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ForREWORD

THE IDEA FOR this game began at Christmas 2012, during one of my periodic nostalgic re-
reads of the treasured classic fantasy supplements, scenarios, and campaign packs which stack
my gaming shelves. I'd been reading through some Old School Renaissance games, trying to
find a rules set to scratch that itch. I was looking for something which oozed with classic fan-
tasy atmosphere, was easy to play, yet which extended its playability into areas usually covered
by more modern games — personality conflicts, playing with scenic and thematic aspects,
exploiting the narrative tropes of classic swords and sorcery adventure. More than anything,
I wanted to use the many supplements and scenarios I'd collected over the years — to play
them again, without having to laboriously convert them to this or that ruleset. Try as I might,
I couldn’t find a game to suit.

It was a lightbulb moment. Why not write one? I'd been toying with a rules system for a
year or two — something which gave players a stack of points they could spend to do cool
in-game stuff. Not just whittling away an opponent’s endurance, but changing the world,
doing genre-specific acts of heroism and amazing feats. Was there a way I could use those
rules here, to play these ancient dungeons and much-loved wilderlands, without having to do
loads of work?

The game you hold in your hands is the fruit of that Christmas nostalgia — Monsters &
Magic. You'll see all kinds of echoes in these pages — I'm a huge fan of games like Fate and
HeroQuest, and you’ll see their influence; but also I love those original, first edition games,
with their bestiaries, grimoires, and encounter tables, their progression from humble 1st level
to the dizzy heights of world-shattering 20th level and beyond. We've enlisted some wonderful
artists, including Jennell Jaquays, whose work in the early 1980s helped define the very mean-
ing of “old school” for many of us, as well as splendid industry artists such as Jason Juta, whose
gorgeous cover inspired us all, Eric Lofgren, Linda Jones, Brad McDevitt, and Gill Pearce —
beautiful artwork richly laden with that old school feel. With these rules, we've opened up new
worlds, and visited some old ones. Around my table we've fought giants, tunnelled beneath city
states, had sea battles with vikings, and run (not always successfully!) from enormous dragons.

Our first printing of Monsters & Magic sold out rapidly, and for several years this game was
only available in PDE Since then several supplements have appeared, including the Collecranea
Creaturea and Aperita Arcana from Ebon Gryphon Games, and a physical version of the core
rulebook has sorely been needed. So here it is at last!

We hope you'll have as much fun with Monsters & Magic as we've had.

Sarah Newton
Normandy, April 2017
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INTRODUCTION

WELCOME TO MONSTERS & MAGIC, a complete fantasy
roleplaying game combining the atmosphere of classic fantasy games
with innovative modern mechanics. In these pages you'll find rules
for playing fierce warriors, mighty wizards, holy clerics, and cunning
thieves, exploring trackless wildernesses, mysterious labyrinths, and
ancient cities, in search of treasure, secrets, and adventure!

This book contains all the rules you need to play. You'll also want
pencils and scratch paper, and at least one of each type of the poly-
hedral hobby dice — four-sided, six-sided (ideally at least three of
these), eight-sided, ten-sided, and twelve-sided, abbreviated d4, d6,
d8, d10, and d12 respectively. Additionally, you'll want at least two
or three players — one to play the role of game master (or GM), the
referee and story teller of Monsters & Magic, and at least one or two
(preferably more) players, to take on the roles of the heroes in the
fantasy world you're about to enter.

Roleplaying

WERE ASSUMING YOU have at least a passing familiarity with
roleplaying games; you probably have a lot more. Even if you've not
played a tabletop roleplaying game before, chances are you've played
one on a games console or online. Or you've heard of the concept
from the media and mass culture. If none of the above applies, and
you're standing with this book in your hand, wondering what you've
got yourself into — welcome! We have a treat for you... But before
you go any further, find yourself a computer connected to the internet
and google “What is Roleplaying?” Read a bit about this amazing
hobby, and when you feel like you've got a handle on it, come back
and carry on reading. We'll wait.

The Old School

Renaissance

MONSTERS & MAGIC is proud to belong to the “Old School
Renaissance” (“OSR” for short) — a broad school of roleplaying

games dedicated to preserving and re-assessing the original, first, and
second editions of the classic fantasy roleplaying game, focussing on
their lightweight rules, fast pace of play, and short preparation times.

If you're familiar with those games, you'll feel right at home here:
Monsters & Magic consciously tries to re-create the atmosphere of
those early games. In some ways it’s a reaction against today’s rules-
heavy, complex games, in favour of a looser, more free-form, and less
rules-oriented style of play. Its rules are intended to be familiar, flexi-
ble, and easy to remember.

Modern
Roleplaying Games

ROLEPLAYING AS A hobby is forty years old, and over its history
— since the “old school” days — there have been many innovations.
These include: unified mechanics; rules for addressing character per-
sonality, social themes, and even plot and narrative structure; and an
empbhasis on flexible, collaborative, and improvisational play. Role-
playing games have their roots in tabletop miniatures gaming, and
early rules systems emphasised tactical movement and combat. Since
the original classic fantasy games, roleplaying games have matured,
and now offer many more avenues for exciting and challenging play.

What’s Special About
This Game?

MONSTERS & MAGIC is the child of these two parents, with two
specific goals. First, to allow you to use your classic fantasy gaming
material, of any edition, with little or no conversion. Once you've

learned the simple yet flexible rules in this book, we believe you'll be
able to run any classic fantasy module (and even some of the newer
adventures) or use any classic fantasy supplements, on the fly. And, most
importantly, you'll be able to do things with those materials you never
could with their original rules, using the Monsters & Magic system.

That’s where our second goal comes in. With Monsters & Magic,
we didn’t just want to update, streamline, or reorganise the classic
fantasy rules; we wanted to create a game incorporating the latest
cutting edge RPG concepts, allowing you to do all manner of cool
things, while remaining backwards compatible with classic fantasy
and OSR material.




CHAPTER 1

A Mobpurar RULESET

Monsters & Magic is a modular ruleset. You don’t have
to use all the rules: if you have a favourite old school rule
you want to use instead (say, different experience levels, or

rules for treasure), then go ahead and use it — you won’t
break the game.

Here are some of the gaming concepts which differentiate Mon-
sters & Magic from the original classic fantasy rules:

% Narrative freedom. If you can describe your character doing it,
the rules should model it. If you want to draw on your love for the
dead king to persuade the tournament audience to give you their
moral support in resisting the intimidating power of the Black
Knight's reputation, the rules should let you do so. Monsters &
Magic does so, scamlessly.

% Interpersonal mechanics. Do you want to terrify your foes?
Confound your enemies at the Sages’ Guild with webs of logi-
cal argument? Drive men and women wild with your beauty and
charms? Monsters & Magic lets you do these things.

% Teamwork and leadership. The Monsters & Magic system lets
you model characters giving one another aid and advice; warlords
briefing their troops, strategists planning the battle, thieves casing the
temple sanctum and orchestrating an elaborate heist. Rules for col-
laborating and helping others provide layered and flexible mechanics.

Monsters ¢ Magic incorporates many other roleplaying concepts,
as well as a few innovative tweaks you may not have seen before. It’s
a fresh look at classic fantasy gaming, a way to explore new vistas in
your favourite fictional worlds. We hope you'll like it...

The Basics

MONSTERS & MAGIC uses a simple ruleset we've called the Effect
Engine. This section introduces its core concepts.

CHARACTERS

Characters are the heart of roleplaying games: the fictional vessels
players use to explore the world described by the game master. Each
player usually creates one character (often called a player character, or
PC), determining his or her capabilities, powers, equipment, and other
facets which are important during play. The player then describes his
character’s words and deeds as he responds to the situations and chal-
lenges described by the GM. You can see how this looks in the example
of play on page 54, and in various examples throughout this book.
Monsters & Magic characters look like traditional classic fantasy
characters, and are created in much the same way. Each character has a

Uske Your Favourite Crassic Fantasy
SUPPLEMENTS AND ADVENTURES...

While Monsters & Magic is a standalone game, we

anticipate you'll use it with your favourite classic fantasy

RPG books — bestiaries, spell books, equipment, magic

items, and adventures. So, we've provided enough spells,
monsters, equipment, and magic to take you to roughly 9
the 4th level of play — but assume you'll also incorporate

material from your favourite classic fantasy resources to
support your game.
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race (like human, dwarf, or elf), a character class (like fighter, magic
user, or thief), and six attributes (Strength, Dexterity, Constitution,
Intelligence, Wisdom, and Charisma) with scores usually between 3
and 18, either determined randomly using dice or by allocating a pool
of points. More on that below. When you create a character, you can
determine your attributes first, then choose a race and character class
to fit; or choose your race and character class first, then determine
your attributes.

Characters have two kinds of hit points — physical hit points
and mental hit points — which measure their resilience and ability
to withstand harm in physical and mental conflicts. Characters also
have a level, representing how experienced they are; starting at level
1, characters advance in level by accumulating experience points,
abbreviated as XP.

Chapter 2: Character Creation explains these concepts in detail,
and guides you through creating your own character.

THE EFFECT ENGINE

The Effect Engine rules are designed around a system of action
checks. These are usually 3d6 dice rolls, modified by a bonus or pen-
alty derived from one of your attribute scores (and maybe also your
level), compared to a resistance, which may be a static number or
also rolled on 3d6. If your action check result is equal to or above the
resistance, you succeed in your action; if it’s less, you fail.

Anything you can describe your character doing can be an action,
from swinging a sword, to drawing on your hatred of orcs to persuade
a king to declare war. Monsters & Magic provides a flexible frame-
work for adjudicating all kinds of actions, from the rigorously tactical
to the softest of interpersonal encounters.

The Effect Engine uses traits — single words or short phrases
describing part of your character’s personality, ranging from knacks,
training, and abilities, to beliefs, fears, and prejudices, and on to natu-
ral physical talents (like being able to see in the dark). Whenever you
describe your character doing something which is supported by one
of your traits, you gain a bonus to your action check.

When you make an action check, the points by which you exceed
the resistance determine how well you succeed, and are called effect
points. If you roll a total of 14 against a resistance of 10, you get 4
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INTRODUCTION

IMPORTANT ROLEPLAYING
GaME TERMS

If you're familiar with roleplaying games, you'll
know many terms in Monsters & Magic already.

Here’s an overview of the most important.

Advancement: a single instance of improvement
for your character, either adding a new abil-
ity or improving an existing one. You begin
play with one or two advancements.

Adventure: another word for scenario (see below).

Armour Class: the classic fantasy term for a
character’s ability to defend himself in physi-
cal combat. In Monsters & Magic, armour
class is a static resistance check based on your
Dexterity attribute, modified by the armour
you're wearing; see page 35.

Attribute: one of six indicators describing your
character’s physical and mental charac-
teristics. These are Strength, Dexterity,
Constitution, Intelligence, Wisdom, and
Charisma, and usually have values between
3 and 18. Your attribute gives you the base
value of a static action or resistance check,
and also determines your attribute modifier.

Attribute Modifier (aka ATT Modifier): a
numeric modifier (between -4 and +4 for
human characters) added to dice rolls when
making action and resistance checks pertain-
ing to that attribute.

Campaign: the term used to describe a game
of Monsters & Magic when it extends over
many sessions and numerous scenarios. Cam-
paigns can continue for many years.

Check: a way of determining whether you
succeed or fail at an action, or at resisting
someone else’s action. Checks can be static,
or rolled on 3 6-sided dice.

Conflict: an encounter between two or more
sides which is resolved by violence. Conflicts
can be physical or mental.

Consequence: a negative result which occurs to
you when you fail an action check, or when
an opponent succeeds in an action check

against you.
Consequence Points: the number of points your
action check is below the resistance. Usually
your opponent gets to spend your conse-
quence points to say what happens to you.

(CONTINUED ON NEXT PAGE...)
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effect points. Effect points can be negative — such as
when you fail a check, getting a lower result than you
need: these are sometimes called consequence points.
Rolling 7 against a resistance of 10 nets you 3 conse-
quence points.

You use effect points to buy effects, defining
exactly what your success means. An effect can be as
simple as physical harm in a melee, or mental harm
in a war of words; or as complex as leading a warband
into battle or knocking back your opponent and skew-
ering their fellow. If you apply an effect to an opponent
(like a wound, or knockback), that’s called a conse-
quence. The more powerful the effect, the more effect
points it costs. Usually you choose your own effects.

Effects describe the game-level bonuses, penalties,
and modifications to your situation which reflect the
results of your actions. Perhaps you impress a crowd
with your oratory, or gain a superior tactical position
in battle, gaining a bonus to subsequent action checks.
Effects can be minor, major, and extreme.

You can also suffer a consequence if you fail one of
your own checks. Its seriousness depends on the conse-
quence points generated by your failure — how much
you missed the resistance by. Some consequences are

——

minor — perhaps you lose balance — while others
are major, or even extreme, like striking your ally in
combat. Usually, when you fail a check badly, your
opponent gets to choose the consequence you face.

That’s the Effect Engine in a nutshell. The follow-
ing chapters expand on these basics.

OTHER TERMS

Here are some other Monsters & Magic concepts
which it’s helpful to understand before you go further.

Hero Points
Monsters & Magic players have one or more hero
points which they can spend to make greater or lesser
interventions in the flow of the game. These may be
“in character”, allowing a player to decide how his
character rolls with a blow inflicted by an opponent;
or they may be “out of character”, allowing a player to
declare how a monster usually under the GM’s control
reacts to his character’s action.

Some uses of hero points are optional, but taken
together allow for a variety of play styles.




CHAPTER 1

(... CONTINUED FROM THE PREVIOUS PAGE.)

Effects: properly refers to both the positive and negative results
of an action check, although it’s usually used to refer to only
the positive result.

Effect Points: properly refers to the number of points your
action check is above or below the resistance, although it’s
usually used to refer to the points above. You spend effect
points to create effects.

?  Hit Die: the type of die you roll to generate your hit points at
level 2 and above, ranging from a d4 to a d10 and some-
times higher. Monsters roll d8 for both physical and mental
hit points.

Hit Points: a numeric indicator of the physical or mental
damage a character can sustain. There are two types: physi-
cal hit points and mental hit points. Your hit points increase
when you level up.

Level Up: the process of moving up from one level to another
(so, from level 1 to level 2). You level up by accumulating
experience points, or XP. Your character improves in power

° and ability when he levels up, and gains advancements.

Monster: a kind of NPC (non-player character) which isn’t
human or a character race. Chapter 8: Monsters gives
several examples.

NPC: a non-player character. A character, often with a level,
race, and character class just like a player character (PC),
but controlled by the GM. They can be allies or enemies of
the PCs.

Round: a one-minute period. Usually the amount of time for a
group of combatants to land at least one good blow on their
opponents.

Scenario: also known as an adventure, a scenario is a single
story line built around a common theme or location, g‘
usually played in one or at most a handful of sessions.
Silvermoon, on page 112, is an example scenario.

Scene: an informal term referring to a period of play structured
around a single location or interaction between two or more
characters, monsters, or NPCs. There will likely be several
scenes in a game session, and many scenes in a scenario.

Session: the time taken for a single period of playing Monsters
& Magic. Usually between 2 to 6 hours, or sometimes more.

Stance: an optional way of making action checks in combat,
based on different offensive or defensive techniques.

Statistics: a collective term for the hit points, levels, and other
information describing an NPC or monster. The short ver-
sion is called a stat strip; the long version is a stat block.

Trait: a single word or short phrase describing something cru-
cial about your character, like an ability, background story
detail, or personality aspect.

Trait Bonus: the bonus you add to your action or resistance
check as a result of describing how your trait or traits affect

your action. Equal to your level, +1 for each additional trait
described after the first.

Turn: a ten-minute period (comprising ten one-minute

rounds). Often used for tracking movement at small scales

such as in a dungeon.

Static Checks

You don’t have to roll the dice for every action or resistance check. In
fact, for resistances, you don’t usually roll the dice at all. For action
checks, maybe you have all the time you need and can work in safety,
or maybe you want to play it safe and avoid the vagaries of random
chance. Monsters & Magic provides rules for using static checks
instead of dice rolls to determine the results of your actions.

Scale

Monsters & Magic defines several scales of play for the power levels
your character can act within. All characters start at the adventure
scale, interacting with their fellows and battling individual foes. As
they grow more powerful, they reach incrementally greater scales,
becoming able to sway groups of people, command strongholds,
domains and kingdoms, and even affect whole worlds.
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CuaracTER CREATION

AS A PLAYER, the first thing you'll need to do in Monsters & Magic
is to create one or more characters with which to play the game. This
chapter shows you how.

The Character
Creation Checklist

THERE’S NO ONE true way to create your character, although
some things usually happen in the same order each time. First, decide
whether you want to create a character of a specific race and class (like
an elven magic user, or a human cleric), or whether you want to work
out how strong, intelligent, and wise you are first (your attributes),
and then choose the best class and race combination to fit.

Once you've decided, follow the checklist below to create your
character.

1. Generate your attributes (see below), and select your race and
character class (pages 10 and 14). Use your character concept
(see box), if you have one, to help you do this.

2. Make any racial adjustments to your attributes indicated by your
racial write-up (like a +2 Dexterity, etc).

3. Write down your character’s racial traits (pages 10-13), or use the
appropriate racial traits card from the appendices (page 127).

4. Write down your ATT modifiers (page 8). Double the AT'T mod-
ifier for your character’s prime attribute, determined by his class
(page 14).

5. Write down your character’s level: characters begin at level 1.

6. Write down your character’s physical hit points, calculated by
adding your character’s Constitution score to the maximum pos-
sible die roll on your character’s physical hit die (determined by
his character class).

7. Write down your character’s mental hit points, adding your
character’s Wisdom score to his maximum possible mental hit die
score (again, determined by character class).

8. Write down your character’s class traits (pages 15-24), or use the
appropriate class traits card from the appendices. Don’t write
down any advancements yet.

9. Write down any class restrictions your character has.

10.1f your character can cast spells (ie is a magic user or cleric), work
out how many spell levels he has, and choose his spells from

Chapter 7: Magic, as indicated in his character class write-up.
11.Roll the dice to determine your character’s starting money in gold

pieces (gp), as indicated in his character class write-up.
12.Finalise your character (page 24), choosing his alignment, goal,

first (and possibly second) advancement, hero points, starting

equipment, and armour class; and also by filling in his age, height,

weight, sex, weight carried, and maybe a physical description.
13.You're ready to play!

TueE CHARACTER SHEET

When you create a character, write the details
down. How you do this is up to you; some people write
everything longhand, others use a type of form called a
character sheet. Some people even design their own.
We've provided a Monsters & Magic character sheet
on page 126. Feel free to photocopy or print this sheet for
your personal use.




CHAPTER 2

Attributes

MONSTERS & MAGIC characters have six attributes: Strength,
Dexterity, Constitution, Intelligence, Wisdom, and Charisma. For
normal humans, these attributes have a score between 3 and 18;

exceptional humans, and other races and animals, may have higher
or lower scores.

You determine your attribute scores in one of several ways. The
traditional way is to randomly generate them by rolling 3 six-sided
dice (3d6) for each, or 4 or 5 dice and taking the 3 highest. If thats
too random, you can assign fixed values: say, take the values 8, 10,
12, 12, 15, and 16, and assign them to your six attributes in any
order you wish (useful if you have a specific character class or race in
mind). Finally, you can use a “point distribution” method: assume
each attribute has a base score of 7 points, then distribute 30 points
among them, with no single attribute being higher than 18 before
racial adjustments (see below) are applied.

These methods give you starting characters better than the run-of-
the-mill. To create less powerful characters — the average inhabitants
of your fantasy world — simply distribute 24 points among your
attributes instead of 30. To create more powerful characters, distrib-
ute 36 points for a heroic, larger-than-life feel, and even 42 points
for characters who are approaching superhuman levels (in this case,
ignore the 18 maximum score restriction).

Your CuaracTeER CONCEPT

Monsters & Magic favours bold character archetypes —
elven wizards, dwarven warriors, noble knights, sneaky
halfling thieves. However, with the eleven classes and sub-
classes and six races, the variability in the six attributes and
the customisation possible using traits, alignments, and
goals, there’s a huge variety in the characters you can play.
If you like, before you start character creation, think

about the kind of character youd like to play. Are you
honest, or devious? Do you use magic, or do you bash
things with a big axe? What’s the coolest thing you want
your character to do? Maybe jot down a sentence or two
to help you visualise your character — you can change it
as you go, but it’s good to begin somewhere. Especially

if youre playing in a group — it might be cool to play a
(7 backstabbing half-orc thief, but if everyone wants to be

one, then you might find your group lacks essential skills
in play. Talk it through with your GM and other players to
ensure your group has a good mix of abilities.

You don’t have to do any of this, of course. If you like,
you can let the dice decide; roll up your attributes first,
then choose the character race and class combination that
would be most effective — or most fun to play!

Attribute scores are frequently used in-game. Additionally, we use
a modifier derived from your attribute which is added to dice rolls.
This modifier is a bonus if your attribute score is good, and a penalty
if it’s bad.

Calculate your modifiers using the table below. Modifiers are
referred to by capitalised three-letter abbreviations; so, “WIS” refers
to your Wisdom attribute modifier. Attribute scores are referred to
using the full attribute name; so, “Constitution” refers to your Con-
stitution attribute score.

Each character class (fighter, magic user, cleric, etc) has one attri-
bute which is particularly important, known as its prime attribute.
For example, the fighter character class’s prime attribute is Strength.
When you calculate your ATT modifier for your character’s prime
attribute, you double the bonus in the table below. If your prime
attribute modifier is negative, for any reason, increase it by +2
instead, or to +0, whichever is lower. Character sub-classes (page 14)
also have secondary attributes — more on that below.

The following descriptions indicate the things you can do with
attributes.

STRENGTH

Strength represents muscle and the ability to apply physical force.
Use Strength to make more effective melee attacks, smash down
doors, bend bars, lift heavy weights, and succeed at challenges like
arm-wrestling and throwing things great distances. Strength is the
prime attribute for fighters, and the secondary attribute for assassins.

DEXTERITY

Dexterity represents agility and manual dexterity. Use it for climb-
ing walls, sneaking about, hiding, balancing, dodging, jumping, and
throwing things at targets and shooting bows and crossbows. Dexter-
ity is the prime attribute for thieves, and the secondary attribute for
rangers and illusionists.

"TABLE 1: ATTRIBUTE SCORE MODIFIERS

Attribute Score JZ{/L}Z:’?”:: Pri ']7(20‘;,? r;f ute

3 -4 )

4-5 -3 -1

6-7 5 +0

8-9 -1 40

10-11 +0 +0

12-13 +1 2

14-15 +2 +4

16-17 3 +6

18 +4 +8
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Using My Crassic Fantasy CHARACTER

If you're like us, you probably still have your favourite char-
acters from previous classic fantasy campaigns. Maybe you’re
still playing one now, or would like to bring one back for new
adventures.

In Monsters & Magic, that’s easy; you can use your charac-
ter mostly without change. Here’s what to do:

1. Keep your attributes, character race and class, alignment,
level, spells, equipment, languages, unchanged.

2. Make sure your ATT modifiers tally with those on page 8.
Be sure to double the ATT bonus for your prime attribute
(determined by your character class — see page 8).

3. Check your hit points: these are called physical hit points
(PHP) in Monsters & Magic. Add your Constitution score
to your old hit points to get your PHP score.

4. Using your level, and your hit die as indicated in your
character class description, calculate your mental hit points
(MHP) as shown on page 14.

CONSTITUTION

Constitution represents your endurance, stamina, and overall health.
Use it for running distances, staying awake, resisting poisons and dis-
eases, and figuring out how many physical hit points you have (page
14). Constitution is the secondary attribute for monks.

INTELLIGENCE

Intelligence represents your reasoning ability, memory, and ability to
make sense of the world. Use it to figure out puzzles, remember infor-
mation, know an obscure fact or item of lore, read and write, and cast
magical spells. Intelligence is the prime attribute for magic users.

WISDOM

Wisdom represents your judgement, willpower, and perception. Use
it to see hidden things and hear noises you'd otherwise miss, make
judgements, resist attempts to deceive you or sway your mind (includ-
ing magic), see through illusions, use clerical magic, and figure out
how many mental hit points you have (page 14). Wisdom is the prime
attribute for clerics.

CHARISMA

Charisma represents the force of your personality. Use it to charm and
persuade, intimidate and terrify, lead warriors in battle, calm a crowd,
and generally make yourself attractive, imposing, or impressive. Cha-
risma is the prime attribute for bards, and the secondary attribute for

paladins and druids.

5. Recalculate your armour class (page 35); it may not be that

6. Jot down on your character sheet your racial and character

7. Select an advancement (page 56) for your character, or 2 if

8. If youre higher than Ist level, select one advancement for

9. If you have any magical or significant items (even strong-

different.

class traits, or use the trait cards from the appendices (page
127).

he’s human.

each additional level. Be sure to choose advancements
which reflect how you imagine your character.

holds if your character is high enough level), check with
your GM to see if there’s anything specific you need to
describe about them. For example, if you have a castle, your
GM might decide to give it hit points, an armour class, and
even some traits.

10. Test your character out in play — if anything seems out
of focus or inappropriate, change it (with your GM’s
approval). Otherwise, play on — adventure awaits!




CHAPTER 2

Tue CuronNicLESs oF HicH FaNTAsy

Throughout this book we refer to an example Monsters &
Magic game to show you how things work. We've called
it “The Chronicles of High Fantasy”; it’s a classic fantasy
campaign of deadly dungeons, unexplored wilderlands,
and teeming cities. We think you’ll recognise the place...

There are five player characters in our game, all begin-
ning first-level characters:

Felix Pook, aka Pook i'the Hood, a male halfling thief.
Gramfive the Grim, a male human fighter.

Guido of Gramarye, a male human bard.

Shamira Sunfire, a female human cleric.
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Xiola Zenwaith, a female elven magic user.

In this chapter, we'll focus on a couple of them to
illustrate how to create characters.

X1ora’s STory

Xiola’s player has decided in advance the kind of character
she wants to play, with an “unworldly elven sorceress”
character concept. She opts to assign points to her attri-
butes as follows: Strength 8, Dexterity 12, Constitution
12, Intelligence 16, Wisdom 15, and Charisma 10.

GraMFIVE’s Saca

Gramfive’s player doesnt have a character concept, so
opts to roll his attributes. He gets: Strength 16, Dexter-
ity 13, Constitution 15, Intelligence 8, Wisdom 9, and
Charisma 12.

Looking over the available character races and classes,
he decides he’s rolled a human fighter.

I0

WHAT NEXT?

You'll now either have a set of 6 numbers, ready to assign to your
attributes, or you'll have assigned them already and be looking for a
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character class to best suit them. Before that, though, you'll need to
select your character’s race.

Character Races

IN MONSTERS & MAGIC, the term race refers not to your char-
acter’s ethnicity, but to which of the traditional fantasy species he
belongs to. In this section, we present character creation details for
humans, elves, dwarves, halflings, gnomes, half-elves, and half-orcs.

Each race has racial traits: these are things you can describe your
character doing because he’s a member of that race (like seeing in
the dark, or finding secret doors). When you create a character, write
these traits down on your character sheet, or photocopy or print out
the appropriate racial trait card from the appendices (page 127).

You don’t have to write your racial traits out exactly as written —
you can customise the wording to more closely fit your character. Try
to capture the essence of the trait, and not to add any features. For
example, you could re-word the Highly Adaprable trait to something
like Loves Trying New Things, but not Great At Everything He Does. If
in doubt, check with your GM, or just use the traits as given.

Races often give bonuses or penalties to your attributes; some also
limit your choice of character class, unless your GM approves other-
wise. These are called racial adjustments. Modify the attribute scores
and their ATT modifiers on your character sheet as appropriate.

HUMANS

Humans are the baseline from which other character races are mea-
sured. Theyre the “common folk” — most people in your game will
probably be human.

Within the human race, your game world may contain many cul-
tural and ethnic backgrounds, with different appearances, beliefs, and
attitudes. Humans are the most variable and adaptable of the Mon-
sters & Magic races.

Human Traits

% Highly Adaptable.

% a cultural trait, such as Open-Minded, Warlike, Cosmopolitan.
% a background trait, such as Herbalist, City Boy, Apprentice.

% Quick Learner.

Human Adjustments

% gain an additional bonus advancement at 1st level (see page 24).
You don’t have to choose this right now — in fact, you'll probably
want to wait until you've selected your race and class.
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ELVES

Elves are an ancient and noble race, with magical
natures. Called the “fair folk”, they have young faces
and ageless, wisdom-filled eyes. There are several dif-
ferent types of elf, including wood elves, grey elves,
and high elves. Legend also speaks of a race of evil
elves dwelling deep beneath the earth — the dark

elves, or drow.

Elven Traits

All elves get the following traits:

% Graceful and Mysterious: you're slender and almost
magically attractive.

% Excellent Perception: easily spot hidden things like
secret doors and people hiding, and hear small
sounds and see at great distance.

% Speak Elven: in addition to the Common tongue.
You may learn one additional language per point
of INT bonus.

% Extremely Long-lived: you live hundreds of years,
and may be immortal. Your character may still be
young, but older than any human.

% Infravision: see in the dark up to 60ft.

% Resist Charm: you're highly resistant to Sleep and
Charm spells.

% Elf Weapons: you have a natural ability with long-
swords and bows.

Wood elf characters get the following additional traits:

% Forest Child: you're at home in forests.
% Find Healing in Beauty: recover from wounds by
contemplating beauty.

High elf characters get the following additional traits:

% The Rising of the Dark: you're troubled by the
rising evil you see all around.

% From an Ordered Society: you like things to be
structured and disciplined.

Elven Adjustments
% +2 bonus to Dexterity.
% -2 penalty to Constitution.

Descrizing WaaT You’re Doixg

Monsters & Magic lets you describe what your character’s doing any

. , P »
way you like. There’s no set of fixed “actions” or “moves” you must select
when it’s your character’s turn to act. Instead, you describe what you're
doing, then work out how to represent that in the rules. If you can justify
why your character can do something, then your GM will let you try that
as an action.

II
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DWARVES

Dwarves are the Stonefolk; short, stocky, massively powerful and
with enormous beards. They’re longer-lived than humans, and have
an affinity with all things to do with stone. Many dwarves have an
ancient enmity with elves.

Dwarven Traits

% Stonecrafi: understand mining, hewing stone, and building stone
structures.

Stonesense: instinctively know how far underground you are,
whether you're going up or down, and identify pit-traps and fall-
ing masonry.

L3

L3

Speak Dwarven: in addition to the Common tongue. You may
speak one additional language from Orcish, Goblin, and Kobold
per point of INT bonus.

Hard as Granite: you're highly resistant to poison and magic.
Hammer Kenning: you have a natural proficiency with hammers.
Infravision: see in the dark to 60ft.

Drawn to Treasure: you love — often covet — gold and gems, and
have an uncanny ability to find them.

L

Dwarven Adjustments

% +2 Constitution.

#¢ -2 Charisma.

% may not become a magic user.
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HALFLINGS

Halflings are the “little people” — diminutive pastoral folk living
peaceably in the quiet corners of the world. Great lovers of comfort
and domesticity, halflings nevertheless sometimes head off into the
wider world on perilous adventures, when their natural stealthiness
and small size stand them in good stead.

Halfling Traits

% Small and Stealthy: adept at sneaking, hiding, eavesdropping, and
being inconspicuous — the big folk often treat you as a child!
Hardy: naturally resistant to poisons, charms, influence, and magic.
Speak Halfling: in addition to the Common tongue. You may
speak one additional language per point of INT bonus from:
Elven, Dwarven, Orcish, Goblin.

Homeloving: you have a natural understanding of gardens, cook-
ing, livestock, and pipeweed.

Prodigious Appetite: yes, you do eat that many breakfasts.

L
L

L3

Halfling Adjustments

% +2 Dexterity.

% -2 Strength.

% may not be a magic user, cleric, or bard.

GNOMES

Gnomes are woodland folk, dwelling in forested hill country. Though
kin to dwarves, they have a reputation for being tricksy, and some
say they're facrie folk. They display an affinity for illusion magic, but
equally may be tinkerers, armourers, and makers of devious traps and
mechanisms. They are great foes of goblinkind.

Gnomish Traits

Diminutive: youre smaller than the Big Folk.

Speak Gnomish: as well as Dwarven and the Common tongue.
Waoodland Lore: know the woodland and its denizens.
Communicate with Snuffling, Burrowing Creatures.

Resistant to Poisons and Magic.

Affinity with Deceitful Magic and Mechanisms.

Infravision: see in the dark to 60ft.

Feeling for Underground Places: as dwarves.

Skilled Miner: understand mines and minerals.
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Hate Evil Humanoids: you're especially effective when fighting or
working against orcs, goblins, trolls, bugbears, etc.

Gnomish Adjustments

% +2 Constitution.

% -2 Strength.

% may not be a cleric or magic user (except for illusionist).
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CHARACTER TRAITS

Your traits indicate the things youre good at (or sometimes bad
at). When you describe your character doing something that’s
supported by one of his traits, you add a bonus to your checks,
usually equal to your level. Traits are a vital part of defining
your character.

N\ Cultural Traits

Selecting a cultural trait lets you say something interest-
ing about the place your character grew up. Maybe he was a
nomad, raiding settled lands and always on the move; maybe
he was from a coastal village, and could swim before he could
walk. Check with your GM, who may have suggestions for
your character’s culture, or come up with a society or culture
you think would be interesting to play.

Here are some example cultural traits:

Always on the Move

> Passionate and Musical

We're the Rightful Rulers of the World
The Chosen People of Ra the Sun God!
Distrustful and Conniving

Expert Seafarer

Born to the Saddle

Character Background

Every character has a background — his history, what he’s spent
his life doing before he was swept up in death-defying adven-
tures. Some characters — particularly humans — take their
background as a zrait.

When you do this, think of something from your character’s
history that might be useful in play. It could be an occupation —
maybe he was a Herbalist, or a Farmer Boy ﬁ'am the Dales of Koth,
or a Yeoman of the Guard; maybe it’s a social class or cultural
background — maybe your character was a Nomad of the Plains
of Wheels, a Darnishi Noble, or a Raider on the Sea of Emeralds!

Your background trait is useful when you want to describe
something related to your former life. If youre a Darnishi Noble,
you know how to behave in high society; if you're a Raider on the
Sea of Emeralds, maybe you know about ships, or the weather; if
you're a Farmer Boy from the Dales of Koth or a Herbalist, maybe {

you can find food in the wild or identify what’s safe to eat.
Here are some example background traits:

Dragged Up in the Guiters of Zaramanga
Scion of a Merchant House of Jadis

Exiled Apprentice of the Wizards of Gramarye
Beautiful Fugitive of a Noble Family

Forest Child

Farmer Boy from the Dales of Koth

Healing Hands

See page 34 for more on traits.

HALF-ELVES

Half-elves share characteristics with both their human and elven par-
ents, being a long-lived, handsome, and magical folk. They are found
most frequently in mixed or human communities; those among the
elves tend to emphasise their “elvishness”. Their versatile natures mean
half-elves are frequently multi-class characters like fighter / magic
users or even fighter / magic user / clerics (see page 59).

Half-Elven Traits

% Two Kin Bur No Home: torn between your human and elven
natures, you find no peace with either.

Resist Charm: you're especially resistant to Sleep and Charm spells.
Speak Elven: in addition to the Common tongue. You may speak
one additional language from Gnollish, Gnomish, Goblin, Hal-
fling, Hobgoblin, and Orcish per point of INT bonus.
Infravision: see in the dark up to 60ft.

Spot Hidden Things: particularly secret doors.

&
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HALF-ORCS

The human side of your mongrel ancestry lets you appear sufficiently
non-orcish to be accepted in human societies. Nevertheless, you're
rough-looking: strong, twisted, and likely very ugly, and wracked with
rage and dark bestial urges. Half-orcs are frequently multi-class char-
acters like fighter / thieves or cleric / assassins.

Half-0rcish Traits

% Torn Between Two Natures.

% Speak Orcish: as well as the Common tongue.
% Infravision: see in the dark up to 60ft.

% Brutish and Strong.

% Savage and Intimidating.

Half-0rcish Adjustments

+2 Strength.
-2 Intelligence.
-2 Charisma vs non-orcs.

L

may not be a magic user or bard.
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GRrAMFIVE’s Saca

As a human, Gramfive doesn’t have any racial adjustments to
his attributes. So they’re now fixed, together with their ATT
modifiers, as follows:

Strength 16 (+3), Dexterity 13 (+1), Constitution 15 (+2),
Intelligence 8 (-1), Wisdom 9 (-1), and Charisma 12 (+1).

He writes Highly Adaptable and Quick Learner in the
“Traits” section of his character sheet, and chooses Brash and
Boastful as his cultural trait, and Ex-member of the City Guard
of Koth as his background trait, figuring both might come in
handy when browbeating locals in outlying villages.

v - v
Tue CuaracTER SHEET CustoMm Box

The character sheet on page 126 contains a single box

with a blank space instead of a header. This is your custom
box, which you can use for annotating different things,
depending on your class. It may contain special effects and
stances if you're a fighter, spells if youre a magic user, etc.
The write-ups below include suggestions for using this part

]

of the character sheet.

A I

Character Classes

WHEN YOU CREATE a character, you must select a character
class, and optionally a sub-class. Character classes represent broad
fantasy archetypes — fighter, cleric, magic user, thief, bard — and
help determine the things your character can do.

When you select a character class, the sections below will tell you
what hit dice you roll for your character’s physical and mental hit
points at each level. Note that at 1st level, when you create your char-
acter, you don’t roll at all, but simply take the maximum hit points
you might have rolled, and add your Constitution score (for physical
hit points) or your Wisdom score (for mental hit points). At each
level after 1st, roll your hit die and apply your CON or WIS modifier
(as appropriate, with a minimum of 1pt), and add that to your total.

Your character class may also have restrictions: perhaps you must
belong to a certain alignment, or commit to certain behaviours. Note
those on your character sheet.

Your class also determines your class traits and class advance-
ments. These indicate the activities you are (or may be) good at
because you're a member of that class. You get all of the class traits
immediately at 1st level, and may pick from the class advancements as
you level up (you get one or two advancements at 1st level anyway —
see page 24). So, if you're a st level fighter, you'll be good at fighting,

e e T

Xiora’s STORY

Xiola’s player decides she’s a high elf from distant Helewend,
the City of Splendours. She applies the +2 Dexterity and -2
Constitution adjustments, ending up with the following attri-
bute scores and ATT modifiers:
Strength 8 (-1), Dexterity 14 (+2), Constitution 10 (+0),
Intelligence 16 (+3), Wisdom 15 (+2), and Charisma 10 (+0).
She writes down the general elven traits, and adds 7he Rising
of the Dark and From an Ordered Society as her high elf traits.

using weapons and armour, and will be strong, breaking down doors
and bending bars. As with racial traits, you can customise the wording
of these traits to suit your character (page 10). You can write the class
traits on your character sheet, or use the appropriate class trait card
from the appendices (page 128).

Some class advancements are only available after you've reached a
certain level — what we call a scale. You begin play at the adventurer
scale, and may advance to heroic (5th level), epic (10th level), leg-
endary (15th level), and mythic (20th level). See page 62 for more.

We also provide a list of other advancements: these are freely
available advancements which any character class can take, but which
are particularly appropriate to your class.

Finally, your class indicates your prime attribute (page 8), your
secondary attribute (if applicable — see below), and your starting
money for buying equipment (page 27). A character must have a
minimum prime attribute score of 9 to belong to a given character
class; if it’s 15 or higher, you get a +10% increase in any experience
points you earn (page 50).

SUB-CLASSES

As well as a character class, you can also select a sub-class. A sub-class
is a specialised character class, and is based on one of the five character
classes. For example, sub-classes of the fighter class include paladins
(holy warriors) and rangers (outdoor and woodland specialists).

Sub-classes have the same hit dice and prime attributes as their
“parent” character class, but differ in starting money and class traits,
restrictions, and advancements. This means sub-classes have differ-
ent lists of traits and advancements from the parent class. Sub-classes
also have a secondary attribute, required for some of their specialist
abilities. A sub-classed character must have a minimum secondary
attribute of 9, and 15 in order to get the +10% experience bonus.
Sub-classes may also have other restrictions or requirements.

The ATT bonus of a sub-class’s primary attribute is doubled, as
usual; the ATT bonus of the secondary attribute is not. A character
needs a good secondary attribute score to function well as a member
of that sub-class.
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CLERIC

Prime Attribute: Wisdom
Physical Hit Points: 1d8
Mental Hit Points: 1d6
Starting Money: 3d6 x 10gp

Clerics are the priests of the world’s deities, channelling their powers
and working miracles. You protect your flock, heal the sick, and carry
out your god’s will. You can also banish the undead and other unquiet
spirits by brandishing your holy symbol, or perhaps work other mir-
acles specific to your god. Evil clerics command undead instead of
turning them, and cause harm instead of healing.

Restrictions: you may be any alignment except Neutral (but see
“Druid”, below).

Cleric Traits

% Turn Undead: see below.

% Religious Lore: you're schooled in temple matters and the affairs
of the gods.

% Clerical Magic: cast clerical spells and counterspells. See below.

% Use Temple Weapons: use the weapons espoused by your temple.

% Wear Light and Medium Armour and Use Shields.

% Devotion to Deity: acquire a specific trait representing the beliefs

and attitudes of your deity’s worshippers. See “Gods and Demi-
gods” below.

Cleric Advancements

% Perform Ceremonies: see below.

% Temple Traits: gain additional traits associated with your deity’s
worship. See “Gods and Demigods”.

% Followers (heroic scale): attract a number of followers of your reli-
gion (page 70).

% Place of Worship (epic scale): build and preside over a temple or
other place of worship (page 62).

% High Priest (legendary scale): become the leader of your deity’s
temple in your land, using your temple as a construct in legendary
actions (page 62).

% Cult Hero (mythic scale): become your deity’s representative in

mortal form, using your religion as a construct in mythic actions
(page 62).

Other Advancements

% Exhort the Faithful: use WIS instead of CHA to encourage and
inspire others. Affects a single target, although you can spend an
advancement to make it an area effect (page 59).

% Healer: you're skilled at all types of healing.

% Stalwart Defence stance.

% Signature Item: you possess a special holy symbol or weapon with

1 advancement (page 56), perhaps containing a temple spirit or
other power.

Iy
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Turn “Ondead

You can use Turn Undead in a mental attack using WIS against
undead; they usually resist using Wisdom, plus their level. On a suc-
cess, you cause effects like knockback, dazed, knockdown, or mental
hit point damage. This is an area attack (page 59), and pretty much
the only way you can do mental damage to most undead.

Clerical Magz'c

You can pray for and cast clerical spells, each of which is a given level
in power (1st level spells, 2nd level spells, etc). Depending on your
level, you may cast a number of spells of a given level per day, as
shown on the table below. You must select which spells you can cast
each day in the hour of preparation and prayer after you wake. You
may select any spell available to worshippers of your deity of your
level. Once you cast a spell, it’s gone, until you pray for it again, usu-
ally after another night’s rest.

In addition to the spells indicated on the table, you may cast a
number of bonus spells equal in total spell level to your WIS modifier.
If you have a WIS modifier of +6, you may pray for 6 additional 1st
level spells, or 3 2nd level spells, or a combination. You must be able
to cast at least 1 spell of a level to prepare bonus spells of that level.
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TaBLE 2: CLERIC SPELLS

Number of 1st Number of 2nd
Level level JP€£ * level f])e'};.r *
1 1 —
2 2 _
3 2 1
4 3 2

*Plus bonus spells equal to your WIS modifier in spell levels.

The above table shows how many spells you can cast, up to the 4th
level of experience; for higher levels, see “High-Level Play” on page
62. You can use any classic reference for clerical spells: a selection of
Ist and 2nd level spells is provided in Chapter 7: Magic.

Spellcasting Checks
To cast a spell, make a spellcasting check. This may be a rolled or
static check, depending on the GM’s decision and the circumstances
in which you're using your magic. Clerical spellcasting is a class trait
using a WIS action check. On a success, you cast the spell and lose
the use of it until the next time you pray after your next rest period
(usually overnight). On a spellcasting failure, a minor consequence or
less means you still remember the spell and may cast it again; a major
consequence or higher may mean you incur your deity’s disfavour and
may no longer cast the spell until after your next rest period.
Spellcasting includes counterspells, allowing the cleric to pray to
resist magic, adding his trait bonus to his resistance (page 41).

Ceremonies

In a ceremony, a number of clerics work together, providing helping
bonuses (page 39) to a single ceremony leader making a spellcasting
check. This allows large numbers of effect points to be generated, at
the cost of more time and greater organisation. When you're a cer-
emony leader, you receive a helping bonus from other participants;
you may only have as many helpers as your level, and none of them
may be higher level than you (or, if they are, they may not act above
that level). The difficulty (page 37) of all checks is increased by +1 for
each helper. Ceremonies take a minimum of 1 hour per level of spell,
+1 hour per helper. Only the ceremony leader need have prepared the
spell in question; the helpers need not even know it.

For example: Gramfive the Grim was reduced to 1 PHP in a battle
with a troll in the Shamish Marshes. Shamira Sunfire enlists the help
of an acolyte of her temple in a healing ceremony. The ceremony takes 2
hours; the acolyte rolls 11 +6 +1, 18, against a difficulty of 11 (Average
(10) +1), giving a +7 helping bonus to Shamiras Cure Light Wounds
spellcasting roll of 10 +7 +5, for a total of 29 vs difficulty 12. After the
2-hour ceremony, Gramfive is healed up to 18 PHR
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AN ALTERNATIVE SPELL LLoss SYsTEM

The rule that a magic spell may be cast once and is then
forgotten until you prepare it again is a trope of classic
fantasy gaming, and the one Monsters & Magic uses by
default. However, we also offer an optional system which
only causes spellcasters to lose access to their spells when
they incur consequences. It makes spellcasters a bit more
powerful, but also ties spellcasting more closely into the
Effect Engine system. See page 44 for more.

Cvreric Sus-Curass:

Tue Druip
Secondary Attribute: Charisma
Starting Money: 1d6 x 10gp

Druids are a special kind of priest, revering the gods and spirits of
nature, the woodlands, and the outdoors. Like a cleric, your calling
is to heal and protect, but you do so as part of your sacred duty to
“the Natural Balance”. You cast nature-oriented spells using WIS like
clerics.

Sub-class Restrictions: You must be Neutral alignment; your
alignment focus is something like Preserve the Balance or Protect Trees,
Plants, and Animals. At epic scale and higher, there may be limited
numbers of druids protecting a given campaign area, and you may
have to engage in druidic “duels” to oust and replace others to assume
their level or scale.

Druid Traits
%
*
*

Sylvan Sympathy: you're attuned to nature, trees, and woodlands.
Resist Fire and Lightning.

Druidic Magic: cast druidic spells and counterspells. See “Cleric”,
above.

Use Leather Armour and Wooden Shields.

Druidic Weapons: you're skilled with daggers, darts, scimitars, shil-
lelaghs, and staves.

Revere Trees: revere all trees, and oak and ash in particular.

Revere the Sun and Moon: revere the sun and moon as deities.

L

Nature Lore: identify plants and animals, and know their natures

and habits; find food and water in the wild.

Druid Advancements

% A trait from a Sacred or Totem Animal.

% Animal Companion: attract a woodland creature as a sidekick
(page 70). Uniquely, you may take this at any level.

% Shapechange (heroic scale): change your shape to that of any reptile,
bird, or mammal. This is an action, requiring a minor effect on
a WIS action check. You gain the creature’s natural abilities; any
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additional effect points can heal damage you've sustained on a one-
for-one basis, subject to the usual restrictions (page 50). A similar
action check is required to change back.

Followers (heroic scale): attract a number of woodland creatures as
followers (page 70).

Immunity to Woodland Charms (heroic scale): automatically
achieve a simple success (page 42) when resisting charm attempts
by woodland denizens.

Sacred Grove (epic scale): establish and preside over a druidic place
of worship in a sacred grove of trees (page 62).

Other Advancements

% Identify Pure Water: identify pure, untainted, drinkable, or holy
water, or water that is tainted.

% Speak a New Sylvan Tongue.

CLEeric Sus-ClLass:
Tae MoNk

Secondary Attribute:
Starting Money:

Constitution

5d6gp

‘The monk is a mystic fighter. An ascetic forged by rigorous self-disci-
pline, you're attached to a temple like a cleric, but have no spellcasting
abilities. Instead, your meditations and privations give you superhu-
man abilities. Youre the hidden shock troops and secret agents of your
temple, and greatly feared. You have a wide choice of advancements,
including abilities mimicking those of other classes.

Restrictions: You must be lawful alignment, otherwise you lose all
your abilities. You may not wear armour, or use shields. You must give
away treasure and possessions beyond the bare minimum you need.

Monk Traits

% Martial Artist: use martial arts weapons (including staves and agri-
cultural tools like rakes, scythes, and chains, and other more exotic
weapons), and make unarmed attacks whose damage increases
with level (see Table 3: Monk Unarmed Damage).

Active Defence: add your rolled unarmed damage to your armour
class or rolled defence when fighting without weapons.

Improved Move: add your trait bonus to MOV and Movement
checks (page 53).

Dodge Missiles: add your trait bonus to defend against missiles and
missile-like spells.

Avoid Surprise: use your AC against surprise attacks, and make an
active defence. If the surprise attack fails, you may automatically
use the consequence points as effect points in a counterattack.
Fall Distance: add your trait bonus to checks to avoid falling
damage (page 79).

Hide and Sneak: as thief (below).

Climb: as thief (below).
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Gopbs axp DEMIGoDS

You may select a patron deity for your cleric character.
This can provide religious traits, and suggests your charac-
ter’s alignment and the weapons he uses. Optionally, it can
provide an alternative cleric power to Turn Undead.

ExampLE Patrox DEIrTY:
Ra, Gop oF THE SuN, WARMTH,
AND GROWTH

Temple Trait(s): Protect the Living World, Ensure the Dead
Stay in the Underworld

Alignment: Lawful Neutral

Worshippers’ Alignment: Lawful Good, Lawful Neutral,
Lawful Evil

Temple Weapon(s): Flail

Sphere of Activity: Fire and life; ruler of the sky, earth,
and underworld.

Power: Sunbolt (smite unbelievers and enemies using WIS
at short, medium, and long ranges).

Holy Symbol: The Sun Disk.

Ra is the sun god, life-giver, lord of warmth and
growth. He travels through the sky in his chariot by day,
and through the underworld by night.

Monk Advancements

% Open Locks: as thief (below).

% Detect and Disarm Traps: as thief (below).

% Stun (special effect): on a successful unarmed attack, if you impose
a minor effect (page 45), your target loses their next action; on a
major effect, two actions; and on an extreme effect, three actions.
Mask Mind: resist mind probes, detect life and alignment spells, etc.
Speak with Animals: communicate with animals as the druid spell
(page 96) as often as you want.

Sidekick (heroic scale): attract an apprentice or student as a side-
kick — see page 70.

Followers (heroic scale): attract followers of your religion — see
page 70.

Feign Death (heroic scale): appear totally dead for 1 turn per effect
point (page 43), not registering on attempts to detect life.

Heal Self (heroic scale): heal 1 hit point per effect point on a heal-
ing check, requiring 1 turn to heal 1 hit point.

Speak with Plants (heroic scale): similar to Speak With Animals,
except you communicate in a rudimentary fashion with plants.
Monastery (epic scale): establish and preside over a monastic place
of worship — see page 62.

Resist Charms (epic scale): you're highly resistant to charm attempts.




CHAPTER 2

TasLE 3: Monk UnarMED DAMAGE

Level Open Hand Damage
1 1d3
2 1d4
3 1d6
4 1d6+1

% Resist Mind Attacks (epic scale): you're highly resistant to mental
attacks such as mind blasts, intimidation, and fear attacks.

% Immunity to Poison (epic scale): automatically achieve a simple
success (page 42) when resisting poisons.

% Resist Geases (legendary scale): you're highly resistant to attempts
to place a geas on you.

% Quivering Palm (mythic scale special effect): on a successful attack
action with sufficient effect points, place a Quivering Palm mythic
consequence (page 63) on a target. At any moment thereafter, no
matter how long, as long as the quivering palm is still in effect,
you may will the target to die; at which point the target must
make a check to throw off the mythic effect, or die immediately.

Other Advancements
% Hear Noise: develop sharpened hearing.
% Resist Disease: you have an increased ability to resist disease.

FIGHTER

Prime Attribute: Strength
Physical Hit Points: 1d10
Mental Hit Points: 1d6
Starting Money: 5d4 x 10gp

The fighter is the archetypal combat specialist: soldier, warrior, fighter
of battles, defender of home and family. If you want your character
to wield mighty weapons, wear heavy armour, and excel at physical
combat, choose this class.

Fighter Traits

% Armour Training: wear all types of armour and shields.

% Weapons Training: use all types of weapons.

% Fighting Lore: know about weapons, styles of fighting, famous
warriors, battles, and foes.

% Feats of Strength: break down doors, lift heavy objects, etc.

Fzg/zterddwncementi

% Leadership in Battle: give helping bonuses (page 39) to multiple
people in battle, dividing your effect points between them.

% Followers (heroic scale): attract a number of followers (page 70).

% Sidekick (heroic scale): attract a sidekick (page 70).

% Stronghold (epic scale): build and rule a stronghold like a castle
(page 62).

Other Advancements
% All-Out Attack stance.
% Damage Focus stance.

Fz'g/;ter Character Sheets

Use the custom box to list your stances and special effects.

FicuaTER SUB-CLASS:

THE PaLapIN
Secondary Attribute:
Starting Money:

Charisma
5d4 x 10gp +100gp

The paladin is the holy warrior, the noble knight who defends the
temple and protects the innocent from evil. You belong to a temple,
like a cleric, facing religious restrictions on your behaviour. In return,
your temple supports you and gives you good equipment. Unlike a
cleric, your holiness is a feature of your force of personality — your
Charisma — rather than your Wisdom; you may resemble a holy
Jfool, who gains supernatural powers simply by virtue of his goodness.

Restrictions: You must be Lawful Good alignment (page 25), and
must be human; you lose your paladin status if you drift from that
alignment, instead becoming a fighter. You only associate with charac-
ters of good alignment through choice, although you may work with
non-evil neutral characters for a single mission, quest, or adventure.
You must tithe 10% of any treasure you receive to your temple, and
give away any gold you do not need to the poor.

Paladin Traits

% Armour Training: as fighter.

% Weapons Training: as fighter.

% Lay On Hands: make a CHA check to perform first aid (page 38);
on any consequence, you lose the ability until the next day.

% Protection From Evil: your goodness wards you and allies in a
10-foot radius from physical attacks by evil-aligned creatures, like
a static check (page 35) of the cleric spell (page 94) constantly in
effect. Add your Charisma and level: on a 12-15, gain a +1 momen-
tary advantage (page 43) to resist evil opponents; on a 16-20, a
minor effect (+2); on a 21-25, a major effect (+4); and so on.

% Detecr Evil: as the cleric spell (page 93), using CHA instead of
WIS. Do this as often as you like, but it requires an action check.

% Cure Disease: Lay on hands to remove a disease (page 78) from a
victim once per week; twice a week at the heroic scale (page 62);
three times at the epic scale; and so on.
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MakinG Your Owx Sur-Crasses

Sub-classes are a great way of expanding character classes
to include types of character you'd like to play. You can
also create your own; see page 60.

I

Paladin Advancements

% Leadership in Battle: as fighter.

% Turn Undead: as a 1st level cleric, +1 level per level thereafter,
except you use CHA instead of WIS. This may optionally be
another holy power bestowed by your deity (see “Cleric” above).

% Warhorse (heroic scale): any time after reaching 5th level, you may
summon your paladin’s war horse. This is a sidekick (page 70)
with 1d8 hit points instead of 1d4; you may have a warhorse in
addition to a normal sidekick.

% Clerical Magic (epic scale): begin to acquire clerical spells as a st
level cleric (page 15), increasing by 1 level per level thereafter. This
is not multi-classing (page 59). This time, you do use WIS instead
of CHA o cast spells.

% Stronghold (epic scale): you may build and rule a stronghold like a
fortified temple (page 62).

Other Advancements

% All-Out Attack stance.

% Fighting Lore: as fighter.

% Feats of Strength: as fighter.

% Devotion to Deity: as cleric.

% Other Tiaits from Deity: as cleric.

% Squire (heroic scale): take a squire as a sidekick.

Paladin Character Sheets

Use the custom box to list special effects, clerical spells, and other
advancements.

FiouTter Sus-Curass:

Tue RaANGER

Secondary Attribute:
Starting Money:

Dexterity
2d6+2 x 10gp

The ranger is a woodland and outdoor specialist, skilled in tracking
and pursuit, a master of hunting and the bow. You have an affinity
with elves and woodland creatures, and at high levels may cast magic
user and druid spells. You're an enemy of goblins, orcs, and other
humanoids, and of giant-kind.

Restrictions: You must be any good alignment, and lose your
ranger status if you drift to a different alignment, instead becoming

\._;
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a fighter. Rangers are solitary folk, almost never working with other
rangers, and have few belongings. You may keep only the treasure and
equipment you and a mount can carry.

Ranger Traits

% Use Light and Medium Armour and Shields.

% Use I-handed Swords and Bows.

% Enemy of Humanoids and Giant-kind.

% Follow the Trail: you're skilled at tracking and hunting.

% Solitary: you work best on your own.

% Woodcraft: you're skilled in natural lore, survival skills, and living
off the land.

% Scouting and Spying: you're an expert at stealthy reconnaissance.

Ranger Advancements

% Infiltration: infiltrate enemy camps.

% Followers (heroic scale): attract a number of followers — see page
70.

% Companion Animal (heroic scale): attract a natural woodland
animal as a sidekick — see page 70.

% Druidic Magic (epic scale): begin to acquire druid spells as a 1st




CHAPTER 2

Macic User Sus-CLASSES

Magic user sub-classes work a little differently from other
sub-classes, in that they focus on the concept of specialists:
magic users who concentrate on one type of magic to the
exclusion of all others.

In the magic user spell list on page 97, each spell has a
“type” (illusion, conjuration, enchantment, etc). Normal
magic users may cast all these spells without difficulty.
“Specialist” magic users — the magic user sub-classes —
may only cast one type of magical spell, but when they do
so they add the ATT bonus from their secondary attri-
bute to their prime attribute ATT bonus (when making
spellcasting rolls) or their static check value (on a static
spellcasting check), as well as to their bonus spells. For
the price of restricting themselves to one type of magic,
specialist magic users become more powerful in that
specialisation.

An example specialist magic user sub-class is given
below: the Illusionist. Others include diviners, enchanters,
necromancers, and more.

——
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level druid, increasing 1 level per 2 levels gained thereafter. This is
not multi-classing (page 59).
% Magic User Magic (epic scale): as above, but acquire magic user spells.
% Stronghold (epic scale): build and rule a stronghold like a wood-
land or wilderness camp (page 62).

Other Advancements

% Eyes In The Back Of Your Head: you're constantly alert and diffi-
cult to surprise.
% Steady Aim stance

Ranger Character Sheets

Use the custom box to list special effects and druidic and magical spells.

MAGIC USER

Prime Attribute: Intelligence
Physical Hit Points: 1d4
Mental Hit Points: 1d10
Starting Money: 2d4 x 10gp

Magic users are masters of sorcery and enchantment, great warlocks
and thaumaturges summoning nightmarish terrors and forcing the
fabric of reality to obey their will. At low level you're relatively weak,
though you have great mental fortitude; at high level, you can be liter-
ally world-shattering in power.

Restrictions: you may wear no armour.

Magic “User Traits

Magic: cast magic user spells and counterspells — see below.
Magical Lore.

Read And Write.

Use Quarterstaffs and Daggers.

Perform Rituals: as clerical ceremonies, above.

Intimidate the Ignorant: use INT to intimidate. You must share
a common language with the target, and the target must be able

TR

to hear you.

Magz'c “User Advancements

% Familiar: you have a small creature like a black cat, crow, weasel,
toad, or owl as your sidekick. It has high intelligence, and you can
perceive through its senses. Uniquely, you may take this at any
level. You may have a familiar in addition to a normal sidekick.
Seribe Scrolls (heroic scale): inscribe magical scrolls with spells you
know (page 88).

Sidekick (heroic scale): attract an apprentice or student as a side-
kick (page 70).

Followers (heroic scale): attract a number of followers (page 70).
Create Spell (epic scale): create your own spell (page 72).




% Enchant Items (epic scale): enchant magical items (page 88). TABLE 4: Macic User SPELLS

% Stronghold (epic scale): build and rule a stronghold like a wizard’s

tower (page 62). Number ofu " Number of
Level ) x and level
evel spells spells*
Other Advancements
% Stalwart Defence stance. 1 1 —
% All-Out Attack stance. ) ) o
% Damage Focus stance.
3 2 1
4 3 2
Magic
You can memorise and cast magical spells, each of which is a given *Plus bonus spells equal to your INT modifier in spell levels.
level in power (Ist level spells, 2nd level spells, etc). Depending on
your level, you may cast a number of spells of a given level per day, as can cast (so, at 3rd level, you may add a 2nd level spell to your spell-
shown on the table below. You must select which spells you can cast book). You may also find spells on your adventures, and even buy
each day in the hour you spend studying your spellbook and memo- them (pages 87-88). You can copy a spell from a magic scroll into
rising spells after you wake. Once you cast a spell, it’s gone, until you  your spellbook; doing so uses up the scroll.

study again, usually after another night’s rest.

In addition to the spells indicated on Table 4: Magic User Spells,
you may also memorise a number of bonus spells equal in total spell Magic User Sus-Curass:
level to your INT modifier. If you have an INT modifier of +6, you TuEe ILLusioNIST

may prepare 6 additional 1st level spells, or 3 2nd level spells, ora  Secondary Attribute: Dexterity
combination. You must be able to cast at least 1 spell of a level to  Starting Money: 2d4 x 10gp
prepare bonus spells of that level.

Table 4: Magic User Spells shows how many spells you can cast up [lusionists are magic users specialising in the arts of illusion. Much
to the 4th level; for higher levels, see “High-Level Play” on page 62. more than shadow images and sleight-of-hand, illusion is the art of cre-
You can use any classic reference for magic user spells: a selection of ~ ating temporary realities in accordance with the illusionist’s will. While
1st and 2nd level spells is provided in Chapter 7: Magic. low-level illusions may be ephemeral and ineffectual, higher-power ones

can have real substance, and directly affect the material world. The most
. powerful illusionists can weave illusory dragons that can level cities. ..
Spe//m;tmg Checks Restrictions: you may wear no armour.
To cast a spell, make a spellcasting check. This may be a rolled or
static check, depending on the GM’s decision and the circumstances L. .
in which youre using your magic. Magic user spellcasting is a class Llusionist Traits

trait using an INT action check. On a success, you cast the spell and % [llusion Magic: cast magic user spells and counterspells of illusion

lose the use of it until the next time you study your spellbook to re- — see “Magic User”, above.

memorise your spells after the next rest period (usually overnight). % Illusion Lore.

On a spellcasting failure, a minor consequence or less means you still % Read and Write.

remember the spell and may cast it again; a major consequence or % Use Quarterstaffs and Daggers.

higher may mean you forget the spell as if you had successfully cast it. % Perform Rituals of Illusion: as clerical ceremonies, above.
Spellcasting includes counterspells, allowing the magic user to % Prestidigitation: use DEX to make mental attacks, confusing and

use magic to resist other spells, adding his trait bonus to his resistance befuddling targets with your sleight-of-hand.

(page 41).
See also “Spell Loss Through Consequences” (page 44) for an L.
optional way of tying spellcasting more closely into the Effect Engine. Hlusionist Advancements
% Scribe Scrolls (heroic scale): inscribe magical scrolls with illusion
spells you know (page 88).

Spdl Books % Sidekick (heroic scale): attract an apprentice or student as a side-
You can only learn spells which you have in your spell book. You kick (page 70).

begin the game with a number of 1st level spells in your spell book % Followers (heroic scale): attract a number of followers (page 70).
equal to your INT + level, and may select 1 additional spell as an % Create Spell (epic scale): create your own spell of illusion (page
advancement (page 56) each time you level up, of a spell level you 72).
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Ir You Dox’t Have A TrarT

Class traits and advancements usually represent abili-

ties available only to members of that class; if you don’t
have the trait, you can't even attempt the action check.
There are exceptions: anyone can try to hide or sneak, for
example, or hit someone with a sword. However, only
clerics can turn undead, and only magic users cast magical
spells. If in doubt, ask your GM.

Many traits aren’t so restrictive; these are usually per-
sonal traits (page 57). Even if you dont have the trait, you
can attempt the action — you just don’t add a trait bonus.
We've included traits of this sort in the “Other Advance-
ments” section for each class.

Characters can use advancements to gain personal
traits giving them abilities outside the capabilities of their
race and class. However, they can’t do this to gain the core
abilities of other character classes; that's what multi-class-
ing (page 59) is for.

% Enchant Items (epic scale): enchant magical items of illusion (page
88).

% Stronghold (epic scale): build and rule a stronghold like a tower of
illusion (page 62).

Other Advancements
% All-Out Artack stance.
% Damage Focus stance.
% Stalwart Defence stance.

THIEF

Prime Attribute: Dexterity
Physical Hit Points: 1d6

Mental Hit Points: 1d8

Starting Money: 1d4 x 10gp +30gp

Thieves live by their wits — urban specialists who require a certain
population density to prey upon with their antisocial trade. You're a
pickpocket, a burglar, a cutpurse; someone who exists on society’s
fringes, ever watchful for the long-arm — and the even longer noose
— of the law. I¢’s likely you've put much of that life behind you,
though; these days, the life of a tomb robber or a dungeon delver
has entranced you with promises of riches, and your skills at picking
locks, detecting traps, and sneaking through monster-filled tunnels
stand you in better stead.

Restrictions: You must be neutral or evil alignment, and may not
be lawful (page 25); on rare occasions, you may be Neutral Good.

22

Thief Traits
% Light Armour: you won't wear anything heavier, as it impedes your
abilities.

Use Simple 1-handed Weapons: you're skilled in small, concealable
weapons, like daggers, throwing knives, saps, and shortswords.

*

L

Thievery: you're skilled at lockpicking, picking pockets, and steal-
ing things.

Detect and Disarm Traps.

Hide and Sneak.

Climb.

Backstab: make attacks with backstab weapons (see Chapter 3:
Equipment), letting you make DEX attack action checks instead
of STR when attacking from concealment.

Speak Thieves Cant.

ok R

L

Thief Advancements
L3
L3

Decipher Languages (heroic scale).

Decipher Magical Writings (epic scale): if you're reading a magical
scroll, use this as your spellcasting check.

Thieves' Guild (heroic scale): use the thieves guild in heroic scale
actions against other guilds, communities, gangs, etc (page 62).
Followers (heroic scale): attract a number of followers (page 70).
Sidekick (heroic scale): attract an apprentice as a sidekick (page
70).

Stronghold (epic scale): you may build and rule a stronghold like a
safe house or thieves’ den (page 62).

L3
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Other Advancements

% Steady Aim stance: you can also use this for backstab attacks.
% Use Longswords.
% Listening at Doors.

Tu1er Sus-Crass:

THE AssasSIN
Secondary Attribute: Strength
Starting Money: 2d6 x 10gp

Assassins are killers — whether for hire, or working for mysterious
and often ideological reasons. Almost all are members of a great,
shadowy guild, rumoured to span the known world. You're cold and
calculating, and an expert in your grisly craft. You have access to poi-
sons, traps, and other unusual ways to kill.

Restrictions: you must be evil alignment (page 25). If you shift
to a non-evil alignment, you cease being an assassin and become a
normal thief.

Assassin Traits

% Weapons Training: as fighter.

% Wear Light Armour and Use Shields.

% Hide and Sneak.

% Cold and Intimidating.

% Plan Assassinations: case buildings, work out security measures,
understand timetables of guards and patrols.

% Backstab: as thief.

% Assassinate: if you get an extreme effect on a backstab, you kill the
target. You must be using a backstab weapon (page 32).

% Assassins Gear: you possess a special “signature” item of equipment
with 1 advancement (page 56), like a hand crossbow, silken gar-
rotte, or poison powder ring.

Assassin Advancements

% Disguise: usually a CHA check if interacting, or a DEX or even
INT check if you're only being seen or heard.

% Spying.

% Stealing.

% Detect and Disarm Traps: as thief.

% Open Locks: as thief.

% Assassins’ Guild (heroic scale): use the assassins’ guild as a construct
in heroic scale actions against other guilds, communities, gangs,
etc (page 62).

% Learn Alignment Tongues (epic scale): learn the secret language of
another alignment (page 58).

Other Advancements

% Climb.

% Brew Poisons: see page 88.
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Followers (heroic scale): attract a number of followers (page 70).
Sidekick (heroic scale): attract an apprentice as a sidekick (page 70).
Stronghold (epic scale): build and rule a stronghold such as a secret
assassins training camp or hideaway (page 62).

Guildmaster (legendary scale): become the leader of the Assassins’
Guild of your land, using it as a construct against other legendary

L

scale targets (including other lands!).

Grandmaster of Assassins (mythic scale): become the Perfect Assas-
sin, the leader of all the Assassins’ Guilds of the world, using
them collectively as a construct against other mythic scale targets
(including other worlds!). At this level, even the gods take notice.

BARD

Prime Attribute: Charisma
Physical Hit Points: 1d6
Mental Hit Points: 1d8
Starting Money: 2d6 x 10gp

Bards are master-singers, travelling minstrels, troubadours at the
courts of kings and queens and skalds in the halls of heroes. You know
all the great songs, and can hold an audience in the palm of your hand
as you enthrall them with music and tales of adventure. Your powers
of persuasion and charm are magical, and you can calm fearful hearts
and even speed the healing of the injured. You are a great supporter
of fellow adventurers — and you have to be, for how else would you
get to know their songs?

Restrictions: You must be neutral alignment (page 25), although
you may be Neutral Good, Chaotic Neutral, Neutral, Neutral Evil,
or Lawful Neutral.

Bard Traits

% Bardic Lore: you have an encyclopaedic knowledge, usually with a
specialty like Magical Beasts, Legends and Myths, etc.

% Play Music and Perform: you may entertain and distract people,
earning your food and board.

% Use Magical Songs To:

* Heal: you may use your songs to give someone first aid
(page 38). Unlike the normal first aid action, you may do
this at range, using your CHA instead of WIS.

o Help Others Fight or Face Danger.

o Resist Enchantments.

o Persuade and Charm People: see page 39.

o Terrify People: this is a fear attack (page 40).

% Wear Light Armour.
% Use Simple 1-handed Weapons and Bows.
% Well-travelled.




Bard Advancements

% Identify Item: use your knowledge to identify special items,
including magical items. On a simple success (page 42), you iden-
tify what a magical item is; for every 5 effect points, you may also
identify either a special property or the number of charges it has.

% Followers (heroic scale): attract a number of followers (page 70).

% Sidekick (heroic scale): attract an apprentice or student bard as a
sidekick (page 70).

% Stronghold (epic scale): build and rule a stronghold like a bardic

college or fortified manor or tower (page 62).

—~————

GRraMFIVE’s Saca

Gramfive is a fighter, so he doubles his STR modifier,
giving him attribute scores and ATT modifiers as follows:
Strength 16 (+6), Dexterity 13 (+1), Constitution 15
(+2), Intelligence 8 (-1), Wisdom 9 (-1), and Charisma
12 (+1).
He notes down four class traits: Armour Training,
Weapons Training, Fighting Lore, and Feats of Strength,
in the traits section of his character sheet. He holds off
choosing his advancements until he’s finished the rest of
character creation.

Xiora’s STORY

Xiola is a magic user, so the first thing she does is
double her INT modifier. That leaves her attributes and
ATT modifiers as follows:

Strength 8 (-1), Dexterity 14 (+2), Constitution 10
(+0), Intelligence 16 (+6), Wisdom 15 (+2), and Cha-
risma 10 (+0).

Next, she writes the magic user class traits on her
character sheet: Magic, Magical Lore, Read and Write, Use
Quarterstaffs and Daggers, Perform Rituals, Intimidate the
Ignorant.

She then titles the custom box on her character sheet
her “Spellbook”. As a 1st level magic user, she gets 1 1st
level spell automatically, and her INT modifier of +6
gives her 6 additional spell levels of spells: at 1st level, that
means she can memorise 6 additional 1st level spells, and
has 7 spells in her spell book. Xiolas player already has
a classic fantasy spell reference to hand, but at 1st level
simply selects 7 spells from the magic user spell list on
page 97. She writes down Burning Hands, Charm Person,
Detect Magic, Hold Portal, Magic Missile, Shield, and
Sleep, and puts a single tick next to each to show she has
memorised and can cast each of them once.

~— —

Other Advancements

% Learn Languages.
s Hide and Sneak: as thief.

Bardic Songy

Bards achieve magical effects with their songs and music, and may
perform area effects with them at 1st level (page 59) at no additional
cost. Additionally, their magical effects are treated as traits; they don’t
forget their spell-like effects once used, but may use them repeatedly.
Bards may learn additional songs as advancements. These are learned
as spells, and have levels; select a magic user or druid spell up to your
level / 2 in spell level. You may only perform the songs you know.
Discuss with your GM which spells make good candidates for bardic
songs: examples from the spell lists in Chapter 7: Magic include:
Disguise Self, Faerie Fire, Fog Cloud, Ghost Sound, Hypnotic Pat-
tern, Invisibility, Silent Image, Sleep, Speak with Animals, Touch
of Idiocy.

Finalising Your
Character

YOUR CHARACTER IS almost done — there are just a few more
choices and calculations to make, starting equipment to buy, and

some descriptive elements to fill in.

YOU’RE ALMOST READY TO GO...

To finish creating your character, complete the following steps:

Choose a single advancement, or two if you're human.
Choose your alignment.

Choose your goal.

Determine your hit points.

Write down your hero points.

Buy your equipment.

Figure out your armour class.
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Complete your character description: age, height, weight, sex,
encumbrance.

1. CHOOSE AN ADVANCEMENT

Advancements are things your character learns to do as he gains experience.
They include new traits, stances, spells, and special effects. Whenever you
level up (page 56), you gain an advancement; at 1st level, you automatically
begin with a single advancement, or two if youre human.

You may select whichever advancement you want at Ist level.
Chapter 5: Advancement gives you a wide variety. We've also listed
typical advancements in the character class write-ups above.

Now you've created most of your character, think about the
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advancement you want. If youre a fighter, perhaps you want a stance
or special effect that’s useful in combat; if youre a magic user, perhaps a
defensive stance or a magical staff (a signature item). Look at your char-
acter concept if you have one, consider the suggestions in the character
class write-up, and select your starting advancement. The choice is yours
— and, remember, if you're creating a human character, you get rwo.

2. CHOOSE YOUR ALIGNMENT

Monsters & Magic characters adhere to one of nine alignments,
broad indicators of a character’s moral and world view — how good
or evil he is, and how seriously he treats concepts of law and social
restrictions on behaviour. Usually you have free rein over your char-
acter’s alignment, although more evil alignments may not support
long-term cooperative play for a PC group, and should probably be
left to NPCs. Some character classes restrict your alignment: paladins,
for example, may only be Lawful Good.

An alignment does three things for your character. First, it gives
you a broad description of your view of good and evil, law and chaos.
Second, it gives you a single behaviour you frequently engage in which
reinforces your alignment, called your Alignment Focus (described
below). Third, it gives you a behaviour which pulls you away from
your chosen alignment — your Alignment Drift (sce below).

Start by selecting one of the nine alignments; then select an Align-
ment Focus and Drift. Examples are given below.

Lawful Good

Your character is a strong believer in society’s laws, and that he and
those laws work to the common good. He is a defender of justice.

Example Focus: Protect the Innocent.
Example Drift: You wish you could force everyone to be good
(Lawful Neutral).

Neutral Good

Laws are good, as long as they help the good and punish the wicked.
When they don't do those things, they must be flouted and ignored.

Example Focus: Use goodness — not the law — to decide what
is right.

Example Drift: Sometimes you have to look the other way
(Neutral).

Chaotic Good

All laws are violent attempts to control people. The world isn’t like
that; people can only be truly happy and good when they are free.

Example Focus: Help others achieve happiness while ignoring the law.
Example Drift: You wish you could forbid people from some behav-
iours (Neutral Good).

CHARACTER LEVELS

Beginning characters start play at level 1; write this in the
“level” box on your character sheet. As you play, defeating
foes and overcoming obstacles, you gain experience points
(abbreviated XP); when you accumulate enough XP (say,
2000), you advance to the next level (say, from level 1 to
level 2). This is called levelling up.

When you level up, several things happen: you gain
more mental and physical hit points; your trait bonus
increases; and you gain an additional advancement —

\ perhaps a talent, trait, special effect, or even a new item,
or something like (at higher levels) a warhorse or an
apprentice.

{ Acquiring XP, levelling up, and advancements are
described in Chapter 5: Advancement.

CHARACTER SCALES

Monsters & Magic is designed for use with your favourite
classic fantasy spellbooks and bestiaries. In this book you’ll
find enough spells and monsters to fill your adventures for
roughly the first 4 levels of play. The rules, however, let
you play all the way to 20th level and beyond. If you have
a classic bestiary and spellbook, you'll find Momnsters &
Magic easily accommodates higher level play.

One of the ways the rules do this is by identifying
different scales of play — greater power levels and con-
texts in which characters operate as they advance in level.
Characters between 1st and 4th level operate at a default
adventure scale; once they reach 5th level, they also oper-

ate at a more powerful heroic scale, as a wider world opens
up to them.

Don’t worry about what that means right nows it just
gives your character more opportunities to be awesome as
they level up. If you want to know more, check out page 62.

—~—"

T

UsiNG ALIGNMENT

As well as providing suggestions about how to role-play
your character, your alignment and its Focus and Dirift
have other effects in play. See “Using Alignment” on page
89 for more.
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CHAPTER 2

Si6NATURE ITEMS

Signature items are things like heirloom weapons, your
father’s (or mother’s) armour, and the ancient magical

staff given to you by your old mentor. They’re a great way
to spend that initial free advancement; you can load up a
signature item with various bonuses and advantages. When
you take a signature item, it comes with one advancement
for free.

Item advancements can give you protection against
damage, or bonuses to action checks or resistances. They
may be items of personal value, well-crafted equipment, or
even magical heirlooms. Examples include: Grandfather’s
Masterwork Longsword (+1 damage), a Guild Wizard's Staff
(+1 spellcasting bonus), Lens of True Seeing +1, Unguent
of Healing +2, Rope of Climbing +3, or even items which
give you traits, like Helm of Telepathy, Gloves of Spider
Climb, etc. At higher levels — especially epic scale and
beyond (page 62) — signature items can be longships,
castles, and entire domains!

Find out more about signature items on page 86.

—

Lawful Neutral

Your character believes in the law above all. She’s the ultimate neutral
arbiter — for her, there is no spirit of the law, only the letter.

Example Focus: Enforce the law whether it fair or not.

Example Drift: You have to be harsh — everyone’s always trying to
take advantage (Lawful Evil).

Neutral

The world is what it is because of the constant battle between good
and evil, law and chaos, in which none must ever be allowed to win.
Sometimes, one force may become dominant; your job is to redress
“the Balance”.

Example Focus: Try never to take a moral stance other than keep-
ing the balance.

Example Drift: You have to allow people the freedom to choose
(Neutral Good).

Chaotic Neutral

Freedom is everything — you must be yourself, and damn what
everyone else wants. Follow your instincts — they’re never wrong.

Example Focus: Be free — no matter the cost.
Example Drift: We should all be free to be free
(Chaotic Good).

Lawful Evil

Your character believes laws are needed to keep people under control.
He advocates onerous domination and merciless punishment of those
who transgress those laws.

Example Focus: Dominate others, be cruel and uncaring, but
always follow the law.

Example Drift: I'll do whatever I must to impose the law
(Neutral Evil).

Neutral Evil

It’s important to always get what you want — other people don't
matter. Sometimes laws help you do that; sometimes they get in the
way with their notions of “justice”, and must be ignored.

Example Focus: Do whatever you must to get what you want.
Example Drift: Do unto others before they do unto you
(Chaotic Evil).

Chaotic Evil

You have to take what you want in this world, and those who are too
weak to stop you don’t deserve anything. No one can tell you what to
do — and you'll kill anyone who tries.

Example Focus: Spread chaos, death, and disorder.
Example Drift: Sometimes you want to destroy just to be left alone
(Chaotic Neutral).

Alz;gnment Focus

Your Alignment Focus measures the types of behaviour that show
you belong to your alignment. It pushes you towards conforming
to that alignment more closely. Decide on something you do which
shows you belong to your alignment; you gain experience points (XP)
whenever you engage in that behaviour, and if you epitomise it you
may become an alignment champion (page 90).

Af/zgnment Drift

Your Alignment Drift measures the temptations, urges, and drives which
pull you away from your current alignment. It has a direction — it pushes
you towards another alignment. Decide on a behaviour which does this:
you gain experience points (XP) when you engage in that behaviour, and
if you epitomise it you may even change to the new alignment.

3. CHOOSE YOUR GOAL

A goal is something you're trying to achieve. It can be a behaviour
(“Be merciful”), or a specific milestone you want to reach (“Gain
1000 gold pieces”). Achieving goals earns you XP (page 91), which
helps you level up (page 56).




Decide on a goal for your character. It can be as grand or as
modest as you like, but it should be something that will affect your
actions at least once every few sessions. It shouldn’t be something
you can achieve easily; nor should it be humdrum. Goals can also be
interpersonal; perhaps you're trying to help someone, or do something
to or for someone. See “How To Award Experience Points” (page 90)
for more on what goals can do.

Example goals:

10 become the greatest swordsman in Koth.
10 travel to far Mormyr.

10 take revenge for your father’s murder.
10 steal the treasure of Senaligarn.

10 help Xiola defear Haugaband.

4. DETERMINE YOUR HIT POINTS

If you haven’t done so already, write your maximum hit points on
your character sheet now (page 126). At 1st level, your maximum
physical hit points (PHP) are equal to your Constitution score, plus
the maximum result possible on your character class physical hit die.
Your mental hit points (MHP) are equal to your Wisdom, plus your
character’s maximum mental hit die. You'll use your hit points to
track your health, and any injuries you sustain (page 49).

5. WRITE DOWN YOUR
HERO POINTS

Hero points are a way of performing cool actions — taking control
of conflicts, avoiding disastrous results, and hammering home your
advantage against opponents. You have one hero point at 1st level,
and gain 1 more for every level you advance. Mark it on your charac-
ter sheet now. Hero points are described on page 50.

6. BUY EQUIPMENT

Your character gets a certain number of gold pieces by virtue of his
character class, to purchase starting equipment like armour, weapons,
and adventuring gear. Roll your gold pieces now, and buy equipment
from Chapter 3: Equipment or other classic fantasy resources. Try to
pick weapons and armour you have a trait for, so you can add your
trait bonus when you use them. Mark any gold pieces left over on your
character sheet for use during play. Hopefully you'll be getting more!

7. FIGURE OUT YOUR
ARMOUR CLASS

Armour class (AC) is the classic fantasy name for your static resis-
tance (page 35) to combat attacks. You calculate it by adding your
Dexcterity score to the armour bonus of your armour, if any. If you
have a trait for that armour, and for any weapon you’re using, you
also add your level to your AC. You should also note down the total
of your DEX ATT modifier, plus your armour bonus (and maybe
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Xiora’s STORY

Xiola also decides to choose a signature item for her
advancement: a “Wizard’s Staff” with a +1 bonus on
spellcasting checks, which also doubles as a weapon. She
decides she’s Neutral alignment, with a Focus of Keep the
Balance and a Drift of The Laws of Nature (Lawful Neu-
tral). For her goal she selects Find Magical Knowledge. Her
physical hit points are 14 (Constitution 10 + 4 maximum
hit die), and her mental hit points are 25 (Wisdom 15 +
10 maximum hit die); she has 1 hero point.

For gold, Xiola rolls 50gp, and buys a spellbook, osten-
tatious clothes (her high elven robes of wizardry), 5 days’
trail rations, and a pack of adventurer’s gear. She figures
her armour class as 15 (Dexterity 14 +1 level), or a bonus
of +3 (+2 DEX +1 level), although she plans to use her
Shield spell to boost this if she gets into combat. Finally,
she describes Xiola as female, about 6’ and 120lbs, and
appearing in her thirties — although she’s much, much
older... Her total weight carried is 191bs.

your level) as a modifier in brackets after the static AC: you'll use this
number if you roll your defence.

8. COMPLETE YOUR
CHARACTER DESCRIPTION

Jot down a few descriptive notes about your character, like how old he
is, his height and weight, whether your character’s male or female, and
so on. Total up the weight of equipment your character is carrying,
and enter that in the “Weight Carried” box on the character sheet: see
“Encumbrance” (page 29) for what that’s for.

9. YOU’RE READY TO PLAY!

That’s it — your character is ready to play!
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CHAPTER 2

GRrRAMFIVE’s Saca

After thinking it over, Gramfive’s player opts to spend his two
free advancements on a signature item — a sharp and serrated
longsword he calls “Cutter”. Using the “Special Items” rules
on page 86, he spends 1 advancement on a +1 bonus to his
attack action checks, and 1 advancement on a +1 bonus to his
damage die.
He selects Lawful Good as his alignment, with a Focus of

Defend the Weak and a Drift of Love of Fighting (Neutral). For
his goal, he selects 7o become a grand lord of Koth. His physical
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hit points are 25 (Constitution 15 + 10 maximum hit die), and
his mental hit points are 15 (Wisdom 9 + 6 maximum hit die);
he has 1 hero point.

For gold, Gramfive rolls 90gp, and buys scale armour and a
medium shield, 5 days’ trail rations, and a pack of adventurer’s
gear. He doesn’t pay the 15gp cost for his signature longsword,
“Cutter”, as the GM rules that’s covered by the advancements.
He figures his armour class as 19 (Dexterity 13 +5 armour bonus
+1 level), or a bonus of +7 (+1 DEX +5 armour bonus +1 level).
Finally, he decides Gramfive is male, about 5’107, and 200lbs,
and roughly 25 years old. His total weight carried is 26lbs.
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- Chapter3 -
EQuiPMENT

ADVENTURERS DON’T GO into dungeons unprepared — coils
of rope, mallets and spikes, and 10-foot poles are their stock in trade.
Equipment lets you describe your character doing things he couldn’t
otherwise do — lassooing a rocky outcrop, peering into a pitch-
black cavern holding a smoking torch, jamming a door closed with
a well-placed spike. Some equipment may give you a bonus or other
game-related effect.

Classic fantasy games often feature extensive equipment lists —
weapons, armour, adventuring gear, even ships, castles, and riding
animals. We've presented some key items below.

Equipment can usually be bought in settlements (villages, markets,
cities) using the gold and silver you find on adventures. You don’t usu-
ally need to make action checks (page 35) to acquire it, unless the GM
rules you're in a place where the item you're looking for is particularly
hard to get.

If you want an item of equipment to give you a bonus or ability
in addition to those listed below, you can take it as a signature item

(page 26).

A NotEe ox CURRENCY

Like many classic fantasy games, Monsters ¢ Magic

uses a broadly-defined currency system comprising coins
of various metals of increasing value. Your game might
give these coins specific names: groats, shillings, guilders,
sovereigns, royals, to name but a few. Here we simply refer
to them as “pieces” (ie “gold pieces”, or “gp”). Ten coins of
one denomination are worth a single coin of the next most
valuable metal up, as follows:

10 copper pieces (10cp) = 1 silver piece (1sp)
10 silver pieces (10sp) = 1 gold piece (1gp)
10 gold pieces (10gp) = 1 platinum piece (1pp)

50 coins of any denomination weigh roughly 11b; not a
problem for beginning characters, but definitely something
to think about when trying to get all that treasure out of
the dungeon (see “Encumbrance” below).
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Encumbrance

NO CHARACTER CAN carry an infinite amount of equipment; at
some point all those weapons, magic items, and sacks of gold and gems
mount up and leave you staggering under their weight. This is called
encumbrance.

Characters carrying large amounts of equipment incur conse-
quences (page 43). A character may carry up to his Strength x10 in
pounds (Ibs) weight, after which he becomes over-encumbered, incur-
ring an extreme consequence (page 44). That Strength x10 limit is
known as his maximum encumbrance.

Optionally, you can also track your character’s encumbrance up to
that level. This requires a little more book-keeping, but can be fun when
characters are trying to balance staggering out of the dungeon loaded
with treasure against keeping their arms and armour where they might
need them.

% A character carrying up to 1/3 maximum encumbrance is unen-
cumbered, and incurs no penalty.

% A character carrying 1/3 to 2/3 maximum encumbrance is lightly
encumbered. He incurs a minor consequence to appropriate
actions (including defence in combat).

% A character carrying 2/3 to full encumbrance is heavily encum-
bered, incurring a major consequence.

EquipMENT DEPLETION

Some equipment may have only limited usability. A back-
pack of 7 days’ rations, a quiver of 12 arrows, or a set of
delicate lockpicks may all eventually be exhausted through
repeated use. The Effect Engine rules detailed in Chapter
4: Playing The Game sometimes call for your equipment
to be depleted. This may involve using up a spell, scroll,
or potion, or a charge in a wand; but equally it may be
one of the “uses” of your equipment. Eventually, your gear
will be used up through adventuring, and you'll have to
replace it. Just hope that doesnt happen deep underground
surrounded by monsters!

7\




CHAPTER 3

General Equipment

GENERAL EQUIPMENT COMPRISES items other than weap-
ons and armour. It fairly specialised, and can be difficult to acquire in
smaller settlements. It also often has uses (see “Equipment Depletion”,

above).
TasLE 5: GENERAL EQUIPMENT

Item (% Cost  Comments*

Adventurer’s Gear 11 4gp A “kit” containing backpack, flint & tinder, 5 torches, and a waterskin.

Backpack 2 2gp Holds 3 cubic feet of gear.

Flint & Tinder n/a lgp Light fires without magic. May be destroyed on a major consequence.

Hard boots n/a 5sp Gives a +1 bonus to resist caltrops, hot coals, etc.

Healer’s Kit (5 uses) 2 50gp Contains bandages, splints, and salves, needed for non-magical healing. May be depleted.

Holy Symbol n/a lgp Wooden. Required for clerical Turn Undead actions and spells, etc.

Horse, Pack n/a 10gp Carries up to a 1/3 of its body weight, usually 250-3001bs.

Horse, Riding n/a 75gp For riding. Carries a small amount of equipment — usually less than 100lbs —
in addition to its rider.

Horse, War n/a 400gp Gives a +1 bonus on attack actions; for an advancement you may also take it as a sidekick
(page 70). See also “Lance”, below.

Lantern 2 7gp Provides full illumination to 30ft, half to 60ft. Only depleted on a major consequence —
although it may be extinguished on a minor consequence.

Lodestone 1 10gp Gives a +1 bonus on Navigation checks (page 40).

Musical instrument 3 5gp Needed for bardic abilities. May be temporarily non-functional on a minor consequence,
broken on a major, etc.

Rope, 50’ 10 lgp Depleted on a minor or major consequence.

Spellbook 3 15gp All wizards require a spellbook to study their spells. May be depleted, and even destroyed
on an extreme consequence.

Spikes (10 uses) and Mallet 5 lgp Good for holding doors open or closed. May be depleted.

10’ pole 8 2sp Gives a +1 bonus to trigger traps in advance.

Torches (5 uses) 5 5cp Provide full illumination to 20ft, half to 40ft. Depleted on a minor consequence.

Thief’s Tools (5 uses) 1 30gp Contains lockpicks, jemmies, wedges, and levers, essential for some thief’s abilities.
May be depleted.

Trail rations (1 use) 1 5sp Enough for a single day, comprising pemmican, jerky, cheese, and tack.

Waterskin 4 lgp May be destroyed on a major consequence.

*See Chapter 4: Playing The Game for more on minor and major consequences.
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EQUIPMENT

Food, Drink,
& Lodging

ADVENTURERS HAVE TO live when
they’re not making camp in the wilderness or

trying to rest in damp, dark dungeons. The
following table gives some sample prices for
staying in inns and taverns.

—_—

TasLe 6: Foop, Drink, & Lobcing

Item Cost Comments

Mug of ale 4cp Takes enough time to drink to let you check
out the patrons.

Pitcher of wine 2sp Enough to share with someone you're
pumping for information.

Bottle of fine wine 10gp Gives a single trait bonus when trying to
socially impress or intimidate.

Common fare 3sp / day Enough to keep your strength up.

Good meal 5sp / day Gives a +1 bonus on any healing checks.

Common lodging at an inn 5sp / night Any less than this and you’ll have trouble
healing or remembering your spells.

Good lodging at an inn 2gp / night Gives a +1 social bonus, and a +1 bonus to

TasLE 7: SociaL EQUIPMENT

Item Bonus®  Cost>  Comments

Barbed Plate +1d8 x5 Menacing armour, terrifying to look at.

Blood Blade +1d6 x2 Just wave this in front of someone’s nose.

Court Dress +3 150gp  You blend in with the rest of the court.

Destrier +4/+1d4  400gp  Resist intimidation, and intimidate in your
own right.

Flashy Carriage +6 1000gp  Sit back — no one in town looks this good.

Flashy Weapon +4 x10 Shrug off insinuations and court gossip with
one of these.

Helm of Brilliance +1d6 300gp  Flashy armour, very impressive in court.

Luxurious Holy +1d8 250gp  Studded with gems made of precious metal,

Symbol and useful for cowing the faithful.

Ostentatious +2 25gp Resist intimidation by guards and servitors.

Clothes

Paladin’s Cloak +1d4 50gp Some people believe even touching the hem
can cure disease.

Skull Helm +1d8 x5 Terrifies lower-level opponents.

Sorcerer’s Robes +1d6 250gp  Hints that youre more than capable of turning

! Damage die or armour bonus, as appropriate.

the viewer into a small rodent.

2 A flat rate in gp, or a multiple of what the ordinary item is worth.

healing checks.

Social
Equipment

SOCIAL EQUIPMENT INCLUDES
intimidating weapons and armour, sumptu-

ous carriages, or overwhelming displays of
wealth, and gives you advantages in social
conflicts — attempts to persuade, charm,
intimidate, impress, etc — such as damage
dice on mental attack action checks, or
armour bonuses to mental resistance checks.
The following table provides some examples;
you're encouraged to come up with your own.

Many societies have laws about who
may use social equipment in public. Peasants
dressing up as lords may find themselves in
trouble fast!
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CHAPTER 3

Melee Weapons

Ranged Weapons

MELEE WEAPONS ARE used for striking foes right in front of you:
doing so means youre engaged in combat (page 41). Melee weapons
can be used at up to three ranges: hand, close, or reach; see page 51

RANGED WEAPONS ARE used for striking foes at a distance;
youre not engaged in combat (page 41) when using them. Ranged
weapons can be used at up to 3 ranges: short, medium, or long; see

for more. page 51.
‘TasLE 8: MELEE WEAPONS
Weapon Damage Die  Rgnge* Wi (lbs)  Cost  Comments*
Bastard Sword 1d8 C R 6 35gp Normally two-handed; you can use it one-handed with a trait.
Battle Axe 1d8 C 6 10gp
Dagger 1d4 HR,S) 1 2gp Throwable, finesse weapon; backstab weapon.
Fist / Kick 1d3 H — — Large creatures do 1d6 instead.
Flail 1d8 C 5 8gp Good for disarming and tripping opponents.
Garrotte ? 1d10 H — 10gp  May only be used in backstab attacks.
Great Axe 1d12 R 12 20gp  2-handed weapon
Great Maul 1d10 R 8 5gp 2-handed weapon
Great Sword 2d6 R 8 50gp  2-handed weapon
Halberd 1d10 R 12 10gp  May be set against a mounted combat charge, adding its damage die to
your armour class.
Lance 1d8 R 10 10gp  Your mount may make a helping action on your attack.
Longsword 1d8 C 4 15gp
Mace, Heavy 1d6+1 C 12gp
Mace, Light 1d6 C 4 5gp
Morning Star 2d4 C 10 8gp
Quarterstaff 1d6 C 4 n/a Finesse weapon.
Rapier 1d6 C 2 20gp  Finesse weapon.
Spear 1d8 R 6 2gp As halberd; may be set against a mounted charge.
Shortsword 1d6 C 2 10gp
Trident 1d6 CR 4 15gp  Incurs no disadvantage when used underwater.
Warhammer 1d8 C 5 12gp

! Ranges are H (hand), C (close), and R (reach); see page 51.
2 See page 59 for Finesse Arvacks.

3 Cannot be used against opponents wearing armour covering the neck (plate armour, etc).

“See “Mounted Combat” on page 83.

32




EQUIPMENT

—_—

TasLE 9: RaNGED WEAPONS

Weapon Damage Die Range* Wt (lbs) Cost  Comments*

Bow 1d6 SSM 2 30gp 20 arrows cost 1gp, wt 31b; may be depleted.

Bow, Composite 1d8 S,M,L 3 100gp Arrows as above. May be used mounted.

Bow, Long 1d8+1 S,M,L 3 75gp Arrows as above. Can’t be used mounted.
Crossbow, Hand >4 1d6 C RS 2 100gp  Assassin’s weapon; may be used for backstab attacks.
Crossbow, Light 4 1d8 SSM 4 35gp 10 bolts = 1gp, 11b

Javelin 1d6 S 2 lgp

Sling 1d4 S, M 0 n/a 10 bullets = 1sp, 51b

Throwing Axe 1d6 S 2 8gp

! Ranges are S (short), M (medium), and L (long); see page 51.

2 Most missile weapons require ammunition, bought separately. Ammunition may be depleted (page 51), rendering the weapon temporarily unusable.
? Hand crossbow may be used for backstab attacks; if the target survives, the attacker is then engaged in melee.

# Re-loading requires a major effect to attack in the same round; or a full round spent reloading.

"TABLE 10: ARMOUR A-rmour

Armour Armouzr We(lks)  Cost  Comments ARMOUR IS WEARABLE protection
Bonus between yourself and a physical attack, with
a bonus added to your AC or defence check.

Shields

Wearing armour takes skill — some character
Shield, small (buckler) ! +1 5 15gp Protects vs 1 attack / rd classes use it better than others. If you wear
armour you have a trait for, you don’t count

Shield, medium ! +1 6 7gp Protects vs 2 attacks / rd its weight against your encambrance.
Shield, large ! +1 12 20gp Protects vs 3 attacks / rd
Light Armour
Padded +1 10 10gp
Leather +2 15 Sgp
Studded leather or ring mail +3 20 25gp
Medium Armour
Scale mail +4 30 50gp
Chain mail +5 40 150gp
Heavy Armour
Splint mail +6 45 200gp
Banded mail +6 35 250gp
Plate mail +7 50 600gp
Full plate +8 150 2000gp

! Attacks from the right flank and rear ignore the shield armour bonus.
2 Added to defence checks, including armour class (page 35).
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- Chapter 4 -
Praving Tue GAME

IN MONSTERS & MAGIC, your characters will fight monsters, jump
across spike-filled pits, pick locks on booby-trapped treasure chests,
cast powerful spells, and more. Whenever you attempt something
whose outcome appears uncertain, you'll usually roll dice, add modi-
fiers, and compare the total to another number to see if you succeed.
Rolling the dice like this is called an action check. An action is
any interesting, uncertain task you can describe your character doing
— it could be sneaking around in the shadows, persuading a guard to
look the other way, or hitting a monster with a sword. Anything you
can describe can potentially be an action — we've provided a list of
typical actions below (page 38), but they’re not exhaustive. This chap-
ter tells you how to make action checks for any action you describe.
The GM is always the final arbiter of what constitutes an action.
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Sometimes things your character does are easy, with no chance of
failure; or impossible, with no chance of success; or just not exciting
enough to be worth rolling the dice for. In those cases, the GM can
simply say you automatically succeed or fail.

For example, Gramfive the Grim wants to open a door in a dungeon
corridor. Theres nothing special about the door, so the GM says theres no
need for an action roll — the door simply opens. However, doing so trig-
gers a deadfall trap, bringing the ceiling down! That’s a real danger, so
the GM says Gramfive must make an action check to get out of the way.

You describe your character’s actions based on his attributes and
traits — his physical and mental prowess, and the things he can do.
You can describe your character balancing along a ledge or jumping
clear of a deadfall trap, then make an action check based on your Dex-
terity attribute; or you can describe how you smash down a door or
lift a heavy weight, and make an action check based on your Strength.

Your character is particularly good at some things, perhaps because
he belongs to a certain character class or race, or because he has a per-
sonal ability. These facts about your character are described by traits,
and allow you to add a bonus to your action check. There are class
traits, racial traits, and personal traits. If you're a thief sneaking
around in the shadows, you can make a Dexterity action check and
get a bonus from your Hide and Sneak class trait.

As long as you can describe how you do it, you can use more
than one trait in an action check. The first trait you describe gives
you a bonus equal to your level; any subsequent traits add an addi-
tional +1. This is known as your trait bonus. The GM should ensure
the traits you use are appropriate — it’s relatively rare for multiple
traits to apply. Your maximum trait bonus is equal to twice your level.

In an action check, you aim to get as high a result as you can,
equal to or higher than a target number called the resistance. Equal-
ling or exceeding the resistance means your action has succeeded; the
amount by which you exceed the resistance tells you how success-
ful you've been. The points by which you exceed the resistance are
called effect points, and are your currency in the Effect Engine: you
can spend them to achieve effects. These may include damaging your
opponent — 1 effect point can cause 1 mental or physical hit point
of damage — but equally you can use effect points to put yourself in
an advantageous position, perhaps giving yourself a bonus (called an
effect), or to put your opponent at a disadvantage, incurring a penalty
(called a consequence).

The sections below explain these elements in detail.
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CheCkS & Dice ROHS WaaT’s Your Armour Crass?

MOST THINGS YOU try to do in Monsters & Magic use the same Your armour class is the common name for the Dexter-
simple dice roll, as follows: ity resistance check attackers roll against in combat. It’s

calculated by adding your Dexterity score to your armour
Roll 3d6 + ATT modifier (+ trait bonus) bonus. Your trait bonus applies if you're using weapons
and armour for which you have traits.
In other words, roll 3 six-sided dice (abbreviated “3d6”) and add
them together, then add the attribute modifier for the attribute you're ~ it
using, and maybe add your trait bonus. Take this result, and match it

against a target number to see if and how well you succeed. You only ACTION CHECKS

add your trait bonus to the roll if youre describing an action cov- ~ Sometimes you need to check if you can successfully perform an
ered by one of your class, racial, or personal traits; otherwise, you just action. This is called an action check.

add your ATT modifier. If you're describing an action based on your An action check is made to proactively achieve something dif-
prime attribute (which depends on your character class), your ATT ficult; to attack something, pick a lock, cast a spell, or otherwise
modifier is double its normal value. It pays to take actions based on overcome a passive force or difficulty.

your prime attribute.

If you roll three 1’s on the 3d6 (called a natural 3), your action For example: you want to persuade someone to do as you say. You
automatically fails, resulting in at least a simple failure (page 42); if ~ make a CHA action check, and compare it to your target’s static Wisdom
you roll three 6’s (a natural 18), you automatically succeed with at  resistance check.
least a simple success (page 42).

Sometimes, you don’t have to roll the dice to make a check; For example: you want to make a melee attack. You make a STR
instead you can use your attribute score in place of the dice plus  action check, and compare it to your targets armour class (his modified

your ATT modifier. The number you use for the check then  swtic Dexterity check — see above).
becomes:
Other examples of action checks include: threatening or intimi-

attribute score + trait bonus dating someone, finding something hidden, knowing an obscure fact,

or climbing a rope.
You can only use this unrolled value if you’re describing an If you have plenty of time and are in a safe place where you aren’t
action based on one of your traits, and either: threatened, and are describing an action based on one of your traits,

you may make a static action check instead of rolling the dice.
1. youre making an action check (see below), and have plenty of
time and aren’t under threat, OR

2. you're making a resistance check (see below) RESISTANCE CHECKS

Sometimes you need to check if you can resist someone else’s action.

This unrolled check is called a static check. You never have to  This is called a resistance check, or simply a resistance.
make a static check; you can always choose to roll the dice instead. A resistance check is made to avoid an attack, resist a person or a
spell, or otherwise defend against an active force, including avoiding it
For example, if you're describing an action based on one of your traits: entirely. In fact, you don’t usually have to “make” a resistance check at
all; it’s a static (ie unrolled) check, and automatically happens unless
% If you have Strength 10, you either roll 3d6 +0 + your trait bonus; or ~ you choose not to resist. You may always choose to roll a resistance
use 10 + your trait bonus as a static check. check (for whatever reason); sometimes, such as when you've been

% If you have Strength 15, you either roll 3d6 +2 (+4 if its a prime  surprised (page 41), you may have to.
attribute) + your trait bonus; or use 15 + your rrait bonus as a
static check. For example: someone’s looking for you while you'’re hiding. They roll
a WIS action check against your Dexterity resistance.
The GM may make either a rolled or static check on any action,

depending on what’s dramatically exciting or expedient. For example: An opponent is attacking you in melee. The opponent
There are three types of action check: an action check, a resis- rolls his attack action check, and compares it to your armour class (a
tance check, and a special kind of check known as a ranked check. Dexterity resistance check).
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RANKED CHECKS

A ranked check stacks multiple action check results in order from
highest to lowest. Ranked checks are used to determine the results of
initiative (page 41), races, competitions, and so on.

For example: you want to roll initiative in a conflict. You make a
DEX or INT action check, and rank it against the initiative checks of
the other participants.

In a ranked check, the highest action check result comes first, the
next highest second, and so on.

For example: Felix Pook, Shamira Sunfire, and an orc are running to
grab the Gem of Madness from the mysterious pedestal which has suddenly
risen from the dungeon floor. The GM declares this is a ranked DEX check.

Shamira rolls first with a 9, modified by her -1 DEX penalty for a
result of 8. The orc rolls a 15, with a DEX bonus of +1, for 16. Felix
rolls a 10, with a +6 DEX bonus, tying with the orc. However, he also
has an Agile and Fast rrait, which allows him to add his trait bonus
(in this case +1, equal to his level). This boosts him to a rotal of 17:
thanks to his innate speed, he makes the extra spurt and grabs the Gem
of Madness before the orc!

Other examples of ranked checks include: a singing competition,
endurance test, or running race.
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WHETHER TO ROLL ORNOT

Generally speaking, you roll dice for action checks. They're risky and
difficult, with significant consequences if you fail, and you want the
tension that rolling the dice brings. Under certain circumstances (page
35), you might have the time and wherewithal to make a static check
instead, but that’s the exception, not the rule.

Resistance checks are the opposite. Usually, resistance checks are
static checks, whether representing your or an opponent’s resistance,
or the difficulty of a task.

Sometimes, though, deciding whether to roll the dice may not be
as clear-cut, and may even depend on how you've described a situa-
tion, or the importance you want a check to have. The situation may
not have clear active and passive sides to help you decide.

For example, let’s look at a character trying to spot another char-
acter hiding from them. If it’s you, a PC, doing the spotting, you can
roll your spot action check (likely using WIS), and leave the NPC’s
attempt to avoid detection as a static resistance (using, for example,
its Dexterity and maybe level).

However, what if it’s you doing the hiding, and the monster or
NPC trying to find you? This time, it might be more exciting for you
to make a roll to see how well you hide, and beat the NPC’s attempt
to spot you. This is completely legitimate, and the above action in
reverse: your hide attempt becomes your action check (probably
using DEX), and the NPC'’s ability to spot you becomes the resistance
you're trying to beat.

There are times when you may want to roll both sides of a check
— the action check itself, and the resistance. For example, when you
surprise a target, that target must roll his resistance. Surprised targets
aren’t prepared enough to rely on their static resistance, and a poor
roll can be disastrous; creeping up on foes lets you get the drop on
them. Similarly, in incremental contests (page 49), two or more sides
roll against each other to try to accumulate a given number of effect
points.

Lastly, as we mentioned above, the GM may use static checks for
NPC (“non-player character” — see page 76) initiative checks and
even action checks, when she wants to quickly resolve NPC actions
rather than taking time on dice rolls.

Using dice rolls for action checks and static checks for resistance
checks is therefore a broad assumption, except where noted. Don’t let
that force you against your instincts: within the restrictions given in
this chapter, it’s up to you. Use what makes narrative sense, and leads
to an exciting game.

MODIFIERS TO ACTION &
RESISTANCE CHECKS

Usually in Monsters & Magic you won’t simply add your ATT modi-
fier to an action check, or just use your attribute score in a resistance
check; you'll also add or subtract one or more modifiers, depending
on what you're trying to do. This section discusses the main modifiers
you'll encounter.
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Trait Bonuses
As mentioned above, if you can describe how a trait helps you in an

action, you add your level to your check. If you can describe more than
one trait contributing to what you're doing, you get a +1 bonus for each
trait after the first, to a maximum trait bonus equal to twice your level.

For example: Gramfive the Grim is chasing a pickpocket through
the alleyways of Koth. Hes rolling a MOV action check (page 53), and
adds his level because he has the Ex-Member of the City Guard of
Koth #rait, which helps him find his way through its warrenous streets.
However, his player also describes how his Highly Adaptable trait lets
him instinctively take shortcuts and inspired diversions. The GM agrees,
and allows Gramfive a +2 trait bonus on his check.

Damage Dice & Armour Bonuses

Damage dice and armour bonuses are modifiers used in conflicts to
increase your chance of attacking and defending respectively. They
represent something you have or know — a piece of equipment, a
spell or technique.

In physical combat, you may get a damage die from a weapon, a
magical technique, or a particular unarmed strike; an armour bonus
might come from a suit of armour, a shield, or a magical defence.
In mental combat, a damage die might come from sorcerous robes
(guaranteed to make anyone think twice...), a fearsome magical aura,
or a rank in a guild or the army; an armour bonus might come from
a cossetted social class, or a magical glamour.

Damage dice add to your result on an action check, and armour
bonuses add to your result on a resistance check. Unlike traits, whose
bonuses are based on your level, damage dice and armour bonuses
may be rolled using dice (in the case of weapons, for example) or may
be fixed bonuses (in the case of armour or social class).

You'll find damage dice and armour bonuses throughout this book,
and in particular in the equipment lists in Chapter 3: Equipment. See
Table 11: Damage Dice & Armour Bonuses for some examples.

For example, 1st level fighter Gramfive the Grim attacks an orc with
his signature longsword, Cutter. He rolls 3d6 + his STR bonus (+6) +
his trait bonus (his level, +1) + his signature weapon bonus (+1), and
also rolls the damage die for his signature longsword (+1d48+1). He

e

Dirricurties AND CONCENTRATION

Many actions are easiest to accomplish in a safe place with
no pressure. For such actions, increase the difficulty by +5 if
you're in a dangerous environment (ie somewhere combat is
occurring), or even by +10 if you're actually threatened (ie
someone is attacking you). Casting spells and administering
first aid (see below) are common examples of actions where
concentration is a key factor in determining difficulties.

WW
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compares the total against the orcs armour class, which is the orcs
Dexterity (12) + its armour bonus (+1) + its trait bonus (its level, +1),
Jor a total AC of 14.

Effects & Consequences

When you succeed at an action check, one option is to create an effect
or impose a consequence on your opponent. Effects include advan-
tages like superior positioning or increased morale; consequences may
be the opposite, or even represent physical wounds. Effects and con-
sequences can give you a bonus to your action checks, or force your
opponent to accept a penalty on his; see page 44.

DIFFICULTIES

Resistances don’t always represent someone trying to avoid some-
thing youre doing; they can also be an abstract representation of how
difficult something is to do. For example, the difficulty involved in
climbing a steep cliff is expressed as a resistance; so is finding a trap
hidden in a dungeon. Resistances like this are known as difficulties.

Difficulties can be rolled or static. As they aren’t associated with a
character attribute, the GM sets their values based on how objectively
difficult she considers the action to be. An “Average” difficulty is a
static resistance of 10, or a +0 modifier if rolled; a “Tough” difficulty is
a static resistance of 15, or a +5 modifier. A player facing a Tough dif-
ficulty must usually get 15 or higher on his action check; or the GM
may roll 3d6 +5, and the player must match or exceed that.

Static (unrolled) difficulties are written Tough difficulty (15) or
Tough (15); rolled difficulties are written Zough difficulty (+5) or
Tough (+5).

TarLE 11: DaMaGE Dice & ARMOUR BoNUsEs

Damage dice / .
Type e Description
v/ Armour bonus P

Golden Damage die +1d6 bonus to action checks to

carriage impress, influence, or intimidate

Longsword Damage die +1d8 bonus to attack checks

Magic Missile Damage die +1d4+1 bonus to spellcasting

spell checks

Member of Armour bonus +4 bonus to mental resistance

the Nobility checks against social
intimidation or humiliation

Open-hand Damage die +1d3 bonus to attack checks

strike

Ostentatious ~ Damage die +1d3 bonus to action checks

clothing to charm, impress, or socially
intimidate

Scale mail Armour bonus +4 bonus to armour class or

physical resistance checks




TaBLE 12: DIFFICULTIES

Static Resistance Roll

Difficulty Resistance Modifier Comments

Easy 5 -5 Usually no need to roll; only heavily injured or otherwise disadvantaged persons fail at
these actions. Examples: opening a door, climbing a ladder.

Average 10 +0 An unskilled person succeeds half the time; a skilled person only fails on a natural 3.
Examples: hitting a target with a bow; riding on horseback at a gallop.

Tough 15 +5 Unskilled persons might accidentally succeed, but you usually need a professional.
Examples: picking an average lock, giving first aid.

Difficult 20 +10 An unskilled person almost never succeeds; a skilled person succeeds roughly half the time.
Examples: hitting a bullseye with a bow, climbing a vertical cliff.

Heroic 25 +15 Even skill isn't enough for these actions; you need experience, too. Examples: placating a
hostile crowd through oratory, pleading your case before the king.

Epic 30 +20 A skilled 10th level character succeeds roughly half the time; a 1st level character, even
skilled, almost never succeeds without outside help or extremely favourable conditions.
Examples: besieging a castle, commanding an army to victory.

Legendary 35 +25 A skilled 15th level character succeeds half the time; a heroic 5th level character almost
never does. Example: leading a nation to victory over another.

Mythic 40 +30 A skilled 20th level character succeeds half the time; an epic 10th level character almost

never does. Examples: representing the human race in the Home of the Gods, facing a demon

lord without dying of fear, stealing the devil’s own pitchfork.

Actions

THERE ARE MANY actions you can take with action checks. Some
occur occasionally, when something you describe your character doing
has a chance of failure and something interesting might happen as a
result; checking for traps in a dungeon is a typical example. Other
actions may cluster together, each triggering a subsequent reac-
tion, until a greater and more complex situation is resolved; a battle
between two groups of combatants is an example.

TYPICAL ACTIONS

This section provides examples of common actions expressed using
the Effect Engine. Don’t take these as definitive; you can customise
them or even create your own actions during play, to handle unique
or special situations.

These examples don’t mention trait bonuses (page 37). If you have
a trait which helps you describe how your character accomplishes an
action (or resists one), you add your trait bonus to your check.

The effects of actions are described in “Results”, below (page 42).

Attacking Someone with a Melee Weapon
Roll STR, and add your weapon’s damage die (if any). The target usu-
ally resists with his armour class (page 35) or a DEX roll.

Cmting a Spell

Roll INT or WIS, depending on whether it’s a magic user or cleric
spell. If the spell isn’t being cast against a resisting target, the difficulty
depends on your concentration (see “Difficulties and Concentration”,
above), with a base Average (10) + the spell level. Against a resisting
target, use either the difficulty above, or the target’s own resistance,
whichever is higher. Targets resist with a variety of attributes depending
on the spell and the description, or Wisdom if it’s not otherwise clear.

Finding Hidden Things

Usually roll WIS, but sometimes INT (if it’s more of an intellec-
tual exercise) or even DEX if it’s a matter of coordination. Elves and
some classes may have this as a racial or class trait; otherwise char-
acters should take it as a personal trait if they want to add a trait
bonus. Someone hiding from you usually resists with Dexterity, or
as described.

Giving Someone First Aid

Roll WIS. The difficulty is usually Average (10), Tough (15), or Dif-
ficult (20), depending on your concentration (see “Difliculties and
Concentration”, above). You generally need a healer’s kit (page 30)
for first aid; the check is 1 step more difficult without. Success heals
1 physical hit point, plus 1 point per 5 effect points (page 43). You
must physically touch (bandage, splint, etc) a target to heal him. You
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may heal mental hit points this way, too; no healing kit is required, Pl'f:él'flg Someone’s Pocket

but difficulties are automatically 1 step harder unless the target is far Roll DEX, usually resisted by the target’s Wisdom. If youd prefer to
removed from immediate threats. You can also use healing to remove be unnoticed, but want to succeed regardless, consider a combined
consequences: see “Removing Effects and Consequences” (page 48). check (page 49).

See “Healing” (page 50) for how often you can heal someone.

Shooting a Bow

H. Eébl.llg or H. z'ndering Someone Roll DEX and add your weapon damage die, doing physical hit point
The ATT modifier used in an action check to help or hinder someone ~ damage if successful (page 49). Targets resist with armour class or
depends on your description. Helping smash a door might be STR, DEX. You must be at short range or greater (page 51) to shoot a bow
whilst helping seduce someone might be CHA. The difficulty is usu-  at a target.

ally Average (10) if the target accepts the help or hindrance, or the
higher of Average (10) difficulty or an appropriate resistance if they
don’t. The target adds your effect points to his own check result if
being helped, and subtracts them if hindered. You can help someone
make a resistance check as long as you can describe it. The number
of people helping or hindering is at the GM’s discretion, but in the
case of helping may not exceed the target’s level.

OTHER ACTIONS

There are many other actions, of course: crafting weapons
and armour, appraising treasures, identifying potions or
magic items, dancing, singing, jumping. Use the examples
above to help you improvise new actions.

Hiding or Sneaking

The flipside of finding hidden things; roll DEX to hide or sneak,

either against a difficulty, or Wisdom to avoid someone detecting you.

Intimidating Someone

Roll STR, INT, or CHA, depending on your description. You do
mental hit point damage if successful (page 50), and may create
consequences. Targets resist with Wisdom, or as described. You can’t
intimidate unintelligent creatures (less than 3 Intelligence). See page
51 for the range of intimidation actions.

Making Camp

Usually a WIS or sometimes an INT roll; making camp lets you
regain hit points overnight (page 50), and rest enough to regain your
spells in the morning. Also, it gives you a chance to avoid surprise
from night-time encounters by posting guards, etc.

Making a “Touch Attack™

Sometimes just touching a target is enough to make an attack, for
example with certain types of spell. Make an attack action, but don’t
figure the target’s armour bonus into its resistance.

Persuading / Charming Someone

Roll CHA (usually), doing mental hit point damage if successful;
targets resist with Wisdom, or as described. The target may incur con-
sequences like suddenly uncertain, suggestible, or under the influence,
or be fully persuaded or charmed when reduced to negative MHP.
You can only persuade or charm intelligent creatures (3 Intelligence
or greater) without magic.
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Terrifying Someone

Also known as a fear attack. Roll STR (for a huge, terrifying mon-
ster), CHA, or even INT, depending on how you describe the attack.
You have to do something the target would consider frightening, per-
haps requiring a ranger’s Woodland Lore, or a magic user’s knowledge
of demons or summoned creatures to ascertain. Good luck if you're

trying to frighten a dragon...

Fear attacks are ineffective if repeated too soon; you may only
use a specific fear attack against a particular foe in one combat per
scenario, unless the nature of the fear attack is changed in some way.

Traversing the Wilderness

Whenever you travel between two points in the wilderness, you must
attempt three actions. One character may attempt only one of these
actions per day; so, if you're travelling alone and making a single day’s
journey, you may only make one action check (the other two auto-
matically fail), or you may travel very slowly, taking three days, and
make all three checks yourself. The action checks are:

% a Scouting check: usually roll WIS to avoid being surprised by
an encounter.

% a Navigation check: usually roll WIS or use a spell like Find the
Path to avoid getting lost.

% a Provisioning check: usually roll WIS or use a spell like Create
Water or Purify Food and Drink to forage, hunt, or husband your
rations. On a success, you use 1 ration per character in the party,
as usual. On a simple failure, you use 1 additional ration. Each
effect or consequence saves or uses 1 additional ration.

See page 79 for more information on these checks, including dif-
ficulties.

Tripping Someone

Roll DEX, usually resisted by the target’s Dexterity, plus a modifier
for their size (page 54). Use the effect points for effects like knocked
down (page 45).

T T T

SpeciaL ACTIONS

Some actions let you use your attributes in unusual ways
in restricted contexts. These are known as special actions.
It costs an advancement to take a special action for your
character. An example special action is Finesse Attack,
which lets you use DEX instead of STR to attack in melee,
as long as you're using a finesse weapon (page 32).

WMJ

Werestling Someone

Roll STR, resisted by Strength, Dexterity, or even Constitution,
depending on the description. This may do physical damage, but
often you'll concentrate on effects like immobilised or paralysed.

CONEFLICTS

There are many types of conflict. The most obvious is physical combat
— when two or more individuals try to injure or kill one another
using whatever weapons (including teeth, claws, and fiery breath!)
they have to hand. But other things can be conflicts, too, including
attempts to argue your case against the royal prosecutor, or a contest
of riddles with a devious dragon.

A conflict is a series of action checks. First, one opponent tries
to “harm” the other, using an action check; then the other opponent
tries to harm him back. “Harm” can mean physical hit point damage
from wounds, or mental hit point damage from confusion, intimida-
tion, or fear.

The order in which these action checks occur is crucial; if you can
kill or disable your opponent before he can attack back, you win. For
that reason, conflicts are organised in a series of rounds, each one
minute long, in which every participant can make one action check.
Before conflict begins, a series of ranked checks known as initiative
determines the order in which participants act.

A conflict is rarely an end in itself; usually it has an aim — some-
thing one or more of the participants are trying to achieve. Whenever
you begin a conflict, take a moment to define what everyone is trying
to achieve, at least as much as the PCs understand it: an opponent’s
aims may not be immediately obvious, but spells of telepathy or divi-
nation, or Empathy-style traits, can give the PCs useful insights.

Defining a conflict’s aim makes it easier to decide how the PCs’
opponents act — especially as they lose or win.

Physical combat is usually straightforward: combatants want to
kill or incapacitate their foes, or perhaps take them captive or drive
them away. Mental combat is more variable, including debating in a
king’s court; persuading a guard to look the other way; intimidating
or even terrifying a foe; or a sorcerous battle of wills between magic
users.

Define the aim of a mental conflict clearly. Participants approach-
ing 0 MHP react based on these aims, but, most importantly, if a
character is reduced to negative MHP and is unstable (page 50), the
conflict aims suggest how he may become stabilised. A character ren-
dered unstable in mental combat may be stabilised by giving in to
the intent (ie the aim) of his attacker, or by fleeing the situation; see
“Damage” on page 50 for more.

For example, if the king’s adviser is persuading you to surrender
your magical sword to the king, and reduces you to negative MHP
in a mental conflict of CHA or WIS, you become unstable: upset or
incensed, and facing rotal defeat if you don’t stabilise. Without help, you
must flee the scene — possibly incurring the king’s wrath — or hand
over your sword. ..
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Engagement
Characters in conflict are engaged; locked in battle, watching for TypicaL RESISTANCES
openings, ready to strike. An engaged character has few options other

than to attack or defend; he may only shift a few feet, and turning his Resistances are often improvised on a case-by-case basis,
back on his opponent is suicide. .. or specified by the actions they resist. Here are some of the
When two characters are adjacent and at least one wants to attack most common.

the other, both sides are said to be engaged in combat. They may take

attack actions, and some other actions, and may defend themselves.

A character wanting to flee or otherwise withdraw from combat D‘iﬁ’"di’lg in Melee Combat
must disengage if the other side isn’t willing to let him go. There are You resist melee attacks using your armour class (page
two ways to do this. 35), or you may roll DEX + armour bonus. You must roll
First, if the character takes no other action, he may make an ATT if you're surprised (page 41).

roll against the opponent’s normal attack action. The attribute used
depends on the conflict: STR or DEX in a physical melee; INT or

WIS in a magical duel or a clash of wills or intellects (such as with- R‘?”}ti”g” Mﬂgl'f S]?f//
drawing from the king’s court without losing face). If the character You resist spells using your Wisdom (or roll WIS), or as
succeeds with even a simple success (page 42), he may disengage and described by the spell.

act freely the next round; if physical position is an issue, he also with-
draws 5 feet. If he wants to flee, he may move up to his effect points

in 10-foot units (page 53) over the rest of the current round, but no R‘?J”tmg“ Pozson
more than his Movement score in 10-foot units. If he fails, he incurs You resist poison using your Constitution, or as specified
consequences, and may still disengage if the opponent is unable or by the poison (page 78).

unwilling to follow; otherwise, the opponent follows and the charac-

ter is still engaged.
Secondly, a character may disengage as part of a normal attack

action, if he has sufficient effect points. The character must create opponents, or perhaps one initiative check per group of opponents.
at least a minor effect to withdraw one range band (page 52). If the ~ If the PCs are facing 6 orcs and 2 ogres, the GM can make just two
opponent chooses not to follow — or doesn’t have the effect points initiative checks; one for all the orcs, and one for both ogres.

— the character has disengaged. The highest initiative check result gets to make the first action

check in the round, the next highest acts next, and so on.
Usually you only make one initiative check for an entire conflict.

un”d-f & Turﬂ-" Unless circumstances change, use the same initiative order each round
A round (or combat round) represents one minute, the amount of ~ until the conflict is resolved. However, if you change your attack
time in which every participant in a conflict can make a single action ~ action, perhaps from using a weapon to casting a spell, you must re-
check. This doesnt just mean a single swing of a sword or pointinan  roll your initiative using the new ATT modifier (INT instead of DEX
argument; it represents multiple jabs, slashes, and feints, adding up ~ in this case).

to a substantial attack.
You can make as many resistance checks as you need in a round,

whether rolled or static. SIH;DT 15e
Ten rounds make a turn, lasting 10 minutes. A turn is the time it Sometimes, you’re unaware of your foe’s presence until the last
normally takes to make an action check when not in a conflict. moment, allowing him to make a devastating initial attack. This is

known as surprise. Surprise happens when one side of a combat has
successfully hidden from the other, or detects the other at a range

Initiative where he remains undetected (see “Starting Range” on page 52).

As mentioned above, initiative is a ranked check (page 36). Before a A character with surprise may make a free action check; his oppo-
conflict, all participants make initiative checks, using DEX if theyre ~ nent may not resist with a static check, but must roll the dice. When
making physical attacks, or INT for mental attacks (including casting ~ surprised, random chance often determines your fate.

magical spells); clerics casting spells may use WIS instead. Characters

may add their trait bonus if appropriate; a magic user casting a spell or For example, Xiola Zenwaith stands in the Court of the Wood EIf

wielding a staff would add his trait bonus; one flailing around with a  King ro explain her party’s failure to retrieve the Circlet of Arelian from
longsword would not (unless he had a trait allowing him to wield it). the citadel of Athax the Black. She fails a WIS roll to notice the king’s

The GM may make static or rolled initiative checks for opponents.  xenophobic advisor, Sirith Third-Eye, becoming increasingly hostile, and
Generally, it makes sense to make only one initiative check for all  is completely surprised when he launches a vitriolic attack, demanding
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Xiola be banished from the elven treegarth! The GM rolls for Sirith’s
mental attack, rolling CHA + his trait bonus; Xiola cannot use her 15
Wisdom to resist, but must roll instead. The dice come up 6, +2 for her
WIS bonus, and Xiola stammers at Sirith’s sudden attack, losing 10
MHP and incurring an open-mouthed and unprepared minor conse-
quence. The GM calls for initiative...

STANCES

Stances change the way you make one or more of your action checks.
Stances are alternative ways of rolling action and resistance checks
in conflicts. They can be bought as advancements (page 56). When
you begin a conflict, you declare your stance; changing your stance
is a minor effect (page 44). You can also create your own stances

(page 58).

Default Stance

This is the stance characters use unless they declare otherwise. Actions
are made as described above.

All-0ut Attack

This stance is usually the domain of fighters in physical conflicts, and
magic users in mental conflicts. Whether wielding a sword, casting a
spell, or terrorising minions, you rely on attack rather than defence,
gaining half your level (round up) as a bonus to melee or mental
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attack action checks. You automatically act last in initiative order,
incurring a penalty to resistance checks (including armour class)
equal to the bonus you received. You can use less than the maximum
bonus if you wish. You must already be using your trait bonus on your
action check to use this stance.

Damage Focus

Usable in physical conflicts only with close or reach weapons (when
you swing your weapon around your head wildly!) or in mental con-
flicts when you overextend yourself in a risky gambit to hit your
opponent where it hurts.

Roll your damage die twice, and add the higher result to your
attack action check. If you fail, you automatically incur at least a
minor consequence of your opponent’s choosing. You automatically
act last in the initiative order.

Stalwart Defence

You focus on defence rather than attack, losing any ATT bonus to
your attack action check, and receiving a +4 resistance bonus in
return. If you have no ATT bonus, there is no downside to this stance,
making it a good choice for non-combat specialists.

Steady Aim

If you take two rounds to make a ranged attack, you get double your
trait bonus on your action check. This may also apply to ranged spell
attacks, at the GM’s discretion.

Results

ANY ACTION HAS a result. When an action check equals or over-
comes the resistance (or you roll a “natural 18”), the action succeeds;
when it’s less than the resistance (or you roll a “natural 37), it fails.
If youre climbing a Tough difficulty (15) wall, and you roll a 16 on
your DEX action check, you climb the wall. These results are known
as simple successes and simple failures respectively. You simply roll
the dice, take the result, and move on.

Sometimes, though, there’s more to it than that. Sometimes you
want to know how well you succeeded — maybe you smashed that

orc with your longsword. Did you stun it, or wound it? Maybe you
even killed it? Or how badly did you fail? Did you simply fail to land
a blow, or did you drop your sword and maybe even leave yourself
wide-open to counterattack?

When you make an action check, you get a result less than, equal
to, or above the resistance. The points you get above the resistance are
called effect points; they're crucial for working out the effect your
action has. Effect points you get below the resistance are also called
consequence points; they tell you how bad the consequence of your
failure is.
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Rorrmng a NecaTive NUMBER

If you have suflicient penalties on your check, you can get
a negative result. Although rare, this negative number is

used to calculate consequence points as normal.

~

You spend your effect points to create effects, from knocking back
a foe, to killing it, or failing so disastrously you drop your weapon
and the orc smashes you in the face with its shield! Effects are your
opportunity to generate awesome descriptions of your actions (even
your failures!) in play. They give you a menu of larger-than-life, heroic
things you can achieve as a result of your actions.

For example, lets go back to our Ist level fighter, Gramfive the Grim,
attacking that orc. We know the orc has an armour class of 14, and
Gramfive is attacking with a +6 STR bonus and a longsword with a +1
to hit bonus doing 1d8+1 damage. He rolls 3d6 +6 (for his STR) +2 (for
his level and the longsword bonus) +1d8+1 (for his longsword). If he rolls
10 on the 3d6 and 4 on the d8+1, thars a total result of 22. Thats 8 points
more than he needed, so he gets 8 effect points. If be rolls a 3 and 2, he gets a
toral result of 13, which is 1 less than he needed; that’s 1 consequence point.

We'll see what you can do with these effect points and consequence
points below.

WHAT TO DO WITH
EFFECT POINTS

You spend effect points to create effects. At its simplest, an effect can
be physical damage; if you succeed by 3 effect points, you can do 3
points of damage (page 49). Effects are bonuses, penalties, or other
modifications which reflect the results of your actions.

If you fail, your opponent may spend your consequence points
to impose consequences o7 you — to describe how you fail. Alterna-
tively, your GM may also spend your consequence points on her own
special effects, known as GM reactions (page 46). Equally, when an
NPC fails an action check, you get to narrate how it fails, too. That’s
some powerful juju! See “Describing Consequences” (page 45).

As you advance in level, you succeed at action checks more often, so
that they become less a question of “do you succeed?”, and more “what
do you do with your success?”. How you spend your effect points is key;
it’s not enough just to succeed, if your opponent places consequences
on you or uses the environment to his benefit and your detriment.

DOING DAMAGE

If your action could cause physical or mental damage, you can use
your effect points to reduce your opponent’s physical or mental hit
points on a one-for-one basis. You may even create an effect or conse-
quence and do damage, as long as you have enough effect points. In
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Actiox Cueck ResuLTs

When you succeed at an action check...

% you can do damage.

% you can create an effect on yourself.

% you can create a negative effect, called a consequence,

on someone else.

# you decide on the nature of the effect.*

When you fail at an action check...

% you may incur a consequence on yourself, possibly as
a result of a monster or NPC action.

% your opponent (usually the GM) decides on the nature
of the consequence.*

*but see “Hero Points”, below.

any case, you can do no more physical damage than the maximum
result of your damage die, plus your level. You can do no more
mental damage than your appropriate AT'T or damage die (if you
have one), plus your level.

For example: Gramfive the Grim gets 9 effect points on an attack
action check with bis signature longsword (damage 1d8+1). His player
chooses to inflict a minor consequence on his opponent (costing 5 effect
points), and uses the remaining 4 effect points to do 4 physical hit points
of damage. No matter how many effect points he has, at Ist level Gram-
five can do no more than 10 damage with his signature longsword.

MINOR, MAJOR, &
EXTREME EFFECTS

There are three main types of effect: minor, major, and extreme. A
minor effect is low-key, temporary, and quickly removed; it may be a
small-scale morale boost or showy but inconsequential flesh wounds.
A major effect is more long-term and significant — perhaps a domi-
nant position on a battlefield, or a painful wound. Finally, an extreme
effect is a drastic change — something with a considerable impact,
and which in some cases (depending on its description) may not be
removed without great effort. It may be perfect expertise and perfor-
mance, or a disabling wound.

Each type of effect costs a different number of effect points, as
follows:

% A minor effect costs 5 effect points.
% A major effect costs 10 effect points.
% An extreme effect costs 15 effect points.

If you don’t generate any effect points on a successful roll (ie if
you roll a tie), you still gain a momentary advantage. This gives you




OrtioNnaL RuULE:
SperL Loss THrRoUGH CONSEQUENCES

Monsters & Magic spellcasters lose access to their spells
once cast, and must rest to regain them — the classic fantasy
approach. With the Effect Engine, characters may also forget
spells when they incur consequences, either through failure
on a spellcasting roll or as a result of a consequence imposed
by an opponent. Similarly, they may use hero points to
avoid forgetting spells in this way, or to forget spells instead
of taking other consequences, such as physical damage.

If you like, you can decide spellcasters only lose access
to their spells by incurring consequences. In this case, char-
acters do not forget spells when they are cast, but may cast
them repeatedly. This makes spellcasters significantly more
powerful, but incorporates the mechanism for spell loss
completely into the Effect Engine.

a +1 bonus on your very next check, whether an action or resistance
check. You must describe the momentary advantage to get the bonus.

If you generate less than 5 effect points on your check (ie not
enough to buy a minor effect), you can still do damage. Optionally,
you may gain a momentary advantage instead of doing damage.

If you generate 1-4 consequence points on your check (ie you
fail, but not enough to incur a minor consequence), you may suffer
a momentary disadvantage. You need a moment or two to recover
your composure or concentration, or you incur a -1 penalty on your
very next check, as long as that check happens pretty much immedi-
ately. Usually your opponent describes your momentary disadvantage.
If a momentary disadvantage isn't appropriate, the result is just a
simple failure.

WHAT EFFECTS DO

When you create an effect, first select the game mechanical effect you
want from the list below, then describe what that looks like. Sugges-
tions for describing effects and consequences are given on pages 45

and 46.

A minor effect (5 effect points)...

% bestows a +2 bonus, or a -2 penalty (if a consequence), OR

% removes an existing minor effect, OR

% permits or forces the recipient to move 5 feet or one range band
(page 51); you may disengage or engage while doing so; OR

% lets you dismount a horse; OR

% lets you mount a horse if not engaged in melee; OR

% allows you to sheath or draw a weapon; OR

% uses up a minor resource (one charge, arrow, dropped item, or single

use of a multi-use item, like adventurer’s gear or a potion), OR
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CreaTive DEScrIPTION

Many effects allow players to describe something hap-
pening in play. The GM may use this to let a player add
something to the scene. Only do this if you're comfortable
with it, and if it doesn’t upset the GM’s plans.

For example, Felix Pook is searching the entrance to the
orcs’ cavern to look for loose rocks which might fall on orcish
pursuers if he dislodged them. The GM hasn’t thought of this
possibility, but lets Felix’s player make a WIS action check
against an Average difficulty (10) to see. Felix rolls 15, for a
minor effect, providing a +2 bonus as long as he can describe
it. The GM declares that Felix has found loose rocks in the
cavern ceiling — and Felix prepares a deadfall trap for the
ores....

M

permits or forces a change of stance, OR

if the GM is defining the effect (including if it’s a consequence),
she may make a GM reaction (page 46), advancing the current
encounter step (page 75), including describing a monster action.

A major effect (10 effect points)...

% bestows a +4 bonus, or a -4 penalty (if a consequence), OR
removes an existing major effect, OR

permits or forces the recipient to move two range bands; you may
disengage or engage while doing so; OR

lets you mount a horse if engaged in melee; OR

uses up a major resource (forget a spell (see sidebar), lose an
entire piece of equipment, like a sword, shield, lockpicks, staff, or
spellbook). The subject may be disarmed as a result. This may be
repaired or replaced using a subsequent major effect.

as a GM reaction (page 46), the GM may move onto the next
encounter step (page 75).

An extreme effect (15 effect points)...
L
L
L

bestows a +6 bonus, or a -6 penalty (if a consequence), OR
removes an existing extreme effect, OR

disables one of the target’s special effects (page 47), including
monstrous effects (page 101).

Rules for Effects

You may only have one minor, major, and extreme effect bonus on
you at a time (for a total of up to three bonuses). You may discard a
previous effect bonus in favour of a new one whenever you want. You
may add bonuses together if you can describe how you take advantage

of them all.
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and so on; this is why using hero points to seize descriptive control
HicHER-LEVEL EFFECTS of effects is so important. See “Duration of Effects” and “Removing
Effects and Consequences” on page 48 for more.
There are higher-level effects beyond extreme, includ- Here are some suggestions for describing effects:
ing heroic, epic, legendary, and mythic effects. These are
detailed in “High-level Play” (page 62).
¢ e Minor effect

—~ You press the advantage, find an improvised weapon, get good footing
or a tactically advantageous opening, a “magic boost”, or you surge
Similarly, you may only suffer a single consequence penalty of a ~ forwards, or are encouraged by your success.

given level at a time; if you incur a second consequence of the same
level, the GM must select a consequence other than a numeric pen- .
alty, or declare that the new penalty replaces the old. Mﬂ]m' fﬁft
You get up from a fallen position, find yourself inspired, emboldened,
For example, Gramfive has incurred a minor consequence off-bal-  gain a superior tactical position, experience a “magic surge”.
ance and a major consequence blinded by blood in combar with the
ore, and has a cumulative -6 penalty to his attacks and armour class.
The orc strikes him again for 8 effect points; the GM would like to Extreme eﬁft
impose an agonising blow minor consequence (a -2 penalty), but as You're “in the zone”, achieve a perfect success, gain a dominant posi-
Gramfive is already suffering a minor consequence penalty, the GM  tion in battle, are on a roll, find yourself in a magical locus or nexus
must choose something else. She could simply describe the attack doing  of power.
8 PHP damage, but instead describes a knock back, farcz'ng Gmmﬁve
back one range band, and using the remaining 3 effect points to do 3
PHP damage. Gramfive is now too far from the orc to strike with his DESCRIBING CONSEQ(JENCES
longsword, and must try to close range. Consequences are negative effects; they happen to you when you fail
an action check, or when an opponent succeeds in an action check

You can only take advantage of one minor, major, and extreme  against you. The GM describes any consequences which affect you;
effect in a given action check, no matter how many are in play. Again, likewise, you describe consequences you inflict on your foe (but see
you may add their bonuses together, if appropriate. You may take “Hero Points” below for how this can change). Consequences may
advantage of effects created by others, if you can describe how you be described as the results of a failed action check, or as a monster or
do so. NPC action made in reaction to that failure (often a GM reaction

— see below).

DESCRIBING EFFECTS Here are some suggestions for describing consequences:
When you create an effect, you must describe how you take advantage .
of the game mechanical bonus, etc, it provides. This description must Minor consequence
make sense in terms of your capabilities and the action you took, but You're sickened, off-balance, demoralised; inconvenience someone you
is otherwise up to you; the GM may veto anything too ridiculous, or ~ meant to help; suffer from adverse environmental conditions, a tacti-
may suggest changes if your description doesn’t fit the magnitude of  cally disadvantageous moment, magic drain or minor spell backfire;
the effect. or are knocked back or unnerved.
Describing an effect is a very powerful thing: not only does it
define the effect’s nature, but it also limits and circumscribes attempts .
to use or remove it. For example, if you gain a minor effect superior Md]OT consequence
positioning in combat against an opponent, that effect is valid against You're knocked down, disarmed, befuddled, partially blinded, hallu-

that opponent only, and probably only on your physical attacks ~ cinating, paralysed, immobilised, slowed, terrified; hurt someone you
and defences against that opponent, unless there’s some way you can ~ meant to heal; forget your spell (page 44); suffer a sprain or painful
describe using it beyond that. Similarly, you may describe your oppo- ~ wound; or are bleeding heavily.

nent’s major consequence as a gaping leg wound or knocked over: in

the first case, removing it might require a major effect from a healing

spell or possibly first aid attempt; in the second, a major effect from Extreme consequence

an ally helping them up, or themselves staggering to their feet, in the ~ You're maimed, concussed, staggered, totally blinded, suffer “magic
middle of combat. Extreme effects in particular can impose far-reach- block”, or one of your limbs is severed!

ing consequences, including maimed and severed limbs, blinding,
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GM REACTIONS

Whenever it’s the GM’s turn to choose an effect or consequence, she
may have an NPC perform an action instead, or even have some other
« » . . .

event” occur in the game. This may not sound like much, but con-
sider that the GM may be doing this in reaction to your failure on
an action check; it’s as if something is happening when you fail. The

event may have nothing to do with your failure, and may even happen
“off-stage”, elsewhere in the adventure.

Usually your GM will tie GM reactions into the description of
what’s happening. Perhaps you've failed your spellcasting roll with
a minor consequence, which the GM may use in a GM reaction to
declare that a foe suddenly spots you and launches an attack. Some-
times, though, there may be no obvious link; you fail your spell,
and the GM declares the sleeping cave bear wakes up and attacks
your friend! The GM may use a GM reaction to declare a plot event
has happened in the adventure — what’s known as advancing the
encounter step. See the “Encounters” rules in Chapter 6: Running
the Game (page 74) for more.

EXAMPLE EFFECTS &
CONSEQUENCES

Here are some ideas for describing effects and consequences for some
common actions.

Striking an Opponent

Momentary advantage: you distract your opponent, seeing an open-
ing in his defences.

Minor effect: you press your advantage, fighting through his defences
with a flurry of blows.

Major effect: you see through your opponents strategy, anticipating
his attacks and defences.

Extreme effect: you outclass your opponent, besting his defences,
knocking aside his attacks, and wearing him down.

DeEscrizing FaiLure

One function of consequences (and GM reactions) is to
ensure failed action checks don’t grind your game to a halt.
Failure in Monsters & Magic always has the potential to
lead to more awesome actions and reactions, and keep the
game flowing.

This means you don’t have to ignore failed dice rolls
as uninteresting; play can focus just as much on what
happens when you fail as when you succeed. Use this judi-
ciously; sometimes failure is just failure. But, equally, dont
neglect the drama and high excitement when a character
fails a crucial roll.
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Momentary disadvantage: you swing wide, or overstretch, or stumble.

Minor consequence: you lunge badly, ending up off-balance; or take
a flurry of minor cuts and bruises.

Major consequence: you trip up, falling before your foe; or take a
bad wound.

Extreme consequence: your opponent slashes your arm, seemingly
severing it, and you drop your weapon or shield!

Casting a Spell

Momentary advantage: your opponent is momentarily panicked by
your spellcasting.

Minor effect: your magic is boosted for greater effect.

Major effect: your magical powers surge, making your spells more
powerful.

Extreme effect: magical power courses through you, obeying your
command; spellcasting is easy.

Momentary disadvantage: you momentarily lose concentration, fluff
the spell.

Minor consequence: your spell drains your power, making subsequent
spellcasting attempts difficult. You don’t lose the use of your spell.

Major consequence: your spell backfires, filling you with random
energies. You may lose the use of your spell.

Extreme consequence: you suffer spell-shock, magical energies burn-
ing your synapses, making actions difficult, and magic highly
dangerous to perform.

Giving First Aid

Momentary advantage: you worked out what you did wrong; you'll
do better next time.

Minor effect: you remove a minor consequence your patient is suffer-
ing from; or you're encouraged by your success.

Major effect: as above, or you're emboldened, gaining an insight into
your techniques.

Extreme effect: you're inspired; you have healer’s hands, and can do
no wrong,.

Momentary disadvantage: you get confused or otherwise flustered.

Minor consequence: you fail your healing attempt badly, causing a
minor consequence or 5 HP damage to your patient.

Major consequence: you botch the healing attempt, causing a major
consequence or 10 HP damage.

Extreme consequence: you're a medical disaster! You cause an
extreme consequence, or 15 HP damage!

Persuading Someone

Momentary advantage: well — that didn’t work. You think you
know what to say next time.

Minor effect: you've got their attention. They’re not convinced yet,
but they’re listening.

Major effect: you've got them hooked! Just keep doing what you're
doing.
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Extreme effect: they want you to convince them!

Momentary disadvantage: you get tongue-tied.

Minor consequence: oof. That wasn’t very diplomatic. Youd better
try and make up for that slip.

Major consequence: foot in mouth. You may have just lost them.

Extreme consequence: it just keeps getting worse. They’re not even
listening any more...

SPECIAL EFFECTS

Special effects let you bend the effects rules to do cool things. You

can’t automatically perform special effects: you must buy them using

advancements (page 56). You can also create your own (page 59).
Here are some examples:

Cleave (major effect)

Often bought by fighters. You scythe into a foe: if you kill it, you can
spend the 10 effect points this effect requires and make an immediate
additional second attack. If you still have remaining effect points, you
can use them as a bonus on this second attack.

Consecutive Attack (minor effect)

A low-powered version of Cleave. If there’s another target adjacent,
and you have effects points remaining after striking your initial target,
you can spend 5 effect points to change target and use the remaining
effect points as a bonus on your next attack against the new target.

Parry (major effect)
Often bought by fighters. For 10 effect points, you can add your
weapon damage dice to your next armour class or defence check.

Special effects may be minor, major, or extreme, or occur on any
success. Monsters often have special effects, also called monstrous
effects. Special effects can be incapacitating, but must be described
credibly; a vorpal sword could decapitate someone, or a medusa head
turn someone to stone, on an extreme special effect.

For example, Thorkarl the Intrepid, 5th level fighter, is tackling the
medusa in her lair. He has already taken a distracted by pain minor
consequence from the arrow sticking out of his leg, and the medusa has
created a hidden in darkness major effect on herself. She now looms out
of the shadows, ﬂtmc/eing with surprise.

The medusa rolls 14, +12 for her gaze attack, and +4 for the major
effect — a total result of 30! Thorkarl has to roll his defence, as hes sur-
prised, and rolls 10, +1 for his DEX and +5 for his trait bonus to avert
his gaze. Usually a resistance of 16 would be enough to avoid the worst,
bur his distracted by pain minor consequence drags his result down to
14, meaning the medusa gets 16 effect points — enough to create an
extreme consequence! Thorkarl is turned to stone!

SPECIAL CONSEQUENCES

Special consequences bend the consequence rules when you fail an
action check. Unlike special effects, you don’t have to buy them:
they’re always available, to you and the GM.

Here are some examples:

Damage Ally (extreme consequence)

You inadvertently strike your nearest ally, causing damage equal to
your remaining consequence points (after paying the 15 points for
the extreme consequence), or weapon damage plus level, whichever
is less. Your ally’s armour bonus is subtracted from the consequence
points.

Reposte (major consequence)
Your failed attack allows your opponent to make a quick riposte.
You take 1 point of damage per level of opponent.
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DURATION OF EFFECTS

Describing an effect or a consequence gives you a say in its duration.

Describing a major consequence as knocked down implies it lasts until
the target gets up again; describing it as a painful leg wound implies it
lasts until the target is healed.

Effects operate in the context in which they’re described; a minor
effect you create on yourself in combat lasts for the duration of that
combat, whether you describe it as superior positioning, battle rage,
or [ see your tactics. However, that description also suggests how the
effect may be removed (see below).

An effect’s duration may not be as clear-cut. What happens if you
get a major effect when picking a lock? An ace lockpicker effect may
last as long as the “context”; if you're adventuring in a dungeon, that
could be until you return to the surface world — potentially a long
time! However, there are two restrictions.

First, any effect is removed whenever you fail at an action
affected by that effect. You may be an ace lockpicker, with a +4 effect
bonus on every lock in the dungeon, but when you snap a pick on
the Demon-Damned Door of Doom, the wind goes out of your sails,
and you lose the effect.

Second, as noted above (page 44), you may only have one effect
of a given level at any one time. Your ace lockpicker won't help you in
your battle against the Lich King. If you generate enough effect points
to create a major effect on yourself when battling the undead lord,
you must choose: keep the ace lockpicker major effect, and not create
a major effect on yourself in combat; or create a new combat-related
major effect, and replace the ace lockpicker.

Consequence Duration

The context of a knocked down major consequence is obvious: it lasts
until you stand up. But what about a painful leg wound? A conse-
quence’s description should always be the first place to look for hints
about its duration; but, failing that, here’s a useful rule of thumb:

% a minor consequence lasts several hours.
% a major consequence lasts several days.
% an extreme consequence lasts several weeks.

Special effects (above) can override the above durations. A shaz-
tered leg extreme consequence may take weeks of care and attention
to heal naturally; but a turned to stone extreme special consequence
inflicted by a medusa’s special effect isn't going to get better on its own.

Removing Effects and Consequences

An important use of effects is to remove effects and consequences of
equivalent level. A minor effect can remove a minor consequence.
The description must make sense; a major effect gained on a lock-
picking check just isn’t going to heal a painful leg wound major
consequence, no matter how you describe it. But, if you get the same
major effect on a first aid check or with an appropriate healing spell,
then the GM is justified in allowing it.

When using non-magical healing (first aid, Healer-type traits) to
remove consequences, a successful check reduces the duration by 1
step. So, a major consequence (usually lasting several days) may be
removed in several hours; a minor consequence (lasting several hours)
would be removed in several minutes.

Magical healing works almost immediately, but requires a spell
of corresponding power: a Cure Light Wounds spell (page 93) may
remove a minor consequence immediately on a minor effect, but
has no effect on a major consequence, which requires a Cure Serious
Wounds spell (and a major effect), or an extreme consequence, which
requires a Cure Critical Wounds spell (and an extreme effect).

As well as removing consequences, you can also remove effects in
the same way. If your opponent has created a superior positioning major
effect on himself in combat, you may manoeuvre yourself into a posi-
tion to negate that effect. This requires you to create an equivalent effect
(in this case, a major effect) on an appropriate action check (an attack
action would be fine in this example), and use it to remove the effect.

Note that in this case both effects are gone. You don’t have ro do it
that way; it’s possible for you and your opponent both to have major
effects in combat — perhaps his superior positioning against your ber-
serk rage. But if you want to actually remove an effect, this is how you
do it. It’s a tactical decision.

INCREMENTAL CHECKS

Some action checks aren’t a simple question of success or failure, or
even of how well you succeed or how badly you fail, but instead are
about whether or not you have the perseverance or endurance to win
through. These are known as incremental checks.

Incremental checks are a series of action checks made every round,
or other set time period, requiring you to accumulate a fixed number
of effect points to achieve what’s otherwise a simple success — 10
effect points is the usual number, although it may be more or less at
the GM’s discretion. Incremental checks may extend the tension of an
action check over more than one round.

For example, while traversing the Cavern of Hell, Felix falls into a
“hellpit” — a lake of boiling water! The GM declares he'll take 1410
physical hit points damage every round he spends in the water, and that
Felix must accumulate 10 effect points to climb out. Its a Tough (15)
check, and Felixs player describes him using his Climb trait to scrabble
up the cavern wall, giving him a +1 trait bonus on a +6 DEX check.

On the first round, Felix gets a result of 17 (rolling 10, plus 7),
which gains him 2 effect points; he’s getting into a good position but is
still in hot water. The GM declares he takes 5 PHP damage. He makes
a second roll of 14, plus 7, for a result of 21: that’s 6 effect points, taking
him to 8. Hes hauling himself slowly out of the water, but still takes 7
PHP damage on the 1d10. On his third roll, he gets a 12 (plus 7, so
19), gaining 4 effect points — enough to take him over 10. Felixs player
describes him dragging bis scalded body ro safety up the rock face!

Incremental checks are often used when encountering hazards

(page 78).
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Incremental Contests

Incremental contests are similar to incremental checks, except more
than one character makes a check. The loser — the one with the
lowest result on the action check each round — is considered to have
made a resistance check; the other participants (at least one) are con-
sidered to have made action checks. Each winner gains effect points
equal to the difference between his check and the loser’s check. The
GM may choose to make a static check, but the point is that each
check has the potential to generate its own effect points.

Like an incremental check, the goal of an incremental contest
is to accumulate a certain number of effect points. You continue to
make action checks until one participant in the incremental contest
has accumulated this total. The period for each set of action checks
is up to the GM, based on the description of the actions. In an arm-
wrestling contest, each set of action checks may last 1 round; in a
debating contest, they may last 1 turn (10 rounds); and in a race from
a dungeon back to the city across the wilderness, each set of action
checks may represent a day or more.

For example, back in our combat with the orc, the orc has turned
and run from Gramfive the Grim, and is high-tailing it through the
dungeon tunnels to alert his fellows. The chase is on!

A chase uses your MOV bonus (page 53). The GM adjudicates each
set ofactz'on checks lasts 1 round, and 10 eﬁéctpoint: are required to
win. In the first round, the orc rolls 10 -1 (for its MOV); Gramfive
rolls 10 +1; he gains 2 effect points, closing in on the orc! The second
round, the orc rolls 15, against Gramfives poor 7 — the orc gains 8
effect points! In round three, Gramfive rolls 11 again — but the orc
nudges ahead with 13, gaining 2 effect points and winning the contest.
Gramfive skids to a halt as he sees the orc vanish into a torchlit cavern,
and the cries of enraged orcs fill the air...

COMBINED CHECKS

Sometimes you need to do two things at once. Maybe you're sneaking
into a shadowy cavern and scouting for enemies; you need to attempt
two separate action checks at the same time. Make one dice roll, and
use the result for both checks. Add the appropriate bonuses to each
check separately, and measure each against its corresponding resis-
tance. This is known as a combined check.

You may not make a static check for either action in a combined
check, but must always roll the dice. Figure the result of each action
check normally; both may fail or succeed, or one succeed while the
other fails.

Sometimes, one action check is dependent on the other; if one
of them fails, the other cant succeed. This is a dependent check. An
example is balancing on a ledge while carrying a heavy weight; falling
off the ledge renders carrying the heavy weight moot.

Sometimes, failing one action check may hinder the other —
what’s known as a hindered check. An example is trying to speak a
foreign language to impress a foreign king. If you fail your language
check, your consequence points become a penalty to your action
check to impress the king.
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Finally, succeeding in one check may make the other more likely
to succeed: this is an augmented check. Sneaking into an enemy
camp to gauge its strength is an augmented check; succeeding on your
sneak check gives you more information, so the effect points on your
sneak check are added to your check to gather information.

Remember, combined checks have to be interrelated and simul-
taneous, otherwise they simply happen sequentially, one round after
the other. Although a sequential action check may create an effect
which can be used in a subsequent action, the two actions aren’t in
any sense a combined check.

Damage

WHILE CONSEQUENCES MAY represent physical and mental
injuries, properly speaking “damage” refers to the reduction of a
target’s physical and mental hit points. Physical hit point damage
represents physical wounds, injuries, the effects of disease, etc; mental
hit point damage represents things like confusion, mental blasts, fear,
psychological shock, and the results of intimidation, social embarrass-
ment and humiliation.

PHYSICAL DAMAGE

Physical damage is mostly caused by attacks; action checks represent-
ing weapons, claws or teeth of monsters, magical spells, poison, etc.
Effect points generated on attack actions can reduce a target’s physical
hit points on a 1-for-1 basis.

Sometimes, damage may occur without an attack. A spell may
cause 1d8 physical hit points damage, for example, as may physical
hazards like traps, earthquakes, etc. Usually, however, even spells and
hazards function like attacks, making attack checks against a resis-
tance.

Effects of Physical Damage

Physical damage reduces your physical hit points (PHP). As long as
your PHP are above 0, there’s no additional effect (although con-
sequences may still cause you problems). However, once your PHP
reach 0, you're in serious trouble.

When your PHP drop to 0 or less, you fall unconscious. You
immediately fall to the ground, and remain that way until the end of
the scene, when you regain consciousness with 1 PHDP, or until some-
one heals you to at least 1 PHP — whichever comes first.

If you drop to less than 0 PHP, your PHP become negative, and
you start bleeding out. You fall unconscious, and lose 1 PHP per
round. You can stop losing PHP by becoming stabilised. You can
be stabilised by a first aid check, or a healing spell; the difficulty is
increased by your negative PHP score.

When your PHP reach -10, you're dead. You can no longer be
healed (although Resurrection spells may work...); it’s time to create
a new character.




MENTAL DAMAGE

Mental damage is caused by spells of befuddlement, the terrifying
presence of monsters, intimidation by powerful foes, and even social
humiliation and harassment. It gradually reduces a character’s will-
power, until he gives in to the original intent of the attack. This last
point is key: while physical attacks generally have a straightforward
goal — to kill, incapacitate, or drive off a foe — mental attacks have
many aims. A monster’s terrifying roar might cause a character to flee,
or root him to the spot; a persuasion attempt by a honey-tongued
courtier might induce a character to do as he is told.

Effects of Mental Damage

Mental damage reduces your mental hit points (MHP). When your
MHP drop to 0, you're incapacitated: you may not take any actions,
although you can defend yourself against physical attacks, including
attempting to disengage and flee, and you may follow orders. If you
like, you can stagger away somewhere — preferably out of harm’s way.
You remain incapacitated until the end of the scene, when you recover
with 1 MHP, as long as you are out of harm’s way, or until someone
heals you to at least 1 MHP, whichever comes first.
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STRENGTH IN NUMBERS

Making and resisting mental attacks like fear and intimi-
dation is easier when you're in a group. You get a +1 bonus
to either your fear or intimidation check or your resistance
against fear or intimidation for every additional person in
your group. A goblin in a group of 10 goblins gains a +9
bonus on its intimidation checks, and its resistance to fear
and intimidation.

If you drop to less than 0 MHP, your MHP become negative
and you become unstable, losing 1 MHP per round. Your behav-
iour becomes random and erratic; you can’t defend yourself or make
coherent actions, including running away. You may stand still, bewil-
dered, shaking, or confused; cower in terror; run around shouting; or
a combination of all these things, depending on the stimulus (but see
stabilised, below).

You can stop losing MHP by becoming stabilised. When stabi-
lised, you become incapacitated rather than unstable. You can be
stabilised by a mental reassurance check or a healing spell restoring
sufficient MHP; or, importantly, by giving in to the intent of the
mental attack — submitting to the charm, running away screaming,
etc. Usually a character will flee a mental attack rather than give in to
its demands. This is one reason why evil villains like to tie heroes up
before revealing their nefarious plans — they have nowhere to run to
when the villain’s intimidation attack succeeds.

When MHP reach -10, you're permanently defeated. You've lost
your nerve, your spirit is broken, and you can no longer be an adven-
turer. Time to retire, and create a new character.

HEALING

You heal 1HP per day naturally, both physical and mental, as long
as you get decent rest, either in an inn or lodging or a proper camp
(made using the “Making Camp” action on page 39, for example).
You can also heal HP by receiving first aid (page 38), or clerical and
bardic healing magic.

You can only receive healing once after you've been injured,
whether from first aid, magic, or even hero points (below), and no
matter how many hit points you replace. In order to receive further
healing, you must first be injured (and lose hit points) again.

Hero Points

HERO POINTS ARE a tool for mitigating the consequences oppo-
nents or the environment place on you, or you incur when you fail an
action check, as well as modifying your circumstances in other ways.
You begin each adventure with a number of hero points equal to your
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level. Once you've used these up, they’re gone. At the beginning of
your next adventure, your hero points reset to your original level (ie
equal to your level).

You can spend a hero point to do any of the following:

choose the consequence an opponent imposes on you when they
succeed at an action check (usually they get to choose).

choose the consequence you suffer when you fail at an action
check (usually your opponent gets to choose).

add +1 to your effect points only when you are 1 point from
achieving a minor, major, or extreme effect (ie you already have 4,
9, or 14 effect points, etc).

instead of a treasure point (page 83), to determine the contents of
a treasure you find.

regain physical or mental hit points; roll your physical or mental
hit die, and add that to your current total. You may not go above
your maximum hit points. You may do this at any moment,
whether it’s your turn to act or not; it doesn’t require an action.
It’s also subject to the usual restrictions on healing (above); it has
no effect on consequences.

make a static check when you normally cant (such as when you're
surprised).

MITIGATING CONSEQUENCES

When someone places a consequence on you, either as a result of
their successful action check or your failed action check, they usually
decide what that consequence is. If you have few hit points left, or if
they describe an extreme consequence as a horrible wound, this can
be disastrous.

By spending one of your hero points, you can describe the nature
of that consequence yourself. This allows you to describe it in a dif-
ferent way, usually less disastrously — perhaps you take hit point
damage instead of an extreme effect, or perhaps you decide to be
knocked down (a major effect) instead of taking hit point damage or
a wound which would require time to heal. Hero points allow you to
mitigate a consequence so it’s less problematic to your character.

If an opponent places multiple consequences on you at once, you
can spend multiple hero points to take descriptive control of each.

REGAINING HERO POINTS

In addition to regaining hero points at the beginning of an adventure,
you may also gain them during play. First, your GM may award you
a hero point for cool roleplaying, in-game immersion, witty remarks,
achieving a major milestone in an adventure, or whenever you do
something awesome. Second, your GM may award you a hero point
when you describe your character getting into trouble as a result of
one of his traits. If you have a Brash and Boastful trait in an audience
with a king who hates rudeness, you may be able to get a hero point
from the GM for describing how your big mouth gets you into dra-
matic trouble! See “Awarding Hero Points” on page 91 for more.
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Minor and major consequences don't just have to indicate
wounds and other disadvantages affecting your person;
they can also refer to loss of equipment. On a minor
consequence, rations may be spoilt, arrows broken, torches
doused; and on a major consequence, you may lose the
ability to light fires, or your fresh water supply, or even a
weapon or armour. The consequences of resource use must
be real — losing a day’s rations during a bar-room brawl

is hardly a consequence — so check with your GM. But
losing your waterskin while traversing a desert, or your last
torch while deep underground, can be just as life-threaten-

ing as any wound!

Range & Movement

EACH PARTICIPANT IN a conflict has a range, indicating the
distance at which it may attack. Sample creature ranges are given in
Chapter 8: Monsters, based on their size, physical attacks, and weap-
ons; character ranges are usually determined by their weapons. The

range of mental attacks is contextual; usually fear and intimidation
attacks must be close up to be effective — short range or less is typi-
cal. Social attacks may vary; the key is that the target must believe he
has been noticed by the attacker, and that there’s a reasonable threat
or chance of harm.

The possible ranges are hand, close, reach, short, medium,
long, and out of range, sometimes known as range bands, defined
in Table 13: Ranges, overleaf.

Encounters occur at a given range, indicating the distance
between the participants. You must be able to act (for example,
attack) at that range, or you must change your range; the same goes
for your opponent.

RANGE EFFECTS

Ranges have the following game mechanical effects:
% Only hand weapons can be used at hand range. You can’t get
enough purchase to use anything else.

In melee combat, you must close to your weapon’s range to attack.
You can do this by creating an effect (page 44).

In missile combat, you must be at short range or greater to attack.
For every range beyond short, you incur a -4 penalty on your
missile attack.

Ranged spells and weapons have a maximum range beyond which
they’re ineffective.




Range

‘TaBLE 13: RANGES

Description

Hand

Close

Reach

Short

Medium

Long

Out of Range

You're mere inches — or less! — from your
opponent. You may be grappling, hanging round
your opponent’s neck, or otherwise in physical
combat. It’s almost impossible to bring to bear
anything larger than a knife. Natural weapons like
teeth and claws are perfect at this range.

Standard combat range — a few feet, enough to jab
with a sword or slash with an axe, or lash out with
teeth and claws.

You're circling your foe, but too far away to easily
make contact. If you have a long spear, polearm, or
great sword, then you can attack, but otherwise you
need to move to close range to be effective.

You can throw something at this range, or shoot a
missile weapon, but melee weapons are ineffective.
You're probably twenty or thirty feet from your
opponent. This is usually the maximum range for
intimidation and fear attacks.

You can see your opponent clearly, and you can
shout to one another, but otherwise your only
contact is missile weapons — you're too far to even
throw things at one another. You're probably a
hundred or more feet apart.

Now it’s getting silly. You can just about hear one
another if you scream, but, unless you're a really,
really good shot, even missile weapons are going to
be a wild stab in the dark. You're probably several
hundred feet apart.

This is what it says — you can just about see one
another if visibility is good, but otherwise you can’t
affect one another. This range is the maximum
possible distance for an encounter.

TaBLE 14: MaxiMUuM ExcoOUNTER RANGE

Conditions

Maximum

Encounter Range

STARTING RANGE

On a successful Scouting check (page 40), you become aware of an

encounter at its maximum possible range; your opponent may or may
not be aware of you. The Scouting check is against a resistance if your
target is trying to hide; difficulties can be found in “The Environ-
ment” (page 79). Usually only a single character makes a Scouting
check; the GM makes a Scouting check for the target, too, to see if
it spots you.

The maximum range for an encounter depends on the surround-
ings, as shown in Table 14: Maximum Encounter Range.

If you fail your Scouting check, the starting range is reduced by
1 range band on a simple failure, 2 bands on a minor consequence,
and 3 bands on an major consequence or greater (to a minimum of
reach); or to the range at which the opponent detects you or chooses
to act, whichever is greater.

CHANGING RANGE

You may change range on any action check as a minor effect. If youre
in combat, this is part of your attack; if you succeed, you successfully
change range, and if your new range allows you to attack, you may use
any remaining effect points for effects, including damage. If you don’t
get enough effect points on your check to change range, you spend
the round feinting and attempting to manoeuvre, but remain at your
current range and may do no damage or other effect.

For example, a dragonet attacks ar hand range, and you defend.
You attack back, but you're using a long sword, a close range weapon.
You must make a minor effect to move out to close range, then you can
attack with your remaining effect points. Then it’s the dragonet’s turn
again; this time, its too far away, and must create a minor effect on its
turn to get back into hand range — and so on...

Outdoors, by day, good visibility,

no obstructions

Outdoors, poor visibility or obstructions
Outdoors, at night

Indoors, vast space like cathedral

or huge cavern

Indoors, chamber, tunnel, or corridor

Out of range

Medium
Short
Medium

Short

OrtioNAL RULE:
CuanciNGg RanGEe v CinemaTtic GAMES

If youre playing a game with a cinematic tone, where
characters are making lots of swooping, dynamic moves,
consider allowing players to use hero points to change
range. For a game where oriental martial arts and wushu
experts are flipping off the scenery and diving through
the air, let a PC pay a single hero point to move a single
range band. For grittier but still high-action games,
perhaps of swashbuckling, piratic, or samurai-style
adventure, allow a PC to spend three hero points to
change range. You can even allow characters and mon-
sters in regular games to acquire this ability as a special
action (page 58).
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VISIBILITY & COVER Some traits (like the monK’s fmproved Movement trait) let you add

In addition to range, a character’s ability to perceive or affect a target ~ your trait bonus to your movement checks.

is affected by visibility. A target in semi-darkness, half-illumination, Your Movement score determines how fast you move in different
hiding in shadow, in thick fog, etc, is considered to have semi- environments, as shown in Table 17: Movement. This equates to the
concealment; this acts like a minor consequence on any character  distances shown in Table 18: Distances Moved

attempting to spot or attack the target (imposing a -2 penalty). A Tactical movement is usually handled using effects. For example,
target in total darkness or who is otherwise invisible has total con- a minor effect allows you to move yourself and your opponent up to
cealment, a major consequence imposing a -4 penalty. 5 feet if you're engaged in combat.

Targets concealed behind solid objects like walls, etc, may also If you're not engaged, you can automatically move up to your
gain cover. Cover is an armour bonus, based on the nature of the ~ Movement in 10-foot units per round without making a check. If
object and how much cover it provides; characters may have half-  someone tries to block you, you must make a MOV check to avoid
cover, which lets them still make ranged attacks, or full cover, which the block (or possibly use STR or DEX), against their Strength or
means they may not attack at all. Armour bonuses are as shown in perhaps attack action. On a success, you avoid the block and may
Table 15: Cover Bonuses. move as intended; on a failure, you have been blocked, and are now

engaged with the blocker, who may place consequences on you.
In a chase, you roll 3d6 +MOV, cither as a single action check or

MOVEMENT an incremental check (page 48).
Movement refers to physical movement made by a character, whether a
few feet or yards in combat, or miles when travelling across wilderness.

The distance you can move is determined by your Movement, a TABLE 17: MOVEMENT
special kind of attribute indicating the number of 10-foot units you
can advance at a very cautious walk per 1-minute round. Like an attri- Dl:ftﬂﬂ.ﬂ’ Moved
bute, Movement has an ATT modifier, abbreviated as MOV. P o ]737‘ Point Qf‘ Notes

Unlike normal attributes, your Movement score isn’t rolled, but i Movement
is based on your character race. Humans, elves, half-elves and half-

Movement

orcs have a Movement score of 12 (+1); dwarves and halflings have a Outdoor 2 miles per day Assufnes 8 hours
Movement score of 9 (-1). movement walking per day
Your Movement is affected by your encumbrance (page 29) or the Mapping 10 feet per Mapping,
armour you're wearing, whichever causes the greatest reduction. speed 10-minute turn checking for traps, etc
Cautious 10 feet per round If unengaged in combat
walk
TasLE 15: CovER BoNUSES
Normal 20 feet per round Imposes a minor consequence
walk on non-movement actions
ijpe of  Half-cover Full Cover Examples ‘
over onus Bonus Run 50 feet per round Imposes a major consequence
on non-movement actions
Lizhu i +5 i e, plasir Sprint 100 feet per round  Imposes an extreme
cover undergrowth, branches
consequence on non-
Medium +5 +10 Thick wood, thin movement actions
cover brick or stone
Heavy cover +10 +20 Thick stone, metal
v TasLE 18: DisTaNCES MOVED
TaBLE 16: ENCUMBRANCE Movement 12(+1) 9(-1) 6(-2) 3(-4)
} Outdoor (miles / day) 24 18 12 6
Encumbrance Armour Worn ]\ﬁaxzmum Y
ovement Mapping (feet / turn) 120 90 60 30
Unencumbered None, Light 12 (+1) Cautious (feet / rd) 120 90 60 30
Lightly encumbered Medium 9 (-1) Normal (feet / rd) 240 180 120 60
Heavily encumbered Heavy 6(-2) Run (feet / rd) 600 450 300 150
Over-encumbered - 3 (-4) Sprint (feet / rd) 1200 900 600 300
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STAYING ALIVE

Conflicts in Monsters & Magic are very tactical. While you can
stand toe-to-toe and slug it out with alternating attack checks,
it’s also lethal: a lucky blow can easily cause maximum damage,
or leave you with consequences, making it increasingly difficult
to strike back. You stand a greater chance of achieving your
goals by thinking tactically. Here are some ideas:

% Choose your stance: low-level non-combat specialists
should play it safe. Buy the Stalwart Defence stance for a
+4 AC / defence bonus in exchange for losing your ATT

bonus on your attack action; you can gauge your opponent’s
capabilities while other more competent combatants wear it
down with consequences.

Keep moving: weapon range is your friend. Find out which
distance works for you and not for your opponent. If your
opponent has to change range to bring his weapon to bear,

e

Size

that’s effect points he can’t spend damaging you.

Secure a superior position: using effect points to place
effects and consequences instead of damage may seem
counter-intuitive, but against hard-to-hit opponents it’s
vital. A foe with consequences becomes easier to attack

— and maybe not just for you. If your opponent has the
staying power to keep fighting more than a round or two,
placing effects on yourself or consequences on him (knock-
ing him back, kicking sand in his eyes, or getting yourself
onto higher ground) stack the odds in your favour.

Help one another: if you're not a combat specialist or spell-
caster with just the right spell, you may do little damage to
a heavily armoured expert foe. Instead, use the Helping or
Hindering action (page 39) to give the most capable fighter
in your party the power he needs to punch through a tough
defence and land a consequence. Once your opponent

is suffering consequences, you stand a better chance of
success.

Example of Play

SO FAR, WE'VE assumed characters are facing opponents of roughly
the same size. That’s not always the case; creatures in Momnsters &
Magic may be small (S), medium (M), or large (L). Medium rep-
resents human-sized creatures; small represents creatures of dog-size
or smaller; and large represents creatures the size of a troll or giant
or larger. It’s easier to physically touch or attack a larger target, and
harder to damage it; and vice versa for smaller targets.

% Physically affecting a larger target: reduce your target’s armour
class or rolled defence by -2, and then reduce your effect points by
-2 if you hit, per size difference (so small attacking large is actually
-4 | -4). Larger targets are easy to hit, hard to damage.

Physically affecting a smaller target: increase your target’s
armour class or rolled defence by +2, then increase your effect
points by +2 if you hit, per size difference (so large attacking small
is actually +4 / +4). Smaller targets are hard to hit, easy to damage.

In mental combat, it’s generally harder to both touch and damage
a larger target; and the opposite for a smaller target.

# Mentally affecting a larger target: increase your target’s resistance
by +2, and reduce your effect points by -2 if you hit, per size dif-
ference (so small attacking large is actually +4 / -4). Larger targets
are hard to affect, hard to damage.

Mentally affecting a smaller target: decrease your target’s resis-
tance by -2, and then increase your effect points by +2 if you hit,
per size difference (so large attacking small is actually -4 / +4).
Smaller targets are easy to affect, easy to damage.
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OUR PARTY OF 5 PCs have entered the Fane of the First Ones in the
“Silvermoon” scenario (page 122), where the sorcerer Haugaband (now
dead) has already released the ancient bat-winged ape-woman mummy!

ENCOUNTER RANGE

The GM judges the maximum encounter range to be short, and the
Scouting check Tough difficulty (15). Xiola Zenwaith, high elven
magic user, is the most perceptive PC, and rolls 12 +4 (+2 WIS, +2
trait bonus for Excellent Perception, Infravision), for a total 16 — a
success. The GM rules the mummy has no special perceptive powers,
and rolls 10 +2 WIS, a total of 12 — a failure. Xiola spots the mon-
ster lumbering around the ancient Fane. The GM rules the party has
surprise, and may take a free action.

FREE ACTION

We roll initiative for the PCs. Xiola is casting a spell, so rolls INT +
level, getting a 13 +7 = 20. Felix Pook, Ist level thief, is sneaking in
the shadows, and rolls DEX + level, getting a 14 +7 = 21. Guido of
Gramarye, 1st level bard, is singing a song of inspiration, and rolls
DEX + level, getting a 7 +3 = 10. Shamira Sunfire, 1st level cleric,
brandishes her holy symbol to 7urn Undead, and rolls DEX + level,
getting a 11 +2 = 13. Finally, Gramfive the Grim, Ist level fighter,
attacks with Cutter, his signature longsword, with an initiative roll of
DEX + level, getting 11 +2 = 13.

Felix acts first. The GM rules he has semi-concealment, giving
the mummy a -2 to spot him. Felix rolls DEX, with a +1 trait bonus
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for Stealthy, getting a 12 +7 = 19. The mummy is surprised, and so
must roll its WIS resistance, with a -2 penalty; it rolls 11 -2, 9. Felix
succeeds with 10 effect points; he sneaks, and uses all his effect points

to close range to close.

Xiola acts next. She casts her Shield spell. She’s not yet in danger,
so the difficulty is Average (10) +1 for the spell level. She rolls INT +
her trait bonus of +1 (Spellcasting), +1 for the bonus from her Staff
of Magic. She rolls 10 +8, total 18, for 7 effect points. She creates a
magical shield minor effect, gaining a +2 defence bonus for 5 effect
points; her AC is now 17 (+5).

Shamira and Gramfive both act at initiative 13; let’s take Gramfive
first. He rolls STR + his trait bonus of +1 (Weapons Training), with
+1 to hit and +1d8+1 for his signature longsword. He gets 15 +8 +7,
total 30. The mummy’s AC is 17 (+7); as it’s surprised, it must roll its
defence. It rolls 9, slightly off-guard, a total defence of 16; Gramfive
gets 14 effect points, reduced by -2 because he’s attacking a large oppo-
nent. With a cry, he advances 2 range bands to close range, and inflicts
2 physical hit points damage! The mummy’s PHP drop from 49 to 47.

Now Shamira tries to Turn Undead. The GM rules she can
attempt this at short range or less. She rolls WIS + her trait bonus of
+2 (Turn Undead, religious trait Ensure the Dead Stay in the Under-
world), getting a 7 +8 = 15 against the mummy’s rolled resistance
of 20 (12 +2 +6) and failing with a minor consequence! The GM
makes a GM reaction, choosing the mummy’s [nfect with Regress-
ing Disease monster action. This attacks immediately with a +2 (the
bonus from the minor effect which the disease derives from the
minor consequence), +1d8+1 for the disease itself (page 79), against
Shamira’s Constitution of 8. The disease rolls 13 +5 = 18, for 10 effect
points, and the GM decides to inflict a regressing to ape-man major
consequence on Shamira. As she spent her hero point earlier in the
adventure, she must accept the consequence!

Finally it’s Guido, singing his bardic song of inspiration. Against
Average difficulty (10) he rolls CHA + his trait bonus of +2 (Help
Others Fight or Face Danger and alignment focus Use Your Music
to Help People), getting 11 +8 = 19. He gives the whole +9 help-
ing bonus to Shamira for her next 7urn Undead attempt, and marks
down a point of Alignment Focus — he’ll get XP for that later.

ROUND ONE

The surprise round over, the GM rolls the mummy’s initiative. It’s
engaged in combat with Gramflve, so she adds its +6 trait bonus to a
roll of 14, for initiative 20 — a formidable foe!

Felix acts first. He’s in the shadows, attempting a backstab, so rolls
DEX + his trait bonus of +2 (Simple Weapons, Stealthy), +1d4 for his
dagger. He gets 15 +8 +3 = 26. The mummy’s no longer surprised,
so uses its AC 17, but with a -2 penalty as the GM rules Felix is
still semi-concealed. Felix gets 11 effect points, reduced to 9 against a
large foe; his maximum damage with a dagger is 5 points (4 on a d4,
+ level), but he really wants to make the backstab count, so spends
his single hero point to bump his 9 effect points to 10, and inflict a
backstabbed! major consequence, giving the mummy a -4 penalty on
its combat actions.
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Xiola and the mummy act next, at initiative 20. Let’s take Xiola
first; she casts her Magic Missile spell against difficulty 16 (Tough dif-
ficulty (15) — she’s now in a dangerous environment — +1 for spell
level) and rolls 15 +7 +4 = 26; that’s 10 effect points. She could do
a maximum of 6 PHP damage, but decides to inflict a catching fire
minor consequence on the mummy for 5 effect points, and do 5 PHP
damage. The mummy’s PHP drop from 47 to 42.

Now the mummy. As this is happening at the same time as Xiola’s
attack, the GM rules the cazching fire consequence doesn’t yet apply
— but the backstabbed! major consequence does! The mummy rolls
15 +20 +7 for its massive bash attack against Gramfive, with a -4 pen-
alty for backstabbed! — a total of 38! Gramfive’s AC is 19, increased
to 21 because the mummy is attacking a smaller foe: the mummy gets
17 effect points, increased back up to 19 against a smaller target. The
GM wants to inflict an extreme effect chest bashed in on Gramfive,
causing him long-term trouble. Gramfive’s player balks, and spends
his hero point to take all the effect points as PHP damage instead.
The maximum damage is 18 (12 on the d12 + the mummy’s level of
6), so Gramfive’s PHP drop instantly from 25 to 7 — a huge blow!
But Gramfive’s still standing and, importantly, not suffering any con-
sequences.

Next come Shamira and Gramfive at initiative 13. We do Gram-
five first, attacking the mummy. He rolls 14 +8 +3 = 25, against the
mummy’s reduced AC 11 (-4 penalty for backstabbed! and -2 for
catching fire). That's 14 effect points, reduced to 12 against the large
target; Gramfive wants to spend 5 on a lacerated minor consequence,
but the mummy already has a minor consequence (cazching fire), so
Gramfive would have to choose something else, such as knocked back.
He decides instead to inflict all 12 points as PHP damage. The mum-
my’s PHP drop to 30.

Now Shamira. She has the +9 bonus from Guido’s inspirational
song on her Turn Undead check, but is suffering a regressing to ape-
man major consequence (a -4 penalty). She rolls a dismal 6, +8 +9,
but -4 for the consequence, a total of 19 against the mummy’s 16
(the GM rules neither the backstabbed! nor catching fire consequences
affect the mummy’s resistance to clerical turning). That’s 3 effect
points; the mummy takes 3 MHP damage, and drops to 53 MHP.

Now the mummy’s regressing discase attacks Shamira again; she
needs to accumulate 10 effect points to throw it off, and has zero so
far. The disease attacks with a 15 +6 = 21, against Shamira’s Consti-
tution of 8 — that’s 13 effect points, which the GM decides is PHP
damage. Shamira’s 16 PHP drop straight to 3 points! Shamira needs
help to throw off the disease — and fast!

Lastly Guido. He begins a song of healing, but decides to use it to
boost Shamira’s resistance to the mummy’s regressing disease. He rolls
12 +8 = 20, against Tough difficulty (15), giving Shamira a +5 bonus
to her 8 Constitution for next round’s disease attack.

That’s the end of the first round. Things are looking tough —
although the First One mummy is already injured and suffering
consequences. But Shamira and Gramfive are in trouble — the next
combat round will be crucial!
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ADVANCEMENT

AS YOUR CHARACTER gains experience, he becomes better
able to handle the challenges of his danger-filled life. This chapter
discusses how your character embarks on his path to greatness, and
where it may lead.

Levelling Up

CHARACTERS LEVEL UP by accumulating experience points
(XP). You must accumulate the number of experience points shown
in the table below to advance a level. See page 90 for how experience
points are awarded.

If you're a particularly good representative of your character class,
you advance more rapidly. Characters with a 15+ score in their prime
attribute (and their secondary attribute, if they have one) gain a +10%
increase in the experience points they receive. All characters begin at
level 1, with 0 experience points.

Whenever you accumulate enough XP, you level up. Immediately
increase your level by one, and gain the following benefits:

% First, add your new level as your trait bonus to any check where
you describe your character using a trait.
% Second, as you level up, you can do all of the following:

» modify either your Alignment Focus or Alignment Drift.
+ modify your goal.

increase your hero point total by 1 point.

+ change any one existing personal trait.

TaBLE 19: ExPERIENCE PoINTS

Level Experience Points (XP) Required
1 0
2 2000
3 4000
4 8000
5 16000

Double for each level to 512,000,
then +500,000 XP per level thereafter

Per level thereafter
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+ add more physical and mental hit points: roll your hit die
for each and add the result to your total. Add your CON
modifier to your physical hit die, and your WIS modifier to
your mental hit die, with a minimum increase of 1 point.

« at 5th level, and every 5 levels thereafter (see “Scales”,
below), add +1 to one of your attributes. Your new attri-
bute score may exceed 18.

% Third, add a single new advancement. See below.

Advancements

AN ADVANCEMENT IS a special ability you develop — an
umbrella term covering several different rules elements, including
traits, stances, and special effects. When you create a character, you
automatically get one free advancement; if your character is human,
you get two. Thereafter, each time you level up, you may select a new
advancement.

An advancement may be any one of the following:

a personal trait
a stance

a special action
a special effect
a spell

a signature item, or an improvement to an existing one.

TR

These advancements are described below.
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OTHER ADVANCEMENT SYSTEMS

Most classic fantasy RPGs provide their own XP tables for
levelling up, some even differing based on class. Feel free
to use these, or make up your own XP level requirements
based on how fast or slow you want your PCs to level up.
Some people even dispense with XP entirely, and advance
PCs one level after every adventure, every few sessions —
or even every session. You won't break the game!

A
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ExampLE PErRsoNAL TRAITS

Here are some example personal traits. Feel free to make
your own.

Beautiful

Brewer of Mormyrian Fireamber
Brilliant Orator

Expert Climber

Great Hand-Eye Coordination
Greedy

Hate Zombies

Jongleur

Learned to Make Blade Venom
Loves Melnxorian Women

My Father Taught Me the Longbow
Prestidigitator

Sleight of Hand

Speaks Darnishi

ADDING ANEW PERSONAL TRAIT

Personal traits define a context in which you can add your trait bonus
to a check.

Personal traits work like racial and class traits (pages 10 and 15),
except they describe abilities unique to your character. They represent
things you know how to do, facets of your personality or physique,
beliefs, etc. You may develop new personal traits as you level up, rep-
resenting new abilities you learn, or parts of your character’s back
story coming to the fore.

Creating Your Own Traits
When you create a new personal trait, your GM may require you to
word it in a way that fits your character’s background, rather than
simply declaring, say, you can suddenly ride a horse or speak a new
language. Maybe it was something you were keeping secret, or maybe
just learning — so you have Speaks Darnishi With a Heavy Accent —
even though you still add your trait bonus; you can then upgrade it to
Fluent Darnishi Speaker when you reach your next level.

Here are some broad characteristics of personal traits to help you
make your own.

% Some traits represent an ability. You can create a trait represent-
ing something you know how to do. Examples: Expert Mariner,
Master Armourer, Long-Distance Runner.

% You can use a trait to learn a new language. See below for

more. Examples: Speak Darnishi, Fluent in Tradespeech, Master of

Ancient Maladornish.
% Some traits represent a person or organisation. These give
you a trait bonus when you’re gaining the help of that person
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Fraws

Sometimes, characters may have traits which sound
negative, or even downright disadvantageous. That’s fine!
Remember — the reason you're playing this game is not
to win or be perfect all the time, but to have fun, and to
experience awesome and exciting adventures. You can get
a trait bonus to your checks even when describing what
seems like a negative trait; you may have the manners of a
pig, but if that lets you cause a distraction in the mar-
ketplace and help your thief companion pick someone’s
pocket, then it’s a good trait to have!

There’s another reason why negative traits can be good.
If you describe yourself getting into significant trouble as
a result of one of your flaws, the GM may spontaneously
award you a hero point (page 50). This has to be signifi-
cant trouble — you can’t get a bunch of hero points from
simply walking through a market insulting everyone —
but if you're rude to the overlord’s constabulary and get
carted off to gaol, that’s an awesome escapade waiting to
happen, and worth a hero point!

—

or organisation, using your knowledge about them, influencing
them, or even attacking them. Examples: Trusted Retainer of the
King, On a Mission for the Crimson Lotus, Journeyman of the
Thieves’ Guild, Thane Bordagar is my Blood Brother!

A trait can represent a weapon or armour proficiency. As a per-
sonal trait, this gives you proﬁciency ina single weapon, or a type
of armour (such as light, medium, or heavy).

Some traits represent facets of your personality. These may even
be religious virtues (particularly for clerics and paladins). Exam-
ples: Filled with the Berserker Rage of Thurgrim, Cunning and
Conniving, Pacifist.

Languages
Languages are traits — sometimes racial, sometimes personal. You can
learn a new language as a personal trait.

All characters start play speaking the Common tongue, and their
alignment tongue (if you're using them — see below). Usually only
magic users (and maybe clerics) are literate by default (but Literacy is a
trait). Non-humans also speak one or more racial tongues (page 11).

‘.." f_(ggg@(g(
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Broap & Narrow TRAITS

Depending on the wording, traits can be general or
specific. You may be a Brewer, or a Brewer of Mormyrian
Fireamber. The former trait may seen more applicable;
however, the GM should ensure this isn’t the case. Traits
are rare, and even high-level characters won’t have that
many, so GMs should allow them to be used as maxi-
mally as possible, and encourage players to incorporate
cool descriptive detail. Brewer of Mormyrian Fireamber
should be usable everywhere Brewer should be, and
should also have uses relating to the land of Mormyr, or
the semi-mystical subculture the player describes around
the drinking of Fireamber — even if the GM has never
heard of the drink before! Players shouldn’t be penalised
for coming up with cool detail — see “Improvisation”
(page 74) for more.

A A A

ARouUT ALIGNMENT TONGUES

Alignment tongues are a feature of old-school gaming
which some people use and others ignore. In some settings
they appear counter-intuitive; in others, they’ve been
given names like “Celestial”, “Sylvan”, or “Abyssal”, and
formalised as real campaign languages.

Alignment tongues are a matter of taste and preference:
use or ignore them as you see fit.

A et pn )

ADDING ANEW STANCE

Stances change how you roll the dice for action and resistance checks.
You may select a stance from page 42, or create a new one. Here

are some ways you can modify checks to create a new stance:

C bange the Dice

A stance can let you roll more or fewer dice than the usual 3d6, or
different dice entirely.

Example: Horse Archery — when you're attacking with a bow on
horseback, you roll 3d8 for your attack check, but you must roll to
defend using only 2d6.

Change your Trait Bonus
A stance may increase or decrease your trait bonus under specific con-
ditions.

Example: Ultimate Refutation — if you make no attacks what-
soever, a second trait you add to any resistance in intellectual debates
(including mental combat) lets you add your full level to your trait
bonus, instead of just +1.

Change your Damage Die
You may increase or decrease the size of the damage die you use (from
d6 to d8, d8 to d10, etc).

Example: Swinging Attack — when you'’re using a slashing weapon
at reach range, you increase your damage die by 1 step; you may not
make any other kind of attack while in this stance.

ADDING ANEW SPECIAL ACTION
Special actions let you use an attribute in an unusual way in an action
check.

Normally you describe your actions based on the accepted uses
of an attribute or trait — Strength to lift heavy objects, Dexterity to
jump, climb, or dodge, and so on.
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Some actions, though, break the rules of what you can normally use
attributes for. Called special actions, they let you use an attribute in an
unusual way. Here are some examples:

% Court Magic: use CHA instead of INT or WIS to cast a spell
intended to impress or charm, as long as you're a spellcaster of the
appropriate social class performing at court.

Finesse Attack: use DEX instead of STR to attack in melee, as long
as you're using a finesse weapon (page 32).

Flashy Combat: make a physical attack action to intimidate or
impress, using STR instead of CHA. If you also have Finesse
Attack, this can be DEX instead of CHA.

Special actions generate effect points like normal actions, and can
also be modified using advancements. Flashy Combat, for example, is
often enhanced with the area effect special effect (see below).

ADDING ANEW SPECIAL EFFECT

Special effects let you spend effect points to do something special with
an action.

Special effects let certain characters and monsters spend effect points
to perform unique or powerful actions. Example special effects are given
on page 47; special effects used by monsters (also known as monstrous
effects) are found in Chapter 8: Monsters.

Characters may select special effects as advancements (page 56).
These may be pre-generated (page 47), or players may create their own.

Creating Your Own Special Effects

A special effect lets you spend your effect points to do something
outside the usual effects listed on page 44. Often, this means plac-
ing restrictions or conditions on how an effect or consequence may
be resisted or removed, or on what it does. Usually, a special effect
costs a certain number of effect points; this may be fixed (say, 15), or
may i