Middle-earth on occasion. Thus, he was responsible
for first finding the Elves at Cuiviénen. Being a powerful
huntsman, he was active in the struggles against Morgoth, and was
renowned for his anger, being the most terrible of the Valar in his
wrath. He has a great horn called Valardéma and a great steed called
Nahar.

Mandos: Judge of the Dead. Originally named Namo, but referred to
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more commonly as
advisor to Manwé
husband of Vairé

Mandos, after the Halls of his dwelling. Chief

and keeper of the souls of elves. He is the

the Weaver. Mandos is stern and dispassionate and
never forgetting a thing. He was the Vala who cursed the Noldor
leaving Aman, and counselled against allowing them to return. But
unlike Morgoth, his Dooms are not cruel or vindictive by his own
design. They are simply the will of Eru, and he will not speak them
unless he is commanded to do so by Manwé&. Only once has he been
moved to pity, when Luthien sang of the grief she and her lover
Beren had experienced in Beleriand.

Lérien: Master of Visions and Dreams.
referred to more commonly

Lérien and Mandos are the

Originally named Irmo, but
as Loérien, after his dwelling place.
Féanturi, masters of spirits. Loérien,
younger, is the master of visions and dreams. His gardens in the
land of the Valar, where he dwells with his spouse Esté&, are the
fairest place in the world and are filled with many spirits. All
those who dwell in Valinor find rest and refreshment at the
fountain of Irmo and Esté.

the

Tulkas: Champion of Valinor, also called Astaldo. He was the last
of the Valar to descend into Arda, and helped to tip the scales
against Melkor after the destruction of the Two Lamps. He is a
wrestler and physically the strongest of all the Valar. He is the
husband of Nessa, and is described as slow to anger, but slow also
to forget; as such, he opposed the release of Melkor after his
prison sentence.

Varda: Queen of the Stars, spouse of Manwé&, entitled Elentari in
Quenya and Elbereth Gilthoniel in Sindarin. She kindled the first
stars before the Ainur descended into the world, and later
brightened them with the gold and silver dew from the Two Trees.
Melkor feared and hated her the most, because she rejected him
before Time.

Yavanna: Giver of Fruits, spouse of Aulé, also called Kementdri.
She created the Two Trees, and is responsible for the Kelvar and
Olvar (plants and animals). It was she who requested the creation
of the Ents, as she feared for the safety of the trees once her
husband had created the Dwarves. The Two Lamps are created by Aulé
at Yavanna's request, and their light germinates the seeds that she
had planted. Following the destruction of the Two Lamps by Melkor
and the withdrawal of the Valar to Aman, Yavanna sang into being
the Two Trees of Valinor.

Nienna: Lady of Mercy. She was the tutor of Olérin, and weeps
constantly. However, her tears are those of healing and pity, not
of sadness, and often have potency; for example, she watered the
Two Trees with her tears, and later washed the filth of Ungoliant
away from them once they were destroyed. She was in favour of
releasing Melkor after his sentence, not being able to see his evil
nature. She has no spouse.

Esté: Referred to as the Gentle and "the healer of hurts and of
weariness". Her name means Rest. "Grey is her raiment, and rest her
gift." She is the wife of Irmo, and lives with him in his Gardens
of Lérien in Valinor. She sleeps at day on the island in the Lake
Lorellin.

Vairé: Entitled the Weaver. She is espoused to Namo, and lives with
him at Mandos. She weaves the story of the World in her tapestries,
which are draped all over the halls of Mandos.

Vana: Called the Ever-young. She is the younger sister of Yavanna
and wife of Oromé. "All flowers spring as she passes and open if
she glances upon them; and all birds sing at her coming." She
dwells in gardens filled with golden flowers and often comes to the
forests of Oromé.

Nessa: Entitled the Dancer. She is the wife of Tulkas and is noted
for her agility and speed, able to outrun the deer who follow her
in the wild, and for her love of dancing on the ever-green lawns of
Valinor.

Melkor: The Dark Lord. His name means "he who arises in might" and
he was the first of the Ainur to be created by Eru. In origin he
was the spiritual brother of Manwé&, and the most powerful of the
Valar, as he possessed all aspects of Eru's thought, whereas all
the others possessed only some. He turned to evil, and was taken
back to Valinor in chains after the Awakening of the Elves, where
he remained on parole for several Ages. But after the poisoning of
the Two Trees and the theft of the Silmarils, he fled from Valinor.
He was no longer counted among the number of the Valar, and Féanor
called him "Morgoth Bauglir", The Great Enemy, by which name he was
known in Middle-earth ever after. He was cast out of Arda at the
end of the War of Wrath.

Lifestyle

lves are born about one year from their conception. The day
M of their conception is celebrated, not the actual birthday
itself. Their minds develop more quickly than their bodies;
dby their first year, they can speak, walk and even dance,
and their quicker onset of mental maturity makes young Elves seem,
to Men, older than they really are. Physical puberty comes in
around their fiftieth to one hundredth year (by age fifty they
reach their adult height), and by their first hundred years of life
outside the womb all Elves are fully grown. Elven bodies eventually
stop aging physically, while human bodies do not.

Elves marry freely and for love early in life. Monogamy is
practiced and adultery is unthinkable; they only marry once (Finwé&,
first High King of the Noldor, was an exception, as he remarried
after his first wife died).

Spouses can choose each other even long before they are married,
thus becoming betrothed. The betrothal is subject to parental
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approval unless the parties are of age and intend to marry soon, at
which point the betrothal is announced. They exchange rings and the
betrothal lasts at least a year, and is revocable by the return of
the rings; however, it is rarely broken. After their formal
betrothal, the couple appoint a date, at least a year later,
the wedding.

for

Only the words exchanged by
speaking of the name of Eru
required for marriage. More

the bride and groom (including the
Ilavatar) and the consummation are
formally, the couple's families
celebrate the marriage with a feast. The parties give back their
betrothal rings and receive others worn on their index fingers.
bride’s mother gives the groom a jewel to wear.

The

The Elves, particularly the Noldor, preoccupy themselves with
various things such as smithwork, sculpture, music and other arts,
and of course, what to eat. Males and females can do almost
everything equally; however, the females often specialize in the
arts of healing while the men go to war. This is because they
believe that taking life interferes with the ability to preserve
life. However, Elves are not stuck in rigid roles; females can
defend themselves at need as well as males, and many males are
skilled healers as well, such as Elrond.

Eventually, if they do not die in battle or from some other cause,
the Elves of Middle-earth grow weary of it and desire to go to
Valinor, where the Valar originally sheltered their kind. Those who
wish to leave for the Undying Lands often go by boats provided at
the Grey Havens, where Cirdan the Shipwright dwells with his folk.

Elves are naturally immortal, and remain unwearied with age. In
addition to their immortality, Elves can recover from wounds which
would normally kill a mortal Man. However, Elves can be slain, or
die of grief and weariness.

Spirits of dead Elves go to the Halls of Mandos in Valinor. After a
certain period of time and rest that serves as "cleansing", their
spirits are clothed in bodies identical to their old ones. However,
they almost never go back to Middle-earth and remain in Valinor
instead.

Eventually, their immortal spirits will overwhelm and consume their
bodies, rendering them "bodiless", whether they opt to go to
Valinor or remain in Middle-earth. At the end of the world, all
Elves will have become invisible to mortal eyes, except to those to
whom they wish to manifest themselves.

The lives of Elves only endure as the world endures. It is said in
the Second Prophecy of Mandos that at the end of time the Elves
will join the other Children of Iluvatar in singing the Second
Music of the Ainur. However, they do not believe that Eru will
abandon them.

The tengwar script, invented by Féanor, was used to write a number
of the languages of Middle-earth, including Quenya and Sindarin.
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EIf names

Male Female

Aegnor Altéariel, Alatariel
Aerandir Amarié
Amdir Aredhel
Amras Arwen
Amrod Celebrian
Amroth Edrwen
Anarion Elenw
Angrod Elwing
Annael Faelivrin
Aranel Finduilas
Aranwé Idril
Beleg Indis
Caranthir Galadriel
Celeborn Lathien
Celebrian Melian
Celebrimbor Miriel
Celegorm Mithrellas
Cirdan Nellas
Curufin Nerdanel
Curufinwé Nerwen
Daeron Nienor
Denethor Nimloth
Dior Nimrodel
Edrendil Niniel
Ecthelion Tatié
Edrahil Tinuviel
Elemmakil

Elenwe

Elladan

Elrohir

Elrond

Elros

Eluréd

Elurin

Elwé

E6L

Ereinion

Erellont

Erestor

Falathar

Féanor

Finarfin

Finduilas

Fingolfin

Fingon

Finrod

Finwé

Galadhon

Galathil

Galdor

Galion

Gelmir

Gil

Gildor

Gil-galad

Glorfindel

Guilin

Gwindor

Haldir

Ingwé

Legolas

Lenwé

Lindir

Maedhros

Maeglin

Maglor

Mahtan

Mithrellas

Nellas

Nimrodel

Olwé

Orodreth

Oropher

Orophin

Ramil

Saeros

Thranduil

Turgon

Voronwé

Balf -elben

fhe Half-elven (Sindarin singular Peredhel, plural Peredhil,
Quenya singular Perelda) are the children of the union of
Elves and Men. The Half-elven are not a distinct race from

£ FElves and Men, and must ultimately choose to which race they
belong. This is significant because although Elves and Men are able
to crossmate and produce fertile offspring, their final fates are
separate: Elves are immortal (they do not die, or if killed are re-
embodied, whilst Arda endures), whereas Men are mortal (after death
their souls depart the world for an unknown place and future).

Half-elves are rare indeed, few have ever existed and all have
lived in Middle-earth. Halfelves are usually the offspring of Men
and Elves, though some have been born the offspring of Elves and
Maiar. While the Edain (whose descendants are the Dinedain and the
Black Numendéreans) were blessed by the Valar for their faithfulness
shown during the First Age, and as such show a degree of Elvish
longevity and hardiness, they are not true Half-elves. True Half-
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elves have one Elven parent and one Mannish (or Maiar) parent.

Two important marriages in the First Age of Middle Earth resulted
in the mixing of elvish and mortal blood.

The first of these was between the mortal Beren of the House of
Béor and Luthien, daughter of the elf Thingol, the King of Doriath
and High King of the Sindar and his Queen Melian the Maia. Beren
died in the quest for the Silmaril, and in despair, Luthien's
spirit departed her body and made its way to the Halls of Mandos.
Mandos allowed them a unique fate, and they were re-bodied as
mortals in Middle-earth, where they dwelt until their deaths.

Their son Dior was thus one-quarter elvish by blood, although since
he was born after their embodiment, the nature of his mortality is
quite unclear. He died young in any case, when the Sons of Féanor
attacked Doriath.

Dior's wife was Nimloth, a Sindarin elf, and with her he had three
children: Elwing, Eluréd and Elurin. During the Sack of Menegroth
by the Sons of Féanor, Elwing escaped to the Mouths of Sirion while
Eluréd and Elurin were seized by servants of Celegorm and abandoned
in the forest to die. They were never found and were presumed to
have perished in the forest.

The second marriage of men and elves in the first age was between
Tuor of the House of Hador and Idril of the Noldor and Vanyar.
Their son was Edrendil. After the fall of Gondolin, E&rendil also
escaped to the Mouths of Sirion, and married Elwing. They had two
sons, Elrond and Elros.

Patient, reserved and considerate, they naturally embody the
characteristics of their Elven parent. Half-elves will also be
balanced and thoughtful, never impulsive and seem to possess a
wisdom well beyond their years. They have, in addition, a number
of unique talents and advantages:

1. Half-elves are virtually immune to poison and disease.
2. Half-elves are capable of travelling 16-20 hours a day.
3. Immortal Half-elves do not require sleep to rest; instead

they may choose to rest in a trance for 1D4 hours a day.

Whilst in this trance, they cannot be awakened, but when

the trance ends, they will have restored all lost fatigue
points.

As a final note, mortal Half-elves will live anywhere between 250-
500 years. Immortal Half-elves will only die due to violence or if
they weary of life and lose the will to live.

»{’wi‘ fter the conclusion of the War of Wrath, Manwé& determined

d fates: to be counted among Elves, and granted eternal life
in the Undying Lands; or to be counted among mortals, and
granted the ineffable Gift of Men. This choice could be delayed,
although not indefinitely.

When a Half-elf reaches adulthood, they must decide whether to live
as a mortal or chose the Light of the Eldar and become immortal as
all Elves are. Those who become Men receive the Gift of Death and
are no longer bound to Fate like their Elven kin.

Earendil would rather have chosen the kindred of Men, but he chose
the Elves for his wife Elwing's sake, who also chose the Elves.
Edrendil would thereafter forever sail the heavens in his ship
Vingilot, the Silmaril of Beren and Luthien on the prow. In Middle-
earth, he was seen as the evening star, and the light of his
Silmaril was captured in the Phial of Galadriel. Elwing built a
tower in the Shadowy Seas and often met him on his return.

Elros chose to be counted among mortals, and became Tar-Minyatur,
the first king of Numenor. He finally took his death at the age of
five hundred years. The heirs of Elros were not given this choice,
but their lifespan was enhanced many times that of normal Men, and
they had the freedom to take death when they willed. In later times
the Kings of Numenor, descendants of Elros regretted their
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forefather's choice, and this helped lead to the Downfall of
Numenor.

Elrond chose to be counted among the elves, serving the household
of Gil-galad until the end of the second age, and founding
Rivendell in the third. He married the elf Celebrian, daughter of
Celeborn and Galadriel, and sailed into the west at the conclusion
of the War of the Ring.

The children of Elrond and Celebrian were also given free choice of
kindred, and therefore Arwen could choose to be counted amongst the
Edain even though her father had chosen to be counted as Elven. She
exercised this option, marrying Aragorn II Elessar, king of the
Reunited Kingdom, and finally dying at the age of 2,901 years.
Their son Eldarion and their daughters were not counted as Half-
elven, but rather as Dinedain restored.

It was a tradition in Dol Amroth that Imrazdér the Numendrean had
married an elf, and therefore the Princes of Dol Amroth were of
elven descent.

Darves

\5 s one of the elder speaking races, the Dwarves claim

| descent from Seven Fathers who lived in the First Age, and
dconsequently this Free Folk is divided into seven Folk or
nations, each with its own king and ancestral halls. They
have withdrawn into the wilderness, for, never having been
numerous, they have concentrated their strength in the mountain
fastnesses for protection.

LD
NZ

Dwarven kingdoms stretch deep beneath the mountains where the
dwarves mine gems and precious metals and forge items of wonder.
They love the beauty and artistry of precious metals and fine
jewelry, and in some dwarves this love festers into avarice.
Whatever wealth they can’t find in their mountains, they gain
through trade. They dislike boats, so enterprising humans and
hobbits frequently handle trade in dwarven goods along water
routes. Trustworthy members of other races are welcome in dwarf
settlements, though some areas are off limits even to them.

While not immortal like the Elves, they live for long periods of
time, perhaps 250 years, so the oldest living dwarves often
remember a very different world. This longevity grants them a
perspective on the world that shorter-lived races such as humans
and hobbits lack. They marry about the age of 100, if they marry at
all, for there are few Dwarvish women.

Dwarves (or Khazadd in their own tongue, Naugrim in Sindar) are
short, averaging about four and a half feet in height, but broad in
shoulder and extremely strong for their size. They are solid and
enduring like the mountains they love, weathering the passage of
centuries with stoic endurance and little change. Dwarves respect
the traditions of their clans, tracing their ancestry back to the
founding of their most ancient strongholds in the youth of the
world, and don’t abandon those traditions lightly.

Individual dwarves are determined and loyal, true to their word and
decisive in action, sometimes to the point of stubbornness. Many
dwarves have a strong sense of justice, and they are slow to forget
wrongs they have suffered. A wrong done to one dwarf is a wrong
done to the dwarf’s entire clan, so what begins as one dwarf’s hunt
for vengeance can become a full-blown clan feud.

The chief unit of dwarven society is the clan, and dwarves highly
value social standing. Even dwarves who live far from their own
kingdoms cherish their clan identities and affiliations, recognize
related dwarves, and invoke their ancestors’ names in oaths and
curses. To be clanless is the worst fate that can befall a dwarf.
Dwarves in other lands are typically artisans, especially
weaponsmiths, armorers, and jewelers. Some become mercenaries or
bodyguards, highly sought after for their courage and loyalty.

Dwarves get along passably well with most other races. “The
difference between an acquaintance and a friend is about a hundred
years,” is a dwarf saying that might be hyperbole, but certainly
points to how difficult it can be for a member of a short-lived
race like humans to earn a dwarf’s trust.

Elves. "“It’s not wise to depend on the elves. No telling what an
elf will do next; when the hammer meets the orc’s head, they’re as
apt to start singing as to pull out a sword. They’re flighty and
frivolous. Two things to be said for them, though: They don’t have
many smiths, but the ones they have do very fine work. And when
orcs or goblins come streaming down out of the mountains, an elf’s
good to have at your back. Not as good as a dwarf, maybe, but no
doubt they hate the orcs as much as we do.”

Hobbits. "“Sure, they’re pleasant folk. But show me a hobbit hero.
An empire, a triumphant army. Even a treasure for the ages made by
hobbit hands. Nothing. How can you take them seriously?”

Humans. “You take the time to get to know a human, and by then the
human’s on her deathbed. If you’re lucky, she’s got kin—a daughter
or granddaughter, maybe—who’s got hands and heart as good as hers.
That’s when you can make a human friend. And watch them go! They
set their hearts on something, they’ll get it, whether it’s a
dragon’s hoard or an empire’s throne. You have to admire that kind
of dedication, even 1if it gets them in trouble more often than
not.”

Dwarves are a prideful people, easily angered and very long of
memory. They will NEVER forget wrongs done to them or their Folk.
Greedy for riches, they are ruled by a gold-lust that once
awakened, is very hard to quell. Except for their greed, they are
fair and often generous to those they owe a debt of honour. Noted
for their superb craftsmanship and mastery of the art of
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weaponsmithing, they are very shrewd businessmen as well - usually
driving a hard bargain for their wares and near impossible to cheat
in matters involving precious things. They have, in addition, a
number of unique talents and advantages:

1. Dwarves are superlative miners able to tunnel six times
as fast as men. They easily note slanting passages,
shifting walls, new underground works, geological
formation, and other features of importance beneath the
earth. Instinctively, they know the depth they are
standing below the surface.

2. Dwarves possess night vision and can see clearly in the
dark up to 60 feet.
3. Dwarves possess facility with mechanical devices, being

able to open locks and disarm small traps at a +5% and
+15% advantage, respectively, if “Thieves.”

4. Dwarves hide in shadows and move silently with a +5%
advantage when underground. They need not check morale
underground either, as they are quite at home.

5. Dwarves, being expert craftsmen, can accurately appraise
coins, jewelry, and gems.
6. Dwarves are all smiths and armorers. Apprentices may

forge armor under the guidance of a Master armorer and
may make repairs to arms and armor. Armorers and Master
armorers may forge arms and armor of quality.
Weaponsmiths may forge magical weapons and armor. Rate of
magick weapon making is three times normal speed, so a
Dwarf may turn out quality work in quantities unthinkable

for Men.

7. Dwarves are highly resistant to all forms of Magick and
save against magical spells four experience levels
higher.

8. Dwarves dodge with a -5% advantage because of their size.

9. Khuzdul, the dwarvish tongue, is the ancient and secret

language known only to Dwarves. Khuzdul is the medium in
which the Dwarves preserve all of their many secrets of
weaponmaking, and a Book found by a Dwarf containing such
information will turn him into Master armorer instantly,
whatever level he is at. In public the Dwarves use the
tongue of their neighbours, and they understand the
languages of their traditional enemies, the Gnolls,
Kobolds, and Goblins.

10. Dwarves will not reveal their 'inner' names, their true
names, to people of other kin, nor would allow them ever
to be carved or written. They therefore take names by
which they could be known to their allies in Mannish
forms.

11. Dwarves never check morale when fighting the Goblin
races.

Dwarves have excellent low light vision. In most darkness outdoors
and in dimly 1lit tunnels Dwarves can see 50 feet perfectly and
fairly well up to 100 feet. In absolute darkness, they can see up
to 10 feet.

On a final note, Dwarvish women are so scarce that they are the
objects of instant feelings of protectiveness in Dwarvish males. If
a female Dwarf appears on the scene, she will soon acquire a non-
player protector to escort her on adventures. A Dwarvish protector
will possess minimum Dwarvish prime requisites and is determined as
any other character.

Origin and acts

ih‘: he Dwarves are a very ancient people who awoke, like the
\ GElves, at the start of the First Age, before the existence of
A

“lthe Sun and Moon.

oo

The Dwarves (in the form of seven patriarchs) were created during
the Years of the Trees (also known as the Ages of Darkness), when
all of Middle-earth was controlled by the forces of Melkor. They
were created by the Vala Aulé&, in secret from the other Valar,
although Iluvatar knew of their creation, despite Aulé's efforts.
He decided that their creation was not an evil deed and sanctified
them, though he did not allow them to "awake" before the Elves
(whom he had designated as "The Firstborn"), and Aulé sealed the
Seven Fathers of the Dwarves in stone chambers in far-flung regions
of Middle-earth. Dwarves were originally divided into seven clans
or 'Houses':

House Founder Homeland Chief Delving
Longbeards Durin Misty/Grey Mountains Khazad-dam
Firebeards Uri Blue Mountains Nogrod
Broadbeams Linnar Blue Mountains Belegost
Ironfists Sindri Far North Gamil-nala
Stiffbeards Thulin Far North Kibil-Tarag
Blacklocks Var East of East Nargubraz
Stonefoots vidis East of East Baraz-lagil
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First Age

Some time after the Elves had awoken at Cuiviénen, the Seven
Fathers of the Dwarves were released from their stone chambers. The
eldest of them, called Durin, wandered until he founded the city of
Khazad-dim in the natural caves beneath three peaks: Caradhras,
Celebdil, and Fanuidhol (known in Khuzdul as Baranzinbar,
Zirakzigil, and Bundushathir, respectively). The city, populated by
the Longbeards or Durin's folk, grew and prospered continuously
through Durin's life (which was so long that he was called Durin
the Deathless, also a reference to the belief by his people that he
would be reincarnated seven times). It was the only of the Dwarf
mansions to survive the First Age.

Far to the west of Khazad-dim, the great dwarven cities of Belegost
and Nogrod were founded in Ered Luin (The Blue Mountains) during
the First Age, before the arrival of the Elves in Beleriand. The
Dwarves of Belegost were the first to forge chain mail, and they
also traded weaponry with the Sindar and carved the Thousand Caves
of Menegroth for the El1f king Thingol. In Nogrod, the smith Telchar
forged Narsil and Angrist, two of the most fateful weapons in the
history of Arda.

The dwarves of Beleriand fought against the forces of Melkor during
the first age, and the dwarves of Belegost were the only people
able to withstand dragon-fire in the Battle of Unnumbered Tears,
when King Azaghdl, who died in the battle, stabbed Glaurung, the
first dragon.

The dwarves of Nogrod fought against Melkor as well. However, they
slew Thingol out of greed and stole the Silmaril they had been
charged to set into the necklace called Nauglamir. A number of
retaliatory actions ensued, and the Nogrod army was destroyed by a
force of Laiquendi and Ents. Both dwarf kingdoms would eventually
be destroyed, along with nearly all of Beleriand, after the War of
Wrath, with the dwarven refugees mainly resettling in Khazad-d@m.

Second Age

Refugees from Belegost and Nogrod added to the population of
Khazad-dim, and its wealth was also enriched with the discovery of
mithril, a magical and extremely valuable metal found only in its
mines. During this time the Dwarves continued to trade with
neighboring Men and the Elves of Eregion. When the Elven-Smiths
forged the Rings of Power, seven were made as gifts to the heads of
the seven Dwarf clans. The Dwarves of Moria at first fought in the
War of Sauron and the Elves, but in the year 1697 of the Second
Age, the doors of Khazad-dim were shut and its inhabitants no
longer ventured forth into the world. Thereafter it was known by
the elven name of Moria, meaning "dark chasm".

Third Age

During the Third Age the Dwarves of Moria continued to prosper
until the year 1980, when, in pursuing a vein of mithril, they
broke open a chamber containing the last balrog known in the
histories of Middle-earth, called Durin's Bane. They battled
against the demon for one year, and after the death of two kings,
the Dwarves who had not been killed fled from the Misty Mountains.
For more than a century they had no kingdom, but in the year 1999
Thrain I founded a kingdom at the Lonely Mountain. This kingdom
prospered for a time, and the great jewel known as the Arkenstone
was discovered.

In 2210 Thorin I founded a kingdom in the Grey Mountains to the
north of Mirkwood. Both of these realms would eventually be
consumed by dragons—the Grey Mountains in 2590 by a horde and The
Lonely Mountain in 2770 by the dragon Smaug. The refugees from the
Grey Mountains who did not return to The Lonely Mountain colonized
the Iron Hills, one of the only Dwarf kingdoms never to be
abandoned or taken. The main body of the Dwarves became a wandering
people, and Thrér, who had been king of the Lonely Mountain when it
was captured, was slain by Orcs in the year 2790 and his body
mutilated. This led to the War of the Dwarves and Orcs, in which
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nearly all of the Orc hordes of the Misty Mountains were
exterminated but half of all Dwarf warriors (at least 35% of the
total Dwarven population) was killed, a blow from which their
population would never recover.

For a time an exile kingdom was founded in the Blue Mountains, but
Thrain II, was driven to wandering the wilderness by his Ring, the
last of the Dwarven Rings not yet taken by Sauron or consumed by
dragons. He was soon captured by Sauron, then reigning as the
Necromancer in Dol Goldur. Thréain was tortured, his Ring of Power
taken, and finally died. In 2491 Thorin II Oakenshield, grandson of
Throér, recolonized the Lonely Mountain after Smaug the dragon was
slain by Bard, the future King of Dale. After the ensuing Battle of
the Five Armies, in which the Eagles, the Elves of Mirkwood, the
Men of Dale, and the Dwarves of the Iron Hills (as well as Thorin's
band) defeated an invading horde of Goblins and in which Thorin was
killed, his cousin Da&in II Ironfoot, already King of the Iron
Hills, became King Under the Mountain, and the Lonely Mountain was
not abandoned again.

Lifestyle

Qwarves are a proud and stern race and are made to be sturdy
to resist the dangers of their time. They are physically
stronger than humans and had great endurance, especially in
M the ability to resist great heat and cold, and they made
light of heavy burdens. Dwarves live up to 250 years and have the
ability to learn new skills quickly. A 30 year old Dwarf is very
much considered a young stripling, having not yet reached full
adulthood. Thus it was considered very remarkable when the young
Dain Ironfoot slew Azog the Orc chieftain of Moria, at only 32
years old. Once a Dwarf has reached maturity, he will stop aging
almost entirely, remaining in prime physical condition, or perhaps
middle-aged at the most, for over two centuries. However, when
Dwarves reach 240 years old, they will begin to age very rapidly
and their physical condition drastically worsen, essentially
condensing the aging process that Men experience from 40 to 80
years of age into only ten years. It is not, however, unheard of
for an elderly Dwarf to live beyond 250 years. Once again Dain
Ironfoot was renowned for his health in this matter as he died in
the Battle of Dale at the age of 252 years, still wielding his
battle-axe and cleaving dozens of enemies during a rearguard
action. Even Gandalf the Wizard was astonished that Dain was still
healthy and hale enough to lead troops into battle at an age when
most Dwarves would be lucky to be on their deathbed, much less
engaged in close-quarters combat.

Despite being 4.5-5 feet tall, they were known for their strength
and endurance in battle, as well as their fury, particularly when
avenging their fallen kin, and for being some of the greatest
warriors in all of Middle-earth. They fought valiantly in many wars
and battles over the Ages holding axes. In appearance their more
distinctive characteristic was their beard which they have from the
beginning of their lives, male and females alike; and which they
shave only in shame.

Also, as creations of Aulé&, they were attracted to the substances
of Arda and crafts. They mined and worked precious metals
throughout the mountains of Middle-earth but were noted for their
gold lust; they committed their share of rash and greedy acts.
Among these are the slaying of Elu Thingol and the dispute over the
Nauglamir, which first brought suspicion and hate between Elves and
Dwarves. An interesting trait of the Dwarven nature was that they
would not be controlled or tamed by the Rings of Power, nor shift
into the Wraith-world like Men did. The Seven Rings only augmented
their greed and power to generate wealth.

The Dwarves although sometimes flourished, were marked for their
waning numbers, suffering heavily in the wars. Dwarves married
around the age of 100; few Dwarf-women were born and not all did
wed and made up only about a third of the total population. They
seldom walked abroad, and that only in great need. Dwarf-women are
also so alike in voice and appearance, and garb when they must
travel, that it is hard to tell them apart from Dwarf-men. It is
because of the fewness of women that the Dwarf population increases
slowly. Dwarves only take one husband or wife in their lifetime,
and are jealous, as in all matters of their rights. The number of
Dwarf-men that marry is actually less than a third, and not all the
Dwarf-women take husbands either; some desire none, some want one
they cannot have, and will have no other one. There are also many
Dwarf-men that don't want a wife, because they are obsessed with
their crafts.

They breed slowly, for no more than a third of them are female, and
not all marry; also, female Dwarves look and sound (and dress, if
journeying — which is rare) so alike to Dwarf-males that other folk
cannot distinguish them, and thus others wrongly believe Dwarves
grow out of stone.

Women are seldom named in genealogies. They join their husbands'
families. But if a son is seen to be 110 years than his father,
this usually indicates an elder daughter. Thorin Oakenshield's
sister Dis was named simply because of the gallant death of her
sons Fili and Kili.

The scarcity of women, their scarce mention and their identical
looks with the males, coupled to their idiomatic culture, led many
to mistakenly believe that Dwarves were born out of stone, and upon
death they returned to that stone.

A normal dwarf is usually stubborn and secretive, but they have the
capacity to be loyal friends. Dwarves are not hurt by insults, but
their hate last a very long time. Dwarves are greedy, but still
much less corrupt than Men, as shown by what happened to the
Dwarven Rings of Power and their owners. Whereas the Men who owned
the nine Rings were corrupted and became the Nazgil, the Dwarves
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were uncorrupted. The only power that the rings had over them was
the power to inflate their greed for gold.

smiths and stoneworkers. Fierce in
but they also use bows,

Dwarves are great metalworkers,
battle, their main weapons are axes,
swords, shields and mattocks.

They seem to favour simple durable clothing, coloured hoods and
heavy cloaks for travelling, and belts of gold or silver. For
battle they don elaborately crafted armour and helmets bearing
masked visors (after the manner of those used in forges for
shielding the eyes) hideous to look upon.

Since they lived underground, Dwarves did not grow their own food
supplies if they could help it, and usually obtained food through
trade with Elves and Men. Dwarven and human communities often
formed relationships where the Men were the prime suppliers of
food, farmers and herdsmen, while the Dwarves supplied tools and
weapons, road-building and construction work.

Throughout the First Age and most of the Second Age, the Dwarves
maintain mostly friendly trading relationships with Men and Elves
(the Dwarves of Nogrod's treachery of Thingol being an exception).
However, in the Third Age, particularly after the closure of Moria,
they grow mistrustful of Elves, though in later times cordial
relations are established with the Elves of Mirkwood and the Men of
Dale. They also maintain somewhat ambivalent relations with Hobbits
for most of the Third Age, although after the mission to retake the
Lonely Mountain Bilbo Baggins is held in great esteem there.

The Elves claimed that the Dwarves will have no future in the Arda
Unmarred, but the Dwarves hope that Mahal will gather them to the
Halls of Mandos with the other Children of Iluvatar. About their
death, some other peoples believe that Dwarves melt into the stones
they are made of.

From their creation, the Dwarves spoke Khuzdul, a constructed
language made for them by Aulé. Because it was a constructed
(though living) language, it was not descended from any form of
Elvish, as most of the languages of Men were, although the language
may have had influence on the early languages of Men. Khuzdul was
for the most part a closely guarded tongue (one of the few recorded
outsiders to have a knowledge of it was E6l), however, and the
Dwarves never revealed their Khuzdul names to outsiders, going so
far as to omit them from even their tombs. Khuzdul was written in
Cirth, a runic alphabet developed by the Elves. There is no extant
corpus for the Khuzdul language other than the battle cry: Baruk
Khazad! Khazad ai-ménu! (meaning "Axes of the Dwarves! The Dwarves
are upon you!") and the inscription on Balin's tombstone, reading:
BALIN FUNDINUL UZBAD KHAZAD-DOMU, or Balin son of Fundin Lord of

Moria. The remainder of the Khuzdul lexicon is composed of single
words.
ANGERTHAS

Often erroneously referred to as 'Dwarf-letters' because of their
frequent use by the Khazdd, the Cirth - or, in their more developed
form, Angerthas - are in reality an Elvish invention. Though
accounts vary as to the exact lineage of their transmission, all
agree that the Grey-elf Daeron of Doriath was the ultimate source
of the forms that came to the Dwarves. Uri and Linnar's kindreds
seem to have employed their own versions of this runic alphabet,
but as these houses either died our or merged with Durin's folk,
was the Longbeards whose tradition of rune-carving eventually
gained dominance.

it

Durin's folk adopted the version of Daeron's runes used by the
Noldor of Eregion, but they modified their form according to their
tastes. This mode came to be known as the Angerthas Maria, which
appears in Narvi's inscription on the West-gate of Khazad-dGm.
Further changes over-came the alphabet during the Dwarves' exile
from Moria, and this new set was called the Angerthas Erebor. This
was used on Balin's tomb as well as in portions of the Book of
Mazarbul. All Dwarf-adventurers of the late Third Age use the Mode
of Erebor.

The Cirth runes used to write Khuzdul.

DParf names

Ashar Fréor N&li
Azaghal Fuin N&j
Balin Fundin Nar
Barak Galar Narkad
Bifur Gamil Narvi
Blain Gimli Nori
Bofur Ginnar Oin
Bombur Gord Olin
Borin Gloin Oori
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Bruni Groéin Orin
Bukhor Groér Oxdis
Dain Ibln Pabbi
Dis (female) JOfi Rekk
Dori Kain Réni
Duin Kalin Skirvir
Dulin Khim Telchar
Durin Khorra Thekk
Dwalin Kili Thorin
Far Kuri Thréin
Farin Kurin Thrér
Farli Linn Tindri
Fili Liémi Utal
Floi Loki Vali
Frar Loéoni Vegg
Frerin Mim Vigg
Fili Nabbi Vinn
Finn Nain Virvir
Floi Naj

Frar

Frerin

Sorial Status

Nnstead of choosing a starting profession characters can roll
once on the table below to determine what the player

M character’s background within the Dwarf clan has been, and
Many additional starting monies they may have saved or been

D100 Background

01 Alchemist

02-03 Healer

04-20 Artificer (chose one: Jeweller, Armourer, Smithy, or
Stonemason)

21-40 Labourer*

41-70 Labourer (Miner)**

71-80 Farmer

81-90 Hunter***

91-93 Merchant

94 Scholar

95-98 Warrior (Guard)****

99 Chieftains Bodyguard

100 Chieftain

* Labourer’s will be those Dwarves who are learning an
apprenticeship from a Dwarven Craftsman but are not yet skilled
enough to be classed as a craftsman themselves. They will be
working in the field of the apprenticeship they are learning.

** Labourer (Miners) are the backbone of the Dwarven clan and
gather the wealth of that clan from the riches of the earth. They
are skilled in mineral exploration, exploitation and refining of
precious metals. In times of conflict they are also stout warriors
that defend their strongholds.

*** Hunter’s gather the game that Dwarves are so fond of eating,
but they also act as the scouts of the Dwarven clan, keeping an eye
on the surrounding countryside and gathering information about the
goings on around them.

**** Warrior (Guard) are those Dwarves that act as the guardsman
and police of the Dwarven clan. When trouble rears its ugly head,
these are the first to defend their clan, giving all other war-
worthy Dwarves the time to gather their armour and weapons and
rally to the defences.

All Dwarves have ready access to steel weapons. A player character
can be expected to begin the game with:

* Either a dagger, battleaxe, shortsword, war hammer, or mace

* A throwing axe, light crossbow, or a selfbow.

A player character can be expected to begin the game with
cuirbouilli leather or leather and ring mail armour. Helm will be a
leather hood. They will have a Target, Round or Kite shield
depending upon the largest sized shield the character has the
required STR/DEX to use. Their armour will be a sleeved Hauberk
that covers their abdomen, chest and arms.

Outer garb Dwarven characters begin the game with includes a
detachable hooded heavy cape with flaps sewn into it, permitting
the face to be covered. The heavy cape will have a decorative
brooch signifying the clan the Dwarf hales from. They will also
have tall boots made of heavy leather. Garments are bright solid
colours - scarlet, forest green, indigo blue, golden yellow, royal
purple. Inner garb worn will include a leather or cotton jerkin or
a woollen tunic, or a wool or linen shirt and close fitting
trousers of deep-hued leather or wool. All inner garb is available
in the same bright solid colours as the outer garb.

The Forge's Ffire

warves are chiefly known by the work of their hands, be it
arms or armour, inscriptions in stone or tracery on steel,
cut gem, or the cunning device.

the

Dwarves have a love of crafted works, in particularly the things
they make. Their works of silver, gold and precious gems are
masterful works of art and rival that of the jewellery of the
Eldar. But their greatest works and love of precious metals is best
revealed in their love and craftsmanship of the rare metal Mithril.
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Other races of the Free Peoples hold the Dwarves in high esteem for
their hardiness as a race, their general incorruptibility to the
Shadow, and for their skill as smiths, miners, jewellers, carvers,
and toy makers. But their love of wealth and crafted things has
often produced jealous desires and greed. For the love of precious
things holds dominion over the minds of many Dwarves.

ARMOUR OF BELEGOST

In two works, the armourers of Linnar's folk excel above all other
peoples. The first were the Dragon-helms, visored masks capable of
with-standing worms' breath.

The second armouring art for which Linnar's folk are known is the
weaving of a fine metal mesh which can be used for chainmail.
During the late Third Age, the centre of its making is Barukkhizdin
in the Iron Hills. After the desolation of Smaug, the armourers of
D&in Ironfoot kept their works mostly to themselves, but since the
restoration of Erebor and the rebuilding of Dale, they have become
more open-handed, at least toward the Northmen and Thranduil's
folk. The ever-increasing threat of the Easterlings has made this
lightweight mail in great demand.

A full hauberk of this fine armour-which otherwise counts as Dwarf
chainmail-does not cause the wearer to suffer the usual penalty.

BLASTING FIRE

The incendiary substances devised by Vigdis's folk with the aid of
Saruman require a number of ingredients. These are, needless to
say, a closely guarded secret of the Dwarves of Baraz-lagil.
However, one critical component is well known (or at least widely-
alleged) : the red stone of the Mountains of the East, accessible
only at Baraz-lagil itself. This effectively prevents anyone else
from concocting the deadly substance without the Dwarves leave.

Sauron failed to procure either the stone or the secret of its
making during his occupation of neighbouring Nargubraz. Only
Saruman enjoys the trust of the Khazad and so receives periodic
shipments of the rock in Isengard. Should the true nature of the
White Wizard's designs or his ties with Mordor be discovered, the
Sons of Vigdis would swiftly terminate their friendship with him.

Originally designed for the Dragon Wars, blasting fire-which the
Dwarves call baraznad-can also be deployed in siege warfare to
deliver structural damage to a defender's fortifications.

DRAGON-FELL

The dragonslayers of Thulin's folk wear the hides of their slain
adversaries as armour. When enchanted by the riimut, these hauberks
render their wearers impervious to the fiery breath of Dragons. It
also affords damage absorption equal to the value of the Armour
special ability belonging to the Dragon from which it was made. A
Dragon-fell weighs 50 Dr.

The eager customer desiring to purchase a dragonslayer's fell meets
with disappointment, if not outright hostility. It is a law among
Thulin's folk that none may don a Dragon-fell who has not slain the
worm it once belonged to. A Dwarf who dares defy this law is
treated as an enemy by Thulin's folk and is hunted by the
dragonslayers as though he were a worm himself.

DRAGONSLAYER SPEAR

The harpoon-like spears wielded by the dragonslayers of Thulin's
house are regarded as inalienable possessions of their owners-as
inseparable to their existence as their own limbs. Woven with
baneful enchantment, these spears ignore Dragons' Armour special
ability when dealing damage and grant the attacker a +5 to Armed
Combat and Ranged Combat against Dragons. Being wrought of Dragon-
bone, these spears cannot be broken by natural forces.

DWARF-STONES

This is the name the Easterlings give to the mystical gemstones cut
by the earth-readers of Sindri's folk, who gift such talismans to
their friends and make use of them for their own secret purposes.
Typically, these are cut from precious or semi-precious stones
found beneath the Spine of Arda-especially garnets and rubies-
though the Easterlings sometimes convey rarer gemstones, such as
sapphires, from distant sources beyond the great steppe-lands of
Rhiin.

A person who seizes a Dwarf-stone from its rightful owner is likely
to fall under a curse, usually reversing the intended effect of the
gem.

FELAKMEK

The felakmék are ancient pictographs that comprise the written
language of Thulin's folk. Unlike the Cirth, however, the signs of
felamék are believed to be magical in and of themselves. Thulin's
folk refer to these symbols collectively by their outer name of
riimut. To know the inner name of one of these signs is to wield
its power. The Sons of Thulin willingly share the benefits of the
riimut with their friends, the Lossoth, an act of open-handedness
rarely seen among Dwarves of the other kindreds.

Since the age of the Dragon Wars, much of the lore of the rimut has
been lost. By the late Third Age, the dragonslayers of Thulin's
folk remember the inner names of only thirteen pictographs of what
was originally a more extensive system. These thirteen fragments
are concerned mainly with survival in the arctic wilderness and the
deception and slaying of worms. The Lossoth may preserve others,
but they, like the Sons of Thulin, are a scattered folk, so that
knowledge tends to remain localised.

The secret name of one of the riimut can only be bestowed by one
who is wise-either a dragonslayer or a Lossothren shaman. The act
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of transmitting this name is regarded by both cultures as a gesture
of the high-est confidence and deepest intimacy with the recipient,
who is usually a firstborn son or an apprentice of many years
standing. Acceptance of the inner name is equivalent to learning
the spell with which that sign is associated.

ITHILDIN

Ithildin is an enchanted ink used by the Dwarves to write 'moon-
letters' script that is invisible to the naked eye except when
viewed under moonlight or starlight. The chief ingredient of
ithildin is mithril, so naturally its use and availability have
grown exceedingly rare since the exile of Durin's folk from Moria.
In the days of their prosperity, the Longbeards often employed
ithildin for the aesthetic enrichment of their works, especially
their stonework, as with the inscription on the West-gate of Moria.
During their exile, what little of it remained was put to more
pragmatic uses, such as the encryption of Thror's map of Erebor.

Nndividual characters may go prospecting if they have a
gr knowledge of metals. One Dwarf may explore 10 sg. miles

r : every season (spring to fall), at the end of which time a

M check is made to see if a strike was made.

The chance of a 'strike' is determined by the nature of the terrain
being explored. Roll percentage dice at the end of the prospecting
season:

Mountains: 20% per year. Up to 2 different mines can be found per
20 sg. miles.

Hills: 15% per year. One mine may be found per 20 sqg. miles.
Rivers: 10% per year. One mine may be found per 50 sqg. miles.
Others: 10% per year. One mine may be found per 50 sq. miles.

MINES IN MOUNTAIN AND HILL COUNTRY

Roll percentage dice if a strike is made:

D100

Roll Strike Profit

01-20 COAL: 01-25 SOFT COAL: annual profit of
100 GP x 1-10
26-50 SOFT COAL: annual profit of
100 GP x 1-20
51-80 HARD COAL: annual profit of
200 GP x 1-20
81-00 HARD COAL: annual profit of
250 GP x 1-20

21-40 IRON: 01-20 LOW GRADE: annual profit of

100 GP x 1-10

21-80 AV. GRADE: annual profit of
200 GP x 1-20

81-00 HI. GRADE: annual profit of
300 GP x 1-20

annual profit of 500 GP x 1-20
01-25 LOW GRADE: annual profit of
200 GP x 1-10

26-75 AV. GRADE: annual profit of
200 GP x 1-20

76-00 HI. GRADE: annual profit of
300 GP x 1-20

01-35 LOW GRADE: annual profit of
200 GP x 1-20

36-80 AV. GRADE: annual profit of
300 GP x 1-20

81-00 HI. GRADE: annual profit of
600 GP x 1-20

01-40 LOW GRADE: annual profit of
100 GP x 1-20

41-85 AV. GRADE: annual profit of
300 GP x 1-20

86-00 HI. GRADE: annual profit of
500 GP x 1-20

annual profit of 100-1000 GP x 1-6
01-80 AV. GRADE: annual profit of
100 GP x 1-10

81-00 Quicksilver present; annual
profit of 500 GP x 1-10

41-45 MARBLE:
46-50 COPPER:

51-60 SILVER:

61-65 JADE:

66-70 SEMI-PRECIOUS STONES:
71-75 LEAD:
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76-80 TIN; ZINC; BISMUTH:
81-85 SULPHUR:
86-90 RICH STRIKE:

annual profit of 200 GP x 1-20
annual profit of 100 GP x 1-20
Roll again; all minerals 1-85
doubled in value at highest level.

91-95 GOLD!!!: 01-20 SMALL VEIN: one season's
profit of 20 GP x 1-100
21-50 LOW GRADE: annual profit of
1000 GP x 1-10
51-90 AV. GRADE: annual profit of
1000 GP x 1-20
91-99 HI. GRADE: annual profit of
1500 GP x 1-20
100 GLORY HOLE: annual profit of
2500 GP x 1-20 (+1-10 Dr. Platinum).
96 EMERALDS : annual profit of 100-1000 GP x 1-20
97 SAPPHIRES: annual profit of 100-1000 GP x 1-20
98 RUBIES: annual profit of 200-2000 GP x 1-20
99 DIAMONDS : annual profit of 300-3000 GP x 1-20

00 SEEDS OF METALS: 1-6 'seeds', with a 1% chance first
off that a Mithril strike was made.

MINES IN RIVER VALLEYS:
Roll percentage dice if a strike is made:

D100
Roll Strike Profit
01-50 COAL: 01-50 SOFT COAL: annual profit of 100
GP x 1-10
51-80 SOFT COAL: annual profit of 100
GP x 1-20
81-00 HARD COAL: annual profit of 200
GP x 1-20
51-60 SEMI-PRECIOUS STONES: annual profit of 100-1000 GP x 1-6
61-65 OPALS: annual profit of 100-1000 GP x 1-10
71-75 GOLDIII: 01-20 SMALL PLACER POCKET: one season's
profit of 100-1000 GP x 1-6
21-50 LOW GRADE: annual profit of 1000
GP x 1-10 for 1-10 years
51-90 AV. GRADE: annual profit of 1000

GP x 1-20
91-99 HI. GRADE: annual profit of 1500
GP x 1-20
100 GLORY HOLE: annual profit of 2500
GP x 1-20

76-00 Roll again, -20. If 76-80 turns up, use Mountain Mines Table.
MINES IN OTHER REGIONS:

Roll percentage dice if a strike is made:

D100

Roll Strike Profit

01-40 COAL: 01-60 SOFT COAL: annual profit of 100
GP x 1-10
61-90 SOFT COAL: annual profit of 100
GP x 1-20
91-00 HARD COAL: annual profit of 200
GP x 1-20

41-50 IRON: 01-40 LOW GRADE: annual profit of 100
GP x 1-10
41-90 AV. GRADE: annual profit of 200
GP x 1-20
91-00 HI. GRADE: annual profit of 300
GP x 1-20

51-55 SULPHUR: annual profit of 100 GP x 1-20
56-68 SALTPETRE; NITRE: annual profit of 100 GP x 1-20
69-70 NAPTHA: annual profit of 100 GP x 1-20

71-00 Roll again, -25. If 70-75 turns up, use Mountain Mines Table.
MINE INVESTMENT

Minerals and ordinary metals require an investment of 50% of the
maximum possible annual yield for equipment, buildings, and
transport equipment (mules, wagons). Increase this figure by 1-6 in
wilderland areas more than 5 hexes from a road.

Precious metals and gems require an initial investment of 10%-200%
of the maximum annual yield.

MINE PERSONNEL

Mines for minerals and ordinary metals will have 1 worker for every
50 GP of profit that could be taken out of the mine (based on maxi-
mum values) .

Mines for precious metals and gems will have 1 worker for every 200
GP of profit that could be taken out of the mine, and 1 Guard for
every 5 workers.

MINE PRODUCTION

COAL: 2 Tons per GP of profit
IRON: 100 Dr. per GP of profit
MARBLE : 1 cu. ft. per GP of profit
COPPER: 8 Dr. per GP of profit
SILVER: 1 Dr. per 3 GP of profit
GOLD: 1 Dr. per 80 GP of profit
JADE: 50 Ct. per GP of profit
S. P. GEMS: 400 Ct. per GP of profit
LEAD: 40 Dr. per GP of profit
TIN: 75 Dr. per GP of profit
ZINC: 75 Dr. per GP of profit
BISMUTH: 5 Dr. per 4 GP of profit

SULPHUR: 175 Dr. per GP of profit
EMERALD: 60 Ct. per GP of profit
SAPPHIRE: 60 Ct. per GP of profit
RUBY: 50 Ct. per GP of profit

DIAMONDS: 40 Ct. per GP of profit
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SALTPETRE: 200 Dr. per GP of profit
NAPTHA: 1 Keg per GP of profit

1Hobbits

@” ‘% riginally closely related to Men, the Hobbits have remained
K unobstrusive through much of their history. For centuries

1\ athey lived in the Vales of Anduin, largely unnoticed by
2N other races until late in the Third Age. They fled westward
from the evils of Kirkwood and founded the legendary Shire. Under
the protection of Gandalf the Wizard and the Dunedain, the Hobbits
lived in peace and security until the Wars of the Ring. In the days
that followed the Third Age, the exact location Of their land was
lost. However, on occasion, travellers have reported a charming,
almost enchanted land inhabited by "heaflings", "little folk" with
large, hairy feet, a great fondness for food and conversation, and
distrust of the "Outside."

Despite their general distrust of strangers, the provincial Hobbits
may be characterized as hospitable and comfort loving. They cherish
the bonds of family and friendship as well as the comforts of
hearth and home, harboring few dreams of gold or glory. Even
adventurers among them usually venture into the world for reasons
of community, friendship, wanderlust, or curiosity. They love
discovering new things, even simple things, such as an exotic food
or an unfamiliar style of clothing.

Hobbits are easily moved to pity and hate to see any living thing
suffer. They are generous, happily sharing what they have even in
lean times.

Hobbits practicality extend beyond their clothing. They’re
concerned with basic needs and simple pleasures and have little use
for ostentation. Even the wealthiest of hobbits keep their
treasures locked in a cellar rather than on display for all to see.
They have a knack for finding the most straightforward solution to
a problem, and have little patience for dithering.

They dress in bright colours, favouring yellow and green. They are
usually very shy creatures, but are nevertheless capable of great
courage and amazing feats under the proper circumstances. When
faced by danger, they show a remarkable courage and are undaunted
by terrors that would cause brave men to draw back.

Most hobbits live in small, peaceful communities with large farms
and well-kept groves. They rarely build kingdoms of their own or
even hold much land beyond their quiet shires. They typically don’t
recognize any sort of hobbit nobility or royalty, instead looking
to family elders to guide them. Families preserve their traditional
ways despite the rise and fall of empires.

Hobbits stand at roughly between two to four feet in height, and as
such they have been more commonly known as ‘Halflings’ among Men
due to the fact that they are roughly half the height of a man. One
of the most distinguishing features of Hobbits (other than their
diminutive height and pointy ears) is that their feet are overly
large for the Hobbits size, and are leathery tough and covered in
curly hair (usually brown, as was the hair on their heads). Hobbits
therefore, rarely wear foot covering like shoes, as their feet are
as tough as hard leather. Hobbits therefore need no footwear to
protect their feet.

Generally, because of their dexterity, Hobbits make excellent
Thieves. They are adept with slings and throwing stones. For the
most part, they cannot grow beards, but a few of the race of Stoor
can. Hobbits can sometimes live for up to 130 years, although their
average life expectancy is 100 years. The time at which a young
Hobbit "comes of age" is 33, thus a fifty-year-old Hobbit would
only be entering middle age. They have a strong leaning toward
lawfulness, however, and a chaotic Hobbit is an impossibility--at
least, initially.

Hobbits try to get along with everyone else and are loath to make
sweeping generalizations—especially negative ones.

Dwarves. "“Dwarves make loyal friends, and you can count on them to
keep their word. But would it hurt them to smile once in a while?”

Elves. “They’re so beautiful! Their faces, their music, their grace
and all. It’s like they stepped out of a wonderful dream. But
there’s no telling what’s going on behind their smiling faces—
surely more than they ever let on.”

Humans. “Humans are a lot like us, really. At least some of them
are. Step out of the castles and keeps, go talk to the farmers and
herders and you’ll find good, solid folk. Not that there’s anything
wrong with the barons and soldiers—you have to admire their
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conviction. And by protecting their own lands,
well.”

they protect us as

Hobbits rarely fall ill. As Gandalf states in The Fellowship of the
Ring: ' “Soft as butter they (Hobbits) can be, and yet sometimes as
tough as old tree-roots.” ' As such they receive a bonus of +60% to
the die roll when attempting to resist the effects of any disease
or poison that enters their system. Such “poison” will also include
such effects as the power of the Shadow inflicted on the Hobbit.
One such example of this is “poison” of the Shadow is the effect of
the Morgul Blade on Frodo and his resistance to falling under the
power of the Shadow and becoming a Wraith. Hobbits also possess a
number of special qualities.

1. For their diminutive size, rarely reaching a height over
four feet, the Hobbits are the strongest and most
resilient of all the speaking races. They never tire when
carrying burdens and even when the weight is very
considerable they fatigue slowly.

2. Being burrow dwellers, Hobbits are quite at home beneath
the earth.

3. Hobbits do not employ magical spells and use few magical
devices. However, they save against magical spells four

experience levels higher as Dwarves do.

4. Hobbits possess exceptional constitutions and enjoy
increased chances to be resurrected, to recover from
wounds, end to be resistant to diseases. Rate these at
two levels high on the constitution tables.

5. Hobbits possess superior eyesight and dexterity and shoot
missiles with a +5% advantage and throw missiles with a
+15% advantage. They dodge with -15% because of their
small size.

6. Hobbits are clever with their fingers and open locks with
a +10% advantage, remove small traps with +5%, pick
pockets with +5%, and strike with a dagger or short sword
with +5% hit probability.

7. Hobbits move silently and hide in shadows or undergrowth
with -10% advantage.

8. Hobbits hear noises with an advantage.

9. Hobbits are shrewd judges of character, readily
recognizing “nasty” people for what they are 50% of the
time.

f They have lost the genealogical details of how they are

related to the Big People. At this time, there were three

-kinds", with different physical characteristics and
temperaments: Harfoots, Stoors and Fallohides. While situated in
the valley of the Anduin River, the Hobbits lived close by the
Eothéod, the ancestors of the Rohirrim, and this led to some
contact between the two. As a result many old words and names in
"Hobbitish" are derivatives of words in Rohirric.

The Harfoots, the most numerous, were almost identical to the
Hobbits as they are described in The Hobbit. They lived on the
lowest slopes of the Misty Mountains and lived in holes, or Smials,
dug into the hillsides. The Stoors, the second most numerous, were
shorter and stockier and had an affinity for water, boats and
swimming. They lived on the marshy Gladden Fields where the Gladden
River met the Anduin (there is a similarity here to the hobbits of
Buckland and the Marish in the Shire. It is possible that those
hobbits were the descendants of Stoors). The Fallohides, the least
numerous, were an adventurous people that preferred to live in the
woods under the Misty Mountains and were said to be taller and
fairer (all of these traits were much rarer in later days, and it
has been implied that wealthy, eccentric families that tended to
lead other hobbits politically, like the Tooks and Brandybucks,
were of Fallohide descent) .

About the year T.A. 1050, they undertook the arduous task of
crossing the Misty Mountains. Reasons for this trek are unknown,
but they possibly had to do with Sauron's growing power in nearby
Greenwood, which was later named Mirkwood because of the shadow
that fell on it as Sauron searched the area for the One Ring. The
Hobbits took different routes in their journey westward, but as
they began to settle together in Bree-land, Dunland, and the Angle
formed by the rivers Mitheithel and Bruinen, the divisions between
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the Hobbit-kinds began to blur.

In the year 1601 of the Third Age (year 1 in the Shire Reckoning),
two Fallohide brothers named Marcho and Blanco gained permission
from the King of Arnor at Fornost to cross the River Brandywine and
settle on the other side. Many Hobbits followed them, and most of
the territory they had settled in the Third Age was abandoned. Only
Bree and a few surrounding villages lasted to the end of the Third
Age. The new land that they founded on the west bank of the
Brandywine was called the Shire.

Originally the Hobbits of the Shire swore nominal allegiance to the
last Kings of Arnor, being required only to acknowledge their
lordship, speed their messengers, and keep the bridges and roads in
repair. During the final fight against Angmar at the Battle of
Fornost, the Hobbits maintain that they sent a company of archers
to help but this is nowhere else recorded. After the battle, the
kingdom of Arnor was destroyed, and in absence of the king, the
Hobbits elected a Thain of the Shire from among their own
chieftains.

The first Thain of the Shire was Bucca of the Marish, who founded
the Oldbuck family. However, the Oldbuck family later crossed the
Brandywine River to create the separate land of Buckland and the
family name changed to the familiar "Brandybuck". Their patriarch
then became Master of Buckland. With the departure of the
Oldbucks/Brandybucks, a new family was selected to have its
chieftains be Thain: the Took family (Pippin Took was son of the
Thain and would later become Thain himself). The Thain was in
charge of Shire Moot and Muster and the Hobbitry-in-Arms, but as
the Hobbits of the Shire led entirely peaceful, uneventful lives
the office of Thain was seen as something more of a formality.

. Harfoots. The most numerous of the Hobbits, Harfoots tend
to be shorter than most of their folk, beardless, and
have browner skin than other Hobbits. Their neat and
nimble fingers make them good at craftwork, and they have
better relations with Dwarves than other Hobbits do. They
favour highlands and hillsides, and they have retained
the longest that most ancient of Hobbit customs of living
in tidy and comfortable tunnels and holes built into the
hillside. Hobbit-holes are very comfortable indeed and
very spacious, for a Hobbit.

. Fallohides. The Fallohides were the least numerous group
and the second group to enter Eriador. They were
generally fair haired and tall (for hobbits). They were
often found leading other clans of hobbits as they were
more adventurous than the other races. They also have
more skill with language and song than with craftwork and
preferred hunting to the tilling of fields. Oft
possessing a streak of boldness and a sense of adventure
unusual in Hobbits, they love trees and woodlands and
enjoy the company of Elves. Like Bilbo and Frodo, both of
whom had a strong Fallohide strain in their ancestry,
they often become leaders amongst their people.

. Stoors. The Stoors were the second most numerous group of
Hobbits and the last to enter Eriador. They were broader
than other hobbits. They mostly dwelt beside rivers and
were the only hobbits to use boats and swim. Broader and
heavier than other Hobbits, and with larger feet and
hands, Stoors are most common in the Marish and Buckland
of The Shire. They have less shyness of men than their
cousins do, and they are the only Hobbits who know aught
of swimming, boats and fishing.

YL ifestyle

¢ obbits are fond of an unadventurous bucolic life of farming,
‘ eating, and socializing, although they will defend their
;homes courageously if the need arises. They enjoy at least
seven meals a day, when they can get them - breakfast,
second breakfast, elevenses, luncheon, afternoon tea, dinner and
(later in the evening) supper. They enjoy simple food—such as
bread, meat, potatoes, tea, and cheese—and have a passion for
mushrooms. Hobbits also like to drink ale. Hobbits also enjoy an
ancient variety of tobacco, which they referred to as "pipe-weed",
something that can be attributed mostly to their love of gardening
and herb-lore. They claim to have invented pipe-weed.

The Hobbits of the Shire developed the custom of giving away gifts
on their birthdays, instead of receiving them, although this custom
was not universally followed among other Hobbit cultures or
communities. They use the term mathom for old and useless objects,
which are invariably given as presents many times over, or are
stored in a museum (mathom-house).

Some Hobbits live in "hobbit-holes",
found in hillsides, downs, and banks. By the late Third Age, they
were mostly replaced by brick and wood houses. Like all Hobbit
architecture, they are notable for their round doors and windows, a
feature more practical to tunnel-dwelling that the Hobbits retained
in their later structures.

traditional underground homes

The Hobbits had a distinct calendar: every year started on a
Saturday and ended on a Friday, with each of the twelve months
consisting of thirty days. Some special days did not belong to any
month - Yule 1 and 2 (New Years Eve & New Years Day) and three
Lithedays in mid-summer. Every fourth year there was an extra
Litheday, most likely as an adaptation, similar to a leap year,
ensure that the calendar stayed synchronised with the seasons.

to

Hobbits speak their own subtle variant of Westron which is called
Hobbitish. This adoption of the Common Speech is indicative of
their subtle adaptability, for the whole of the tribes abandoned
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the original Kuduk tongue when they migrated out of Rhovanion in
the 13th and 14th centuries of the Third Age.

1Hobbit names

Male

Adalgrim
Adelard
Andwise
Balbo
Bandobras
Berilac
Bilbo
Bingo
Bodo
Bowman
Bungo
Deagol
Dinodas
Doderick
Drogo
Dudo
Erling
Everard
Fastolph
Fastred
Ferdibrand
Ferdinard
Ferumbras
Filibert
Flambard
Folco
Fosco
Fredegar
Frodo
Gerontius
Gorbadoc
Gorbulas
Gorhendad
Gormadoc
Griffo
Gundabald
Halfred
Hamfast
Hamson
Hending
Hildibrand
Hildifons
Hildigrim
Hobson
Hugo
Ilberic
Isembold
Isengar
Isengrim
Isumbras
Largo
Longo
Lotho
Madoc
Marmadas
Marmadoc
Marroc
Matta (Matt)
Meriadoc (Merry)
Merimac
Merimas
Milo
Minto
Moro
Mosco
Moto
Mungo

Odo
Odovacar
Olo
Orgulas
Otho
Paladin
Peregrin (Pippin)
Polo
Ponto
Porto
Posco
Reginard
Robin
Rorimac
Rudigar
Rufus
Sadoc
Samwise (Sam)
Sancho
Saradas
Saradoc
Seredic
Sigismond
Smeagol
Togo
Tolman
Tomba (Tom)
Wilcome
Wilibald

Female

Adaldrida
Adamanta
Amaranth
Angelica
Asphodel
Belba
Bell
Belladonna
Berylla
Camellia
Celandine
Chica
Cora
Daisy
Diamond
Donnamira
Dora
Eglantine
Elanor
Esmeralda
Estella
Firiel
Goldilocks
Hanna
Hilda
Lily
Linda
Lobelia
Malva
Marigold
May
Melilot
Menegilda
Mentha
Mimosa
Mirabella
Myrtle
Nina
Pansy
Pearl
Peony
Pervinca
Pimpernel
Poppy
Primrose
Primula
Prisca
Rosa
Rosamunda
Rose/Rosie
Rowan
Ruby
Salvia
Tanta
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Sorial Status

nstead of choosing a starting profession characters can roll
once on the table below to determine what the player
character’s background within Hobbit society.

D100 Background
01-03 Healer
04-20 Craftsman (chose one: Jeweller, Miller, Smithy, or

Stonemason, Tanner, Toymaker
21-80 Farmer
81-90 Hunter/Trapper*
91-92 Merchant

93 Scholar

94-97 Warrior (Bounder)**

98 Thain’s administrators (Mayor, Postmen, Civil Servants) ***
99 Sheriffs**

100 Gentry****

* Hunter/Trappers hunt wild game and trap animals for pelts used by
Hobbit craftsmen and to sell to travelling Dwarven merchants.

** Warrior (Bounder) are those Hobbits that act as the militia
ready to be called to arms to defend their lands. Most of the time
the Bounders will be farmers, and even some merchants, who spend
their day doing their normal labours but will act as guards and
warriors when need demands it. The Sheriff’s are the “standing
army” and police of the Hobbits and ensure the keeping of the
peace. During times of travail, the Bounders will be under the
command of the Sheriff’s who will guide the defence of the Shire
and the protection of Hobbit settlements.

*** The Thain is the traditional ruling office of Hobbit society
and the Thain himself is the ruler of the Hobbits (although this
really amounts to no more than just being an administrative
coordinator for the equivalent of Hobbit societies “public
service”). All Mayors and their administrative assistants, who
include the postmen who deliver the mail within the Shire, are
under the direction and administration of the Thain.

**** Hobbit Gentry are those well to do, respectable, Hobbits who
have come into inheritance of a sizable sum of money.
Interestingly, these family fortunes have oft come through
“unrespectable” means such as going on adventures. Two examples of
such well to do Hobbit families are the Tooks and the Bagginses.
The Gentry will own lands as well as have amounts of disposable
income and often other Hobbits will work the land for them or rent
parcels of land off them in order to farm it.

All Hobbits have ready access to steel weapons. A player character
can be expected to begin the game with:

. Either a dagger, handaxe, shortsword (if they can find a
merchant who has one for sale, and this is highly
unlikely unless the merchant is a travelling Dwarf),
pitchfork or club;

. A self-bow or sling.

A player character can be expected to begin the game with soft
leather or hard leather or no armour at all. Helm will be a leather
hood. They will have a Target shield. Their armour will be a
sleeved Hauberk that covers their abdomen, chest and arms. Lower
coverings will be armour shaped as trousers that cover their lower
legs and will be reinforced by the Hobbits natural hardness in
their legs.

Males: white or cream linen shirt; colourful (royal blue, scarlet,
grass green) waistcoat or vest, often embellished with embroidery
or made from an ornate brocade; leather belt with a pewter, gold,
or brass buckle; loose woollen trousers with legs that reach
anywhere from just below the knee to just above the ankle, often
coloured (bright yellow, green, blue, orange) in a vibrant dye.

Females: white or cream linen blouse and petticoat; dirndl-styled
woollen jumper in bright hue (lemon yellow, fuchsia pink, sky blue,
apple green, turkey red), reaching to mid-calf; bodice (in a
contrasting colour) that laces up the front; lace or crocheted
shawl knotted around the top of the shoulders; white or cream linen
apron.

Pephilim

llnamed. They soon begin to lust for the human women they see,
and at the prodding of their leader Samyaza. The other leaders are:
Araqgiel, Raméél, Kokabiel, Tamiel, Ramiel, Danél, Chazagiel,
Baragiel, Asael, Armaros, Batariel, Bezaliel, Ananiel, Zagiel,
Shamsiel, Satariel, Turiel, Yomiel, Sariel. The Watchers were
turned into fallen Angels due to their taking wives, mating with
human women, and teaching forbidden knowledge. Nephilim are
orphaned of mother because human women all die in childbirth.

“Az§zél taught men to make swords, and knives, and shields, and
breastplates, and made known to them the metals of the earth and
the art of working them, and bracelets, and ornaments, and the
use of antimony, and the beautifying of the eyelids, and all
kinds of costly stones, and all colouring tinctures. And there
arose much godlessness, and they committed fornication, and they
were led astray, and became corrupt in all their ways. Semjdza
taught enchantments, and root-cuttings, Armdrés the resolving of
enchantments, Bardqijdl, taught astrology, Kékabél the
constellations, Ezégéél the knowledge of the clouds, Araqiél the
signs of the earth, Shamsiél the signs of the sun, and Sariél
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the course of the moon."

Fallen angels are angels who have been exiled or banished from
Heaven as a punishment for disobeying or rebelling against God.
Az&zél was bond by Archangel Raphael hand and foot, and cast
into the darkness. Semjéaz& and the Watchers were bond by
Archangel Michael for seventy generations in the valleys of the
earth, till the day of their judgement and of their
consummation.

When God sent His host of warrior angels to banish the Watchers,
He also had them hunt and kill the Nephilim. God even caused the
Great Flood to cleanse the world of these monstrous creatures.
But, as later scriptures from several cultures testify, the
Nephilim survived.

The Nephilim lived on, and through the ages,
described as heroes or as monsters.

they were variously

Over time, 'though, the superhuman and the monstrous aspects of
the Nephilim retreated, that is, they were no longer visible;
the genes lay dormant. These dormant genes are called the
Strain. Some Nephilim and humans know how to awaken the Strain,
mostly through magick, but also through trance. In some parts of
the world, the spell is cast on every new-born so that he or she
may develop Nephilim powers if they have Nephilim blood in them.

Awakened Nephilim may mutate into various forms, depending on
the type of Strain that they carry. Some become heroic in mind
and physical stature, are handsome and charismatic and become
great leaders and warriors. Others turn into monsters, growing
various animal features, a result of the early Nephilim laying
with beasts as well as men. Some can pass as normal humans,
while others have to hide away lest they be killed as were the
monsters of old.

The same variety occurs with respect to the intelligence of
these creatures, which can range from bestial and barely
sentient to absolute masterminds.

There exists a certain hierarchy within the Nephilim ranks.
the bottom are the Emim (the Terrors), tall, strong and
intelligent. Then come the Zamzummim (the Strong), tall,
powerful almost humans who make cunning officers and leaders,
and the Awwim (the Devastators), their "shock troops". The top
tier then is made up of the Gibborim (the Mighty), superhuman in
body and above all mind, and the Anakim (the Long-necked), the
sorcerer cast.

At

Initially, Nephilim have the same characteristics as humans,
the same rules for character creation apply. What makes the
Nephilim special is the amount and degree of angelic (or
demonic) mutations and magical abilities that come to the fore
over time.

so

The Nephilim appear to be perfectly normal humans. They rarely
contract any childhood diseases, however, and sometime between
the ages of twelve and eighteen they experience an amazing
growth spurt. Rare is the Nephilim who stands less than six feet
tall by the time he reaches adulthood. By the time they reach
maturity, the Nephilim's dual nature becomes evident. Their
strength and other physical attributes become superhuman, and
they recover from injuries at an amazing rate. Fire inflicts
longer-lasting injuries, although even then the recovery is
completed eventually. Although they can be killed through
mundane means, it is very difficult to do so. Furthermore, their
aging process stops sometime alter their early twenties, and
from then on the Nephilim may continue to live forever.

The following should be kept in mind when designing a Nephilim
character: in a world as intolerant as the European Middle Ages,
it is difficult for anyone not looking human to mingle in
society. Wherever Nephilim live in great concentration, they are
able to set up a parallel society where strange looking
individuals have a place. But outside these centers, only those
Nephilim can openly move around who can pass as human and hide
their otherness.

As mentioned above, a certain caste system has established
itself over the years in Nephilim society. The social hierarchy
is based on genetic markers and the purity of the Nephilim
Strain, however, the distinction isn't always cut and dry. In
general, the more powerful castes have more powerful magical
talents and less physical mutations.

Basically, the following guide lines apply:

. the Emim, the Terrors,
beast-like mutations.

feature a number of minor,
The horned-men fall into this

category. An Emim must have CON/16+, DEX/15+ and
WIS/16+.
. the Zamzummim, the Strong, feature a few mostly minor

mutations, which are physical in nature
necessarily animal-1like).
widely represented.

('though not
Zamzummim are the most

. the Awwim, the Devastators, sport a number of mostly
minor, combat oriented mutations; possibly also one or
the other major mutation. The Awwim are mostly
warriors. An Awwim must have CON/16+, STR/16+ and
DEX/16+. Awwim are Fighters.

. the Gibborim, the Mighty, are the leaders and
generals. They have almost no mutations, but have
extensive magical abilities. A Gibborim must have
STR/20+, CON/18+, DEX/16+, INT/17+ and WIS/16+.

. the Anakim,

the Long-Necked. They are the sorcerers
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among the Nephilim, with access to powerful magick.
Many of them have minor or major mutations that grow

more numerous as they grow old (i.e: Mutations develop
later in play.) An Anakim must have INT/20+, WIS/18+
and BAV/16+.
Even 'though Nephilim hierarchy is mostly caste based, it does
allow for exceptions. Awwim may rise to be generals, and

Zamzummim can end up being mighty political leaders.

To obtain a Nephilim character, two sets of conditions must be met.
First, there must be a probability of even having a Nephilim
character. Second, the character’s Prime Requisites must meet the
minimum requirements of 14 in each characteristics.

Nephilim always are powerful creatures for they may become
“combination characters.” Gibborim may become Fighter-Magick User-
Clerics. Emim become Fighter-Clerics or Fighter-Magick Users. Note
that Chaotic Nephilim are not inclined to become Clerics.

In addition to combination status,
unique talents:

awakened Nephilim possess some

1. Nephilim start with Divination. This power lets them
get in touch with their ancestor, the Fallen One from
whom they descend; and likewise their progenitor can
get in touch with them. Nephilim growing up outside
their cultural centers have no direct knowledge of
their history and background. However, they have a
sense of who and what they are as the tap the common
Nephilim consciousness.

2. Nephilim possess the Gift of Tongues (glossolalia)
including those of animals and plants.

3. The wings of the Nephilim are hidden under his skin.
It takes 1 melee round for the Nephilim to spread his
wings and fly away.

4. Nephilim never check morale.
5. Nephilim

and save
higher.

are highly resistant to all forms of Magick
against magical spells five experience levels

6. Nephilim possess night vision and can see clearly in

the dark up to 100 feet.
7. Nephilim are immune to all forms of disease.
8. Nephilim are immune to poison.

9. Nephilim are always of Lawful or Chaotic Alignment.
10. The wings' color of a Nephilim reflects his alignment,
depending he is Lawful (white feathers) or Chaotic

(black feathers).

11. Nephilim do not have to write Magick Books in order to
remember spells.

12. Nephilim cannot be resurrected.

As a final note,
battle.

Nephilim are immortal but may be slain in

hen determining the number of starting mutations, a
flmajor mutation is the equivalent of two minor mutations
kand two minor mutations are worth one major mutation.
and if the
it

)

(e 2 N F'ach mutation begins as a minor mutation,
character picks or randomly rolls the same result twice,
becomes a major mutation.

Caste Chance of Mutation Number of mutations
Emim 55% 1-6

Zamzummim 25% 1-3

Awwim 15% 1-2

Gibborim 5% 1

Anakim 80% 4-10*

*The character starts with 1 mutation and
for every 100 years of life.

develops one mutation
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Mutations

should

1d100
Roll

01-03

04-05

06-09

10-12

13-15

16-19

20-22

23-25

26-30
31-33
34-36

37-44

45-48
49-50

51-53

54-57

58-60

61-65

66-67

68

69-70
71-72

73-74

75-76

77-81

82-86

87-89

90-00

Aollowing is a basic list of mutations. Mutations that
affect the Nephilim in a negative way are called adverse
mutations, while those with positive effects are
Mbeneficial. They are not particularly balanced, and all

be subject to the GameMaster’s approval when selected.

M ion
Adaptability

Allergy*

Biped (Quadruped)*

Camouflage

Coloration
Congenital Disease*
Decreased
Characteristic*

Disease Carrier*

Hands
Hardy
Hybrid

Increased
Characteristic

Keen Sense
Luminescence

Metabolic
Improvement

Metabolic Weakness*

Natural Armor

Natural Weapon

Pain Sensitivity*

Pheromone

Reduced Sense*
Regeneration

Sensitivity
Speech (Mimicry)
Structural

Improvement

Structural
Weakness*

Venom

GameMaster or
player's choice

*adverse mutation

Adaptability

This mutation permits your character to instantly adjust himself

D ription
Survival in unusual environments.

Skills reduced by contact to an
allergen.

If two-legged, forced to walk four-
legged.

Skin has a concealing texture or
color.

Unusual coloration (minor only).

Suffers from a debilitating
disease.

Characteristic decreased.

Carries (but is immune to) an
infectious disease.

Has extra hands or prehensile limb.
Resistant to damage.
Has an animalistic trait.

Characteristic increased.

Has one or more sharp senses.
Emits a light from body.

Has a beneficial but unusual
metabolism.

Has a disadvantageous and unusual
metabolism.

Has natural armor (scales, horn,
hide, etc.).

Has natural weapon (spine, claw,
teeth, etc.)

Low resistance to pain.

Emits chemicals that can affect
others.

Impaired or missing primary sense.
Able to heal rapidly.

Has an unusual affinity for a
substance.

Can imitate animal noises, or speak
clearly.

Has an unusual and beneficial body
form.

Has an unusual and disadvantageous
body form.

Emits a natural poison.

Pick or roll again.

to particular extreme conditions, chosen when this mutation is

selected. Alternately,

adapt to it.

your character continually has the
ability to survive the specific condition and does not actually
Sample types of minor adaptability include ability

to breathe both air and water, and the ability to digest metal
stone, Major adaptability types include immunity to

and/or

extreme heat or cold.

If a resistance roll is required, your

character’s relevant characteristic is doubled against the
potentially harmful condition.

Allergy

This is an adverse mutation.

This mutation causes

hypersensitivity to a particular substance, plant, or animal.
When in contact with this substance, your character has an

unpleasant reaction,

such as sneezing, a rash, swollen eyes,

etc. If your character has this as a minor mutation, subtract
20% from all of your skill ratings for the duration of contact

with the allergen,
mutation is major,
when exposed to the substance
15 minutes)

during

that time period.

and for 15 minutes afterwards. If this

your character takes 1D6 hit points in damage
(damage 1is only inflicted once per
and he suffers the loss of 40% from all skills
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Biped (Quadruped)

This is an adverse mutation. Due to some deformity of your
character’s musculature or skeletal structure, he has a
quadrupedal (four-legged) stance rather than a bipedal (two-
legged) one. As a minor mutation, your character can stand
upright for brief periods equal to his CON in combat rounds,
before resorting to a more comfortable stance on hands and feet.
If the mutation is major, your character must make a successful
DEX CR and a successful CON CR for each combat he is upright, or
revert to a quadrupedal stance. Failing the DEX CR means your
character falls prone, and failing the CON CR means he loses one
fatigue point for the effort if that optional system is being
used. Other characteristics and attributes are unaffected,
unless they are rendered impossible by the mutation.

Camouflage

Your character has an unnatural coloration, exterior form, or an
ability to change coloration to help conceal him from enemies,
or perhaps imitate an object or other type of being. As a minor
mutation, this is limited to coloration or some form of unusual
skin texture, and as a major mutation it allows for the
character to change color and/or skin texture according to his
background, as if he were a chameleon. For example, a hairless
mutant with stony appearing skin could curl up and resemble a
rock, or a very thin human might have bark-like skin and be able
to imitate a tree. The minor version of this mutation provides a
+20% bonus to the Hide skill, while the major version confers a
+40% bonus.

Coloration

This is a minor mutation only. Your character’s skin is a
different color or colors from your species’ natural color,
often strikingly so. It may glisten like gold, be tigerstriped,
or be one solid color.

Congenital Disease

This is an adverse mutation. Your character suffers from an
incurable and possibly painful non-contagious ailment. It may
have hemophilia, deformed bones, or lung trouble. As a minor
mutation, one of your character’s characteristics (CON) 1is
reduced by 1D6 points, according to the severity of this
disease. As a major mutation, two of your characteristics (CON
and another of your choice) are reduced by 1D6 points. Any
bonuses or derived attributes using those characteristics are
similarly modified.

Decreased Characteristic

This is an adverse mutation. For a minor mutation, first
determine which characteristic is decreased through mutation,
roll a D10 and refer to the following chart:

Characteristic Change

STR

CON

BAV

INT

WIS

DEX

APP

Both STR and BAV

Roll twice, using a 1d8 instead of a 1d10
0 Roll three times, using a 1d8 instead of a 1d10

HLo-ado 0w

Roll another 1d6 to determine how much the characteristic is
altered by:

1d6

Roll Reduction
1-3 -1D6

4-5 -2D6

6 -3D6

No characteristic can be reduced to 0 or less, so any decreases
in excess are lost and the characteristic’s value is set at 1.
For a major mutation, the characteristic reduction is doubled.
Any bonuses or derived attributes using those characteristics
are similarly modified.

Disease Carrier

This is an adverse mutation. Your character carries a disease,
though he or she is immune to that disease. The disease may be
promulgated by touch, or by some specific mode of contact, such
as through your character’s saliva, blood, or some other
appropriate means. Any other character exposed to your character
in the appropriate fashion must make a CON CR or will contact
the disease. As a major mutation, your character carries two
separate diseases.

Hands

This mutation describes any type of manipulative limb, not just
hands. With the minor form of this mutation, your character has
one or two extremely mobile, ape-like feet, prehensile lips or a
snout, or a long and prehensile tail. The major version of this
mutation offers two such manipulative limbs (prehensile feet and
a tail), or an extra set of such organs (two tails, two extra
arms, etc.).

Hardy
Your character can withstand considerable damage before falling

unconscious. As a minor mutation, your character is highly
resistant to damage from a particular type of injury, taking
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only half rolled damage (rounded down). The GameMaster must
determine the type of damage, such as fire, falling, cutting
weapons, etc. As a major mutation, in addition to the resistance
to a particular type of damage, your character can be reduced to
0 or negative hit points and will still be able to keep fighting
or performing actions unhindered, until he reaches a number of
negative hit points equal to his CON characteristic. At this
point, your character will die unless healing is provided in the
next five minutes to bring him or her to a positive hit point
value.

Hybrid

Your character is a generic hybrid with the traits of two or
more different types of animals. He might have lobster-like
claws, a tiger head, or anything else imaginable. The degree of
the crossing is left to the GameMaster’s imagination. If this is
a minor mutation, your character has a few defining elements
clearly marking him as a hybrid, and if the mutation is a major
one, he is more animal than human, and may find it impossible to
blend in amongst humans. Generally, regardless of the amount of
hybridization, characteristics and skills are relatively
unaffected, though if your character possesses some animalistic
elements that may be used in combat, you should assume that
large claws do 1D6 points of damage, a pointed beak or teeth do
1D4 damage. At the GameMaster’s discretion, the major version of
this mutation includes a minor version of the Natural Weaponry
mutation (below).

Imitation

This mutation allows your character to imitate some natural
trait of an animal species. This can potentially be an ability
the creature has like web spinning, wall-crawling, leaping,
amphibiousness, etc. As a lesser mutation, your character will
add +20% as a temporary bonus to a relevant skill (or skills)
that would apply. For example, being able to climb walls like a
spider would add +20% to the Climb skill as a temporary bonus.
As a greater mutation, the trait is entirely natural and your
character is not merely imitating the trait: your character
possesses the trait, as well as any biological or anatomical
structures required to use it. Any skills receive a temporary
bonus of +40%.

Increased Characteristic

Use the same chart as “Decreased Characteristic” though the
result is positive rather than negative. For a minor mutation,
use the results from the chart; for a major mutation, the
characteristic increases are doubled. No Characteristics can be
higher than 25. Any bonuses or derived attributes using those
characteristics are similarly modified.

Keen Sense

With this mutation, one of your character’s primary senses is
heightened, raising any corresponding skills. This mutation may
have a physical aspect, at the GameMaster's discretion, such as
enlarged or unusually shaped sensory organs (eyes, ears, nose,
etc.). Following are the senses affected:

. HEARING: A minor mutation doubles the range at which
your character can use the Listen skill effectively,
while a major mutation quadruples it. As a minor
mutation, the bonus to Listen is +20%, and as a major
mutation, the bonus to Listen is +40%.

. SMELL/TASTE: Your character can use his or her Sense
skill to detect the taste or scent of something a
normal human would be unable to detect or discern,
such as a tasteless poison. As a minor mutation, the
bonus to the Sense skill is +20%, and as a major
mutation, the bonus to Sense is +40%.

. TOUCH: With this as a minor mutation, your character
can to use his Sense skill to detect subtle changes in
texture through fingertips or other body parts. With
this as a major mutation, your character can “see”
with exposed skin and therefore act in darkness as if
in normal daylight, ignoring any penalties from
darkness. As a minor mutation, the bonus to the Sense
skill is +20%, and as a major mutation, the bonus to
Sense is +40%.

. VISION: As a minor mutation, this doubles the distance
your character can see detail in, therefore doubling
the range at which he or she can use skills such as
Spot. It also doubles the distance at which your
character is capable of performing skills at. As a
minor mutation, the bonus to the Spot skill is +20%,
and as a major mutation, the bonus to Spot is +40%.
This mutation is accompanied by a heightened (harmful)
sensitivity as well, linked to each sense. If the
mutation is minor, your character must make FER CR to
avoid being stunned for a round if exposed to an
intense form of the sensation. For example, a
character with the major mutation Keen Sense (Vision)
might be blinded by bright light, and would need to
make a FER CR to avoid being stunned if someone shines
a bright light in his eyes, or a light is turned on
while the character is in a darkened room.

Luminescence

Your character can generate a type of light from his body. The
minor form of this mutation allows your character to faintly
glow in the dark, or emit a beam of light from his eyes or some
other organ. The major version of this mutation allows your
character to emit a harsh beam of light, able to temporarily
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blind an opponent if it is shone into his eyes. To do this
requires a successful DEX CR, and the target can make a similar
roll to avoid the light (or can simply close his eyes).

Metabolic Improvement

This mutation confers upon your character an unusual but
advantageous metabolic condition. This metabolic change can be
represented in a number of ways, from a minimal or unusual
appetite, or abnormal growth (perhaps your character is only a
few years old, but has grown at an accelerated rate). He could
perceive the world at a faster rate than a normal person, or be
able to shut down bodily functions and go into a comatose state,
perhaps like a bear’s ability to hibernate. The minor mutation
should give your character some unusual advantage, but not be of
considerable significance, while the major version of this
mutation is a tremendous asset to your character.

Metabolic Weakness

This is an adverse mutation. As with the Metabolic Improvement
(above) this mutation confers upon your character an unusual
metabolic condition, though in this case it ranges from
inconvenient to debilitating. This metabolic change can be
represented in a number of ways, from a ravenous or unusual
appetite (difficult to find foodstuffs), or abnormal growth
(perhaps your character is even shrinking slowly, or aging
backwards). He could perceive the world at a slower rate than a
normal person, or be forced to occasionally fall unconscious
without control. The minor mutation should make life
inconvenient for your character, while the major version of this
mutation is a serious hindrance.

Natural Armor

Your character has an unnaturally tough hide, scales, shell,
carapace, or some other thickened outer skin affording some
armor protection. The minor mutation offers 3 points of natural
armor protection, while the major version of the mutation is
worth 6 points of armor. These are in addition to the protection
afforded by any armor worn, though the major mutation requires
that custom armor be prepared to accommodate your character’s
mutation. The minor version of the mutation can be disguised,
while the major version is obvious and cannot be easily
concealed.

Natural Weaponry

Your character has a type of natural weaponry (claws, teeth,
spines, horns, etc.) above and beyond those normal to your
species. As a minor mutation, this adds +1WDF damage to your
character’s normal Brawl damage if the weapon is a part of his
body. The mutation can be a single weapon, like a stinger or
teeth, or on multiple places (such as both hands clawed, or even
hands and feet). As a missile weapon, the range is equal to your
character’s DEX in yards. As a major mutation, the damage is
+2WDF and the range is doubled. The GameMaster should determine
the nature and appearance of the natural weapon.

Pain Sensitivity

This is an adverse mutation. With this mutation, regardless of
his CON characteristic, your character possesses a particularly
delicate construction or is unable to tolerate pain as well as
he should normally be able to. The reasons for this are varied,
such as a weakened epidermis, a low pain threshold, or increased
nervous sensitivity. The minor version of this mutation forces
your character to make a successful CON CR whenever he is
impacted or jostled in any significant manner in order to avoid
being blinded with agony as if stunned. If your character takes
any damage, he must make a FER CR. If the roll fails, he is
knocked unconscious from the pain and will remain so for 1D6
combat rounds or until woken up. The major version of this
mutation includes that weakness, and makes your character
particularly susceptible to a particular form of attack. Choose
a type of damage (fire, edged weapons, arrows, cold, etc.) that
your character is particularly vulnerable to, and whenever he
takes damage from that form of attack, the hit point loss is
doubled.

Pheromone

With this mutation, your character produces complex organic
pheromones that can affect the emotions or behavior of other
beings. These chemicals may have a distinctive odor (such as
cinnamon, ammonia, musk, perfume, flowers, or some other strong
smell) which your character may or may not be able to shut off
at will. Alternately, there may be no odor at all to the
chemicals released. The emotion or emotions produced by this
mutation might be rage, fear, sorrow, nausea, or lust. As a
minor mutation, your character emits special pheromones that can
elicit one type of emotional or behavioral response. The
targeted creature or creatures must succeed on a FER CR or
succumb to the behavior it evokes. With this as a greater
mutation, your character is not limited to a single type of
pheromone, and is able to choose which emotion or behavior is to
be evoked each full turn. In either case, the range of this
power is your character’s CON in yards, though wind and weather
conditions may increase or decrease this range as appropriate.

Reduced Sense

This is an adverse mutation. This mutation reduces or eliminates
one or more of your character’s senses, potentially affecting
any skills linked to those senses. For the minor mutation, pick
one sense to be affected. See “Heightened Sense” for the skills
linked to each sense. At the minor level of this mutation, the
sense is impaired seriously, but still functions. For the major
level of this mutation, the sense does not exist, and the
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character is utterly blind, deaf, or cannot feel, smell, or
taste. The skills linked to that sense are fixed at 0% and
cannot be improved through experience.

Regeneration

This mutation allows your character to heal extremely rapidly.
The minor mutation heals 1 hit point of damage every minute of
game time. The major version of the power heals 1 hit point in
the powers phase of each combat round. Regeneration will not
bring your character back from the dead, but will heal damage
that would normally require healing. Regeneration will also heal
the effects of any major wound, though the effects of this
healing will only take place once all hit points from the injury
have been completely restored. When this mutation is picked, the
GameMaster should determine one type of injury (fire, acid,
drowning, etc.) your character cannot heal from.

Sensitivity

Your character is attuned to a certain item or substance which
it can detect automatically at a distance. This could be
something as varied as gold, oil, water, specific prey animals
or plants, gems, or power sources. The substance must be natural
to the campaign setting (it can’t be “magick” in a no-magick
setting), and it doesn’t work on a specific object or being,
just a class of substances or beings. For example, it can’t be
“silver coins”, but it could be silver. At the level of a minor
mutation, your character can detect these within his CON in
yards. As a major mutation, he can detect the desired substance
within his CON in miles. If more than one example of the
substance or being is within range, your character must make an
INT CR to distinguish aspects such as the intensity of the
substance and its relative distance.

Speech (Mimicry)

With this mutation, your character is gifted in some fashion
with the ability to communicate. It may be a form of low-grade
telepathy, or a simple facility for language learning. He may be
able to have a natural knack for human languages. Alternately,
he can imitate sounds with great accuracy, including voices,
machinery, etc. As a minor mutation, your character can imitate
any animal noise he tries; gains a +20% to any Speak Language
skill attempts, and can use vocal mimicry to add a +20% bonus to
Disguise attempts using vocal mimicry. Additionally, he has a
starting value of INT x 2 (plus the aforementioned bonus) in a
particular animal “language”. As a major mutation, add +40% to
Speak Language and Disguise attempts, and your character can
imitate a wide variety of mechanical and environmental sounds
with facility. He also speaks two animal languages at INT x 2
(with the bonus), and can imitate any other at INT x 1 starting
skill, assuming he is able to spend an hour or so in close
proximity with the animal type. The GameMaster should determine
what animals would have a rudimentary language and how much
cross-species communication is allowed.

Structural Improvement

If your character has this mutation, he has an advantageous
evolution in his skeletal structure. He may have an exoskeleton
(potentially adding to his natural armor), extra legs or heads,
larger or smaller body parts, or new parts such as wings, horns,
or spines. The GameMaster should determine the nature of the
mutation. For the minor version of this mutation, roll 1d6 and
add those points to any characteristics potentially affected by
this mutation. If the mutation is major, roll 2d6 and distribute
the points as you choose, with the caveat that no characteristic
can go above 25. However, this mutation is utterly impossible to
disguise or hide, and your character may have difficulty
purchasing equipment and clothing that he can easily use or
wear.

Structural Weakness

This is an adverse mutation. If your character has this
mutation, he suffers from a genetic abnormality in his skeletal
structure that causes inconvenience or otherwise hinders normal
life. This mutation covers a wide variety of alterations. Your
character might be deformed, obese, or extremely thin. He may
even have ridiculous appendages such as ten extra legs that only
hinder movement. The GameMaster should determine the nature of
the mutation. For the minor version of this mutation, roll 1d6
and subtract those points from any characteristics potentially
affected by this mutation. If the mutation is major, roll 2dé6
and distribute the points as you choose, with the caveat that no
characteristic can go below 1 point. This major mutation is
utterly impossible to disguise or hide, and your character will
have difficulty purchasing equipment and clothing he can easily
use or wear.

Venom

Your character is able to naturally manufacture a type of venom
within his body. This venom may be injected with sting, bite,
spine, or claw, or it may coat your character’s entire body.
Alternately, this venom might be a gas your character exudes,
projected spittle, or might take effect only if something bites
your character. If the venom is projected in some fashion, you
must make a successful Throw skill roll to strike the target; if
it is dealt hand-to-hand, you should use your character’s Brawl
skill. This poison may cause paralysis, sleep, attribute
reduction, or blindness, or have another effect. Whether minor
or major, a ranged venom attack has range equal to CON in yards.
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Religions

in middle age, atheism is a non sense. Christianity is the
dominant religion, even the most ignorant worshiper knows the
information contained below.

Christianity

hristianity’s beliefs and attitudes characterize its worship
and differentiate it from Paganism. Though Christians may
differ among themselves, and perhaps even argue or fight
about their religion, they have much in common. Worshipers
believe that they can find personal salvation through Jesus Christ.
Literacy is common among the clergy and records are available,
copied by hand by monks. This religion is hierarchical, with
various ranks of people and offices arranged in ascending levels of
importance, holiness, and geographic influence.

Throughout history the Church became stronger, until it became a
vast political machine which tried to rule both the temporal a
spiritual spheres.

Naturally this growth of temporal power offended many people whose
traditions and privileges were being eroded, most notably the
noblemen and knights. Conflict, especially as the Church entered
the temporal realm, was inevitable.

Various forms of Christianity might be found in Chivalry & Sorcery:

. Roman Christian belief resembles the dogma of the Roman
Catholic Church today. The priestly hierarchy follows
orders from the Pope in Rome - “One God, One Bishop, One
Church.” Zealots of this faith are noted for their fierce
piety and limitless vigor in preaching the damnation
which awaits all sinners and unbelievers.

. Celtic Christians are gentler, acknowledging no central
authority and allowing salvation as a possibility to all.

. Grail Christianity is a henotheistic earth religion which
acknowledges the Creator and his incarnate Son, Jesus
Christ, but also acknowledges the divinely feminine in
religion and life. Sometimes the feminine is
characterized as Mother Church; Sophia, or Divine Wisdom;
as the Virgin Mother Mary; as a man’s wife; or even as a
pagan divinity, recognized as a mythic archetype.

. Satanism is the final type of Christian heresy in which
the usual practices of the Church are done backwards.
Rather than adoring God, the Christian anti-god called
Satan is worshipped. By dismissing their chances for
personal salvation worshippers get immense, but
temporary, powers available to them. Minor devils serve
the satanic knights, and their power is manifest as fire-
breathing shields, monstrous horses, or other
supernatural powers.

Paganism

4 2ganism is the native religion of the people. Pagans never
abandoned their ancestral beliefs. Paganism is characterized
¢] oy and attitudes which differentiate it from Christianity.

s The most important One is acknowledgment Of human
limitations, especially where it comes to knowing the Truth. Truth,
for Pagans, has many forms, of which deserve respect within their
limited sphere. Pagans do not proselytize, nor do they adhere to a
hierarchy of leadership, or to a central authority. Paganism is
built upon oral tradition, shunning the written word. It reveres
experience over education.

Paganism recognizes a life force and consciousness in all things.
It acknowledges many powerful entities, called gods and spirits,
which can be contacted to lend help to the daily lives of
practitioners. By living in harmony with these natural forces
individuals will live happier, healthier, safer lives.

Paganism is a religion of nature, and generally holds ceremonies at
outdoor sites such as megalithic circles or ancient oak groves. The
seasonal celebrations in different parts of the land are similar,
although they probably invoke deities with different names. The
patterns are the same, though details differ from place to place.

Paganism believe in an afterlife, on the Other Side, and Druids
also teach that souls reincarnate back onto our side as well.
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PHeathenism

>

S cathenism is the root of Paganism. It is a spiritual

2, & practice, not an organized religion. It is practiced by
fjindividuals working independently, or informally allied for
mutual support. There is no hierarchical structure.

Heathens are of the earth, one creature among many, and have little
intellectualized morality; they do what feels right, following the
directives of their own spiritual center. To Heathens, every thing,
every act, every breath is sacred. Or perhaps more accurately, it
is not so much that everything is sacred to a heathen, but rather
that nothing is profane — nothing — not killing, or illness, or
anything else; everything belongs and has its proper place and time
in the greater cycles.

Heathens have a strong sense of being part of a larger whole — of
the tribe and of the earth. Their sense of self, their
individuation, is not as great as with a more civilized people.
This is how a heathen can, in the midst of battle fury, throw
himself on a knight's spear, or in ritual, offer himself as a
sacrifice for the good of the tribe.

Heathenism differs from Paganism in
comes from experience, where Pagans
philosophy. Heathenism is shamanic,
where Paganism is philosophical and

several ways. Understanding
also understand through
personal and entrepreneurial
hierarchical.

Heathens realize that time is not linear, but instead follows a
great cyclical pattern, like the seasons of the earth. Life is not
necessary — this is simply the way things are. Without the profane,
there is no original sin and no fall from grace, and thus no
imperiled soul — we will all rejoin the world of spirit when we
die. To a Heathen there is no point to proselytizing, because
Heathens believe that ultimately the spiritual world will prevail,
and that other religions are only aspects of the greater whole to
which the Heathen is privy.

Similar to Paganism, Heathenism is built entirely upon oral
tradition. They do not have written religion or written laws. They
believe that to commit a thing to writing is to give it power over

you. Law and religion need to change as a peoples' condition and
needs change. Writing a thing down does not make it Truth; its
permanence is only illusion. Change is the way of things. Trying to

make a thing permanent ensures that it will some day be wrong, and

makes it more painful when change finally does come.

Heathens understand that the mind is not everything; real
experiences can be and are had without the involvement of the mind
or thought. Experience precedes and underlies thought. To them, the
mind is like a flame dancing on the wick of a candle, and our soul
— our true nature — is the candle itself. Spiritual knowledge
cannot be grasped intellectually, but must be experienced to be
understood. Therefore Heathens believe that experience is the best
means of education.

Heathens
properly

do not worship gods as we think of them; nor do they
worship as we think of it. They are themselves spirits,
and they entreat with other spirits like themselves. Of these
spirits, some are large, some small, some good spirits and some
bad. There exist spirits of ancestors, of animal masters, of woods
and glens, of trees and standing stones. Everything is alive, and
the world is made of spirit.

Wotanism

4 otanism has been carried by the migrating Saxon peoples, and
M fl c1lsewhere by other barbarians. The emphasis of Wotanism upon

N hthe materialistic rather than spiritual prohibits them

e taking religion at all seriously, except to incite a battle

frenzy.

Saxons are famous for arrogance, boasting, and overweening
confidence in their own strength over that of any god’s. Saxons
rely upon no outside power, claiming that only Death rules all, and
that their god Wotan gives them the personal strength to do well.
Worshipers of Wotan scorn ordinary worship, and dedicate their
victims in battle to their god, hoping Wotan accepts them into his
household after death. To bow and scrape to an invisible force,
such as the Christian God, is contemptible. They claim that their
military victories prove their truth.

Wotan began this religion at the dawn of time when he and his
brothers killed the first giant and carved up his body to make the
world. Ever since then Wotan has been the god of chieftains and of
war.

The Wotanic warrior wants only the simple things of life. First, a
good fight is better than anything. When there is not a fight then
a good meal and a better drink are the best things. Death is not a
threat, because it will come to everyone sooner or later, and so we
might as well get what we can now.

Public ceremonies are led by Priestess, who are often diviners,
healers, and keepers of sacred objects as well.

Baresarks, or “bear-shirts,” are the chosen elite of the God of War
who gain supernatural powers when possessed by his battle frenzy.

. Foiste (Forseti): He is the ancestor of the Frisian
nation who gave them their laws. Since the Frisians
control most shipping in the North Sea, everyone also
honors him as god of boats.

. Friia (Nerthus): The Earth Mother is revered by the
simple farmers who live close to the earth and depend
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upon it for life and security. She is the wife of Thunor.

. Hler (Aegir): This is the malign deity of the Deep Sea
who receives the drowned and shipshipwrecked into his
home. Propitiatory sacrifices are made to him before
sailing. Eoster The Goddess of the East is recognized as
the bearer of newborn life. Her holy day is the spring
equinox, which mark the renewed fertility of the earth.

. Phol: The God of Life, Healing, and Light confers his
blessings upon crops, and also aids healers and
chirurgeons. He is the dying and resurrected god.

. Seaxneat (Ziu): This god is the ancestor of the Saxon
Mtion. He is noted for his Justice, and for originating
the seax, the standard barbarian sword.

. Thunor: The Thunderer, or God of Storms, also oversees
the welfare of peasants who pray for good crops, good
weather, and healthy children.

. Wotan: The God of Kings, War, Eloquence, Magick, and

Death favors the noble and warrior classes who benefit
most from his violent ways.

Hluvatarism

R=22-MWhe worship of Eru Ilavatar is the religion of the Free
% flpeoples of Middle-earth (Elves, Men, Dwarves and Hobbits).

The temples are for the most part secluded with no buildings
£ or shines.

N

Melkorism

}.?“:! fter Morgoth's defeat, his lieutenant Sauron gradually

A Y rallied his other dark servants, and during the Second Age
gdouilt a new power base for himself in the land of Mordor.
Mordor was built in imitation of Angband, though it was not
nearly as strong. Sauron lacked the raw power and malice of his
master, but he was far more cunning, and seduced many to his
allegiance with lies and false promises. With the remaining Elves
too weak to counter him after the destruction of Beleriand, Sauron
spread his control across large portions of Middle-earth during the
Second Age, which became known as the Dark Years. However, Sauron
always remained faithful in his allegiance to Melkor; as Sauron
expanded his empire into new lands, with it he would also spread a
cult devoted to Melkor-worship, promising that one day he would
return from the Void. Temples dedicated to Melkor were built by
Sauron's servants throughout RhGn and Haradwaith, where human
sacrifice was practiced.

Eventually, Sauron even managed to seduce the King of the
Numendéreans to his allegiance, and the Cult of Melkor spread
throughout the island until only a few of the Faithful remained,
led by Elendil. Sauron became very powerful by seducing Ar-Pharazén
to the worship of Melkor, establishing a Cult in which it was only
natural that, as Melkor's foremost former disciple, he became high
priest. This cult exploited the Numenérean fear of death by
claiming that human sacrifice to Melkor would grant the Men of
Numenor immortality. In actuality by turning away from Eru and the
Valar they only dwindled more rapidly. Sauron used this religion
among his means of encouraging Ar-Pharazdén's invasion of Valinor,
which resulted in the destruction of Numenor by Eru. Numenor was
then destroyed, but even by the end of the Third Age, the Cult of
Melkor was effectively the "state religion" of Mordor.

The Worship of Melkor is the religion of the Black Numendreans as
well as most of monsters. Melkorism teaches that Arda is a False
Creation, an illusion perpetuated by the Demiurge and his servants
the Valar. It exists solely to entrap the Children of Darkness
within the confines of matter so that the Demiurge might rule over
them. The High Priest of Melkorism is Sauron, the faithful servant
of Melkor on earth. Those who profess the religion of Melkorism
seek the eventual destruction of the False Creation and a return to
the unbounded freedom and bliss of the Darkness. For this reason
they follow Sauron, who has been entrusted with the sublime task of
preparing the way for Melkor's eventual return at the end of days.
After the Last Battle, Arda will be unmade, and the Children of
Darkness will be liberated.

The Temple to Melkor in Numenor are domed with a hole in the top
to allow smoke from the fire below to exit as wood and human
sacrifices are burned. Sauron, since the downfall of Melkor has
had himself worshiped as a god by his subjects. Other dark
entities such as the Witch-king of Angmar are also worshiped as
deities in Melkorism.

Panguages

generally know only their regional language — the language
they grew up speaking. The maximum number of languages a
character can know is dictated by his Intelligence. Players
characters will have the opportunity to learn new languages as they
progress.

sai=Phe character automatically knows his native language (i.e. a
?g%ﬂ% dwarf automatically knows how to speak khuzdul). Humans

a0

o
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Black Speech

Hhe Black Speech was created by Sauron as an artificial
7 é language to be the sole language of all the servants of

(X

{Mordor, thereby replacing the many different varieties of
M Orkish and other languages used by his servants. this
language exist in two forms, the ancient "pure" forms used by
Sauron himself, the Nazgll, and the Olog-hai, and the more
"debased" form used by the soldiery of the Barad-dir at the end of
the Third Age.

The Black Speech was not intentionally modeled on any style, but
was meant to be self consistent, very different from Elvish, yet
organized and expressive, as would be expected of a device of
Sauron before his complete corruption. It was evidently an
agglutinative language.

Sauron attempted to impose Black Speech as the official language of
the lands he dominated (ultimately, to include all of Middle-earth)
and all his servants, but he was only partially successful. The
Nazg@l, the Olog-hai (the elite Battle Trolls of Mordor), and
several of Sauron's major lieutenants and officers (i.e. the Mouth
of Sauron) learned and used the Black Speech, but it never really
caught on with the Orcs, or the various groups of Men from the east
and south that Sauron conquered. The Orcs tended to corrupt and
debase any language they were exposed to, so while Black Speech
strongly influenced their vocabulary and perhaps grammar, it soon
mutated into the myriad Orcish dialects, which are not mutually
intelligible. By the end of the Third Age, while Orc vocabulary was
peppered with certain terms from Black Speech, even they generally
communicated using Westron, albeit heavily debased. The Elves
refuse to utter Black Speech, as it attracts the attention of the
Eye of Sauron.

After the overthrow of Sauron in the Second Age, this language in
it's ancient form was forgotten by all but the Nazg(l. When Sauron
arose again, it became once more the language of Barad-dir and of
the captains of Mordor. The Inscription on the Ring was in the
ancient Black Speech, while the curses of the Mordor-orc in the
Third Age was in the more debased form used by the soldiers of the
Dark Tower.

The Black Speech flourished at the time of the fall of Mordor and
was used as the common tongue among the many tribes and clans of
Uruks that populated the Plain of Gorgoroth; from Udin to Cirith
Ungol to Barad-dlr. Without the Black Speech, it would have been
impossible to have ordered the movements of such large forces in
his war against the West. Sauron above all others, understood the
value of order amid chaos, and so wanted to rule all of Middle-
earth under the iron fist of the Orc, ruled by the will of the Dark
Lord.

Fhazppqqal
e g 1T
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(duenya is one of the many Elvish languages spoken by the
immortal Elves, called Quendi in Quenya. The tongue
factually called Quenya was in origin the speech of two
clans of Elves living in Eldamar ("Elvenhome"), the Noldor
and the Vanyar. Quenya translates as simply "language", or in
contrast to other tongues that the Elves met later in their long
history "elf-language"

Later Noldorin Quenya became Exilic Quenya, when most of the
Noldorin Elves followed their leader Prince Féanor in exile from
Eldamar back to Middle-earth, where the immortal Elves first awoke.

In the Third Age, Quenya was no longer a living language for the
Noldorin Elves of Middle-earth. Exilic Quenya was learned at an
early age by all Elves of Noldorin origin, and it continued to be
used in spoken and written form, but their mother-tongue was
another Elven-tongue, Sindarin.

Quenya was used ceremonially by the Numenérean Men of Gondor and
Arnor: for official names and writings. Quenya had in the Third Age
almost the same status as the Late Latin language.
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Sindarin

alled "Grey-elvish" or "Grey-elven", Sindarin is the
primary language of the Sindar Elves. These are Elves of
the Third Clan, often called Teleri, who remained behind in
Beleriand after the Great Journey. Their language became
estranged from that of their kin that sailed over sea. Sindarin
derives from an earlier form usually called Common Telerin. It had
evolved from Common Eldarin, the tongue of the Eldar before their
divisions, e.g. those Elves who decided to follow the god or Vala
Oromé and undertook the Great March to Valinor. Before that the
Eldar Elves spoke the original speech of all Elves, Primitive
Quendian.

When the Quenya-speaking Noldor returned to Middle-earth, they
adopted the Sindarin language to appease Elu Thingol, king of the
Sindar. Quenya and Sindarin were distantly related, sharing many
words but differing greatly in grammar. Sindarin is more changeful
than Quenya, and there were during the First Age a number of
regional dialects.

In the Second Age, many Men of the island of Numenor spoke Sindarin
fluently. Their descendants the Dunedain of Gondor and Arnor
continued to speak Sindarin in the Third Age and it was the
language most commonly spoken by Elves in the Western part of
Middle-earth.

Pandorin

YANA andorin is the language of the Nandor Elves. It gradually
Q disappeared from Middle-earth after the end of the First
AAge, when Sindar elves merged with the Silvan folk and were
= fltaken as their lords. Nandorin/Silvan gradually became
extinct, surviving only in placenames such as
Laurelindérinan/Lindérinand (old names for Lérien) and proper names
such as Amroth. The daily tongue of the Silvan elves became
Sindarin, or Sindarin with some Silvan influences.

RKhusdul

"M huzdul is the secret language of the Dwarves and they are
very reluctant to teach it. Their own language is "a secret
they did not not willingly unlock, even to their friends",
dl except for their battle-cry: Baruk Khazad! Khazad ai-ménu!
meaning Axes of the Dwarves! The Dwarves are upon you!. This
secrecy extended to Dwarven real names: with the exception of the
Petty-dwarves. All Dwarven names are "outer-names" either from
another language (Dalish) or nicknames/titles. Dwarves do not even
record their true names on their tombstones. The runes written on
Balin's tomb in Moria can be transliterated to read BALIN FUNDINUL
UZBAD KHAZAD-DUMU, meaning "Balin, son of Fundin, Lord of Moria"
Placenames, like Khazad-dim, were not subject to the secrecy.

They feel that Khuzdul belongs exclusively to their own race, and
that no others has any right to understand it. When they want to
communicate with other races, usually for the purpose of trade,
they would much rather learn the language of the others than teach
them Khuzdul - even if the other party is willing to learn.

Only two or three times did the Dwarves willingly teach their
tongue to people of alien race. In the First Age, when the House of
Hador first came into Beleriand from the east and met the
Longbeards, a special friendship arose between the two races
because these Men, being skilled riders, could offer the Dwarves
some protection against Orcs. Much later, in the Second Age, the
Dwarves reluctantly allowed a few Elves to learn a little Khuzdul
purely in the interest of science: "They understood and respected
the disinterested desire for knowledge, and some of the later
Noldorin loremasters were allowed to learn enough to understand
their systems."

Besides their aglab, spoken tongue, the Dwarves used a sign
language, or iglishmék. It was learned simultaneously with the
aglédb from childhood. The Dwarvish sign language was much more
varied between communities than Khuzdul, which remained
"astonishingly uniform and unchanged both in time and in locality".

Entish

@” ‘% riginally, the Ents had no "language" of their own. However
. the first Elves encountered the first Ents in the primeval
) aforests of Middle-earth, not long after the dawn of both of
N their races. Apparently recognizing the sentience of Ents
and the more "awake" trees, the Elves taught them the concept of
communicating using sounds. Having been cured of their "dumbness"
by the Elves, the Ents developed a language of their own, described
as long and sonorous, somewhat like a woodwind instrument; it was a
tonal language.

It is unknown if a non-Ent could even pronounce 0Old Entish
correctly: it was filled with many subtle vowel shades, and was
very longwinded. Only Ents spoke Old Entish; not because they kept
their language a secret, as the Dwarves did with Khuzdul, but
because no other could master it. It was quite an alien language to
all others. The Huorns and trees of Fangorn forest could understand
0ld Entish and converse with the Ents and each other with it. The
only extant sample, a-lalla-lalla-rumba-kamanda-lindor-burtme, the
word for hill (or possibly even just part of the name of a specific
hill), was described as a very inaccurate sampling. Even the Elves,
master linguists, could not learn 0Old Entish, nor did they attempt
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to record it due to its complex sound structure. The grammar
structure of 0Old Entish was also quite bizarre, often described as
a lengthy, long-winded discussion of a topic. There may not even
have been a word for yes and no: such questions would be answered
by a long monologue on why the Ent in question did or did not agree
with the Ent who asked the question. The Ent Quickbeam was regarded
as a very "hasty" Ent for answering a question before another Ent
had finished: the end may only have been another hour away. Ents as
a rule would say nothing in 0Old Entish unless it was worth taking a
long time to say. For everyday language function, they usually
resorted to "New" Entish.

Due to contact with the Elves, the Ents learned much from them. The
Ents found the Elvish language Quenya to be a lovely language, and
adapted it after their fashion to everyday use. However, they
basically adapted Quenya vocabulary to Old Entish grammatical
structure. Thus, unlike 0ld Entish, the individual words of "New
Entish" that characters such as Treebeard spoke were easily
translatable. However, in context they formed lengthy run-on
sentences of redundant adjectives that could still stretch well
over an hour in length. For example, when Treebeard essentially
wanted to tell Merry and Pippin, "There is a shadow of the Great
Darkness in the deep dales of the forest", he literally said in New
Entish "Forest-golden-leaves, deep-dales-winter, forest-many-
shadowed, deep-valley-black". Unlike 0Old Entish, a non-Ent
conceivably could speak "New" Entish. Even when speaking the Common
Speech, Westron, Ents fell into the habit of adapting it into their
grammatical structure of repeating compound adjectives used to
express fine shades of meaning.

AR the Adlnaic tongue of Numenor, and the languages of the
ic—wem? western coastlands of the continent of Middle-earth, when
the Numendéreans began to establish trade outposts and forts there.

From these early trade outposts and forts Westron spread throughout
Eriador and neighbouring lands, with the notable exception of
Mordor.

The term Westron is used as a translation of the original name
Adtni. In Sindarin the language was called Annunaid (Westron), or
Falathren (Shore-language). The alternate term "Common Speech"
translates the Westron term Séval Pharé, of identical meaning.

Goidelic

Hhe Goidelic language or Gaelic language (teangacha

F@ Gaelacha) is one of the two branches of the Insular Celtic
\ {] languages, the other consisting of the Brythonic languages.
7 £ The Goidelic language is spoken by the Druids to teach

their philosophy, to conduct their rituals and to invoke Divine

Magick.

P ate Latin

ate Latin is the scholarly name for the written Latin of
Late Antiquity. Being a written language, Late Latin is not
identifiable with Vulgar Latin. Although Late Latin

ll reflects an upsurge of the use of Vulgar Latin vocabulary
and constructs, it remains to a large extent classical in overall
features, depending on the author. Some are more literary and
classical, some more inclined to the vernacular.

Late Latin formed during a time when mercenaries from non-Latin-
speaking peoples on the borders of the empire were being subsumed
and assimilated in large numbers and the rise of Christianity was
introducing a heightened divisiveness in Roman society, creating
more of a need for a standard means of communicating between widely
separated regions. A new and more universal speech evolved from the
main elements: classical Latin, Christian Latin, which featured
sermo humilis, "ordinary speech" in which the people were to be
addressed, and all the various dialects of Vulgar Latin.

Ancient Greek

mNg cient Greek is the historical stage in the development of

A the Greek language spanning the Archaic, Classical, and
dHellenistic periods of ancient Greece. Its Hellenistic phase
is known as Koine ("common") or Biblical Greek, and its late
period mutates imperceptibly into Medieval Greek. Prior to the
Koine period, Greek of the classic and earlier periods included
several regional dialects.

Ancient Greek was the language of Homer and of classical Athenian
historians, playwrights, and philosophers. Latinized forms of
Ancient Greek roots are used in many of Hermetic terminology.

HBermetic Language

*ﬁ“'i" lso known as “the Witches’ Alphabet”, the Hermetic Language
A is used for the practice of Magick. Many Magick Users choose
dto write in a Hermetic language. That is to say, an old
language of history and mystique, which is not in common
usage. This language is used to write a Book Of Shadows and keep
its secrets concealed, to write spells, and to bring a greater air
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of ambiguity about the Magick User and his works.
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Alchemical Language

X

b o lchemical texts often use elaborate extended allegories as a
means of communicating key philosophical points, or to
dillustrate a particular alchemical process. In these
allegorical texts a figure,

with which the reader is

supposed to identify, goes on a journey in search of wisdom or
understanding of the mysteries of alchemy. There this figure meets
various archetypal characters, kings, queens, various alchemical
birds and animals, and witnesses a process of transformation. This
parallels the use of series of symbolic illustrations in various
alchemical books and manuscripts - these allegories are in essence
the working out in text of similar alchemical ideas and processes
as are found in the sequences of emblematic symbols. Imagery and
symbolism are important facets of alchemy. There are the little
graphic signs for alchemical substances and processes, the images
of alchemical apparatus and laboratory equipment, and the beautiful
and enigmatic emblems and series of emblems that adorn many

alchemical books and manuscripts.
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ark Tongue is the language of Demons and creatures of Hell. It
is used by Magick Users who are dealing with Infernal powers

so inherently full of spite,

malice, corruption, and hatred that it is simply called the Dark
Tongue. This is the secret language of evil gods, so foul and so
potent that even demons and devils refrain from its use, lest it

consume them.

Not surprisingly, very few mortals know even a few words of the

Dark Tongue. But those who do are wise to never underestimate the
power of words. The Dark Tongue is extremely difficult to master,
for mortal tongues were not designed to utter these words of pure

evil.

To actually communicate by means of the Dark Tongue— that is, for a
knowledgeable speaker to convey some information to a knowledgeable
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listener—the speaker must take great care, or both listener and
speaker will be harmed. There are no words in the Dark Tongue for
good concepts such as kindness, mercy, and purity. However, evil
characters can speak of misery, anguish, hate, and betrayal with an
accuracy impossible in any other tongue.

The Dark Tongue has no written form. It cannot be transliterated

into another language’s written form without losing all of its
meaning and power.

Enochian

@ Nparticularly in the calls used to summon them. Enochian
N ZNM script is properly written from right to left. Enochian is
chanted and vibrated and both Demons and angels understand and use
Enochian.
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Character Prime Requisites

—
TR

11 players will have a number of “characters” with which to
Uplay the game. Characters are projections of the players own
d identity but also have traits and quirks uniquely their own.
It is strongly recommended that players do not play every
character as if they themselves were in the adventure. If a
character is stupid, role-play and have him act stupidly. If he is
a fumble-fingered boob who has the dexterity of a hobbled camel,
have all the fun you can with him (these make good comic Thieves).
The whole idea is to have fun, to live out fantasies that could
never happen in real life. As much as possible, let the characters
play themselves. The traits they acquire from their Prime
Requisites often contain guides to conduct or descriptions of
abilities which will prove of assistance here.

The Prime Requisites are the characteristics upon which player-
characters are based. A model Character Profile Record is included
and may be Xeroxed to record the details. It is recommended that
the Record be enclosed in a plastic cover or laminated, with all of
the variable entries made with grease pencil to preserve the sheets
as long as possible.

1-6 dice.
can then

The players will need a set of percentage dice and normal
Once all of the Prime Requisites have been found a player
complete his Character Profile. There can be no “trading” of points
to raise one characteristic at the expense of another. If “well
aspected” on his “Life Horoscope” a character may make one die roll
to correct a low characteristic, but not Alignment.

There are 9 Character Prime Requisites--physical and mental trait
which influence many of the abilities and skills which a character
depends upon in the course of the game:

Dexterity [DEX] Intelligence [INT] Appearance [APP]
Constitution [CON] Wisdom [WIS] Bardic Voice [BAV]
Strength [STR] Ferocity [FER] Alignment [ALI]

Players may choose between 3 methods to determine their Character
Prime Requisites:

. Roll a 20-sided die.
. Roll two 10-sided die.
. Begin with 60 points plus 8d10 points. Thus from 68 to

140 Character Prime Requisites points are available to
purchase the Prime Requisites of a Character. The minimum
is 1 level and the cost per Prime Requisite level is 1
point up to 20. Thereafter, the additional cost is 13
points for level/21, 17 points for level/22 or 20 points
for level/23.

The human range for each of these characteristics is 1 - 23; this
range is adjusted for non-humans (see the Characteristic Modifier
tables for the non-human races). These ranges represent the minimum
and maximum capabilities of the races. The player should assign the
points and then make any adjustment for race.

Prior to assigning the characteristic points, the player should
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give some thought to what kind of character they wish to have and
what weapons, spells, and/or skills are desired for the newly
created individual. Some weapons require a great deal of Physical
Strength or Manual Dexterity, and the player should be sure to
assign enough points in those areas to use the weapons of their
choice. All magical colleges require a minimum Prime Requisite to
join and the player should be aware of these restrictions. Most
skills do not have any special requirements, but many give bonuses
for exceeding a minimum value in certain characteristics.

Race

A player may always elect to have a human character. However, if he
or she wishes to have a character in one of the special categories,
they could always adopt one with Game Master approval or they must
roll percentage dice:

Human
81-90% = E1f, Dwarf,
category.
If an E1f is chosen, the character will have
13 in Dexterity, IQ, Wisdom, and Appearance, and scores
below these minimums are corrected upward. A Noldor,
Sindar or Nandor is possible only if the minimums had
been obtained the initial rolls, without correction.
Dwarves possess a minimum 13 in Strength and 15 in
Constitution, while Hobbits have a minimum 13 in
Constitution and Dexterity. Again, adjust scores
accordingly.

or Hobbit: The player may choose the

minimum of

91-95% = Lycanthrope: The player’s character is a human who has
a were-personality and form. Refer to the Monster
chapter for the section on “Lycanthropes.”

Lycanthropes are a hidden race amongst humans, with the
ability to change into the form of a particular animal.
They are identical in appearance to humans when not in
animal form. They are somewhat bestial in nature,
adopting traits one might expect from an
anthropomorphised wolf, tiger, bear or boar. There
exists a love/hate relationship between humans and
Lycanthropes: Lycanthropes possess some degree of
animal magnetism, but, if discovered, can expect severe
treatment at the hands of humans. Lycanthropes are, on
the whole, bitter towards humans, and are not above
using humans to their advantage. There are very few
ways to tell a Lycanthrope from a human (e.g. they will
be discomforted by wolfbane) and these vary by
Lycanthrope type.

Nephilim: The character is the child of a Human woman
and a Fallen Angel. The character will have minimum of
14 in all his characteristics, scores below these
minimums are corrected upward.

97-100% = Monster: The character will be one of the following
types of monster. Monsters are often a cruel, violent
folk, liking nothing better than to loot and pillage.
Individuals test themselves against their peers,
bullying anything weaker but cowering away from
anything stronger. A strong individual will form a pack
around them, and the pack leader’s word is law. The
characteristics of each type is provided in the Monster

chapter. Roll the percentage dice again:

1-5% = Kobold 76-80% = Troll

6-10% = Goblin 81-85% = Vampire

11-15% Orc 86-90% = Dragon

16-20% Bugbear 91-95% = Legendary Beast
21-70% Uruk-Hai 96-99% = Balrog

71-75% = Ogre 100% = Player’s Choice

Age (Optional)

Once the basic type of character is decided, his age may be
determined at the start of his adventures. The base age is 13, with
1 year added for each 10% rolled on percentage dice. This guideline
is applicable to Men, Elves, Dwarves, Hobbits, and most monsters
except specials like Dragons, Undead, and the like, who must be
rated with an arbitrary fairness by the Game Master or according to
special guidelines given in the Monster descriptions.

Sex (Optional)

Whether a character is male or female is important. Men have a good
chance of being one or the other, but Elves, Dwarves, and Hobbits

tend to be male because their women are not as adventurous. Roll
percentage dice:

. Men, most Monsters: 1-75% = male, 76-100% = female.

. Elves, Dwarves, Hobbits: 1-85% = male, 86-100% = female.

Women players may either choose to be female characters or opt for
the percentage roll (in Chivalry & Sorcery, women always have
special treatment) .

Size
The size of a character affects his ability to perform most feats
of physical prowess. All determinations are made with a set of 20-

sided dice.

The Height and Frame of a character are used to determine the over-
all size and weight of a character.

Frame of a Male
1-7 = Light

Height of a Male
1-7 = Short
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8-15 = Average 8-15 = Average
16-20 = Tall 16-20 = Heavy
Height of a Female Frame of a Female
1-8 = Short 1-8 = Light
9-16 = Average 9-17 = Average
17-20 = Tall 18-20 = Heavy

The weights of characters are found by comparing their height to
the value that is printed beside it. However, the Frame of a
character will affect his weight.

Males with Light Frames reduce their weights by 1 level, so that a
man with a 6' height would have the weight of a man of 5’11". Males
with Average Frames have the weight printed alongside their height
in the following table. Males with Heavy Frames increase their
weights by 1 level, so that a man with a 6' height would have the
weight of a man of 6'1".

Females with Light Frames are quite petite, so reduce their weights
by 4 levels. Females with Average Frames reduce their weights by 3
levels. Females with Heavy Frames reduce their weights by 2 levels.

Weight affects attractiveness, so add 1 Appearance point to females
with Light Frames and subtract 1 Appearance point from females with
Heavy Frames.

Weights of characters are computed by rolling a 20-sided die and
comparing the Height and Frame of a character to the printed score:

Short Characters

20-
sided Men*** Elves**** Dwarves Hobbits
Dice: HelghtWelght*HelghtWelght* Height Weight* Height Weight* Body**
1 4'7" 87 - 3'9" 64 24" 16 -
2 rg" 91 - - 3'9" 66 2'5" 17 -
3 4'9" 96 - - 3'10" 68 2'6" 19 -
4 4'10" 101 - - 3'10" 69 2" 20 -
5 411" 106 - - 3'10" 70 28" 22 -
6 5" 111 - - 3'11" 73 2'9" 23 +1
7 571" 117 - - 3'11" 74 2'10" 25 +1
8 52" 123 - - 3'11" 75 2'11" 27 +1
9 5'3" 128 - - 40 77 3" 29 +1
10-13 5'4" 143 - - 40 79 31" 31 +1
14-15 5'5" 141 - - 4r1m 82 AV 33 +2
16-17 5'6" 147 - - 4'1" 84 3'3" 36 +2
18-20 5'7" 153 - - 4'2" 86 34 38 +2
Average Characters
1-4 5'8" 160 5'3" 115 4'3" 91 3'5” 40 +3
5-8 5'9" 167 5'4m 121 44" 96 36" 43 +3
9-12 5'10" 174 5'5" 126 4's" 102 3'6" 44 +3
13-16 5'11" 182 5'6" 132 4'6" 107 36" 45 +4
17-20 6" 189 5'7" 138 4rn 113 3T 46 +4
Tall Characters
1-4 6'1" 197 5'8" 144 48" 119 3'8" 49 +5
5-8 6'2" 205 5'9" 150 48" 122 3'8" 50 +5
9-12 6'3" 213 5'10" 157 4'9" 125 3'9" 52 +5
13-14 6'4" 222 5'11" 164 4'10" 131 3'9" 53 +6
15 6'5" 231 6" 170 4'10" 133 3'10" 55 +6
16 6'6" 240 6'1" 177 4'11" 138 3'10" 57 +7
17 67" 249 6'2" 185 4'11" 140 3'11” 59 +8
18 6'8" 258 6'3" 192 5°' 145 40 62 +9
19 6'9" 268 6'4" 200 5°' 148 41" 66 +10
20 7 278 6'5" 208 5'1m 152 42" 70 +11
6'6” 216 +11
6'7" 224 +11
6'8” 232 +11
6'9” 241 +11
6'10” 250 +11
6'11” 259 +11
7" 268 +11
7'l 278 +12
7'27 288 +12
7'3” 298 +12
7'4” 308 +12
7'5” 318 +12
*The weights of characters are measured in “Dragons,” a unit

roughly comparable to one pound.

**The “Body” refers to the physical body of a character. The values
given here and elsewhere are used to determine the degree of
physical damage a character is able to sustain before he is killed
by his wounds. The Body points awarded for various Prime Requisites
should be totaled up and the final sum entered on the Character
Profile sheet.

Nordic Barbarians of short stature roll on
table.

***Nimenéreans and
average characters

****Elves of short stature roll on average characters table.

High Elves add 1' and 20 dr.
Grey Elves add 10” and 10 dr.
Th lin R
20- Orcs Uruk-Hai
sided Kobolds Bugbears Goblins* Hobgoblins**
Dice: Height Weight Height Weight Height ngghg Height Weight Body
42" 57" 185 -
4r3" 62 5'8” 190 -
4r4n 66 5'9” 195 -
1 3'6” 51 6'5" 275 415" 73 5'10" 200 -
2 3'77 54 6'5" 275 4r6" 79 5'10" 200 -
3 3'8” 57 6'6" 280 47" 86 5'11" 205 -
4-5 3'9” 60 6'6" 285 4'8" 93 5'11" 205 +1
6-7 3'9” 60 6'7" 290 4r9" 100 6' 210 +1
8-9 3'9” 60 6'7" 295 4'10" 106 6" 215 +1
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10-11 3'10”7 62 6'8" 300 4'11" 113 6'1" 220 +2
12-13 3'10” 62 6'9" 305 5' 119 6'1" 220 +2
14-15 3'10”7 62 6'10" 310 5'1" 124 6'2" 225 +3
16-17 3'11” 65 6'11" 315 512" 128 6'3" 230 +4
18 4 68 7" 325 5'3" 932 614" 235 +5
19 41" 71 AR 330 54" 137 6'5" 240 +6
20 42" 75 72" 340 5'5" 140 6'6" 250 +7
*Goblins reduce Height by 3”.

**Hobgoblins reduce Height by 3” and weight by 30 dr.

Th iant R

20- Cave & Hill Cloud

sided Gnolls Ogres Giants Giants

Dice: glgh; Weight glgh; Weight Hglghg Weight Height Weight Body*
1 200 250 1400 11" 1400 -

2 5'8” 210 6'2” 280 12' 1700 12" 1700 -

3 5'9” 220 6'3"” 310 13" 2000 13" 2000 -
4-5 5'10" 230 64" 350 14" 2400 14" 2400 +2
6-7 5'10" 240 6'5” 380 15" 2800 15" 2800 +2
8-9 5'11” 250 6'6" 400 16" 3200 16" 3200 +2
10-11 6" 260 6'8” 450 16'6” 3400 17" 3600 +4
12-13 6'2” 280 6'10” 500 17" 3600 17'6” 3900 +4
14-15 6'3” 300 7" 600 74" 3800 18" 4200 +6
16-17 6'4” 320 72" 650 17'8” 4000 18'6” 4500 +8
18 6'5” 340 74" 700 18" 4200 19" 5000 +10
19 6'6” 360 76" 725 18'6” 4500 19'6” 5500 +12
20 6'7” 390 7'8" 750 19" 5000 20" 6000 +14
*Gnolls & Ogres divide Body bonus by 2.

The Giant Races (Trolls

20- Cave Stone & Mtn. Hill Wood Trolls
sided Trolls Trolls Trolls & Olog-Hai
Dice: Height Weight Height Weight Height Weight Height Weight Body
1 i1 1900 13" 2400 11" 1600 9" 1100 -

2 12 2200 13'1" 2420 1'2"™ 1650 9'2” 1150 -

3 13 2500 13'2" 2440 11'4" 1700 914" 1200 -
4-5 14 2800 13'3" 2460 11'6" 1750 9'6” 1250 +2
6-7 15" 3200 13'4" 2480 11'8" 1800 9'8” 1300 +2
8-9 15'6” 3400 13'5" 2500 11'10” 1900 9'10” 1350 +2
10-11 16" 3600 13'6” 2520 12" 1950 10" 1400 +4
12-13 16'6” 3800 13'7” 2540 12'2" 2000 10'2" 1450 +4
14-15 17" 4000 13'8” 2560 124" 2050 10'4"™ 1500 +6
16-17 17'6” 4200 13'9” 2580 12'6" 2100 10'6"™ 1550 +8
18 18" 4500 13'10” 2600 12'8" 2150 10'8" 1600 +10
19 18'6” 4900 13'11” 2620 12'10" 2200 10'10” 1650 +12
20 19" 5300 14" 2650 13" 2300 11" 1700 +14

Dexterity [DEX]

Dexterity is
a sure hand,
generally to
Dexterity is
character can do without it and hope to prosper.

a character’s ability to handle weapons and tools with
to parry blows, to dodge blows and missiles, and
perform acts requiring agility and coordination.

the prime requisite of Thieves and Assassins, but no
Roll a 20 sided

die:
Die Disarm Pick Pick Move Hide in
Roll Dexterity Trap Lock Pocket Silently Shadows
1 All Thumbs -15% -15% -25% -20% -15%
2 Bungling -13% -13% -20% -18% -13%
3 Uncoordinated -11% -10% -15% -15% -10%
4 Clumsy -9% -8% -13% -10% -8%
5 Awkward -7% -5% -10% -5% -5%
6 Unhandy -5% - -5% - -
7-8 Lo Average - - - - -
9-10 Average - - - - -
11-12 Hi Average - - - - -
13 Skillful - +5% - - -
14 Deft +5% +8% +5% - +5%
15 Dexterous +10% +10% +7% +5% +8%
16 Nimble +13% +13% +9% +7% +10%
17 Adroit +15% +15% +12% +10% +15%
18 Agile +18% +20% +15% +12% +20%
19 Quick +20% +25% +20% +15% +23%
20 Masterful +25% +30% +25% +17% +25%
21 (13-16) +26% +30% +26% +20% +30%
22 (17-19) +27% +30% +27% +21% +31%
23 (20) +28% +30% +28% +22% +32%
24 Inhuman
25 Demoniac

. Elves must have DEX/13+.

. Hobbits must have DEX/13+.

. Monsters must have have between DEX/9 and DEX/20.

All of the abilities acquired through one’s Dexterity tend to be
peculiar to Thieves and Assassins and are dealt with in the section
concerning their class. Hobbits and Elves, however, will have the
ability to Hide in Shadows and Move Silently.

Characters of exceptional Dexterity are very graceful and hence are
more comely. Increase Appearance by 1 point if Dexterity is over
14.

Females with Light Frames possess more Dexterity than those with
Average or Heavy Frames. Increase Dexterity by 1 point.

Males with Light Frames possess more Dexterity than those with
Average or Heavy Frames. Increase Dexterity by 1 point if not Tall.

Constitution [CON]

Constitution is a character’s “health” and “life-force”--the
capacity of the body to endure great suffering and hardship, to be
restored to life, to save from magical spells, to recover from
wounds, and to resist disease. It is also one of the factors
affecting the actual strength of a character and, most important,
his fighting ability. Roll a 20 sided die:
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Die Resurrection System Resistance
Roll nsti ion Probability** Shock*** to Disease Body
1 Scrawney 20% 25% -15% -1
2 Feeble 25% 30% -10% -1
3 Unfit 25% 35% -10% -1
4 Puny 30% 40% -5% -
5 Weak 35% 45% -5% -
6 Low Average 40% 50% - -
7 Low Average 45% 55% - -
8 Low Average 50% 60% - -
9 Average 55% 65% - -
10 Average 60% 70% - -
11 High Average 65% 75% - +1
12 High Average 70% 80% +1
13 Healthy 75% 85% +1% +2
14 Healthy 80% 88% +1% +2
15 Sturdy 85% 90% +2% +3
16 Hardy 90% 95% +3% +3
17 Robust 95% 97% +4% +4
18 Vigorous 97% 99% +5% +5
19 Vital 99% 99% +6% +6
20 Weatherproof* 100% 99% +10% +7
21 (13-16) Shatterproof 100% 99% +15% +8
22 (17-19) Unbreakable 100% 99% +20% +9
23 (20) Indestructible 100% 99% +30% +10
24 Inhuman
25 Demoniac

. Men must have between CON/1 and CON/20.

. Numenéreans and Nordic Barbarians must have CON/11+.

. Elves must have between CON/13 and CON/20.

. Dwarves must have between CON/13 and CON/20.

. Hobbits must have between CON/13 and CON/20.

. The Goblin Races must have between CON/11 and CON/20.

. Giants and Ogres must have between CON/18 and CON/20.

. Trolls must have CON/21+.

*Regenerate 1 damage point
constitution level (13+).

per melee turn per weatherproof

**Resurrection probability lists a character's percentage chance to
be successfully resurrected or raised from death by magick. The
player must roll the listed number or less, on percentile dice, for
the character to be revived. If the dice roll fails, the character
is dead, regardless of how many times he has previously been
revived. Only divine intervention can bring such a character back
again. A character's initial Constitution score is the absolute
limit to the number of times the character can be raised or
resurrected from death. Each such revival reduces the character's
Constitution score by one.

***System Shock states the percentage chance a character has to
survive magical effects that reshape or age his body: petrifaction
(and reversing petrifaction), polymorph, magical aging, etc. It can
also be used to see if the character retains consciousness in
particularly difficult situations. For example, an evil magic-user
decides he wants his hireling to be able to slip into a window of
the tall tower of a noble's castle to grab a particular magical
ring than the noble-mans wife keeps on her dresser. So, he
polymorphs his dim-witted hireling into a crow. The hireling, whose
Constitution score is 13, has an 55% chance to survive the change.
Assuming he survives, he must successfully roll for system shock
again when he is changed back to his original form or else he will
die.

Constitution affects the ability of a character to restore his
Fatigue levels. The following table gives the rate that Fatigue
points may be restored, depending upon the character’s Constitution
and activity levels:

Type of Constitution Level of the Character
Activity 1-3 4-5 6-10 11-12 13-15 16-17 18-19 20
Walking

Unencumbered/hr 0 0 ! ! 2 2 3 4
Resting/hr 2 2 3 4 5 5 6 8
Sleeping/hr 3 4 5 6 7 8 9 12

Fatigue levels may also be restored by Water of Life, Waters of

Healing, or Curative Miracles performed by Clerics.

Constitution also affects the ability of a character to recover
from wounds and other forms of physical damage. The following table
gives the rate that Body points may be restored, depending upon the
character’s constitution and activity levels:

Type of Constitution Level of the Character
Activi 1-3 4-5 6-1 11-12 13-15 16-17 18-19 20
Strenuous

- - - +
Activity/day 2 ! ! 0 0 0 1 !
Moderate

- - + + +
Activity/day 2 . 0 0 0 * 2 3
Rest/day +1/2 +1 +1 +1 +1 +2 +3 +4
Body levels may also be restored by Waters of Life, Waters of
Healing, or Curative Miracles performed by Clerics However, all

damage to the Body “cured” by such means must be subjected to rest
and recuperation time equal to the time needed to repair the damage
naturally. If no rest and recuperation occurs within 30 days after
the “cures” are performed, the character suffers double the loss to
his Fatigue maximums until the recuperation is completed.

Broken Bones, Vital Hits, Spinal Hits, and damage caused by Mummies
require 10 times the normal recuperation time for complete
recovery.

Strength [STR]

Strength measures a character's muscle power. This ability is the
Prime Requisite of all Fighters, for it has a significant effect on
physical prowess and fighting ability. Fighters must be physically
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powerful in order to wear armor, wield heavy weapons and generally
kick ass. However, it is important to all classes of character.
Roll a 20 sided die:

Die Opening Doors** Bend Bars/ Constitution
Roll Strength Standard Secret Lift Gates Minimum**** Body
1 Disabled 1 1 - 1 -1
2 Feeble 2 1 - 1 -1
3 Unfit 2 1 - 1 -1
4-5 Puny 2 1 - 2 -
6-7 Weak 2 1 - 2 -
8 Low Average 3 1 - 3 -
9 Average 4 2 - 4 -
10 Average 4 2 - 5 -
11 Average 4 2 - 6 -
12 High Average 4 2 6 -
13 Muscular 5 2 - 7 +1
14 Strong 5 2 - 7 +1
15 Powerful 6 2 1 8 +2
16 Mighty 7 2 2 9 +3
17 Puissant 8 2 3 10 +4
18 Lordly 9 3 4 11 +5
19 Herculean 10 3 5 12 +6
20 Superhuman* 10 4 6 13 +7
21 (13-16) Titanic 10 5 7 13 +8
22 (17-19) Irresistible 10 5 8 13 +9
23 (20) Invincible 10 6 9 14 +10
24 Inhuman
25 Demoniac

. Numenéreans and Nordic Barbarians must have STR/9+.

. Women and Female Elves cannot exceed STR/17.

. High/Grey Elves must have STR/13+.

. Wood Elves must have between STR/11 and STR/20.

. Dwarves must have between STR/13 and STR/20.

. Female Dwarves cannot exceed STR/19.

. Hobbits cannot exceed STR/17.

. Female Hobbits cannot exceed STR/14.

. Kobolds must have between STR/9 and STR/15.

. Goblins and Orcs must have between STR/9 and STR/16.

. Bugbears, Hobgoblins and Uruk-Hai must have between

STR/12 and STR/20.

. The Giant Races must have STR/20+.

*Superhuman strength is possessed only by Men and Elves. Roll a 20-

sided die again. If the second result is over 12, the character’s
Strength is taken from one of the bracketed Strength levels. Add 1
x WDF per superhuman strength level (13+).

**Doors in dungeon complexes are opened by rolling a 1-10 die.
Doors are opened by obtaining a result within the limits indicated
for a particular Strength. For example, a man with Strength 11 will
open a standard or ordinary door on a roll of 1-4 and a secret door
or panel on 1-2. Only one attempt may be made to open any door per
turn, and only one character may attempt to open it. Locked doors
cannot be opened until the lock is picked, but characters with
Strengths of 17+ can break the lock and open a door on 1-2.

***Bend Bars/Lift Gates stares the character's chance (rolled on a
1-10 die) to bend normal iron bars, lift a vertical gate

(portcullis) or perform a similar feat of enormous strength. If the
attempt fails, the character can never succeed at that task but he

can try to bend the bars on a gate that he couldn't 1lift, and vice
versa.
****The Constitution of a character affects his Strength. If a

character’s Constitution level is below the minimum value needed
for a particular Strength level, reduce the Strength of the
character to the level indicated by the Constitution Minimum.

Females are weaker than males. Strength Factors must be reduced for
females. For women with Heavy Frames, reduce the Strength Factor by
.1; Average Frames by .2; and Light Frames by .3.

The Strength Factor is used to compute the fighting capability and
the weight bearing capacity of a character.

Intelligence [INT]

Intelligence is a character’s ability to reason in a logical
manner. It is also the index of his ability to engage in scholarly
research, to acquire new languages, and to remember and understand
magical spells. Only those of the highest Intelligence can
comprehend the mighty magick of 1lth-level spells. It reflects an
ability to make an accurate assessment of combat situations and to
choose effective tactics. It is, last of all, the Prime Requisite
of all Magick Users. Roll a 20 sided die:

Detect Limit toAbility toAbility
Die Language Secret Detect Level of remember to Read
RollIntelligenceFacility Door Traps Research Spells Well Body
1 Drooling 1 spoken-20% -20% 0 10% None -1
Idiot

2 Cretin 1 spoken-18% -18% 0 15% None -1
3-4 Lack-wit 1 spoken-15% -15% 0 20% None -1
5 Dim-wit 1 spoken-12% -12% 0 25% None -1
6 Half-wit 1 spoken-10% -10% 0 28% None -1
7 Dull-wit 1 spoken-5% -5% I 30% None -
8-9 Lo-Average 1/L lwr - - II 35% 40% -
10 Average 1/L 2wr - - III 40% 50% -
11 Average 1/L 3wr - - v 50% 55% -
12 Hi-Average 2/L 4wr +5% - v 55% 60% -
13 Bright 3/L wr +6% - VI 60% 65% -
14 Very Bright 4/L wr +7% +5% VII 65% 70% +1
15 Smart 5/L wr +8% +6% VIII 70% 75% +1
16 Ingenious 6/L wr +10% +8% IX 75% 80% +2
17 Scholary 7/L wr +12% +10% IX 85% 85% +2
18 Brilliant 8/L wr +15% +12% X 90% 90% +2
19 Genius 9/L wr +18% +15% XI 95% 95% +3
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20 Visionary 10/L wr +20% +20% XI 100% 96% +3
21 (13-16) 11/L wr +22% +22% XI 105% 97% +4
22 (17-19) 12/L wr +25% +22% XI 105% 98% +5
23 (20) 13/L wr +27% +25% XII 110% 98% +6
24  Inhuman
25 Demoniac

. Numenéreans must have INT/10+.

. Elves must have INT/13+.

. Monsters must have between INT/1 and INT/12.

This ability gives only a general indication of a character's
mental acuity. A semi-intelligent character (INT 3-4) can speak
(with difficulty) and, lets just say, he's not the sharpest tool in
the shed. He is apt to react instinctively and impulsively. He is
not hopeless as a player character, but playing such a character
correctly is nor easy unless you are an extremely skilled player. A
character with a low intelligence (INT 5-7) could also be called
dull-witted or slow. An intelligent person (INT 11-12) picks up new
ideas quickly and learns easily. A highly intelligent character
(INT 13-15) is one who can solve most problems without even trying
very hard. One with exceptional intelligence (INT 16-18) is
noticeably above the norm. A genius character (INT 19+) is
brilliant.

A character beyond genius is potentially more clever and more
brilliant than can possibly be imagined. However, the rare
capabilities of a mind lie not in numbers such as IQ, Intelligence
scores, or whatever. Many intelligent, even brilliant, people in
the real world simply fail to apply their minds creatively and
usefully, thus failing far below Men own potential. Don't rely too
heavily on your characters Intelligence score; you must provide
your character with the creativity and energy he supposedly
possesses!

Language Facility refers to the ability of a character to learn to
speak, read, and write new languages. Characters below INT 8 cannot
learn to read and write at all (but they may be able to read after
a fashion if their INT’s have been reduced magically), and they are
limited as to the number of languages they can speak. At INT 8, a
character acquires the ability to read and write.

Remembering Spells refers to a character’s
on spells which he has committed to memory
remembering them correctly.

ability to concentrate
and his chance of

Reading Well refers to a character’s ability to read correctly.
Since accuracy is vital in the casting of spells, errors here can
be disastrous.

Research Limits refer to a character’s limits of understanding when
attempting to learn the secrets of Magick spells.

Detecting Secret Doors and Detecting Traps refer to a character’s
ability to find such hidden things. These are dealt with in the
chapter on Thieves and Assassins.

To read a “modern” language (currently used in the world) requires
2 language points. To speak a “modern” language requires 1 language
point.

To read an “ancient” language requires 3 language points. Since all
Magick Books and Scrolls are written in the ancient tongues, a
Magick User is in need of as many languages as he is capable of
learning if he is to be proficient in the Arcane Arts.

Language points are awarded for INT’s of 8+. An entry of 1/L means
that 1 language point is awarded per level. “Wr” indicates that a
character may read and write. Any number preceding a “wr” means
that no more than the number of languages indicated may be learned
for purposes of reading and writing, but there is no limit to the
number of languages that may be spoken.

Language Points are expended to learn a language. One language
point may be expended according to the following time scale:
Time to Learn

Average of Average of Time to Learn

INT + BAV Spoken Language INT + BAV Written Language
1-7 18 weeks 8-11 24 weeks
8-11 16 weeks 12-14 18 weeks
12-16 12 weeks 15-16 15 weeks
17-18 9 weeks 17-18 12 weeks
19 6 weeks 19 9 weeks
20 3 weeks 20 6 weeks
21-23 2 weeks 21-23 4 weeks

Spoken Languages may be acquired according to
expenditures of language points:

the following

Language Type Minimal Fluenc Fluenc Like a Native
Human Tongues 1 (9) 3 (14) 5 (23)
Elven Tongue 3 (9) 5 (15) 8 (25)
Dwarvish 3 (9) 5 (15) 8 (25)
Goblin Tongues 2 3 5
Feline Tongues* 4 7 9
Canine Tongues* 4 7 9
Hooven Tongues* 4 6 8
Rodent Tongues* 4 6 8
Avian Tongues* 6 9 12
Saurian Tongues* 6 (1) 9 (2) 12 (3)
Intelligent Saurian 9 (1) 15 (3) 25 (6)
Ancient Tongues 1 (6) 3 (12) 5 (16)

*Languages: Animal languages, usually accessible only to Forester
Mages and to Enchanters, although other Mages specializing in
"nature" magick could acquire them. Shaman Mages, for instance are
able to learn the tongue of their Totem Spirits and thus the
animals their Totems protect, etc.

. Human Tongues: All languages spoken by members of the
human or Hobbit races.
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. Elven Tongue: Elven language; must be taught by an E1f.
. Dwarvish Tongue: Khuzdul, virtually never taught to non
Dwarves; Dwarves normally speak in Nordic languages when

amongst strangers.

. Goblin Tongues: Language (s) spoken by all Kobolds, Orcs,
Goblins, Hobgoblins, Trolls, etc., (Trolls may also have
Nordic as their native tongue).

. Intelligent Saurian: Hss'Taathi tongues, languages so

difficult that only truly high-ability characters can
begin to master them. Also "Auld Wormish" or Dragonish.
Bracketed values are costs for Saurians to learn.

. Ancient Tongues: "Dead Languages"; all high-level magical
spells and especially ancient lore and black magick are
written in these languages and must be incanted in them
to cast such magick.

Minimal Fluency: Character is able to understand and to speak just
well enough to understand basic concepts, ask simple questions,
etc. Roll (INT + WIS)/2 - 5 Understanding Language CR.

Fluency: Character is very capable of expressing himself or
understanding what is said to him. Roll (INT + WIS)/ 2 - 2
Understanding Language CR.

Like a Native:
cannot detect

Character is so fluent that a native-born person
an accent. Understanding is automatic.

Dialects: A language may have several dialects; cost to learn these
once basic language is acquired is 1/3 normal cost of Like a
Native, rounded off. (Otherwise, treat Understanding a Dialect as
equal to Fluency, once the basic language is learned. Minimal
Fluency cannot understand dialect variations.)

The cost expenditures are cumulative. Thus once minimal fluency is
attained with a Human Tongue, for instance, 2 additional points
must be expended for Fluency and 4 for "Native" fluency.

Written Languages cost a standard 3 points to learn, once Fluency
is acquired in the oral tongue. Ancient Tongues are an exception in
that they cost 3 points for minimal understanding (-2d20% from
Ability to Read Well), 6 points for Fluency (-1d20% from Ability to
Read Well), and 12 points for "Native" skill (Reading Ability). The
penalties applied for fluency only with a "normal" language is
-1d20% from Reading Ability, and none for "Native" skill.

A Game Master could have as many Human Tongues as he wants for his
campaign. The same is, in fact, true for all other tongues except
Elven and Dwarvish.

The most significant point about languages is that a character
cannot read something unless he has learned to do it. Depending
upon the type of society one has in a fantasy campaign, some
characters would not be inclined to read at all (attitudes of some
knights and fighting men on the idea of a member of their class
actually learning such "sissy" and "unchivalric" stuff).

Since scrolls and books are written in one language or another, it
is in the interests of a character working with such items to
acquire a wide knowledge of languages as possible, especially the
Ancient Tongues in which magick tends to be written. This sort of
thing occupies a large portion of an Apprentice Magick User's spare
hours. (Treat each language point expended as equivalent to
learning a level 1 spell for experience. Languages can be learned
simultaneously with other magical activities, such as learning a
spell, enchanting, etc.)

Clearly, if a character cannot read something, anything like a
Manual or Book that could have an effect on him (character change:
increase/decrease in experience, etc.), then nothing will happen to
him. One must read an Evil Book to have one's mind affected, not
merely hold it in one's hands. One must read a book on combat in
order to have one's fighting efficiency increase as a result of the
new insights learned. That kind of magick isn't "hocus pocus".

Reading a scroll is a function of the person's fluency. A character

fluent in the oral language could read a scroll (page) in 60
minutes - INT - WIS. By extension, a Book would be read in the time
taken to read a scroll (page) x number of pages. "Native" skill

with the oral language would reduce the time by 1/2.

If the time taken to read seems a bit long to you, consider the
following remarks by St. Augustine. It seems that there was a man
who literally attracted scholars from all over. Those scholars came
to be amazed at his ability to actually read without moving his
lips or using his finger to keep his place on the page! Be thankful

that your fantasy character can read at all -- in actual history,
only a fractional percent of the population could read or write.
Don't ask for the moon.

Incidentally, reading magical scrolls to cast spells will not
necessarily be such a simple matter. With 60 minutes - INT - WIS, a
character with INT/18 and WIS/18 will require 14 minutes -- almost

1 turn. This is not significantly different from standard practice.
But without "Native" fluency, his reading ability can drop -1% to
-20%. That can make life interesting!

Seeing as a character now has the time to realize what he is
reading, the potentially damaging effects of some Books can be
guarded against by a simple WIS CR. A wise man will know enough to
stop reading, unless there is a curse on the book which prevents
the exercise of Wisdom. Roll 1d20; if the dice are equal to or
lower than Wisdom of the reader, he can stop under normal
conditions. Also, a Wisdom CR could be made to see if the character
sees the Wisdom in following the advise given for possible
benefits: Will the Fighter train according to the directions in the
Manual or not? That's a Wisdom decision.

Wisdom [WIS]
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Wisdom denote’s a character’s ability to make wise decisions in
accordance with his philosophic, religious beliefs and describes a
composite of the character's enlightenment, judgment, guile,
willpower, common sense and intuition. It also is all indication of
how effectively a character can take learned knowledge and apply
it. Wisdom also affects the characters resistance to magical
attack. It is the prime requisite of clerics and druids. Roll a 20-
sided die:

Die

Roll Wisdom
1 Witless The character is utterly unpredictable and will
be directed by random determinations whenever
faced with difficult decisions. Reduce INT by 5
points. (However, if INT is over 15, increase
Wisdom by 1 point before the INT reduction.)

The character will behave in a brash and
headstrong manner. He is not Clerical material.
Random determinations should be made whenever he
must make difficult decisions. Reduce INT by 3
points. (However, if INT is over 15, increase
Wisdom by 1-3 points before the INT reduction.)
The character is naive and simple-minded. Reduce
INT by 2 points. (However, if INT is over 15,
increase Wisdom by 1-3 points before the INT
reduction.)

The character is imprudent when faced with
decisions, often jumping to a conclusion when he
bestirs himself to act on the dimly perceived
facts. Reduce INT by 1 point. (However, if INT is
over 15, increase Wisdom by 1-2 points.)

The character is fairly wise when faced with most
problems.

The character reads other men’s characters well
and tends to make sound decisions.

The character is a shrewd judge of others and
acts wisely.

The character is a careful,
Increase INT by 1 point.
The character sees deeply into any problem and
never acts hastily. Increase INT by 2 points.

The character is a man of great breadth and depth
of thought. Increase INT by 3 points.

The character is a deeply contemplative
personality who gains full insights into problems
confronting him. If a Magick User or Cleric, he
gains +5% when casting spells or performing
miracles. Increase INT by 4 points. In
adventures, he has a 20% chance of calling upon
his “higher faculties” (the Game Master) to give
him added insight (extra hints about what he sees
in front of him), expending 1 turn in inactivity
and 1-3 fatigue points to do so.

Foolish

Simple

Unwise

Average
13-14 Discerning
15 Penetrating
16 Astute meticulous thinker.
17 Wise

18 Inspired

19 Profound

20 Visionary The character is truly wise and he gains +10%
21 (13-16) when casting spells or performing miracles if he
22 (17-19) is a Magick User or Cleric. Increase his INT by 5
23 (20) points. He also has a 25% chance of calling upon
his higher faculties.

24 Inhuman
25 Demoniac

. Elves must have WIS/13+.

. Monsters must have between WIS/1 and WIS/14.

Understanding Mechanisms: Characters with INT and Wisdom scores
above are able to intuitively understand the operation of
mechanisms such as large traps, machines, and the like. From a
basic chance of understanding of 10%, add +5% for each Wisdom point
above 14. Only one attempt may be made by a character to understand
a mechanism, with understanding coming in 1-6 turns. If he is
successful, the basic function of the mechanism must be revealed to
him. Artificers must possess this talent if they are to be truly
successful in their trade as Mechanicians.

Ferocity [FER]

Ferocity is far more than a simple blood lust that might be
observed in battle. Rather, it is a peculiar kind of determination
to win through, no matter what the activity might be. Ferocity is
the morale level of the Character, a driving force behind his
entire personality which prevents him from despairing and giving up
in difficult situations. Ferocity is simply the refusal to give in
to defeat. Ferocity is also a measure of a character’s self control
of mind and body, especially in stressful situations. The Ferocity
represents a character’s ability to concentrate, and the degree to
which their will can be used to counter their instincts (when, for
instance, the character might be attempting an action which could
be suicidal). Such a quality is vital to ambition, and any
Character desiring to better himself needs it in abundance if he is
to overcome his ingrained tendency to accept things as they are.
Roll a 20 sided die:

Die

Roll Ferocit Description

1 Spineless Coward: The character is sadly lacking in natural
2 Craven Ferocity and had a limited chance of resisting

3 Cowardly any form of fear or intimidation.

4 Fainthearted

5 Fearful

6 Timid Mild Temperament: Inwardly, the character doubts
7 Meek his real abilities and can easily be pushed

8 Hesitant around by others if he is not careful. When faced
9 Cautious by truly serious opposition, he could back clown
10 Prudent to avoid unpleasantness. In a battle, such people

require the example of their leaders to steady
them and give them heart in adversity. If let
clown by the leader, they can easily desert or
rout in droves. Also, since the FER CR of the
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leader is used to check the morale of a group,
those of Mild Temperament should not be used as
commanders if at all possible.

Determined: The character is capable of putting
up fair resistance to adversity, but he has his
limits. In extreme situations, he may find the
courage to go on within himself, but will look to
his leaders if they are present.

Ferocious: The character has a decidedly
“ferocious steak” and an exceeding good chance of
meeting any threatening situation with defiance
and resolution.

11 Confident

12 Bold

13 Stout-hearted
14 Courageous

15 Stalwart
16 Resolute
17 Dauntless
18 valiant
19 Fearless
20 Heroic

21 (13-16)
22 (17-19)
23 (20)

Heroic: The character has the stuff from which
true Heroes are made. He can summon the reserves
of courage needed to attempt dangerous and
desperate deeds, inspiring others as he does so.
Surrender? Never!

24 Inhuman

25 Demoniac
. Numenéreans and Nordic Barbarians must have FER/11+.
. Wood Elves must have FER/11+.
. Grey Elves must have FER/13+.
. High Elves and Dwarves must have FER/15+.
. Ogres must have FER/18+.
. Trolls must have FER/15+.
. Giants must have FER/9+.

Appearance [APP]

Personal Appearance is the degree of attractiveness or ugliness of
a character as perceived by the humanoid races. Appearance is a
characteristic representing a character’s Physical Beauty compared
to the aesthetic standards of the main sentient races. It is in no
way a reflection of a character’s personality. Specific reactions
to Appearance are also influenced by the observer’s race and
gender. The Appearance values for monsters describe how that
monster appears to a character, and not to another monster of the
same race. Appearance can be increased or decreased temporarily by
magick, and decreased permanently by disfigurement. Roll a 20-sided
die:

Die

Roll Appearance

-

Hideous The character is ugly enough to frighten himself
when he looks in a mirror provided the mirror
survives the experience long enough for him to
see his reflection. Those viewing a character
with Appearance this low are repulsed and
horrified, so as to turn away or attempt to
destroy the creature that is so offensive to the
sight. If the individual is powerful, his
appearance will make others tend to want to
escape. If both viewer and creature are of
Chaotic alignment, the effect is that of a
positive Appearance of the same total. +15%
chance of Surprise and reduce Charisma score by
5 points. He has no chance of romance -- even
with magical help.

2 Frightful The character is incredibly repulsive in
appearance. Those viewing creatures with
Appearance in this range display disgust,
evidenced by a tendency to look away. They will
revile the individual, and act hostile in
general. Under no circumstances will the viewers
accept this character unless all are of Chaotic
alignment, so that the negative Appearance can
be regarded as positive. +5% chance of Surprise
and reduce Charisma score by 4 points.

3-4 The character is extremely unattractive and
others will not look at him often. All viewers
will evidence aversion and a desire to be away
from so ugly a creature. If given an excuse,
those near the individual will be hostile and
openly aggressive: otherwise they will merely
tend toward rejection. Reduce Charisma score by
3 points.

Ugly

5-6 Unsightly  Such an individual is simply ugly. The reaction
evidenced will tend toward unease and a desire
to get away from such brutishness as quickly as
possible. If given the opportunity, the
character's Charisma can offset ugliness, but
this requires a fair amount of conversation and
interaction to take place. Reduce Charisma score

by 2 points.

The character is not attractive nor
unattractive. Reduce Charisma score by 1 point.

Plain

Average The character possesses no particular beauty but
is not unpleasing to the eye. Being average
makes it easy to “blend in with the crowd,” a
trait most valuable to Thieves, Assassins, and
Spies because it permits successful disguise.
13-15 The character is

Fair rather handsome or pretty.

16-17 The character is Increase Charisma

score by 1 point.

Attractive quite comely.

most attractive to members of
Increase Charisma score by 2

The character is
the opposite sex.
points.

18 Handsome
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19 Striking The character possesses beauty and grace enough
to cause heads to turn and is almost
irresistible to members of the opposite sex.
Increase Charisma score by 3 points when dealing
with members of the opposite sex but only 2
points with members of own sex. Frightful and
Hideous people hate the character on sight, if

of the same sex.

20 Beautiful The character is so fair of face or figure that
all members of the opposite sex are literally
“putty” in his/her hands. However, most members
of the same sex are extremely jealous if Hideous
to Plain. Increase Charisma by 5 points with
members of the opposite sex, by 3 points with
same sex; but reduce Charisma by 3 points when
dealing with Hideous to Plain people. Also

increase the chance of Surprise by +10%.

21 (13-16)

22 (17-19)

23 (20)

24 Inhuman Fascinate-like power affects all except those
with Wisdom 20+. An individual of the opposite
sex who is consciously sought by the possessor
of such unearthly beauty will always be under
the "spell" of the individual with such beauty.
The Fascinate-like power of high Comeliness is
similar to the charm person spell. Those subject
to this power will be captivated by the user,
and treat him as a trusted friend, mentor and
companion. Fascinated creatures will follow the
orders of characters with high Appearance,
provided a WIS CR does not exceed the Appearance
of the character. Requests that are not in the
best interest of the creature or are hazardous
can add up to +6 or more to this roll. If the
roll is higher than the user's Appearance, the
Fascinate-effect is broken.

If a once-Fascinated creature has been badly
treated and breaks free of this enrapturement,
the creature will react as if the character's
Appearance was a negative amount. If the
creature has been well treated, it may still be
friendly to the character even after the
Fascination has worn off.

25 Demoniac

. Humans, Dwarves & Hobbits cannot exceed APP/20.

. Numenéreans and Nordic women must have APP/10+.

. Elves must have APP/13+.

. The Goblin Races must have between APP/1 and APP/8.
. Ogres must have between APP/1 and APP/5.

. Trolls must have between APP/1 and APP/8.

Wounds to the head have a 50% chance of marring looks and reduce
Appearance by 1 point. Women have a 50% chance of hiding 3 points
of damage with cosmetics.

Bardic Voice[BAV]

Bardic Voice is the Prime Requisite of all artists and entertainers
and represents all artistic talent in general, but especially the
power of the spoken and the sung word. It can be substituted for
Charisma, for the man with a “silver tongue” can “enchant” his
listeners with the power and beauty of his words. Roll a 20 sided
die:

Die

Roll Bardic Voice

1-4 Inarticulate The character is practically unable to
express even the simplest thoughts. Reduce
Charisma by 3 points if not above average in

Appearance.

Halting The character can make himself understood,
but his listeners have to be patient and
considerate. Reduce Charisma by 2 points if

not above average in Appearance.

7 Colourless The character can speak more or less clearly,
but his style is so lacking that he cannot
hope to impress anybody by the weightiness of
his ideas. Reduce Charisma by 2 points if not
above average in Appearance.

Average The character is not particularly lacking in
power of voice.

Eloquent The character is capable of catching the
attention of others with the force and
fluency of his speech. Increase Charisma by 1
point.

17 Elegant The character cannot help but impress his
listeners whenever he speaks. Increase
Charisma by 2 points.

18 Poetic The character has a real talent, for his
voice has caught the “music” of speech and
always finds the right rhythm, tone, and
pitch to suit the occasion. Increase Charisma
by 3 points.

19 Bardic The character is a true poet, and his words
carry a “visionary” quality which enthralls
the listener. Increase Charisma by 4 points.
If a military leader, increase Military
Ability by 1 point.

20 Orphic The character has,

literally, the ability to
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21 (13-16) charm a creature with the beauty and wonder
of his voice. Increase Charisma by 5 points.
22 (17-19) If a military leader, increase Military
Ability by 1 point.
23 (20) vy LR
24 Inhuman
25 Demoniac
. Humans, Dwarves & Hobbits cannot exceed BAV/20.
. Elves must have BAV/11+.
. Monsters must have between BAV/1 and BAV/14.

Charisma [CHR]

Charisma is the ability of a character to arouse popular loyalty
and enthusiasm by the force of his own personality and reflects his
ability to command men in battle. It is a natural talent growing
out of his other characteristics. To find a character’s basic
Charisma, add his Intelligence, Wisdom, Appearance, Bardic Voice,
and Dexterity scores, and divide the total by 5. If he is over 6
feet tall, add 1 point. If he is over 15 in Strength, add 1 point,
and if Superhuman add 3 points. Add all bonuses to the total.

1-2 Insignificant:
whatsoever.

The character has no appeal as a leader

Unappealing: The character can command small numbers of men
if delegated the authority but cannot inspire large
numbers. Reduce morale checks by -15%.

Unimpressive: The character is “charismatic” enough to be
able to lead men but is not a tower of strength to them.
Reduce morale checks by -10%.

Average: The character can command men, but characters of
equal rank or Charisma will prove “difficult” to handle.
Reduce morale checks by -5%.

13-15 Influential: The character commands by force of his own
will and personality, but does his best when delegated
authority by a more charismatic leader. Still, his men will
follow him with enthusiasm and confidence.

16-17 Commanding: The character is a “leader of men” and his
followers tend to be loyal and steady in battle. Increase
morale checks by +5%.

18 Dominant: The character has all of the makings of a
successful leader, for so strong is his influence over his
followers that they will often march into the very “jaws of

death” if he orders it. Increase morale checks by +10%.

19 Command Presence: The character has a “noble” bearing that
impresses all who meet him, commands unswerving loyalty
from most of his followers, and cuts a lordly figure at all

times. Increase morale checks by +15%.

20+ Charismatic: The character has a “royal” bearing, the
of Eagles” that one expects of a mighty leader. His
followers are totally loyal (no thought of any betrayal)
and never check morale in battle so long as he can be seen.
When he fights alongside a particular unit (Campaign
Battles), his men fight with +1 on all morale and combat
determinations because his eyes are upon them. In close
individual combats, increase morale checks by +20%.

“look

Alignment [ALI]

Alignment is an important factor in developing a character and a
crucial aspect of "role" playing. Whether we are consciously aware
of it or not, every person has his or her own code of ethics and
morals as a sense of justice and what constitutes good and evil,
right and wrong. It is this sense of right and wrong that helps to
build out moral fiber and mold our behavior and reactions to
people, events, and circumstances in the world. It is this code
that makes the thought of stealing or hurting somebody abhorrent to
one person, but acceptable to another.

The alignment of a character is his or her view of world, justice,
honour and the value of life. Alignments should be regarded as a
guideline for the character that will indicate how he or she is
likely to react to any given situation, violence, and good and
evil.

It is natural to have conflicted emotions and want to give in to
hatred or anger and kill or hurt, but characters of a good
alignment are not likely to give in to such dark emotions.
Similarly, a chaotic character may, to his surprise, suddenly find
compassion, or a sense of loyalty to another character, and find
himself wanting to help him (which he may or may not do). Moral
dilemmas and the conflict they bring are part of life. It is
natural to have such feelings even when playing a fictional
character. It's also what adds to the drama of a situation and part
at makes role-playing fun.

Lawful characters are those serving the forces of Good. They tend
to be quite restricted in their moral options, for they usually do
the “right” or “just” thing. Game Masters and other players should
point out errors in behavior immediately, for they are totally out
of “character.”

Neutral characters are not overly moral, but neither are they evil.

Chaotic characters tend to opt for dishonesty, evil, and treachery,
but may be steadfast in their loyalty to a leader who rewards them.

Alignment should not be regarded as meaning that Lawful and Chaotic
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characters must immediately attack each other,
have a “right” to do it.
opposite Alignment to develop deep respect for each other,
friendship is not impossible.

or even that they
It is in fact possible for characters of
and

Even the most Chaotic of characters

will have his code of honour. Alignment is merely a guide to
players so that they can build their character’s personality in an

orderly manner.

Die
Roll

1

10-13

14-15

16

17

18

19

20

ALI
Score

1-2

3-7

Roll a 20-sided die:

Lawful Alignment

Saintly: The character will take Holy Orders or join a
Fighting Order. Wisdom is a predetermined 15+. He is an
implacable foe of all Chaotics and “heretics.”

Devout: The character will take Holy Orders or join a
Fighting Order. Wisdom is a predetermined 13+.

Good: The character chooses the “right” path at all times,
eschewing the ways of evil and temptation.

Virtuous: The character seeks the “best” path and,
he fails at times to do the right thing, he makes
restitution afterward and does penance.

though

Worthy: The character tries to live by a high standard but
slips on occasion.

Trustworthy: The character has flaws in his moral fibre but
attempts to meet his commitments and do his duty out of a
firm sense of self-respect.

Honourable: The character can be counted on to do the
hourourable thing.

Neutral Alignment

Law Abiding: The character is tempted by self-interest but
does the “socially correct” thing, particularly with
respect to all matters governed by custom and legality.

Wordly: The character is knowledgeable in the ways of the
world and sees moral issues in the grey half-tones of his
self-interest. He will not be a party to truly evil conduct
but sees no real impediment to a little larceny or mayhem
if it brings a profit.

Corruptible: The character sees his duty as beginning with
himself. He is not evil, but he has his price.

Chaotic Alignment

Unscrupulous: The character has no real scruples when it

comes to his picking a pocket or slitting a throat. If he
can he will try to weasel out of any of his obligations or
cheat his friends. Yet he also cares about his reputation.

Base: The character will stoop pretty low on occasion, pays
lip service to all of the conventional prattling about good
and decency, and never lets himself be blinded to a
profitable deal when he sees it.

Immoral: The character is corrupt to the core; Capable of
great iniquity and depravity, he enjoys every minute of it.
This is the character of the true “robber baron.”

Villainous: The character is capable of real depths of evil
and no moral code or conscience worth speaking of. If he
has any friends they have learned to count their fingers
after shaking hands with him and never leave their backs
unguarded in his presence.

Diabolic: The character is the complete Chaotic -- so
utterly void of any sense of right and wrong and devoted to
hellishness in all its forms that there is no crime, no
atrocity, no sacrilege that he will refrain from
committing. This malevolent personality is true Evil
Incarnate, so fiendishly demoniacal that even the Dark One
is ashamed of his excesses at times.

Elves must be of Lawful Alignment except for those having
a cursed destiny.

Hobbits must be of Lawful or Neutral Alignment.

Nephilims must be of Lawful or Chaotic Alignment.
Monsters must be of Neutral or Chaotic Alignment.

Code of Honour

Saintly, Devout

1. Always keep his word.

2. Avoid lies.

3. Never kill or attack an unarmed foe.

4. Never harm an innocent.

5. Never torture for any reason.

6. Never kill for pleasure.

7. Always help others.

8. Work well in a group.

9. Respect authority, law, self-discipline and
honour.

10. Never betray a friend.

11. Never break the law unless conditions are
desperate. This means no breaking and entry,
theft, torture, unprovoked assaults, etc.

Good, Virtuous, Worthy, Trustworthy, Honourable

1. Keep his word to any other good person.

2. Lie only to people of selfish or evil alignments.
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Never attack or kill an unarmed foe.

Never harm an innocent.

Never torture for pleasure, but may use muscle to
extract information from criminals or evil
characters.

Never kill for pleasure; will always attempt to
bring the villain to justice alive no matter how
vile he may be.

Always help others.

Attempt to work within the law whenever possible.
Bend and, occasionally, break the law when deemed
necessary. This means they may use strong-arm
techniques, harass, break and enter, theft, and
SO on.

Never betrays a friend.

Wordly

Have a high regard for life and freedom.
Keep his word of honour.

Lie and cheat if necessary (especially to those
of anarchist and evil alignments) .

Will not kill an unarmed foe (but will take
advantage of one).

Help those in need.

Not use torture unless absolutely necessary.
Work with a group, especially if profitable.
Never harm an innocent.

Never kill for pleasure.

Dislike authority.

Never betray a friend.

14-15 Corruptible

-

10.

May keep his word.

Lie and cheat if he feels it necessary.

Not likely to kill an unarmed foe, but will
certainly knockout, attack, or beat up an unarmed
foe.

Never kill an innocent
particularly a child.
Not likely to help someone without some ulterior
motive (even if it's only to show-off).

Seldom kill for pleasure.

Use torture, although distasteful,
means of extracting information.
Does not work well in a group (this is the cocky
loudmouth who is likely to do as he damn well
pleases) .

Have little respect for self-discipline or
authority.

May betray a friend.

(but may harm or kidnap),

if necessary

16-17 Unscrupulous, Base
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18-19 Immoral,

-

10.

11.

Diabolic
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Always keep his word of honour (he is honorable).
Lie to and cheat those not worthy of his respect.
May or may not kill an unarmed foe.

Not kill (may harm, kidnap) an innocent.

May or may not kills for pleasure.

Use torture to extract information.

May or may not help someone in need.

work with others to attain his goals.

Respect honour and self-discipline.

Will betray a friend if it serves his needs.

Villainous

Not necessarily keep his word to anyone.
Lie to and cheat anyone; good or evil.
Most definitely attack an unarmed foe
the best kind) .

Use or harm an innocent.

Use torture for extracting information and
pleasure.

May kill for sheer pleasure.

Feels no compulsion to help without some sort of
tangible reward.
Work with others if
personal goal.

Kill an unarmed foe
potential threat or
Has no deference to laws or authority,
work within the law if he must.

Will betray a friend.

(those are

it will help him attain his

as readily as he would a
competitor.
but will

Rarely keep his word (and has no honour) .

Lie to and cheat anyone; good or evil.

Most certainly attack and kill an unarmed foe.
Use, hurt and kill an innocent without a second
thought or for pleasure.

Use torture for information and pleasure.

Kill for sheer pleasure.

Likely to help someone only to kill or rob him.
Not work well within a group (consistently
disregarding orders to do as he please).
Despise honour.

Betray anyone.
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Sanity

anity is crucial to Exorcists and Summoners. It is find by
] Jrultiplying FER x5. The characteristic SAN (Sanity) is the
.“‘p 4register of character flexibility and resilience to

mmeodl cmotional trauma. Those characters who start with high SAN
find it easier to rationalize traumatic events or to repress
horrific memories. Those with lower SAN are mentally fragile and
more susceptible to emotional upset. Most Demons and some
supernatural events cost Sanity points to encounter, and Black
Magick spells cost Sanity points to learn and to cast.

In an unnerving or horrifying situation, the character will check a
FER roll. An unsuccessful FER roll always costs the character
Sanity points. A successful roll costs no points or relatively few.
Insanity in a character is triggered when too many Sanity points
are lost in too short a time, causing temporary insanity or
indefinite insanity. To remain active the character's insanity must
be of a sort that can be effectively role played. If time is of the
essence, the GameMaster may roll on the Mental Health table, but as
a matter of course the GameMaster should choose the insanity to
match the situation which prompted it, and attempt to characterize
the insanity in concert with the player and the character. An
insane character may return to sanity after a few rounds, or may
need months to recover. If Sanity points reach zero, the character
needs lengthy rest.

War, abuse, or any other strong personal experience can scar
feelings. Sanity is ordinarily lost in a few specific ways.

1) In casting summoning spells, characters perform
visualizations of the unimaginable, and their minds must
follow alien ways of thought. These wound the mind. Such
traumas are ones for which the casters volunteered, it is
true, but they are shocks all the same.

2) When studying and comprehending Demonic books, all that
we know as true becomes like shadow. The burning power of
a greater and more horrible reality seizes the soul.
Whether we try to retreat from the experience or hunger
greedily for more of it, we thereby de-emphasize and lose
confidence in what we once believed.

3) Nearly all creatures and entities of Hell cost Sanity
points to encounter. Demons are intrinsically
discomforting and repelling. We never lose awareness of
their slimy, stinking otherness, often characterizes as
obscene or blasphemous. This instinctive reaction is part
and parcel of every human being. Even losing Sanity does
not erase this antipathy.

4) Witnessing untimely or violent death, experiencing
personal mutilation, supernatural events or agents,
curses, and whatever else the GameMaster can devise as a
challenge, can also cost Sanity points.

At some point, constant exposure to the same Demonic tome or to the
same Demon has no added effect. For instance, having read and
comprehended a particular Demonic tome and taken the Sanity loss, a
character can consult the book over and over without further
penalty. Similarly, once a character has lost as many Sanity points
for seeing a particular Demon as the maximum possible for the
Demon, he should not lose more Sanity points for a day, a week, or
the duration of an adventure.

After a time, the horror of them will rise up freshly in any
character. Neither does learning and casting Black Magick spells or
Demons summoning ever become a normal thing to do. Every spell is
discrete, and most are cast with malevolent intent. The necessary
recreation of horrible effect and alien mind-set always costs
Sanity. Summoning or Black Magick is a bargain with darkness, and
must be paid for.

A Guive to Sanity Loss

V/ANA ot all wounds bleed. The horrors of war, torture, abuse, or
Mother extremely stressful experiences can drive a character
JJbeyond his or her limit of mental stability, resulting in
s ld shock or even madness. Whenever the character confronts an
unnerving or horrifying situation, his emotional stability and
resiliency should be tested.

The character should only make one SAN check for a specific cause
or monster per encounter, though subsequent events might require
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other sanity checks. Meeting a demon in battle requires a SAN
check, and watching it devour another character two rounds later
would prompt another!

1 or 1D2 SAN: Discomfort or slight confusion. A tiny loss, barely
noticed by most characters. Losses like these don’t create much
excitement or apprehension in players, either, but do serve to
remind them that greater horrors may lurk ahead. These losses
mostly cover mundane events, and should only be used for the
weakest of creatures or spells.

1D3 SAN: Fright, confusion, or disgust. Three or four such
experiences in a short time might drive an unstable character
insane. Most natural events that are not extremely awful or
shocking should cost this much SAN.

1D4 SAN: Panic, disorientation, or loathing. Few will go insane
from one instance of SAN loss at this degree. Bizarre natural
events might provoke such a loss. Oversized variants of normal
animals or extreme predators (Shelob's Spawns, for example) might
also qualify, if the character is endangered by them. Lesser Black
Magick falls into this category.

1D6 or 1D6+1 SAN: Nausea or Stupefaction. This is the lowest level
of SAN loss that can cause temporary insanity, and should serve as
the average SAN cost for extremely dangerous animals or monsters
(Shelob or zombies, for example). Powerful Black Magick should cost
this much SAN to employ.

1D8, 1D6+2, 2D4 SAN: Shock. The average loss of these rolls is
close to 5 SAN, making temporary insanity a real danger. Few
natural events are this shocking, and most patently bizarre or
impossible events should fall into this range. Monsters in this
category should be truly horrific, and worthy of respect or terror
(Dragons or a Balrog for example). Spells in this category have
impressive and horrifying results.

1D10 SAN: Major shock. From this level on, temporary insanity is
increasingly likely from a single roll: the average result here is
5-6 SAN. Weird events or rash actions should rarely cost this much.
Lesser Demons might fall into this category.

2D6 or 2D8 SAN: Mind-damaging horror. Around half of the time,
normal characters will be sent screaming into indefinite insanity
with a single loss at this level, and roughly a quarter will go
permanently insane. Rarely used for monsters or spells. This level
of SAN loss can devastate an entire group or derail a storyline,
particularly in the early stages. Greater Demons might fall into
this category.

1D20, 2D10, 3D6 SAN: Extreme horror. This is the highest level of
SAN loss most characters can be expected to weather—most will risk
indefinite insanity; temporary insanity is nearly certain. Monsters
in this range should be appalling, diabolical, hideously lethal, or
utterly alien. Major Demons fall into this range, as do Michael
Moorcock’s Lords of Chaos. Few experiences other than resurrection
after a gruesome death should so mangle a character’s SAN.

3D10 SAN: Ultimate Evil. Few encounters in, on, or off this world
are worthy of such SAN loss. Single-handedly and willingly causing
the destruction of the entire human race or an entire continent
might qualify. The End of Time or the Prince of Hell might fall
into this category.

You may rule that conditions may modify the number of SAN lost from
a specific event. For example, if seeing a zombie costs 0/1D6 SAN,
seeing several hundred at once might cost 1D2+4, or even the full 6
point maximum. Seeing lots of monsters, or being injured by a
monster in the same round as seeing it can also cause a maximum SAN
loss. Losing more than a few SAN for one check or in a short period
of time may drive the player character temporarily or indefinitely
insane, as described below. If the player character’s SAN is
reduced to 0, he or she goes permanently insane and should be
removed from play immediately.

Over time, a player character can grow numb to horror, accustomed
to a specific kind of event or creature. As a general guideline,
once a character has lost as many SAN points from a specific type
of monster or encounter as that event’s maximum SAN loss, no
further SAN checks are required for a reasonable interval. The
interval might be a day, a week, the duration of an adventure, or
even forever, at your discretion. The character can become
permanently used to mundane horrors (finding dead bodies, for
example), but fear of unnatural monsters or Black Magick should
always creep back into a character’s soul eventually.

Furthermore, if a player character succeeds in a number of SAN
checks against a particular type of creature equal to the maximum
number of SAN points the creature’s appearance can cause, the
player character is assumed to automatically succeed against
further viewings of the creature and only loses the lesser amount
of SAN (if any) from subsequent encounters. However, this method
does require that you or the player keep track of each successful
SAN roll against a specific type of creature.

Sample Sanity Losses

SAN lost Unnerving or Horrific Situation

0/1 Suffer a shock or extreme surprise.

0/1D3 Surprised to find mutilated human corpse.
0/1D3 Having a close brush with death.

0/1D3 Surprised to find severed body part.
0/1D4 Seeing a stream flow with blood.

0/1D4 Casting “Black Magick”.

1/1D4+1 Finding a mangled human corpse.

0/1D6 Awakening trapped in a coffin.

0/1D6 Witnessing a friend’s violent and horrific death.
0/1D6 Seeing a terrific monster.

0/1D6 Casting powerful “Black Magick”.
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0/1D6 Seeing something supernatural or patently impossible.
1/1D6+1 Meeting someone you know to be dead.

0/1D10 Undergoing severe torture.

0/1D10 Casting supremely powerful “Black Magick”.

1/1D10 Seeing a corpse rise from its grave.

2/2D10+1 Seeing a gigantic severed head fall from the sky.

1D10/1D100 Seeing a Demon or god of Chaos in monstrous form.

Failed SAN rolls (or even some successful ones) result in SAN loss.
The sanity cost for an event is written as two numbers separated by
a slash; 0/1D6 for example, or 1/1D4+1. The number before the slash
equals the number of SAN lost for a successful roll, the number
after the slash (usually the product of a die roll) indicates how
many SAN are lost if the SAN check fails. The Sample Sanity Losses
table on the preceeding page serves as a guide to potential SAN
losses.

Insanity

fraumatic experiences and exposure to unnamed horror can

lé drive the character insane. The character needs to worry
{]about three different types of insanity, each with a

et specific trigger and set of effects. Depending on the amount
or rate of SAN loss, the character can suffer from temporary
insanity, indefinite insanity, or permanent insanity.

Temporary Insanity

If a character loses 5 or more Sanity points as the consequence of
one Sanity roll, then he has suffered enough emotional trauma. The
effects of temporary insanity begin immediately. In any occurrence
of insanity, GameMaster and player together should choose an
appropriate form, or else agree to a random roll on the Mental
Health table. When the temporary insanity is over, an ailment might
remain as a reminder of the experience, but the most likely
souvenir will be some degree of post-traumatic stress disorder.

Short Temporary Insanity (5 or more, less than 1/2 character FER)

1D10

Roll Result*

1 Screaming fit or the character faints.

2 The character flees in blind panic.

3 Physical hysterics or other emotional outburst (laughing,
crying, etc.)

4 Babbling, incoherent rapid speech, or logorrhea (an
uncontrollable torrent of coherent speech).

5 Intense phobia, which may root the character to the spot.

6 Homicidal or suicidal mania.

7 Hallucinations or delusions.

8 Echopraxia or echolalia (the character does/says what others

nearby do/say) .

9 Stupor (the character is awake and can stand but has no will
or interest; may be led or forced into simple actions but
takes no independent action).

10 Catatonia (the character assumes fetal position, and is
oblivious to all events).

*Short temporary insanity lasts 1D10+4 combat rounds.

Longer Temporary Insanity (5 or more, more than 1/2 character FER)

iDp12

Roll Result*

1 Character performs compulsive rituals (washing hands
constantly, praying, walking in a particular rhythm, never
stepping on cracks, constantly checking to see if crossbow is
loaded, and so on).

2 Character has hallucinations or delusions (details at the
discretion of the GM).

3 Character becomes paranoid.

4 Character gripped with severe phobia (refuses to approach
object of phobia except on successful DC 20 Will save).

5 Character has aberrant sexual desires (exhibitionism,
nymphomania or satyriasis, teratophilia, necrophilia, and so
on) .

6 Character develops an attachment to a “lucky charm” (embraces
object, type of object, or person as a safety blanket) and
cannot function without it.

7 Character develops psychosomatic blindness, deafness, or the
loss of the use of a limb or limbs.

8 Character has uncontrollable tics or tremors (-4 penalty on
all attack rolls, checks, and saves, except those purely
mental in nature).

9 Character has amnesia (memories of intimates usually lost
first; Knowledge skills useless).

10 Character has bouts of reactive psychosis (incoherence,
delusions, aberrant behavior, and/or hallucinations) .

11 Character loses ability to communicate via speech or writing.

12 Character becomes catatonic (can stand but has no will or

interest; may be led or forced into simple actions but takes
no independent action).
*Longer temporary insanity lasts 1D10 x 10 game hours.

Indefinite Insanity

If a character loses a number of Sanity points equal to or greater
than his FER in one game hour, he goes indefinitely insane. The
average duration for indefinite insanity is 1-6 months. Indefinite
insanity can take a day or as much as a week to manifest itself.
Once the madness appears, however, the condition lasts until it can
be cured. The symptoms of some indefinite insanities are continuous
(amnesia, depression, and obsession, for example). Other indefinite
insanities are transient and only manifest themselves at particular
moments (multiple personality or dissociative identity disorder,
conversion disorder, intermittent explosive personality, etc.).
Both sorts of symptoms offer good opportunities for roleplaying.
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For such situations and stresses that characters come to know, some
sort of anxiety disorder can often be the most appropriate. For
instance, after a life-threatening event, a person persistently re-
experiences the trauma in some way, perhaps through images, dreams,
flashbacks, or mental associations. There are marked symptoms of
increased anxiety. Dissociative symptoms may also follow. These
include:

(1) a subjective sense of numbing, detachment, or absence of
emotional response;

(2) decreased awareness, dazedness;

(3) the world seeming like a stage or having a two-dimension
feel to it;

(4) the person perceiving that he is not real;

(5) amnesia.

Permanent Insanity

If the player character’s SAN score is reduced to 0, he will go
permanently insane: the combined weight of previous shocks and
terrors destroys his personality utterly to a degree from which
there is no recovery. You may rule that an existing disorder now
dominates the character’s brain, or choose a new psychosis to sweep
in and dominate the character’s behavior. Permanently insane
characters are not functional, not curable, and should be removed
from play. You may even choose to have the character might become a
villain—a victim of criminal psychoses, or the pawn of an evil cult
or ancient demons. Magick or miracles might be able to undo the
damage, at your discretion.

1D12

Roll Result

1 Anxiety (includes severe phobias

2 Dissociative (amnesia, multiple personalities)

3 Eating (anorexia, bulimia)

4 Impulse control (compulsions

5 Mood (manic/depressive)

6 Personality (various neuroses

7 Psychosexual (sadism, nymphomania)

8 Psychospecies

9 Schizophrenia/psychotic (delusions, hallucinations, paranoia,
catatonia)

10 Sleep (night terrors, sleepwalking)

11 Somatoform (psychosomatic conditions

12 Substance abuse (alcoholic, drug addict)

N f the player character constantly confronts terror and the
\M unnatural, you may find the constant loss of SAN points too
: relentless and fatalistic. There is hope, however. Just as

XM there are many ways to lose SAN points, there are numerous
ways to regain a measure of lost SAN. You should make careful use
of these methods, and the “Growing Numb to Horror” option to ensure
that characters in horror-based campaigns are not driven mad too
quickly. Any of the following conditions can restore lost SAN
points.

Through GameMaster Award: At the end of a successful adventure or
under other special circumstances, you can assign SAN rewards to
characters. Foiling plots to destroy the world or saving loved ones
from gruesome fates should definitely be worth SAN points. Use the
SAN loss guidelines as benchmarks for determining the amount
rewarded (for example, thwarting someone trying to cast supremely
powerful Black Magick may be worth 1-10 SAN). Rest and relaxation,
typically in a very calm or luxurious setting, is another mental
balm. You can reward 1 point of Sanity to the character if he is
able to get away from it all for at least one month, if the
character is willing to pay the price in money and lost time.
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Through Defeating the Unnatural: Animals or natural enemies might
terrify, but they usually do not horrify their victims. As a
general rule, whenever the character defeats any creature or force
that caused or could have caused loss of SAN, the character regains
some SAN as a measure of relief and renewed confidence. “Defeat” is
intentionally left vague: slaughtering an unnatural entity,
dispelling a ghost or demon, or even foiling an Evil Priest’s plans
all qualify. The number of SAN points rewarded should be
proportional to the enormity of the victory. As a general
guideline, killing or otherwise defeating a creature should reward
a number of SAN points equal to the SAN cost for encountering it
(for example, defeating zombies will reward 1-6 SAN). Driving a
creature away without destroying it might grant 1/2 the normal
reward (round up).

Treatment Of Insanity

SZAi=H cemporary insanity ends so quickly that schedules of
treatment are essentially pointless; it runs its course soon
enough that one merely need protect a deranged character
from further upset or harm. On the other hand, treatment of
permanent insanity has no real meaning. By definition, a
permanently insane character never recovers, no matter how good the
therapist or the facility. Thus, indefinite insanity is the only
form of mental illness that might be addressed by intervention and
treatment.

After 1d6 months, if undisturbed by further trauma and with the
agreement of the GameMaster, an indefinitely insane character finds
enough mental balance to reenter the world. Three kinds of
nonmagical care may help the character regain Sanity points during
this recovery period. When choosing among them, the GM should
consider the character’s resources, his friends and relatives,
how wisely he has behaved in the past.

and

Intensive treatment can return Sanity points to a troubled
character. However, Sanity points restored in this manner can never
cause the patient’s Sanity score to exceed his starting Sanity or
maximum Sanity, whichever is lower. A character can have only one
healer at a time. Such treatment can also be used to help a
character snap out of an episode of temporary insanity (for
example, from an acute panic attack). It does not speed recovery
from indefinite insanity, but it can strengthen a character by
increasing his Sanity points.

Recovery from indefinite insanity only comes with time and it is
not dependent upon the character’s Sanity points and is not
connected to them. A character can be sane with 24 Sanity points
and insane while possessing 77 Sanity points.

The GameMaster should decide whether rare herbs can provide the
same benefits that modern psychiatric drugs can deliver. It is
quite believable, for example, that the physicians of The Order of
Saint Lazarus discovered alchemical means of isolating substances
that affect the mind in profound ways, offering many of the same
benefits of modern medicine.

As long as a character can afford the correct herbs substances and
is able to ingest them, the symptoms of indefinite insanity can be
ignored. Ingesting these drugs does not make a character immune or
even particularly resistant to further Sanity losses.

Long-term treatment can restore lost Sanity points, just as use of
the Heal skill can. For each month the character takes an
accurately prescribed psychiatric medication, he regains 1d3 Sanity
points. As with treatment through the Heal skill, long-term drug
therapy can never raise a character’s current Sanity above his
starting Sanity.

A character cannot regain Sanity from both treatment with the Heal
skill and alchemical treatment in the same month.

Private Care

Hhe best care available is at home or in some friendly place

(perhaps a small church or the home of a wealthy friend)
where nursing can be tender, considerate, and undistracted
£ by the needs of competing patients.

If mental healing or drugs medications are available, roll a
percentile dice for each game month that one or the other is used.
A result of 01-95 is a success: Add 1d3 Sanity points for either
mental therapy or alchemical medications, whichever is used (a
character cannot benefit from both in the same month). On a result
of 96-100, the healer fumbles the diagnosis or the character
rejects the alchemical treatments. He loses 1d6 Sanity points,
no progress is made that month.

and

Bogpitaler order

pe2si=Hhe next best alternative to private care is commitment to a
7 @ good insane asylum, but these are extremely rare, if they
b' {Jare present at all. GMs are free to rule that Hospitaler

e orders are simply not available.
Asylums may be said to have an advantage over home care in that
they are relatively cheap or even a free service provided by
Hospitaler orders. These institutions are of uneven quality,
however, and some may be potentially harmful. Some are creative
places of experiment, while others offer mere confinement. In any

setting, concentrated and nourishing treatment by strangers is
rare.

Therapy using the Heal skill is usually the only treatment
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available, but in most cases, primitive institutions offer no
treatment at all. Sometimes an institution can convey an uncaring
sense that undermines the useful effects of alchemical medications,
leaving the character with a sense of anger and loss. He is likely
to be distrustful of the organization and its motives. Escape
attempts are common by inmates.

Roll a percentile dice for each game month a character is in the
care of a Hospitaler order. A result of 01-95 is a success; add 1d3
Sanity points if therapy with the Heal skill was available, or 1
Sanity point if no treatment was present. On a result of 96-100

the character rebels against the environment. He loses 1d6 Sanity
points, and no progress can be made that month.

YWanvering and Homeless

N f no care is available, an insane character may become a

M wandering derelict struggling for survival. Such a wanderer
P : gains no Sanity points unless he is able to join a group of
M the homeless and find at least one friend among them. To
find a friend after joining such a group, the character can make a
Charisma CR once per month. If a friend appears, the character
recovers 1 Sanity point per game month thereafter.

For each game month during which an insane character lives as a
derelict, roll a percentile dice. On a result of 01-95, the
character survives. the character dies as
the result of disease, or violence.

On a result of 96-100,
exposure,

Yirtues And Jflaws

ince characters are exceptional people,
K §unusual strengths and weaknesses. Virtues are exceptional
.‘\‘U eattrlbutes that confer a benefit; Flaws are attributes that

- Zalhinder or limit characters. Once play begins, they cannot
change unless the GameMaster decides that drastic story events
warrant some sort of modification.

they have many

Virtues are each assigned a positive value, and Flaws a negative
value, the size of the number indicating how much they affect the
character. The only way to get Virtues is to spent characteristic
points. On the other hand, if a player wants to enhanced his
characteristics he has to acquire flaws. Both are made on a 1 to 1
basis on d20 score.

Players may spend up to five points on Virtues and gain up to five
points on Flaws. Virtues and Flaws that are directly contradictory,
or that deal with the same aspect of the character, are mutually
exclusive and may not buy both. Some Flaws are twisted forms of
Virtues, in which case they also cancel one another out and are
again not allowed. Virtues which provide bonuses on the same
activity or statistic are not cumulative.

Roll percentage dice:

Die Roll Points
1-60% 0
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61-70% 1
71-80% 2
81-90% 3
91-95% 4
96%-100% 5

+1 Pirtues

Ambidextrous: You can use either hand equally well.
suffer penalty for using a weapon in your off hand.

You never

Animal Companion: You are accompanied by a loyal, intelligent (but

mundane) animal that can obey simple commands. Your relationship
with it is very close. If it should die, you would be profoundly
upset.

Animal Ken: You have a profound empathy with animals that allows
you to understand their motivations and feelings. This engenders a
solemn love and respect for beasts of all kinds. Animals are not
bothered by your presence. By stroking and speaking softly to a
wild (but not enraged) animal, you can tame it to your touch in a
matter of minutes.

Berserk: You are capable of entering a blinding rage when in combat
or frustrating situations without FER check.

Clear Thinker: You think logically and rationally. You get a +15%
bonus on all rolls to resist spells of command.

Close Family Ties: Your family is one of the most important things
in your life, and still supports and aids you whenever possible,
even at personal risk. Family members do not hesitate to do you
favor that is within their power, and can call on their friends
neighbors to help you. It works both ways, however; your family
require help from you some day.

any
and
may

Direction Sense: You have an uncanny ability to orient yourself and

can determine which way is north.

Dousing: You have the ability to find things beneath the earth
through the use of a dousing rod (usually a forked stick) and your
own intuitive sense. You concentrate on the thing to be found, hold
your dousing rod out in front of you, and follow its subtle motions
to the target. If you’re looking for something specific, you must
have an appropriate sympathetic connection to the thing sought
(such as bottled water from a stream when searching for running
water) .

Educated: You have been educated in a Grammar School, and may have
attended a university or cathedral school. You can speak and write
in Latin.

Empathy: You can intuitively understand the emotional needs of
others and can therefore respond to them more appropriately.

Enduring Constitution: You can withstand pain and fatigue. Decrease
the penalties for reduced Body and Fatigue levels by one point.

Good Armaments: You can start with any standard armaments and one
expensive weapon or piece of armor.

Keen Vision: You can see farther and more clearly than most. You

get a +20% bonus to all attacks with missile weapons.

Light Sleeper: You can wake up almost instantly when disturbed and
can take action immediately once awake, without the usual
penalties.

Perfect Balance: You are skilled at keeping your balance,
especially on narrow ledges or tight ropes.

Premonitions: You intuitively sense whenever something is wrong, or
is likely to go wrong soon. This Ability can be called upon by you
or the GameMaster, as appropriate, whenever there is a chance to
avoid danger.

Read Lips: You have a limited, self-taught Ability to understand
the speech of people you cannot hear, simply by watching their
mouths.

Second Sight: You are able to see ghosts, and other

invisible spirits.

demons,

Secret Hiding Place: You know of a spot that is out of sight or
just very difficult to get to, unknown to all but a few (or just
yourself) and so is an excellent hiding place when you are in
trouble. You may occasionally have problems getting there, but once
hidden you are basically safe. However, there is always the risk
that someone may find your hiding place, putting you in some kind
of a predicament.

Sense Holiness and Unholiness: You are able to feel the auras of
good and evil. In auras of particularly strong divine or infernal
influence, your sensitivity may overwhelm you.

Strong-Willed: You cannot easily be coerced into activities,
beliefs, or feelings. You get a +15% bonus on all rolls to resist
spells of illusion.

+2 Pirtues

Blackmail: You have information that some powerful person would
prefer kept hidden. You receive payments or services in return for
your silence, and you may occasionally demand special favors. Don’t
push your luck—your victim may decide it isn’t worth the cost, or
silence you permanently. This benefit has a yearly value of about
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50 silver pennies, possibly more if you keep the pressure on. You

should detail and record the specifics of this arrangement.

Faerie Friend: You have an ally among the fey. How much assistance
you can get depends on the power of the friend—a small faerie with
(relatively) minor powers can accompany you on a day to day basis.
Powerful faeries have other business, and may only be available to
answer questions and provide guidance, not to accompany you around
on your adventures. Your ally is fully sentient, has its own
powers, and can speak when it chooses. You may want to have another
player act the part. While a faerie companion can be a great boon,
it can also be a terrible burden. If it is nasty or mischievous, it
could cause trouble for you everywhere.

Gossip: You have regular social contacts in the area that provide

you with all kinds of information about local social and political
goings-on. You hear interesting news before almost everyone else.

You quite likely have a Reputation too—as a gossip.

Hex: You have the power to bring injury or ruin to your enemies.
You must wish a specific calamity upon a person by cursing him
aloud (see curse). Divine power or magick might offer protection,
but a hex can often bypass this by affecting the victim indirectly.
Sometimes the Church punishes those whose curses are widely known
to have come true.

Indulgences: You have a number of indulgences
which have been bestowed upon you by the Pope.
keeping some money for yourself, or you may grant them to
individuals in return for “services to the Church” (that is, doing
something for you). Each indulgence confirms the remission of one
sin, and you can have no more than 20 at any time (roll two dice).
When all have been granted or sold, you may purchase more by
returning to Rome.

(remissions of sin),
You may sell these,

Arcane Lore: You are privy to Hermetic knowledge,
natural talent.

so you are a

Lightning Reflexes: You respond to surprises almost instantly. In
fact, your reflexes are sometimes so fast that you don’t have a
chance to think about how you are going to respond. You only react
to threats that you are not fully aware of, so you don’t get a
bonus against an assassin you watch sneak up on you. Note that you
do not get a choice about whether to react. You could just as
easily skewer a friend sneaking up in fun as you would an assassin
about to strike. Also note that you must perceive an action to
react to it—you can still be easily killed in your sleep.

Luck: You perform well in situations where luck is more of a factor
than skill or talent. You get +1 on all die rolls. You do well at
games of chance, but may be labeled a cheater if you play them too
often.

Superior Armaments: You can start with expensive arms and armor.

True Love: You have found the one person meant for you in all of
creation, and the bond between the two of you cannot be sundered.
Whenever you are suffering, in danger, or dejected, the thought of
your love will give you strength to persevere. Thus, you may add +3
to FER check.

Visions: You often see images related to emotionally or magically
laden events. A vision might be of the past, a possible future, or
a distant occurrence, and is often symbolic or confusing. Visions
usually come to you at quiet times in places connected with a
powerful emotional or magical event, such as the site of a
patricide or diabolic sacrifice.

+3 Pirtues

Charmed Life: Fortune protects you from the most terrible injury
and harm. Whenever you fail, you may reroll the original roll and
take the better result. You should describe in detail how you
manage to avoid the terrible fate. The GameMaster should also be
lenient where there is a chance of your rescue or protection.

Giant Blood: The blood of the ancient race of giants flows in your
veins. Though you are not as large as your ancestors, you are up to
eight feet tall and can weigh as much as 500 pounds. Your Size is
+2. You gain two additional Body and Fatigue levels.

Guardian Angel: You have learned to hear the words of a divine
watcher who gives you practical and spiritual advice. The angel
whispers in your ear and tells you what is best for you
spiritually, rather than materially. It approves of violence only
when there is a holy reason— often difficult to demonstrate. If you
act against the angel’s advice, it may leave you until you correct
your ways. Your guardian angel may help you by bestowing +3 to
rolls when you are resisting infernal powers, depending on the
current state of your soul. The angel has only a limited awareness
of your thoughts, but when you speak aloud, it can hear and
converse with you.

Protection: You are under the aegis of a powerful person, usually a
noble or high-ranking Church official (though other options are
possible, if the GameMaster approves). Those who know of your
favored status treat you carefully; those who do not often pay the
price. You have a Reputation (good or bad, your choice), which
could be higher if your protector is particularly great or well-
known.

+4 Pirtues

Destiny: Your life is heading toward a definite,
unknown, culmination,

though as yet
whose nature is hinted at in prophecies and
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dreams. This sense of purpose gives you the strength to overcome
fear, depression, and discouragement caused by anything not
relevant to your destiny; you gain +3 on appropriate rolls. If an
untimely demise ever threatens the fulfillment of your purpose,
then something, somehow, will likely preserve you. You will meet
your fate at the proper time, though it may cost you your life.
must have the approval of your GameMaster to select this Virtue.

You

Ghostly Warder: A ghost watches over you. It might be a grand a
childhood friend, or anyone else who cares for you enough to stay
around after death. The ghost is invisible and silent to all but
you and those with Second Sight. It can see and hear what is going
on around you and makes an excellent spy, since it can leave your
presence once per day for up to half an hour. However, death does
not leave people in their normal state of mind, so the ghost
probably has some quirks that make it less than dependable—it might
even encourage you to join it on the other side.

Magick Resistance: You have an innate immunity to magical effects
and may possess some unusual physical sign, such as a birthmark or
iron fingernails. You possess a +20% Magick Resistance.

Ways Of The (Land): You have a deep understanding of a type of
terrain, feeling more natural and at home there than anywhere else.
Examples include Ways of the Forest, Ways of the Mountain, or Ways
of the Steppe. You are not normally molested by animals of the
terrain, and though particularly vicious creatures may still attack
you, at least they’ll accord you proper respect.

-1 fflatwg

Enemies: Someone is causing trouble for you, such as a local baron
or bishop, a band of outlaws, or a really nasty innkeeper. The
enemy must be powerful enough to endanger you—this is best agreed
on with the GameMaster. The value for a local enemy with moderate
means is -1. Vastly powerful enemies with considerable means and
spare time to spend making your life miserable are worth up to -4.

Vow: You have sworn to do something difficult, and breaking your
vow is a serious matter. Examples vows include never raising a
weapon, never speaking, or living in poverty. If you do fail to
uphold your vow, you must perform some kind of atonement, whether
it be religious penance or coming to terms with your failure in
some other way. Furthermore, you lose one point of Confidence.
Depending on your vow, some people may respect your dedication,
giving you a good Reputation among those people. The cost of this
Flaw depends on the severity of your vow and the frequency with
which it is tested. The GameMaster is the final arbiter of the cost
of this Flaw.

Dark Secret: You are haunted by something that would lead to shame,
rejection, and possibly revenge if discovered. Hints about the
secret continually arise, and there might be others who know it and
could betray you. This makes you avoid certain places, dislike
certain people, or fear certain things.

Deep Sleeper: When you sleep, you don’t go halfway. You can sleep
through loud noises and generally only wake up when shaken, or when
good and ready. Even then you suffer -3 on your rolls for half an
hour or so after awakening, and you’re likely to head back to bed
if at all possible.

Delusion: You believe wholeheartedly in something that just isn’t
so. Examples include that you are a Magus (if you are not), that
you are the Pope’s child, or that your imaginary friend is real.
This can cause real problems for you and your associates.

Dependent: You are responsible for someone, like a young child or a
decrepit grandparent. This restricts your freedom and time in a
variety of ways, which may change with time—a child grows up and
moves away, a grandparent gets seriously ill and requires constant
care. You may take this Flaw repeatedly to reflect several
dependents.

Driving Goal: You have some personal objective that you feel
compelled to attain, even if it gets you into trouble or
jeopardizes the group. Such goals are ideal or open-ended—you can
never finally accomplish them. Examples include freeing peasants
from oppression, harassing and killing brigands, or amassing vast
amounts of personal wealth. You may take this flaw more than once.

Duty bound: You adhere to a restrictive code of conduct that
forbids certain behavior, probably including prohibitions against
lying, killing prisoners, stealing, and other occasionally useful
actions. You follow this code out of guilt or fear rather than
high-flown moral standards, and may spend more time justifying
yourself than keeping your conduct pure.

Faerie Enmity: Faeries dislike you and take every opportunity to
pester you. Faerie forests are extremely dangerous, but even field
faeries may spoil your food, plague your dreams, or otherwise
torment you. Luckily, your life is not in danger—they prefer to let
you live so they can continue to harass you.

Favors: You owe a boon to someone (or to a great many people), and
may be called upon to return the favor at any time. The
consequences of ignoring such a request can range from mild to

deadly serious, at the GameMaster's discretion.

Hatred: You are consumed with hatred for some person who is so
powerful that exacting proper vengeance is impractical or
impossible. Nevertheless, you constantly pursue opportunities to
gain power over or hurt the object of your hatred, so much so that
your reason is clouded.

Infamous Family: Your family is very well known, but not very well
liked. You have a bad Reputation among those who know your family,
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and have a particularly hard time losing it because it applies to
the whole family, not just you. You have trouble trusting others
because the community has always acted against you.

Missing Ear: You cannot accurately locate the direction of sounds,
and suffer a penalty of -20% to hearing rolls.

Obligation: You are required to perform certain services for
someone. These duties typically occupy at least one season out of
every year, occasionally longer. This may be out of personal choice
(like protecting a family member) or a true duty, like that of a
knight to a lord. Whatever the nature of your services, failure to
perform them may have serious or lasting consequences.

Obsessed: You are fixated on some prized object, action, or ideal.
This interferes with your accomplishment of more immediate tasks.
Examples might include obsessive protection of clerics to the point
that you attack those who insult them, or obsessive neatness where
you keep yourself spotless and deride those who do not.

Oversensitive: Something that others find merely unpleasant you
consider intolerable. Examples might include an oversensitivity to
disrespect, to slovenliness, or to impiety. If you are the violent
type, you may start fights with those who offend you.

Soft-Hearted: You cannot bear to witness suffering, and causing it
brings you sleepless nights. Even the deaths of enemies are painful
for you. You avoid danger and try to keep your friends out of it as
well. Life and health mean so much that you would rather give up
important goals than let another person risk combat. You are easily
moved by song and story.

Tainted With Evil: An air of corruption surrounds you as result of
something you, your parents, or your ancestors did. Others
naturally feel very ill at ease around you, and can easily grow to
hate you. Gaining a positive Reputation is impossible.

-2 fflaws

Curse of Venus: You are very attractive to people whom you do not
wish to attract. People you detest keep getting crushes on you, and
will not be dissuaded. Furthermore, you tend to fall in love with
inappropriate people, and in inappropriate circumstances. These
people you are interested in tend to think you are vain and
shallow.

Diabolic Upbringing: Your parents were covenants, and though you
have escaped their evil ways, you are still haunted by your
upbringing and the memory of acts best left unspoken. Thoughts of
demons plague you, and you live in a constant state of dread and
hatred. The powers of Hell might have a special interest in your
soul.

Haunted: You are plagued by a ghost that only you (and those with
Second Sight) can see and hear. It insults, berates, and distracts
you—especially when you need to keep your cool. It might steal and
hide your smaller items, give others near you the chills, or cause
a buzzing in your ears that prevents you from hearing clearly. In
no case, however, does the ghost have any powers when more than
seven paces away from you. The GameMaster should use his
imagination in making the ghost irritating but not fatal. Yelling
can drive the ghost away for a time, but also confuses those around
you. Unless you are exceptionally strong-willed, you might have to
aid the ghost in its purpose in order to be rid of it.

Missing Hand: Perhaps it was an accident or a punishment in your
past that cost you one of your hands. Climbing, combat, and other
activities normally requiring both hands are at a penalty of -20%
or greater.

Poor: You have almost no wealth, and for some reason you can never
seem to hang onto the valuables you do gain. You automatically
begin the game with inexpensive arms and armor, and whenever you
put your hands on something of value, you can bet you won’t have it
for long.

Sheltered Upbringing: You grew up completely separated from
society, knowing only your parents or mentor. Recently you have
been introduced to a wondrous new world of strangers, and you are
overwhelmed. Depending on your personality, you might react with
contempt, fear, or wonder. You are unable to function normally
because you cannot understand most human customs.

-3 Flaws

Feral Upbringing: You grew up in the wilderness, either raised by
wild animals or surviving on your own. For much of your life you
could not speak, and knew nothing of human ways. Now that you have
joined human society, you have learned to understand some basic
spoken phrases, but civilized life is still a mystery you want
little part of. You may only choose beginning Abilities that you

could have learned in the wilds or picked up at the covenant (such
as how to use a mace instead of a club). You have neither the
inclination nor the capacity to learn more refined skills, and have

no Speak or Scribe Own Language Ability.

Fury: A violent temper sometimes overwhelms you, sending you into a
destructive, uncontrollable rage. You are likely to be provoked by
some sort of specific event, such as being insulted or being hurt.
Roll a FER check to avoid flying into a rage when such an event
occurs, with another roll every round to try to calm yourself
should you fail the first. On a fail, you try to kill everyone
around you.

Mute:

You cannot speak; perhaps your tongue was cut out. You
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probably use rudimentary hand gestures and grunts to communicate
your needs. Not only is this inconvenient, it can annoy your
companions.

Sense of Doom: You have gained knowledge best left unknown—perhaps
a vision of your demise or eternal fate, perhaps secrets about your
true nature. At times you are listless, as nothing can shake your
feeling of impending doom. Whenever you are defeated in a
meaningful attempt at something, you are incapable of taking any
energetic action for up to a day. If forced to defend yourself
during this time, you suffer -3 on all scores.

-4 iflatwg

Dwarf: You are the size of a child. Your comfortable walking speed
is two-thirds that of a normal person. Though your muscles are
mature, you lack the leverage that benefits larger folk. Even if
you are strong, this prevents you from using any weapons that
require a positive Strength.

Plagued by (Supernatural Entity): You have somehow earned the
enmity of a powerful ghost, an angel, a demon, or a very powerful
faerie. The entity does not harass you constantly, but usually
affects you in dangerous ways during important times of your life.

Other Personal Characteristics

n addition to the Prime Requisites,
number of other talents, abilities,
his performance.

and traits which affect

The Characters Body

=22 ~Hhe amount of damage that a character can sustain represents

I his physical body. This is found by adding the “body”

\ bonuses given for Size, STR, CON and INT. When the player
£l has chosen a vocation for his character one of the
following factors will be added as well, and the total is recorded
in the Character Profile:

a0

Fighting Man =1 High E1f = 8 Kobold =2 Gnoll = 8
Assassin, Spy = 6 Grey E1f = 7 Goblin = 4 Ogre =10
Forester = 6 Wood E1f = 6 Hobgoblin = 6 Cave Troll = 35
Druid =5 Dwarf = 5 Bugbear =8 Stone Troll = 25
Frocked Cleric = 5 Hobbit =4 Orc =5 Mtn. Troll = 25
Thief =5 Uruk-Hai = 7 Hill Troll = 20
Magick User =4 Wood Troll = 15
Other Man 4 Olog-Hai = 15

Giant = 30

Additional bonuses will be added as a character advances in skill
and physical condition, as reflected by his “Experience Level.”
Consult the “Experience” section for details.

All “critical” hits are automatically scored against the body of a
character. Wounds and injuries done to the body will heal at a rate
governed by his Constitution. See the “Constitution” section above
for details.

Ffatigue Levels

haracters have “fatigue” levels. As a character progresses
in experience, he develops endurance. Blows which would
have struck his body, when he was a youth are parried or
blocked by experienced fighters, resulting in no physical
damage but rather a loss of vital energy through absorbing the
force of the blow. Normal “damage” is therefore assessed against a
character’s Fatigue Level. Only if there are not enough “fatigue
points” to absorb damage, or if there is a critical hit, will
damage be done to the body directly. Fatigue points are also lost

because of severe physical exertion, prolonged fighting, or the
casting of spells.
To compute Fatigue Levels see the “Experience” section. Find the

Experience Table for the type of character concerned. Each time the
character rises to a higher level of experience, the new Fatigue
Level is rolled. The new level is used if it is higher than his old
level. Otherwise, the old level is retained.

Recovery of lost fatigue points is governed by the Constitution.
See the “Constitution” section for details.

Carrping Caparity

d character must be able to carry weight. His Carrying

A capacity is a measure of his true strength, not just a
ddetermination of his talent as a beast of burden. Carrying
Capacity is found by adding a character’s Strength and
Constitution Factors and multiplying the sum times the character’s
weight:

Carrying Capacity = (Str. Factor + Con. Factor) x Weight
Strength Constitution
Score Factor Factor
1 0.2 -0.3
2 0.3 -0.2
3 0.4 -0.2

a character will possess a
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4-5 0.5 -0.1
6-7 0.6 0

8 0.8 0

9 0.9 0

10 1.0 0

11 1.1 +0.1
12 1.2 +0.1
13 1.5 +0.2
14 1.6 +0.2
15 1.7 +0.3
16 1.8 +0.4
17 2.0 +0.5
18 2.2 +0.6
19 2.5 +0.7
20 3.0 +0.9
21 3.5 +1.0
22 4.5 +1.2
23 5.0 +1.4

Suppose a character weighed 200 Dr.
Strength of 14,
1.4 +1.2 =

(1 Dragon = 1 pound) had a
and also had a Constitution of 12. He could carry

2.6 times his own weight or 520 Dr.

YL ife Boroscope

77~V ach character will have a Life Horoscope cast at his birth.

( EThe Horoscope is cast by consulting the Horoscope table in
@ the “Divination” section of the chapter of Magicians, part
) 2N TT.

In the Horoscope Table are given percentages. These
percentages should be used to increase or decrease experience won
by a character, as outlined in the chapter on Experience.

The degree of fortune enjoyed by a character is determined by the
aspect of the Stars toward the vocation he has chosen. Players are
encouraged to choose callings for their characters which are most
favourable, Astrologically speaking, if they desire maximum
success.

Mental Bealth

Q( s the saying goes, “nobody is perfect.” For players who

Jwould like a realistic Achilles Heel in even the mightiest
d superman so Chivalry & Sorcery offers this section as an
option. Few men exist who do not have some deeply hidden
fear of something. When faced with that fear in the flesh, they
must check morale instantly.

Phobias and mental ailments can be of considerable use to players
to provide motivations for characters and also to engineer the
discomfiture or even the removal of enemies. If used in a
controlled manner, this option can produce more than a few laughs.
To really have fun, Monsters might have phobias checked too. After
all, a Troll just might be deathly afraid of a mouse.

A cleric has a 20% chance of curing a phobia for a character.
one attempt to be cured may be attempted by any character each
year.

Only

Roll percentage dice:

1-25% = no severe phobias Peasants subtract -20%

26-60% = one phobia check Yeomen subtract -10%

61-95% = two phobia checks

96-100% = two phobia checks plus one Townsmen add +5%

ailment check Guildsmen add +7%

Knights add +10%
Nobles add +15%

Die Roll Name of Phobia Fear

1-10% No phobia
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11-15%
16-30%
31-35%
36-40%
41-45%
46-50%
51-53%
54-56%
57-59%
60-61%
62-63%
64-65%
66-67%
68-69%
70-71%
72-75%
76-80%

81-82%

86-87%

89-90%

100%

acrophobia
xenophobia
nyctophobia
neophobia
mysophobia
hydrophobia
astrophobia
ophidiophobia
hypocondia
zoophobia
musophobia
ailurophobia
cynophobia
acniphobia
florophobia
agoraphobia
claustrophobia
bathophobia
autophobia
demophobia
dromophobia
thanophobia
toxicophobia
algophobia
kronophobia
hypnophobia
hemophobia
photophobia
heliophobia
sitophobia
heptephobia
gynophobia
androphobia

genophobia

of

of

of

of

of

of

of

of

of

of

of

of

of

of

of

of

of

of

of

of

of

of

of

of

of

of

of

of

of

of

of

of

of

of

heights
strangers
the night
the new
contamination
water
thunder & lightning
snakes

one’s health
animals

mice

cats

dogs

spiders
plants

open spaces
close spaces
death

being alone
crowds
crossing roads
death

poison

pain

old age
sleeping
blood

light

the sun
eating
touching
women

men

sex

Usually the symptoms of the affliction are obvious. You can roll on

the table below,
the character,

Die Roll
1-30%
31-34
35-38
39-42
43-45
46-50
51-55
56-58
59-61
62-64
63-65
66-74
75-83
84-87
88-94
95-97

98-00

Addiction:
has experienced,
other chemicals.
mental skills,

you, but
time the
of it to
legality

Ailment

but given the profound effect ailment can have on
tailoring a disorder is far more satisfying.

No ailment, the Character is mentally healthy.

Addiction

Amnesia

Catatonia

Criminal Psychosis

Fetish

Hysterical Disability

Megalomania

Multiple Personalities

Obsession
Panzaism
Paranoia
Phobia
Quixotism
Schizophrenia

Stupefaction

Physical Symptoms

Overcome by the terror and stress of what the character
he finds solace in alcohol, opium, stimulants, or
The drug has deleterious effects on physical and
depending on the specific drug. Details are left to

anywhere from a -5 to -20% penalty is appropriate. Over

addict grows tolerant of the drug, and must consume more
get the proper buzz or kick. Issues of expense and

can ruin an addict’s life, and in extreme cases addicts
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are driven to violent crime to support their habit. Prolonged drug
use can also lead to characteristic loss (DEX, CON, INT, or APP are
all possible), and even death. The character must succeed a FER CR
to endure a stressful situation without a fix. If denied his drug,
the character must succeed a FER CR - 4 or suffer debilitating
consequences, including tremors, hallucinations, or skills
penalties that surpass the normal effects of the drug.

Amnesia: The player character locks away unbearable experiences,
effectively erasing his memories. The severity of the disorder
indicates how selective or total the amnesia is. Amnesiacs tend to
lose memory of specific incidents first, followed by the names and
identities of friends and loved ones, their own identity, and
finally all mental skills. If confronted with forgotten faces or
facts, the character must succeed a INT CR to gain a bit of recall,
usually no more than a cryptic hint or short flash of memory.

Catatonia: As with temporary insanity, the character assumes a
fetal position, and is oblivious of events around him or her. A
catatonic character will not resist being moved and can be made to
stand, but will always revert back to his fetal position if left
alone. Unlike most indefinite insanities, catatonia becomes the
character’s default state: in time of stress, succeeding a FER CR
brings the character a brief (1D6 rounds) window of lucidity.

Criminal Psychosis: A dangerous disorder, suffered by sociopaths
and serial killers. If the character suffers from criminal
psychosis, he has the calm belief that human beings are absolutely
separate from one another, and that social bonds like love, truth,
friendship, and compassion are all lies, tools to be used for
personal gain. Life has no ultimate meaning. Once the character has
this insight, temptations like bullying, threats, fraud, or even
murder become simple calculations about being caught, not questions
of right or wrong. The character becomes a slave of his desires and
impulses, and must succeed a FER CR to refrain from resorting to
extreme methods to get what he wants, or to feel remorse for
something he may have done.

Fetish: The opposite of a phobia (see above), victims of a fetish
become unreasonably attracted to a thing or condition. The fetish
becomes an emotional security blanket or the object of an obsession
(see below). If denied the fetish, the character must succeed a FER
CR to keep in control. If the character fails, he suffers severe
distress (treat this as an episode of temporary insanity). See
“Phobias” for a list of potential fetishes.

Hysterical Disability: The character’s mind “turns off” a sense or
limb as part of a coping mechanism, leaving the character
physically disabled. You should describe to the player the ways in
which the disability manifests: either a particular sense (sight or
hearing are the most common) is compulsively ignored, leaving the
character blind or deaf, or a limb or limbs (a hand, one arm, or
both legs) become paralyzed. The character, despite his best
effort, cannot control or respond to stimuli that affect the
paralyzed limb or sense. Medical examinations will reveal nothing
physically wrong with the character, but he will continue to
steadfastly refuse to see, hear, or walk. If the character’s life
is in danger, he can act morally to preserve himself if succeeding
a FER CR, but as soon as the crisis ends, the handicap returns
(possibly in a more severe state).

Megalomania: The character’s ego and self-confidence surpass all
reasonable bounds—he has a personal understanding of reality that
surpasses all others. Once in the grips of megalomania, the victim
believes that he cannot be wrong, and is only misunderstood. The
character feels singled out for future greatness, and exudes an
unshakeable confidence that some may find attractive. Should events
prove the megalomaniacal character wrong or should the results of
plans not suit his sense of destiny, then clearly the character has
been the victim of faulty or deceptive information, or has run
afoul of the incompetence or treachery of their friends or
subordinates. The character must succeed a FER CR to listen to
reason, or to avoid bitter or even violent outbursts when his
wishes are unfulfilled.

Multiple Personalities: The character is host to their original
personality and an increasing number of 1-6 derived personalities
who evolve as strategies in response to or compensation for
perceived dysfunctions or inabilities of his original personality,
or to give voice to thoughts or emotions the original personality
normally represses. The additional personalities need not be the
same gender or age as the character: a fractured psyche might
create a fearless, aggressive persona to deal with adversity, or a
helpless child who regresses into helplessness to hide behind other
adults, or both. Each personality will have a name and a distinct
mode of behavior: they are often associated with a general
emotional quality such as sweet, merciless, pushy, childlike,
angry, nurturing, or frightened. During times of stress, if the FER
CR is failed, a new personality takes over the character’s
functioning— you should decide which one as appropriate. Each
personality may or may not be aware of the others: the character’s
original personality is usually oblivious to their existence, or
perceives the other personalities as separate beings. In time, the
personalities can evolve into well-rounded beings, with distinct
mental skill sets.

Obsession: Obsessed characters are preoccupied with a particular
goal (avenging a loved one’s death, clearing their name, or
rescuing lost kittens) or a personal behavior (checking locked
doors ten times a night, etc.). The preoccupation overshadows every
other aspect of life; friends and family are ignored, a quest is
forgotten, and communication becomes erratic and secretive.
Penalties to Communication skills become commonplace. The exact
obsession is usually based on fear (failure, etc.). The obsessed
character must succeed a FER CR to avoid these behaviors, and must
make this roll to embark on any course of action that does not help
achieve this goal. In time, the victim becomes insomniac, and
experiences random fits of manic exhilaration and deep depression.
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Panzaism: Overwhelmed by the terror of the supernatural, the
character resorts to extreme denial, refusing to see even the most
extraordinary things as anything but ordinary. Hideous monsters are
simply men, or at most men in suits. The character must succeed a
FER CR to see the paranormal for what it is. A panzaic character
does not need to make SAN rolls for seeing monsters, though
gruesome sights and stress still affect him. While panzaism seems
like a blessing, denial can leave the character oblivious to
danger.

Paranoia: Creeping suspicion rules the character’s mind: he cannot
trust anyone. In such cases, the character enters rooms last,
compulsively stands against walls, never eats anything he did not
prepare, etc. Even fellow characters become suspicious, though
strangers are far more threatening, especially people who are
somehow different. Some paranoids give voice to their feelings,
becoming disagreeable misanthropes, while others turn inward,
keeping a brave face while developing complex rituals of protection
or schemes of revenge. The character must succeed a FER CR to be
convinced that another person is not trying to harm him. Over time,
a paranoid character will become convinced that a particular person
or a shadowy conspiracy is watching him, plotting to do harm. If
the paranoia is severe enough, the insane character may become
afraid to leave home, or may murder his own family.

Phobia: Terror takes hold, manifesting as an irrational fear of
something associated with the experience that drove the character
mad. Whenever confronted with the object of the phobia, the
character’s first impulse is to flee or avoid it; he must succeed a
FER CR to take any other action. If the character fails but is
forced to deal with the object of the fear, an episode of temporary
insanity results. See the list of phobias for an appropriate one.

Quixotism: The opposite of panzaism, a victim of this disorder
becomes obsessed with the supernatural, and believes that he is
constantly surrounded by and confronted by unnatural creatures.
Every passing dog is obviously a werewolf and any abandoned house
is obviously haunted. Even the slightest headache must be the
product of a curse. A quixotic character must succeed a FER CR to
avoid hallucinations and realize that his suspicions are
groundless. You may decide that quixotic characters can make SAN
checks for seeing hallucinatory horrors and may even suffer
symptoms of temporary insanity for major shocks, but all SAN lost
to delusions should regenerate after a few hours.

Schizophrenia: Victims of this disorder cut themselves off from
reality, building a web of private delusions that serve as the
foundation for a different reality. These delusions can take the
form of hallucinations or simple beliefs, but are often systematic
and intricate. The character believes that a single unseen cause
(faeries, ghosts, divine intervention, or some conspiracy) is at
work in his life, and its actions form an unseen link that binds
together every significant event. Discovering and confronting this
mysterious cause reveals the secrets and mysteries of life itself,
and the character becomes obsessed with researching or searching
for traces of the cause. Delusions and hallucinations ensure that
he will always find meaningful evidence, but that the truth is
still out there. Life, family, and even personal well-being become
secondary concerns, and the schizophrenic character is convinced
that his delusions are completely normal and understandable. The
player character must succeed a FER CR in order to not seem
completely crazy in conversations, or to lead normal lives,
remembering to groom him- or herself, or go to work instead of
embarking on some new scheme to find it or them. Confinement,
restraints, and medication are needed to keep the character under
control. Advanced schizophrenics withdraw from reality altogether,
going on endless quests through interior dream-worlds and talking
to the voices in their heads. Note that some characters who run
afoul of the paranormal and insist on telling the truth or their
experiences are dismissed as schizophrenics with alarming
frequency.

Stupefaction: As with temporary insanity, the character is
stupefied but awake but unaware: he can stand and walk (if led),
but has no will or volition of his own: if an arm is lifted, the
character will hold it there. The character is incapable of speech,
and does not react to any outside stimuli. Unlike most forms of
indefinite insanity, stupefaction becomes the character’s default
state: in time of stress, succeeding a FER CR brings the player
character a brief (1D6 combat rounds) window of lucidity.

Physical Symptom: Powerless in the face of fear or anxiety, if the
character suffers from this disorder, he will experience extreme
symptoms. Character has the “bleeding” sickness, and his wounds
will not heal unless “cured” by Clerical miracles. While not a
mental illness, hemophilia is characteristic of inbred groups like
the upper nobility, and victims always have deep fears about
personal injury.

Characteristics Rolls

p~=2=RPhe various Prime Requisites are often ignored in actual
(L) oaming, except as they incidentally give rise to fighting
\ abilities, spell casting abilities, etc. This is
a2 unfortunate, as they do help to define a Character's nature
and capabilities in a wide range of areas.

The Characteristics Roll or CR is intended to reduce often complex
situations and actions to a mathematical probability, so that some
decision can be reached fairly and objectively by using a game
system in- stead of arguing and discussing the point. The CR
represents the operation of the laws of Nature as the Character
performs some action in the fantasy world.

Some CRs are enabling determinations concerned with whether or not
a Character can succeed in some chosen course of action. These may
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be saving throws to find out if a Character has avoided some form
of unpleasantness. Others may gauge the effect produced on others
by some quality possessed by the Character- enabling mechanisms
involving the personal sphere.

The CRs should not be regarded as replacing the responsibilities on
the Players and the Game Master for good role playing. As much of
the action as possible should be decided by good role play, to
avoid the incessant dice rolling and rule thumbing that results
when every situation is always made subject to the dice. After all,
the random dice are idiots whose mindless dictates are a matter of
mathematical probability, and nothing more. Dice cannot match plain
common sense and a fair assessment of a situation. They should not
be used as an excuse to impose a course of action on a player when
he strongly disagrees and can offer a legitimate and reasonable
alternative available to his Character. The CRs do apply, however,
when it is necessary to determine the effect of purely natural
events on a Character.

The Prime Requisites also have an effect upon specific skills
associated with some or all of the Character Classes. Often, these
skills are assigned a percentage chance, and the Prime Requisites
(and/or the Character Class experience levels) carry a bonus or
penalty applied to the 1D100 roll. Such operations might be termed
Characteristics Rolls, but we prefer to call them Abilities Rolls.
These will all be dealt with in the appropriate sections of the
rules.

DEXTERITY CRs: Dexterity represents the ability of a Character to
manipulate things with his hands or to move in an agile way. The
Dexterity CR thus be- comes a measure of the possibility of
performing actions which are not covered in other rules, and which
need to be reduced to a probability because the action is
important. The DEX CR is the number, rolled on 2D10, which the
Character must roll equal to or lower to perform a dexterious task.
In the case of very difficult tasks, a negative penalty might be
assigned by the Game Master, or by the rules, reducing the CR
level. Similarly, easy tasks might be assigned a positive bonus,
increasing the CR level- Indeed, many easy tasks might be performed
automatically by most Characters. When the Game Master is assigning
his own penalties or bonuses, he should give careful thought to
what is appropriate to the situation, what is fair, etc.

CONSTITUTION CRs: Constitution measures the resiliancy and
resistance of the Character. The CON CR is the number, rolled on
2D10, which the Character must roll equal to or lower to save from
injurious effects of falls, poisons, critical hits, etc. It can
also be used to temporarily draw upon deep body reserves of energy
when Fatigue Levels have been totally drained.

STRENGTH CRs: Strength is a measure of a Character's physical
power. The STR CR is the number, rolled on 2D10,which the Character
must roll equal to or lower to succeed at certain feats of
strength. For example, a character might be attempting to lift an
especially heavy weight. A successful STR CR permits him to raise a
weight up to double his Carrying Capacity over his head and hold it
there for a few seconds. Of course, this and other feats of
Strength will be likely to produce a loss of Stamina points if one
persists in the strenuous activity for any length of time, or if
one attempts several feats of strength in a short time period. The
Fatigue Levels lost (usually 1 or 2 points) should be determined by
the Game Master so that the loss is appropriate to the situation
and the nature of the Character's Strength and Constitution.

WISDOM CRs: Wisdom is a measure of a Character's ability to make
wise decisions, especially in moments of extreme stress or
confusion. The WIS CR is the number, rolled on 2D10, which the
Character must roll equal to or lower to act wisely. One type of
WIS CR is a form of save and might be applied in those moments when
a Character is faced with resisting some temptation to give into
weakness-- as in the case of a PC who enjoys his drink but should
not imbibe at that time. Another type of WIS CR is used to save
from Command spells.

INTELLIGENCE CRs: Intelligence is supposed to represent the
capacity of a Character to think clearly, especially under stress,
but no gaming system can save a smart Character from the mistakes
of a foolish Player. Similarly, a clever Player should not be
required to sacrifice a stupid Character simply because the
character has a low INT score. Put bluntly, no game system can ever
replace Player cunning and discretion. The INT CR is the number,
rolled on 2D10, which the Character must roll equal to or lower to
succeed. INT CRs are used in situations when a Character is faced
with some puzzle or problem requiring the exercise of Intelligence
to solve it. If a party of Characters is involved, the Character
who is the expert in the situation should logically make the CR. An
example of an INT CR might be to determine whether the Character
can figure out an interaction situation which clearly has the
Players baffled. Success means that the Game Master will provide a
few more clues as to what is really going on, and what is likely
meant by it all. Suppose that a Character is being cheated in some
way. The INT CR can reveal the fact to him. But the problem of what
to do about it is left to the Player to decide. The INT CR merely
gives the Character a mathematical chance to detect the cheating.
INT CRs are also used to save a Character from the influence of
spells of illusion.

BARDIC VOICE CRs: Bardic Voice represents the ability of a
Character to use his powers of speech to good effect. It is also a
measure of musical and poetic talent. The BARD CR is the number,
rolled on 2D10, which the Character must roll equal to or lower to
perform a task requiring a melodious voice and/or a persuasive
manner. In small matters, in which the Character is attempting to
sway NPCs in some way, one can employ BARD CRs alone. For example,a
Character may be a Troubadour singing for his supper at the castle.
His BARD CR can be used to sec whether he has pleased his audience,
Success in such a case might mean something extra besides food and
a straw pallet for the night. Failure requires a second BARD CR
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roll. A success here means a ho-hum performance-- not spectacular
but at least minimally adequate. Failure means that the performance
was displeasing, and the Lord of the castle and his family and
guests could react accordingly.

APPEARANCE CRs: Appearance measures the attractiveness or
unattractiveness of a Character. The APP CR is the number, rolled
on 2D10, which the Character must roll equal to or lower to have an
effect upon an NPC which requires good looks. For example, if one
wished to catch the eye of a barmaid to obtain a quicker service,
an APP CR could be rolled. After all, a high rating in the good
looks department does attract attention from the opposite sex.

CHARISMA CRs: Charisma measures the sheer impact of personality one
has on others, especially the effects a Character has on NPCs. The
CHA CR is the number, rolled on 2D10, which the Character must roll
equal to or lower to have an effect upon an NPC. A CHA CR can be
used to determine the first impression an NPC (or even a Player
Character) has of the individual making the CR. A success means
that the individuals influenced have been won over to the belief
that the Character is someone who might be a friend. They are
predisposed to see questionable behaviour in a tolerant or more
favourable light than they might otherwise. CHA CRs can be combined
with Bardic Voice CRs, in matters involving persuasiveness during
interactions with NPCs. The concept of Charisma involves the idea
that force of personality operates as a tangible force in the
affairs of men. Even a villain can win and hold the loyalty of his
followers and servants-- provided he does not give them personal
reasons to doubt his good will and concern for their welfare. This
requires that the Character, in his role play, reinforce the
initial impression so that an NPC would reasonably believe that the
Character really is a friend. If the Character does something which
would reasonably give the NPC cause to doubt that the Character is
a friend, the NPC rolls a WIS CR. A success here means that doubt
is established, and the NPC will now require tangible proof that
the Character means well. This bond of trust is especially
important in the feudal relationship between Lord and vassal. The
vassal must believe that his best interests are matters for concern
for his Lord, or his loyalty and willingness to make sacrifices for
his Lord will begin to falter. Charisma as a measure of the
strength of one's image as a friend helps to explain why 'good' men
have often supported leaders or friends who are often demonstrably
'evil' inclination can very easily follow a 'good lord or friend
into the very jaws of death and spurn the richest bribes out of his
sense of personal loyalty.

FEROCITY CRs: Ferocity largely determines the morale of a
Character. The FER CR is the number, rolled on 2D10, which the
Character must roll equal to or lower to maintain morale, etc.
Morale is checked by a FER CR when the Player Characters encounter
a monster of fearsome aspect, when the party is greatly
outnumbered, or when half the members of the party have been slain
or put hors de combat by capture or wounds. The FER CR of the
leader can be used to determine the morale of the group, or each
Player Character and NPC in the party can make an individual FER
CR. Success means that morale is maintained. A failure, on the
other hand, requires a fighting withdrawal. This is especially true
if NPCs are with the adventurers, for they have a desire to go home
to friends and family and are now doubtful that they will if a
retreat is not forthcoming immediately. If the leader wish to
continue a combat in the face of failed morale, the leader must
make a CHA CR by rolling 2D10 + 1D6 to rally the demoralized NPCs.
Failure means that the NPCs will break in the following turn of
combat if a retreat is not begun immediately. Success means that
the NPCs will hold fast for 1/2D6 turns before another FER CR is
made. Player Characters failing a FER CR have the option of
remaining anyway, unless faced by an adversary with the quality of
magical or supernatural Fear emanating from it. In that case,
failure means panicked flight. Monsters and NPCs (including beasts
will also make FER CRs under the conditions noted for Characters on
adventures. Monsters are 'people,' too, and have little interest in
dying simply to satisfy their lord (the Game Master), if there is a
better alternative. This prevents the Game Master from using hordes
of monsters as cannon fodder to exhaust and overwhelm the intrepid
adventurers. Role play combat is a direct development from war
gaming, and in any battle situation the morale of troops is a major
factor and cannot be ignored. Monster morale has to be handled with
a degree of sensitivity by the Game Master. Some will clearly be
more ferocious than others. But even a great Troll will reach a
point when he must decide if it is wise to continue the combat or
beat a retreat-that is, if he hopes to survive at all. With 60% or
70% wounds suffered, it would be time to question the sanity of
remaining. The FER CR can be employed by Superhumans and by truly
superior Knights and warriors (like Viking Berserks) to enter a
beserker rage-- which increases their capability to inflict damage
and to wit. The FER CR can also be used to check morale when a
Character or NPC is faced with an especially dangerous (non-combat)
action. For instance, a Character with a low Dexterity might have
to ease his way along a narrow ledge, with a deep chasm below. A
FER CR might be in order to prevent him from freezing or refusing
to continue. Failure might necessitate extraordinary methods on the
part of his comrades to get him past the obstacle. Role play is
crucial in such instances.
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Character Clagses & Ability Scores

Aharacter class refer to the profession of the player wish
to take to the game, how he believes he can most
] successfully meet the challenges which it poses, and which
role he desires to play. Some classes— particularly those
with very high ability score requirements, such as paladin— should
be very rare within the campaign, and even if some exceptional
player character qualifies for the class, non-player characters of
that class will be very uncommon. Note that only the Elven race is
multi-classed.

Man/ High E1f/

Nephilim Grey E1f* Wood El1f** Dwarf Hobbit
FIGHTER yes yes yes yes yes
Squire, Knight yes yes yes yes no
Paladin yes no no no no
Dark Knight yes no no no no
Forester yes no yes no yes
Brigand yes no no no no
Crowner yes no no no yes
CLERIC yes yes yes yes yes
Friar yes no no no yes
Inquisitor yes no no no no
Exorcist yes yes yes yes yes
Druid yes no no no no
THIEF yes no no no yes
Assassin yes no no no no
Spy yes no no no no
MAGIK USER yes yes (1) yes (2) yes (3) no

*High Elves or Grey Elves may become Fighter-Magick User-Clerics.
**Wood Elves may become Fighter-Magick User or Fighter-Clerics.

1. Elves abhor Black Magick or Necromancy.

2. Wood Elves are “Primitive Talent” Magick Users.

3. All Dwarves are Fighters, but they can also practice Magick as
“Alchemists”, “Artificer Weaponsmiths” or “Goldsmith”.

As noted previously, the 4 races must meet certain minimum ability
scores, and some races have lower maximum ability scores as well.
No character can exceed or be below the given figures. The table
below shows these minimum and maximum at a glance:

DEX ~ STR*  CON APP BAV INT Wis EFER  ALI*X*
Man 01-23 01-23 01-20 01-20 01-20 01-23 01-23 01-23 01-20
Nephilim 14-23 14-23 14-20 14-20 14-20 14-23 14-23 14-23 01-20
High E1f 13-23 13-23 13-20 13-20 11-20 13-23 13-23 15-23 01-07
Grey E1f 13-23 13-23 13-20 13-20 11-20 13-23 13-23 13-23 01-07
Wood E1f 13-23 11-20 13-20 13-20 11-20 13-23 13-23 11-23 01-07
Dwarf 01-23 13-20 15-20 01-20 01-20 01-23 01-23 15-23 01-20
Hobbit 01-23 01-17 01-20 01-20 01-20 01-23 01-23 01-23 01-15

*Women and Female Elves cannot exceed STR/17.

Female Dwarves cannot exceed STR/19.

Female Hobbits cannot exceed STR/14.

**Nephilim must be of Lawful (01-05) or Chaotic (16-20) alignment.

FIGHTERS: The Fighters are the warrior class in society, the
professional soldiers, so to speak. They enjoy considerable
advantages over most other Character classes in combat. They should
be fairly big (small Characters have disadvantages in combat).
Dexterity, Constitution, Strength, and Ferocity are of particular
importance, though some stress can also be laid on Intelligence,
Wisdom, and Bardic Voice if the Player desires to be a real leader.

SOUIRES/KNIGHTS: To qualify as a Squire (candidate for Knighthood)
a character must be of noble birth and should have DEX/12, STR/16
CON/12, BAV/8, INT/10 and FER/12. Nor should he be too small in
stature. PCs with lower scores can qualify for Knighthood, but they
are asking for trouble. Better to choose some other calling
suitable for nobles.

SERGEANTS-AT-ARMS: To qualify for Sergeantry (armored cavalry), a
PC must be a free man and must have DEX/12, CON/12, STR/12, and
FER/12. Serfs can qualify if they obtain freed man status.

MAN-AT-ARMS: To be a common footsoldier (no training in horse
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combat), a PC must be a freeman and must have DEX/10, CON/10,
STR/10, and FER/9. Barbarian Warriors also have equivalent
requirements.

PETIT SERGEANT: The offspring of Petit Sergeants can qualify for
the country militia cavalry. He is expert with horses and knows
horse combat. In effect, he is a Sergeant-at-Arms but does not have
to satisfy all of the requirements for the professional at the
castle or in a mercenary company, The PC must have his own horse
and arms, however.

PALADIN: A knight of alignment 1-2 may enter a clerical fighting
order to become a defender of the Faith. To qualify for Paladinhood
a character must be well aspected (see “Astrology”) and have at
least DEX/12, STR/16, CON/12, APP/13, BAV/15, INT/12, WIS/13 and
FER/17.

DARK KNIGHT: A knight of alignment 19-20 may join a Covent or a
church of Evil. To qualify for the Dark Path a character must be
poorly aspected (see “Astrology”) and have at least DEX/14, STR/18,
CON/13, INT/12 and FER/17.

FORESTER: Foresters are fighters who are adept at woodcraft,
tracking, scouting, infiltration and spying. The minimum
requirements to become a Forester are DEX/12, STR/12, INT/13,
WIS/14, CON/12 and FER/11.

BRIGAND: Brigands are “outlaws” forced to flee to the wilder parts
of the forests. The minimum requirements to become a Brigand are
DEX/10, STR/10, CON/12 and FER/11.

CROWNER: Crowners are itinerant magistrates who investigate
important crimes (typically suspicious deaths) and administer
justice. The minimum requirements to become a Crowner are DEX/10,
STR/10, CON/11, INT/11 and BAV/9.

ASSASSINS & THIEVES: Any Character can elect for a life of thievery
and mayhem, although it is probably a member of the lower classes
(the social dregs, so to speak) who would likely volunteer for such
duty. Dexterity is the most important Prime Requisite for a Thief,
followed by Strength, Intelligence, and Bardic Voice, in that
order. The minimum requirements for a Thief are DEX/12, STR/10 and
INT/10 and BAV/10. If he is an Assassin the Character should meet
at least the minimum requirements: DEX/12, STR/12, INT/11 and
FER/9.

SPY: Spies are members of the Opus Dei (a secret branch of the
Roman Catholic Church formally known as The Prelature of the Holy

Cross) . The minimum requirements to become a Spy are DEX/12,
STR/12, INT/11, CON/12 and FER/15.
CLERICS: We have taken as a model for the Clerics of C&S the

medieval Church, with Priests, Monks, and Friars as the main
Character types. A fourth class, the Chivalric Fighting Orders,
actually a specialized branch of the Fighters which makes war on
the enemies of the Faith. Strictly speaking, it is not a group of
true Clerics, although Priests may be found in its ranks as
Fighting Clerics (Knights with Clerical Powers). Priests must have
a Lawful alignment so that they may perform their good works.
Intelligence and Wisdom are also of use while Bardic Voice is
essential to good preaching and converting the unbelievers. Minimum
Requirements: INT/10, WIS/12, BAV/1ll for Ordination to the
Priesthood; otherwise, no limitation.

is

INQUISITOR: An inquisitor was an official in an Inquisition, an
organisation or program intended to eliminate heresy and other
things frowned on by the Roman Catholic Church. Literally, an
inquisitor is one who "searches out" or "inquires" (Latin
inquirere, "to seek"). The minimum requirements to become an
Inquisitor are INT/14, WIS/12 and FER/11.

EXORCIST: An exorcist is a person who performs the ridding of
demons or other supernatural beings who have possessed a person, a
place or even an object. A priest, a nun, a monk, a healer, a
shaman or other specially prepared or instructed person can be an
exorcist. The minimum requirements to become an Exorcist are
INT/12, WIS/14, CON/10 and FER/13.

DRUID: The Druid is a priest of the ancients traditions. Celtic
magick also placed great emphasis upon the spoken word, and thus
Druids with high Bardic Voice could also become Enchanters.
Conjuration was also part of the Druidic arts, and those with high
Dexterity could qualify for this Mage-type as well. Finally, since
Druids were priests of the Natural Forces, they often were
Forester/Shaman. In the rarest cases, the truly wise became Seers
(filid) of great power and vision. The minimum requirements to
become a Druid or Ban-Drui (woman Druid) are CON/10, INT/15, WIS/13
and BAV/14. A Druid with BAV/16+ may also become an Enchanter. A
Druid with DEX/15+ may also become a Conjuror, with spell limits to
level 9. A Druid with WIS/18+ may also become a filid. A Druid
possessing STR/12+, CON/12+ and DEX/12+ may also become a Forester
Mage. Only in this mode may he enjoy the advantages of a Fighter.

MAGES: There are a wide range of Mages available for role play in
Chivalry & Sorcery. What types are available is left to the Game
Master to decide. For not all types will fit into his conception of
the fantasy world. Nor may he necessarily be ready to deal with all
of them, as each has a degree of complexity he must master before
he can deal with them effectively in the game.

Intelligence is this Prime Requisite which determines how high a
level of Magick they can learn, the languages they can come to

know, etc. Similarly, Wisdom is a quality that should not be
ignored, considering the largely intellectual nature of Magick in
practice.

Mages also have a Second Requisite associated with the specific
college of Magick they are practicing. The Second Requisite often
spells the difference between rapid and mediocre advancement in the
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chosen field of Magick:

Mode of Magick Second Requisite

Primitive Talent: Dexterity
Drug Trance: Constitution
Dance/Chant: Bardic Voice
Shaman: Charisma
Medium: Wisdom
Alchemist Dexterity
Artificer: Dexterity
Diviner: Wisdom

Hex Master: Charisma
Evil Priest: Charisma
Enchanter: Bardic Voice
Conjuror: Dexterity
Thaumaturgist: Charisma
Necromancer: Wisdom

Power Word: Bardic Voice
Cabbala/Symbolist: Intelligence
Sacred Square: Wisdom
Summoner: Ferocity

Monster Characters

>~/

rovided that the Game Master agrees, Players may run
Monsters as Characters. To qualify, a Player must roll Poor
£]Omens at birth for his PC. The Game Master has the right to
M designate which of the following Monster types will be
ellglble as Player Character types in his campaign.

WERECREATURES: A Player may have a Werecreature PC. The nature of
the beast dominates the Character's behavior and outlook once the
change takes place. But in his everyday life, the Character
evidences little or nothing of his Were nature. No Werecreature
will practice Magick or Clerical vocations. Nor will the human form
of the PC possess any Prime Requisite exceeding 19. For a Shape-
shifter able to transform more or less at will, CON/19 is needed.

VAMPIRES: A Player may have a Vampire PC if he has at least

DEX/16+; CON/21+; STR/21+; WIS/12+; INT/12+; BAV/17+; APP/14+; and
FER/20+. Nor should the PC be especially small or tall: males =
5'6” to 6'3”; females = 5' to 5'10”. Vampires do not practice

Magick or Clerical vocations, but they may possess 2d6 Magical
spells of Level I and II (Game Master's choice), which they can
cast at the equivalent level of a practicing Mage. Such spells
should tend to be in the Command category. Vampires are rated as
Chivalrics (Knights) for fighting purposes and advance only through
slaying others.

KOBOLDS: Like all of the Goblin Race, Kobolds are a minimal group
in some respects. A Kobold must have STR/4-15, WIS/1-16, and APP/1-
8. Kobolds are Fighters, but it is also possible for a PC to be a
Mage instead (Shaman or Conjuror) able to practice Magick up to
Level IV.

GOBLINS: A Goblin must have STR/4-15, WIS/4-16, and APP/1-8.
Goblins are Warriors, but a PC could also practice Magick like
Kobolds.

An Orc must have STR/4-15,
but a PC could also

ORCS: Orcs are a superior Goblin Race.
WIS/1-16, and APP/1-8. Orcs are Warriors,
practice Magick like Kobolds.

URUK-HAT:
APP/1-8.

An Uruk-Hai must have CON/13+,
All Uruk-Hai are Warriors.

STR/14+, WIS/4-16, and

HOBGOBLINS: A Hobgoblin must have CON/13+,
8. All Hobgoblins are Warriors.

STR/8+, WIS/4-16, APP/1-

GNOLLS: A Gnoll must have CON/19+, STR/12-19
and FER/14+. All Gnolls are Warriors.

WIS/4-16, APP/1-8,

CAVE TROLLS: A Cave Troll must have CON/21+, STR/21+,
APP/1-8, and FER/15+. All Cave Trolls are Warriors.

WIis/4-9,
MOUNTAIN TROLLS: A Mountain Troll must have CON/21+, STR/20+,
WIS/4-12, APP/1-8 and FER/16+. Mountain Trolls are Warriors.

WOOD TROLLS: A Wood Troll must have CON/21+, STR/20+,
APP/1-8 and FER/17+. Wood Trolls are Warriors.

WIS/4-12,

STONE TROLLS: A Stone Troll must have CON/21+,
APP/1-8 and FER/18+. Stone Trolls are Warriors.

STR/20+, WIS/4-12,

OLOG-HAI: An Olog-Hai must have CON/21+,
and FER/16+. Olog-Hai are Warriors.

STR/20+, WIS/4-16, APP/1-8

OGRES: An Ogre must have CON/19+,
FER/18+. Ogres are Warriors.

STR/19+, WIS/4-16, APP/1-5 and

GIANTS: A Giant and must have STR/19+, WIS/4-16, and FER/9+. Most
Giants are Warriors, but Mage types can be Artificers, Conjurors,
or Nordic Mage types.

and maximum
maximum for

As noted previously, monsters must meet certain minimum
ability scores. The table below shows these minimum and
NPC monsters at a glance:

DEX  STR ~ CON  APP  BAV  INT WIS  EER  ALL
Kobold 06-15 09-15 09-15 01-10 01-12 01-13 04-15 09-15 14-20
Goblin 06-15 09-15 09-15 01-10 04-12 01-13 04-15 09-16 14-20
Orc 06-15 09-15 09-15 01-09 04-14 04-13 04-15 09-16 14-20
Uruk Hai 08-18 10-19 12-19 01-09 04-10 04-15 04-14 14-19 14-20
Ogre 06-12 19-22 18-20 01-03 01-04 01-06 01-06 18-20 17-20
Cave Troll 08-16 20-23 21-23 01-06 01-06 01-06 01-06 15-19 14-20
Mtn. Troll 07-12 20-23 21-23 01-06 01-10 01-08 01-08 16-20 14-20
Wood Troll 07-12 20-23 21-23 01-06 01-08 01-08 01-08 17-20 14-20
Stone Troll 08-15 20-23 21-23 01-06 01-10 01-10 01-08 15-20 14-20
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Hill Troll 08-15 20-23 21-23 01-06 01-08 01-08 01-06 15-19 14-20
Olog Hai 12-17 20-23 21-23 01-06 05-12 09-13 07-12 18-20 14-20
Cave Giant 06-12 12-19 12-19 01-10 01-08 01-08 01-08 09-20 14-15
Hill Giant 06-13 12-19 12-19 01-10 01-05 01-11 01-11 09-20 14-15
Frost Giant 06-15 12-19 12-19 01-12 01-12 01-16 01-16 14-20 14-15
Fire Giant 06-16 12-19 12-19 01-10 01-13 01-13 01-13 09-20 14-15
Storm Giant 06-13 12-19 12-19 01-10 01-07 01-12 01-12 10-20 14-15
Honour
(f onour measures a character’s fame, success, confidence,

Y mportance, influence, and status;
Qminstrels’ songs, court gossip, peasant chatter, the
prayers of holy men, enemies’ curses, traders’ tales,
nobles’ praises. People are thus aware of each others’ Honour
because they all participate in the same society; while characters
do not really know their exact number, everyone is extremely
conscious of their status relative to others.

Honour is expressed in

and

Honour is very different from the alignment-based code of Honour to
which a paladin must adhere. Honour is not a judgement of good and
evil. Individuals of high Honour are not necessarily good and those
with low Honour are not necessarily evil. A cruel tyrant may very
well possess high Honour, while a goodly knight, through
unfortunate circumstances, might possess a miserable Honour.

Honour is more a measure of the deeds accomplished by both the
individual (and sometimes his bloodline/clan) as well as those
individuals he associates himself with (his party, peers, etc).

In many ways Honour is about respect and how others view you. This
is why Fame ties in so closely with Honour. Your Honer causes your
Fame to rise and fall. A lowly zero level blacksmith in a backwater
rows can't have Honour no matter how great he is at his job. Though
Honour will he very important to that individual and he may very
well refuse to do work for someone he deems to be dishonourable.

To have Honour is to command respect. When a character loses Honour
he loses face. Honour is so essential to the hero that it is
reflected in his very continence. People and even monsters can
sense how much Honour a PC has just by standing in his presence.
And sometimes (if his Honour is through the roof) just by looking
at him. So much gravity is placed on individual and group Honour in
chivalry & Sorcery that characters have been known to commit
suicide when it is deemed their Honour has been trashed and is
irreparable.

Thus, the Honour number is a quantification of the character’s
personal social position in comparison to that of others. That is,
Honour is not about the quality of a character’s reputation, but
about the quantity. A glorious knight might walk about proudly,
revered beyond other knights, yet be despised for his cowardly or
treacherous deeds. It is important for players to understand the
fact that, since Honour measures not reputation but status,
successful evil knights may attain the same Honour as some
chivalrous knights. Evil knights lose reputation, not Honour,
their vile deeds.

for

Gaining Honour

haracters can get Honour by many different means, so players
may choose entirely different paths to Honour for their
characters. This promotes roleplaying and ensures that not
all characters are the same, and that they do not need to
for the same rewards.

compete

Any dramatic event taking place in the game offers a potential
Honour award. However, routine or mundane events rarely provide
much opportunity for Honour. At times, simple participation in a
significant event is enough, but successful action is generally
required to gain Honour.

Almost any action that an ambitious knight performs can gain
Honour. Examples of events that normally provide Honour include
defeating an enemy in personal combat, getting married, being made
a lord, successfully exhibiting a skill at court, spending a great
deal of money, and finding the solution to an eerie magical riddle.

In addition, because society is concerned with personal behavior as
well as combat and daring, Honour can also be earned from evidence

of high passion and from faithful service to chivalrous, romantic,
or religious ideals.
Any person, whether peasant or king, may gain Honour. Further, any

two characters gain the same amount of Honour for the same action.

However, knights and higher-ranking members of the noble class are
very Jjealous of their prerogatives: They alone do the deeds of
knights.

Most courtly situations in which Honour can be gained are thus off-
limits to characters of less than knightly status. For example,
feasts and tournaments are held for knights and their ladies only.
Squires are expected to serve humbly, not to dance with the ladies
or show off their other skills before the court.

On adventures, all sergeants or squires must be under the orders of
a knight, whether a player knight or a NPC's knight. As the premier
warriors, knights are expected to do most of the fighting, while
their squires render assistance by fetching new lances and horses,
providing first aid, and possibly fighting off foot soldiers and
other rabble. Squires and sergeants are expected to fight when the
combat is unchivalrous or when the knights ask for help, and not at
any other time.
In many cases,

only the knights fight, so they get all the Honour
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from such events. During combat, any sergeant or squire who rudely
shoulders aside knights in order to grab Honour may be declared
outlaw or simply killed immediately. In non-combat situations, a
presumptuous or insolent sergeant or squire is simply removed from
the room, or placed in a dungeon if he resists.

Once a character begins to accumulate Honour, it is inevitable that
the player will want to know where his character stands relative to
other famous knights of the realm. The chart below answers this
question in general terms, and defines the range of Honour.

Honour points Quality of Knight

1-1000 Non-knight (serf, merchant, squire, damsel, etc.
1001-2000 Average knight

2001-4000 “Notable” knight

4001-8000 “Famous” knight

8001+ “Extraordinary” knight

Tremendous heroes such as Sir Lancelot du Lake are far superior in
Honour to almost all other knights, with good reason. It is

unlikely that player characters will attain Honour similar to that
of Lancelot.

Nn chivalry & Sorcery, honour represents the respect of one’s
not something palpable like gold. Thus, to a great

M Gamemaster and the other players to your roleplaying. This
section offers guidelines, but not absolute rules, for earning
Honour.

If a player impress everyone with his character’s actions, chances
are that he receives some Honour. If his actions during the game
are banal or uninspired, or if he relys on a powerful fellow
character to gain attention and success, he should expect to
receive less than the usual Honour for his actions.

Many successes in the game are not worth Honour, and those that are
usually gain a character only ordinary Honour. The high points in a
character’s career, though, such as the ceremony of knighthood, are
extraordinary events. Those occasions from which more than 1,000
points can be gained are invariably unique and deadly (the Battle
of Crécy, for instance).

GameMasters may be tempted to award excessive Honour during moments
of excitement and drama. Do your best to keep to the guidelines
printed here: once a bad precedent is set, every player begins to
expect similarly high amounts of Honour in subsequent games.
“Honour inflation” can ruin a campaign very quickly.

First, determine the appropriate category for the event: mundane,
minimal, ordinary, heroic, or extraordinary. In some situations,

important events take place but no Honour is gained; this occurs

when the action, though successful, is dishonorable.

Accomplishment Honour Won
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Mundane 0

Minimal 1

Ordinary (Default) 10

Heroic 100

Extraordinary 1,000

Mundane: Some actions are beneath notice in the game, and do not

accrue Honour. For instance, a knight does not gain Honour simply
for drawing his sword from his scabbard, no matter how impressive
the flourish. Occasionally an act deserves 0 Honour, but certain
oblique effects of the action might result in great Honour. For
example, when Sir Balin decapitates the Lady of the Lake in King
Arthur’s Court, he receives no Honour for the killing, for he
commits a dishonorable act of treason by so offending the king’s
hospitality.

Minimal: The minimum Honour that a character can gain from a
significant event is 1 point. Killing a snake might be worth 1
Honour point if circumstances are appropriate. In most cases,
though, if an event is worth Honour at all, the character should
gain more than 1 point. If the GameMaster is dividing Honour among
a group, and each individual would receive less than 1 point by a
strict division of the Honour, then each individual gains 1 point.

Ordinary: The common amount of Honour that should be awarded for a
significant action or event is 10 points. Most normal actions
during the game that are worth praise should receive 10 Honour.
These might include victory over a bandit, a successful speech, or
an act of courage. As a default, the GameMaster should hand out 10
Honour whenever he is unsure of how much to award, or whenever an
argument over Honour seems likely. GameMasters may reward excellent
roleplayers with 10 Honour (per action) as a reward for their fine
play-acting and believable choices.

Heroic: Most heroic acts or important events should earn 100 points
of Honour. By this definition, a heroic event is an order of
magnitude more significant than an ordinary event. Keep in mind
that even 100 points is a substantial amount for a single action or
event. Still, some heroic events and actions are worth as much as
250 to 500 points.

events or actions Honour points

Behaving in accordance with all the religious virtues 100
for one year

Being the Grand Champion in a medium or large 250
tournament

Being the champion of a small tournament 100
Fighting successfully through 8 rounds of a large 400
battle

Fighting successfully through 8 rounds of a medium 250

size battle

Extraordinary: For an action or event that signifies a once-in-a-
lifetime opportunity, 100 Honour is clearly not enough. Such
extraordinary actions or events gain 1,000 points, an order of
magnitude over that gained from heroic actions. Adventures yielding
opportunities for extraordinary Honour are extremely rare; only
something incredible, an awesomely heroic and successful action,
a unique magical or sacred ritual qualifies as extraordinary.
Perhaps one adventure in twenty, at best, might offer this
opportunity. Such adventures must involve great risk or demand
great roleplaying from players.

or

For example, defeating an extraordinary monster like a huge fire-
breathing dragon might gain 1,000 points, should the GameMaster
feel it appropriate. But such creatures are rare indeed, and should
easily kill most knights foolish enough to go against them single-
handed.

Adventures involving tasks crucial to the realm, such as rescuing
the Queen, might yield extraordinary Honour if completed
successfully. However, only Extraordinary knights (those already
having 8,000 or more Honour) would ever be considered for
participation in such important events. Until they attain great
fame, player knights must accustom themselves to tasks of lesser
significance.

The fact that it usually takes a group of knights to achieve such
great things (unless the knight is of Lancelot’s stature) means
that few will gain a full 1,000 Honour for successfully completing
any adventure of this sort.

A few extraordinary non-adventuring acts might gain extraordinary
Honour, and each of these, with one exception, can occur only once
in a knight’s life:

¢ being knighted

being made a king

dying heroically in battle

participating in the High Mass of the Holy Grail

The following list is by no means complete but represents just some
of the many actions that can increase one's Honour. Note that one's
Honour might preclude some of the actions on the following list.

. Allowing a disarmed opponent to pick up his weapon.
. Allowing the enemy to draw first blond.
. Allowing the enemy to remove their dead and wounded from

the field of battle.

. Being associated with someone with a higher Honour
. Being blessed by certain classes or creatures.
. Delivering the coup de grace to a superior opponent.
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. Entering into mortal combat without armor.

. Fighting a 'worthy adversary' or battle-hardened
adversary.

. Picking up the funeral expenses of someone you slew in
combat.

. Refusing medical treatment (so others may be treated
first.)

. Taking an arrow or hit for someone else.

. Taunting an enemy into fighting.

. Winning a mano-on-mano challenge.

The following list represents just some of the many actions that
can decrease one's Honour. Some characters seem to seek out new and
creative ways in which to diminish their group's Honour. Note that
one's Honour might preclude some of the actions on the following
list.

. Being admonished by another character for a wrongdoing.

. Being associated with someone with a lower Honour.

. Being cursed or vexed by certain classes or creatures.

. Being publicly insulted or disparaged. (Especially by an
NPC or someone of a lower experience level than
yourself.)

. Getting caught in violation of ones alignment.

. Getting caught 'bragging' about deeds which rightfully

belong to someone else
Honour in).

(or which someone else shares

. Killing a host who has provided you food or shelter.

. Neglecting to properly bury the
own family.

body of a member of one's

. Losing a battle standard, flag, crest during combat.

. Losing a mano-on-mano challenge.

. Paying off an extortionist or shake-down.

. Putting up with bad service from a waiter or barkeep.

. Snitching or ratting out another.

. Surrendering.

. Walking away from a challenge.

. Being eye-balled can affect your Honor if the event is
nor properly challenged.

. Letting someone take advantage of you.

. Attacking an unarmed or obviously inferior opponent.

. Fleeing combat.

Group Honour Atwards

7] onour is often attained by a lone individual, but this is
‘ not always the case. Sometimes player characters cooperate
Bto achieve some task or goal. The GameMaster divides his
Honour award among several characters whenever it is clear
that more than one individual was responsible for a success. For
example, if five characters cooperate to defeat a group of bandits,
each of the five receives some of the credit.

The GameMaster always determines the division of Honour. Usually
Honour is divided equally among all the participants, perhaps with
an extra portion awarded to any particularly deserving individual
for heroic behavior. However, the GameMaster may choose to award
most of the Honour to one of the participants, rather than giving
anything extra, with the rest receiving very small awards. The wise
GameMaster always confers with the players about such matters, but
the decision, once made, is final.

Knights are warriors first and foremost, and their fame is
increased most significantly by combat, whether against bandits,
monsters, soldiers, or other worthy knights. The basic rationale is
simple: the more fearsome or important the foe a knight overcomes,

the greater the Honour.

If the loser had an unusual advantage
large damage value or a magick shield
winner is appropriate, since the risk
the same rationale as human opponents:
power or statistic yields the victor extra Honour.
enemy defeated has its own Honour, or is significant in some way
beyond its simple combat ability, then the victor’s Honour should
be increased. Thus, an old but famous knight would be worth
somewhat more Honour to defeat than a bandit with the same skills
and equipment.

in the combat, such as a

then more Honour for the

was greater. Creatures follow
A creature with an unusual
Likewise, if the

Mortal combat with another knight is the supreme challenge, and

great Honour may thereby accrue.

Consider “defeat” to mean that the enemy surrendered or was
captured, incapacitated, or killed. If the enemy’s plans were
quashed but he escaped, no Honour is gained for the defeat. Note
that if several knights cooperate to defeat an enemy, the Honour is
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divided equally among them.

Honour may be gained from chivalrous actions even without a roll.
For example, a player may state that his character performs a
remarkably generous act. As long as this is consistent with the
character’s normal behavior and reputation. Of course, in such
cases the GameMaster has no starting number of points to award.
Usually he should award 10 points of Honour, the normal amount,
— if the action was heroic — 100 points.

or

Honours and Titles: In addition, Honour is gained for receiving
honours significant to a knight and his society. Being knighted or
celebrating the High Mass of the Holy Grail are all examples of
this type of honour.

Rank Honour points
Banneret knight 1000

Duke 7500

Earl 3500

King 10000

Officer to a duke 750

Officer to a king 1000

Officer to an earl 350

Vassal knight 500

JParticipation in Potable Events

7}_ €y reat events such as tournaments, battles, and religious or
¥ 9” & feudal ceremonies are at the heart of the game. Simply

5_ of) ﬁ participating in such exciting events can net Honour of a

g2 magnitude based on the importance of the event. Note that

qualification to receive such honours may require many successful

actions.

AN

Battles: Honour awards for participation in battle depend on how
well the character and the army fought. Honour is gained on a per-
round basis, and is derived from the size of the battle, with
adjustments for various factors.

Tournaments: Honour in tournaments is normally gained through
individual combat. However, a small amount is gained simply for
participating, and a larger sum can also be earned by winning
either of the two main events, the joust or the melee.

Successful Quests or Tasks: Members of any quest group or
adventuring party gain Honour when the task is successfully
completed. Task Honour should be awarded whenever a task is
important, as long as it offers some challenge.

The Honour awarded for successful completion of a task may
supplement incidental Honour gained for defeating enemies,
participation in important events, etc. If a knight is specifically
ordered by his lord to slay a famous ogre, he gains both defeating
enemy Honour and task Honour.

Bonus Points

haracters with 100 or more Honour derive measurable benefits
from their status: For each 100 Honour points, a character
may add 1 point to his Status. Honour indicates status and
importance, not just notoriety. In formal situations where
characters interact, such as the courts of nobles, great status may
enhance the character’s capabilities to influence or impress

others. Normally the character must have a respectable reputation
to do so, though: Evil knights with no honour, even if very
powerful and influential, won’t usually be invited to court.

When characters are in a social situation among chivalrous folk,
the character with the highest Honour takes precedence over others
of equal title. Titles of rank still maintain their precedence, of
course, so a king or other lord is unlikely to defer to an ordinary
knight, no matter what the knight’s Honour.

In situations where feats of arms may be called for, it is the
privilege of the greatest to make the first attempt. In social
situations, “precedence” means that the person of lower rank goes
first. For example, when entering a feast, the lower-ranked
individuals go first and the highest-ranked person is last.

Yosing Honour

Hf a knight’s actions are villainous he will lose honour.

M Avenging a kinsman is not villainous, nor is slaughtering
'hapless commoners. Adultery, accidental murder, stealing
Mherds and castles, and participating in ambushes are not
villainous. Death, slaughter, and misery are a normal part of a
knight’s life. Mercy is not required, and so real villainy must be
totally vile.

The Game Master may take away honour from knights who perform these
depraved actions. No witnesses need see the act. Use this power
wisely.

A villainous act must be utterly unchivalrous and unknightly. It
must violate both social and moral norms. Common villainous acts
and suggested values are given below.

Loss action

50 killing a squire

50 being captured

50 raping a noblewoman

100 desecrating a chapel or church
100 killing a cleric or priest
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100 killing a herald

100 killing a woman

100 killing an unarmed knight

100 killing a knight who surrendered
100 showing cowardice

100 offending a liege lord

200 killing a bishop/druid

250 ganging up on a knight

500 killing an archbishop/archdruid
500 killing a kinsman

all denouncing or betraying liege

* killing liege lord
*the killing of one’s liege lord results in a loss of honour equal
to twice that lord’s honour upon death.

If a player-character becomes villainous and loses part or all of
his honour, the benefits which he had previously gained are still
kept.

Yillainous Knights

nights become villainous when they attain negative honour.
They have done so many bad things that they have become
nothing but depraved, base-minded scoundrels.

Most villainous knights are Game Master characters but if your
players all want an all-villain campaign, you may do it.

The only advantage which villainous knights have is that they are
hard to recognize. They always travel under false arms, so heraldry
is useless to find them.

Breuse Saunce Pitie is the most famous villain knight of Le Morte
D’Arthur. He appears, deceives the best knights, decapitates women,
tramples unhorsed knights, and then vanishes into the brush, often
wounded, never killed, never captured. Sir Carados of the Dolorous
Tower and his brother, Sir Turquine, are also famous villains. King
Mark performs his share of villainy, but never wipes out all the
honour he receives for his landholdings.

o skill represents a specific set of knowledge and aptitude.
A\ Every skill is rated on a percentile scale from 0 to 100 or
ghigher. This is called a skill rating. Skills essentially
define what kinds of actions the character can perform.

Having
INT x10 and allocates at least half of the resulting total as
percentiles among those skills listed for the profession. All the

chosen a profession, the player multiplies the character's

skills do not need to have points given to them,
undistributed are lost.

but points

Add to these allotted points those pre-printed on the character
sheet alongside the skills. For instance, allotting 25 percentiles
to Throw, we see 25% printed beside the skill: the player should
total the two numbers and write in 50% as the current amount for
the skill.

Using Skills

| ["henever the character wishes to take an action or accomplish
’ / fla task where the outcome is in doubt, you must declare the

N | desired action, and the GameMaster will call for a D100 roll
i against the appropriate skill rating. In general terms, a
D100 roll under the modified skill rating grants success at the
task, while a roll higher than the rating fails.

The difficulty of the task or other circumstantial modifiers can
adjust a skill’s rating up or down. The difficulty modifiers are
Automatic (no roll required), Easy (the skill is doubled), Average
(no modification to the skill), Difficult (the skill is halved),
and Impossible (no roll, or a 01% chance at the GameMaster’s
discretion).

Secret Skill Rolls

fhe GameMaster may also make skill rolls for the character,
F@in cases where the GameMaster either does not want him to
{ know the outcome of the skill roll or that a skill roll is
£ being made at all. The GameMaster may wish to keep a copy of

2N
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the character sheet on hand, or may ask for a list of the
character’s current values of relevant skills (particularly
Perception skills) so secret rolls can be made without alerting him
and the other players that his characters might be missing
something when the skill rolls fail. This method allows the
GameMaster to use failed rolls to potentially mislead or misdirect
him.

Measuring Skill Ratings

»ﬁi‘ ny reasonably healthy and normal person can swing a club,

Y c1imb a tree, or speak his or her native tongue. Every
dskill, therefore, has a base chance associated with it: the
character is assumed to have this basic rating in the skill
any additional skill points are added.

The character’s skill ratings define his capabilities during play.
The following guidelines gauge the character’s proficiency.
Guidelines are provided as to when rolls would be required—under
routine conditions, characters at a certain level of competence can
regularly perform these skills without needing to roll for success.

05% or less: Novice. A character with a skill rating this low is a
complete amateur, and has little hope of succeeding even at Easy
tasks. At this low level of competency, you should roll each time
you wish for your character to attempt this skill, regardless of
whether in a stress-filled situation or routine under ideal
circumstances.

06-25%: Neophyte: A character with ratings in this range is either
a beginner or has a small amount of knowledge of the subject at
hand. The phrase ‘knows enough to be dangerous’ applies well here,
your character will get lucky enough to succeed once in a while,
and may become overconfident as a result. You should have to roll
whenever your character attempts this skill, even if the task is
Easy.

26-50%: Amateur. Ratings in this range indicate a little talent,
some rudimentary training, or hobby level dabbling in a skill. Your
character is barely qualified, and is usually entrusted with
Automatic or Easy tasks. At this level of competency, in non-
stressful situations your character can perform routine activities
relating to the skill without needing to roll.

51-75%: Professional. A 50% rating in a skill allows your character
to make a living using that skill. At the professional skill
rating, your character does not need to worry about failing Easy
tasks, and is experienced or proficient enough to serve as a leader
or manager of others. Most skills cannot be raised above 75%
through training alone: your character must advance further through
practical use. At this skill rating, most of the time your
character can perform routine or even complex activities relating
to the skill and you are only required to roll when there is an
element of risk, or when the chance of failure is dramatic.

76-90%: Expert. Skills in this range indicate advanced expertise in
a given field: your character has a reasonable chance to succeed
even at Difficult tasks. Few people ever attain such mastery of a
given skill, and those that do are respected and relied upon for
their expertise. Most average characters cannot begin play with any
skill higher than 75%. With this skill rating, your character
should be able to perform complex and difficult actions relating to
this skill under routine circumstances.

91% or higher: Master. Only a handful of true geniuses attain this
level of mastery. Only the most difficult tasks are beyond their
abilities, and their expertise has likely made these masters famous
or legendary, either within their field or in the world at large.
When your character has this rating in the skill, in routine
situations he is able to perform miracles, and you will rarely need
to roll the dice except at most difficult of tasks or in dire
situations.

Chaluating Success or Failure

oJ ometimes the character’s efforts in performing an action can
K Qhave very different results: a good toss at darts will hit
.‘\‘p ethe board, while a lucky or exceptional throw hits the

memeod bull’ s-eye. There are five degrees of success for any type
of action roll.

Ranked from worst to best, they are as follows:

Fumble: roll > or equal to top 5% of the chance to fail

Bad luck or incompetence sometimes conspires to produce the worst
possible result. Spectacular failures are called fumbles. The
chance of fumbling an action roll equals 5% (1/20th) of the chance
of failure.

Fumbled actions never yield any beneficial results, and always end
up impeding or harming the character (or his friends) through
disastrous or unintended results.

Failure: roll > target

Die rolls that are higher than the base chance fail. Some failures
cost the character nothing more than perhaps a little dignity,
while others can be costly in terms of time, money, or physical
damage. Unless an action is deemed automatic, there should always
be some chance of failure: no matter how high the modified base
chance, action rolls fail on results of 99 or higher.

Success: roll < or equal to target

Any roll with a result in the upper 4/5 of the base chance
qualifies as a success. Successes accomplish the action with
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average results.

Special Success: roll < or equal to 20% of target

Some skill attempts are better than average, and yield extra
benefits for the character. Actions achieve special success if the
die roll is equal or less than 1/5 the character’s skill rating.
Round fractions using normal rounding.

Critical Success: roll < or equal to 5% of target

Sometimes the character will perform an action so well that the
results are truly extraordinary. Rolls that are equal to or less
than 1/20 of the skill rating are a critical success. Round
fractions using normal rounding. Critical successes yield the best
of all possible results.

Skills Descriptions

Acrobatic

A skill enhancing the use of Climbing and Leaping Capabilities.
Greater control and effectiveness in these actions is achieved by
"lightening" the body through precise use of balance and muscular
tension, permitting remarkable feats.

Appraise

Successful use of this skill allows the character to estimate an
object’s worth, be it an old painting, a gemstone, a weapon, or a
riding horse.

Arrow cut

A special method of defending against missile attacks with hand
weapons. The character may "cut," ie. deflect, small missiles out
of mid-flight as they hurtle at him. The skill is applied only
against missiles which actually would hit the character. Those that
would miss anyway are ignored. When a missile scores a hit on a
character, the attacker's hit probability is reduced by the Arrow
cut skill. If this reduces the missile's hit probability below 0,
the attack has been deflected. There 1 chance out of 10 that the
missile is shattered. This skill may be applied against all arrows,
hand-hurled missiles, and javelin.

Awareness

This skill measures the character’s attentiveness to his immediate
surroundings, using both his five physical senses and the
mysterious “sixth sense.” A critical success might reveal extra
information (such as the precise location of the bandits hiding in
the trees, as opposed to the simple realization that there are
bandits there), while a fumbled Awareness roll reveals incorrect

information.

Bargain

The skill of obtaining something for an agreeable price. The
bargainer must state the price at which he wishes to purchase the
item and, for each 2% difference between that price and the asking
price, he must subtract 1 percentile from his Bargain skill. The

seller will not take a loss, no matter how good the bargaining. The
GameMaster usually determines the bottom-line amount secretly. By
implication, use this skill in any negotiation which features an
exchange of value. Combination rolls with Credit Rating, Fast Talk,
or Persuade might help in bargaining. A simple bargain may be
struck in a few minutes. A complex contract might take weeks,
Bargain might then work in combination with Law.

and

Battle

This skill applies to tactical decisions when individuals are
separated from their larger unit; this use of the Battle skill is
used only in battles. Leaders use this skill to inspire, direct,
and coordinate subordinates, guiding them in complex tasks and
improving the effectiveness of the group as a whole. The character
with this skill compels his followers to obey, not out of fear, but
out of personal loyalty and commitment.

Battlefield Tactics

Battlefield Tactics involves leading formations of troops in the
field. The skill confers advantages when two groups confront each
other. Provided the character knowing Battlefield Tactics has been
able to survey the battle area and has enough information about the
opposition, he will be able to make a Battle Plan. If successful in
his skill roll, all those under his command have an advantage in
the first round of their attacks. This bonus is available to each
PC and NPC whom he makes contact with and who can attack the foe.
Some in the group may enjoy this first round attack bonus later on
if they are not committed to battle from the first (according to
the Battle Plan). Initial attacks gain a bonus of +10%. However, a

Critical Success yields a bonus of +30% to initial attacks. If both
sides have leaders with the skill of Battlefield Tactics, then it

becomes resisted:

1. If both leaders succeed, they neutralise each other and
both side use normal attack values.

2. If one side succeeds and the other fails, the successful

side enjoys a standard first attack bonus.

3. If one side has a Critical Success and the other is
unsuccessful, the leader has a Brilliant Plan and maximum
first attack bonuses apply.

4. If one side has a Critical Success and the other an
ordinary success, the Critical Success is downgraded to
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an ordinary success and the standard first attack bonus
applies.

Blasphemous Lore

The study of horrific occult secrets and ancient evils. A field of
knowledge gleaned from the grimoires of madmen, scribbled on the
walls of madhouses, and whispered in the uttermost dark of the
night. The more of this peculiar knowledge your character has,
less his grasp on sanity.

the

Bribery

This skill gives a character expertise in paying bribes—allowing
him to know exactly who and how much to bribe on a successful skill
roll. A failure on the roll indicates that the person he is
attempting to bribe has refused to accept it and will not act as
the briber desires. (He may, however, still take the bribe and do
nothing, at the GM’s discretion. Or he may even be offended at the
insult to his integrity.) On a failure roll of 96-00%, the person
refusing the bribe will turn the briber in to the authorities. The
GM may, at his option, make the roll for the player to keep an
NPC’s true reaction a secret. On a regular failure, the briber may
offer more money and try again immediately. If the second roll
fails, the person cannot be bribed at that time, and the PC must
try again at a later date if he still wishes to bribe the person.
The GM should determine in advance how much a particular NPC will
accept as a bribe. If the PC offers more than the GM has determined
is the minimum bribe an NPC will accept, the GM may add to the
player’s chance of success—up to twice normal, depending on the
amount; if he offers less, the success chance should be lowered
accordingly, to a minimum of 5%. Bribery skill can be used to
persuade a guard to turn a blind eye to extralegal activities,
influence a judge to give a character a reduced or deferred
sentence, convince an informant to nark on a buddy, and so on.

Conceal

Allows the visual covering up, secreting, or masking of an object
or objects, perhaps with debris, cloth, or by making a secret panel
or false compartment, or perhaps by repainting or otherwise
changing an item's characteristics to escape detection. With it, a
person might be secreted from sight, but could not be disguised to
evade even a cursory inspection. Larger objects of any sort should
be increasingly hard to conceal.

Courtesy

Courtesy is a skill defining a knight’s knowledge of courtly
manners, from etiquette to matters of precedence and table manners;
from modes of speech, including protocol, vocabulary, style, and
forms of address, to all types of decorum appropriate to a lord’s
court, such as around superiors, around women, and around
disfavored people. A successful Courtesy roll means that the knight
performed correctly in the formal manner appropriate to the
relative situation, making a suitable impression upon his audience.
Courtesy is inappropriate for use with commoners. A critical
success indicates great elegance and style in the performance. A
fumble indicates that a silly or even offensive act occurred, with
consequent humiliation. Haughty or cruel lords may become insulted
and angry at characters who fumble their Courtesy roll in court,
possibly with dramatic consequences.

Cult Lore

This is knowledge of the beliefs, stories,
prayers associated with a particular God, pantheon, or Mystery
Cult. There are also several Mystery Cults which require special
initiations involving the comprehension of Mysteries in order to
become members. The Cult Lore of each Great and Mystery Cult is
considered a separate sphere of knowledge and practice and must be
learned individually. Cult Lore is used to interact with the
Heavens and the Underworld through Offering and Sacrifice Rituals,
thus gaining the attention and favor of divine powers that can be
called upon with Invocations.

ritual practices, and

Disguise

By using this skill, the character employs posture, costume, voice,
and other tricks to seem like a different person, or a different
kind of person. Dim light, theatrical makeup, and significant
facial alterations (a haircut or wig, false beards or a quick
shave) can add up to a +25% bonus, at the GameMaster’s discretion.
Onlookers who scrutinize the disguised character or engage him in
conversation can make and opposed Spot or Insight skill check
against the character’s Disguise to see through the ruse. The
disguised character can use his Fast Talk skill for the opposed
check if he engages the onlooker in conversation.

Etiquette

All social castes or special groups have their own codes of
conduct, defining what is or isn’t acceptable behavior. Proper
dress, modes of speech, specific behaviors, and even eye contact or
trials by combat can all play a part in a group’s etiquette.
Etiquette rolls might be required to gain an audience with an
important non-player character, and should accompany any requests
made of that character. Etiquette skill is very culture specific—
conduct that is allowed in one country may be a major breach of
etiquette in even a closely related one, such as France and
Britain. In such a case, whenever visiting a country with a related
but different culture, one’s Etiquette skill is halved; it would
increase at a rate of about 10% for every week spent in that
culture (except on a failed roll), up to its maximum. In a very
different culture—most Elven and Dwarven countries for Human player
characters, for example—the skill would be lowered to one-fifth
normal percentage at best, until the ins and outs or that culture
are learned (often the hard way).
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Fast-drawing

A technique for fast-drawing the sword and cutting at the foe in
one movement. It permits the character to draw the weapon and make
a strike attack in the same action at the expenditure of 1 blow. It
may be used when engaged at no penalty. Both hands must be free to
use this skill or a 50% penalty is applied to the hit probability.
A normal miss means the sword is out but the blow missed. A
Critical Failure means the sword has indeed been dropped.

Fast Talk

The preferred weapon of salesmen, spies, or confidence men, this
skill convinces a target that what the character is telling them is
true, or that he agrees with whatever the character is telling
them. The target will sign the paper, ignore something suspicious,
pass off faulty goods as valuable or take false facts on faith.
Fast Talk is quick to use, and almost always temporary. To truly
change someone’s mind, the character should use the Bargain or
Persuade skills. Fast Talk will not work on targets whose minds are
made up; use Persuade instead.

Faerie Lore

Faerie Lore quantifies how much a character knows about the
mysterious ways of Faerie and the invisible world of the Other
Side. It may be used to identify a particular type of faerie that
was sighted, to recognize a faerie encounter as such, or to aid
communication with the inhabitants of the Faerie Realm. Everyone
knows that whenever something uncanny occurs it is due to some
faerie, and anything strange that is not immediately recognizable
as the influence of faeries is quite possibly made by them as well.
A Faerie Lore success reveals magical information, which the
GameMaster should present in an entertaining way. However, this
information may be sheer superstition, or incorrect in detail. A
failure or fumble gives erroneous information. A critical success
always reveals some important fact, as secretly communicated to the
player of that character by the GameMaster — for example, “Lancelot

realizes that the three witches are actually the mad daughters of
the king.”

First Aid

This skill represents knowledge of triage and rudimentary medical
care. Use it to stop bleeding, bandage wounds and treat minor
burns, set a broken limb, resuscitate someone who’s drowning, or
revive an unconscious person. First Aid has no effect on poisons,
diseases, or subtle physical ailments. This skill takes a full
combat round to perform, and cannot normally be undertaken while in
the midst of combat. If the character attempting the First Aid
attempt is interrupted, the GameMaster may declare that the attempt
must be restarted, or that the interrupted attempt inflicts 1 point
of damage upon the intended recipient. Failure in applying First
Aid requires that the user wait some reasonable amount of time to
try again (something new, presumably, since what was done didn't
work), but another practitioner could make an attempt in the next
round.

1. A success with this skill allows the user immediately to
heal 1D3 hit points of a single attack or injury.

2. In the same or the succeeding combat round, a character
who has just died may be returned to life if the
emergency treatment raises hit points to at least +1.

3. A success with First Aid immediately awakens any victim
of a knock-out attack.

Once a character has had First Aid successfully applied to an
injury, further applications either of First Aid or of Medicine
have no effect on that injury. A new injury would be treated
independently.

Folk Lore

This is your knowledge of the folk tales,
traditional rituals and lore of common folk; while the folk tales
and superstitions of different Cultures may vary, the actual
practice of Folk Lore is surprisingly the same throughout the Known
World, so there is only a single Folk Lore Skill rather than many
different Cultural Folk Lores. Folk Lore represents the inherited
wisdom of generation after generation of people who have observed
the workings of the Known World and gleaned some idea of how to
interact with the magick that flows through it. Magicians and
common folk alike raised in the tradition of Folk Lore manipulate
the inherent magick of the world around them, both the visible
physical world and the normally invisible Otherworld of Spirit,
through Incantations, Rituals, Charms, and Amulets.

superstitions, and the
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Forgery

Forgery is skill in successfully imitating someone else’s
handwriting or signature; faking official forms, documents, or
seals. A successful skill roll is required whenever a character
attempts to forge anything; success indicates that the forgery will
fool all but experts or those especially familiar with the forged
work. A successful roll of one-fifth one’s Forgery skill or less
means the forgery is so perfect that even the experts will be
fooled unless they, too, make a roll of one-fifth their skill in
attempting to detect a forgery. A failed roll indicates that a
forgery is so clumsy, anyone will see through it on more than a
casual glance (unless the forger can distract him with Fast Talk or
in some other way) .

Gaming

The Gaming skill allows the user to perform certain types of
medieval play effectively and with aplomb, whether in competition
or for entertainment. This skill does not include ability in
physical sports such as wrestling and jousting, and has nothing to
do with them. This skill covers all manner of games and diversions,
from ordinary contests of chess or Roman Tabula (backgammon) to
gambling contests involving cards, dice, or other games. Quick wits
and decision-making are essential, and knowledge of the rules of
the game and the odds involved is vital.

Gambling

The character can increase his chances of winning at games of
chance, either honestly or dishonestly. The two forms of gambling
governed by this Skill are cards and dice. To determine the outcome
of a normal round of gambling, the players with characters involved
roll 1D100. High roll wins. The character(s) using Gambling Skill
may increase his die roll honestly by rolling his Gambling skill
and adding his score on the 1D100 roll. If his Effect Number is
negative, he will reduce his score by that amount. This represents
"playing the odds." If he wishes to cheat, the character simply
adds his skill to the die roll. In this instance, his actions are a
Hidden Thing as far as the other gamblers are concerned. But their
INT CR to detect the cheating is increased by half the bonus the
cheater gave himself. A cheat does not have to use his full skill
when cheating. Cheating in this manner is punishable if discovered.
This is assuming the other gamblers leave anything to turn over to
the law. Gambling Skill may be substituted for the INT CR when
trying to detect cheating The stakes in a gambling situation vary.
Since actually playing each pass of the dice or cards is boring, we
recommend that one die roll give the net result of 1 hour of
gambling. The players involved agree on stakes with the GameMaster.
The winner of the die roll collects an amount equal to the stakes
times his winning die roll, which cost is equally divided among the
other gambling characters.

Heraldry

A knight is known by his coat of arms. When in armor, everyone
looks the same, except for the coat of arms blazoned on the shield
and banner. Surcoats also carry this identification. Members of
families commonly display similar arms; sons often design their
arms to resemble their fathers’. Quite by accident some coats of
arms are similar to one another, making perfect identification
difficult. Successful use of this skill indicates the character
knows the members of the group or family for that coat of arms,
the several most likely holders of the arms. A critical success
indicates the precise person is recognized, as well as the general
group. Failure means the character has no idea who it is, and a
fumble means he will not recognize it even if it is as obvious as
the King, or alternately it means that he identifies the coat of
arms positively, but wrongly. The GameMaster may require a Heraldry
roll to see if the characters properly identify the coat of arms of
someone they already know. Success means the GameMaster will state
who the individual is (or at least whose shield the individual
bears) .

or

Herbal Lore
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This Lore is closely related to Folk Lore and is concerned with
herbs and other natural magical elements in the Known World. This
Lore is used to identify and harvest herbs and other natural
ingredients for use in potions and draughts created through potion
and poultice formulas called Herbal Recipes.

Hide

The art of concealing an object or oneself from view. Your
character should use this skill to escape during pursuit, keep an
object from easy detection, or avoid surveillance. As opposed to
Conceal, Hide concerns the individual user's ability to escape
detection in an unprepared position. Use this skill only in a
pursuit situation, or when under surveillance or patrol. It lets
the user choose objects, bushes, deep shadows, etc., in which to
lurk for a while. Some sort of cover must be present. In an area
being watched, the user can move while hiding. Figure the chance
for successful movement by halving the Hide skill amount.

History

Enables a character to remember the significance of a country,
city, region, or person, as pertinent. Lessen the chance if the
facts are obscure. A successful History roll might be used to help
identify tools, items, or ideas familiar to ancestors, but little
known today.

Insight

The character will use this skill to evaluate
character, emotional state, and motives based
speech patterns, and other intangible factors.
gambler to sense a bluff, or a judge to sniff

another person’s
on body language,

Insight allows a
out a lie.

Intrigue

This skill allows one to know what is going on at court. Everyone
has access to gossip, but hard work and clever conversations help
to pry out the real facts. The Intrigue skill is needed to know who
to ask, when to ask them, what to say to them to learn of a secret,
and how to sift truth from lies. Intrigue is not used to poison
people in secret, to foment rebellion, or to assassinate rivals.
Such dark practices must be roleplayed, not left to random die
rolls. Personal contacts cultured through long, often secret
relationships can be established and maintained using this skill.
Many modifiers may be applied to an Intrigue roll. For instance,
trying to find out secrets in a castle whose entire staff has been
briefed on a plan, and who agree with its intent, likely imposes a
negative modifier. A resident who is sympathetic because both he
and the characters are from the same homeland, on the other hand,
might give a positive modifier. A normal castle or court situation,
with nothing unusual going on, gives no modifiers. Success with
Intrigue indicates that the character learns something true and
probably useful; a critical success indicates he learns a special
and important fact known only to the direct participants (perhaps a
fact overheard at a critical juncture, or seen by accident, or
discovered in a lost note). Failure indicates nothing new was
learned, while a fumble means that a close contact lies, or is
thought to have lied, to the character. The GameMaster can exploit
this uncertainty at his leisure.

Intimidation

Intimidation is threatening others so that they do the character's
bidding. In effect, he "flexes his muscles" and carries "a big
stick", or rather, he seems to be doing that, which makes others
apprehensive and compliant. Failure to intimidate can backfire and
bring aggressive reactions.

Jump

A character may jump horizontally to cross a wide chasm or hole,
vertically up or down. Both types of jump require a DEX roll.
Encumbered characters who are jumping suffer the usual modifiers to
DEX. As well, a jump may have a modifier for difficulty assigned to
it, based on the distance in yards. (This is intended to make
certain jumps impossible, as they should be.) For simplicity’s
sake, a jump’s distance imposes a -3 modifier per yard of distance
beyond the first. For this purpose, treat each fraction of a yard
as a full yard. Assume that a horizontal leap also has a vertical
component equal to half its length, but this imposes no further
penalty. Thus, for example, a l-yard-high wall imposes no modifier
to DEX for jumping (most relatively fit people can jump that high
without much trouble), while a 7-foot-high wall imposes a -6
penalty to DEX (round to 3 yards, with a -3 penalty for each yard
beyond the first). A 9-foot-wide ditch imposes a -6 penalty to DEX
for characters trying to jump across, making the jump difficult,
yet possible for an agile character. A moat 22 feet across imposes
a -21 modifier (round to 8 yards, with a -3 penalty for each yard
beyond the first) — it is simply too wide ever to jump. Keep in
mind that realism should always assert itself in these situations:
No human can cleanly hurdle a 10-foot wall, for example, even with
a critical success, but a fit person can capably jump up and haul
himself to the top.

or

Law

Represents the chance of knowing pertinent law, precedent, legal
maneuver, or court procedure. The practice of law as a profession
can lead to great rewards and political office, but it requires
intense application over many years. A high Credit Rating is
crucial to it.

Library Use

Library Use enables a character to find a given book, scroll or
reference in a library or collection of documents, assuming that
the item is there. Each use of this skill marks four hours of
continuous search. A character rarely gets more than two tries per
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day. This skill can locate a locked case or rare-book special
collection, but Fast Talk, Persuade, Bargain, Credit Rating, a
bribe, or special credentials might be needed to get at the books.

Listen

Measures the ability of an investigator to interpret and understand
sound, including overheard conversations, mutters behind a closed
door, and whispered words in a tavern. Use this skill to see if a
noise wakes a sleeping character, or to see if the character can
recognize a specific sound or voice. The normal range for hearing a
human voice speaking at a polite volume is 15 yards—louder voices
will carry farther and quieter ones will have a shorter range.

Occult Lore

This skill represents an individual’s historical knowledge of
occult practices and lore. Use of this skill enables a character to
recognize occult paraphernalia, jargon, and philosophy, as well as
to identify various occult texts and codes. Reading and
understanding certain works can yield skill in this area. Occult
Lore, like Cult Lore, can also be applied to several specific
forbidden Cults but unlike with Cult Lore, the Occult Lore of each
forbidden Cult is considered part and parcel of the Occult Lore
Skill, so the different Occult practices of the Forbidden Cults are
not learned separately.

Orate

The art of speaking fluently, with poetic grace and charismatic
delivery, is useful in any situation that requires a character to
speak, but especially in public. A successful Orate roll indicates
that the speech was effective and well-delivered. A critical
success indicates the listeners were genuinely moved by the speech,
as the Gamemaster decides. Failure shows that the speech was
boring; a fumble indicates that the speaker made a fool of himself.

Persuade

The tool of priests, lawyers, and politicians, this skill convinces
a target that a particular idea or belief is right, correct, or
otherwise acceptable. It can be used to make reluctant listeners
take action or grant a request. Persuade attempts can employ
Socratic logic, structured debate, fiery oratory, empathy, or brute
intimidation. Like Fast Talk, the truth of the matter has no
bearing on the use of this skill. Unlike Fast Talk, the effects of
successful persuasion last indefinitely, until a second Persuade
attempt or undeniable circumstances batter down the target’s
convictions.

Read

Several esoteric forms of writing exist in Chivalry & Sorcery,
generally known only to initiates of ancient lore. They are
generally used not for messages or books, but for documenting
magical powers; they often serve as foci for spells and rituals.
Latin is the closest equivalent to modern writing, and even that
tongue is rarely encountered except within the church. Otherwise,
characters might encounter symbols written on sticks, on stone
menhirs, or inscribed over mysterious cave mouths. This skill is
specific for each individual type of symbol; characters with this
skill should choose a written “language”. Most characters, even
scholars, are familiar with only one form of written symbols; if a
character wishes to know more than one kind of symbol, he must
record and develop each type as a separate Read (symbol) skill.

each

Recognize

Not everyone is adept at putting names to faces — or, in Chivalry &
Sorcery, faces to coats of arms. When people mingle at court, there
may be hundreds of nobles and knights, along with thousands of
servants and commoners. In such a crowd, the character might see
someone or perhaps even be introduced, yet forget him almost
immediately as one among many. Likewise, after viewing several
hundred young knights at a tourney, the character might find that
all but the best tend to blur into one indistinct figure. Recognize
lets the character put together clues — a face with a jousting
style or some distinctive feature, for example — that help identify
a person. However, the character must have reason to recall facts
about that person at all. Thus, if he'd never seen or heard of
someone before, even a critical success would not help; it is
impossible to use this skill to learn something about a complete
stranger. On the other hand, the GameMaster may have the character
make a Recognize roll, and might also assign a positive modifier to
the skill if the personage is actually an unrecognized
acquaintance. A successful Recognize roll indicates that he
remembers a character and recalls everything he knows about him. A
critical success means that he recognizes a person even if he is in
disguise. A failed roll indicates that he doesn’t remember this
person. A fumble indicates that he thinks he recognizes him, but
the GameMaster can give a false (or true information if that might
be misleading..); a character who fumbles a Recognize roll is thus
always unsure about his identification.

Religion

This skill quantifies what a character knows concerning the
beliefs, rites, sacred calendar, and practices of a religion. It
also indicates a person’s ability to follow ceremony and to do what
is appropriate to his station within a sacred context. This skill
is specific for each individual religion; characters with this
skill should choose a religion appropriate to his culture. Most
characters, even priests, are familiar with only one form of
religion; if a character wishes to know more than one religion, he
must record and develop each type as a separate Religion skill. For
example, a character might have Religion (Roman Christianity) and,
entirely separate, Religion (Wotan). Note that a high Religion
skill does not necessarily indicate the strength of one’s belief.
Neither does it indicate the fervency of one’s faith. This skill
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simply allows one to know the forms, ceremonies, and ideologies of
a religion, as would be acquired by attending normal worship. Non-
believers may have this skill for any religion. The most common

religion for player knights is Christianity; many knights still
adhere to Paganism,

however.

Ride

This skill grants knowledge of the care, saddling, and handling of
a specific kind of animal. Use this skill to steer a steed through
special maneuvers or difficult terrain, drive it to top speed, or
to keep control if the mount rears or stumbles. Should a steed
unexpectedly rear or stumble, the rider's chance of remaining
mounted equals his Ride. If a character falls from a mount, either
because the animal has collapsed, fallen, or died, or because a
Ride roll failed, he loses 1D6 hit points in the accident. A
successful Jump roll saves 1D6 hit points. Wielding a weapon
effectively while riding takes both a weapon skill and a Ride skill
in excess of 50%.

Romance

A Romance roll might be required to know how to approach a woman
for the first time; how to properly avert one’s eyes; to properly
kiss a hand, wrist, elbow, or other part of the body; and, most
especially, what is the best type of present to give a lover. For a
woman, this skill includes knowing when to refuse an audience, when
to accept a tryst, how to say no, how to be “constructively cruel,”
how to tell whether entertainment is new or customary, and how a
man lies. The Romance skill also concerns the practice of fine
amor.

Spot Hidden

The art of noticing details. This skill allows the user to spot a
secret door or compartment, notice a hidden intruder, find an

inconspicuous clue, recognize a horse or a disguised foe, become
aware of ambushers, notice a bulging pocket, or anything similar.

Stealth

The art of moving without being heard, this skill allows the
character to sneak through an area without drawing attention to
himself. No cover is required, but a light tread, confidence and
discipline are both called for. To avoid being seen while immobile,
use the Hide skill. Stealth is applied to any action one wishes to
pull off in total silence, often doubled up with other skills such
as climbing, pouring poison into a sleeping person’s water cup,
letting loose a scorpion from a sack, drawing a weapon from a
sheath, walking through the woods toward a camp fire to discover
who is there, etc.

Streetwise

The Streetwise character acquires expertise in making those
contacts so necessary to obtaining information on who to talk to
about purchasing or selling contraband or weapons, obtaining needed
documents (through less than official channels) finding out who is
bribable, hiring subordinates who may be on the other side of the
law, obtaining a hiding place, and so forth. Success means that an
NPC will be receptive and either is willing to talk or else to
‘pass the message along’ to someone who ‘might be interested.’
might simply agree to ‘keep his ears open’ and let you know if
‘something comes up.’ A failure means just about anything,
depending on the circumstances, The NPC might be unreceptive or
perhaps really doesn’t know the information sought. A critical
failure could signify that the PC had contacted the wrong person.
The Local authorities might then get the word from a stoolie’ that
the PC is up to no good, or the local guild might decide to muscle
in on the outsiders trying to operate on their turf, etc.

He

Survival

Characters with Survival expertise are adept at locating food and
water, constructing or finding natural weapons and shelter, and
finding their way across harsh terrain, in a wilderness. Each area
provides expertise in meeting the environmental challenges and
dangers unique to that environment. For example, Arctic Survival
gives a character comprehensive knowledge and skill in coping with
frigid weather, frostbite, making a shelter, etc.

Swim

This skill lets the character keep his head above water and propel
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himself through liquid. Swim rolls should be used for dangerous or
stressful situations. Floating, dog paddling, and treading water
are Automatic tasks under normal conditions and do not require
skill rolls. If already swimming, the character can move 5 yards
per combat round. If foundering or drowning, the character
successfully surfaces and starts treading water. If his next Swim
roll succeeds, the character begins to move again. A Swimming roll
also can be used to remove armor while underwater. A successful
roll removes 2 points of armor. However, during this time, the
character suffers drowning damage with no CON CR possible.

Tactics

This is a skill at managing a large-scale battle effectively and
efficiently, and deploying and maneuvering military forces to
maximum effect on the battlefield. This Skill is mostly a wargaming
Skill (to be used primarily in forthcoming Mass Combat Rules), but
can be used to represent Tactical Surprise.

Throw

To have a character throw a rope to a drowning person or hurl a
stunned enemy over the parapet, use a DEX roll. Success indicates
that the objective was achieved. The GameMaster rules on the
modifier, if any, that should be applied to the task. Throwing a
heavy object at a tiny target far away might suffer a -10%
modifier, while a throw from the top of a wall at a huge target
below might gain a +10% modifier. Encumbrance or footing does not
normally hinder a throw unless the GameMaster feels the
circumstances warrant a negative modifier. The maximum range for
any object that may be hurled as a weapon should be decided by the
GameMaster, but should rarely exceed 20 yards.

Torture

The Torture is of most interest as regards using duress to get
information out of characters. The Torturer is assumed to be
improvising, using his hands and available edges, points, fire,
etc., to cause pain to the victim. For every turn of Torture
(usually 10 minutes), the character will roll his Torture skill.
1/5 of the result is the damage done to the victim. Thus, whether
the die roll fails or succeeds, the victim takes damage. When a
Torture roll succeeds and the victim survives, the victim must make
a FER CR or answer the interrogator's questions. He may refuse to
speak if either die roll succeeds. Player Characters have yet a
second way to resist Torture available. They have a special Saving
Throw equal to their Level, rolled on 1d20! If the die roll is less
than or equal to their Level, they may refuse to talk. In other
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words, Torture cannot break the will of a 20th Level character. The
use of "sophisticated" equipment will give a bonus to the Torture
skill. This also means that a character having no Skill but with
access to a rack (+50%) or some thumbscrews (+25%), or even some
boiling oil or hot irons (+10%), can try to torture a victim with
an effective skill equal to the bonus received for using the
implements. Victims rendered unconscious by Torture must be nursed
back to consciousness by normal means. Victims who die under the
question are dead. The GameMaster will have to determine the
success of giving false answers. Usually, a Non-Player Character
will believe false answers if they get the same response three
turns in a row. The trick here is for the victim to avoid missing
his Saving Throw for those turns, lest his pain betray him into
giving the right answer.

Tourney

This skill is used to understand the correct procedures, customs,
and behavior at that spectacle of chivalrous entertainment known as
the tournament. A Tourney roll is required to find out if a knight
has registered with the correct person at the right time, or
whether he has embarrassed himself by arriving at the last minute.
A roll could be used to see if the knight understands what certain
trumpet blasts at a tourney mean; a failure might indicate that he
did not have his squire place his helmet and surcoat out for the
helm show, or that he missed an important feast or speech.
Alternately, a failed roll might mean that the knight did not know
whom to address; what do upon winning a joust; or how to properly
ask for, receive, or handle a lady’s favor. A fumble, as with most
knightly skills, is almost invariably humiliating.

Watch

This skill is used to conduct surveillance on a place or a person
that is in a fixed location without being detected. Simply
observing a place or person without caring whether they notice the
PC or not is handled by a simple Awareness test; the Watch Skill is
watching something or someone without them realizing they’re being
watched. The character can watch a hideout, a potential target, a
group of spies in a meeting, etc.

Write Language

In the Dark Ages, writing is a different skill from reading, and is
taught separately. This skill gives the user the rudimentary
ability to write the specified language, provided he has
proficiency in reading it, and provided the language has a written
form.

fcudal society is traditionally divided into three "estates"
(roughly equivalent to social classes). The "First Estate"
Ml is the Church (clergy = those who pray). The "Second Estate"
Mis the Nobility (those who fight = knights). It is common
for aristocrats to enter the Church and thus shift from the second
to the first estate. The "Third Estate" is the Peasantry (everyone
else, at least under feudalism: those who work which support those
who pray and those who fight). The image of a tripartite society
divided by function has become a hallmark of medieval history.
These are two passages that were written at the beginning of the
11th century, the first was by Bishop Adalbero of Laon and the
second by Gerard of Cambrai.

“...some pray, others fight, still others work”
“...from the beginning, mankind has been divided into three parts,
among men of prayer, farmers, and men of war...”

Those who work

Hn the early part of the period that this game covers, the

M vast majority of French or English men and women were
:peasants who were the property of their lords. There is

M comparatively little recorded about these people, simply
because the clergy and nobility had little to say about them and
they were the ones who kept written records. When the peasantry was
mentioned, it was usually in relation to the obligations they owed
their superiors.

Throughout the long history of medieval serfdom, the serf was
required to perform labour services for his lord. This was
generally in the form of farming the lord’s fields and looking
after his livestock amongst other duties. Although the number of
days devoted to working the lord’s land varied from place to place,
it was usually three days a week. At harvest time, the lord would
demand even more of his serfs’ time. Furthermore, the serf was tied
to the land. In other words the serfs were unable to leave.

With the rise of towns, the increased productivity of the land,
long distance trade and the development of a money economy, more
and more serfs managed to break free of this virtual slavery. What
this really meant was that the peasants could now rent his land
from the lord for a certain period of time. Equally importantly,
with the passage of time many serfs no longer owed their lords a
labour obligation. Instead they were taxed direct and indirectly on
almost every task on the medieval manor.

The medieval manor varied greatly in size and could include one
village, a few villages, or none at all. The land of the manor was
divided into two parts: the demesne was the lord’s land worked by
the peasants. The other part was held by the peasants. Their plot
was usually much larger based on the condition that they cultivate
the lord’s demesne before their own. The land itself was divided
into long strips and it was entirely possible that one serf would
have to work a number of different strips spread out across the
manor.

The medieval estate required cooperation among all serfs since
there were very few horses and ploughs. Medieval manors also had
tracts of forest as well as open meadow for the grazing of cattle
and sheep. Serfs and villeins could subsidize their meagre diet,
which consisted largely of barley (made into either bread, porridge
or soup - supplemented by a few onions, carrots or cabbages) by
gathering firewood or thatch and go fishing and hunting in the
forest and meadow. In England, they had to take extra care not to
take or damage anything in the Royal Forest.

Life on the medieval manor was quite simple and uncomplicated. But
by the same token it was probably also dull and uninspiring. Most
serfs were unable to travel outside of their home manor, without
their lords’ permission. Not that many would have a reason to do so
as their family would all live in close proximity, since the
children were expected to work for their lord from the age of 12.
Nearly every day of the medieval peasant’s existence was dedicated
to farming arable land and so there was little time left over for
things of an intellectual or cultural nature.

Of all the characteristics of medieval peasant society, none was
perhaps more important than the Christian religion as practiced by
ordinary men and women. Christianity was a matrix of ideas and
modes of behaviour that was the medieval community. Nearly all of
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the important events in the short life of medieval men and women
took place within the confines of the church or churchyard. A
person was usually baptized within hours of birth. Men and women
confessed their sins to the priest and received the sacraments of
Eucharist on Holy Days. There were also feasts that accompanied
baptisms and weddings that were held in the churchyard. The village
priest also read messages from secular and church authorities.
Popular medieval religion was shot through with rituals and
symbolism. For instance, before slicing bread a woman would tap the
sign of the cross on it with her knife. The entire calendar was
created with reference to many Holy Days. Everyone participated in
village processions and religious days.

For the
and the

most part the peasants accepted what their family, custom,
village priest had told them. Although the mass was in
Latin, the priest delivered sermons, usually on the Gospel, in the
vernacular. Peasants had a strong sense of the existence of God,
believing that God was directly involved in human affairs and could
reward the virtuous. Of course, they believed that God punished men
and women for their sins with disease, plague, poor harvest, and
war. But life in the village community did entail cooperation and
the values of a simple life.

Those who fight

Hhe nobility influenced all aspects of medieval politics,

‘é economics, religion, and culture. As the second Estate, the
{Jredieval nobility had special legal status. A man who was a
2 nember of the nobility was free in his person and in his
possessions. The only limitation of the nobility concerned their
military obligation to their own lord. As members of the nobility,
they had certain rights and responsibilities: they could raise
troops and command them in the field, they held their own courts of
justice and they could even coin their own money. The nobleman was
the lord of all those people who settled on his land. The medieval
nobility was, of course, was an Estate of warriors, - those who
fight.

2N

The nobility had a social function to protect the weak and the
poor. They accomplished this with a horse and a sword, the two
visible signs of their standing. They were also encouraged to
display the virtues of chivalry; a code of conduct created by the
clergy to curb the brutality of this order of knights.

When a young member of the nobility finally came into possession of
his property, he acquired authority over land and people. The
nobility rarely lived up to the standard required. The reasons for
this may be that the nobility wanted immediate gratification. The
problem was there were many times when the nobility were not
involved in warfare either with foreign enemies or rival lords.
other words, in times of peace the nobility needed an outlet for
their warlike aggression. This came with their participation in the
medieval tournament.

In

The medieval nobility lived without working. They also ate far
better than the people under them. Their bread was made of wheat,
rather than barley. They ate far more meat than the serfs as they
could hunt boar and deer on their own lands. They imported spices
from exotic places to flavour their food. Even salt was an
expensive commodity that only the rich could afford. Wine was a far
more common drink amongst the nobility than the ale that the poorer
folk had to drink.

Those who pray

* N\q ¢ the top of medieval society was the first Estate, the

) M clergy, those who pray. It was the village priest who was to
doversee the spiritual life of his flock on the medieval
manor. His duties were to administer the necessary
sacraments with regularity and consistency. He was also important
to absolve men and women of their sins for the act of confession.
His role, then, in the medieval village was extraordinary. Of
course, not all village priests were as dedicated to the holiness
of their flock as they should have been. However, it was the
village priest with whom medieval men and women identified the
Church, its teachings, and authority.

Apart from the manor, the church was the main focus of community
life. Church parishes were usually the manor villages. The parish
priest was appointed by the lord of the manor and was given a
house. He was obliged to carry money for alms with him, keep up the
church, and provide hospitality to travellers. The priest was
usually a commoner by birth, though serfs were tied to the land and
were not allowed to become priests. The priest officiated at his
living from the income for parish lands, fees for services, and
tithe money.

Tithing was a system whereby each person was expected to give 1/10
of their earnings to support the church. The tithe income was
divided up evenly between the parish priest, the church maintenance
fund, the poor, and the bishop.

The chancel (where the altar is) belonged to the lord. The nave and
the tower belonged to the people of the parish. Manor courts were
often held in the nave, and tenants came there to pay their rent. A
free meal was given to those who paid their rent. The church tower
occasionally served double duty as the priest’s residence and often
was built to be defended in times of trouble. School was held in
the church porch or in a room over it. The church’s role went far
beyond religion; it was the centre of village community life.

Originally, people stood in the nave to hear the church service.
Pews were not introduced until the 15th century. Because few could
read, Biblical stories were often acted out for the congregation in
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the form of miracle plays. The plays were performed in the
churchyard or porch. In the 12th and 13th centuries markets were
often held in the churchyard, though this practice was officially
banned in 1285. A special hut, or tollbooth, housed a court that
regulated the affairs of the market. In time the tollbooth became a
permanent fixture of the Town Hall.

Monasteries were the other main form of church presence. They were
self-contained enclaves where monks or nuns chose to live a simple
life of prayer and work. At least that was the theory. In practice
monks at least were often criticized for their laxity and concern
with worldly matters.

Although the details of daily life differed from one order to the
next, monastic life was generally one of hard physical work,
scholarship and prayer. Some orders encouraged the presence of ‘lay
brothers’, monks who did most of the physical labour in the fields
and workshops of the monastery so that the full-fledged monks could
concentrate on prayer and learning.

The day of a monk or nun, in theory at least, was regulated by
regular prayer services in the abbey church. These services took
place every three hours, day and night. When the services were
over, monks would be occupied with all the tasks associated with
maintaining a self sustaining community. Abbeys grew their own
food, did all their own building, and in some cases, grew quite
prosperous doing so. Fountains Abbey and Rievaulx, both in
Yorkshire, grew to be enormously wealthy, largely from raising
sheep and selling the wool.

Throughout the medieval period the monasteries were practically the
only repository of scholarship and learning. The monks were by far
the best educated members of society - often they were the only
educated members of society. Monasteries acted as libraries for
ancient manuscripts, and many monks were occupied with laboriously
copying sacred texts (generally in a room called the scriptorium).
In the areas where Celtic influence was strongest, the monks
created "illuminated" manuscripts; beautifully illustrated Bibles
and prayer books with painstakingly created images on most pages.

The abbey was under the authority of an abbot or abbess. The abbot
could be a landless noble, who used the church as a means of social
advancement. Under the abbot was the prior/prioress, who ran the
monastery in the absence of the abbot, who might have to travel on
church business. There could also be a sub-prior. Other officers
included the cellarer (in charge of food storage and preparation),
and specialists in the care of the sick, building, farming,
masonry, and education.

One of the main sources of revenue for monasteries throughout the
medieval period was pilgrims. Pilgrims could be induced to come to
a monastic house by a number of means, the most common being a
religious relic owned by the abbey. Such a relic might be a saint’s
bone, the blood of Christ, a fragment of the cross, or other
similar religious artefact. The tomb of a particularly saintly
person could also become a target for pilgrimages. Pilgrims could
generally be induced to buy an insignia to prove they had visited a
particular shrine. Some popular pilgrimage centres built hotels to
lodge pilgrims. The George Inn in Glastonbury is one such hotel,
built to take the large number of pilgrims flocking to Glastonbury
Abbey.

Customs & Laws

Py 'f:very player must remember that these rules of society are
f a M the keystones of his character’s society and of the world.
N QZ’ ‘They are what make people into people, and set them apart
N 2N from beasts. Certain customary laws — hospitality, family,
loyalty, and honor — are universal among all the peoples. Their
characters know these unwritten laws well.

have been a part of life for every knight.

From childhood on, they

when
he is

These laws are respected even between enemies. For instance,
an enemy Pictish king accepts the hospitality of King Arthur,
confident that he can eat and relax in the Pendragon’s halls
without fear of murder, even if he is dead drunk. Similarly, if the
enemy Pict king was conquered by Arthur and swore loyalty, then
Arthur can be confident that his new vassal will obey him. Finally,
if someone marries into a family, even that of his enemy, he
becomes a kinsman and can therefore be trusted.

This is not to say that the character must always abide by the four
laws, or that he must assume that others will. He controls his own
character, and tricky issues such as consistency of behavior or the
character’s reputation are handled by the game rules, not just left
to the Gamemaster to enforce or ignore.

Players must understand that these laws precede and underlie the
bold concepts of chivalry. Even the most barbaric or vicious groups
accept these ancient traditions as necessary and essential for
survival in an unforgiving world.
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Hospitality

- Bhis unspoken law, of the four mentioned above, deserves a

7 \ﬂ! little more attention here. Among the divergent cultures,

5_ ( { there is one matter upon which all agree — the rules of

2 hospitality. The host may never act against his visitor, but
must treat him as an honored guest. The visitor, in turn, must be
civil and not insult his host.

A person’s house is considered to be sacrosanct, protected by
whatever powers watch over mankind. This is true whether one lives
in a hovel or a mighty castle. This sanctity does not mean the
powers intervene to protect a house if it is attacked. It does
mean, though, that the offender is never trusted in anyone’s house
again if he breaks the rules, and that an ill fate will dog the
offender’s footsteps from then on.

A person need not invite anyone into the safety of his hearth, but
if he does, then both people must obey certain rules of respect and
safety. Once inside, peace must reign between them, even if they
later discover that they are deadly enemies. They can go outside
and fight, or one of them can leave and then return with hostile
intentions, if he is permitted back in. But while inside, both
parties must be peaceful, and the visitor must even aid the owner
of the hearth to defend it if they are attacked.

Any breach in this unwritten contract is viewed and corrected by
the powers that oversee the laws of hospitality. Such powers ensure
that justice is eventually delivered. Hence, common superstition
assures your character that, if a person abuses this rule,
something terrible will occur to him at the most inconvenient time,
whether delivered by God, Llew, or Wotan, all of whom protect the
hearth.

Afamily

F=22*~Hc world is a dangerous place, and it is easy to mistrust in
7 \ﬂ! others, even if they are not strangers who speak a different
5_ {] tongue and worship alien gods. Foreigners are, a priori,

2 hostile and threatening. The loyalty and affection of a
person for his family is considered to be inherent to nature. It is
unthinkable that someone would turn against his family. A kinslayer
is inhuman, almost demonic.

One’s own kin should always be trusted. Even if a kinsman acts
despicably to others, he is still to be trusted. Only one’s family
can be counted upon in an emergency — any emergency. Given this
understanding, an individual is not helpless against the world, but
can always count on his kin for aid.

Sometimes a knight has to choose between loyalty to his kin and
loyalty to his lord. There may be no way to resolve such problems
without offending someone important. Such dilemmas fuel some of the
greatest stories, and thus offer the best chances for roleplay.

Some of the commonly used family terms are as follows:

. Clan: All people who claim descent from a common
ancestor.
. Family: The nuclear family, consisting of a husband and

wife, and their dependants.

. Lineage: All people who can actually trace their ancestry
to a common ancestor. This is the “extended family.”

. Kindred: All people who are relatives of an individual,
including those who are outside his lineage (e.g., his
wife’s family) .

g?;ﬁ oyalty is acknowledged as the basis for all of society
Y beyond the family. All members of society, excepting the
mad, hold loyalty to someone. For warriors and soldiers,
=axll loyalty is particularly important because it is the
foundation of military organization and the basis of survival in
battle.

Logic and self-interest both provide a basis for loyalty. No one
would consider it fair or just to perform hostile acts against the
person who supports them with food, protection, and comfort.
Moreover, loyalty to a leader extends a person’s influence outside
of his own family, giving him a place in the larger world.

Loyalty is assured by ritualized pledges and oaths that establish
the relationship between two people. As noted earlier in this
chapter, feudal loyalty is an agreement between two parties: a
leader and a follower.

Those who break an oath of loyalty are outcasts from society and
will never again be trusted by right-thinking people. As with the
laws of hospitality and kinship, the supernatural powers that watch
over man may intervene to bring oathbreakers to a terrible end.

‘ society. It is required of knights, but not of everyone
Belse. Having honor is one of the things that sets a knight
apart from all others. Churchmen do not need honor, for they
are supposed to put the interests of God and the Church before
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their own. Commoners do not need honor, for they have enough
difficulty simply staying alive. Women do not need honor because
they are “merely women,” although women who do have honor are
esteemed above others.

Knights, however, must have honor because they have agreed to take
the oath of knighthood. Without honor, no oath is worth taking, for
without it the sworn word will soon be broken. It is conceivable
that a knight could cheat and connive yet maintain his own sense of
honor, as long as the oath of knighthood was never violated.

Honor includes your character’s personal code of integrity, pride,
and dignity, which is important enough to be backed up by force of
arms. Beyond these words, however, definition gets more difficult.
Difficulty stems from using the critical adjective “personal.”
Every knight has agreed that it includes some things, such as
killing a woman, for example.

However, the concept of a personal definition of honor is
important. It means two things: First, some aspects of honor are
determined by the individual, not by common social consent.
Secondly, “personal” is used to separate honor from the other sworn
or innate social obligations, including the other unwritten laws of
society or any others, which are determined socially.

Social Class

Nn Chivalry & Sorcery every character is assigned a position
in society which will affect the manner in which he may
behave and the goals which he can achieve. As a campaign

M game, Chivalry & Sorcery attempts to simulate the features
of a feudal society. Feudal societies are marked by a fairly rigid
social structure, but for enjoyable play some flexibility is built
into the campaign to permit the player-characters to advance in
social rank. Initially, one’s social class, his opportunities for
advancement, and his ability to influence others are determined by
the rank and position of one’s father (or mother, if illegitimate
and unacknowledged) .

Social Class represents the lineage a character holds, not just
from his mother and father, but a heritage handed down from ages
past. In Chivalry & Sorcery, social status is not just an accident
of birth, but a combination of destiny, opportunity, and
determination. Characters can rise from the son of a lowly
blacksmith or dishwasher to become a Knight Hospitaler, and mighty
kings can be led into desolation and servitude.

Fach of the following Social Classes give a player a set of rough
guidelines from which to build their character. Players should
record all relevant information like their starting wealth;
attribute adjustments, etc on their characters sheets. Each social
class also lists a number of possible occupations available to that
class. This should be used in developing a believable background
for each character.

There are 5 basic social classes in Chivalry & Sorcery:

. Outcast

. Commoner

. Freeman

. Lesser Nobility
. Greater Nobility

Players should note that with great power often comes great
responsibility. While we all have romantic notions in our heads
about being great Kings, Queens or Dukes, these types of player
characters will often have much less flexibility to them than
characters from other social classes. Great nobles spend most of
their time administering their lands, navigating the dangerous
waters of courtly intrigue and avoiding the assassin’s blade or
toxin. This is not intended to discourage players from playing
Greater Noble characters but rather to make sure they understand
the type of player they are selecting.

Outrast

W here will always be those who slip through society’s cracks.

Perhaps they violated the laws of the land and fled from the
punishment they deserved, and now live a life on the run
from justice. Perhaps misfortune denied them a chance to

succeed in trade or craft, and their only chance is a life on the
choked streets of the cities. Sinister as it may be, there are
those that are career criminals and choose the life of a bandit or
beggar, in order to further their selfish and malicious ends.

There are advantages to this 1life, make no mistake. It is an age of
booming population and expansive growth in every land - and
opportunities to scam coins from the hands of the foolish exist in
every street, in every alley, in every corner of every city. The
lack of reliable communication between regions means that
identifying a criminal or outlaw on sight is next to impossible
unless the tracker knows exactly who he’s hunting and has seen his
face. For those that slip through the world’s cracks, High Medieval
Europe presents many excellent hiding places.

The drawbacks to living an outcast’s life are definitely
significant. As nebulous as the threat of capture might seem, when
justice does finally catch up to these characters, it is often
swift and without mercy. A constant source of income is very
difficult to come by, and the outcast’s skills and lifestyle rarely
lend themselves well to the character remaining in one place for
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too long. Even “harmless” outcasts, such as beggars, are firmly
banished to the lowest social strata - usually for the duration of
their entire lives.

Outcasts often adventure to right wrongs... or to create them. A
beggar or landless farmer might take to the road in order to earn
money or acceptance by his good deeds, or seek out lost relics in
the hope of building a fortune. A criminal might adventure to shake
the local lord’s justice off his trail, or to seek fresh pickings
elsewhere. It is common for any outcast to walk the world in the
hope of leaving an old life behind, or to put his skills into use
in new ways.

Commoner

Hn every society, there must be a caste of folk that bear the
ol brunt of the labor. In the Middle Ages, this falls upon the
:peasantry of the time; commoners and freemen. Commoner

M characters usually come from a rural background and were
born into the life of a serf, where they worked on the lands of
their local liege lord. It is not an enviable position, but it does
come with valuable rights that put any serf far above the station
of a slave. Serfs are a nobleman’s tenants and workers. They are
not his property.

A commoner works hard in his labors; from dawn to dusk, six days of
the week, excepting Sundays and religious holidays. This work
consists of sowing and harvesting in the fields rented from the
local lord, or service in the landowner’s manor house / castle as a
servant. No matter where he works, a commoner is protected by the
law. He is a tax-paying member of society and entitled to a fair
trial if accused of a crime, as well as the protection of both his
lord and the local church.

Of course, rights or not, it is rarely an easy life for a commoner.
Few own property themselves, instead living (and working on) land
rented from the local lord, or in some cases, the church. When
assistance from the liege isn’t forthcoming, it falls to the
commoner himself to defend his family and belongings. A single
harsh season could wipe out his earnings and ruin his family. A
corrupt lord might impose heavy taxes and break previous
agreements, thereby destroying a commoner’s livelihood and
banishing him from his own home. There are few certainties in a
commoner’s life, and most of those revolve around a hard day’s
work.

Commoners adventure for any number of reasons. Pilgrimage is
probably the most likely and such a journey can lasts for many
years, if the character decides to visit more than one site across
Europe. Such an adventurer might become a travelhardened explorer
and mercenary. A land that has fallen on misfortune might leave its
peasantry disaffected or abandoned and any number might take to the
road in order to earn their coin. There are also those that seek
out penitence for their sins. These commoners in search of
redemption might seek out evils to destroy as best they can, or
might become relic hunters, finding lost holy items and returning
them to agents of the Church.

Ffreeman

Nn Chivalry & Sorcery,

the freeman class applies to those
peasants that live in towns or rural settings and don’t
offer fealty to a local lord. Rural freemen still lease
their farmland from the local noble, but they do not suffer
the burdens of heavy taxation that serfs must bear, nor do they
need to dedicate half of their week to working on the lord’s
behalf. More commonly, this class defines characters that live in
the ever-expanding towns and cities of the age, and owes no oath of
service to a noble.

Unskilled or unspecialized freemen are typically farmers
themselves, and often make enough money to live in a townhouse,
within the protection of the city walls. Other freemen work in the
trades and the crafts, perhaps initially as an amateur or an
apprentice, perhaps one day reaching the position of journeyman or
master in the guilds. In High Medieval Europe, there are hundreds
of guilds, for almost every craft or trade imaginable, and each
seeks to increase its pool of reliable and skilled freemen through
apprenticeship and recruitment.

Freemen most often make up the skilled craftsmen of the time. These
are the laborers that band together to build towns, construct
wondrous works of art, or simply endeavor to provide the local
community with whatever services or skills they can offer. It is a
rewarding (though demanding) lifestyle and a skilled freeman, free
from the heavy taxes many villagers must endure, can amass a great
deal of personal wealth over the course of his life.

A freeman might take up adventuring for all the reasons a commoner
would, and more. Perhaps the local church makes a claim for his
land, and reduces him to the station of serf against his will.
a character may take to the road out of spite or refusal to pay
taxes to the local priests. War, plague or famine might drive a
freeman from his town, as would lucrative job offers elsewhere in
the nation. A freeman might also adventure seeking to increase the
fortunes and good reputation of his guild, perhaps for noble
reasons, or perhaps to make up for errors or crimes in his past
that have displeased the guild leaders.

Such
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Y esser FPoble

Bhe majority of the noble classes and the aristocracy are

i@ comprised of lesser nobles that owe fealty to the great
{Jrulers of the realms. These vassal rulers are the landowning
allies of the monarchs of Europe, or the landless members of
noble families. These are the thanes, counts, barons, lords and
esquires of the world - aristocrats of noble blood, but not true
royalty or the highest rank of nobility.

There are undeniable advantages to belonging to a landowning,
wealthy family - not the least of which might include education in
history and the arts, and the right to learn the skills of war that
many nobles prize above all else. Financial security is a given, as
long as the character maintains his holdings or keeps in the good
graces of the relative with all the money. Social status is also a
right of this class, for wherever he goes, he can identify himself
as the scion of an aristocratic bloodline. This also means such a
character must ever be aware that he represents the honor and
reputation of his family. Evil, ignoble or criminal actions will
damage that reputation, and there might be a price to pay somewhere
down the line for besmirching the family name. Lesser noble
characters might also be bound to an oath to defend the local
peasantry from harm, and grave threats must be met with force of
arms.

Some of these characters, the younger sons of other nobles (both
lesser and greater), may find themselves forced into a position or
rank they have no desire to fulfill. Many sons and daughters are
dispatched to monasteries and nunneries once the family has enough
heirs to ensure lineage, and a lesser noble might show equally less
aptitude and eagerness for the ranks of knighthood or an arranged
marriage.

Lesser nobles have many reasons to take to the road and seek
adventure. In fact, disinherited or landless nobles have little
other choice. Such a life might consist of endless tournaments and
galas at the estates of other nobles, or they may take the form of
acting as an ambassador or diplomat for another ruler. Other nobles
might adventure infrequently, seeking out additional fortunes or
attempting to hinder the efforts of a rival house and bloodline.
And of course, there will always be those reckless souls who seek
glory and fame because they are simply bored of an indulgent life
at the castle.

Greater Poble

xalted above the insignificant lives of the world’s workers
tand laborers, the greater nobility are the characters whose
‘dec151ons affect the course of the Europe’s future. They are
the dukes, duchesses, princes, kings, queens and emperors of
the many nations, and it is by their will that empires and kingdoms
rise to glory and fall into dust. Born into a life of complete
privilege and often taught by generals, knights and scholars, these
nobles frequently have a very real understanding of the great game
of politics, and an equal mastery in the art of war.

Rare is the man or woman that can ever rise to this position, for
it is almost always a right of birth. Depending on whom one
believes, the world’s rulers are chosen by God himself, and keep

their positions by divine right.

By fate of birth and the character’s pure blood, it is likely a
greater noble will have access to almost any education or training
he desires - as long as he is not forced into the Church or into
the knighthood against his will. More than any other people in the
current age, the lives of the greater nobility are often valued in
what they can bring through political alliances, marriages, or by
their actions on the field of war.

A greater noble character will only leave his life of privilege and
plenty for a solid reason, or if he is presented with no other
choice. Like lesser nobility, penitence and the hunt for holy
relics in the name of the Church is a popular path for pious nobles
to take. Others quest to seek glory and fame, perhaps in order to
strengthen their kingdom or attain the popularity and wealth
required to stage an overthrow of the current monarchy.

Greater nobles that hide their bloodline and walk the world are not
unheard of, for it is every man’s wish to be free and the demands
of the highest courts can be a burden that one might choose never
to shoulder again. More philosophically-minded nobles might venture
across the land in order to gain a better understanding of the
world and the people that populate it, and would return to their
courts greatly enriched by the experience - if they survived the
dangers they faced. Reckless and brash characters might even flee
from an arranged marriage that they want no part of. Such a life
outside the castle walls would be plagued by bounty hunters and
trackers hired by the family, seeking the wayward character’s
return.
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Hn Chivalry & Sorcery, Mankind is the dominant race and human
culture the dominant culture in the world. When using this
section to provide a background for medieval miniatures

M campaigns, only the Human Society section is employed.
Fantasy campaigns will employ the “special” sections to determine
the ranks of Elves, Dwarves, Hobbits, and Monsters in their own
social orders.

All determinations for Social Class are made with a set of
percentile dice.

HUMAN SOCIETY
Human characters will determine the social class of their fathers,
their sibling rank within the family, their status in the family,

and the vocation of their fathers.

FATHERS SOCIAL CIASS

A human character is born into the social class of his father, if
legitimate. If illegitimate and unacknowledged, a character assumes
the class of his mother and her father.

1-20 = Serf
21-40 = Yeoman
41-60 = Townsman
61-80 = Guildsman
81-99 = Noble

100 = Royal

SIBLING RANK

From 1 to 6 children are assumed to exist in an average family. The
eldest son inherits all of the family’s property or business,
titles, and wealth if the father dies (daughters inherit in order
of sibling rank if there are no sons). Other members of the family
receive a modest bequest of 10% of the estate, divided between them
equally. If a character is an acknowledged bastard, he has full
claim on the estate; if unacknowledged, he has no claim and may
find himself in trouble if he even mentions his father’s identity
publicly.

1-20 = Bastard

21-35 = 6th Son/Daughter
36-50 = 5th Son/Daughter
51-65 = 4th Son/Daughter
66-75 = 3rd Son/Daughter
76-85 = 2nd Son/Daughter
86-95 = 1st Son/Daughter
96-00 = Inheritor

There is a possibility that a bastard son or daughter will be
acknowledged by the father. An acknowledged bastard had full legal
status in the feudal society. He could claim the rank and the
prerogatives due to him as his father’s son and, if noble, has
right to bear the family coat of arms marked with a baton sinister.
He could make full use of his father’s influence as well. But he
would inherit only when all of the legitimate offspring were dead,
although he could expect some provision to be made for him out of
the estate.

A Royal Bastard who is acknowledged by the father (check Royal
Family Table to determine the father’s identity) has status to
burn. If he is a son of the King he will be granted lands equal to
those of a Bannerette or Baron. Otherwise, he will be either a
squire or a novice in the Church. Females will be made Ladies in
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Waiting at Court or married off to Influential Barons.

Serf = Never Acknowledges.

Commoner = Acknowledges on 1-15%.

Guildsman = Acknowledges on 1-20%.

Nobleman = Acknowledges on 1-25%, so long as no Prime Requisite is
below 8.

Royal = Acknowledges on 1-10%, but on a result of 11-50%,

mother is noble and the bastard is known to have a
“trace of royal blood.”

STATUS IN THE FAMILY

There is sometimes a possibility that a son or daughter does
something that brings disgrace to the family. Since honour is
paramount in importance, Father will “take steps” to ensure there
will be no reflection on the honour of the family.

A “good” son or daughter is welcome to stay as long as he/she
wishes. A modest monthly allowance is provided, if possible, and
Father will assist his offspring to attain his/her ambitions.

A “credit to the family” fulfills the parents’ expectations but
must, for various reasons, set forth in the world to win fame and
fortune. Father will assist in the obtaining of a suitable position
or marriage, however. Noble children remain in the family,
especially if male and potentially good fighters.

“Black Sheep” have disgraced the family name and are kicked out of
the household without ceremony or hesitation. Generally, there are
bad feelings on both sides and the offspring may even work against
his Father’s interests to further himself.

1-25 A “good” son or daughter
26-75 = A “credit to the family”
76-00 = Black Sheep

ROYAL RANK

The Royal Family is the most powerful and prestigious family of the
nobility. Whether related by blood or by marriage a character who
is born to a close relationship to the King has a decided advantage
with respect to advancement in society. Members of the Blood Royal
are always under escort by Knights of the Household and will have
free access to the person of the King unless they are currently out
of favour. All other relatives of the King will tend to be favoured
unless they are also political rivals of the King or are out of
favour.

1. Family Relationship of Parent

1-70 = Cousin of the King

71-75 = Brother-in-Law of the King
76-85 = Uncle of the King

86-90 = Father-in-Law of the King
91-92 = 6th Prince/Princess

93-94 = 5th Prince/Princess

95-96 = 4th Prince/Princess

97 = 3rd Prince/Princess
98 = 2nd Prince/Princess
99 = Crown Prince

00 = His Royal Highness

2. Father is Cousin of the King

1-60 = Landed Knight
61-75 = Bannerette
76-85 = Baron

86-90 = Earl or Count
91-95 = Marquis

96-00 = Duke

3. Brother-in-Law

1-40 = Landed Knight
41-55 = Bannerette
56-70 = Baron

71-85 = Earl or Count
86-95 = Marquis

96-00 = Duke

4. Uncle of the King

1-20 = Landed Knight
21-40 = Bannerette
41-65 = Baron

66-80 = Earl or Count
81-90 = Marquis

91-00 = Duke

5. Father-in-Law

1-40 = Baron

41-75 = Earl or Count

76-85 = Marquis

86-95 = Duke

96-00 = King of a Neighbouring Kingdom

6. Mother is a Princess

There is a 25% chance that the character’s mother is a Princess of
the Blood. She is married to a noble of high rank or to the Prince
or King of a neighbouring state:

1-40 = Father is an Earl or Count
41-60 = Father is a Marquis

61-80 = Father is Duke

81-95 = Father is a Foreign Prince
96-00 = Father is a Foreign King
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7. Father is a Prince

5th or 6th Prince=Baron

4th Prince = Earl or Count
3rd Prince = Marquis

2nd Prince = Marquis or Duke
1st Prince = Duke

A Prince will also hold feudal rank, with attendant holdings.
NOBLE RANK

The nobility form the privileged class in society by virtue of
their military power. So the highest offices in the land, military

command, and holding of fiefs are reserved to them. The titled
baro