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GURPSstandsfor " Generic Universal Roleplaying System.” The namewasorigindly
ajoke ... acodeword to describe the game while we looked for a'"red" name. Years
went by - literdly! - as the game developed. We never found a better name. GURPS
may sound strange, bt it redlly fits.

"Generic." Some people like quick, fast-moving games, where the referee makes
lots of decisions to keep things moving. Others want ultimate detail, with rules for every
contingency. Mogt of us fdl somewhere in between. GURPS starts with smple rules,
and - especialy in the combat system - builds up to as much optional detail asyou like.
But it's till the same game. You may al useit differently, but your campaignswill all be
competible

"Universal." The basic rule syssem emphasizes redism. Therefore, it can fit any
situation - fantasy or historical, past, present or future. 1've aways thought it was silly for
game companies to publish one set of rules for fantasy, another one for Old West,
another one for science fiction and another one for super-powers. GURPS is one set of
rules that's comprehensive enough to let you use any background. There are world-
books and supplements that "fine-tune" the generic system for any gameworld you
want. But they are till compatible. If you want to take your Wild West gundinger and
your WWII commando and go fortune-hunting in Renaissance Itdly ... goforit!

"Roleplaying.” Thisis not just a hack-and-slash game. The rules are written to
make true roleplaying possible - and. in fact, to encourage it. GURPS is a game in
which you take on the persona of another character - and pretend, for alittle while, tobe
thet character.

"System.” It redlly is. Most other RPGs are not "systems' - they started out as a
simple st of rules, and then were patched and modified, ad infinitum. That makes them
hard to play. GURPS is a unified whole. We've gone to a great deal of effort to make
aure that it al works together, and it al works. GURPSwill let you create any character
you can imagine, and do anything you can think of... and it al makes sense.

i) ( 4

I've wanted to do this game for along, long time. Several years ago, | designed my
first fantasy roleplaying system.* It was good, but it had flaws. For one thing, like other
RPGs, it "grew" from a smple set of rules, and had many inconsistencies. And, though it
had the potentia to be a universal system, it was never developed past the basic "fartasy"
game-world. When the publisher went out of business, the game went out of print. | was
dissppointed . .. but it motivated meto start on anew and better system.

I've never tried to design in a vacuum; every game builds on the ones that came
before. We learn from our successes - and from the successes of others. | think the best
games are those that are simple, clear and easy to read, and I've tried hard to make
GURPS "friendly." One important influence was Hero Games Champions, for the
flexibility of its character-creation system. Another was Flying Buffalo's Tunnds &
Troalls, for its apped to solitaire gamers. Finaly. M.A.R. Barker's Empire of the Petal
Throne is noteworthy for the detail and richness of its dien game world.

But there's more to GURPS than trying to repeat past success. The failures of earlier
game systems are important, too. In GURPS. I've tried to achieve severd things | think
earlier designs missed.

*The Fantasy Trip (Metagaming). comprising several products released from 19" to 1980.
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A NTRODUCTION

How to Learn GURPS

Mo of you have some experience with
roleplaying games dreaedy. You should find
GURPS easy to pick up. But if thisis your
first RPG, youll have alittle more to lean.
Rdax; if you got thisfar, youll befine

Don't be darmed by the thickness of
the book. Ther€'s a lot of materia here -
250,000 words, more or less - but weve
done our best to make it easy to use. Both
the Table of Contents and the Index are as
detailed aswe could manage.

Several features have been designed
specificaly to make the rules easier to
learn. Theseindude:

The Quick-Sart section (p. 9). Thisisa
one-page description of the basc GURPS
game mechanics.

The Glossary (p. 250). Thisisalisting
of definitions of the terms used in the
game, dong with page references.

"All In A Night's Work, " the introductory
0lo adventure, which starts on p. 218. This
adventure is designed for one player (no
Game Magter isneeded). You canplay it as
one of the pre-generated characters (pp.
214-217). even if you don't yet know the
rules. It's written to help you learn as you
go; it can dso be used by an experienced
GM toteachthegametofriends.

Here's agood way to learn GURPS
Start by skimming through this book, just to
get the flavor of the game. Don't worry aoout
thedetalsyet.

Then read the Quick-Sart section to
understand the basic game mechanics.
After that, read through the Characters
section, just to get an idea of the different
things characters can do.

Then play All In A Night's Work. Any
time something is unclear, use the
Glossary or Indexto find the rule sections you
need.

Then try cresting your own character, and
play again. Try to design a 100-point
character that can best survive the adventure

Finally, read the rest of the rules in
detail, including Chapter 21, Game
Mastering. Now you can be the GM and
run a few of your friends through the solo
adventure . . . either one at a time, or al
cooperating a onceto play the thief! Youll find
that you already know enough to get along,
and you'll learn fast. These rules were
designed to fade into the background and let
you play theway youwant to.

Now you're ready to invent your own
adventures - see Chapter 23. You can do
whatever you want . . . that's the whole
point of the system. Have fun!




Materials Needed for Play

The GURPS Basic Setisa 256-page
book; its mgor sections, after the introduc
tory material, are Characters, Adventuring,
Game Mastering and Charts and Tables,
plusthe adventure.

Also included is a 16-page perforated
section in the back of the book. It is
intended to be removed from the book.
First is the "Instant Characters' play aid, a
reference for you to use in creating charac-
ters. Also supplied are two blank character
shedts.

Thereisatwo-sided 11"xI7" map with a
hex grid (you'll have to tape two pages
together to form the map). One side of the
completed map represents a building inte-
rior; the other side shows an outdoor area.
Each hex on the map is a yard across.
Blank hex paper-is also provided in two
Szes.

Three forms for the GM to use are also
provided. They are explained in more
detail in the chapter on Game Magtering.

You will also need:

Photocopies of the Character Record
Sheet, and the other planning and record
sheets, for player use. Make as many
copies as you need (for your own use only-
not for resale) before you start to play.
Likewise, you may copy the various charts
and tables, and the Random Characters
section, for your own use.

Threesix-sided dice.

Pencilsand scratch paper.

Removable tape - to hold the maps
down onthetable (optional).

The GM will need his maps, notes, &tc.,
for the adventure you're going to play.

About the Author

Steve Jackson has been playing games
for entirely too many years, and designing
professionally since 1977. His other game
design credits include Ogre and G.E.V.,
the award-winning Illuminati, the best-
sdlling Car Wars and many others. He has
served as secretary of the Game
Manufacturers Association, and is the
youngest person ever inducted into the
Origins "Hall of Fame."

He is the founder of Steve Jackson
Games, in Austin, Texas.

Steve is an active member of the
Science Fiction Writers of America. He is
also an active science fiction fan, and
wastes a great dedl of time writing for various
zines and attending (or helping to run)
conventions.

When he's not a a game or science fic-
tion convention, his hobbies include
BBSing, beekeeping, gardening (especidly
water lilies) and tropicd fish.

Second, and amost as important, is organization. Any reaistic RPG has a lot of
detail. After all, life has a lot of detail! So RPGs should be well-organized. But few are.
Even, gamer has had the experience of hunting frantically through one book after another,
looking for arule. . . and not finding it. GURPS is extensively cross-referenced, with Table
of Contents. Index and a Glossary of terms used in the game. | hope this helps.

Third is ease of play. In GURPS, most of the detailed calculations are done before
you start play . . . they are entered on the character sheet, and saved until you need them.
Once play actually begins, it should not be complex. I've tried to make GURPS as fast-
moving yet realistic as possible. It's up to you to decide whether | succeeded.

Most roleplaying systems depend for their success on a continual flow of "officia"
supplements and adventures. GURPS is different. True, we've released a lot of material
dready, and we plan to do much more: a totally universal system offers great leeway,
and we've got a supplement list aslong as your arm. See thenext page for details.

But GURPS is designed to be as compatible as possible with supplements written
for different games. The reason? Simple. Suppose that you're a GURPS player. You're at
the hobby shop, and you see a really interesting supplement package. But it's by another
publisher, for another game.

So what?

The GURPS system breaks everything down into plain English and simple numbers.
Distances are given in feet and miles, rather than arbitrary units; times are given in minutes
and seconds. That's what makes it generic. That also makes it easy to trandate. If you see
an interesting supplement for another game, go right ahead and get it. You can useit asa
sourcebook for GURPS,

Likewise, if you really insist on playing another game once in awhile (sigh). . . you
can still use your GURPS adventures. As long as that other game uses units that you can
translate into feet, minutes and other plain-English terms, you can use your GURPS;
adventuresin that system.

To be honest, we hope GURPS will become the "standard" roleplaying system. But
we don't expect to do that by driving everyone else out of the market, or even by forcing
them to conform to us. Instead, we are conforming to them - by producing a system that
will work with any clearly-written adventure

At any rate, here it is. 1'm satisfied that GURPS is the most realistic, flexible and
"universal" system ever developed. It was five years in the making, and this Third
Edition is the product of another two years of development and player comment after the
initial release. | hope you likeit.

— Seve Jackson

K I ntroduction



MORE FOR GURPS

This book is al you need to play GURPS. . . everything else is
optional. But if you'd like more detail about a particular back-
ground, weve got almost everything you could dream of.

We've published over 75 different GURPS "worldbooks,"
"sourcebooks' and adventure collections, full of backgrounds, gadgets
and character creation rulesfor various genres.

Fantasy

GURPS Magic and GURPS Grimoire expand on the magic sysem
presented in this book, with hundreds of new spdlls and rules for
potions and other new ways to do magic. GURPS Fantasy
describes the world of Yrth, where humans torn from our world
interact with elves, dwarves and dragons. Fantasy I1: The Mad
Lands describes a dark, sinister world where hideous monsters
roam and the insane gods are beings to be feared rather than wor-
shipped . . . unlessyou're as crazy asthe gods, that is.

Other fantasy sourcebooks include GURPS Magic Items and
Magic Items 2, as well asthe GURPS Fantasy Bestiary and the
award-winning GURPSFantasy Folk.

For fans of Robert E. Howard, we have also published the officid
Conan game background, with a worldbook and severa different
adventures for the mighty barbarian.

Science Fiction

GURPS Ultra-Tech is the sourcebook for science fiction gad-
gets, from ner future to near-magical. GURPS Terradyne
describes Man's exploration of the solar system, while GURPS
Space depicts a far future, with rules for starships and aliens. Other
sourcebooks include GURPS Aliens, Space Bestiary and Psionics.
For ataste of weird science, we have Atomic Horror, a sourcebook
for roleplaying the B-movies of the 1950s.

Weve aso published several worldbooks for backgrounds
drawn from best-selling science fiction, including David Brin's
award-winning Uplift saga

Cyberpunk and Super heroes

GURPS Cyberpunk gives gritty rules for bionics, computer
hacking and survival in a too-near future. Get more high-tech low-
life background in Cyberworld and Cyberpunk Adventures.

And, of course, GURPS Supers has al the rules for building
super-characters. We've released two different super-world back-
grounds. International Super Teams and the officid Wild Cards
game book. Both super-worlds are supported by books of characters
and adventures.

TimeTravd and Historical

GURPS Time Travel is designed to support either a pardlé-
worlds campaign or actual adventures through history. GURPS
Timdine presents all of human higory in an easy-<to-use form, with
lots of adventure seeds and campagn idess.

Historical worldbooks can be used as part of a Time Travel
campaign or on their own. Our background books include GURPS
Arabian Nights, Aztecs, Camelot, China, Cliffhangers, Imperial
Rome, Middle Ages I, Old West, Robin Hood, Scarlet Pimpernel
and Vikings. And any campaign, historical or not, can use the deadly
skills of Martial Arts, the vehicles of Vehicles, the weapons of
High-Tech (from black powder to bazookas) and the creatures of
the GURPSBedtiary.

Modern Day: Horror, Spies
and Strangeness

GURPS Illuminati describes the world as it might be today if
every conspiracy theory and tabloid story were true. GURPS
Horror and Creatures of the Night bring your worst nightmares to
life. Special Ops is modern military adventure, with counter-terrorist
missions, hostage rescues and behind-the-lines action. And
GURPS Espionage deds with the shadowy world of spies, both
rea and cinematic! Our licensed worldbook for The Prisoner aso
falsinto the "weird science” category . . .

And More. ..

The system is ill growing. Lots of other materia, including
adventures, character books and maps, is available . . . and there's
more every month! Well send you a free catdog if you write us
and send a long self-addressed stamped envelope (SASE). Other
waysto keep in touch with usinclude. . .

Pyramid Magazine

Pramid is our bimonthly magazine. Although it is dedicated to
covering the best in gaming from al sources, every issue includes
some materiad for GURPS - adventures, backgrounds, designer's
notes and more. You can get a free copy of Pyramid by returning
the questionnaire that came with this book. And you can find
Pyramid on the World Wide Web at http://www.io.com/sgames/
pyramid/.

[lHluminati Online

Do you have a modem? Get one! Illuminati Online supports SJ
Games with discussion aress for many games, including GURPS.
Here's where we do a lot of our playtesting! It's up 24 hours per
day at 512-448-8950. at up to 28.8k baud (28.8 users should dial
directly to 512-448-8988) - or telnet to io.com. Give us acal! Visit us
on the World Wide Web at http://www.io.com/sgames. We adso
have conferences on CompuServe. GEnie and America Online.

Conventions

We aso support game conventions. If you're running a convention, or
if you'd like to be a GURPS GM a a convention, drop us a fine. We
provide support materid and prizesfor convention tournaments.

Comments, Questions and Errata

We do everything we can to support the GURPS system and
help its players. Feel free to write us, or talk to us at conventions.
We vaue your comments; well take them into account on future
releases, and even possible revisions of the Basic Set.

Well do our best to answer any questions you have about the
game, as long as they are accompanied by a stamped, self-
addressed envelope. Please phrase questions so they can be
answered ssimply. Write us a Box 18957. Austin. TX 78760. We
get alot of questions, though, so expect to wait 1-3 months for a
reply, or more if you ask questions about more than one genre.

And, like everybody, we makemigakes . . . but when we goof, we
admit it and do our best to fix it. Well send you a free errata sheet for
any SJ Games product you request, if you send us an SASE. (Please
specify -don't just request "dl products.)

We also have al our errata listed on our web site. Check out
http://Mmww.io.com/ggameserratal.
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WHAT ISROLEPLAYING?

A roleplaying game is a game in which each player takes the
part of a "character,” participating in a fictiona adventure. The
nature of the adventure is set by a referee, caled the Game Master
(GM, for short). The GM determines the background and plays the
part of the other people the characters meet during their adventure.

No gameboard is necessary for aroleplaying game (though some
systems, including GURPS, include optional "boardgame” rules for
combat situations). Instead, the game is played verbally. The GM
describes the situation, and tells the players what their characters
see and hear. The players then describe what they are doing to meet
the challenge. The GM describes the results of these actions . . . and
s0 on. Depending on the stuation, the GM may determine what
happens arbitrarily (for the best possible story), or by referring to
specific game rules (to decide what is redigticaly possible), or by
rolling dice (to give an interesting random result).

Part of the object of a roleplaying game is to have each player
meet the Situation as the character would. A roleplaying game can
let a player take the part of a stern Japanese samurai, a medieval
jester, awise priest, a stowaway gutter kid on her first star-trip . . . or
absolutely anyone else. In a given situation, dl those characters
would react differently. And that's what roleplaying is about!

Thus, good roleplaying teaches cooperation among the playes,
and broadens their viewpoints. But it's not purely educational. It's
also one of the most creative possible entertainments. The major
difference between roleplaying and other types of entertainment is
this. Most entertainment is passive. The audience just sits and
watches, without taking part in the creative process.

But in roleplaying, the "audience" joins in the creation. While
the GM isthe chief storyteller, the players are responsible for creating
their own characters. And if they want something to happen in the
story, they make it happen, because they're in the story.

So, while other types of media are mass-produced to please the
widest possible audience, each roleplaying adventure is an individual
gem, crafted by the people who teke part in it. The GM (or the
origina adventure author) provides the raw material . . . but the
fina polish comes from the players themsdlves.

The other important thing about roleplaying is this: It doesn't
have to be competitive. In most roleplaying situations, the party will
succeed or fail as a group, depending on how well they cooperate.
And, just as in red life, the most important rewards of good
roleplaying come in character development. The more successfully a
player portrays his character (as judged by the GM) the more that
character will gain in ability.

A roleplaying adventure may have a fixed objective . . . save the
Princess, find the treasure, stop the invasion. Or it may be open-
ended, as the characters move from one escapade to the next. It's all
up to the GM and the players. A roleplaying "campaign” can be
open-ended, lagting for years, as characters (and players) come and
@

When it's al said and done, the GM and the players will have

created a story . . . the story of how the characters met, learned to
work together, encountered a challenge, and (we hope) triumphed!

metric conversions

All GURPS books use the old imperid units of messurement,
rather than metric, because most of our readers are Americans
who use the old system. But not al! Every year, more and more
people in the rest of the world stat GURPS campaigns. And
outsdethe U.S., people think in metric.

Our authorized French, Spanish, Portuguese, etc., trandations
use metric units. But many people want the English versions.
And we cant afford to do two editions of everything. So . . .
hereés a conversion table,

Note that there are two conversion columns. The first columnis
an approximation, easy to do in your head, and plenty good
enough for gaming. The second column is the real metric equiv-
dent, just in case you ever need to be exact.

Imperial GameMéric Real Metric
1foot (ft.) 30 cm 30.48 cm
Lyard (yd) 1 meter 914 meters
1 mlle (.m| D) 15km 1.609km
linch(in.) 25cm 254cm

1 pound (Ib.) Y%kg 453 kg
lton 1metricton .907 metric tons
1 galon (od.) 4 liters 3.785 liters
1 quart (qt.) 1liter 946 liters
1ounce(oz) 30 grams 31.103 grams
1 cubicinch (ci) 16 cucm 16.387 cu. cm
1 cubic yard (cy) .75 cubic m 765 cubic m
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Temperature: When dedling with changes in temperature, one
Fahrenheit degree is 5/9 the size of a degree Celsius. So a change
of 45° F is equa to a change of 25° C. To convert actud
thermometer readings, subtract 32 from the Fahrenheit temperature
and multiply the result by 5/9. So 95° Fis5/9 of (95-32), or 5/9 of
63, 0r 35° C.




QUICK START

Read this first!

This section is a one-page guide to the whole GURPS game sys
tem. Although the Basic Set is over 250 pages long, most of it is
detail, "color," and specid cases. The game system is actualy easy.

GURPS is designed to be "friendly," both for the player and the
Game Master. A glossary of important terms is on p. 250. The rule-
book includes alot of detail, but it'sindexed and cross-referenced to
make things easy to find. And all the detail is optional - use it only
when it makes the game more fun.

There are only three basic "game mechanics' in GURPS Learn
these and you can start to play. (A good beginning is the solo
adventure, All In A Night's Work, on p. 218. It will teach you the
gameasyou go dong.)

Thethreebasicrulesare;

(1) Success Rolls. A "success roll" is a die roll made when you
need to "test" one of your skills or abilities. For instance, you might
test, or roll againgt, your Strength to stop a heavy door from closing,
or against your Naturaist skill to identify a strange anima by
hearing itscry.

The only dice used in this game are six-sided ones. Rall 3 dice
for a success roll. If your roll is less than or equal to the skill or
ability you are testing, you succeeded. Otherwise, you failed. For
example, if you are rolling against Strength, and your ST leve is
12, aroll of 12 or less succeeds.

Sometimes you will have modifiers to aroll. For instance, if you
weretrying to stop a very heavy door from closing, you might have to
roll against Strength at a -2 (or ST-2, for short). In that case, with a
Strength of 12, you would need to roll a 10 or less to succeed.
Rolling a 10 or less is harder than rolling a 12 or less, just as stop-
ping a heavy door is harder than stopping an ordinary one.

For an especidly easy task, you would get a bonus to your
atempt. You might roll "Animal Handling+4" to make friendswith a
very friendly dog. If your skill was 12, arall of 16 or less would
succeed. Making aroll of 16 or less is easier than making the base
skill rall of 12 or less, because afriendly dog is easy to ded with.

For details on successrolls, seep. 86.

(2) Reaction Ralls. A "reaction roll" is a roll made by the Game
Master (or GM) to determine how his non-player characters (NPCs)
react to the player characters. This roll is aways optiona; the GM
may predetermine reactions. But (at least some of the time) it's
more fun to let the dice control the reactions.

To check reactions, the GM rolls 3 dice and consults the
Reaction Table (pp. 204-205). The higher his roll, the
better the NPCs will react, and the better treatment they
will give the players.

(3) Damage Rolls. A "damage roll" is aroll made in afight, to see
how much harm you did to your foe. Damage rolls use the "dice plus
adds' system (seethe box below).

Many things can affect the find damage done by an injury. Armor
protects the wearer; cutting and impaling weapons, and some bullets,
can do extra damage if they get through the armor. "Critical hits' can
do extra damage. All these things are explained in the combat rules,
starting on p. 95. But the combat system is "modular”; you can use dl
the rules for a complex, detailed, redistic combat simulation - or just
the Basic Combat Sysem for aquick game.

There's another important system - but you don't need to know it
to start with. It'sthe character creation system. Each character starts
with 100 points to spend. High levels of Strength, Dexterity, etc., cost
points; so do special advantages. "Disadvantages’ like Greed, and
Bearszrk are dso available; these giveyou extrapoints.

This is described in the Characters section, on the next page.
These rules let you do all your caculations before play starts, and
enter them on the Character Sheet (p. 12). That way, you don't have to
bother with calculationsduring play!

But you don't need to know this to start; you can pick one of the
pregenerated character sheets, pp. 214-217, for your first adventures.

Got al that? Good. Now you can play GURPS. The rest is just
detall. Havefun.

GURPS uses six-sided dice only. All "success rolls," and most ot
rolls, require 3 dice to be thrown & once.
To figure combat damage, and for many other things, the "dicet+ad
system is used. If a weapon does "4d+2" damage, this is shorthand
Many play er characters have reaction modifiersthat add "roll 4 dice and add 2 to the tota." Likewise, 3d-3 means "roll 3 dice

to (or subtract from) the reaction roll. If you have a +2 subtract 3 from the total."

reaction due to your good looks, the GM will add 2 to any

to improve the way they behave toward you!

i d 210 If you see just "2d," that means to roll two dice. So if an adventure s
reection roll made by someone who can see you. This is likely "The base is guarded by 5d human soldiers and 2d+ robots," that's st
for "Rall five dice for the number of human guards at the base. Then

For details on reaction rolls, see p. 180 and the Reaction two dice, and add 1, for the number of robots.”

Table, pp. 204-205.

For redly huge numbers, dice can be multiplied. "2dxI10" would mg
"roll 2 dice and multiply by 10."
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Character Types

There are no "character classes" in
GURPS. Any character can learn any sort
of ability or combination of abilities. The
restrictions are those of realism and point
totals, not artificia "classes."

However, the characters of heroic fic-
tion do fall into a number of distinct types.
If you need inspiration when you're creating
acharacter, consider some of these:

Warrior. Whatever the time period or
game-world, he (or she!) knows severa
weapon skills, and possibly one unarmed-
combat skill. Strategy or Tactics skills can
also help. ST and DX are most important,
though high HT is aways useful, too.
Usfu  advantages could include
Toughness, High Pain Threshold, Combat
Reflexes, Ambidexterity, Peripheral
Vision, and Rapid Healing.

Thief or Spy. Needs a high 1Q and DX.
Any of the kills in the Thief/Spy section (p.
65) will be useful- especidly Stedth! Spies
will probably know more than onelanguage.

Wizard. 1Q and/or Magica Aptitude are
vital; DX is useful. This character is most
common in generaly-magical worlds, of
course. But in low-mana worlds, where
magic is rare, the "surprise value" of a
mage can make up for his increased cost
and lowered effectiveness. Magica ability
can be combined with any other character
type: you can have a wizard-warrior, wiz-
ard-thief, wizard-ranger, € cetera.

Cleric. This character type is most
effective in worlds where gods are a "rea"
force and magic works. A cleric can use
Theology, Diplomacy and al sorts of med-
ical skills. Honesty and Pacifism are obvi-
ous choices for disadvantages - though
some clerics are also warriors. Specific
religions can require specific skills -
Naturalist for Druids, for instance.

Soldier of Fortune. 1Q and DX are most
important. He is a many-skilled hero, with
weapon abilities, unarmed-combat ability,
and other specialized talents (Acrobatics
and Sex Appeal are often handy). He may
be a mercenary, bush pilot, newspaper
reporter, or even trader - in which case
Merchant skill isvaluable.

Tinkerer. An expert with machines -
whatever the tech level allows. 1Q is most
important; DX is also useful. Any and all
craft and engineering skills fit this sort of
character.

Ranger. A woods-runner. All attributes
are equally important. Animal Empathy isa
useful advantage: valuable skills include
Survival, Naturalist, Tracking, and al ani-
mal-related skills.

Expert. A scientist, naturalist, or pro-
fessor. This character is most useful if he
has many scientific skills, possibly with
incredible expertise in one or two skills.
1Q is the important attribute here; Eidetic
Memory can be useful.

You can create your character with any
combination of skills - these are merely
Some common types

YIINT

Thisisthefirst part of the game, and one of the most important. The whole idea of
roleplaying is to take the part of another person - a "character” that you create.
GURRPS lets you decide exactly what kind of hero you will become.

There are two ways to create a character. The fastest way involves random die-
rolling. It is explained on page 84. The other way (and the usual way to create a
character) is to design him. just as though he were a character in a story you were
writing.

First, you should decide what type of person you want to be. Warrior? Spy?
Adventurer? Rogue? Y ou can take your inspiration from afictional hero or heroine -
or create your new "self from the ground up. Either way, start with some idea of the
sort of person you want to play. Then bring that character to life!

When you create a character, you start with 100 character points to "spend” for
your new character's abilities. The greater you want your strength to be, for
instance, the more points it will cost. You will aso be able to "buy" special abilities
caled advantages. If you want more than 100 points worth of ahilities, you can get
extra points by taking lower-than-average scores in some of your basic attributes, or by
taking disadvantages - specific handicaps such as bad vision or fear of heights.

Start with a Character Sheet (see p. 12). Blank forms are in your Instant
Characters booklet. Fill it in as you go aong, keeping track of the points you spend.
Y ou may make as many copies of thisform as you like, but only for persord use

Four sample characters, with complete Character Sheets aready filled in, are
included on pp. 214-217. Y ou may use these characters for the adventure included inthis
set. The character of Dai Blackthorn (p. 214) has also been used for the examples
throughout this section: you may want to find this character sheet now and use it for
reference as you reed on.



INDIVIDUALIZING YOUR
CHARACTER

Character creation starts with four
basic attributes - Strength, Dexterity,
Intelligence and Health. These four
basic attributes are explained on the next
page. They are very important . . . but
they are adso very "generic."

Several other things make your
character an individual: Physical
Appearance, Wealth and Satus,
Advantages, Disadvantages, Quirks and
Sills.. It doesn't matter what order you
takethem in ... start with the one most
important to you, and work from there.
Skills and advantages cost points.
Disadvantages, if you choose to take
them, give you extra points to spend
elsewhere. Personal appearance, unless it
is especially good or bad, does not
affect your point total. It's just a matter
of deciding what your character looks
like

The next page shows a Character
Sheet for the sample character we will
create. Each section of the sheet is keyed
to the chapter that explainsit.

One thing should be understood before you go on. This system of creating a
character is designed to give a balanced individual, whose strengths and weaknesses
more or less cancel each other out. In real life, of course, being super-strong
doesn't necessarily mean you have to give up something else. And being weak in
body (like Dai Blackthorn - see p. 214) doesn't mean you'll automatically be good at
something else.

A totaly realistic system would be one in which a character's strength (for
instance) was determined randomly, with no relationship to anything else. . . and soon
for each attribute and every other facet of his personality. In fact, such a system is
presented later in these rules - see Random Characters, p. 84.

But such random choices aren't really satisfactory for your personal player
characters. The luck of the dice may bring you a superman ... or aweak, stupid,
boring clod. You avoid people like that in real life; why would you want to become
one, even for aminute, in a game?

The GURPS system is balanced. All 100-point characters start off "equivaent,”
though not the same. But you can design the type of character you want while leaving
room for growth and improvement.

Beqginning Point Levels

When you create a character, you start
with a fixed number of "character points'
to spend on abilities. For most campaigns,
we suggest that beginning characters be
"built" on 100 points. This is intended to
allow them to be above-average people. . .
the stuff from which heroes are made.
With 100 points, they can have an interest-
ing number of useful skills and abilities,
without being so powerful that they waltz
through the opposition!

If you insist on starting with "average"
people for your adventures, take 25 points
and go ahead . . . but average people tend
to die quickly in dangerous situations:

For GMs who want to run different
sorts of games, and as a guideline for cre-
ating NPCs, here is arange of point totals
for different "levels' of characters:

Below-average.................. 15 pointsor less
AVEIADE......c.coveveeeieeieeeeiee s 25 points
Above-average ..... ....50 points
Experienced........cccoovvevreeieivennnnn. 75 points
Heromateria .......covveveeeeeennnee 100 points

Full-fledged hero..........cocuene... 150 points
Truly outstanding.........cccevevrunne 200 points
Superhuman.................. 300 points or more

Game World Adaptations
and Nonhuman Races

The character-creation information here
is "generic." For the most part, it appliesto
any character anywhere - though of course
not all skills are available in every game
world! Each specific game world may
have its own skills to be learned, specia
advantages available to characters born
there, etc. If your game world comes from a
GURPS supplement, al that information
will be supplied. If you are inventing your
own game-world, give some thought to the
things that make its people different and
specid!

Other races - that is, nonhuman char-
acters - can also be created. This would
include elves, dwarves, orcs, etc. (covered
in our Fantasy Folk source book); alien
races from your favorite science fiction
epic; mutant strains of human; and any-
thing else you can think of.

Most nonhuman characters are "built"
the same way that a human character is,
with modifications to reflect the special
strengths and weaknesses of their race. An
example

Elves

To create a character who is an df, add 1
point to hisfinal DX and 1 to 1Q. Subtract 1
from ST. An ef weighs 15 Ibs. less than a
human on te average. All elves get the
Combat Reflexes advantage, and one level
of Magical Aptitude automatically. The cost
to be an df is 40 character points.
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Four numbers called "atributes' are used to define your badic abilities. Thee are:

STRENGTH (ST), ameasure of "brawn” or physica muscle.

DEXTERITY (DX), ameasure of agility and coordination.

INTELLIGENCE (IQ), a measure of brainpower, dertness, adaptability and generd
background experience.

HEALTH (HT), a measure of energy and vitdity. HT aso stands for "hits' - the
amount of physicad damage a character can take. When you have taken "hits' equd to
your Health score, you soon fall unconscious. Further injury can kill you. Degath is not
permanent in dl gameworlds, but it's inconvenient.

The four attributes are considered equally valuable. Getting a Strength of 12 will
"cogt" just as many points asaHedth, Dexterity or |Q of 12. The point cost for beginning
atributesisgiveninthetable below. Notethat ascore of 10inany attributeisfree,since 10
is"average." Scores below 10 have a negative cost - for instance, if you take a Dexterity
of 8, the cost is-15. By making your character somewhat clumsy, you have "earned" an
extra 15 points thet can be gpplied dsewhere.

The scores below range from 1 to 20. 1 is the lowest score permitted for a human.
There is NO upper limit to any score - however, very high scores are impossible for
beginning characters. For each attribute, a score of 10 represents the human average;
anything from 8 to 12 is in the range consdered "normd.” Scores above 16 are definitely
unusud; scores above 20 are superhumant

Thistable isintended for (physicaly) adult characters- 15 years old and older. For a
younger character, follow the rules given for children on page 14.

beginning attribute levels

and their meanings

Level (F;gis?t Srength (ST)  Dexterity (DX)  Intelligence (IQ) Health (HT)
1 -80 Infant Veodable Bardv avake
2 -70  Cannot wak Cannot wak Insect

3 -60  3yexr-old Repttile Very Sckly
4 -50 4vexr-dd Ludicrous Horse

5 -40 6vyex-dd Dog Sckly

6 -30 8vyex-dd Chimpanzee

7 -20  10yexr-ad Clumsy Child Week

8 -15  13vyea-old Dull

9 -10 Dull averaoe

10 O Aveaage Aveaage Aveaage Aveaage

11 10 Averape+

12 20 Wekendahlete Graceful Brioht averaoe

13 30 Bright Enargeic

14 45 Athlee Very briaht

15 60 Genius-minus

16 80  Weqgntlifter Veay nimble Gaius Very hedthy
17 100 Genius-plus

18 125 Circussronoman

19 150 Nobd Prize

20 175 COlympicwtlifter  Incredibly agile Perfect hedth

Each additiond point in any attribute costs another 25 character points. Any
score over 20 is superhuman!

How to Select Basic

Attributes

The basic attributes you select will
determine your abilities - your strengths
and weaknesses - throughout the game.
Choosewisdy.

Srength is in some ways the least
important of the attributes - unlessyou are a
warrior in a primitive world, in which
case it is very important indeed. A high
strength (ST) lets you do more damage
with bare hands or hand weapons. It aso
lets you dimb wel, move and throw heavy
things, move more quickly with aload, etc.

Dexterity controls your basic untrained
(or defauilt) ability a most physcd skills. A
high DX is very important to any warrior
(primitive or modern), craftsman, ahlete or
mechine-operator. DX a0 hdps determine
your Speed score- how fagt you run.

Intelligence represents both native
intellectud ability and generd experience. It
rules your default ability a dl "mentd"
skills - languages, sciences, magic and so
on. Any wizard, scientist or gadgeteer
needs a high 1Q firg of dl. A warrior can
get dong without much intdligence, espe
cdlyif hehassmart friends.

Health represents endurance, resstance
to poison, radiaion and wounds, and basic
"grit." The higher your HT, the more phys
icd damage you can teke, and the less likely
you are to succumb to illness, injury, etc.
A high HT is good for anyone - but for
low-tech warriors it is vital. However, do
not let a high HT blind you to the
importance of armor. A battle-axe will cuta
healthy man in two just as easily as it
will aninvdid!

Handedness

Decide whether you are right- or left-
handed. These rules assume you are right-
handed unless you decide othewise or pay
the points to be ambidextrous. If you
dedide to be left -handed, and combat damage
is roiled to your right hand, it happens to
your left instead. There is no point
bonus or pendty for being | eft-handed.

Whenever you try to do anything so
nificant - swing asword, forge aletter, etc. -
with your "off hand, you will be a a -4
pendty. This does not apply to things you
normally do with your off hand, like shidd
e




Exampleof
Character Creation

Dai Blackthorn is a beginning character.
He hes a Hedth of 12 (20 points); a Strength
of 8 (15 points); a Dexterity of 15 (60
points); and an |Q of 12 (20 points). This
adds up to only 85 points, out of the 100 that
Dai gets to start with. We'll get back to the
other 15 pointsin aminute. Well need them!

What do his four attribute scores tell us
about Dai Blackthorn? Well, he's fairly
bright, and he's very graceful and well-
coordinated. He's also hedthier than aver-
age. But he's not strong; almost any adult
can lift more weight than Dai. He's fast,
though; 12 (HT) plus 15 (DX) is 27, divided
by 4 gives a Speed of 6.75 - unencumbered,
heruns 6 yards per second.

You can easily picture him ... atough,
wiry little fellow, smart and nimble, who
|leavesthe heavy work to others.

As for handedness, we don't care. He
might aswell be right-handed.

But that's al we know so far. His back-
ground and history, knowledge and skills,
likes and dislikes, even the world he lives
in... we haven't filled those in yet. Dai
Blackthorn could be awizard's apprentice, a
17th-century swashbuckler, a 20th-century
secret agent, or a 23rd-century Free
Trader in outer space. If he lives long
enough, he may be all these things . . .
someday. But he hasto start somewhere.

WEell develop Dai's character as we go
through the chapters on Physical Appear-
ance. Weadlth and Status, Advantages,
Disadvantages. Quirks and Skills.

Listing Attributes on

Your Character Shedt

As shown on Dai's Character Sheet (p.
12 and 214), the four attributes are listed in
the boxes in the upper left corner. Point
cost for each attribute goes in the blanks to
the side, to help keep track of the total
number of pointsyou have spent.

Y our Speed Score

Speed (how fast you run) is another important factor. However, your Speed score
figured from your HT and DX attributes, and shows how fast you can run without
encumbrance. An average person has a Speed of 5, meaning that, without any encum-
brance he can run about 5 yards per second - though he can go a little faster if |
sorintsin agraight line (see p. 108).

Add your HT and DX together. Divide the totd by 4. The reault is your Basic Speed
Score- enter it on your Character Sheet. Do not round it off. If (for instance) your Basic
Speed is 5.25, your unencumbered movement is 5 hexes. But there will be times when
Speed of 5.25 is better than a 5!

Leavethe Move box blank for now. This will show how far you can move each turn
when carrying your weapons, armor, loot, etc. Y ou will fill it in later, after you choose
your equipment and determine how much it weighs.

CHILDREN

The table of attributes given on p. 13 isintended for adult (or near -adult) human
beings. Children will have different "average’ levelsin each atribute. If you want a charecter
under 15 yearsold (usudly as an NPC), you can use these average leves for eech eage:

average attributes for children

Age ST DX 1Q HT
01 1 1 3 1
2 2 3 4 2
3 3 4 6 3
4 4 5 6 4
5 4 6 7 5
67 5 7 7 6
89 6 8 8 7
10-11 7 9 8 8
1213 8 10 9 9
14 9 10 9 10

A character 15. 16 or 17 years old
is created on the regular table, but
mugt take the Y outh disadvantage.

If you want to create an unusual
child - onewhose attributes are different
from the average - you may do so. The
point cost (or bonus) is the same asfor
an adult, based on the difference
between the desired attribute level and
the average level for the child's age.
Example: You want a 9year-old child
with an 1Q of 15. Average |Q for that
age is 8. The difference is 7 points. On
the Attribute Table, we see that the
cost for an adult to havean 1Q of 17 (7
more than adult average) is 100 points.
So it will cost 100 character points to
givea9year-old childan IQ of 15.

Note that the lower 1Q score for children does not correlate with the type of 1Q,
measured by atest. 1Q in this game isboth intelligence and generd experience. A child
may be bright, but isnot likely to have as much genera experience asan adult. And notice
that abeginning character may not put morethan (2 x age) pointsinto skills; a12-year od
child could have a maximum of 24 pointsin skills.

As arule, children should be created with 50 points or less. To make up for this
when a child stays in the game for along time, keep track of his birthday! For instance
when a child turns 10 years old, his ST, DX and HT &l go up one (1Q stays the same)
Thisincrease is absolutely free.

BEN Dosic attributes



You are free to set the physical appearance of your character in any way you like. Or
you may randomly choose hair color, skin @lor and so on; see p. 84.

However, outstanding good (or bad) looks are considered advantages (or disadvan-
tages). Good looks cost points; bad looks give you bonus points to spend el sewhere.

Hideous Appearance: May be any sort of disgusting looks the player specifies:
hunchback, severe skin disease, wall-eye . . . preferably severa things at once. The
character is-4 on any reaction roll except by totally alien creatures (who don't care) or by
people who cannot see him or her (who will be very surprised when they finally meet
the character, and may have to make another reaction roll at the GM's discretion). -20
points.

Ugly Appearance: As above, but not so bad - maybe only stringy hair and snaggle
teeth. -2 on reaction rolls, except as above. -10 points.

Unattractive Appearance: Nothing you can put your finger on - the character just
looks vaguely unappealing. -1 on reaction rolls by members of hisgher own race, but no
penalty for other races - this problem istoo subtle for them to notice. -5 points.

Average Appearance: No bonuses or penalties of any type; this person can blend
easily into a crowd. A viewer's impression of higher looks will depend on behavior. An
"average" person who smiles and acts friendly will be pleasant-looking; one who frowns
and mutters will be remembered as unattractive. No point cost or bonus.

Attractive Appearance: This person doesn't enter beauty contests, but is definitely
good-looking. +1 on all reaction rolls by higher own race. 5 points.

Handsome for Beautiful) Appearance: This person could enter beauty contests. +2 on
al reaction rolls made by the same sex; +4 by opposite sex - as long as races are same or
smilar. 75 points.

Very Handsome (or Beautiful) Appearance: Enters beauty contests and wins regu-
larly. +2 on reaction rolls made by the same sex. +6 (!) on reaction rolls by opposite sex.
Exception: If members of your own sex already had reason to dislike you (more than 4
points of negative reaction modifiers, regardless of positive modifiers), then they will
resent your good looks, and instead of a +2 you will have a -2. This problem will appear
a the GM's discretion. A further difficulty: You may be bothered by talent scouts,
friendly drunks, slave traders and other nuisances, depending on where you are. 25 points.

Height and Weight

Players are free to select height and weight for their characters, within reason
(whatever they think that is). This can be important for several reasons. Not only is it
good to have a definite idea what your character looks like, but height and weight can
determine whether you can impersonate an enemy, fit into that suit of armor you found,
make it into that narrow hole, reach that window ledge. . .

The tables in the sidebar can be used to determine "average" height and weight, and to
provide a slight random variation if desired. Average height is based on your ST score.
Weight, in turn, is based on your height.

HYSICAL APPE

- Height/Weight Tables

— 52" orless 1201bs.

— 53" 1301bs
5orbelow 54" 1301bs
6 5'5" 1351bs
7 56" 1351bs
8 57" 140 Ibs.
9 58" 145 lbs.
10 59" 1501Ibs.
11 510" 1551bs
12 511" 160 Ibs.
13 6 feet 165 Ibs.
14 6'1" 170 Ibs.
15 62' 1801bs
16ormore 63" 190 Ibs.

For each inch of height over 6’3" , add
10 Ibs. to average weight.

Modifications

If you don't want average height and
weight, roll 3 dice and consult the following
table for a modifier to height. Find
modified (i.e., true) height, then find aver-
age weight based on true height, and use
the table again to find true weight. Note
that, even with this table, most people will
have a fairly average build . . . but (for
instance) you could come out very tall but
skinny! Anyone with a betterthan-average
appearance should have a weight within
20% of "average" for his height.

Dieroall Modification
-6" or-40 Ibs.
4 -5" or-30lbs.
5 -4" or -20 Ibs.
6 -3" or-10Ibs.
7 -2" or-51bs.
8 -1"or -51bs.
911 no modifications
12 +1" or +5 lbs.
13 +2" or +5 lbs.
14 +3" or +10 Ibs.
15 +4" or +20 |bs.
16 +5" or +30 |bs.
17 +6" or +40 Ibs.
18 +6" or +50 |bs.

These tables are based on 20th-century
males. For a female, subtract 2" from aver-
age height and 10 Ibs. from average
weight). For a historically accurate pre-
19th-century character, subtract 3" from
average height. Weight is always deter-
mined after height.

Dai Blackthorn's Appearance
So Dai will blend into the crowd, we
give him average looks. We want him to
be small; rather than roll dice, we choose
tha appearance shown on his character
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Starting Wealth

"Starting wealth" covers both money
and property. Start with the amount of
money your "wealth level" entitles you to
for your world. Buy the possessions you
want to start with (using the shopping list
in the appropriate worldbook). Any
unspent money isyour "bank account.”

Redlisticaly, characters with a "settled"
lifestyle should put 80% of their starting
wealth into home, clothing, etc., leaving
only 20% for "adventuring” gear. For wan-
derers, or anyone Poor or worse (pioneers,
knights-errant, hoboes. Free Traders), the
GM may alow al starting wedth to be
used for movable possessions. This is most
appropriate if the PCs live in their
ship/wagon/balloon asthey travel.

Characters should nor be allowed to
provide bankrolls for their dead-broke
friends. Otherwise, the disadvantages of
poverty become meaningless. GMs may
enforce this by any means, reasonable or
otherwise. The GM can allow rich characters
to HIRE poor ones, if hewishes.

A PC who needs a little extra money
may spend character points for it either at
the time of creation, or later. Cash equiva
lent to one month's job earnings costs 1
character point. Note that it is not "cost-
effective” to spend more than a few points
this way when a character is created: it is
better to buy a higher level of Wealth.

Sandard Starting Wealth

Standard starting wedlth depends on the
game world. In the 20th century, inflation
reduces the value of the dollar so much
that equivalent starting wealths change
rapidly over a few decades. Some sugges-
tions.

Fantasy/medieval worlds; $1.000 (that
is, 1,000 copper farthings).

Late 19th century: $750 (£150 British).

Early 1900s ("Roaring 20s"): $750.

Mid-20th century (WWII era): $5.000.

Modern (late 20th century): $15,000.

Interstellar campaign: $15,000.

Later Earnings

A character can depend on his adven-
tures to bring in money ... or he can get a
job (see Jobs, p. 192). Remember that in
many worlds, unemployment is cause for
grave suspicion and bad reaction rolls.

If a poor PC becomes wedlthy, or if a
dead-broke PC wants a job, the GM should
require the disadvantage to be "bought off"
with character points - see p. 82.

The next thing to determine is your character's socia background. How much
money does he have? What is his position in society? Does he have areputation? How do
other people react to him? Like the rest of your character conception, this is very

important to roleplaying.

WEALTH

Wedth and poverty are rdative. A middle-class American lives in more luxury thana
medieva king, though he may have fewer gold coins in his basement. It depends onthe
gameworld - see the Sdebar.

All characters get the "standard” garting wealth for their world, unless they paid
extra character points for Wealth, or took the disadvantage of Poverty. In most worlds,
the range of standard starting wealth and income is relatively great, and your skills will
determine your job and income

Several levels of wealth are presented below. See Economics (p. 189) for more
information. The precise meaning of each wealth level will be defined, for a particular
gameworld, in that world's book.

Wedth governs

Ia) how much money you start play with:

(b) how much money you earn per game month (though this depends on your specific
job too):

(¢) how much time you must spend earning your living.

Wealth Levels

Dead Broke: You have no job. no source of income, no money, and no property
other than the clothes you are wearing. You are either unable to work, or there are no
jobsto befound. -25 points.

Poor: Your starting wealth is only /s "average" for your society. You spend 50
hours per week at your job. Some jobs are not available to you, and no job you find will
pay you very well. -15 points.

Sruggling: Your starting wedlth is only l/2 "average' for your society. You spend
40 hours per week at your job. Any job isopen to you (you can be astruggling doctor, or
a struggling movie actor), but you donit earn much. This is appropriae if you are (for
ingtance) a 20th-century student. -10 points.

Average: Y ou have exactly the average starting wealth for your society. Y ou spend40
hours per week at your job. and support an average lifestyle. No points

Comrfortable: You work for a living, but your lifestyle is better than average. You
spend 40 hours per week at your job. Your starting wedlth is twice the average. 10
points

Wealthy: Your starting wedlth is five times average: you live very well indeed.
Your job takes only 20 hours per week. (In a badly-paid job, such as "servant." you
don't make any more than anyone else, but you still have your high initia wedth, and
you gill work only 20 hours aweek.) 20 points.

Very Wealthy: Your starting wealth is 20 times the average. You spend only 10
hours aweek looking after business (thisis hardly a"job"). 30 points.

Filthy Rich: Y our starting wedlth is 100 times average. Y ou spend 10 hours aweek on
business purstits. Y ou can buy amost anything you want without considering the cod.
50 paints

B wealrh apd statys,



REFPUTATION

Some characters are so well-known that their reputation actually becomes an
advantage or a disadvantage. For game purposes, reputation affects the reaction rolls
made by NPCs (see p. 180). The details of your reputation are entirely up to you; you
can be known for bravery, ferocity, eating green snakes, or whatever you want. If you
have a reputation, either your name or your face will be enough to trigger a "reputation
roll" to see if the people you meet have heard of you. Roll once for each person or small
group you meet. For alarge group, the GM may roll more than onceif he likes.

There are three components to your reputation: Type of Reputation, People
Affected, and Frequency of Recognition.

Type of Reputation affects the reaction roll modifier (see p. 180) that you get from
people who recognize you. For every +1 bonus to a reaction roll (up to +4), the cost is 5
points. For every -1 penalty (up to -4), the cost is-5.

People Affected modifies the value of your reputation. The larger the "affected
class' - the people who might have heard of you - the more your reputation is worth, as
follows:

Everyone you will meet in your campaign: use listed vaue.

Large class of people (all people of a particular faith, all mercenaries, all tradesmen,
all autoduelling fans, etc.): 1/2 value (round down).

Small class of people (all priests of Wazoo, al literate people in 12th-century
England, al mages in modern Alabama): 1/3 vaue (round down).

If the class of people affected is so small that, in the GM's opinion, you would not
meet even one in the average adventure, your reputation doesn't count at al. This is
entirely based on your own campaign; for instance, mercenary soldiers will be very rare in
some gameworlds, and very common in others.

Frequency of Recognition also modifies the value of your reputation. The more
often you are recognized by members of the "affected class," the more important that
reputation is, asfollows:

All the time: no modifier.

Sometimes (roll of 10 or less): 1/2 value, rounded down.

Occasionaly (roll of 7 or less): 1/3 value, rounded down.

Example: Sir Anacreon has a reputation for fearless monster-daying - which earns
him a +2 reaction from those who recognize him. Everyone has heard of him (no modifier);
he is sometimes recognized (1/2 value). Thisis a 5-point advantage.

Example: Snake Scarsdde is a cheap crook and part-time stoolie. His name is good for
a -3 reaction (-15 points). He is only recognized occasionaly (1/3 value). And he is
known to afairly large group (the underworld - 1/2 vaue). 15 x1/2 x1/3 is 2.5 - rounding
down to a big 2-point disadvantage.

Note that it is possible to have
more than one reputation. For instance, a
crimefighter might be well-known,
earning a+4 from honest citizens and a -
4 from the underworld. In terms of
point value, this would cancel out. But
if you want to record it on your sheet
and play it ... more power to you! If
you have overlapping reputations
(especially if one is good and one &
bad), the GM should check each one
before determining how an NPC reacts
toyou.

Of course, your reputation extends
only within a certain area. If a character
travels far enough away, the GM may
require him to "buy off the disadvan-
tage points that he took for a bad repu
tation. (There is no corresponding
bonus for losing a good reputation.)

Literacy

Literacy - the ability to read - isin real
life a skill. But it is an unusual skill, and its
value varies widely from one game world
to the next. Therefore, it warrants special
trestment!

In high-tech game worlds (anything at
or above TL5, which is the Industrial
Revolution period), many people can read
(at least enough for street signs and the
evening paper) and illiteracy is a handicap.
Any character in such a game world is
assumed to be literate unless you specify
otherwise. Therefore, being illiterate is a
disadvantage, worth -10 points.

In primitive game worlds (anything at
or below TL4, which is the Renaissance/
Colonia period), few people can read, and
it is quite possible to get by all your life
without needing to read. Any character
created in a primitive world is assumed to
be illiterate unless you specify otherwise.
Being literate is an advantage, which costs
10paints.

If you, as a GM, create a game world
where the printed word does not matter at
al, then literacy would be of no account,
and literacy would not be an advantage or
illiteracy a disadvantage. However, we
could not think of any Terran examples
past the Bronze Age ... The printing press
(developed at TL4, and common by TL5)
has had atremendous effect on culture.

GMs, remember: If you are dealing
with illiterate characters (in any sort of
game world) - they really can't read!
Enforce this. Notes, signs, scrolls, books,
and the names on maps (though not the
maps themsalves) are only for those who
can read! The player may still pass secret
notes, if necessary, and you may pass the
player notes to tell him things the other
players don't know - but the character
cannot reed anything.



Exampleof
Character Creation

Let's go back to Dai Blackthorn, the
character we started on page 14, and fill ina
few more things. Currently. Dai has 15
unspent character points.

Wealth: WEe're going to make Dai poor.
He will start with only 1/5 the "standard"
wedlth for his game world. In a fantasy
game world, the standard starting wealth is
$1,000 (i.e., 1,000 copper farthings) - so
Dai starts with $200. Price information is
given in the tables on pp. 206-213. We'll
equip Dai later, after we know more about
him.

Poverty is a disadvantage worth -15
character points, so Dai now has 30 char-
acter pointsto spend.

Reputation: To Dai's chagrin, very few
people outside his immediate circle have
ever heard of him. He has no Reputation.

Satus. Dai is definitely a 'question-
able" sort, so we could certainly give him a-
1 (crimind) status if we wanted to. In this
particular case, we choose not to. We justify
that by saying that in his home area,
everybody is a bit ragged, and there's no
way to recognize him as an underworlder
just by looking. So he has Status 0: ordi-
nary citizen, worth no points either way.

Literacy: Dai can't read, but since hisis
a low-tech fantasy world, this is no disad-
vantage. It would cost him 10 character
points to be able to read. He can ¢t along
without it. .. we hopel

STATUS

Status is much like reputation, except that it reflects your socia standing rather than
your personal popularity. Anyone can determine your status by looking at you, your
dress, and your bearing. If you have very high status, your face may be easily recognized
- or perhaps the gaggle of servants that surrounds you will get the message across. (If you
disguise yourself successfully, you can change your apparent status, but this is a good way
to get into alot of trouble!)

Status is measured in "social levels," ranging from -4 (worthless scum) to 8 (you are
considered literally divine). For a sample chart of socia levels, see p. 191. The point cost
is 5 points per "level" of status. So a status of 5 costs 25 points, and a status of -3is a
disadvantage worth -15.

Status also costs money to maintain. For more on this, see Social Level and Cost of
Living, p. 191.

High Satus

High status means that you are a member of the ruling class in your origina culture.
Y our family may be hereditary nobles (e.g., Plantagenet, Windsor), successful businessmen
and/or politicians (Rockefeller, Kennedy), or some other type of big shots. Or you may
have achieved status by your own efforts. As a result, others in your culture only will
defer to you, giving you abonus on al reaction rolls. Your Savoir-Faire skill (seep. 64) for
your own culture defaults to your 1Q+2; for other cultures, it defaults to your 1Q.

High status carries various privileges, different in every game world. If you are not
using a specific game world book, these are up to the GM. Because of the common rela
tionship between status and wealth, a wealth level of Wealthy or above lets you pay 5
fewer points for high status. In effect, you get one level of status free. But note that any
high-status person is a likely target for kidnappers and status-seeking nuisances, and
some criminal types hate"theruling class"

Low Satus

You are a servant, criminal or slave. Note that this is not the same thing as the dis-
advantage of Social Stigma (p. 27). In medieva Japan, for instance, a female could have
very high Status (and the associated cost of living), but still geta-1 on reactions dueto the
Social Stigma of being female.

The interaction of Status. Socid Stigma and Reputation can give interesting results.
For instance, a person who is obviously from a lower social class, or even a disdained
minority group, might earn such a reputation as a hero that others react well to him.

Satus as a Reaction Modifier

When a reaction roll (p. 180) is made, the rela
tive status of the characters involved can affect the
reaction. The GM can roleplay his non-player characters
ashe likes, of course, but some general guidelines
would be:

Higher status usually gives you a reaction bonus. If
you have status 3, for instance, those of status 1
would react to you a a +2, and thoseof status O
would react to you at a +3. (Except, of course, for
criminals who resent status.)

Negative status usually gives a penalty. If your
statusis so low thatit's negative, those of higher status
will react badly to you. Take the difference
between your status and the NPC's asa reaction
penalty, but no worse than -4.

Lower status may give a penalty. If you are deal -
ing with an NPC who is basically friendly, your status
won't matter (as long as it's positive). After al. the
king has a far higher status than his knights, but he
reacts well to them . . . most of the time. But if the
NPC is neutral or already angry, lower status makes it
worse. "How dare you, a mere knight, tell me my bettle
plan is foolish?'



These are character traits that are innate abilities. With few
exceptions, a character may only be given these advantages when
he isfirst created. After that, there is no way to gain or "earn”" them.
(But note that magic or high technology may give a character the
artificial eguivalent of an advantage like Acute Hearing!) Each
advantage has a cogt in character points. A character may have as
many advantages as he can afford.

For some advantages, the cost is fixed. Others (e.g., Acute
Vision) can be bought at any level, at a certain point cost for each
level. For instance, Acute Vision costs 2 points for each +1 bonus. If
you want a+6 Acute Vision bonus, it will cost 12 points.

For a complete list of all advantages, see the Instant Characters
play aid included with this book.

Absolute Direction 5 points

You aways know which way is north, and you can aways re-
trace a path you have followed within the past month, no matter
how faint or confusing it may be. This ability does not work in
environments such as interstellar space, the limbo of the astral
plane, etc., but it does work underground, underwater, and on other
planets. Also gives a+3 bonus on your Navigator skill.

Absolute Timing 5 points

You have an accurate mental clock. Unless you have been
knocked unconscious, hypnotized, or otherwise interfered with, you
always know what time it is, down to the second. You can aso
measure any elapsed time with equal accuracy. Sleep does not
interfere with this (and you can wake up at a predetermined time if
you choose). Changes of time zone aso have no effect. Time travel
will confuse you until you find out what the "new" timeis.

AcuteHearing 2 pointy/level
You get a bonus on your Hearing roll (see p. 92) whenever you

must roll to hear something, or when the GM rollsagainst 1Q to see if

you noticed a sound. Cost: 2 points for every +1 bonus to your roll.

Acute Taste and Smell 2 points/level

You get a bonus on any Taste or Smell roll (see p. 92). For
instance, the GM might roll to see if you noticed the taste or smell of
poison in your drink. Cost: 2 points for every +1 bonus to your rall.

Acute Vision 2 points/level

You get a bonus on any Vision roll - that is, when you roll to
look for something, or whenever the GM rolls against 1Q to see if
you noticed something. Cost: 2 points for every +1 bonus to your
roll.

Alertness 5 points/leve

A general bonus you get on any Sense roll, or when the GM
rolls against your 1Q to see if you notice something. This advantage
can be combined with any or al of the acute senses. Cost: 5 points
for each +1 bonusto your roll.

Ambidexterity

Y ou can use both hands with equal skill. Y ou do not suffer the -
4 DX pendty for usng an "offhand" (see Handedness, p. 13), and
can fight (or act) with either hand, or (in an All-Out Attack) with
both hands at once. Should some accident befall one of your arms or
hands, assumeit isthe left one.

AGES

10 points

Animal Empathy 5 points

You understand animals and like them, and they like yau. You
get a +2 on any reaction roll by a wild animal, and a +4 on any
reaction from a tame animal. You aso get a +4 bonus on any "ani-
ma" skill roll (Anima Handling, Riding, Vet, etc.). However, you
may never kill an animal without a very good reason, and you
should try to prevent others from doing so. Note that killing for food is

perfectly acoeptable, and in ahunting Stuation you will get a +3 bonus
to find game.

Attractiveness Variable (seep. 15)

Charisma 5 points/level

This is the natural ability to impress and lead others. Anyone
can acquire a semblance of charisma by good looks, good manners
and intelligence - but real charisma works independently of these
things, and you either have it or you don't. It affects any reaction
roll made by any intelligent creature. Cost: 5 points for each +1
bonus

Clerical I nvestment 5 or more points,

GM'sdiscretion

You have been ordained as a minister of some rdligion. A cleric
has a number of powers and privileges that alay man lacks, including
a +1 reaction bonus from co-religionists and those who respect his
faith. He or she will be addressed by a title - Father, Sister,
Reverend, Shaman - and can perform such ceremonies as
Confirmation, Marriage and Exorcism.

Remember that not all clerics are nuns or rabbis. AkaAr, high
priest of the unholy Cult of Set, is a vested priest as well, and the
blessings and marriages he performs will be just as meaningful to
his own flock as are those of a vicar to his parish. And, if Set so
wills, AkaAr will be able to perform exorcisms as potent as those
of a Christian minister, if not more so. AkaAr will have a better
working knowledge of demons.. . .

The GM should determine whether clerics, in his campaign, can
cal upon active aid from Beyond. If so, and if clerics are known to
be able to get such aid, Clerical Investment will be worth 10 points or
more. If Investment is merdly (as far as the players know) a
"social" advantage, it costs 5 points.



ADVANTAGES

Combat Reflexes 15 points

You have extraordinary reactions and are very rarely surprised
for more than a moment. You get a +1 to any Active Defense in
combat. You aso get a +1 on any Fagt-Draw sKkill, and +2 to any
Fright Check (p. 93). And you never "freeze’ (see p. 122).

Furthermore, your side gets +1 on initiaive rolls to avoid a sur-
prise atack, or +2 if you are the leader. Y ou, personaly, get a +6 on
any 1Q rall to wake up or to recover from surprise or amenta "stun.”

Common Sense 10 points

Any time you start to do something that the GM fedsis STUPID,
he rolls againgt your 1Q. A successful roll means he must warn you,
"Hadn't you better think about that?' This advantage alows an
impulsive player to takethe part of athoughtful character.

Danger Sense 15 points

You can't depend on it, but sometimes you get this prickly feding
right a the back of your neck, and you know something's wrong

. If you have Danger Sense, the GM rolls once againgt your 1Q,
secretly, in any Situation involving an ambush, impending disaster, or
smilar hazard. A successful roll means you get a warning that
something'swrong. A roll of 3 or 4 meansyou get alittle detal asto
the nature of the danger.

Note: In a campaign that uses ps powers, this can be an ESP
ability! See Psonics, Chapter 20.

Double-Jointed 5 points

Your body is unusudly flexible. You have a +3 on any Climbing
roll, on any roll to escape from ropes, handcuffs or other restraints, or
on any Mechanic rall (to reach into an engine, of coursa!).

Eidetic Memory 30/60 points

You remember everything you see or hear. This taent comes in
two leves.

At the first level, you remember the generd sense of everything
you concentrate on. Thus, al points you put into "regular” mental
skills count double (there is no bonus for ps skills). You get a+1 on
magic spells. Also: whenever you need to remember a detail of
something you have been told, the GM rolls against your 1Q. A suc-
cessful roll means he must give you the information! Cost: 30 points.

The second level is true "photographi c memory." Y ou remember
everything that has ever happened to you! All points you put into
"regular mental skills count quadruple. You get a +2 bonus on
magic spells. Furthermore, any time you (as the player) forget a
detail your character has seen or head, the GM or cother players
must remind you - truthfully! Cost: 60 points.

Empathy 15 points

Y ou have a"feding" for people. When you first meet someone, or
when you are reunited after an absence, you may request the GM to
roll againgt your 1Q. He will then tell you what you "fed" about that
person. (Note that a failed roll means the GM may lie to you.) This
taent, when it works, is excellent for spotting imposters, ghostly
possession, etc., and determining the true loyalties of NPCs. You
can also use it to determine whether someoneis lying . . . not what
thetruth redly is, but just whether they are being honest with you.

Note: In a campaign that uses ps power's, this can be a Ps ability!
See Psonics, Chapter 20.

High Pain Threshold 10 points

You ae as susceptible to injury as anyone else, but you don't feel
it as much. If you are hurt in combat, you are not stunned and do not
have the norma DX penalty on your next turn (exception: a head
blow or critical hit will still stun you). If you are tortured physicaly,
you are a a +3 to resist. The GM may let you roll a Will +3 to
ignore pain in other situations.

I mmunity to Disease 10 points

Your body naturaly resists all disease organisms. Y ou will never
catch any infection or disease "naturdly." If you are forcibly injected
with a disease organism, your body will throw it off immediately.
Virus and fungus invasions are aso considered "disease," though
larger parasites (e.g., a tapeworm) are not. You may not take this
advantage unless you also start with a HT of 12 or better. However,
theimmunity will remain, even if HT is reduced below 12

I ntuition 15 points

You usualy guess right. When you are faced with a number of
alternatives, and no logical way to choose between them, you can
use your intuition as follows: The GM adds your 1Q to the number
of "right" choices, subtracts the number of possible "wrong"
choices, and rolls against the resulting number. A successful roll
means he steers you to a good choice; a roll of 3 or 4 means he
tells you the best choice. A failed roll means you are given no
information. A critical failure means he steers you toward a bad
choice. . . your intuition failed you. The GM can modify this sygdem
as he sees fit for other Stuations in which intuition might logi cdly
help.

Only one roll per question is alowed. Note aso: The GM cannot
let this advantage be used to short-circuit adventures - by letting the
intuitive detective walk into a room, dap the cuffs on the quilty
party, and close the case. At the most, intuition would point the
detective in the direction of a good clue. GMs who don't think
they can control this advantage should not alow it at al.

Language Talent 2 points/level

You pick up languages quickly. This talent is cumulative with
others; if you have Eidetic Memory and Language Taent, you will
probably be speaking 20 languages before long. Whenever you
learn any language, add your level of Language Talent to your 1Q.
Example: Your 1Q is 10; your Language Taent is 2. You learn lan-
guages as though your 1Q were 12! You get the same bonus on
Linguistics skill. See Language Sills, p. 54. Cost: 2 points for each +
1 bonus



Legal Enforcement Powers 5, 10 or 15
points

You are an officer of the law, with al the accompanying rights,
powers and restrictions. In some times and places, this amounts to a
license to kill; in others, it's little more than the right to carry a
badge and write parking tickets.

The point cost is determined by the rights and privileges of the
character's branch of law enforcement. Generdly, a policeman with
local jurisdiction, the ability to arrest suspected criminals, the right to
perform searches with an appropriate warrant, and possibly the
right to carry a concealed weapon, has 5 points worth of Legal
Enforcement Powers. Examples would be a Victorian bobby or a
modern policeman.

Someone with nationa or international jurisdiction, or not obligated
to respect the civil rights of others, or free to engage in covert
investigations, or able to kill with relative impunity, must pay 10
points for his powers. Examples would be a modern FBI agent or a
medieva Royd Guardsman.

An officer with three or more of the above ahilities has 15 points of
Legd Enforcement Powers. An example might be a top agent of the
CIA, KGB, or MI-5.

Lega Enforcement Powers usually go hand-in-hand with an
appropriate Duty disadvantage, and with a Reputation which may be
an advantage, a disadvantage, or both.

Lightning Calculator 5 points

You have the ability to do math in your head, instantly. If you
have this talent, then you (the player) may use a calculator at any
time, to figure anything you want - even if your character is fleeing
for his life a the time! Alternatively, for smple math problems, the
GM may just say the character knowsthe answer.

Literacy 0 or 10 points

Although in redl life thisis a skill, it is trested as an advantage
for reasons which are explained on p. 17. In genera, you are
assumed to be literate if your world is mostly literate, and illiterate if
your world is mostly illiterate (TL4 and below). Being literate in a
world where most people cannot read is an advantage worth 10
points. Being illiterate in a world where most people can read is a
disadvantage, worth -10 points.

Longevity S points

Your lifespan is naturally very long. You will fail aging rolls
(seep. 83) only onanatura 17 or 18. A character with this advantage
gets no points by taking Age as a disadvantage!

Luck 15 or 30 points

Some people are just born lucky. Once per every hour of play,
you may make up to three rolls for some one thing, and then take
the best one! If the GM is rolling (e.g., to see whether a certain
NPC arives, or to see if you notice something), you tell him you
are using your luck, and he must roll three times and give you the
best result. You can use this advantage after the dice are rolled the
first timeto get two more attempts. Cost: 15 points.

Extraordinary Luck works the same way, but it is usable every
30 minutes, ingtead of every hour. Cost: 30 points.

Your luck only applies on rolls for your character to try to do
something, OR on outside events that affect you or your whole
party, OR when you are being attacked (in which case you may
Bake the attacker roll three times and take the worgt roll!).

Luck cannot be shared. If Strong Sam istrying to kick open a

ADVANTAGES

door, Lucky Lou can't stand behind him and transfer hisluck. Helll
have to kick that door himsdif.

Once you use your Luck, you must wait an hour (or 30 minutes
for Extraordinary Luck) before using it again. Y ou cannot use Luck at
11:58, and then again at 12:01. Note also that Luck cannot be saved
up. You cannot play for hours without using Luck and then useit
severd timesin arow!

Magical Aptitude (Magery) 15 pointsfor
first level, 10 points/level

afterward

You have a bonus to learn any magic spell. Of coursg, if you are
from a non-magica culture you will not start with any spells, but
you can till learn them more easily if you ever find an opportunity.
And when you enter a magical world, those who can detect your
aura (p. 162) will recognize you as a potentially powerful, though
untrained, magic-user. They may want to teach you - or kill you.

When you learn any spell, you learn it as though your 1Q were
equa to (IQ + aptitude). Example: You have an 1Q of 14 and a
Magicd Aptitude of 3. Y ou learn spdlls as though your |Q was 17!

In addition, the GM will roll vs. your (1Q + aptitude) when you
first see any magic object, and again when you first touch it. If the
roll succeeds, you will know intuitively that it ismagical. A roll of 3
or 4 will aso tell you whether the magic is helpful or dangerous, and
about how strong it is. Example: If you have 1Q 13 and 3 levels of
aptitude, you will recognize a magic item on a 16 or less. If the GM
misses the roll, he will simply tell you nothing. Note that use of this
advantage becomes tricky for a character from a non-magicd
background - like 20th-century Earth. Such a character will ill have
the ahility to sense magic, though until he gains experience with
magic the GM should not say, "That idol is magical," but "That idol
looks very strange to you, very sinister. Y ou sense there is something
specia about it." Characters without Magical Aptitude don't get any
roll to sense magica objects.

Cost: 15 points for the first level of Magery; 10 points for each

subsequent level up to amaximum of 3 levels.
A

Magic Resistance 2 pointy/level

You are less likely to be affected by magic of most kinds. Note
that this advantage cannot be combined with Magical Aptitude.
Y ou cannot be both magically apt and magically resistant. Indeed, if
you have Magic Resistance, you can't cast spells at al (though you
can still use magic weapons). Also, you cannot "turn it off to let
friendly spells be cast on you.

Magic Resistance, and its precise levd, can be recognized by
any mage who looks at your aura, or by anyone who casts a spell
againg you. The leve of your Magic Resistance is subtracted from
the cagter's skill with the spdll. If you have a Magic Resistance of 3,
and the caster has skill 15, his effective skill is 12. Magic
Resistance also adds to resistance against dixirs (see GURPS
Magic, pp. 98-100).




ADVANTAGES

Your Magic Resistance also adds to your ordinary resistance
againgt spells that can beresigted.

Your Magic Resistance thus protects you from having a spell
thrown directly on you. It does not defend you against (a) missile
spdlls; (b) attacks by magical weapons; () information-gathering
spelsinwhich the spel is not thrown directly on you, like Aura.

Magic Resistance has no effect on psionic attacks.

Mathematical Ability 10 points

This gives you a +3 on any math or computer skill except Computer
Operdtion, and a+2 to any Engineering skill & Tech Leve 6+.

Military Rank 5 points/level of rank

Just as Status (p. 16) reflects your position in society, Military
Rank (also called "grade") reflects your position in a military or
paramilitary organization. Each rank has authority over those of
lower ranks - regardless of persond ahility. Cost: 5 points per rank, up
to Rank 8.

Titles of ranks vary between organizations. Typicd examples:

Rank 8: Corps-level command or higher (Lieutenant General,
Generd or Admird)
Rank 7: Divison-level command (Brigadier or Mgor Generd) Rank
6: Brigade/group/regimental command (Colondl) or Captain
of acapita ship
Rank 5: Battalion command (Lieutenant Colond) Rank 4: Company
command (Captain or Mgor) Rank 3: Platoon command (Lieutenant or
Warrant Officer) Rank 2: Non-commissioned officer (NCO)
associated with platoon,
company, or battalion commands (Sergeant 1st Class, First
Sergeant or Sergeant-Magjor)
Rank 1. Squad/platoon NCO (Sergeant or Staff Sergeant) Rank O:
Enlisted man (Private, Airman or Ordinary Seaman)

In good professiona armies, field-grade officers (Rank 5 or 6)
must have a Leadership skill of at least 12; general officers (Rank
7+) must have a Leadership skill of at least 13. This prerequisite
can be satisfied by its default of ST-5. Incompetence in the higher
ranks is not tolerated under any circumstances. (But in many less-
professiona or politically-dominated forces, incompetent officers
ae common.)

It is strongly recommended that no PC be allowed to start the
game with a Military Rank above 5, since high rank is normally
bestowed only on leaders of proven ability.

Military Rank, unlike socia status, costs no money to maintain.
But insubordination, extreme cowardice, or stupidity can cause a
permanent or temporary loss in rank, depending upon your superior's
reaction (as played by the GM).

Brevet ranks are given by superior dfficers (usudly of Rank 6 or
higher) to temporarily increase your rank for a predetermined
amount of time - until the end of a battle, campaign, or the like. To
keep a brevet rank, you must meet the requirements of that rank as
well as pay the point cost (see p. 81).

In some armies, rank may be purchased for money. In such a
case, a PC who is Wedlthy or better gets Rank 3 automatically if
desired. Higher levels still cost character points as well as cash. A
Wedth level of Average or less doubles the point cost to start with a
Military Rank from 1 to 6. Once a character has been created, rank
can be bought for the norma point cost, if the cash cost for the
campaign ismet.

In many lands, Military Rank carries some automatic Social
Status, which need not be paid for separately and has no cash cost

to maintain. The "default" here is one level of Status for every 3 of
Rank, rounding to the closest number. Where this varies, it will be
mentioned in society descriptions.

Military Rank is amost always accompanied by a significant
Duty (seep. 39).

Musical Ability 1 point/level

You have a natural talent with music and musica instruments.
Your level of musica ability is a bonus when you study Singing or a
musica instrument. That is, when you learn amusica <kill, learn it as
though your 1Q were equa to (IQ + Musicd Ability). This bonus
also adds to HT for the Singing skill. Cost: 1 point for each +1
bonus

Night Vision 10 points

Your eyes adapt rapidly to the darkness. You cannot see in total
dark - but if you have any light at al, you can see fairly well.
Whenever the GM exacts a pendty because of darkness, except for
total darkness, this penalty does not apply to you.

Peripheral Vison 15 points

You have an unusually wide field of vision. Whenever some-
thing dangerous or interesting happens "behind your back," the GM
rolls against your 1Q. A successful roll means you saw it, or saw
enough to aert you in case of an attack.

If you are playing with a game map, you can attack into your
right and left hexes as well as front hexes. (Note that with a one-
handed weapon, an attack to the Ieft is clumsy and is till consid-
ered a"wild swing" - see p. 105.)

If you are atacked from the right or left hex, you defend without
pendty. Your ative defense is & only -2 againg attacks from the rear.
You still cannot attack a foe directly behind you (without a wild
awing).

Furthermore, you have a wider "arc of vision" for ranged
attacks. The figure below shows the arc of vision for a norma char-
acter (white) and for someone with Peripheral Vision (gray plus
white).
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Psonic Resstance 2 pointsleve

Psionic Resistance interferes with all uses of psionic powers
against you, friendly or hodtile, against or by the subject. It can
never be turned off!

If you have Psionic Resistance, the level of your resistance is
subtracted from the effective skill of any psionic atempt where you
are the subject - even psychokinesis and clairvoyance. It is aso
subtracted from your effective skill with any ps ability. Thereforeif
you have a high Psionic Resistance, it will be hard for you to
develop any significant abilities of your own.



Rapid Healing 5 points

This advantage is only available if your basic HT is 10 or above.
Y ou recover rapidly from al kinds of wounds. Whenever you rall to
recover lost HT, or when you rall to see if you can get over a
crippling injury, add 5 to your effective HT. This ability does not
help you get over being stunned, etc.

Reputation Varigble

A good reputation counts as an advantage. Seep. 17.

Satus

High socid gatusis an advantage. Seep. 18.

Strong Will 4 points/level

You have much more "willpower" than the average person.
Your level of Will is added to your 1Q when you make a Will Rall
for any reason, including any attempt to affect you by Diplomacy,
Fast-Talk, Sex Apped, Interrogation (with or without torture),
Hypnotism, or psionic or magical attempts to take over your mind.
Strong Will adds to your resistance when you want to resist a magic
spel (p. 150). However, this advantage does not help againgt combat
shock, and so on. In questionable cases, the GM's ruling islaw.

Example: You have 3 levels of Strong Will. An enemy spy is
trying to seduce you. The GM rolls a Contest of Skills: the spy's
Sex Appedl vs. your 1Q. But you have a+3 in the contest, because of

your willpower.
Cost: 4 points per +1 bonus.

Toughness 10/25 points

Your skin and flesh are tougher than the average human's. Y our
body itself has a Damage Resistance score. This DR is treated just
like the DR from armor: you subtract it from the damage done by
any blow, before you multiply the damage done by a cutting or
impaling weapon. Toughness does not make you any harder to hit -
it just lets you survive more injury.

Toughness does not let your skin "turn" weapons. They dill
break the skin - they may even draw blood. But you're not hurt.

Variable
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However, if a poisoned weapon breaks your skin, the poison will do
its norma damage. Note aso that your eyes are not tough! A hit
therewill do norma damage.

Cost: 10 points for DR 1, or 25 points for DR 2. Higher bodily
DRs are not possible to a "natural” human. But some creatures have
natura Toughness, or even natural armor that can stop wegpons.

Unusual Background 10 or more points

This is a "catch-al" advantage that can be used whenever it is
needed. For instance, if your parents were traveling merchants, you
could reasonably claim to have two or three "native" languages.
But that is clearly an unusua background, which costs points.

Similarly, if you have access to skills not available to the people
around you, that is Unusud. In general, any time a player comes up
with a"character story" that would reasonably give him some specia
benefit, the GM should allow this, but require Unusual
Background to cover it.

The GM may charge extra points if he rules the background is
very unusud. "Raised by diens' or "trained from birth by a myste
rious ninja cult" might be considered "very unusud” in most game-
worlds. Psi-users, supers or wizards are Very Unusua if they
appear in agame world where their specid taents are unique.

Voice 10 points

You have a naturally clear, resonant and attractive voice. You
get a permanent +2 bonus on al the following skills: Bard,
Diplomacy, Performance, Politician, Savoir-Faire, Sex Apped and
Singing. You also get a +2 on any reaction roll made by someone
who can hear your voice.

Wealth Variable

Wedlth can be a truly wonderful advantage. See p. 16 for the
point cost for different levels of wedth. Remember that wedth is
relative, and determined by the game world you start in. The pre-
cise meaning of each level will be defined, for each game world, in
that world's book.

Many fictional heroes have partners - loyal comrades, faithful
sidekicks or life-long friends - who accomp any them on adventures.
These partners are Allies. Having an Ally is an advantage.

In one sense, the other PCs who adventure with you are dlies.
But they can be unreliable allies indeed. Often they are chance
acquaintances, first encountered at a roadside tavern only hours
ago. They have their own hidden gods, ethics and motives, which
may or may not coincide with your own.

An NPC Ally, on the other hand, is wholly reliable. Perhaps you
fought sideby-side in an extended campaign, trained under the
same master, or grew up in the same village. The two of you trust
each other implicitly. You travel together, fight back-to-back, share
rations in hard times, trade watches through the night.

The point cost for an Ally is determined by his point value and

frequency of appearance.
Ally's Power

An Ally built on 75 or fewer pointsis actualy a Dependent (see p.
39).

ALLIES

An Ally built on 76 to 100 points costs 5 paints.

An Ally built on 101 to 150 points costs 10 points.

An Ally built on 151 to 200 points costs 15 paints, €tc.

An Ally built on over 50 points more than his PC is actualy a
Patron (p. 24).

An Ally having specid ahilities - magic powers in a non-meagi cal
world, equipment far beyond the world's TL - costs an extra 5 to 10
points, at the GM's discretion.

Frequency of Appearance

To determine whether your Ally appears in a given play session,
the GM rolls 3 dice. If the number rolled is within the range for the
dly (see below), then the dly will be with you for that adventure.

Ally appears amost al the time (roll of 15 or less): triple
cost.

Ally appears quite often (roll of 12 or less): double cost.

Ally appearsfairly often (roll of 9 or less): listed cost.

Ally appearsrarely (roll of 6 or less): haf cost (round up).




ADVANTAGES

Creating an Ally

An Ally character is created just as though he were a PC. An
NPC Ally can have disadvantages totaling no more than 40 points, or
one disadvantage of any valuee A GM may allow occasional
exceptions to this guideline, however, just as he might for aPC.

NPC Allies must al pay the points to have their PC as an Ally.
For anormal, 100-paint PC, thiswill cost 5 points.

When sdecting skills, advantages and disadvantages for an Ally,
remember that most Allies share a common background with their
PCs. Soldiers will usually have fighters for Allies, thieves will have
other underworld types, priests will have clerics or holy knights,
etc. A player should come up with an excdlent rationae if he wants
his PC to have an Ally from awildly different background.

Neither an NPC Ally or his PC may receive points for a disad
vantage such as Sense of Duty or Oath to his comrade. The point
cost to have an Ally aready takes this bond into account.

GMing the Ally

An Ally is a non-player character, and should be played as such.
While Allies are usualy agreeable to the suggestions of their PCs,
they are not puppets. They will disagree with their friends from

time to time. An Ally may try to dissuade a PC from a plan that
seems foolish to him; if he can't talk his friend out of the plan, he
may refuse to cooperate. An Ally may even cause problems for his
PC, picking fights, landing in jail, insulting a high noble ... Of
course, the Ally will also try to bail his friend out when he makes
smilar mistakes.

A PC should receive no character points for any play session in
which he betrays, attacks or unnecessarily endangers hisNPC Ally. If
the betrayd is particularly blatant, prolonged or severe, the trust
between the PC and his Ally will be broken; the Ally is logt, but the
points are not recovered.

If, on the other hand, an Ally dies through no fault of his PC
friend, the PC should not be pendized. Let the PC form ardationship
with another Ally. This relationship should develop gradually - no
onegainsatrue Ally overnight.

Since Allies are NPCs, they don't automatically earn character
points. However, the GM may choose to give them more points
over a period of time, as they gain experience. The GM, not the
player, decides how these points are spent. (If the Ally increases in
vaue - eg., from 100 to 101 points - the PC must pay more for the
advantage of the more powerful Ally.)

PATRONS

A Patron is a non-player character, created initialy by the player
but controlled by the GM. A Patron can be a big help, as friend,
advisor, protector or employer. (You can have ajob without having a
Petron - see Jobs, p. 192. A Patron is more than an ordinary boss))

The GM may limit or prohibit Patrons if they would disrupt the
flow of the campaign.

The point cost of a Patron is determined (@) by his/her/its power,
and (b) by the frequency with which that Patron appears to help
you. Power is a GM determination; the scales below are examples,
and some Patrons won't fit neatly on them.

Power of Patron

If the Patron is a single powerful individual (crested with at least
150 points), and/or a group with assets of at least 1,000 times starting
wedlth for the world: 10 points.

If the Patron is an extremely powerful individua (created with at
least 200 points) or a reasonably powerful organization (assets
equivalent to at least 10,000 times starting wealth): 15 points.
Example: The Los Angeles police department.

If the Patron is a very powerful organization (assets equivalent
to at least a million times starting wealth): 25 points. Example: a
large corporation or very smal nation.

If the Patron is a national government or giant multi-national
organization (net worth basicaly incalculable): 30 points.

Equipment and Patrons

If a Patron supplies useful equipment, that increases its point
vaue only if the character can use the equipment for his own pur-
poses, while other characters in the same campaign have to buy it.
So, in an llluminati campaign, the Network is a costly Patron
because it supplies computer equipment. But a soldier in a military
campaign doesn't pay character points for his weapons; if he goes
off duty, he can't take them dong.

In most cases, this adds 5 points to a Patron's codt. If the equip-
ment is worth more than the standard starting wealth of the cam-
paign, it adds 10 points.

Special Qualities of Patron

Referees may adapt point values if necessary. For example, if a
player's Petron is an extra-dimensiona creature with demonic powers,
or a super, or the Governor of New Y ork, the Patron should cost
20 to 25 points - because, even though the Patron is a single
individud, hewiglds great power.

Extra-specia ahilities should add 5 or 10 points - GM's discre-
tion. Some examples.

Petron can use magic in a generdly non-magicd world.

Patron has technology much better than the world's norm.

Patron has unusua reach in time or space.

Frequency of Patron's Appearance

The point cost of a Patron is modified by the frequency with
which he appears. Use the Frequency of Appearance modifiers
described for Ally, above.

The GM rolls at the beginning of each adventure. If severa
players have the same Patron, they only get one roll! If the number
rolled is within the range for the Patron, then the GM may design
the adventure to include an assgnment, or just aid, from the Patron.
He may dso ¢oose to leave them out. However, if the GM deter-
mined that the Patron could have appeared, and if you try to contact
them during the adventure (for help, advice or whatever), then the
contact is likely to be successful, and help may be offered. (Be rea
sonable. If you're locked in a dungeon without a radio or other
means of communication, you're not likely to be contacting any-
body.) You will not know whether your Patron is "available" on a
given adventure until you try to reach him, and, as a rule, you
should only be able to reach your Patron for help once per adventure

Some possible Patron/character relationships for a continuing
campagn:

A powerful wizard as Patron to warriors (or young wizards)
whom he sendsto find magica itemsor day foes.

A crimelord as Patron to frelance thieves or assassins.



A minor deity as Patronto atraveling Righter of Wrongs.

A local police department as Patron to a private detective. They
may resent him, but he helps them out, and vice versa

A locd ruler (in any world) as Petron to an adventurer.

A large company as Patron to atroubleshooter or spy.

A super-crimefighter or politician as Patron to anews reporter.

Any intelligence organization as occasond Peatron to a fredance
operative, or full-time Patron to its own agents. (The difference
between this and ordinary jobsisthat you can't quit. . .)

The GM is the fina authority on the cost of a Patron. The GM
may also smply regject a proposed Patron if he feds that he/shelit is
unworkable within the frame of the campaign, or just too silly.

It will often prove useful to have severa characters share the
same Patron (they are al agents of the same government, ser-
vants of the same cult, etc.). This is an advantage to the players,
too; if the Patron appears for one of them to give an assignment
or offer help, the GM will usually find it reasonable to assume
that the Patron is available for the other characters as well,
regardless of their rolls at the beginning of the adventure.
However, the cost of the Patron is not split; each character pays
full price.

Players and GMs should both remember that a powerful
Patron can be helpful without actually intervening! A Chicago
hood who can say, "I'm from Big Eddie" or a crimefighter who
can flash a Qclearance card, may arry some extra weight in a
tough spot.

ADVANTAGES

Drawbacks of Patrons

If your Patron is an employer, feudal lord, etc., you may owe
him a duty. This is consdered a disadvantage - see p. 39. A sizable
duty can cut the cost of a Patron considerably, and turn him from a
benefit to a considerable liability!

A Patron may have powerful foes who are now your foes, too.
This can give you the Enemy disadvantage - see p. 39.

Employersand Patrons

Not every employer is a Patron. If your employer can be depended
onto get you out of trouble (at least sometimes), then that might redly be
a Patron. Otherwisg, it's just a job. For example, a small police
department is a 10-point Petron if, as most do, it takes care of its own.
But the U.S. Army, though powerful, is nat alikely Petron, &t leest for
an ordinary trooper. You could say, "The Colonel takes care of his
men." But you could just as easily say, "I'm on my own if | get in
trouble" and be asoldier character who pays no pointsfor aPatron.

New Advantages

The GM (no doubt with the enthusiastic advice of the players) is
free to add as many new advantages as he can think of. It will be nec-
essary to balance the cogts of these new advantages to make them
comparable to the exiging ones. Don't add picky, complicated advan-
tages unless you arewilling to put up with theincreased bookkeeping.

Menta "ps" powers are also considered advantages. They are
listed in the chapter on Psionics, p. 165.

EXAMALEOFADVANTAGE S ECTION

Dai Blackthorn, at the moment, has 30 character points to spend.
Let's see what inborn advantages we want to give him.

At this point, we need to think about what sort of career Dai is
going to take up. He has far more intelligence and coordination than
he does strength. Since we want to start him off in a fantasy world
with low (medieval) technology, we have a couple of logica choices.
He could be a wizard-in-training ... or a thief. How about it, Dai?
Got apreference?

Magic is hard work. But 'thief is such a low-class term. How
about 'rogu€ or 'gentleman adventurer'?

Okay, Dai. Rogueitis. So ... looking back through the list of
advantages, we immediately see Absolute Direction. That could be
very handy for someone exploring where he doesn't belong, and it's
only 5 paints.

Acute Hearing boks attractive, too. We don't want Dai to be
taken by surprise. It costs 2 points for each +1 bonus. Dai's regular
Hearing roll is based on his 1Q, which is 12. That's already pretty
food. Raise that by 5 and he'll have a 17 - which means he'll
amost always hear ordinary sounds, and will be likely to catch even
faint ones. That's another 10 character points.

Being Double-Jointed could be useful, since it gives a +3 bonus
far climbing and escaping from bonds. It's only 5 points. WEell teke
it

"High Status' doesn't seem appropriate here, so we pass it by.
Likewise. "Patron" doesn't seem right for an independent spirit like
Da "Rich" is right out! Similarly, we rule out most of the other
advantages as inappropriate or not useful.

But "Danger Sense' looks like it would be useful to athief. The
only problem is. .. it costs 15 points. That's very expensive, but
it's dso useful. Well take it, and stop; that ought to be enough
advantages.

pt. | ADVANTAGES,

Cost] DISADVANTAGES, QUIRKS

5| PBSOLUTE DIRECTION

10| PCLUTE HEPRING (*5)
Hearsorn 17

5 | POVBLE-JONTED

15| DANGER SENSE

At this point, Dai has advantages worth a total of 35 points. He
started this section with only 30 to spend, so right now his tota is -
5. It looks like Da will need some disadvantages before he's
through, to balance his point totals. Well get to those in the next
chepter.




These are problems acquired before the character first comes
into play. As arule, a character may only be given disadvantages
when heisfird created.

You are probably wondering, "Why would | want to give my
character disadvantages?' There's a reason. Each disadvantage has
anegative cost in character points - the worse the disadvantage, the
higher this cost. Thus, disadvantages give you extra character
points, which will let you improve your character in other ways.
Besdes, an impefection or two makes your character more
interesting and redlistic, and adds to the fun of roleplaying.

It is possible to "buy off certain disadvantages and get rid of
them. But if a character diminates a disadvantage without spending
the points to "buy off that disadvantage, the GM may assign a
replacement disadvantage. Example: You kill your blood-enemy.
Unless you spend the points to buy off the Enemy disadvantage, the
GM will give you anew foe!

"Good" Disadvantages

It may seem strange that virtues such as Truthfulness and Sense of
Duty are listed as "disadvantages." In most senses, such traits are
advantages! Nevertheless, these virtues limit your freedom of
action. For ingance, a Truthful person will have trouble lying, even
for agood cause.

ISADVANTAGES

Therefore, within the framework of the game, severd virtues are
trested as "disadvantages.” This has one very worthwhile benefit; if
you want to creste a wholly heroic character, you don't have to take
any "character flaws' at dl. You can get points by choosing only
those disadvantages that are actually virtuous!

Limiting Disadvantages

Game Masters should be careful how many disadvantages they
dlow players to take. This problem is often sdlf-correcting; someone
who spends a couple of hours playing a one-eyed, berserk, deaf
hunchback who is afraid of the dark will either @ kill the poor fellow
off to be rid of him, or (b) have so much fun that nobody else will
mind. But too many disadvantages can turn your gameinto acircus.

A suggested limit: Disadvantages should not total more than -40
points. However, if only a single severe disadvantage (e.g., blind-
ness) is taken, it may have any cost. Poverty, ugliness, bad reputation
and attributes of 7 or less count as disadvantages.

In a campaign where all characters, or at least al PCs, have a
certain disadvantage, it does count for points, but should not count
againgt the 40-point limit. In an espionage campaign, for instance,
all the PCs could have 40 points of disadvantages in addition to
their "required” Duty to the Agency.

But GMs should set their own limits and guidelines, as appropriate
for each campaign. Keepit fun.

OAAL DISADVANTAGES

Odious Personal Habits -5,-10, -15 points

You behave, some or dl of the time, in a fashion repugnant to
others. The worse your behavior, the more bonus points. You may
specify the behavior when the character is first created, and work
the bonus out with the GM. Some samples. Body odor, constant
scratching or tuneless humming might be worth -5 points apiece.
Congtant bad puns or spitting on the floor would be worth -10
points apiece. -15-point habits are possible, but are left to the imag
ination of those depraved enough to want them.

For each -5 points your habit is worth, subtract 1 from al reac-
tion rolls made by someone in a position to notice your problem.
Example: Ragnar Foulbregth, who has halitosis worth -10 character
points, suffers an automatic -2 on reaction from anyone who comes
face-to-face with him.

Note that certain sorts of disgusting behavior will not
bother non-humans. A person with a constant drool will
irritate other humans, but a Martian would not even
notice, and a troll might think it was cute. The reaction

penaty for an odious persona habit is for members of your own
race; it is up to the GM to handle dif fering reactions from other races.

Poverty Variable

Y ou were born poor, relative to the norm of your culture, or lost
your money somehow. You start with only a fraction of the money
normd for a beginning character, and your income is limited. The
various degrees of poverty are discussed under Wealth (p. 16).

Primitive -5 points per tech leve

You are from a culture with a lower TL than that of the cam
paign. You have no knowledge (or default skill) relating to equip-
ment above your own tech level. You can start only with skills or
equipment from your locd culture. (To play a character of aprimi tive
race without this dissdvantage, assume he is from an area near
"civilization.")

The value of this disadvantage is 5 points for each TL by which
your native TL is less than that of the campaign. If the ruling race
or culture looks down on your people, that is a separate Socid
Stigma disadvantage.

You may not acquire Mental skills relating to high-tech equip-
ment until you buy off this disadvantage. Physical skills (driving,
wegponry, etc.) may be acquired a no penalty if you find ateacher.



Reputation Variable (seep. 17)

Social Stigma -5, -10,
-15, -20 points

You are of arace, class or sex that your culture considers inferior.
The "stigma" must be obvious to anyone who sees you; otherwise, it
is merdly a bad reputation (p. 17). The point bonus depends on the
reaction pendty:

Second-class citizen (e.g., a woman in 19th-century America, or
members of some religions): -5 points. -1 on all reaction rolls
except from others of your own kind.

Valuable property (e.g., a woman in 18th-century America or
16th-century Japan): -10 points. GMs and players may work out the
details for each case - it usually takes the form of limited freedom
and/or lack of intellectual respect.

Minority group (at GM's discretion): -10 points. -2 on al reaction
rolls made by anyone except your own kind, but +2 on rolls made
by your own kind.

Outsider, outlaw, or barbarian (e.g., a 19th-century American

SOCAAL DISADVANTAGES

Indian in white man's territory, a Goth in Impeaia Rome, or an
Untouchable in India): -15 points. (Note that there is no bonus for a
"barbarian” created and played within his own culture, for there he is
not a barbarian a dl. This requires judgment on the part of the
GM.) You aso get -3 on al reaction rolls, but +3 from your own
kind when met outside your home culture.

In al cases, a character who takes a Socia Stigma disadvantage
must be bound by it. For example, a medieval Japanese lady must
pay for her 10-point bonus by giving up her freedom of movement
in many cases, and must defer to older male relatives when they are
present. And a black dave in the 19th century will be alowed to
learn very little, can own almost no property, and will have little
freedom of any kind unless he manages to escape north. (If he does
escape, he will have traded off his Socia Stigma disadvantage for a

powerful Enemy!)

Satus Variable (seep. 18)

These are physicd handicaps that a character

thoush sometmes etz o i terlony e 1Y JCAL DISADVANTAGES

rid you of a physicd disadvantege. If that

happens, you must either pay enough earned character points to "buy
off that disadvantage, or take a new disadvantage worth the same
number of points.

You may dso acquire a physical disadvantage during play. This
may be a replacement for another disadvantage, as described
above, or it may be a "natura" result of accident or combat. In
either case, you will immediately acquire all the bad effects of that
disadvantage. However, physical handicaps acquired as a result of
combat or accident do not give you more points with which to buy
abilities. If you gtart out blind, you start with an extra 50 points.. . .
but if you're blinded by an explosion during the game, you're just
blind, and that's that. You should reduce the point total for your
character by 50 points to reflect his new disadvantage. You may
not keep the same point total and take 50 compensating points of
advantages

Age -3 points per year over 50

Your character is over 50 years old when created. Thus, you will
have to roll anumber of times (see Age and Aging, p. 83) for possible
loss of attribute points due to old age. Note that creating a very old
character will be sdf-defeating: a character created 70 years old
would get 60 bonus points (') but would have to roll 20 times for
each of his attributes, chancing loss of points each time, and would
dready be near the end of hislife.

Albinism -10 points

You have no natura body pigment; your hair and skin are pink-
white, and your eyes are pink. An abino may seem attractive or
ugly, but "average" appearance is impossible when choosing
Physical Appearance. An abino will aways be remembered, and
can never blend into a crowd. Albinos must avoid direct sun, as
they have no resistance to sunburn; you will take 1 point of damage
for every 30 minutes of ordinary direct sunlight you are exposed
to, or every 15 minutes of hot summer or desert sun. Youare also at
-2 for every Vision roll, or ranged weapon attack, made ¢ direct
sunlight.

Bad Sight -10/-25 points

You may be either nearsighted or farsighted - your choice. If you
are nearsighted, you cannot read small print, etc.. more than a foot
away, or road signs, etc., at more than about 10 yards. When using a
hand wegpon, you are at -2 to your skill rolls. When using a thrown or
missile weapon, use the modifier appropriate to double the actual
distance to the target.

If you are farsighted, you cannot read a book except with great
difficulty (triple the norma time), and you are at -3 DX on any
close manud |abor.

Any character at TL5 or higher can acquire glasses which will
compensate totally for bad sight while they are worn; in the 20th
century, contact lenses are available. Remember that accidents or
head blows may knock glasses off, enemies may take them, etc.

For anyone gtarting a atech level in which vision can be corrected,
Bad Sight is worth only -10 points. For a character from a time in
which vison cannot be corrected, Bad Sight isworth -25points.

Blindness -50 paints

You cannot see at al. As partiad compensation, you may start
with Acute Hearing and/or Acute Taste and Smell at only half cost.
Furthermore, you suffer no extra pendties of any kind when operating
in the dark! In unfamiliar territory, you must travel dowly and
carefully or be led by a companion or guide animal. Many actions
and abilities - too many to list - are impossible to the blind; GMs
should use common sense.

A blind character is at -6 on any combat skill. He can use hand
weapons, but cannot am a blow at any particular part of a foe's
body, and cannot fire a missile weapon (except randomly, or at
something so close he can hear it). This al assumes that the character
is accustomed to blindness. Someone who suddenly loses his
eyesght will fight at a -10, as though in the dark.

In civilized countries, ablind person will recelve a+1 on reaction
rolls.

As an option, the GM may ask the player of a blind character to
wear ablindfold during play; thiswill give some dight appreciation of
the problems facing the blind, and of the many things a person can

accomplish without sight!

disadve o



FHY3CAL DISADVANTAGES

Color Blindness -10 points

You cannot see any colors at al (thisis tota color-blindness). In
everyday life, this is merely a nuisance. In any situation requiring
color identification (gem buying, livery identification, or pushing
the red button to gtart the motor), the GM should give you appropriate
difficulties.

Certain skills will dways be harder for you. In particular, you
ae a a -1 penalty for any Driving, Piloting, Chemistry, Merchant
or Tracking rall.

Deafness -20 points

You can hear nothing. Any information you receive must be
communicated in writing (if you are literate) or through sign lan-
guage. You aso have a -3 pendty to IQ when learning any lan-
guage but your own. However, you get a +3 on any Gesture or Sign
Language (p. 55) or Lip Reading (p. 66) Kill roll.

As an option, the player of a deaf character may wear earplugs
to force the other playersto write notes or use sign language. Thisis
not too practica (good earplugs are hard to find) but can be inter-
egting. Note that the GM may talk to the player whenever he wants.

Dwarfism -15 points

You are a genetic dwarf - abnormally small for your species.
Determine your height normaly (p. 15) and then reduce it to 60% of
that. Y ou may not have an "average' Physica Appearance - you will
either be thought "cute and charming” or noticesbly unappeding.
Anyone attacking you with athrown or missile weapon will be ata-1
- you are a hard target! In combat, you are automeaticaly 2 feet
below a norma-sized human foe. Certain things are impossible to a
dwarf because of size; others are much easier. The 'GM must use his
imagination!

Dwarf ism is a condition found in al species. A genetic dwarf is
not the same as a member of the race called Dwarves (though it is
possible to be adwarf Dwarf. . .).

A dwarfs strength and hedlth are determined normally; many
dwarfs are strong for their size. However, dwarfs have a -1 to their
Move, and jump as though their ST were 4 |ess.

Epilepsy -30 points

You are subject to seizures, during which your limbs tremble
uncontrollably and you cannot speak or think clearly. (This repre-
sentsa severe form of the ailment.) Whenever you are in a very
stressful situation (especialy if your life or the life of a friend is
threatened), you must roll 3 dice against your basic HT. A failed
roll will bring on a seizure lasting for 1d minutes. Needless to say,
you can do nothing while the seizure goes on, and you take 1 die of
fatigue damage as well. If you have any sort of phobia, exposure to
the object of fear is automatically a stressful situation; roll vs. HT
once every 10 minutes.

By concentrating, you may attempt to induce a seizure through
autohypnosis. This requires one minute and a successful 1Q roll. A
saizure in a high-mana (magica) area will produce visions, which
may at the GM's option be true or even prophetic.

Primitives, not understanding "fits," are sometimes awed by
them, and may think your seizure shows a communication from the
gods. Make a reaction roll at +1. Very good results indicate wor-
ship! Poor resultswill cause the savagesto flee - never to attack.

Eunuch -5 points
You (mae characters only) have lost your manhood, either
through accident or hostile action. Y ou are immune to seduction,

and cannot seduce others. Anyone aware of your
condition will havea-1 on reaction rolls.

Fat -10/-20 points

You are unusualy obese for your race. (A character may aso be
just Overweight; thisislisted separately, below.)

For -10 points, determine weight normally from ST (p. 15) and
then increase it by 50%. This gives -1 on al reaction rolls; HT
may not be greater than 15. For -20 points, determine weight
normally and doubleit; this gives -2 on al reaction rolls; HT may
not be greater than 13. In either case, the extra weight counts as
extra encumbrance (see p. 76), which you cannot get rid of.
(Exception: fat encumbrance does not count against you when
svimming.)

Norma clothes and armor will not fit you. You will also beat-3to
Disguise, or to Shadowing if you are trying to follow someone in a
crowd.

As arule, fat people have many small problems, which the GM
should interpret cregtively. However, there are a few small advan-
tages. For instance, fat people get +5 to their Swimming roll, and
arevery hard to didodge if they choose to pin you down by sitting on
you. .. If you are fat, you also get +2 to your ST when you make
(or resist) any Sam attack.

Gigantism -10 points

You are a genetic giant - abnormally large for your species.
Determine your height normally (p. 15), and then increase it by
20%; if you are dill less than 7 feet tal (for humans), increase your
height to that minimum. Minimum size for giants in other races is
left up to the GM. Weight is in proportion to height, as listed on the
tables. Strength and hedlth are unaffected. Y ou suffer a -2 on reaction
rolls except in potential combat situations, where you receive a + 1
from either potentia alies or enemies. Y ou are considered to be afoot
above normal-sized foes, automatically.

Since giants live in an undersized world, they have many small
problems . . . clothes, chairs, etc., smply don't fit them. However,
thisis not an especidly disastrous disadvantage.

Hard of Hearing -10 points

Y ou are not deaf, but you have some hearing loss. You are at -4 to
I1Q on any Hearing rall (so your rall is 1Q-4, rather than IQ). You are
a -4 to your language skill roll for any situation where you must
understand someone (if you are the one taking, this disadvantage
doesn't affect you).

Hemophilia -30 points

You are a"bleeder." Even a smal wound, unless well bandaged,
will not heal - and you may bleed to death. Any untreated wound
will bleed at a rate equal to its origina damage every minute. For
instance, an untreated 3-point hit will do another 3 hits of damage
after the first minute, and so on until staunched. A hemophiliac may
not have abasic HT over 10.

First Aid will be satisfactory to treat most wounds. However,
any impaling wound to the torso will cause dow interna bleeding.
Such awound will do damage as above until it receives First Aid. It
will continue to do damage equal to its original damage once per
day until properly treated. Only a Surgeon, or
magical/psychic healing, can cure this injury or restore the HT
lost to internal bleeding. If proper treatment is not available you
de



Lame-15,-25, or -35 points

You have some degree of impaired mobility. H_IYS C;A\L DI SA\DVAN-I-ACES

The point bonus depends on the damege, as
follows:

Crippled leg: You have one bad leg; your Move and Dodge are
reduced by 3. You suffer a -3 penalty to use any physical skill that
requires walking or running. This definitely includes al hand
weagpon skills and al martial arts (missile wegpon ability is unim
paired). -15 points.

Oneleg: You have lost aleg. You are a a -6 penaty to use any
physica skill that requires the use of your legs. You cannot run:
using crutches or a peg leg. you have a maximum Move of 2.
(Otherwise, you cannot walk at dl.) If you have access to TL6 (20th-
century) prosthetics. you can reduce the effect to that of a crippled
leg. but you must buy off the point difference in some way. (TL8+
technology could replace the leg. possibly with one that was better
than the origind, but then it's no longer adisadvantage)) -25 points.

Legless or paraplegic: You are confined to a wheelchair or
whedled platform. If you power it with your own hands, its Speed is
1/4 your ST. rounded down. Alternately, you may be carried piggy back
or on astretcher. The GM should assess dl reasonable pendtiesfor this
handicap. Examples: you cannot pass through narrow doors, navigate
Staircases or steep curbs, travel except in specidly-equipped vehicles,
fight effectively (except with guns or crossbow), etc. If you haveto
fight with asword, etc.. you will beat a -6. -35 points.

Low Pain Threshold -10 points

You are very sendtive to pain of al kinds. Double the "shock
effect” of any injury - eg.. if you take 3 points of damege. DX iséat -6
on your next turn. You aways roll at -4 to resist physica torture.
Whenever you take a wound that does more than 1 hit of damage,
you must make a Will roll to avoid crying out (possibly giving
away your presence). Barbarians, soldiers, thugs and so o will
react to you at -1 if they know you have this disadvantage.

Mute -25 points

You cannot spesk. All your communications with others (and the
player's communication with other playersl) must be in writing, or
with sign language. (It is all right for the GM and the player to go
into a separate room, if necessary, and talk about what the character is
doing.) A mute character gets a +3 on any Gesture or Sign
Language skill roll (see p. 55). However, no roll is required (or
alowed!) when you try to communi cate with other player characters
who don't know your sign language: roleplay this on your own!

No Sense of Smell/Taste (Anosmia)
-5 points
This is a rare affliction . . . you can smell and taste nothing.
Thus, you are unable to detect certain hazards that ordinary people
spot quickly. However, the disability has its advantages ... an

anosmic character never worries about skunks, and can aways eat
what is st before him.

OneArm -20 points

You have lost an am (or you were born without it). It is
assumed that you logt the left arm if you were right-handed, or vice
versa. You cannot use sword and shield simultaneously, or any
two-handed weapon, or do anything requiring two arms - GM's
ruling is final in case of argument. Anything requiring only one
hand can be done without penalty. In borderline cases, it is best to
alow the character to attempt the action at a -4 DX penalty, or to
try aquick redity check if possblel

OneEye -15 points

Y ou have only one good eye; you may wear a glass eye, or cover
the missing eye with a patch. Y ou suffer a-1 DX penalty on combat,
and on anything involving hand-eye coordination, and a -3 on
anything involving missile weapons, thrown objects, or driving any
vehicle faster than a horse and buggy. You will dso suffer a -1 on
any reaction roll except with utterly dien creatures. Exception: If
you have Charisma, or are Handsome or Very Handsome, the patch
just looks romantic, and does not affect reaction rolls.

One Hand -15 points

You have logt a hand: it may be replaced by an appropriate pros-
thetic (hook, mechanical grabber or bionic hand). A fully bionic
replacement (TL8 or higher) is just as good as the original, and is
therefore worth no bonus points. An obviousdy mechanicd replace
ment will cost you -1 on all reaction olls, and -2 DX (for a
mechanical grabber) or -4 DX (for a claw). However, a hook or
claw counts as an undroppable large knife in combat (use Knife
skill). This can be very intimidating if waved at the foe.

Oneleg SeeLame, above
Overweight -5 points

You are not truly fat - just somewhat heavy for your race.
Determine weight normally for ST. and then increase it by 30%:
this adds to encumbrance as for Fat (p. 28). Overweight characters
get a+2 bonusto their Svimming roll.

Being overweight carries a reaction penalty of -1 among hedth
conscious societies - like that of the 1980s yuppies - and in areas
where food isin especialy short supply - such as among the dregs of
Autodud America.

There are no other bonuses or pendties: you can easily get clothes,
and blend into a crowd, because many people are overweight.

Skinny -5 points

You are notably underweight. After figuring your height, take
"average" weight for that height (see p. 15) and cut it by 1/3. You
may not take Handsome or Very Handsome appearance, and your
HT may not be more than 14.

Norma clothes and armor will not fit you. Youwill dsobea-2to
your ST when you make (or resst) any Slam attack, and -2 to
Disguise, or to Shadowing if you are trying to follow someone in a
crowd.

Stuttering -10 points

You suffer from a stammer or other speech impediment, which
the GM may require the player to act out. -2 on all reaction rolls
where conversation is required, and certain occupations and skills
(e.g.. Diplomacy. Fagt-Tak. Public Speaking, interpreting, news-
cagting) areimpossible.

Youth -2t0 -6 points

You are underage by your culture's standards: 1 to 3 full years
underage, at -2 points per year. Y ou suffer a-2 reaction roll whenever
you try to deal with others as an adult: they may like you. but they
do not fully respect you. You may aso be barred from night clubs,
vehicle operation, war parties, guild membership, etc.. depending
on the culture and game world. You must keep track of time, and
"buy off" this disability when you reach "legal age" (usudly 18) for
your time and place.

L dysadvaptaoes IR



MBENTAL DISADVANTAGES

Note to the GM: Many mental disadvantages permit the afflicted
character to make 1Q or WIll ralls (p. 93) to avoid the bad effects. In
these cases, any roll of 14 or over still fails. Otherwise, very smart or
strong-willed people would be almost immune to their own bad habits -
which isn't the way life works!

Absent-Mindedness -15 points

The classic disadvantage for eccentric geniuses. You have difficulty
paying attention to anything not of immediate interest. An absent-
minded person suffersa -5 penalty on any 1Q roll except thosefor atask E
heis currently interested in and concentrating upon. If no engaging task or
topic presents itself, his attention will drift to more interesting matters in f:
five minutes; he will ignore his immedi ate surroundings until something
catches his attention and brings him back. Once adrift in his own
thoughts, an absent-minded character must roll against 1Q-5 in order to 1
notice any event short of persond physical injury. s - A, - i

The absent-minded person may attempt to rivet his atention on @ \Wjthdrawal. Sometimes, voluntarily or otherwise, a drug user
boring topic through sheer strength of will. To do so, he must mekea g try to give up his addiction. This may happen if he is impris-
Will-5 rall once every five minutes. "Boring topics' include guard duty, oned, if he travels to a place where his drug is not available, or just
small talk or other forms of meaningless conversation, repetitive manual pecase he can't afford it. Withdrawal is a painful process requiring
tasks, driving on an empty highway . .. . _ two weeks (14 days) of successful HT rolls (the GM may vary this

Absent-minded individuds dso tend to forgﬁ trivid tasks (llke time as he thinks eppropriae for apa'ncu|a' drug)_
paying the bills) and items (like car keys and checkbooks). Whenever  Each day, the addict rolls against HT, plus or minus Will. A suc-
it becomes important that an absent-minded character have performed cessful roll puts him one day closer to sheking dff the addiction. A
such atask or brought such an item, the GM should call for aroll against f4jleq roll means the addict mugt (if his drug is available) give in to
1Q-2. On afailed roll, this detail slipped his attention. For example, an the craving and take a dose of the drug. He must then start with
absent-minded detective is in a shootout. He has been involved in grawal dl over again if he sl wants to try. If the drug is not avail-
gunplay earlier today, in which hefired four rounds, so the GM callsfor gple, the addict takes 1 hit of damage and may continue to try to
an1Q-2roll. The detectivefailsthe roll, discovering too late that he forgot \yithdraw . . . but that day doesn't count toward the 14 successful

Aanad

toreload hisweapon, so hisrevolver only hastwo bulletseft! rolls needed to withdraw. HT losses caused by withdrawal cannot
. ) be cured (by any "norma"” means, that is) until the withdrawal has
Addiction Variable  sicoeeded or been abandoned.

You are addicted to a drug, which you must use daily or suffer the ~ Remember that you must "buy off the disadvantage of addiction
penalties of withdrawal (see below). The bonus for this dsadvantage before you voluntarily withdraw, or immediately after forced

depends on the nature of the drug addiction, asfollows: withdrawal; seep. 82.
If each daily dose costs $20 or less: -5 points. . )
If each daily dose costs $21-$ 100: -10points. Alcoholism -15 or -20 points
If each daily dose costs over $100: -20 points. . You are an adcohol addict. Alcoholism is treated as an addiction
If the drug is incapacitating or hallucinogenic: -10 points. (see above); it is inexpensive, incapacitating, and (usually) legd, so it
I the drug is highly addictive (-5 on withdrawa roll): -5points.  would normally be a -10-point addiction. But acohol is insidious,
If the drug is totally addictive (-10 on withdrawal roll): -10 points.  pecause it is different from most addictions. Therefore, it isworth 15
If thedrug islegal in your origina game world: plus5 points! paints, or 20if itisillegal.

) ) o ) An dcoholic may, under normal circumstances, confine his
Examples: Tobacco is cheap, highly addictive, and legal; a chan- drinking to the evenings, and therefore be able to function (for
smoker has a -5-point addiction. Heroin is very expensive, game purposes) normally. However, any time an acohoalic isin the
incapacitating, illegal and totally addictive; a heroin addict has a -40- presence of acohol, he must roll vs. Will to avoid partaking. A
point disadvantage. failed roll means he goes on a"binge" lasting 2d hours, followed by a
hangover twice as long, during which al stats are a -3.
Effects of Drugs. An incapacitating drug will render its user Alcoholics on abinge are characterized by sudden swings of mood -
unconscious (or blissfully, uselesdy drowsy) for about two hours (four from extreme friendliness to extreme hostility - and may attack
hours for characters with ST below 10, one hour for those with ST over their friends, talk too fredly, or make other mistakes.
15). A stimulating drug will affect its user for the same period of time:  The other drawback of acoholism is that it is hard to get rid of.
the user thinks he is smarter, but in fact is temporarily at 1Q-1. However, Should an acoholic character successfully "withdraw,” he no
he does have a +1 bonus to Speed. A hallucinogenic drug renders its longer needs to drink daily . . . but he must still make a Will roll, at
users useless for work or combat, though they may be active and +4, whenever in the presence of acohol. A failed roll does not reinstate
takative. Some drugs (eg., tobacco) have none of these effects, and the addiction, but does set off a binge. (Three binges in a week will
some drugs have unique effects. Side effects are also possible; GMs are reingtate the addiction.) Thus, there is no normal way that this
freeto look up (or invent) side effects for red or imaginary drugs! disadvantage can ever be"bought off."
An acoholic must roll yearly against (HT+2), until he with-

mmm draws. A failed roll means the acoholic must lose one point from
; : one of hisfour basic attributes - roll randomly to determine which.



MENTAL DISADVANTAGES

Bad Temper -10 points

You are not in full control of your emotions. In any stressful sit-
uation, you must make a Will roll. A failed roll means you lose
your temper, and must insult, attack or otherwise act against the
cause of the gtress.

Berserk -15 points

Like Bad Temper, but worse. Y ou tend to lose control of yoursdf
under stress, making frenzied attacks against whoever or whatever you
see as the cause of the trouble. (You cannot take both Bad Temper
and Berserk.)

Any time you take more than 3 hits in one turn, you must roll vs.
Will. A failed roll means you go berserk. Other conditions of
extreme stress (GM's option) may aso require a Will roll to avoid
berserking. A berserker may deliberately go berserk by taking the
"Concentrate’ maneuver and making a successful Will rall.

While berserk, you must make an All-Out Attack each turn a foe
isin range, and Move & close as possible to afoe if noneisin range.
Or, if the enemy is more than 20 yards away, a berserker may
attack with ranged weapons - but he may not take time to am.

High-tech berserk: If an experienced gunman goes berserk, he
will fire as many shots as he can every turn, until his gun is empty.
Hewill not reload unless he has a Fast-Draw skill for reloading, letting
him reload "without thought." When his gun is empty, he will attack
with his hands or another wegpon. He may never am.

While berserk, you cannot be stunned, and injuries cause no
pendty to your Move score or attack ralls. All rolls to remain con-
scious or alive are made at a +4 bonus to HT; if you don't fail any
rolls, you remain dive and madly attacking until your HT reaches (-
B5XHT). Then you fall dead!

When aberserker downs hisfoe, he may (at the player's discretion)
roll vs. Will to snep out of the berserk state. If he fails the roll (or
does not rall), he continues berserk and attacks the next foe. Any
friend attempting to restrain the berserker will be treated as a foe!
The berserker gets one Will roll each time he downs a foe, and one
extra roll when the last foe is downed. If heis sill berserk, he will
start attacking hisfriends. . .

If you snap out of the berserk state, al your wounds immediatd y
affect you; roll a norma HT, to see whether you remain conscious
anddive

Bloodlust

-10 points
Y ou want to see your foes dead. You will go for killing blowsin a

battle, put in an extra shot to make sure of a downed foe, attack

guards you could have avoided, and so on. A Will roll is necessary

to accept a surrender, or even to take a prisoner under orders. Even

in anon-combat situation, you will never forget that afoeisafoe.

This may seem atruly evil trait, but many fictional heroes suffer
from it. The character is not a fiend or sadist; his animosity is limited
to "legitimate" enemies, whether they are criminas, enemy sol diers,
feuding clansmen, or tavern scum. Often he has a very good reason
for feding as he es. And, in an ordinary tavern brawl, he would
use hisfistslike anyone ese.

On the other hand, a gladiator or duellist with this disadvantage
would be very unpopular, and a policeman would soon be up on
charges.

Bully -10 points

Y ou like to push people around whenever you can get away with it.
Depending on your persondity and position, this may take the form
of physical attacks, intellectual harassment or socia "cutting." Make a
Will roll to avoid gross bullying when you know you shouldn't - but
to roleplay your character properly, you should bully anybody you
can. Since nobody likes abully, othersreact to you at a -2.

Code of Honor -51t0 -15 points

You take pride in a set of principles which you follow at al
times. Codes of honor differ, but al require (by their own stan-
dards) "brave," "manly," and "honorable" behavior. A Code of
Honor may aso be called "pride," "machismo,” or "face." Under
any name, it is the willingness to risk death rather than be thought
dishonorable. . . whatever that means.

In any culture, there are those who pretend to have honor but
have none, and those who truly try to follow the code but often fail
to live up to it. But only one who truly follows the code may get
points for it as a disadvantage.

A Code of Honor is a disadvantage because it will often require
dangerous (if not reckless) behavior. Furthermore, an honorable
person can often be forced into unfair situations, because his foes
know heishonorable.

This is not the same as a Duty or Sense of Duty. A samurai or
British grenadier will march into battle against fearful odds out of
duty, not for his persona honor (though of course he would lose
honor by fleeing). The risks a person takes for his honor are solely on
his own account.

The point value of a specific Code varies, depending on just
how much trouble it gets its followers into, and how arbitrary and
irrationd its requirements are. Some examples:

Pirate's Code of Honor: Always avenge an insult, regardless of
the danger; your buddy's foe is your own; never attack a fellow-
crewman or buddy except in a fair, open dudl. Anything else goes.
This code of honor is adso suitable for brigands, motorcycle gangs,
and soon. -5 points.

Gentleman's Code of Honor: Never break your word. Never
ignore an insult to yourself, to a lady, or to your flag; insults may
only be wiped out by apology or a dud (not necessarily to the
death!). Never take advantage of an opponent in any way; weapons
and circumstances must be equal (except, of course, in open war).
This code of honor is especialy appropriate for the swashbuckling
period, whether British, European or Colonial. Note that it only
applies between gentlemen; a discourtesy from anyone of Social
Status 0 or less cdls for awhipping, not adud! -10 points.

Chivalric Code of Honor: As above, except that flags haven't
been invented; you must resent any insult to your liege-lord or to
your faith. In addition, you must protect any lady and anyone wesker
than yoursdlf. Y ou must accept any chalenge to arms from any one of
greater or equal rank. Even in open war, sides and weapons must be
equd if thefoeisaso noble and Chivadric. -15 points.

disadvaptaoc



MENTAL DISADVANTAGES

Combat Paralysis -15 points

Thisisthe opposite of Combat Reflexes; you tend to “freeze up” in
a combat situation. It is not Cowardice; you don't have to roleplay
fear. Y ou may be brave, but your body betraysyou.

In any sSituation in which persona harm seems imminent, roll
againg HT (not 1Q). Any roll over 13 is afailure, even if you have
high HT. You do not roll until the instant when you need to fight,
run, pull the trigger and so on.

A successful roll means you can act normally. A failed roll
means you are mentally Stunned (see p. 122). You must roll every
turn, at +1 to your effective HT each turn, to break the freeze. A
quick dap from afriend will give +1 to your cumulative roll.

Once you unfreeze, you will not freeze again until the immedi ate
danger is over. Then, in the next dangerous situation, you may freeze
once again.

CompulsveBehavior  -5to-15points

You have a hahit (usually, but not always, a vice) which you
fed compelled to indulge on a daily basis. You waste a good dedl
of your timeindulging your habit.

Examples of compulsive behavior include gambling,
attraction to another person, aguing (or even fighting).

In general, aWill roll isrequired if the player wants
his character to avoid the compulsion in a specific
instance (or for a specific day). Note that it is very bad
roleplaying to attempt to avoid the compul Son often!

The specific point value of the disadvantage
depends on what the behavior is, how much it cogts, and
how much trouble it islikely to get the PC into. The GM
is the fina judge. Compulsive Lying, below, is one .4 B
example; see GURPS Compendium | for more examples.
Compulsive Lying -15 points

You lie congtantly, for no reason other than the joy of
telling the tale. A compulsive liar delights in inventing stories about
his deeds, lineage, wealth - whatever might impress his audience.
Even when exposed as a liar, he will cling tenacioudy to his stories,
caling his accuse aliar and ascoundrel.

In order to tell the pure, unvarnished truth, a compulsive liar
must roll againgt Will-4. A charitable GM might dlow aliar to tell a
dightly-fractured version of the truth if he narrowly fails this roll.
When a PC liar makes a roll to tell the truth to his fellow party
members, he should roll out of sight of the other players. Thus, they
can never be sure that they are getting accurate information from
their comrade.

Cowardice -10 points

You are extremely careful about your physca wdl-being. Any
time you are called on to risk physical danger, you must roll against
Will. If there is arisk of death, therall isat a -5. If you fail the roll,
you must refuse to endanger yourself unless you are threatened
with greater danger! Soldiers, police, etc., will react to you at -2
once they know you are a coward.

Delusions -1,-5,-10 or -15 points
You believe something (or several things) that are simply not

true. This may cause others to consider you insane. They may be
right. If you suffer from adelusion, you must roleplay your delu-

disadvantaecs |

sionary belief at al times. The point value of the delusion depends
on its nature; you may not get more than 40 points from delusions,
regardiess of how insaneyou redly are.

Quirk. -1 point. Any or al of your five Quirks may be atrivia
delusion that does not affect your everyday behavior, and is not
likely to be noticed by acasua acquaintance. Examples. "The Earthis
flat." "The Pentagon controls the Boy Scouts and the health food
stores." " Socks cause disease of the fedt.”

Minor delusion. -5 points. This delusion affects your behavior,
and is likely to be noticed quickly by anyone around you, but it
does not keep you from functioning more or less normally.
Examples. "Squirrels are messengers from God." "The Illuminati
are watching me constantly - but only to protect me." "I am the
rightful Duke of Fnordia, stolen at birth by gypsies and doomed to
live among commoners.” Strangers who notice your delusion react at
-1.

Major delusion. -10 points. This delusion affects your behavior
strongly, but does not keep you from living a fairly normal life.
Examples: "The government has all phones tapped.” "l have Eidetic
Memory and Absolute Direction." Otherswill react to you at -2.

What are you
staring at?

Savere ddlusion. - 15 points. This delusion affects your behavior so
much that it may keep you from functioning in the everyday
world. Examples: "l am Napoleon." "I am immortal." "lce cream
makes machines work better, especially computers. Spoon it right
in." Others will react to you at -3, though they are more likely to
fear or pity you than to attack. GMs should limit this sort of delusion
carefully, or the character may not be able to participate meaningfully
inthe campaign.

Note that the character's behavior is the important thing.
Depending on behavior, the same delusion could be any level from
quirk to severe. Suppose you bdieve that "Everything colored purple
isaive" If you pat purple things ad say hello, that's a quirk. If you
won't discuss serious matters with purple things in the room, it's a
minor delusion. If you picket the Capitol demanding Civil Rights
For Purple Things, that's major. If you attack purple thingson sight,
that's severel

A GM who wants to shake up his players can make a delusion
be true. Not al ddlusions are suitable for this. Of those listed above,
for instance, the ones about squirrels, ice cream and Napoleon seem
unlikely. The one about socks isn't too interesting. But the Earth
might really be flat in your game-world, or the Illuminati might
realy exist, or the gypsies might really have stolen the heir to the
throne of Fnordia. . . Havefun.

If adelusion turns out to be true, it does not have to be "bought
off until the other players realize that it's true. (And remember: the
player should not be told that his character is not really crazy.
Somebody can beright and till becrazy . . .)



Dydlexia -5 or -15 points

You have a severe reading dsability. (Minor forms of dydexia
are common, not crippling, and not significant in game terms,
except possibly as a quirk.) You can never learn to read or write;
even simple maps and road signs are beyond you. You can learn
any skill at norma speed if you have a teacher. If you try to learn a
menta skill without a teacher, you will learn at only 1/4 speed, and
only if it can be self-taught without books (GMs may vary this for
speciad circumstances). You aso cannot learn magic (you cannot
handle the symbolism required) though you can ill use magical
items.

The value of this disadvantage depends upon the type of culture
the character is originaly from, asfollows:

Primitive or medieval (Tech Leve 4 and below): -5 points. Most
people around you can't read, ether.

Post-printingpress (Tech Level 5 and above): -15 points. This
handicap will cause you problems every day. You are automatically
illiterate, but you get no extrapointsfor it.

Fanaticism -15 points

Y ou believe very strongly in one country, religion, et cetera. Itis
more important to you than anything. You might not die for it
(depending on your degree of personal bravery), but you will put it
ahead of everything ese. If your country/religion/whatever
requires obedience to a certain code of behavior, you will follow
that code rigidly. If it requires obedience to a leader, you will
follow that leader with total loyalty. You must roleplay your
fanaticism.

Note that fanatics do not have to be either mindless or evil. A
glaring priest of Set, brandishing his bloody dagger, isafanatic. So is
a kamikaze pilot, exchanging himsdf for an aircraft carrier. So is a
patriot who says, "Give meliberty or give me death!” Fanaticism isa
state of mind; it is what you are fanatic about that makes the
difference

Gluttony -5 points

You are overfond of good food and drink. Given the chance, you
must always burden yourself with extra provisons. You should
never willingly miss a med. Presented with a tempting morsel or
good wine which, for some reason, you should resist, you must
make a successful Will roll to do so. Gluttony is not a terrible
weekness, but by its nature it will soon be obvious to everyone who
mestsyoul.

Greed -15 points

You lust for wealth. Any time riches are offered - as payment for
fair work, gains from adventure, spoils of crime, or just bait you
must make a Will roll to avoid temptation. The GM may modify this
roll if the money involved is small relative to your own wedlth.
Small amounts of money will not tempt arich character (much), but
apoor character will havetoroll at -5 or even moreif arich prizeisin
the offing. Honest characters (see below) roll a +5 to resist a shady
deal and +10 to resst outright crime. However, amost any greedy
character will eventually do something illegdl.

Gullibility -10 points
There's one born every minute, and you'reit. A gullible person
naturally believes everything he hears; hell swallow even the most
ridiculous story, if it'stold with conviction.
In order to not believealie - or animprobable truth, for that
matter - you must roll against 1Q, modified by the plausibility of

MENTAL DISADVANTAGES

the story. A lie well-told, or involving something the character has
no familiarity with - "My father is the chief of police in this town,
and he won't stand for this!" - cals for a -6 pendty to 1Q. A lie
concerning a topic the gullible character is familiar with - "Didn't
you know they bred ducks in your village, Torg?' - cdlsfor a -3 to
the rall; and even a totally outlandish tale - "Of course the Eskimos
are descended from Spanish conquistadors; everyone knows that!" -
will be believed if the victim fails aroll against unmodified 1Q.

Furthermore, a gullible character suffers a -3 penaty on any
Merchant skill roll, or in any situation in which his credulity might
be exploited. A gullible person can never learn the Detect Lies skill.

Honesty -10 points

You MUST obey the law, and do your best to get othersto do so as
well. You are compulsive about it; this is essentialy another type of
Code of Honor (see above).

In an area with little or no law, you will not "go wild" - you will
act as though the laws of your own home were in force. Thisis a
disadvantage, because it will often limit your options! Faced with
unreasonable laws, you must roll against 1Q to see the "need" to
bresk them, and against Will to avoid turning yoursdf in afterward! If
you ever behave dishonestly, the GM may pendize you for bad
roleplaying.

You may fight (or even start afight, if you do it in alega way).
You may even kill in alegd dud, or in self-defense - but you may
never murder. You may stedl if thereis great need, but only as a last
resort, and you must attempt to pay your victims back later. If you
are jailed for a crime you did not commit, but treated fairly and
assured of atrial, you will not try to escape.

You will dways keep your word. (In a war, you may act "dis-
honestly”" againgt the enemy, but you will not be happy about it!)
You will also assume others are honest unless you know otherwise
(make an IQ rall to realize someone may be dishonest if you haven't
seen proof).

Honesty has its rewards, of course. If you stay aive and in one
place long enough for your honesty to become known, GMs should
alow you a+1 on any non-combat reaction roll, or a+3 if aquestion
of trust @ honor is actualy involved. This is essentidly a free
"reputation” reaction bonus.

You are alowed to lie if it does not involve bresking the law.
Truthfulness (p. 37) is a separate disadvantage.

[lliteracy Oor -10 points

This is the normal condition in a low-tech culture, and gives no
bonus in such cases. In a TL5 or later culture, where the printing
pressis common, it is adisadvantage. Seep. 17.

I mpulsiveness -10 points

You hate tak and debate. You prefer action! When you are
aone, you will act firg and think later. In a group, when your
friends want to stop and discuss something, you should put in your
two cents worth quickly - if a al - and then do something.
Roleplay it! If it is absolutely necessary to wait and ponder, you
must make aWill roll to do so.




MBENTAL DISADVANTAGES

| ntolerance -5/-10 points

You didike and distrust some (or al) people who are different
from you. A thoroughly intolerant character (-10 points) has a -3
reaction against anyone not of his own race and/or class. On a
"good" reaction, he will tolerate the person and be as civil as possble
(but will be stiff and cold toward him); on a "neutra” reaction he
will till tolerate him, but make it plain in words and deeds he
doesn't care to be around him and considers him inferior and/or
offensive; on a worse reaction, he may attack or refuse to associate
withthevictimat dl.

Intolerance directed at only one specific race or class is worth
from -5 for a commonly-encountered victim, to -1 (just a nasty
quirk) for ararevictim.

Members of a didiked group will sense intolerance, and will
normally react to the intolerant person at-1to -5.

Intolerance may manifest itself in other ways as well. Religious
intolerance may take the form of a -3 reaction against those of a
particular faith (-5 points) or to anyone not of your own faith (-10
points). On a "neutral" reaction or better, an intolerant person will
attempt to convert unbdlieversto hisown faith.

Jealousy -10 points

You have an automatic bad reaction toward anyone who seems
smarter, more dtractive, or better-off than you! You will resst any
plan proposed by a'rival," and will hate it if someone eseisin the
limedight. (This disadvantage goes well with Megalomania) If an
NPC is Jedous, the GM will subtract 2 to 4 points from hisreaction to
the victim(s) of hisjealousy.

Kleptomania -15 points

You are compelled to steal - not necessarily things of value, but
anything you can get away with. Whenever you are presented with a
chance to stedl, you must make a Will roll, a up to -3 if theitem is
especidly interesting to you (not necessarily valuable unless you are
poor or Greedy, just "interesting”). If you fail theroll, you must try to
gedl it. Stolen items may be kept or sold, but not returned or
discarded.

Laziness -10 points

You are violently averse to physical labor. Y our chances of getting
a raise or promotion in any job are halved. If you are self-
employed, your weekly income is halved. You must avoid work -
especialy hard work - at all costs. Roleplay it!

Lecherousness -15 points

You suffer from an unusually strong desire for romance.
Whenever in more than the briefest contact with an attractive member
of the opposite sex, you must roll vs. Will (at a -5 if the other
person is Beautiful, or a -10 if Very Beautiful). A failed roll means
you must make a "pass," using whatever wiles or skills you can
bring to bear. You must then suffer the conseguences of your
actions, successful or not. . . physical retribution, jail, communicable
disease, or (possibly) an adoring new friend.

Unless the object of your affection is Very Handsome or
Beautiful, you need not roll more than once aday to avoid making a
pass. If a specific character turns you down very firmly (e.g., a
black eye, or an arrest for sexua harassment) the GM may allow
you abonuson further rolls. . .

Note also that a Lecherous person may change his or her stan-
dards of attractiveness if no truly attractive members of the oppaste
X are availablel

disadvaptaocs

Megalomania -10 points

Y ou believe that you are a superman, or that you have been chosen
for some great task, or that you are destined to conquer. You must
start by taking the Fanatic disadvantage - but you are fanatic for
yoursdlf! Y ou must choose some great goal - usudly either conquest
or the completion of some fantastic task. You may let nothing stand
between you and this god. You may attract followers who are also
Fanatics; nobody else will enjoy hearing you talk about your
brilliance and your great plans. Young or naive characters, and
Fanatics looking for a new cause, will react to you at +2. Others
will havea -2. This is a better disadvantage for NPCs than it is for
player characters.

Miserliness -10 points

Like Greed (p. 33), except that you are more concerned with
holding on to what you aready have. You may be both greedy and
miserly! You must make a Will roll any time you are cdled on to
spend money, and you must aways hunt for the best deal possible. If
the expenditure is large, the Will roll may be at a -5 (or even
greater) penalty. A failed roll means you will refuse to spend the
money — o, if the money absolutdy must be spent, you should haggle
and complain interminably.

Overconfidence -10 points

You feel yourself to be far more powerful, intelligent and/or
competent than you really are, and you should behave that way.
Any time (in the GM's opinion) you show an unreasonable degree of
caution, you must roll against your 1Q. A failed roll means you may
not be cautious, but must go ahead as though you were able to handle
the gtuation. An overconfident character will receive +2 on al
reaction rolls from young or naive individuals (they believe heis as
good as he says he is), but -2 on reactions from experienced
NPCs

This is like Megalomania (above) but on a smaller scale. Robin
Hood was overconfident - he challenged strangers to quarterstaff
duels. Hitler was a megalomaniac - he invaded Russial Heroes are
rarely megalomaniacal but often overconfident.

This characterigtic requires roleplaying. An overconfident char-
acter may be proud and boastful, or just quietly determined - but
play it up!




Pacifism -15or -30 points

You are opposed to violence. This opposition can take three
forms, each with its own point vaue.

Total nonviolence is just that: you will not lift a hand against
another intelligent cresture, for any reason. You must do your non-
violent best to discourage violent behavior in others, too. You are
free to defend yourself against attacks by animals, mosquitoes, etc. -
30 points.

SHf-defense only means that you will only fight to defend your self
or those in your care, using only as much force as may be necessary
(no pre-emptive strikes dlowed!). You must do your best to
discourage others from starting fights. -15 points.

Cannot kill means that you may fight freely, and even start a
fight, but you may never do anything that seems likely to kill
another. This includes abandoning a wounded foe to die "on his
own"! You must do your best to keep your companions from
killing, too. If you do kill someone (or fed yoursdf responsible for a
death), you immediately suffer a nervous breskdown. Roll 3 dice and
be totaly morose and usdess (roleplay it!) for that many days.
During this time, you must make a Will rall to offer any sort of vio-
lence toward anyone, for any reason. -15 points.

Paranoia -10 points

You are out of touch with redity. Specificaly, you think that
everyone is plotting againgt you. You will never trust anyone
except old friends . . . and you keep an eye on them, too, just in
case. Other characters, understandably, react to paranoids a -2. A
paranoid NPC has an automatic -4 reaction against any stranger,
and any "legitimate" reaction penaty (e.q., unfriendly race or
nationality) is doubled. This goes very well with Delusions, which of
course have their own disadvantage value!

Phobias Variable

A "phobid' is a fear of a specific item, creature, or
circumgance. Many fears are reasonable, but a phobia is an
unreasonable, unreasoning, morbid fear.

The more common an object or Situation, the greater the point
value of a phobia againgt it. Fear of darkness is far more trouble
some than fear of |eft-handed plumbers. Phobias may be mild or
severe, the severe verson isworth twice as much.

If you have a mild phobia, you may master it by a successful
Will rall. This is adso called a "Fright Check" - see p. 93. For
example, if you have acrophobia (fear of heights), you may still go
onto the roof of atal building if you can first make your Will roll.
However, the fear persists. If you successfully master a mild phobia,
you will beat-21Q and -2 DX while the cause of your fear persists,
and you must roll again every ten minutesto seeif the fear overcomes
you. If it does (that is, if you fail your Fright Check) you will react
badly, rolling on the table on p. 94.

If you suffer from a severe phobia (worth double points), you
are deathly afraid. Under normal circumstances, you must simply
refuse contact with the feared situation. If forced into contact with
the object of your fear, roll a Fright Check ... at -4 to Will! You
will be a -3 1Q and -3 DX while the cause of your fear persists,
ralling again every 10 minutes.

If a phobia victim is threatened with the feared object, he must
immediately make a Fright Check at +4 to Will (whether the phobiais
mild or severe). If enemies actually inflict the feared object on him.
he must make the normal Fright Check (as above). If theroll isfailed,
the victim bresks down, but does not necessarily tak - see the
Interrogation skill. Some people can panic and fal apart but

MENTAL DISADVANTAGES

will still refuse to talk, just as some people will not talk under tor-
ture

A phobic situation is, by definition, stressful. Anyone who is
prone to persondity shifts, berserking, etc., is likely to have these
reactions when he encount ers something he fears and fails his Fright
Check.
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Some common phobias:

Crowds (demophobia): Any group of over a dozen people sets
off this fear unless they are dl well-known to you. Roll a -1 for
over 25 people, -2 for a crowd of 100 or more, -3 for 1,000, -4 for
10,000, and so on. -15/-30 points.

Darkness (scotophobia): A common fear, but crippling. You
should avoid being underground if possible; if something happensto
your flashlight or torch, you may well lose your mind before you can
reight it. -15/-30 points.

Death and the dead (necrophobia): Y ou are terrified by the idea of
death. A Will rall is required in the presence of any dead body
(animdls, etc., don't count, but portions of bodies do). Thisrall isat-4
if the body is that of someone you know, or -6 if the body is
unnaturaly animated in some way. A ghost (or apparent ghost) will
aso require aroll a -6. -10/-20 points.

Dirt (rupophobia): You are deathly afraid of infection, or just of
dirt and filth. Y ou must make a Will roll before you can do anything
that might get you dirty; you must roll at -5 to eat any unaccustomed
food. Y ou should act as "finicky" as possible. -10/-20 points.

Enclosed spaces (claustrophobia): Another common, crippling
fear. You are uncomfortable any time you can't see the sky - or at
least a very high ceiling. In a small room or vehicle, you fed the
walls closing in on you . . . You need air! A dangerous fear for
someone who plans to go underground. -15/-30 points.

Heights (acrophobia): You may not voluntarily go more than 15
feet above ground, unless you are inside a building and away from
windows. If thereis some chance of an actud fal, dl Will rollsare at
anextra-5. -10/-20 points.

“disadvantae



MBENTAL DISADVANTAGES

Insects (entomophobia): You are afraid of al "bugs." Large or
poisonous ones subtract 3 from the sdlf-control roll. Very large
ones, or large numbers, subtract 6. Avoid hills of giant ants. -10/-20
points.

Loud noises (brontophobia): You will avoid any situation where
loud noises are likely. A sudden loud noise will require a Will roll
immediately, or panic will ensue. Thunderstorms are traumatic
experiences. -10/-20 points.

Machinery (technophobia): You can never learn to repar any
sort of machine, and you will refuse to learn to use anything more
complicated than a crossbow or bicycle. Any highly technologica
environment will call for a control roll; dealings with rabots or
computers will require a roll a -3, and hostility from intelligent
machineswill require aroll at-6. -15/-30 pointsin aaulture of TL5 or
better; -5/-10 below TL5.

Magic (manaphobia): You can never learn to use magic, and you
react badly to any user of magic. You must make a saf-control roll
whenever you are in the presence of magic. Thisroll is at -3 if you
areto be the target, of friendly magic, and -6 if you are the target of
hostile magic. (The magic does not have to be red, if YOU bdieve in
it!) -15/-30 pointsin a culture where magic is common, -10-20 if it is
known but uncommon, -5-10 if "red" magic is essentially
unknown.

Monsters (teratophobia): Any "unnatural" creature will set off
thisfear - & a -1 to -4 pendty if the monster seems very large or
dangerous, or if there are a lot of them. Note that the definition of
"mongter” depends on experience. An American Indian would con-
sider an eephant monstrous, while an African pygmy would not! -
15/-30 points.

Sgueamishness (no technical name): You are
afraid of "yucky stuff." You are upset by little bugs
and crawly things, blood and dead bodies, dime
and the like. But thisis not just a combination of the

standard fears of insects, reptiles, dirt and the dead. Huge bugs or
reptiles don't bother you unduly; neither does ordinary "clean” dirt;
neither do ghosts. But nasty creepy things, filth, and bits of grue
will get to you. Mild squeamishness, as a "didike," is a common
quirk that isfun to roleplay. -10/-20 points.

Srange and unknown things (xenophobia): Y ou are upset by any
sort of strange circumstances, and particularly by strange people. You
must make a Will roll when surrounded by people of another race or
nationality; this roll will be at -3 if the people are not human. A
xenophobe who loses control may very well attack strangers, smply
out of fear. -15/-30 points.

Weapons (hoplophobia): Any sort of weaponry upsets you; the
presence of weaponry is stressful, and using any weapon, or being
threatened with one, would require aWill roll at -2. -20/-40 points.
Didikes

To give your character depth, you may take any of the above
phobias, ina very mild form as "didikes." These are quirks, worth -
1 point each, and have no specific pendties; they are merely an
opportunity for roleplaying. Or, if you suffer from a real phobia,
you may try to passit off as a mere didike - until the crunch comes
and you fal a Will roll! The GM may be requested to make your
rolls in secret, to help conceal your phobia as long as possible. See
Quirks, p. 41.

Number 13 (triskadekaphobia): You must make a self-control
roll in order to do anything with a 13 in it - visit the 13th floor, buy
something for $13.00, et cetera. Thisroll isat-5if Friday the 13this
involved! -5/-10points.

Oceans (thalassophobia): You are afraid of any large body of
water. Ocean travel, or air travel over the ocean, will be basically
impossible, and encounters with aguatic monsters will also be
upsetting. -10/-20 points.

Open spaces (agoraphobia): You are uncomfortable whenever
you are outside, and become actudly frightened when there are no
wallswithin 50 feet. -10/-20 points.

Reptiles (ophiophobia): You come unglued at the thought of
reptiles, amphibians and similar scay-dimies. A very large reptile,
or a poisonous one, would require aroll a -2; a horde of reptiles
(such as a snake pit) would require aroll at -4. -10/-20 points.

Sharp things (aichmophobia): You are afraid of anything pointed.
Swords, spears, knives and hypodermic needles dl give you fits.
Trying to use a sharp weapon, or being threatened with one, would
require a Will roll at -2. -15/-30 points at TL5 and below; -10/-20
points above TL5.

E disadvapntaocs

Pyromania -5 points

You like fired You like stting fires, too. For good roleplaying,
you must never miss a chance to set afire, or to appreciate one you
encounter. When absolutely necessary, make a Will roll to override
your love of flame

Sadism -15 points

You delight in cruelty . . . mental, physicad, or both. (Thisis a
particularly "evil" trait, more appropriate to NPC villains than to
heroic characters) The GM may completdly prohibit this disadvan-
tage (or any other advantage or disadvantage) if he does not want
anyoneroleplaying it in his campaign.

People react to a known sadist at -3, unless they are from cul-
tures holding life in little esteem. When a sadistic character has an
opportunity to indulge his desires, but knows he shouldn't (e.q.,
because the prisoner is one that should be released unharmed), he
must make a successful Will roll to restrain himself. Note that it is
possible, though despicable, to be both abully and a sadist.

Sense of Duty -5, -10, -15, -20 points
Seep. 39.



Shyness  -5,-10,-15 points

You are uncomfortable around strangers. This disadvantage
comes in three grades. Mild, Severe and Crippling. Y ou must roleplay
your shynessl This disadvantage can be "bought off one level a a
time

Mild Shyness Somewhat uncomfortable around srangers, espe
cially assertive or attractive ones. -1 on any skill that requires you to
deal with the public - in particular, Acting, Bard, Carousing,
Diplomacy, Fast-Talk, Leadership, Merchant, Politics, Savoir-
Faire, Sex Apped, Stregtwise and Teaching. -5 points.

Severe Shyness: Very uncomfortable around strangers, and tends to
be quiet even among friends. -2 on any skill that requires you to ded
with the public. -10 points.

Crippling Shyness: Avoids strangers whenever possible.
Incapable of public spesking. May not learn any skill that involves
dealing with the public; -4 on default rolls on such skills. -75
points.

Split Personality -10 or -15 points

You have two or more distinct persondities, each of which may
have its own set of mental problems or behavior patterns. This
alows you to have menta disadvantages that would otherwise be
incompatible (e.g., Pacifism and Berserk, or Paranoia and
Lecherousness).

Each personality should have his or her own character sheet.
There should be at least 50 points worth of differences. Even their
basic stats may vary somewhat (ST, DX, and HT being artificialy
lowered for persondlities that "think" they're weak, clumsy or sickly).
1Q and skills may be different, and personality traits can be totally
different. The personalities character point values should average
to 100 when you start, but they need not be the same! Distribution
of earned character points between the personditiesis up to the GM.

In any stress situation, the GM rolls against your 1Q; afailed roll
means a switch to another personaity. No more than one roll per
hour (gametime) is required.

Any NPC who is aware of this problem will fed (possibly with
justification) that you are a dangerous nutcase, and will react at -3 to
you.

If your personalities are facets of a single "individud," thisisa -
10-point disadvantage. If the personalities are largely unaware of
each other, interpret their memories differently, and have different
names, itisa-15-point disadvantage.

MENTAL DISADVANTAGES

Stubbornness -5 points

Y ou always want your own way. Make yourself generally hard to
get along with - roleplay it! Your friends may have to make alot of
Fast-Tak rolls to get you to go adong with perfectly reasonable
plans. Othersreact to you at -1.

Truthfulness -5 points

You hateto tell alie - or you are just very bad at it. In order to
keep slent about an uncomfortable truth (lying by omission), you
must make your Will roll. To actudly tell a fasehood, you must
make your Will roll a a -5 penalty! A failed roll means you blurt
out the truth, or stumble so much that your lieis obvious. (If someone
isusing Detect Lieson you, you aredso at a -5 penalty.)

Unluckiness -10 points

You just have bad luck. Things go wrong for you - and usualy a
the worst possible time. Once per play session, the GM will arbitrarily
and malicioudy make something go wrong for you. You will missa
vital die rall, or the enemy will (againgt dl odds) show up at the
worst possible time If the plot of the adventure calls for something
bad to happen to someone, you're the one.

The GM may not kill a character outright with "bad luck," but
anything lessthan that isfine.

Vow -1to -15 points

You have sworn an oath to do (or not to do) something. This
disadvantage is especidly appropriate for knights, holy men and
fanatics. Note that, whatever the oath, you take it serioudy. If you
didn't, it would not be a disadvantage. The precise value of avow is
up to the GM, but should be directly related to the inconvenience it
causes the character. Some examples:

Trivial vow: -1 point (a quirk). Always wear red; never drink
alcohal; treat al ladies with courtesy; pay 10% of your income to
your church.

Minor vow: -5 points. Vow of silence during daylight hours;
vegetarianism; chagtity. (Y es, for game purposes, thisisminor).

Major vow: -10 points. Use no edged weapons, keep silence at dl
times; never deegp indoors; own no more than your horse can carry.

Great vow: -15 points. Never refuse any request for aid; aways
fight with the wrong hand; hunt a given foe until you destroy him;
chdlenge every knight you meet to combat.

If you make a "vow of poverty,” you may not also take points
for being dead broke. Neither may you make a vow not to kill and
then take points for Cannot Kill pacifism ... and so on.

Most vows end after a specified period of time. You must buy
off avow's point value when it ends. Vows for a period of lessthan a
year are frivolous! If a character wants to end a vow before its
stated time, the GM may exact a pendty; in a medieva world, for
instance, a quest or other penance would be appropriate. (A quest
can itsdlf be avow, too.)

Weak Will -8 points/level

You are easily persuaded, frightened, bullied, coerced, tempted
and so on. For every level taken, your 1Q is effectively reduced by 1
whenever you make a Will roll, including attempts to resist
Diplomacy, Fast-Tak, Sex Apped, Interrogation, Hypnotism, or
magica or psionic attempts to take over, read, or affect your mind.
Weak Will dso affects dl attempts to master phobias, to resist hodile
magic, to make Fright Checks (see p. 93), and to avoid giving into
Addictions, Berserk behavior, and the like. A character cannot have
both Strong and Weak Will.




DEPENDENTS

A dependent is a non-player character for whom you are
responsible - eg., your child, younger brother or spouse.
Dependents can be a problem: you have to take care of them, and
your foes can strike a you through them! Therefore, a dependent isa
disadvantage, worth negative character points. The point value of a
dependent is set by his or her competence, importance in your life,
and frequency of appearance, as shown below.

The GM may restrict the dependents allowed in a campaign, or
even forbid them entirely, if they would unduly disrupt the flow of
the adventure.

Competence of Dependent

The dependent is created just like any other character, but
instead of the 100 points used to create a player character, you use 50
points or less. The more character points you use to "build" your
dependents, the more competent they will be and the fewer points
they will be worth as abonusto you.

A dependent built with over 50 points is not helpless enough to
be worth any bonus points. Indeed, a "dependent” built on 51-75
points may be capable enough to be helpful. .. in essence, an Ally
(p. 23) who costs no character points. The only drawback to such a
"competent dependent” isthat you must till look after him or her.

Dependent built with 26-50 points: Slightly more competent
than average. -6 points.

Dependent built with 1-25 points: Average. -12 points.

Dependent built with 0 or fewer points: Possibly a young child
or feeble older person. -16 points.

| mportance of Dependent

The more important the dependent is to you, the more you mul-
tiply hisor her intrinsic "nuisance value" and worth in points.

Employer or acquaintance: You fed a responsbility toward this
person, but you may weigh risks to them in arationa fashion. Use
haf the listed vaue.

Friend: You must aways try to protect this person; you may
only risk harm to him or her if something very important (such as
the safety of many other people) isat stake. Usethe listed value.

Loved one: The dependent is a relative or lover. You may not put
anything before the safety of this dependent. Double the listed value.

Frequency of Appearance

The more often a dependent shows up, the more bonus points heis
worth. Pick a frequency of appearance that fits the "story" behind the
dependent. If the dependent is your infant child, for instance, it
would be odd for him to appear "quite rarely"!

Dependent appears almost al the time (roll of 15 or less): triple
thelised vaue.

Dependent appears quite often (roll of 12 or less): double the
listed vaue.

Dependent appears fairly often (roll of 9 or less): use the listed
vdue

Dependent appears quite rarely (roll of 6 or less): use haf the
liged vaue.

Example Marsha Jack O'Rourke is in love with the town's
pretty schoolmarm. She is a better-than-average character, created
with 50 points (a 6point bonus for O'Rourke). He is in love with
her (double her value to 12). And she's around amost dl the time
(triple her value to 36). The net result: -36 character points for
Marshal Jack. But helll spend a lot of his time rescuing that school-
marm from rustlers, Indians and train robbers.

If your dependent is kidnapped or otherwise midaid during play,
you must go to the rescue as soon as you can. (If a powerful enemy
and a dependent are both "rolled up” at the beginning of an adventure,
the GM can start off by letting the enemy kidnap the dependent and
go on from there!) If your dependent isin trouble and you don't go to
hisaid immediately, the GM can deny you bonus character points for
"acting out of character.” Furthermore, you can never get any
character points for aplay session in which your dependent is killed
or badly hurt. So ... if you have dependents, take good care of
them!

If your dependent is lost (killed, or so serioudy injured that the
GM decides he is effectively out of the campaign), you must make
up the bonus points you got for them. There are three ways to do
this: "buy off the amount by spending points earned during your
adventures, take a new disadvantage, or get a new dependent. New
dependents are usudly inappropriate, but a menta disability
brought on by the loss is a good solution. (Ever since the octopus
got Amy, you've been afraid of theocean . . .)

No character may ever earn points for more than two dependents at
once. However, GMs may interpret this rule creatively. For
instance, a crimefighter who is a schoolteacher in his mundane
identity could have "generic dependents’ - al pupils. They are
young (12 points) and around quite often (double value, for 24
points each). They count only as "friends" - but, even so, the two-
dependent limit allows that character 48 points' worth of depen-
dents. (And if one gets hurt, there will always be others.)

Some good dependents . . . For anyone: ederly relatives, teachers,
friends, children, young brothers or sigters, lovers, husbands, or
wives. For crimefighters: young sidekicks, reporters, or wards. For
wizards. apprentices. For ship captains (oceart or space-going):
ensigns or cabin boys. For soldiers: orphans, new recruits. For
criminals or mad scientists: incompetent henchmen.




You have a sgnificant responsibility toward others, and you are
personaly committed to that responsibility. Duties may come from
an arduous job, a feudal responsihility, or elsawhere. (Duty toward
dependents doesn't count separately.) By definition, a duty is
imposed from outside. A wholly "sdlf-imposed” fedling of duty is
"Sense of Duty” (see below.)

The GM rolls at the beginning of each adventure to see if each
character will be "called to duty” in that adventure. The point cost of
aduty depends on the frequency with which it is demanded:

Almogt dl the time (roll of 15 or less): -75 points. For a Duty of
this level, the GM may aways rule that the character is on duty,
without ralling.

Quiite often (roll of 12 or less): -10 points.

Fairly often (roll of 9 or less): -5 points.

Occasiondly (roll of 6 or less): -2 points.

To be significant, aduty should be dangerous. An ordinary job is
not a"duty." If a duty does not require you to risk your life, at least
occasionally, reduce its vaue by 5, which negates those less
frequent than "quite often."

Some examples of duties. Feudal responsibility toward one's
liege-lord. A good military officer's responsibility to his men and
his superiors. A loya spy'sduty to the Agency.

The GM can make good use of duties (by "fixing" the die-ralls, if
necessary) to send characters on adventures or interesting side
trips. A character who tries to avoid such a situation should be

DUTIES

penalized for bad roleplaying. However, the GM may restrict the
duties alowed in a campaign, or even forbid them entirely, if they
would unduly disrupt the flow of the adventure.

Sense of Duty -5, -10, -15, -20 points

Thisis different from a real Duty (see above). A real Duty can
be enforced upon you. A Sense of Duty comes from within.

It is not the same as Honesty (see p. 33). A dishonest person
may still have a sense of duty. Robin Hood was dishonest; he stolel
But he felt a strong sense of duty, both toward his men and toward
the poor folk he met.

If you feel a ®nse of duty toward someone, you will never
betray them, abandon them when they're in trouble, or even let them
suffer or go hungry if you can help. If you are known to have asense
of duty, others will react to you a a +2 to trust you in a dangerous
dtuation. If you have a sense of duty, and go against it by acting
againgt the interests of those you are supposed to feel duty toward,
the GM will pendlize you for bad roleplaying.

The player defines the group to which the character will fed the
sense of dity, and the GM sets its point value. Examples; only
toward close friends and companions (-5 points); toward a nation or
other large group (- 10 points); toward everyone you know persondly (-
70 points); toward al humanity (-75 points); or toward every living
being (-20 points. . . and you are asaint, and very hard to tolerate).

You have an enemy (or enemies) that may enter some or al of
your adventures, to work against you or just to try to kill you! The
point value of an enemy is governed by his (or its) strength, plusthe
likelihood that it will show up in any given adventure. Enemies will
be NPCsor Adversary Characters (see p. 180).

The GM may redtrict the enemies alowed in a campaign, or
even forbid them entirdly, if they would unduly disrupt the flow of
the adventure.

Power

The more powerful your enemy, the more points he, she or it is
worth as adisadvantage. The GM sets this value. Some guidelines:

A dngle above-average individual (crested with 50 points): -5
points.

A sngle very formidable individua (crested with 100 points) or a
group of 3to 5 "normal" or "average"' 25-point people: -10 points.
Examples. A mad scientist, or the four brothers of the man you killed
inadud.

A mediumsized group (6 to 20 people): -20 points. Examples
would be a small gang of criminals, or a city police department
(which numbersin the hundreds, but they're not dl after you at once).

A large group (20 to 1,000 people), or a mediumsized group
which includes some formidable or superhuman individuals: -30
points. Examples would be the FBI and the M&fia

An entire government, a whole guild of powerful wizards, the
Space Patrol, an organization of supers, or some other utterly for-
midable group: -40 points.

Frequency of Appearance
At the beginning of each adventure, or each session of a continuing
adventure, the GM rolls 3 dice for each enemy to seeif he gppears.

If the enemy appears almost all the time (roll of 15 or less):
triplethelisted value.

If the enemy appears quite often (roll of 12 or less): double the
liged vaue.

If the enemy appears fairly often (roll of 9 or less): use the listed
vaue

If the enemy appears quite rarely (roll of 6 or less): halve the
listed value (round up).

You are responsible for determining the nature of your enemy
when you firgt create your character; you should explain to the GM
why this enemy is after you. However, the GM should feel free to
fill in the details - because the enemies, once created, are




his characters. Whenever the GM determines that an enemy
should show up, he must decide how and where he will become
involved. If an enemy is very powerful, or if severa characters
enemies show up a the same time, the whole adventure may be
influenced.

If you take a very powerful enemy, you are likely to be jaled or
killed before long. So it goes. Y ou can get a 60-point bonus by taking
the FBI as a "quite often” enemy, but your every adventure will be
that of a hunted crimina, and even with the extra 60 points, your
career may be short.

On the other hand, if you gtart with a wesk enemy or play deverly,
you may manage to kill or diminate your foe, or parmanently change
his attitude toward you. But there ain't no such thing as a free lunch!
When you diminate an enemy thisway, you havethree choices:

(@ Pay enough character points to "buy off the origina bonus
you got for that enemy.

(b) Take a mental or physical disadvantage to make up for the
point bonus. For instance, you might have been kicked in the head
during the final battle, leaving you partialy deaf. Or you might
have been attacked by a giant spider, leaving you with a phobia
about bugs. The new disadvantage should have the same point cost
that the enemy did (or less, if you want to buy off part of the disad-
vantage). If you cannot think of a good substitute disadvantage, the
GM should supply one.

(c) Take another enemy of the same type and start over. You
may have destroyed the fiendish Dr. Scorpion - but his brother is
continuing his evil work.

Since too many enemies can disrupt a game, no character may
take more than two enemies, or total more than 60 points bonus
from enemies. (If the whole U.S. Government is out to get you, the
fact that your old college professor has lost his mind, and is also
dfter you, will paleto insgnificance.)

The GM always has the right to veto a player's choice of enemy, if
it seemssilly or if it will betoo hard to fit into the campaign.

Notes on Disadvantages

Negating Disadvantages. GMs should never alow players to
take a disadvantage (or a quirk) that is negated by an advantage!
For instance, no one may take both Hard of Hearing and Acute
Hearing.

Dramatic Villains. Some disadvantages - Sadism, for instance -
are not at al suitable to a "heroic" player character. But they are
often found in the more fiendish villains of adventure fiction. So, in
theinterest of good NPC creetion, they are included.

Tragic Heroes. Many of the greatest heroes of history and literature
had a "tragic flaw." Alcoholism, great ugliness, missing limbs, and
even drug addiction - dl arefound in the heroes of fact and fiction.
So don't assume that your heroes have to be perfect. .. try giving
them asignificant problem to overcome.

New Disadvantages

GMs (and players, with GM gpprova) are welcome to develop
new disadvantages. The only congtraints are:

(2) If the character is not penalized in some way, it's not a dis-
advantage!

(2) Make sure that the point bonus alowed is fair with regard to
the existing disadvantages! Suppose you want to introduce "dler-
gies' as a new physical disadvantage. It would be ridiculous to
make an dlergy a 20-point disadvantage! The exact level of disad
vantage would depend on the physica effect of an allergy, but 5
points, or 10 for aredly crippling one, would be more reasonable.

(3) Make sure that the disadvantage isn't just another kind of
Odious Persona Habit, easily covered by areaction penalty.

Example of Disadvantage
Selection

We know that Dai Blackthorn will need some disadvantages.
When we left him on p. 25, after sdlecting his advantages, he was a
-5 character points. He will need to take some disadvantages . . .
because he gtill needs character pointsto gain some skills.

We are limited to 40 points of disadvantages. (We could take a
single massive disadvantage, worth more than 40 points, but we
don't want to do that - it would make Dai too unusual.) Our quirks
do not count toward these totals.

Poverty is a natural socia disadvantage for a thief or rogue. We
dready decided to take "poor" back on page 18; it was good for -15
points, which we've already counted into our point total for the
character.

Most of the physica disadvantages seem crippling, and we picture
Da as being hedthy and of average appearance. So our second
disadvantage will be another social disadvantage ... an enemy.
We've dready decided that Dai is athief. Let's say that he's a free-
lance operator, not affiliated with the local Thieves Guild.
Naturally, they object! The guild is a very powerful organization -
normally a 30-point enemy. But Dai is a trivial nuisance by their
sandards, and they don't often bother with him; they will intrude in a
given adventure only on a roll of 6 or less. That halves their
vaue, making this a 15oint disadvantage.

Menta disadvantages are a lot of fun; there's a lot of roleplaying
potential here. Greed? Too obvious. Honesty? Contradictory.
Cowardice? Doesn't go with the character conception. How about
Overconfidence? That goes well with Dai as we see him. It's good
for another -10 points.

That makes up our limit of 40 points worth of "bonuses." Wed
aready counted 15 of them. The other 25 add to our current total of
-5, to bring Dai back up to 20 points.
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A "quirk" is a minor personality trait. It is not an advantage, and is not necessarily a
disadvantage - it is just something unique about your character. For instance, a major
trait like Greed is a disadvantage. But if you insist on being paid in gold, that's a quirk.

You may take up to five "quirks' at -1 point each ... so, if you do, you will have 5
more points to spend on advantages or skills. These do not count against the maximum
number of disadvantage points allowed in your campaign.

The only drawback to a quirk is this: you must roleplay it. If you take the quirk
"dislike of heights," but blithely climb trees and cliffs whenever you need to, the GM
will penalize you for bad roleplaying. The points you lose this way will cost you much
more than you earned for taking the quirk. So don't choose a quirk you aren't willing to

play!

A quirk can also be "bought off later by paying one character point. But as a rule,
you shouldn't do that. The quirks are a big part of what makes your character seem
"red."

You may change quirks (with GM approval) if something happens to justify a
change in your personality. You may also leave two or three quirks "open" when you
first create your character, and fill them in after the first couple of play sessions - letting
your character design himself!

Some examples of quirks:

Beliefs and goals. If a belief or goal is strongly held, important and/or irrational, it
may be an important disadvantage. Religious fervor, greed and lust are examples of
important goals. But a minor belief or goa makes a good quirk. Examples: Your life
objective is to get just enough money to buy a farm (or boat, or spaceship, or castle) of
your own. Or you insist on exhibiting "gentlemanly" behavior to all females. Or you
insist on spurning "chauvinistic" behavior from all males. Or anything else you can think
of!

Didlikes. Anything on the Phobia list (pp. 35-36) can be taken as a mere didike. If
you dislike something, you must avoid it whenever possible, though it does not actually
harm you as a phobia would. But dislikes don't have to come from the phobia list. There
is a whole world full of things to disiike: carrots, cats, neckties, the opposite sex, violence,
telephones, incometax . . .

Likes. Pick anything you can think of. If you like something, you will seek it out
whenever possible. This is not a compulsion -just a preference. Gadgets, kittens, shiny
knives, ceramic owls, fine art. .. whatever.

Habits or expressions. Saying "Jehoshaphat!" or "Bless my collar-button” constantly,
forinstance ... or carrying a silver piece that you flip into the air ... or never sitting with
your back to the door. (If you push one of these too far, the GM may decree that it has
developed into an Odious Personal Habit - see p. 26 - that causes others to react badly.
So don't overdo it.)

Anything else that you can think of that will make your character into a "rea per-
son"! Peculiarities of dress. . . choice of friends. . . unrequited love. . . hobbies (perhaps
backed up by afew pointsin a hobby skill) . .. favorite entertainment . . . it's up to you.

Exampleof
Character Creation

Let's go back to Dai Blackthorn, the
character we started on page 14, andfill ina
few more things. Currently, Dai has 20
unspent character points.

We decide to take the full five points of
quirks, to make Dai more interesting. We
stleonthess

a) He's sensitive about his small
saure

b) He didikeslarge bodies of water;

) He loves heights and high places;

d) He refuses dl drugs, even acohol
(very unusud in hisculture);

€) Heisflamboyant and ashow-off.

The quirks are listed at the bottom of
the AdvantagesDisadvantages’'Quirks section
of the Character Shedt.

We now have a lot more meat for role-
playing - and we must roleplay these
quirks, or the GM will pendize Dai. Each
quirk was worth a point, so Dai now has
25 character points unspent. That's how
many we will have available to use in the,
next, and last, phase of character creetion:
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Improving Your Skills

Once you have created a daracter, you
can increase your skills in two ways. Firgt,
the bonus points you receive for successful
adventuring can be used for ill improve
ment. You may aso spend game-time in
study, to improve your skills or learn new
ones See Character Development, p. 81.

freeIncreasesin Skills

There is one way to increase severa
skills a once: pay the character points (see
Character Development) to raise an
atribute. If you do this, all your skills
based on that attribute will go up by one.
For instance, if you raise your DX, al your
DX-based skills - weapons, skiing, €tc. go
up by one point. (A skill with two possible
defaults - like Climbing - goes up only if
you had originaly based it on the attribute
youre raising.) Further increases due to
study are based on the new DX vdue

Skills can dso be based on defaults
from other skills, and if the basic skill is
increased, the advanced skill might be
increased as well. For details on this, see
Defaulting to Other ills, p. 44.
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KILLS

A "skill" is a particular kind of knowledge. Judo, nuclear physics, swordsmanship,
auto mechanics, death spellsand the English language are dl skills. Every skill is separate,
though some skills help you to learn others,

Each of your skills is represented by a number - for instance, "Shortsword-17"
means a skill level of 17 with the shortsword. The higher the number, the greater the
<kill. When you try to do something, you (or the GM) will roll 3 dice againgt the appro-
priate skill, modified asthe GM seesfit for that particular situation- see Success Ralls, p.
86. If the number you roll isless than or equal to your (modified) score for that skill, you
succeed! But aroll of 17 or 18 is an autometic falure.

Certain sKkills are different a different technological levels (“tech leve" or "TL" for
short). Such skills are designated by /TL. For instance, the Shortsword skill is the same
everywhere, but Surgery/TL4 (cut his arm off with an axe) is very different from
Slégqery/T L9 (graft on a replacement arm from his clone). See Technological Leves (p.

Just asin red life, you start your career with some skills, and you can learn more if
you goend time training.

LEARNING XILLS

In order to learn or improve a skill, you must spend character points. The cost of a
skill depends on its type and difficulty. Smart characters will have an advantage when
learning mental skills; dextrous characters will have an advantage with most physica
kills

When you spend points for a skill, you are getting training to bring that skill up to a
useful level. Skills are easy to learn at first - alittle training goes a long way! But added
improvement costs more, as shown on the tables below.

The il Tables (p. 44) show the character point cost to study each skill. Skillsare
divided into two types - menta (based on 1Q) and physical (usudly based on DX). The
harder a kill. the more points vou must sbend to imorove it.



When you first create a new character, you use character pointsto "buy” skills (see the
Instant Characters sheet for a complete list). The maximum number of character points
a starting character can use for skills is equal to twice his age. For instance, an 18-year-
old character could apply no more than 36 points to skills. Reason: This represents about
the maximum amount of training that you would have been able to pack into your lifetime
up to the point at which you entered play. This limit does not apply to skills added after
acharacter is created.

No cash expenditure is needed for the skills a character starts with.

The GM may forbid you to start with any skills he feels are not appropriate for your
character. For instance, a stone-age hunter could not be an expert jet pilot, and a
Renaissance swordsman could not know scuba. And a gentleman in Victorian London
would need a very good explanation (and probably the Unusual Background advantage) if
he wished to start out as a skilled sorcerer!

Likewise, adventurers in futuristic universes may have some difficulty finding
training in Survival and "archaic" weapon and vehicle skills (a military background will
help).

As arule, the GM should allow greater leeway in skill choice for a character who is
wealthy or has high status.

Prerequisites

Some skills have prerequisites - usually other skills. This happens when a more
advanced skill is based on, and is in some ways an outgrowth of, a basic one. Y ou must
know the prerequisite skill at level 12 or better before you can study the higher skill.
For instance, you must have the Mechanic skill at alevel of 12 or better before you can
study (vehicle-type) Engineering skill. Mathematics is a prerequisite for Nuclear
Physics - and so on. Actua study of the prerequisite is required: a high default won't
do.

POINT COSTSFORXILLS

The following table shows the character point cost to learn the two types of skill
(physical and mental) at each level. For a detailed example of skill selection, see p. 70.

The first column shows the skill level you are trying to attain, relative to the con-
trolling ability - DX for physical skills, IQ for mental ones. If your DX is 12, then a
level of "DX-I" would be 11, "DX" would be 12, "DX+1" would be 13, and so on.

The next columns show the point costs to learn skills of different difficulties -
Easy, Average, Hard, and Very Hard - at that level. Harder skills take longer - that is,
cost more character points - to learn!

Specializing
Required Specialization

Some skills - Engineering, Armoury,
Piloting, Survival and several others - are
very wide-ranging. Anyone learning the
skill must "specidize." Each "specidty" is
considered a separate skill. You may learn
the skill any number of times, each with a
different specialty, because each speciaty
isadifferent kill.

The various Driving skills (for instance)
default to each other at -4. If you have sKill
18 in Driving (Automobiles), you have a
default skill of 14 in Driving (Heavy
Equipment), Driving (Trucks), and so on.

Optional Specialization

Other skills - the sciences, for instance -
alow optional specidlization. In such a
case, you may pick a speciaty within the
field. For instance, an astronomer might
specialize in comets. A specidlist has a +5
on ay problem relating to his specialty,
but a -1 on any question outside it, or -2 if
he has two specialties. You are only
alowed two optional speciaties within any
one particular field. The GM may reject
any proposed "specialty.”

familiarity

Many skills - Driving (Automobiles),
Beam Weapons, and many more - have a
penalty when the user is faced with an
unfamiliar type of item. For instance, if a
Star Ranger was trained on the Fisher
blaster, the Hamill mode will be "unfamil-
iar." Use of an unfamiliar type of itemisat a
-2toal skill rolls.

As arule, if you have the general skill
to deal with a piece of equipment, you are
considered familiar with a new make or
model of gear after you have had eight
hours of practice with it. There is no limit
to the number of types of gun, car, plane,
etc. you can become familiar with. If you
are familiar with at least 6 types, the GM
may roll against your skill when you pick
up a new type; on a successful roll, you are
already familiar with something similar
and may use the new device at no penalty.

The GM may aways rule that an item is
so similar to aknown one that it is familiar -
for instance, two similar models of Colt
revolver should be considered identical.

Familiarity for Beginning
Characters

Note that both specialization and famil-
iarity come into play with many skills. For
instance, with the Driving skill, you must
pick a specidization (say, Automobiles.)
You can then start with one vehicle type
(probably your own) with which you are
familiar. You may pick one added famil-
iarity for each point of skill over 14.

RSN |



Xill Defaults.Using
Sills You Don't Know

Many skillshavea"default level " This
isthelevd a which you perform the skill
without training A skill has adefault leve
if it is something that everybody cando a
little bit

As a generd rule any Easy kill has a
default of DX -4 (if physical) or 1Q-4 (if
mental) Average skills default to DX (or
1Q)-5, Hard skills default to DX (or 1Q)-6
There are exceptionsto this, but not many

For instance, the "default" for
Lockpicking is 1Q-5 If your IQ is 11, and
you have to pick alock without any train-
ing, you need arall of 6 or less 11 minus 5
is6,your "default” skill a Lockpicking

Default levels in skills do not carry any
of the skills specia benefits with them,
such as damage bonuses, dodge bonuses,
2/3-skill parry, unpenahzed off-hand usg,
and so on

Some skills have no default level
Karate, Nuclear Physics and Lasso, for
example, are complex enough that nobody
can do them at all without training

The GM should change (or forbid)
defaultsto avoid silly results For instance, a
medieval knight, transported to the 20th
century, would not get a default roll to use
scuba gear the first time he saw it. The
Scuba default assumes that most people
would have some idea (if only from TV)
what to do with scubagear

Maximum Default

If askill defaultsto abasic attribute
that ishigher than 20, treet that atribute as
20 when figuring default skill
Superhuman characters get good defaullts,
but not super ones

Defaulting to Other Skills

Some skills default to another skill
This can get a bit more complicated, but
bear with us, it'sworth it

For example Broadsword defaults to
DX-5 or Shortsword-2, because the two
skills are very smilar. If you have studied
Shortsword, you dready know something
about Broadsword use

Suppose you have a Shortsword skill of
13 Broadsword defaults to Shortsword-2.
So, without study, you have a "default"
Broadsword skill of 11 Now, if you study
Broadsword, you will have the advantage
of your Shortsword training You start
learning a your current level of 11 Each
added levd of skill requiresasmuch tranng
as though you had started learning the
normd way and worked your way up
(In other words, your training in a related
skill gives you a head start - but you
can't add more skill levels with a few
hours training. Only a beginner can learn
tha fast, and youre no beginner.)
Continued on next page...
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Difficulty of il
Your Final  Easy Average Hard
ill Level _
DX-3 — — 1/2 point
DX-2 — 1/2 point 1point
DX-1 12point 1 paint 2 points
DX 1 point 2points 4points
DX+1 2points  4points 8paints
DX+2 4points  8points 16 points
DX+3 8points  16points 24 points
DX+4 16points 24 points 32points
DX+5 24points 32 points 40 points

Difficulty of il

Your Final  Easy Average Hard VeryHard
ll Leve
le¥! — — — 1/2poirt
Q3 — — 12 pairt 1 paint
10-2 — 12 pairt 1 point 2points
Q1 Y,point  1point 2 points 4points
IQ 1point 2paints 4points 8paints
IOH 2points  4points 6points 12 paints
1Q+2 4points  6points 8points 16 points
IO+3 6points  8points 10 points 20 points
1Q+4 8points  10points 12 points 24 points
IQ+5 10points 12 paints 14 points 28 points

Further increases follow the same progressions 8 additiona points per level
for physical sKills. 4 per level for very hard mental skills, 2 per level for other
menta skills There is no limit (except lifespan) to the amount of improvement
possible with any skill But the useful maximum for most skillsisin the 20 to 30
range, since problemsto challenge a greater skill may not be common

Explanation of ill Tables

Physical skills are based on DX (or, for afew skills, HT or ST - but the chart is
read in the same way) They are easy to learn at first, but you rapidly reach a "plateau”
After that, further improvement is very time-consuming Examples would be climbing;
cycling, driving most vehicles, al weapon skills With a physica skill, you reach the
"point of diminishing returns' a a level of DX+3 to DX+5 Further study is a sign of
greet dedication.

Mental skills are based on |Q (except for Sex Apped, which is based on HT) Once
you get the basic grounding in a subject, training proceeds at a steedy rate, and indefinite
improvement is possible Examples of mental skills include simple craft skills, scences,
magic spells, psionic skills, languages Study of these skills "levels off relatively quickly,
further improvement requires only 2 character points per skill level (4 for Very Had
mentd kills)

Note that, at high lev es. physical skills are harder to improve than even the toughest
mental disciplines This is realistic A master swordsman, striving for further
improvement, must discipline both mind and body A student or scientist need only dis-
cipline the mind - and of the two. the body's limits are far more confining.



MEANINGOFXILL LEVELS

So you have a kill of 9 in Geology, 13 in Shortsword and 22 in the French lan
guage. What does that mean? What is good, bad and indifferent? That's very important
when you create a character. It's also important if you're converting characters from
another system into GURPS, or vice versa

To use askill, you must make a "success roll" against your skill level - see p. 86.
Success rolls are made on 3 dice. For instance, if your skill is 13, you must roll a 13 or
lesson 3 diceto succeed with that skill. Skill levels can be over 18, and often are. . . but
aroll of 17 or 18 always fails. And modifiers for difficult tasks or unfavorable stuations
will usudly adjust your "effective” kill to anumber under 18.

The probability of success at each skill level isstown below. If you have askill of 10
(defined as an "average" level of skill), you will fail exactly haf the time.
Obvioudy, "average’ isnot redly very good in many cases! Notethat aroll of 17 or 18 is
automaticaly afailure, so nobody succeeds 100% of thetime.

This table should be used to judge overall competence at most skills. A specia

tahlefor lannn iane<icfoiind nonn BR

Probability Probability
Skill Level of Success Skill Level of Success
3- Abysmal........cc.oveeviiiiinenn....0.5% 10- AvErage.....cccvevreervcineneneninnns 50.0%
b 1.9% L s 62.5%
B e 4.6% 12 - Rather killed............e..... 74.1%
B-1NEPL..cviiiicicicee e e, 9.3% 13— 83.8%
e 16.2% 14 - Wdl-traned..........coovevvevenennnes 90.7%
8-MedioCre.....ccooveveeeee e 25.9% A5 95.4%
B et 37.5% 16 or dbove - Expert.......coeveeneeee 98.1%

These figures give the probability of succeeding on the first try at atask of average
difficulty - whatever that is. Remember that your roll for a difficult task will be modified
by the GM. If you have aLockpicking skill of 18, you will get most ordinary lockson the
first try. But a tough lock - -8 to open - gives you an effective skill of only 10, and your
chance to open it drops to 50%!

Note that once your skill reaches a level of 14 or so, your chance of succeeding
doesn't really go up very much with each added point of skill. Furthermore, learning
those added points of skill gets harder and harder. It isn't pointless, though. For
instance, suppose you have a Lockpicking skill of 23. Ordinary locks are no eesier for
you - you can't have better than a 98% chance, no matter what. But that hard lock,
which was -8 to open, adjusts your skill down to 15 - which till gives you a 95%
chance to open it thefirg try!

For wegpon Kills, the usua range of useful levelsis 10 to 16. A "reabworld" com-
parison of wegpon kill levels:

3. Agtoundingly bad. Y ou will never hit afoe except by luck.

6. Clumsy. An average man using an essy wegpon for the firg time.
9: Unskilled. A rookie in his first month of basic training

12: Novice. An average man after alittle study, or atdented beginner.
15: Veteran. A good, experienced fighter. You rarey miss,

18: Expert. You have alot of experience.

20: Magter. Y ou could train others, and train them well.

25: Wizard. Y ou could fight blindfolded.

Defaulting to Other Skills
(Continued)

Because of your Shortsword training,
you have a default Broadsword skill of 11.
Assume your DX is 12. Your skill of 11 is
equal to your DX-1. This would have cost 1
point had you bought it originally. The next
level (DX) costs 2 points. The differ ence is
1. So, if you pay 1 character point, you can
raise your Broadsword skill from its default
level of 11 to (DX), or 12.

Double Defaults: If Skill A defaults to
Skill B-5. and B defaults to 1Q-5, does A
default to 1Q-10? No. A skill can't default
to another skill known only by defaullt.

Improving Skills with
Defaults

Suppose that you increase a skill (for
example, Shortsword) on which you had
based another skill (Broadsword). Y our
default Broadsword skill goes up. But if you
sarted learning Broadsword with your default
from Shortsword, and then put more points
into it, improving Shortsword won't necessarily
improveyour Broadsword skill further.

In the example above, suppose you
spend the 1 point to raise Broadsword to
12 (DX). Now you spend 4 more points in
Shortsword, improving that skill to a 14
(from DX+1 to DX+2). Does your
Broadsword skill also go up a level? No.
Your new default from Shortsword is now
12 (Shortsword at 14, minus 2), but to go
from level 12 to level 13 (from DX to
DX+1) with Broadsword costs 2 points,
and you've only spent 1 on Broadsword.
Keep track of that point, though, and when
you spend 1 more on Broadsword, it goes
up by alevel,aswel.

If you study Broadsword until it is better
than your Shortsword, it might be best to
switch the defaults, so your Shortsword now
defaults from Broadsword. But you may
never decrease either level - you must have
enough unspent points available to keep
eech a itscurrent leve.

Keeping Shortsavord at 14, you've spent
39 total points on Broadsword, improving
your skill to 18 (DX+6). You'd like to
default Shortsmvord from Broadsword now,
rather than vice versa. You mug first spend
the extra point on Boadsword that you
saved when you first defaulted Broadsword
from Shortsword. You can now default
Shortsword from Broadsword. That default
level is 16 (Broadsword-2). And you've
Soent 8 total points on Shortsword (getting it to
14, earlier) - that 8 pointsis now enough to
improve your Shortsvord skill to 17.

This feds like an abdract number shuffle,
but it works. Y ou're no better off than if you
had started with Broadsword skill, and you
aent being pendized for learning Shortsword
fird.
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LIST OF XILLS

Skills are listed aphabetically within categories. The ligting for
each skill gives the following information:

Name of the skill. If the skill is one which varies a different tech
leves, thiswill beshown - eg., "Blacksmith/TL."

Type. The variety of skill (mental or physical) and its difficulty
(essy, average, hard or very hard).

Defaults. The basic attribute(s) or other skill(s) to which use of
the kill defaults if the kill itsdlf is not known. If there is more than
one possible default, the skill defaults to whatever will give the user
the most advantage. Some skills (foreign languages, for instance)
have no defaults. You cannot attempt to use these skills unless you
have actualy studied them.

Prerequisites. Other skills which must be known at level 12 or
better before this skill can be learned. Most skills have no
prerequisites.

Description. A brief explanation of the way the skill works.

Modifiers. A list of common bonuses and penalties for use of the
skill. It is always entirely up to the GM to decide whether a given
modifier should gpply or not.

New SKills

Game Masters and players are free to come up with other skills
as needed. Defaults, learning time, et cetera, should be assigned by
comparison with the skills listed here. Keep in mind that many so-
caled "new" skills will redly just be specidties within existing
kills

ANIMAL XILLS

These sKkills can easily be learned in any low-tech culture - or in
farm and ranch country in any culture at al. A "city kid" might
have trouble finding a teacher unlessheiswedlthy.

Any of these skills can be learned with an optional specialization
in one generd type of anima (e.g., horses, cats, raptor birds).

Animal Handling (Mental/Hard)  Defaultsto |Q-6

This is the ability to train and work with al types of animas. To
train an animal, the Animal Handler must make his success roll
once per day of training. A failed roll means the animal learned
nothing; a badly-failed roll means the Handler was attacked. The
time it takes to train an animal depends on the animd's intelligence
and tractability - see Animals, p. 140.

When working with a trained animal, the anima handler rolls
against his skill for each task he sets the animd. Modifiers: -5 if the
animd is not familiar with the handler, -5 if the circumstances are
stressful to the animal, -3 or moreif the task is a complex one.

Thistaent can aso (sometimes) be used to quiet awild, dangerous
or untrained anima. Modifiers. -5 if the creature is wild or very
frightened, -10 if it isaman-eater or man-killer.

Finally, this talent gives an advantage in combat against animals.
If you have this skill a level 15 or better, any animd's attack and
defense rolls are a -1 against you, because you can predict its
behavior. If you are an expert (skill 20 or better), the animal's rolls
aea-2.

Falconry (Mental/Average) Defaultsto 1Q-5
This is the skill of "hawking" - hunting smal game with a
trained hawk. A good faconer will know hunting and training tech-
niques, aswell as how to care for afalcon (see sidebar, p. 142).
Finding a wild falcon's nest in spring requires a week of search
and a successful Falconry roll; anest will have Id-3 chicks.

Packing (Mental/Hard) Defaultsto
Animal Handling-6 or |Q-6
Prerequiste Animal Handling

This is the ahility to efficiently and speedily get loads on and off
of pack animals. It includes the skill of getting the best performance
from the beasts, judging them before purchase, and selecting the
best routes for pack trains.

A skilled packer will be in demand in any commercia area
before TL6, and will earn as much as a sergeant of mercenaries. A
caravan must have at least one master packer (skill 15+), or its
speed is reduced by 20%. The U.S. Army used thousands of pack
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animals in WWII, and would have used many more, but couldn't
find enough skilled packers - and four years of war was not enough
timeto train them!

At higher tech levels, this is replaced by the professiona skill of
Freight Handling - which is less complex (Mental/Average)
because it requires no knowledge of beasts.

Riding (any type) (Physical/Average) Defaultsto
Animal Handling-3or DX-5

This ability is different for each animal type (in other words, you
must pick an anima to "speciaize' in). If you encounter an
unfamiliar riding animal, default to the closest Riding skill you
have. For instance, if you know how to ride a horse, you would be at
-3for acame, -6 for adolphin, and no pendty for amule.

You must make your Riding roll when you first try to mount a
riding animal, and again each time something happens to frighten or
chalenge the creature (eg., a jump). Modifiers: +5 if the animal
knows and likes you; -10 if the animal is not an "ordinary" riding
creature and/or has not been trained for riding.



Teander (Mental/Average) Defaultsto
Animal Handling-4 or Riding-2
Prerequiste Animal Handling

This is the skill of driving teams of animals, such as wagon or
gun teams. It includes the skills of harnessing the animals, caring
for them and judging them for quality before purchase. Driving
more than four animals, or driving ateam of unfamiliar animdls, is
-2 to skill. Each species of animal requires a different skill; these
default to each other at -3. Horses and mules are covered by the
same Kill.

When awagon or other load (such as agun) is moved at agal lop
(over 20 mph, or 10 hexes per turn), the driver must roll against
his Teamster skill every ten seconds, at a penalty of up to
-5 for bad terrain. A failed roll spillsthe wagon. Thisis equivalent

ANIMAL XILLS

to a 5-yard fal (5d-10 damage) for each man and animal
involved. Anima Handling rolls will be required to calm the
beasts. Also, roll 2 dice for each horse; on a 12, a leg is broken!
Time required to reload the cargo degpends on the load, the terrain,
and the wesather.

Veerinary/TL (Mental/Hard) Defaultsto any
appropriate Medical skill-5,
or Animal Handling5
This is the ability to care for a sick or wounded animal. It is a
Medical skill (see p. 56). Modifiers; +5 if the animal knows and
trusts you; -2 or worse if the animal is of an unfamiliar type. An
optiona specidization (p. 43) isalowed.

These skills may be learned anywhere, any time, as long as the
skill is known to the character's culture. Many people seem to have
"inborn" artistic aptitude. For smplicity, al artistic ability istreated as
askill rather than an advantage - but to balance this, assume that you
can dart with any level of artistic skill regardless of your age or
availability of ateacher.

Artist (Mental/Hard) Defaultsto 1Q-6

This is the ability to draw and paint with both accuracy and
beauty. A successful roll against this skill would let you (for
instance) draw a recognizable picture of someone to help identify
him; draw a map that would be easy to follow; or even paint a picture
good enough to trade for a meal. (Note that, for the last case, the
GM should not alow a default roll. Intelligence can let you draw
an accurate picture but not a beautiful one.)

Bard (Mental/Average) Defaultsto 1IQ-5

or Performance-2

This is the ability to tell stories and to speak extemporaneoudly.
Successful use of this talent would (for instance) let you give a
good political speech; entertain a group around a campfire; incite
(or calm) ariot; or put on a successful "court jester” act. Modifiers:
+2 if you have the V oice advantage; any Charisma bonus.

If you try to perform in a language other than your native
tongue, subtract 1 from your skill for every point below 12 in your
skill with that language - e.g., if you are performing in French, and
your skill with French is only 8, you have a -4 pendty on your Bard
skill.

Calligraphy (Physcal/Average)  Defaultsto Artigt-2

or DX-5 Prerequisite;

Literacy

This is the art of beautiful and decorative handwriting. It is of
use primarily to earn aliving.

Danding (Physical/Average)

This is the ability to perform dances
appropriate to your own culture, and to learn new dances quickly.
Modifiers. -5 if the dance is unfamiliar. Once you have successfully
performed a dance three times, it is familiar. Note that certain
physical handicaps make this skill effectively impossiblel

Defaultsto DX-5

ARTISTICXILLS

Muscal Ingrument (Mental/Hard) Defaultsto
any Smilar ingrument-3
Each musica instrument is a separate talent. A successful use of

the talent will alow you to perform competently on the instrument in
question. Rall again for each new performance.

Photography/TL (Mental/Average) Defaultsto 1Q-5

Thisisthe ahility to use acamera competently, use a darkroom, et
cetera, and to produce recognizable and attractive photos. A
default roll is alowed to use a camera, but not to develop film or
printsin adarkroom. Modifiers: -3 for an unfamiliar camera; -3 for a
motion-picture camera.

Poetry (Mental/Average) Defaultsto1Q-5

or Language-5

This is the ability to compose "good" poetry of any type native

to your culture, in any language you speak. A successful Poetry roll

lets you write one good poem, in an appropriate amount of time

(GM's decision). A failed roll means you couldn't come up with

good rhymes, or (for whatever reason) your audience just didn't

care for your work. Modifiers. -3 (or worse) if you are under unrea-

sonable time pressure: +3 (or better) if you have a lot of time; for-
eign language pendties asfor Bard (above).

Soulpting (Phydcal/Average) Defaultsto DX-5or 1Q-5

This is the ability to fashion a reasonable likeness of a person or
object, using clay, wood, stone, ivory or whatever comes to hand. A
metalsmithing skill isalso required to produce ameta sculpture.

Time required is up to the GM. Sculpting is primarily of use in
earning a living, but can have useful applications for an adventurer.
Modifiers: -5 if the appropriate tools are not available; -5 if the
medium isunfamiliar; -5 if the medium is difficult (e.g., marble).
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ARTISTICXKILLS

Snging (Physical/Easy) DefaultstoHT-4

Study of this skill is based on HT, not DX. Thisis the ability to
sing in a pleasing fashion. A successful roll means the audience
liked your song. Modifiers: -2 if the audience does not understand
the language; +2 if you have the VVoice advantage.

Writing (Mental/Average) Defaultsto 1Q-5
or Language-5

Thisisthe ability to write in a clear and/or entertaining manner. A
successful roll means the work is readable and accurate.
Modifiers. -3 if you were rushed; +3 if you had a generous amount of
time -5 if you are writing about an unfamiliar subject. This ability is of
most use to earn a living and/or write for GURPS, but can
sometimes be of use on adventures ... or after them. Thereport of a
spy, military man or private investigator will be far more useful if it is
wel-written!

ATHLETICXILLS

Acrobatics(Physcal/Hard) Defaultsto DX-6

This is the ability to perform acrobatic and gymnastic stunts,
roll, take falls and so on. A separate skill roll is required for each
trick. This can be handy on an adventure; tightrope walking, human
pyramids and trapeze swinging al have useful applications.

An Acrobatics roll may be substituted for a DX roll in any
atempt to jump, roll, avoid Knockback and so on.

A character trying to Dodge a blow may attempt an Acrobatic
Dodge (see p. 108), a jump or roll which avoids the attack in a
flashy way. A successful Acrobatics roll will also reduce the effective
distance of any fal by fiveyards (see p. 131).

The GM may apply pendlties as he sees fit for an especidly dif-
ficulttrick.

Bicyding SeeVehide ills p. 68

Breath Control (Mental/Very Hard) No default

This is the ability to breathe at maximum efficiency. On a suc-
cessful skill roll, the user can triple the time the breath is held for
any reason (e.g., underwater). A successful skill roll will elso alow a
point of fatigue to be regained in only two minutes (this cannot be
combined with magic spells which restore fatigue).

This skill is not normally known outside Oriental cultures; the
GM might makeit available in afuturistic scenario.

FreeFall/TL (Physcal/Average) Defaultsto

DX-50r HT-5

This is the ahility to handle yourself in a free-fall (zero-gravity)

environment. Onerall is necessary when you first go into freefal; a
failed roll means you become spacesick, and afurther roll against

HT is required to avoid choking! Treat this as drowning (see
Swimming, p. 91). A further roll would be required each time you
try to perform some complex action in freefall. Failure does not
make you spacesick - your attempted action just fails.

No default

Jumping (Physical/Easy)
SeeJunmping, p. 88

This is the trained ability to use your strength to its best advan-
tage when you jump. When you attempt a difficult jump, you may
substitute your Jumping skill for your ST or DX.

Parachuting (Physical/Easy) Defaultsto DX-4 or 1Q-6

This is the ahility to survive a parachute jump. A failed roll
could mean anything from a dight drift off course to panic that
makes you drop your gear - GM's option. A critical faillure means
the chute did not open, or was fatally fouled (see Falling, p. 130).
For ajump under bad conditions, aroll on landing may be required as
wdl... for ingtance, to survive an "ankle-bresker" landing without
injury, or to dodge trees on the way down.

Riding See Animal Sills, p. 46

Running (Physical/Hard) No default

This skill is based on HT, not DX. It represents training in
sprints and long-distance running. If you have studied this skill,
divide your skill level by 8 (don't round down) and add the result to
your Speed for the purpose of calculating your Move score for the
purposes of using the Move manuever on land (it does not affect
Dodge!). For instance, if you have a Running skill of 18, your
Speed is increased by 2.25 before calculating your Move. See
Running, p. 88.

Scuba (Mental/Average) Defaultsto 1Q-5

or SMmming-5

This is the ahility to use an underwater breathing apparatus. One

roll is required when you first go in the water, and one every further

30 minutes, to avoid inhaling water, with aloss of 1 ST and arisk of

drowning (see Snimming, p. 91). A successful roll (no defaults

alowed) will also let you spot problems with the equipment if you
check before putting it on.



Siing (Physcal/Hard) Defaultsto DX-6

This is the ability to ski. A roll is required when you start down
any but an easy dope, and another every 30 minutes (or every haz-
ardous situation). A failed roll means you fal. On a critica failure,
take Id-1 damage to arandomly chosen limb, and suffer through the
gppropriate Crippling damage until you hed. If you roll 5 points of
damage, the limb was actudly broken.

Soorts (many types) (Physcal/Average) Varies

Every sport is a different skill. Most default to DX-5. Those
putting a premium on strength (e.g., football, rugby) default to ST-5 as
well. These skills are mostly useful in building a good character
background and/or earning a living, but a clever player or GM can
make a ports background useful on an adventure.

Svimming (Physical/Easy) Defaultsto ST-5o0r DX-4
This skill is used both for swimming (on purpose, or to keep
afloat in emergencies) and for saving adrowning victim. See

ATHLETICKILLS

Snvimming, p. 91, for full rules on swimming, drowning, and life-
ving.

Throwing (Physcal/Hard) No default

This is the generd ahility to throw whatever you. can pick up. It
helps both accuracy (roll against your Throwing skill to throw any-
thing you can lift) and distance (add 1/6 of Throwing skill to ST
when determining distance). See Throwing Things, p. 90. There is
little point to learning a Thrown Weapon skill in addition to
Throwing. Learn the weapon skill instead if you want to specialize
without spending too much timein practice.

If you do not have this skill, you roll against DX-3 when throwing
something at a target, or DX to lob it into a general area. If you're
throwing something for which there's a specific skill, use that skill.

Weapon il See Combat/Weapon dlls,
bdow

COMBAT/WEAPON KILLS

Anyone interested in a combat skill can usualy find teachers, if
the skill is known in his culture. The best way to learn is to have a
military, mercenary or police background.

Special terms used in the descriptions of these skills are
explained in Chapters 13 and 14, and the Glossary. Note aso that
severa skills are listed here but not mentioned elsewhere. They are
covered in other releases, and are listed here only for completeness.

Defaultsto DX-5

Axe/Mace (Physcal/Average)
Ability to use any short or middlesized unbaanced weapon,
such as an axe, hatchet, mace, pick, etc.

Axe Throwing (Physcal/Easy) Defaultsto DX-4
Ability to throw any sort of balanced throwing axe - but not an
unbalanced battleaxe!

Battlesuit/TL (Physcal/Average)  Defaultsto 1Q-5,
DX-5, Exoskdeton-2, or Vacc Quit-3
This is the ability to use a suit of powered armor, including its
integra weaponry. Designed for use under great stress, most battle-
suits are very user-friendly. A battlesuit in good shape can actualy be
operated by a novice, if the novice is smart and lucky. A damaged
battlesuit is another matter; the details are up to the GM.

BeamWeapons'TL (Physical/Easy) Defaultsto DX-4 or
(other BeamWeaponsgill)-4
This is the ahility to use beam-type weapons, including blaster,
laser, stunner, etc. It requires specidization - see p. 43. It covers
both handguns and longarms, since beam weapons are essentially
recoilless. Add 1 to your skill for an IQ of 10 or 11, and 2 for an 1Q
of 12 or better. Modifiers are as per Guns, p. 51.

Blackjack (Physical/Easy) Defaultsto DX-4

Ability to use a blackjack or sap. This weapon is good only in
close combat, and is most often used for surprise attacks. It does very
little basic damage, which is why it is used against the head. Special
note: If it is desired not to serioudly injure the victim, the attacker
may "pull the blow" (p. 122), attacking with lessthan hisfull ST.

Black Powder Weapons (Physical/Easy)
Defaultsto DX-4
This is the ability to use any black-powder weapon, including
musket, pistol and rifle. Add 1 to your skill for an 1Q of 10 or 11,
and 2 for an |Q of 12 or better. Modifiers are as per Guns, p. 51.

Blowpipe (Physcal/Hard) Defaultsto DX-6

This is the ability to use a blowpipe to shoot small (usualy poi-
soned) darts. Such a dart cannot pierce normal clothing except on a
critical success, and never penetrates cloth or better armor. If a dart
hits exposed flesh or light clothing, the poison can take effect.
M odifiers: -2 and up for wind, if outdoors.

Bolas(Physical/Average) No default

This is the ability to throw the bolas - a length of leather cord
with two or more weights attached - to entangle a victim. It is pri-
marily used to stop herd animals and to hunt small game and hirds. It
can aso be used in combat; it can be dodged or blocked, but an
attempt to parry makes it hit and entangle the parrying arm auto-
matically. Exception: a successful parry with an edged weapon will
cut the cords, ruining the bolad!

A bolas may be aimed at a body part, or the hit location table
may be used for a randomly-cast one. If the bolas hits, it automati-
caly wraps around its target, as well as doing its damage. If the
arm, hand, or weapon is hit, roll a Quick Contest of Bolas skill vs.
target's ST. If the target loses, he drops the weapon (does not affect
shields strapped onto the forearm).

If the leg is hit, two legs are entangled. A running target must
make a DX rdll or fdl - taking I1d-2 damage. Once entangled, a
victim requires three successful DX rolls (and one free hand) to
escape; during thistime, no other actions can be taken. Animasrall to
ecape at DX-3if they have paws, or DX-6 if they have hooves.
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COMBAT/WEAPON XKILLS

Bow (Physical/Hard) Defaultsto DX-6

This is the ability to use the longbow, shortbow and all similar
bows. It aso covers the compound bow, though a person who had
never seen a compound bow would need to make an 1Q roll to figure
it out before he could use it properly.

Brawling (Physcal/Easy) No default

Thisisthe skill of unscientific roaringand-punching close combat.
When you attack with bare hands or feet, roll vs. Brawling skill to hit.
Add 1/10 of your Brawling skill level (round down) to the damage
you do. When you defend with bare hands, you may parry twice per
turn (once with each hand) and your Parry is 2/3 your Brawling
skill. Seep. 101 for rules on parrying bare-handed.

Broadsaord (Physcal/Average)  Defaultsto DX-5,

Shortsmvord-2 or Force Snvord-3

Ability to use any 2 to 4-foot, balanced, one-handed weapon -

including broadswords, one-handed bastard swords, baseball bats
and anything Smilar.

Buckler (Physical/Easy) Defaultsto DX-4 or Shidd-2

Thisisthe ability to use a medieval-style buckler - asmall shield
held in the hand or strapped to the arm. This sKill is used exactly
likethe Shield skill, p. 52, and can be used to calculate a Block
defense if you have a buckler instead of ashield.

Crosshow (Physcal/lEasy) DefaultstoDX-4

Ability to use al crossbows, including a "prodd” or stonebow. If
you have this skill, you understand the use of crossbow-type siege
engines, but have no specid skill in firing them.

Fast-Draw (Physical/Easy) No defavilt

This is a separate skill for each type of weapon. Fast-Draw is
available for the following wegpons: Knife, Blackjack, Sword (one-
handed), Two-Handed Sword, Arrow (including crossbow bolts),
Pistol, Rifle (including submachine guns, etc.), Magazine,
Speedloader. The GM may add a new Fast-Draw skill for any
wegpon if it can reasonably be drawn quickly, but is significantly
different from all the above weapons. This skill is used when you
wish to ready a weapon from its holster, scabbard, etc. A successful
roll means you ready the item instantly (this does not count as a
maneuver). You may attack with the weapon (or load the bow) on
the same turn. A failed roll means you ready the item normally, but
may do nothing else that turn (if it'san arrow, you drop it). A critical
miss means you drop the weapon - or, for arrows, the whole

quiver!
Combat Reflexes advantage gives a+1 on Fast-Draw sKill.
Fenang (Phydcal/Average) Defaultsto DX-5

This is the ability to use the fencer's wegpons - rapier,
smallsword and saber. The rapier is a long (2-hex reach), light,
thrusting weapon. The smallsword is a shorter (1-hex reach), light
thrusting weapon, somewhat like a modern fencing foil with a
point. The saber isalight cut-and-thrust weapon.

If you have one of these wegpons, no larger than a smal shield,
and no greater than light encumbrance, your parrying ability is 2/3
your Fencing skill (round down). Furthermore, you can parry twice
per turn, instead of just once. If you are on All-Out Defense, you
may parry any number of attacks each turn. Many fencers carry a
dagger as a second wegpon. It may aso parry (making three parries
per turn!) - but only at the fencer's regular Knife Parry skill level.
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The only disadvantage of the fencing Parry is that

the fencer's weapons are very light and may break

when used to parry - see pp. 99, 110.

GURPSMartial Artstreats fencing in much more
detail.

Flail (Physical/Hard) Defaultsto DX-6

Ability to use unbalanced weapons with the head attached to the
handle by chain or rope, such as the flail, morningstar or nunchuku.
Flails are hard to use, but also hard to defend against. Any attempt to
block a flail weapon is at-2. Any attempt to parry it is at -4. Knives
and fencing weapons cannot parry flail weapons at al! Martid-arts
defenses can parry flails, but at -4.

Force Shidd (Phydcal/Easy) Defaultsto DX-4

Ability to use the force shield, an ultra-tech device which is
worn on the wrist and projects a circle of force. It gives a Block
defense, just likearegular shidd. Also see Shidd, p. 52.

Anyone who has the Shield skill may use a force shield after
only 1 hour of practice (or use aforce shield at -2 with no practice).
But anyone skilled with a force shield will default at -2 to a regular
shield, which is heavy, clumsy, and opaque. 50 hours of drill
reduce this penalty to -1. Another 100 hours eiminate it entirely,
giving Shidd skill equal to Force Shield skill; thereafter, any
increase in one skill increases the other. A character who starts with
both sills at the same leve is assumed to have gained this familiarity
dready, a no extra point cos.

Force Snvord (Physical/Average)  Defaultsto DX-5,

or any Svord skill-3

Ability to use al force swords (TL 11 and above). A typica

force sword looks like a flashlight and weighs 2 Ibs; at TL11 it

costs about $3,000. It takes one turn to activae it, one further turn

for the blade to form and stabilize. It runs for 5 minutes on a$100 C

power cell (p. 119). A force sword has areach of 1, and does 8 dice
cutting damage or 4 diceif used to impae.

Gunner/TL (Physcal/Average) DefaultstoDX-5

or (other Gunner skill)-4

This is the ability to operate a heavy weapon, including a
vehicle-mounted weapon. Make your Gunner roll each time you
fire that weapon. Modifiers: See Familiarity, p. 43. -2 for an unfa
miliar vehicle, aiming system, etc.; -2 for an unfamiliar weapon of a
known type (e.g., .30-cal when you are used to .50s); -4 or more for
aweapon in bad repair; -4 or more for a weapon of unfamiliar type
(e.q., alaser when you are used to firing recoillessrifles). All norma
modifiers for missileweapon fire aso apply. Add 1 to your skill for
anlQof 100or 11, and 2 for an 1Q of 12 or better.

A Gunner can dso serve as a subdtitute Mechanic for his
weapon. Roll a -4 to find each problem, and -8 to fix it. See
Mechanic, p. 54.

If you want to karn Gunner skill for two or more types of
weapons, start learning the second one at a reasonable default from
the first - usually -4 (check this with the GM). A weapon of a dif-
ferent TL is considered a different "type" Some weapon types
indude _

Arbdest Machine Catapult

gun Rocket Recoillessrifle
launcher Laser Nava cannon
Tank cannon




GundTL (Phydcal/Easy) Defaultsto DX-4

or (other Gunkill)}-4

This is the ability to use any type of 20th-century cartridge-type
gunpowder weapon. Add 1 to your skill for an IQ of 10 or 11, and 2
for an IQ of 12 or better. Modifiers. See Familiarity, p. 43. -2 for an
unfamiliar weapon of aknown type (e.g., .22-ca when you are used to
.389); -4 or more for a weapon in bad repair; -4 or more for a
weapon of unfamiliar type (e.g., arifle when you are used to firing
pistols). All norma modifiers for missle-weapon fire also apply.

Judo (Physical/Hard) No default

This represents the general skill of unarmed throws and grap-
ples, rather than any specific school of unarmed combat. You may
not use judo if you have anything in your hands, or if your encum
brance is greater than Light. Using judo, you may parry with either
hand as though it were a weapon, using 2/3 your Judo skill as your
Parry defense. You are dso less likely to be injured when you pary a
wegpon bare-handed - see p. 101.

If you successfully parry, you may try to throw that foe on your
next turn if he is in an adjacent hex; this is an attack. Make your
Judo skill roll. Your foe may use any active defense - he can parry
your hand with a sword! - but PD of his armor doesn't count. If he
fails to defend, he is thrown. An attack roll of 17 or 18 means you
are the one who fdls. Note that in an All-Out Attack, you cannot
attempt two throws, but you can make one attempt at +4. You may
also use your skill to throw afoe if you are Grappling him (Close
Combat, p. 111); -5if you arelying down!

When you throw a foe, he falls where you please: in any two
hexes near you. One of these hexes must be his starting hex, your
hex, or any hex adjacent to one of these hexes. He must roll againgt
HT; afailed roll means heis stunned! If you throw him into someone
dse, that person must roll either ST+3 or DX+3 (whichever is
better) to avoid being knocked down.

You may aso use your Judo sKill, instead of your DX, in any
DX roll made in Close Combat except to draw a wegpon or drop a
shidd.

Karate (Physical/Hard) No default

This represents the general skill of trained punching and kicking,
rather than any specific school of unarmed combat. There is no
penalty for using the left hand. The hand(s) you use must be empty,
and your encumbrance must be Light or less.

You may parry with either hand as though it were a weapon,
using 2/3 your Karate skill as your parry defense.

Used offensively, Karate increases the amount of damage you
do when you strike without weapons. Roll againgt your Karate skill to
hit. (If you kick, roll against Karate-2. If you miss your kick, you must
roll againgt DX to avoid falling.) 1/5 of your Karate skill, rounded
down, is added to the basic damage you do with hands or feet. Bare
handed parries can ill cause you injury if they fail - see p. 101.

Note: Although you can break bricks to show off, you cannot
punch through armor unscathed. Any time you hit atarget with a

COMBAT/WEAPON KILLS

DR of 3 or better, roll against your HT. A failed roll means you
take Id-2 damage to the hand or foot. Your foe's Toughness does
not count as DR for this. Your own toughness (or boots, etc.) will
protect you, though.

Knife (Physical/Easy) Defaultsto DX-4
The ability to use, but not to throw, any
type of knife, dagger or iletto.
Knife Thromng (Physical/Easy)  Defaultsto DX-4
Theability to throw any sort of knife.
Lance (Physcal/Average) Defaultsto Soear-3
for thosewho have Riding at 12+
DX-6for others

Prerequiste Riding

The ability to use the lance - a spear-like weapon 12 or more

feet long, used from horseback. The parry is not normally used in
lance combat; alance-wielder must Block or Dodge enemy attacks.

Lasso (Riata) (Physical/Average) No defavilt

Thisis the skill of throwing the lasso or lariat. It is
used primarily to snare animals. A body part may be targeted, or the
Partsof the Body table (p. 211) used for arandom result. If an arm or
the body are lassoed, make a Quick Contest of ST; if the lassoer
winsthe victim is immobilized, but if he loses, he loses the rope. If
the heed is lassoed, the target is at ST-5 for the Contest of ST. If the
foot is lassoed, then the target must make a DX roll to remain
standing (DX-4 if the target was running at the time lassoed); no
Contest of ST is used. If the DX rall fails, the target takes [d-4 faling
damage; |d-2 if target isrunning.

To keep the target immobilized requires the lasso to be taut at dl
times; this can be done by hand, but while doing so you cannot take
any other actions. If a horse is trained to keep the lasso tight (p.
143), its ST is substituted for the thrower'sin the Contest of ST.

A lasso thrown around the neck (5 to hit on a human, -2 on
most herd animals) will cut off the victim's breathing aslong asitis
kept taut. Treat this as suffocation (seep. 122).

One cannot escape from a taut lasso without cutting the rope.
Escaping from alimp lasso is done as for abolas, p. 49.

Net (Physical/Hard) No default

The ability to fight with the net as a weapon. A thrown net can
be dodged, but not blocked or parried. On a successful throw, the
victim is enfolded and is unable to move or attack until the net is
removed. Three successful ralls at DX-4, not necessarily consecutive,
are required to remove a net, using both hands (DX-6 for animals or
humans with only one hand available). If three consecutive rolls are
failed, the victim has become so entangled that the net will have to be
cut free. An animal net weighs 20 |bs,, and can be thrown (ST/2)
yards plus 1/5 Net skill (round down).

A smal net may also be used as a melee weapon, with areach of 1
or 2 hexes. Treat as alasso (above), but the victim can attempt to free
himsdlf as from a bolas (p. 49). A melee net weighs 5 Ibs; it can be
thrown (ST) yards plus 1/5 Net skill (round down). All rollsto escape
fromamedee net are a +3.

Polearm(Phydcal/Average)
Ability to use any very long, unbaanced

pole weapon, including poleaxe, glaive, halberd, guisarme and the

hundreds of variations on the type.
L ckgl]lc IGH

Defaultsto DX-5



COMBAT/WEAPON XKILLS

Shidd (Physcal/Easy) Defaultsto DX-4 or Buckler-2

This is the ability to use a medieval-type shield or a police riot
shield. This skill is necessary to attack with a shield. However, the
passive defense from ashield (1-4 points) protects the carrier, even if
he doesn't know how to useit. The active defense from a shield -your
Block score - is 1/2 of your Shield skill. Thus, you can block much
better if you have studied Shield than if you are using default skill.
The average person's DX is 10, so his default Shield skill is 6, and his
Block scoreisonly 3!

Seedso Force Shidd, p. 50.

Shortsword (Physical/Average) Defaultsto DX-5,
Broadsmord-2, or Force Smord-3
This is the ahility to use any balanced weapon, 1-2 feet long -
includingthe shortsword, gladius, baton or billy club.
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Sing (Physical/Hard) Defaultsto DX-6
Thisisthe ability to usethe ding or staff ding.

Spear (Physical/Average) Defaultsto DX-5

or Jaff-2
Ability to use (but not throw) any sort of spear, javelin, trident,
fixed bayonet, pike or smilar long, light, pointed weapon.

Spear Thrower (Physcal/Average) Defaultsto DX-4
or Spear Throning-4
This device, and the skill to use it, are digtinct from the Spear
Throwing skill, but each defaultsto the other at-4. A spear thrower is
along, flat stick with a notch and loop on one end. It increases the
force with which ajavelin or smilar weapon isthrown. It takes 1 turn
to place a spear into the thrower after both are in hand and ready.
Modifiers. -5 in tight quarters (needs at least a 6foot clearance
overhead for effective use).

Spear Throwing (Physcal/Easy)  Defaultsto DX-4
or Soear Thrower 4
Ability tothrow any sort of spear, javein, etc.
Spesd-Load (Physical/Easy) No defauit

Thisisthe skill of quickly getting ammunition into
afirearm. It is not the same as Fast-Draw. But you could, with the
right kills, reload very quickly by Fast-Drawing a speedoader or
magazine from your pocket or belt, and then Speed- Loading.

A different Speed-Load skill is needed for each firearm, and
affectsloading time asfollows:

[z IS

Black powder weapons. -10% (round down) from normal loading
time Smultaneoudly-gecting revolvers: Without a speedloader, -
1/3 .

per round (round down). With a speedioader, -3 sec. Sngle-gecting
revolvers or integral-magazne weapons: -1/3 sec.

per round (round down). Removable-magazine, clip-loading,
or ultratech power -cell

weapons. -1second. Bet-
fed weapons. -2 seconds.

A failure on a Speed-Load attempt adds to normal loading time
the amount that would have been saved had the attempt succeeded. A
critical falure drops or damages the ammunition; the whole loading
procedure must be stated over or the ammunition recovered (2d
seconds or GM's decision).

Some weapons of peculiar design may have different Speed-
Load effects, at the GM'sdiscretion.

Saff (Physcal/Hard)  Defaultsto DX-5 or Spear-2

Ability to use a quarterstaff, or to use any improvised pole like a
quarterstaff. Thisisatwo-handed skill. Y our Parry is 2/3 your sKill.

Thrown Weapon (Physical/Easy)  Defaultsto DX-4
The ability to throw any one type of "throwable" weapon. This

skill is different for each type of weapon. Examples are Knife

Throwing, Axe Throwing, Spear Throwing. Seedso Throwing, p. 49.

Two-Handed Axe/Mace (Physical/Average)

Defaultsto DX-5

Ability to use any long, heavy, unbalanced weapon, such as the
battleaxe or maull.

Two-Handed Snvord (Physical/Average)

Defaultsto DX-5 or Force Svord-3

Ability to use along (4- to 5-foot) bladed weapon, in two hands.

Note that a "bastard sword" is used with this skill when held in two
hands, but with Broadsword skill when hdd in one.

Whip (Physical/Average) No default

Thisis the skill of usng awhip as a wegpon. Whips come in different
lengths; for game purposes, a"1-yard' whip has aresch of 1 yad. Such
awhip would actudly be about 4 feet long. Time to re-ready a whip
depends on its length: O turns for a 1-yard whip, 1 turn for a 2-yard
whip, 2 turns for a 3yard or larger whip. Whips may be up to 7 yards
long; awhip 2 yardslong cannot strike at 1 yard or doser.

A whip isavery poor parrying weapon; your parrying skill with a
whipis 1/3 your combat skill, rounded down.

A whip can be made to "crack" - the sound is caused by the tip
breaking the sound barrier! If the user makes the whip crack just asit
hitsitstarget, it does +2 damage, but thisis-4 to skill.

Whip blows are very painful. A character who takes more than 1
point of arm or hand damage from awhip must make aWill rall, ata
penaty equa to the damage taken. A failed roll means anything in
that hand is dropped.

A whip-user can dso strike directly at a foe's weapon (at normal
pendty for weapon size). If he hits, immediately roll a Contest of
ST; a +1 for the whip-user dueto leverage. If the whip-user wins, he
yanks the weapon away. A critica success on the original strike
produces the same result.

A whip may be used (at -4 to sKkill) in an attempt to entangle the
target, exactly like a lasso. This does no damage, but (if successful)
followslasso rules.



Any of these skills can be sdf-taught, with or without books.
But many craft techniques, though simple, are not obvious! All
craft skills except Carpentry and Leatherworking must be learned at
only 1/4 speed (that is. 4 times the point cost) if no teacher is avail-
die
Armoury/TL (Mental/Average) Defaultsto 1Q-5,

weapon skill)-6, or
Blackamith-3 (for weaponsat TL4 or below)

This is the ahility to build and repair weapons and armor at the
appropriate tech level. A successful roll isrequired to find the problem
with aweapon (unlessit is obvious). A second roll lets you repair
it. The GM should determine a reasonable time for @ch repair
attempt. Modifiers: -4 if the weapon is unfamiliar: -4 to try to repar
without proper tools (-5 a TL9+).

An armourer a TL5 or below may specidize (see p. 43) in one or
two of thefollowing fields:

Black powder hand weapons Armor
Hand wesgpons (knives. Segeengines
swords, maces, €tc.) Bows and arrows

Guns (e.g.. black powder cannon)

An armourer above TL5 must specialize (see p. 431 in one or
more of the above fields, and/or any of the following fields that
exig a histech levd:

Rifles and handguns Beam handgurs Vehicular %ﬁgiﬁpﬁf

weaponry (tanks. autodudling. etc.) Spaceship weaponry Psi

wegponry

Atillery (includes naval guns) ""S eqoonl%amor
Note thet above TL5. thereis no default Any other special!)

between Armoury specializing in armor,
and Armour, specializing in any weapon type. They are totaly
different. The exception would be a specidization in Armoury
(Battlesuit), which would cover dl sysems of the battlesuit and its

own armor.

CRAFT XKILLS

Bladkamith/TL (Mental/Average) Defaultsto 1Q-5
orJender4

This is the ability to work iron and other non-precious metals by
hand. A forge is necessary for this work, but a smith can build one.
given suitable maerials, in about 30 days. Modifier: -1 for every
point of ST below 13.

Carpentry (Mental/Easy) Defaultsto1Q-4 or DX-4
This is the ahility to build things out of wood. A successful roll
lets you do one hour's worth of competent carpentry. A failed roll
means the work was bad. Modifiers: +5 if you are being supervised or
assisted by someone with skill 15 or better: -5 if you do not have

good tools.
Cooking (Mental/Easy) Defaultsto1Q-4

This is the ability to prepare a pleasing meal from raw materias
(not just heat water and open boxes). In any "outdoor" society, it

includes the ability to dress out game - that is, to prepare a fresh-
killed anima for cooking.

Jende/TL (Mental/Hard) Defaultsto 1Q-6

This is the ability to work with precious or Blacksmith-4
metals of al kinds, make jewelry, decorate weapons and so on. A
forge is necessary (see Blacksmith, above) to work metal. A Jeweler
can identify any precious metal, or determine the value of any
precious bauble, by making his skill roll.

Leatherworking (Mental/Easy)

Defaultsto |Q-4 or

DX-5

This is the ability to work with leather to make belts, saddles,

armor, et cetera. A leatherworker can make new goods and repair

old goods. By making his skill roll, he can also determine the value of
goods made of legther.




CRAFT XKILLS

Mechanic/TL (Mental/Average)  Defaultsto 1Q-5

or Enginegr4*

This is the ability to diagnose and fix ordinary mechanica prob-
lems- usually, but not always, on a vehicle engine. Specidization is
required; typesinclude

Wagon

Clockwork and small gadgets

Gasoline engine

Jet plane engine

Fud cdl/dectric motor

Spaceship drive

Robatics

A successful skill rall can find one problem; a second successful
roll can repair it. Modifiers: -5 if proper equipment is not available; -2
for an unfamiliar vehicle, engine, éc. (e.g., a diesel when you are
used to gasoline engines); -4 or more for a machine of unfamiliar type
(e.g., a plane when you are used to fixing automobiles). All normal
modifiersfor tech-leve differences aso apply (see p. 185).

If you want to learn Mechanic skill for two or more types of
mechine, start learning the second one at a reasonable default from
the first - usudly -4 (check thiswith the GM).

* Special default: If you have the skill to operate a particular
vehicle (car, cycle, battlesuit, éc.) or the Gunner kill for a particular
large weapon, you can default to this skill for Mechanic rolls

Steam engine
Small dectric motor
Propellor plane engine
Hovercraft engine
Ocean-going vesH
Starship drive

when you work on that particular machine. To diagnose a problem,
default to your appropriate Driver or Gunner skill-4. To fix it,
default to your appropriate Driver or Gunner skill-8.

Pottery (Mental/Average) Defaultsto Q-5

This is the ability to work with various sorts of ceramics. A potter
can make new pots and other items out of clay. By making his skill
roll, he can identify proper building clay (for bricks, etc., aswell as
for tableware); determine the origin or vaue of pottery; etc.

Shipbuilding/TL (Mental/Hard)  Defaultsto 1Q-6

This is the ahility to design and build ships, boats, etc. A suc
cessful roll on this skill will let you determine whether a ship is sea
worthy and gpproximately what it isworth.

At TL8+, shipbuilding and starshipbuilding are two different
skills, both easier because they're computer-assisted; see GURPS
Space, p. 36.

Woodworking (Physical/Average)  Defaultsto DX-5
or Carpentry-3

This is the ability to do "fine" work with wood; cabinet -making,
decorative carving, etc. By making his skill roll, a woodworker can
also determine the origin and fair value of a woodcarving, or identi fy a
type, of wood

HOBBY XILLS

Many fields of study have little to do with either adventuring or
making a living - but they are studied nevertheless. No particular
teacher is required. Some examples. comic books, model railroading,
rock music, tropical fish, opera, cinema, science fiction, gaming . . .
In general, these skills are Mental/Average, defaulting to 1Q-5 or
thereabouts. A few pointsin a hobby skill can make role

playing more fun - and possibly come in handy once in awhile.

Since hobby sKills are typically studied during "free time," the
GM may alow them to be taken initidly at half price. Don't do this
with anything obvioudly useful. Fencing, for instance, might be a
rich man's hobby - but for game purposes, he can't learn it at half
price

LANGUAGEKILLS

Each individual language is a separate skill. Your native lan-
guage defaults to 1Q (see below). Other languages have no default
unless they are closely related (for instance, English and an
English-based "pidgin" trade language). In such a case, either lan-
guage skill can default to the other, -4. A dialect of a language will
default to the base language (or vice versa) at from -1 to -3.
Dialects may default to each other at -1to -4.

Without a teacher (or at least someone who speaks the language)
language study is four times as hard.

A language is a Mental skill. Difficulty of languages varies:

Easy: Pidgin English, Esperanto, and the like.

Average: Most languages - French, Chinese, Elvish, Rumanian, etc.

Hard: Basque, Navajo, most alien languages, or any other lan-
guage based on concepts different from "ordinary" human speech.

Very Hard: Alien languages which cannot be pronounced with
the character's natural vocal equipment or simple mechanical aids.

Modifiers: Language Talent (see p. 20) and the Linguistics skill
(p. 61) will both give you a bonus to learn any language.

To study your own language, start with an automatic skill level
equal to your 1Q. 1Q+1 costs only 1 point, |Q+2 costs 2, 1Q+3 costs 3,
and so on.

If you live in another country and speak its language at all times,
that is the automatic equivalent of 4 hours/day of training; thereis
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no need to alocate specific study time unless you want to get more
than this default. Thus, every 50 days would give you one character
point to spend in that language. This "automatic training”" ceases
when your skill equasyour 1Q.

Rolling for Successful
Communication

When two people try to communicate in a language, and one or
both speak it badly, the GM may want to roll to see if a particular
important idea comes aross. Roll against the poorer language skill
plus /5 of the better spesker's ill (round down). Exanple: Jacques
speaks French at a 12; Fred has only an 8. On aroll of 10 or less, a
particular idea can be communicated. For hurried speech, bad phone
connections, complex directions, etc., roll with a -2 to-8 penalty!

To determine if you can read or write effectively in a foreign
language (if you are literate), the GM will roll against your lan
guage skill only. He may dlow bonuses for smple materia (shop-
ping lists, one-line instructions) and penalties for very difficult
material. Thus, it is harder to read and write (where you have no
feedback) than it isto talk face to face (where you can quickly correct
many errors).



Levelsof Language Skill

This table will give you an idea about what sort of success to
expect a each level of language skill.

4 or under: Recognizes some important words.

5-6: Usualy understands simple sentences, spoken slowly.

7-8: Adeguate reading and speaking vocabulary. Non-native
speakerswill have athick accent, very amusing to natives.

9-10: Command of the language equivaent to that of an average
native speaker. Non natives will retain adistinct foreign accent.

11-12: Command of the language equivalent to that of an edu-
cated native. Non natives will retain adight foreign accent.

13-14: Full mastery of the language, including idioms. No for-
eign accent. Can adopt regiona accentsif desired.

15 or better: Absolute fluency. If non native, can think in the

language.

Literacy

This ability varies widely in availability and importance,
depending upon your game world. Furthermore, it is normally
acquired when you are very young - or not at al. Therefore, it is
treated as an advantage (see pp. 17 and 21) in cultures where reading
is not common. In cultures where most people can read, you are
assumed to be literate unless you took the disadvantage of Illiteracy
(seep. ).

If you never have the chance (or never take the time) to learn
basic literacy, you may become skilled with many languages without
being able to read or write any of them. Therefore, you do not have a
score for Literacy; you are either literate or illiterate. If you are
literate, your degree of literacy in each language is measured by your
skill in that language.

Gedure(Mental/Easy)

Defaultsto 1Q-4 or
SgnLanguage
This is the ability to communicate through simple, improvised
hand signals. Deaf and/or mute individuals have a +3 to use this
skill. A successful Gesture roll will let you communicate one simple
idea to another, or understand one simple idea communicated by

another. For lengthy "conversations,”" use the communication

LANGUAGEKILLS

rules under Language. Simple gesture is not suited for complex
communication! Different cultures develop different gesture vocab-
ularies; for Westerners dealing with Japanese, for instance, effective
Gesture kills are at -4. For humans dedling with diens of inhuman
type, Gesture communication might be nearly impossible - but let the

playerstry!

Sgn Language (Mental/Average)

Thisis any of the many true languages of gesture.
One of the better-known is American Sign Language (Amedan).
Other examples might be the language of a speechless dien race, a
sign code used by spies or revolutionaries, etc. A sign language is
complex, stylized and can communicate almost any concept.
Knowing one form of sign language does not let you understand
others - but you can recognize that some form of language is being
used by making an |Q roll. Deaf and/or mute individuals have a +3
on any Sign Languageroll.

Teegraphy (Mental/Easy) No default

This is the ability to send and receive Morse code, to do simple
troubleshooting on a telegraph system, and to recognize other indi-
vidua operators by their "fist" - that is, the characteristic way they
send. This skill is normally found at Tech Levels 5 through 7; at
TL8+, humans rarely send code themsdves. They use a computer
instead.

At TL5, atelegrapher can send or receive 2 words per minute
(wpm) for each point of his skill. At TL6+, with a semi -automatic
key, this becomes 3 wpm per point of skill. However, skill
improves dowly even for the intelligent; your effective rate of sendng
or receiving, in wpm, may not exceed the number of weeks since
you first acquired the skill.

An operator may attempt to send or receive messages at a speed
greater than his skill would normally allow, at -2 to skill for each
additional 2 wpm (TL5) or 3 wpm (TL6+) attempted. Maximum
raea TL5is 25 wpm; at TL6+, maximum is 75.

Sending or recaving messages in code, rather than plain English
(or another known language) is a -4 to skill. Sending or receiving in a
nor-native language is a -1 for every point by which the operator'sskill
in that language islessthan 10, to amaximum pendty of -4.

No default

Each magic spell is considered a separate "skill." Magic is best
learned from a wizard, but can be sdf-taught (at half-speed) from a

MAGICAL XKILLS

good grimaire. Magic is covered in Chapter 19.




MEDICAL XILLS

Medicine is a complex subject. The "Physician" skill rep-
resents generd "doctoring” ability. A good M.D. would have
skills of 16 or better in Physician, Diagnosis and First Aid, and at
least 14 in Surgery; a skilled surgeon would have dl the above and
a 20 or better in Surgery. A nurse might be a character with avery
high level of First Aid, or a moderate level of Physician, plus the
Empathy advantage. An EMT might be a nurse with Electronics
Operation (Medica Equipment) and Combat Reflexes. A
midwife would be a Physician with an optiona specidization in
delivering infants.

Note that most of these <kills are interrdlated and default to
each other. Note also that the Physician skill can be used,

without a pendty, in place of any Firs Aid roll! For more w

information about use of medical abilities, see Injuries, p. 126.

Medica skills can be learned (aside from the obvious places) in
any military force. First Aid can be learned at half-speed without a
teacher. Other medica skills are learned a quarter-speed if no teacher is
presert, and both medica texts and actud subjects are required.

In campaigns with several very different races, al medical skills
require specidization (see p. 43) for a chosen type of physiology
(eq., mammadian, avian, arthropod). Lack of familiarity with a spe-
cific race within the type will give a -2 penalty. Exception: First
Aid requires only familiarity with the race, not specidization.

DiagnosSTL (Mental/Hard) Defaultsto 1Q-6,
Firg Aid-8, Veterinary-5 or Physcan-4
This is the ahility to tell what is wrong with a sick or injured
person, or what killed a dead person. A successful roll will give
some information about the patient's problem - limited to realistic
knowledge for the character's tech level (see pp. 181 and 185). It
may not determine the exact problem (if the GM feels the cause is
totally beyond the doctor's experience, for instance), but it will
adways give hints, rule out impossibilities, et cetera Modifiers. -5
for interna injuries; -5 or more for arare disease; +1/2TL if diagnostic
equipment of that TL is available. Note that no Diagnosis roll
should be required for obvious things, like open wounds and missing
limbs.

Firg Ad/TL (Mental/Easy)  Defaultsto Physcian,
IQ-5, Veterinary-5 or Physiology-5
Thisisthe ability to patch up aninjury inthefield (seep. 127). A
successful First Aid roll will halt bleeding, neutraize or partialy
neutralize poison, give atificial respiration for a drowning victim,
etc. If a problem is unusua, it must first be identified through
Diagnosis. Modifiers: +1 or more for a first-aid kit, crash kit or
other facilities.

Hypnotism(Mental/Hard) No default

This is the skill of affecting another mind through verba and
mechanical means. Once hypnotized, an individua will be extremely
suggestible. Roll a contest of Hypnotism skill vs. the victim's Will-
1 for esch command that is given. Any command that threat ensthe
victim's life or loved ones will be resisted a +4 to his Will. The
effects of hypnotism last 1d hours unless terminated sooner by the
person doing the hypnosis.

Post-hypnotic suggestions may aso be given, instructing the
victim to do something long afterward. Normally these are at +1 to
the victim's Will for each full week of delay.

Hypnotism can be made more effective by use of telepathy (+2 to
Hypnotism roll if Telepathy is successful - one atempt only). A
successful Hypnotism roll will cause the subject's mind shields to
be lowered automaticaly.
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The first attempt at hypnotism takes 5 seconds. If this fails but the

4

subject is cooperative, a second attempt may be made at -5, taking 5
minutes. If that one fails, the subject is resstant and may not be hypno-
tized that day. Of course, a subject who is not familiar with Hypnotism
will not know exactly what has been attempted, but he may suspect
witcheraft. Should the victim resist hypnotism deliberatdly, a Contest of
Sillsismade: Hypnotism skill vs. the patient's (Will+3).

A successful Hypnotism roll gives +2 to any use of Surgery
kill, being a quick and safe anesthetic. Successful hypnotism aso
puts a subject to deep, and can thus be used as an attack, though
only against one person at atime. A successful Hypnotism roll can
aso help the subject remember something he had forgotten.

Physdan/TL (Mental/Hard) Defaultsto Veterinary-5,
Firg Aid1lor 1Q-7

This is the general professiona ability to aid the sick, prescribe
drugs and care, etc. Thisis the skill to use if a GM requires a single
roll to test general medical competence or knowledge. A physician
may take an optiond specidization.

At Tech Level 4 and below, Physician includes the ability to find
hedling herbs in the wild. If you are in familiar territory, a successful
roll will alwaysturn up some sort of medicinal plants - the better the
roll, the more useful they will be. Obviously, someone with this
ability will aso be able to find edible plants, and identify/avoid
poisonous ones!

At and above Tech Levd 5, knowledge of drugs becomes largely
"book learning." A high-tech Physician will know a great deal
about drugs, and will be able to identify most drugs fairly easily,
but will not be able to go into the wild and find useful drugs.
Exception: If the Physician has Naturalist ability of 20 or better, he
can function as a "primitive" Physician as well! Modifiers: -5 to
identify a drug without laboratory facilities;, +3 if the Physician
takestherisk of smelling/tasting the substance.

Qrgery/TL (Mental/Very Hard) Defaultsto
Veterinary-5, Physcdan-5,

Physology-8 or Firg Aid-12

Prerequiste Physdan

This skill is used when someone attempts to operate on a character
to cure sickness, injury, or bodily malfunction. A surgeon may teke
an optional specialty in acertain part of the body.

A successful roll means the operation proceeded without undue
complications. A failed roll means the patient took damage - 2 dice
for smple amputations, etc., 3 dice for more complex attempts.
Modifiers to skill: -2 if proper equipment - minimum of a doctor's
black bag - is not available; -3 for head or chest surgery; -5 for
undiagnosed problems; -3 or worse if the area or equipment cannot be
properly cleaned and Sterilized.




Most outdoor skills can be learned just as quickly by solo practice
as they can with a teacher (if you survive, of course). The
exceptions are Boating, Navigation, Seamanship and Tracking,
which can be learned only at half-speed without a teacher. Country
characters will easily find teachers and opportunities for these
skills, urban folk may have difficulties.

Area Knowledge See Sodal Slls p. 62
Boating See Vehicle Klls, p. 68
Climbing (Physical/Average) Defaultsto DX-5 or ST-5

This is the ability to climb mountains, rock walls, trees, the
sides of buildings, and anything else that may get in your way.
Modifiers. +3 if you have the advantage of being doublejointed;
minus your encumbrance level. Climbing is fully discussed onp.
89.

Fishing (Mental/Easy) Defaultsto 1Q-4
This is the ability to catch fish - with net, hook and line, or
whatever method is used in your own culture. If you have prope
equipment and there are fish to be caught, a successful roll will
catch them. If equipment is not available, you can improvise.
Modifier: -2 or more, depending on the circumstances, for improper
equipment (trying to catch sharks with abent pinisvery hard).

Hunting See Tracking, bdow
Naturalist (Mental/Hard) Defaultsto 1Q-6

Thisisagenera knowledge of animasand plants, and of nature in
its various forms. It is the sort of knowledge you would expect from
a good 20th-century biology teacher. A successful roll will let you
identify a plant and its uses or tell you something about an animal and
its habits. Modifiers. +3 if you are in familiar territory; up to -5if
you are in avery unfamiliar environment.

Navigation/TL (Mental/Hard) Defaultsto

Adronomy-5or Seamanghip-5

This is the ability to find your position (on earth, not in space)

by the stars, ocean currents, etc. A successful roll will tell you

where you are, a sea or on land. Note that if you do not have the
skill and are trying a default roll, you cannot default to Seamanship

OUTDOOR XKILLS

unlessyou are actually at seal Specid note: if you have this ability,
you have no pendty at any lower tech levd.

Modifiers: -3 if you are on land (you have no currents to guide
you); -3 if you are in a totally new part of the ocean (the currents
are new to you); -4 if you do not have the proper instruments for
your TL, be they compass-and-sextant or naviscope-and-wrist-
comp; -5 (and no use of Astronomy default) if the weather is bad
and the gtars are hidden; -5 on a brand-new world (the stars are dif-
ferent); +3if you have Absolute Direction.

Seamanship/TL (Mental/Easy) Defaultsto 1Q-4

Thisisthe ability to man alarge seagoing vessal. You will need it
to crew a ship (or to captain it!). Modifiers: standard tech level
pendlties (seep. 185).

Srvival (areatype) (Mental/Average)  Defaultsto
IQ-5, Naturalig-3, or Survival
(other areatype)-3
This is the ability to "live off the land,” find good food and
water, avoid hazards, build shelter, etc. A different Survival skill is
required for each type of terrain, including:

Desat Woodlands
Plains Jungle
Arctic Island/Beach
Mountains Swampland
Radioactive (no default use)

One successful roll per day is required to live safely (if not com
fortably) in a wilderness situation. One person with this ability can
look after up to ten others. A failed roll means each member of the
party takes 1 die of injury. Modifiers: -2 on an unfamiliar continent or
planet; up to -5 for extreme weather conditions; -5 if you are
wholly without equipment.

This skill also gives an "eye for country.” It can be used to pick
the best direction of travel to find flowing water, amountain pass, or
whatever other terrain featureis desired - assuming that it exists.

Thisis also the skill used to trap wild animals. (A city-bred thief
could use his Traps ability, but he's used to different game ... so
the roll would be a a -5.) Make one roll for each trap set. It takes
about 30 minutes to improvise a trap from ordinary materials, or 10
minutes to set and hide a commercia sted trap. Pit traps for large
game, of course, take several hoursto dig.

Tracking (Mental/Average) Defaultsto Q-5

or Naturalig-5

This is the ability to follow a man or anima by its tracks. Make
one Tracking roll to pick up the trail, and one further roll for every 5
minutes of travel. Modifiers: -5 if the trail is more than aday old, -10
if it is more than aweek old; +5 if you are following aman, +10 if
you are following a group of men. Terrain aso matters - for
instance, -3 in desert, -5 through parched rock, -10 along city
streets! All Vision bonuses also caunt here.

This skill is aso used if you want to cover your tracks. (Note
that your travel time is doubled if you are doing this!) A successful
roll means you have hidden your tracks well enough that they will
not be seen except by someone else with this kill. If you are fol-
lowed by another tracker, the GM will roll a "contest of skills"
between your ability and his, modified as above. One roll will be
made for every mile of travel. If at any time the follower loses the
contest of skills, helosesthetrail.

To stalk close to game once you have tracked it, use the Stedlth

il (p. 67).
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FROFEJSONAL KILLS

Thisisagenera term for those skills that are useful for making a
living, but will (almost) never have any other use in the game.
Such skills are not given individual listings here - but you can till
learn them if you want to! For a character whose "adventuring”
skills aren't worth much money, a professional skill is a great way to
qudify for ajob (see p. 192) and a steady income.

If a characte is created specifically as a professional, the GM
should require him to take the appropriate professional skill at a
level of at least 12, unless the character is supposed to be
incompetent!

Professiona skills include barber, construction worker, game
designer, journalist, law enforcement officer, mason, salesman,
stockbroker, stock clerk, tailor, vintner, weaver, zookeeper ...

Important professiona skills for a specific game world will be
listed in that gameworld book. Players can work out and use as
many professional skills as they like, with the consent of the GM.
As arule, professona skills will be Menta/Average, and defaullt to
1Q-5 or thereabouts. A specific professional skill may also default to
an dready-listed skill (e.g., Journaist would reasonably default to
Writing:3) or have a ill as a prerequisite (Anima Handling for
Zookeeper, for instance). This, too, isup to the GM.

Most professional skills are only learned in school or "on the
job." A few professond skills of value in gameterms:

Accounting (Mental/Hard) Defaultsto 1Q-10,
Merchant-5 or Mathematics-5
Prerequigte Literacy
This is the ability to keep books of account, to examine the con-
dition of a business, etc. Mostly useful as a job skill. However, a
successful Accounting roll (requiring about two hours of study) can
tell you whether financial records are correct - which can some-
times be important! Modifiers: -5 if you only have ahurried glance at
the figures; +5 if you have all day; +5 if you have the
Mathematical Ability advantage.
Defaults

Computer Operation/TL (Mental/Easy)
tolQ-4

Thisisthe ability to operate a computer, call up data, run existing
programs, play video games, et cetera. This is not the same as
programming - that is a separate and harder skill. Modifiers: -3 or
more for an unfamiliar computer or unfamiliar program. This skill is
only available at TL7 and above. Characters from tech levels
below 7 cannot even use it by default unless they have had time to
gain some familiarity with computers!

ElectronicsOperation/TL (Mental/Average)
Defaultsto 1Q-5 or appropriate Electronics-3

This skill alows use of all eectronics gear within a known spe
cialty. For normal, everyday use of equipment, no skill roll is
required. Rolls should be required in emergency situations, or for
"abnormal" use of equipment, or for use of complex gear by the
unskilled.

A successful roll will also let you perform repairs on known
types of equipment. Time required for each attempt is up to the
GM. Modifiers. -2 without plans or schematics, -5 without proper
tools; -4 when working outside your specialty. Note: Electrical
motors are covered by the Mechanic skill, not by Electronics.

Examples. Someone is jamming your radio transmission. Roll a
Contest of Skills in Electronics Opeation (Communications) -
radio vs. jammer - to see whether or not you can get a clear signal
out
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You're trying to pick up a speedy target on radar. Make your
Electronics Operation (Sensors) roll. The GM might also assess (for
instance) apendty duetothetarget's ECM gear.

Characters with Electronics Operation skill may attempt to
improvise new gadgets (like an engineer), at a -4 penalty in their
specidty, or a-8 outsideit.

A speciaty must be chosen. Some samplesinclude;

Communications. Longrange radios, FTL radio and satellite
receivers. The Communications specidty aso encompasses knowl-
edge of any standard, current communications codes appropriate to
the character's background. No skill roll is necessary for these,
though attempting to understand or use unfamiliar codes does
requirearall.

Computers. Aiming and fire control systems, calculators, robot
brains, artificia intelligence.

Force Shidds. Personal, portable, vehicular, base and starship
force shidds and deflectors.

Holographies. Holographic projectors.

Matter Trangamitters. All matter trangmitters, teleporters or trans-
porters.

Medical. Cloning tanks, life support equipment and bionics.

Security Systems. Thisis the electronic version of the
Lockpicking skill! Useful for designing (and circumventing) high-
techtrapsand darms.

Sensors. Detection gear of dl types, plus ECM and ECCM gear.

Weapons. High-tech persona weapons such as lasers. This is,
for game purposes, very similar to Armoury skill specializing in
these wegpons.

Heraldry (Mental/Average) Defaultsto 1Q-5

or Savoir-Faire-3
This is the skill of recognizing and designing coats of arms, colors
and devices, plaid setts and other emblems. On a successful rall, a
herald could recognize a knight or noble by the banner or shield
being borne, and describe it in proper heraldic terms; create attractive
and proper arms for a new noble (without conflicting with
exigting designs), and so on. Heradry is also important in some sci-
ence fiction backgrounds!
The herad's roll would be nodified based upon whether the
design is well-known (up to +5), rare (-1 or more), or from a land
wholly foreign to the herdd's own experience (at least -5).

Law (Mental/Hard) Defaultsto 1Q-6

Modifiers: +4 if dealing with the law of your specific area. A
successful roll lets you remember, deduce or figure out the answer to
aquestion about the law. But remember that few legal questions have
a clear-cut answer - even an expert will hedge his advice. Many
lawyers specialize in one particular field (e.g., paent and
trademark; contract; criminal defense).

A successful Law roll may also be required if you (or your
client) wind up in court. This depends largely on the legd system of
your particular game world. In some worlds, being a lawyer isa
serious offense ...
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PIONICXILLS

These are specia mental abilities. In most cases, you must be
born with the potentid for a psychic ability (i.e., create your char-
acter with that ability), and then train in that ability, in order to use
it. Like magical skills, they are Mental/Hard. Ps is covered in
Chapter 20.

In generd, scientific skills are useful as sources of information. A
character with a scientific skill is more likely to roll to know
something than to do something. There are exceptions, of course a
chemist might roll to analyze or concoct something, a mathematician
might roll to solve a complex problem. But as arule, some problem
will be presented and the scenario (or the GM) will say, "Make
your roll on Archaeology to trandate that strange inscription,” or
"Make your roll on Metdlurgy, or Chemigry-5, to identify the
greenish metd of the door." In many cases, the GM will roll for the
characters and give them some item of information only if theroll is
successful. If therall fails, the GM will not even tell the playerswhy
hewasralling.

Where a listing below describes expertise - eg., "A chemist
would be able to identify elements and simple compounds’ - it
should be understood that a successful skill roll must be made to
usethisexpertise! Thetime required is up to the GM.

Most scientific skills are differentiated by tech level (see p. 185).
If you make a default roll on a skill you do not have, you default to
that skill at the TL of your own home culture.

Some scientific skills require the learner to specialize (see p.
43). If specidization is not required, an optional speciaty may still be
chosen. Y ou may have up to two optiona speciaties. If you choose
to specialize, you will have a +5 on questions relating to your
specialty, and a -1 on questions outside it (or -2 if you have two
optiona specidties). For instance, an archaeologist might specidize
in ancient Egypt and Sumeria, or a zoologist might specidize in
felines.

Agronomy/TL (Mental/Average)  Defaultsto IQ-5

This is the science of growing things. An agronomist could
answer questions or solve problems related to farming and agricul-
ture. A skilled farmer is an agronomist, whether he knows the term or
not!

Alchemy/TL (Mental/Very Hard) No default

This is the science of magica transmutations. It is covered in
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detail inthe Magic sourcebook.

ENTIHCXKILLS

Anthropology (Mental/Hard) Defaultsto 1Q-6

This is the science of human evolution and culture. An anthro-
pologist is knowledgeable in the ways of primitive (and not-so-
primitive) groups of men (or the other inteligent creatures he studies).
Anthropology rolls could be used to explain, or even predict, unusual
rituas and folk customs a traveler might encounter.

Archaeology (Mental/Hard) Defaultsto 1Q-6

This is the study of ancient civilizations. An archaeologist is at
home with excavations, old potsherds, inscriptions, etc. On a suc
cessful roll, an archaeologist can answer questions about ancient
history, identify artifacts and dead languages, et cetera. Sometimesan
archaeologist will have information relating to the occult - eg.,
Ancient Secrets and Things Man Was Not Meant To Know . . .

Architecture/TL (Mental/Average)

Defaultsto 1Q-5

The ability to design buildings and to deduce the design of
buildings from their function, and vice versa. A successful
Architecture roll will let you learn things about a strange building,
find a secret room or door, etc. Modifiers. -2 if the building is of a
strangetype; -5if itisdien.

Adrogation/TL (Mental/Average) Defaultsto
Navigation-5, Astronony-4 or Mathematics-4
This skill covers navigating through interstellar and inter-
planetary space. Thereisadifferent Astrogation skill for each type of
faster-than-light drive. Astrogation skills may default to each
other at up to -4, depending on how different the drives are.
Modifiers and results of failures are up to the GM, since this skill
can be defined very differently for different universes. (And, in
some science-fiction backgrounds, the skill might not be Average.)
Astrogation rolls are also required to find the ship's position if it
gets lost, or to determine likely routes for another ship that is being

followed.
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ENTIHCXILLS

Agronomy/TL (Mental/Hard) Defaultsto 1Q-6

This is the study of the stars and other extraplanetary objects.
An astronomer could answer questions about the Sun, the planets of
the solar system, meteorites, and so on. At Tech Level 4 and
below, this skill is Astrology, combining a knowledge of the stars
and congtellations with a great amount of mythology and fortune-
tdling.

Biochemigry/TL (Mental/\Very Hard) Defaultsto
Chemidry-5 Prerequiste
Chemigry

Thisisthe study of the chemistry of living beings. A biochemistis
an expert in the chemical reactionsthat sugtain life.

Bidogy

This is such a wide field that there is NO "general" Biology
skill; its specialties are skills in their own right. These include
Biochemigtry, Botany, Ecology, Genetics, Physiology and Zoology. A
general "biologist” would have studied some or al of these arees.

Botany/TL (Mental/Hard) Defaultsto 1Q-6

or Agrononmy-5
This is the study of plants. A botanist would be able to identify
plants, make a guess about the habitat and properties of an unfamiliar

plant type, etc.

Chemidry/TL (Mental/Hard) Defaultsto 1Q-6

This is the study of matter. A chemist would be able to identify
dements and smple compounds (but not necessarily drugs, magica
substances, etc.). Given proper equipment, he could conduct complex
andyses and syntheses.

Conputer Programming/TL (Mental/Hard) No default
Prerequiste: Computer Operation
This is the ability to write and debug computer software. A suc-
cessful roll will (among other things) let you find a program "bug";
determine a program's purpose by reading a printout; answer a
question about computers or computer programming; or, given suf-
ficient time, write a new program. The time required varies widdy!
Modifiers: -5 if you are rushed (GM's decision); +5 if you have
ample time; -5 or worse if the program is written in an unfamiliar
languege

Criminology/TL (Mental/Average)  Defaultsto 1Q-4
This is the study of crime and the crimina mind. A criminolo-
gist would use his skill to find and interpret clues, guess how crimi-
nals might behave, et cetera. Though this skill does not actually
default to Strestwise, the GM may alow a Stregtwise roll instead in
certain Stuations - especialy to predict or outguessacriminal.
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Ecology/TL (Mental/Hard) Defaultsto 1Q-6

or Naturalig-3
Thisisthe study of the natural relationships of living beings, or of
whole environments. Below TL6, this science does not exist use
Naturalist instead. An ecologist would be able to tell (for
ingtance) which crestures are vita to an environment and which are
not; whether man could fit into a new environment; what effect a
certain change might have on an environment; or what function a
cregture playsin its habitat.

Economics (Mental/Hard) Defaultsto 1Q-6

or Merchant-6

Thisisthe study of money, exchange and banking. An economist

could answer questions about investment, economic policies, et

cetera. He could aso predict locd effects of economic changes the

introduction of new materials or techniques, the destruction of a
power plant or amerchant house, and similar Stuations.

ElectronicsTL (Mental/Hard) Defaultsto

(other Electronics)-4
Prerequiste Mathenetics
Thisis électronics engineering - the ability to design and build
electronic apparatus. A successful roll will let you (for example):
identify the purpose of a srange device; diagnose a glitch; perform a
repair; design new systems; improvise a gadget to solve a problem
Modifiers: +5 to build a gadget if you (the player) can give the
GM a good description of what you want to do; -5 if you try to
diagnose or repair without proper tools; -4 if you are working outside
of your speciaty. Tech level differences (p. 185) will be very
important!
An €electronics engineer must specialize in one of the types of
eectronicslisted under Electronics Operation (p. 58).
Note that an electronics engineer is not necessarily a skilled
operator of the things he designs and fixes; Electronics Operation
defaults to Electronics at -3.

Engineer/TL (Mental/Hard)
Defaultsto appropriate Mechanic Soecialty-6

Prerequidtesvary with oecialty chosan (seebdow)

This is the ability to design and build complex machinery. A
successful roll will let you (for example): identify the purpose of
strange machinery; diagnose a mechanica or eectrical problem;
perform a repair; design new machinery; improvise a gadget to
solve a problem. Time required for each attempt is up to the GM.
Modifiers asfor Electronics, dove.

An engineer must speciaize (see p. 43) in one particular field.
Some specidties:

Primitive machines; catapults, etc. (pre-
m requisite: Mechanic).
4 Mining (prerequisite: Geology).
4 Vehicles (prerequisite: Mechanic).
4 Bombs and traps (prerequisite; Traps).
Plumbing (no prerequisite).
Clockwork (prerequisite: Mechanic).
Electrica work (no prerequisite).
Combat engineering (fortifications, etc. no
prerequisite).
Guns(no prerequisite).




Forendcs/TL (Mental/Hard) Defaultsto

Criminology-4

This is the genera science of "laboratory” criminology . . . com:

putation of bullet paths, microscopic or chemicd analysis of clues,

etc. Depending on the situation, a GM may allow a default to

Chemistry or ancther field of study appropriate to the particular
investigation.

Geneticd/TL (Mental/Very Hard) Défaultsto
Biochemsry-5 or Physiology-5
Thisis the study of heredity. A geneticist could tell how to breed
for desired traits, how to identify genetic diseases; and how to keep
the fruit flies from overrunning your lab. At TL9+, the optional
specidty of Genetic Engineering becomes available.

Geology/TL (Mental/Hard) Defaultsto 1Q-6
or Progpecting4

This is the science of earth study. A geologist knows about ail,
rocks, metal ores and minerals; about earthquakes and volcanoes,
and about fossils. In the field, he can try to find water by using an
"eyefor country" asunder Qurvival (p. 57).

Higory (Mental/Hard) Defaultsto 1Q-6

or Archaeology-6

This is the study of the recorded past (as opposed to archaeol-

ogy, which also studies the prehistoric past). A historian would

be able to answer questions about history, and might (at the

GM's option) be alowed aroll to remember a useful paralel:

"Ah, yes. Hannibal faced a situation like this once, and here's
what hedid ..."

Linguigtics (Mental/Very Hard) No default

Thisisthe study of the principles on which languages are based. A
linguist could identify an doscure language from a snatch of
speech or writing, if he made his skill rall. If you have this skill,
add 1/10 of your sKill level (round down) to your skill with any lan-
guageyou learn.

Literature (Mental/Hard) Defaultsto 1Q-6
This is the study of the great writings. A student of literature
would be knowledgeable in the realms of old poetry, dusty tomes,
philosophy, criticism, etc. This can be useful for finding clues to
hidden treasure, sunken lands, Secrets Man Was Not Meant to
Know, and the like. The work in question must be availeble in a lan+
guage you spesk. Modifiers: -5if you'reilliterate (ora tradition).

Mathematics (Mental/Hard) Defaultsto 1Q-6
This represents general mathematical expertise. While there are
dozens of mathematical specidties, the differences are not likely
ever to affect the game. A mathematician, for game purposes, can
roll to answer any sort of math-related question. If the problem is
simply one of calculation or computation, the GM may alow a
modifier for the computing facilities (or lack of same) available.

Metallurgy/TL (Mental/Hard) Defaultsto

Blackamth-8, Jander-g,

Armoury-8 or Chemidry-5

This is the study of metals and their properties. A metallurgist

could identify metals or aloys, or solve a problem concerning metals,
thelr use, mining or refining.

ENTIHCXILLS

Meteorology/TL (Mental/Average) Defaultsto 1Q-5

This is the study of the weather and the ability to predict it. The
GM aways makes Meteorology rolls for the player; a good roll
means he tells the truth, while a bad roll means he answers randomly or
lies.

At low tech levels, this skill may be called Weather Sense.
Anyone of TL4 or below gets a +2 for Weather Sense in his home
aea

At high tech levels, this skill includes the ability to read instru-
ments, interpret satellite maps, etc. But a high-tech meteorologist
can still function without his instruments; if he can't, he's not a
meteorologist, but a meter-reader. Instrumentation becomes useful at
TL5 (the barometer). If instruments are available, add (TL-4) to
effective skill. This works only for atrained meteorologist - not on a
default roll.

A basic il roll will predict the weather for tomorrow. 2 days: -
1, 3 days-2, 4 days-4, 5 days-6. Another -2 for each further day. Note
that a separate roll is required for each day; a 3-day forecast requires
3 ralls, ralling firgt for tomorrow and again for each following day. If
one day'sroll fails, subsequent ones can't succeed.

A Meteorologist will aso know, on a successful roll, what sort
of general climate to expect from any area he has heard of or vists.

Naturalist SeeOutdoor alls, p. 57

Nuclear PhyscedTL (Mental/Very Hard)  No default
Prerequistes Physcs-15+ and Mathemetics-15+
Thisisthe study of nuclear processes. A nuclear physicist would be
able to answer questions about the interior of the sun, nuclear
Wegpons or nuclear power plants.

Occultism(Mental/Average) Defaultsto 1Q-6

This is the study of the mysterious and/or supernatural. An
occultist has a speciad knowledge of mysticism, primitive magica
beliefs, ancient rituals, hauntings, etc. Note that an occultist does
not have to believe in the material he studies. In worlds where
magic is common, "occultism™ is replaced by magicians profes-
siond knowledge!

PhysicsTL (Mental/Hard) Defaultsto 1Q-6

This is the science of force and motion. A physicist could
answer questions about the basics of the universe, the behavior of
moving bodies, and matter and energy.

Physology/TL (Mental/Very Hard) Defaultsto 1Q-7,
or toany medical skill-5*
This is the study of the human body and its function. A physiol-
ogist knows how the muscles, bones and organs work, and where

they arelocated.
*Notethat this skill cannot default from Hypnotism.
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Progpecting/ TL (Mental/Average)  Defaultsto 1Q-5
or Geology-4

This is applied geology: the sKkill of finding valuable mineras by
on-site examination. Prospecting from a distance, by instrument or
map readings and extrapolation, requires Geology skill. A prospector
will be a -1 in a new area of familiar type, -2 or more in an
unfamiliar type of area, until he has been there long enough (a
month of work) to gain familiarity.

A successful Prospecting roll will also tell good ore or minerals
from asmall sample, and judge their commercid vaue.

In the field, a prospector can try to find water by using an "eye
for country" as under Survival (p. 57).

Psychology (Mental/Hard) Defaultsto 1Q-6

This is the study of behavior. A psychologist deals with the
human mind (and perhaps other types as well). A successful
Psychology roll can predict, in general, the behavior of an individual
or small group in adefined situation, especially a situation of stress.
Modifiers: +3 if the psychologist knows the subject well; +3 if the
psy chologist has the Empathy advantage and mests the subject; +3 if
the subject is of a known deviant personality type - i.e, suffersfrom
aphobiaor other mental problem.

Defaultsto 1Q-5
or Writing-3

Also defaults to any scientific skill-2 if you are researching
material connected with that skill. Research is the general ability to
do library and file research. A successful Research roll in an appro-
priate place of research will let you find some useful piece of data, if
that information isto be found.

Research skill requires either Literacy or Computer Operations
(in ahigh-tech campaign world).

Theology (Mental/Hard) Defaultsto 1Q-6

This is the study of religion. A theologist knows about ancient
and modern religious bdliefs, history of rdigion, etc. If your character
is a priest or holy man, you should consider taking this skill,
specializing in your own particular religion.

Zoology/TL (Mental/Hard)

Research (Mental/Average)

Defaultsto 1Q-6
or any Animal skill-6
This is the study of animas. A zoologist can identify animals;

make a good guess about their natural diet, habits and habitat; and
predict their behavior.

OAAL XKILLS

Acting (Mental/Average)  Defaultsto 1Q-5, Bard-5

or Performance-2

This is the ability to counterfeit moods, emotions .and voices,
and to lie convincingly over a period of time. It is not the same as
Disguise or Performance. A successful Acting roll will let you pretend
to think or fed something that you do not fed. The GM may
require an Acting roll whenever you try to fool someone, lie to
them, etc. Modifiers; +1 for every point of 1Q you have over the
person you are trying to fool (or the smartest onein the group), and -1
for every point of 1Q if your victim is smarter than you.

Impersonation of a particular person is a specid type of acting.
To mimic a particular person, you must first successfully disguise
yoursdlf (see Disguise, p. 65) - unless, of course, your victims cannot
see you! Modifiers for any mimicry: -5 if you are not well-
acquainted with your subject; -5 if the people you want to fool are
acquaintances of the origind; and -10 if they are well-acquainted.

Defaultsto 1Q-6
or Merchant-3

This is the skill of running a large organization. Primarily useful
for earning money or qualifying for high rank. A trained
Adminigtrator (skill 15+) would aso get a +2 reaction bonus when
dealing with a bureaucrat, and (on a successful roll) could predict
the best way to go about dealing with abureaucracy.

AreaKnowledge (Mental/Easy)  Defaultsto 1Q-4*

*A default roll is allowed only for an Area Knowledge roll
based on a place where you live or once lived. See the last para
graph.

This is the skill of familiarity with the people, politics and geog
raphy of a given area. Normally, a character will have Area
Knowledge only for the area he considers his own "home base,"
whether that's a single farm or asolar system. If information about
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Adminigration (Mental/Average)

other areas is available, the GM may dlow characters to study Area
Knowledge for other places. Spies, for instance, will try to acquire
detailed Area Knowledge of their target areas before going there.

The GM should not require an Area Knowledge roll for ordinary
situations - finding the blacksmith, tavern or your own home. But
he could require aroll to locate a smith to shoe your horse at 3 a.m., or
to find the best ambush location dong a stretch of road. "Secret" or
very obscure information will carry a penaty, or may not be
available through Area Knowledge at all. For instance, Area
Knowledge of Washington will give you the location of the Russian
Embassy, but not the KGB's current safe-house.

The things that can be known with Area Knowledge overlap
Streetwise, Navigation, Naturaist, Politics and more. The differ-
ence is that Area Knowledge works for a single area; you know the
habits of this tiger or gang boss, but this does not give you generd
insght into the species.

Area Knowledge can be bought for any sort of area. The larger
the territory, the less "persona” and more genera your knowledge
becomes. Almost every character will have Area Knowledge of
some type. Some examples (the GM may add more for his particular

campaign):



Few Hundred Acres. Knowledge of farmers or tribesmen, trails,
streams, hiding places, ambush sites, flora and fauna

Hamlet, Village, or Small Town: All important citizens and bus-
nesses and most unimportant ones; al public buildings and most
houses.

City: All important businesses, streets, citizens, leaders, €tc.

Barony, County, Duchy, or Small Nation: Genera nature of its
settlements and towns, politica alegiances, leaders, and most citizens
of Status 5 and up.

Large Nation: Location of its major cities and important sites;
awvareness of its major customs, races, and languages (but not nec-
essarily expertise); names of folk of Status 6+, and a generad under-
standing of the economic and political Stuation.

Planet: As for a large nation, but more general; knowledge of
people of Status 7+ only.

Interplanetary Sate: Location of maor planets, awareness of
major races (though not necessarily expertise); knowledge of people
of Status 7+; general understanding of economic and political
dtuation.

When knowledge is needed about a place distant from the
"home base" area, the GM should assess a pendlty. For ingance, if
the home base is a small town, facts about the neighboring farms
might be rolled at -1. The next town (a mile away) would be at -2;
the big city 50 miles away would be at -5. The capital of a neigh-
boring state or nation would be at -7, and afaraway country would
be at -10. The longdistance modifiers in the sidebar on p. 151 can be
used if gpecific rules are needed.

Bard (Mental/Average) SeArtigic Sdlls, p. 47

Carousng (Physical/Average)

Buy this skill based on your HT, not DX. This is the skill of
socidizing, partying, etc. A successful Carousing roll, made under
the right circumstances, will give you a +2 bonus on a request for
ad or information, or just on a genera reaction. A failed roll means
you made a fool of yoursdlf in some way; you get a -2 penalty on
any reaction roll made by those you caroused with. If you do your
carousing in the wrong places, a failed roll can have other dangers!
Modifiers: GM's discretion, but up to a +3 for buying drinks or
other entatainment for your fellow carousers.

Diplomacy (Mental/Hard) Defaultsto 1Q-6

This is the skill of negotiating, compromising and getting along
with others. A Diplomacy roll may be substituted for any reaction
roll in a non-combat situation (see Influence Rls, p. 93). A suc
cessful roll will aso alow you to predict the possible outcome of a
course of action when you are negotiating, or to choose the best
approach to take. If you have the Diplomacy skill at an expert level
(20 or better), you get a+2 bonus on dl reaction rollsl Modifier: +2if
you have the Voice advantage.

Unlike other influence skills, Diplomacy will never give you a
worse result than if you had tried an ordinary reaction roll. A failure of
Fast-Tak or Sex Apped will dienate the subject, but Diplomecy is
aways sfe.

Fag-Talk (Mental/Average) Defaultsto 1Q-5

or Acting-5

This is the skill of talking others into doing things against their

better judgment. It is not taught (intentionaly, that is) in schoal;

you study it by working as a sdesman, confidence man, lawyer, ec. If
you have Fast-Tak at an expert level (20 or better), you get a+2

POAAL KILLS

on al reaction rolls where you're dlowed to tak! The GM may
reguire the player to give details of the story he is using, rather than
just letting him say "I'm using Fast-Talk."

Fast-Tak isnot the same as Acting. In generd, Fast-Tak isused to
get someone to make a snap decision in your favor. Acting is used
for longterm dissimulation. But there are many situations in which
the GM could alow arall on ether skill.

In any situation where a reaction roll is caled for, you may sub-
dtitute a Fast-Talk roll instead; al normal reaction modifiers apply to
the Fast-Talk roll. A successful rall gives you a"Good" reaction. A
faled roll givesyou a"Bad" reaction.
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Gambling (Mental/Average) Defaultsto 1Q-5

or Mathemetics-5

This is kill at playing games of chance. A successful Gambling
roll can (among other things) tell you if a game is rigged; identify a
fellow gambler in a group of strangers; or "estimate the odds' in
any tricky situation. When you gamble against the house, just make
your own roll (with a modifier if the GM says the odds are poor).
When you gamble against someone else, you both make your
Gambling rolls (see Contests of kill, p. 87) until one of you wins.
Modifiers: +1 to +5 for familiarity with the game being played; -1 to
-5 if the gameisrigged against the players. The Seight of Hand skill
(p. 67) can be helpful if you want to cheat!

To spot a cheater, roll a Contest of Skills; your Gambling roll
(or just your Vision rall) vs. the opponent's Sleight of Hand for card
or dicetricks, or 1Q for other kinds of cheeting.

Leadership (Mental/Average) Defaultsto ST-5

This is the ahility to coordinate a group in a dangerous or stressful
stuation. Some level of Leadership is required to hold rank in a
military or paramilitary group. A successful Leadership roll is
required to lead NPCs into a dangerous stuation (player characters
can decide for themselves if they will follow you!). Modifiers:
Charisma (if you have it); -5 if the NPCs have never been in action
with you; -5 if you are sending them into danger but not going
yoursdlf; +5 if their loyalty to you is "Good"; +10 if their loyalty is
"Very Good." If their loyalty is "Excdlent," no roll is necessary!
(Defaults to ST because in arandom group, if nobody has leader ship

training, the strongest usualy leads.)
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Merchant (Mental/Average) Defaultsto 1Q-5

This is the ability to act as a "trader,” buying and sdlling mer-
chandise. It involves salesmanship, understanding of trade prac-
tices, and psychology. On a successful skill roll, a Merchant can
(among other things): judge the value, in his own culture, of any
piece of common goods, find out where any commodity is bought
and sold; find the loca fair market value of any commodity; etc.
Modifiers: If the commodity is illegal, the Merchant is at a -3
penalty unless he has Streetwise a 12+ or specidizes in those
goods

A merchant in an unfamiliar areawill have a penalty (2 to -6,
GM's decision) until he has had time to become familiar with the
customs and pricesthere.

A merchant can choose to specialize (see p. 43) in some single
class of goods. In this case, he has a+5 when dedling with this class of
goods, but a -1 with other goods.

When two merchants are haggling, the GM may settle it quickly
by a Contest of Skills between the two. The winner adds or sub-
tracts 10% of fair value, depending on whether he was trying to sdll or
buy.

A character who has this ability at any level gets a+1 on reac
tion rolls when buying or sdlling. A character who has this skill at
expert leve - 20 or better - getsa +2.

Performance (Mental/Average) Defaultsto 1Q-5,

Acting-2 or Bard-2
This is the ability to act on the stage or screen. It is different
from Acting in that you are trying to impress and entertain people,
but not necessarily to fool them. If this skill is studied, it also
includes the professional knowledge of the type of acting appropriate
for the period (stage directions, actor/agent/producer relations, types
of cameras, €c.).

Padlitics(Mental/Average) Defaultsto 1Q-5

or Diplomecy-5

Thisis the ability to get into office, and to get along with other
politicians. It has nothing to do with administration! Thisskill can
only be learned in office or by working for someone in office. A
successful Politics roll will give you +2 on any reaction from a
fdlow politician. When running for office, roll a Contest of
Politics Skills. Modifier: +2 if you have the Voice advantage. In
some jurisdictions, money is another important reaction
modifier. ..

Public Speaking
Svoir-Faire (Mental/Easy)

See Bard, p. 47

Defaultsto1Q-4

This is the skill of "good manners' - whatever they may be in
this particular culture. A successful Savoir-Faire roll is required to
get along in "high society" without embarrassing yourself - roll
once for each party or meeting. A successful roll can also detect
someone who is pretending to high rank or good breeding.

In any "high society" situation where a reaction roll is caled for,
you may subgtitute a Savoir-Faire roll instead; al normal reaction
modifiers apply to the Savoir-Faire roll. A successful roll givesyou a
"Good" reaction. A failed roll gives you a "Bad" reaction.
Modifias. +2 if you have higher rank or "class' than the NPC you
are trying to impress; -2 if your social status is lower; +2 if you
seem to have important friends!; -2 or more if the culture is very
different from your own (6 would be gppropriate for an alien cul-
ture).
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It can also be difficult to pass yourself off as a wildly different
socia class than yours. The prince would have a hard a time por-
traying a pauper and vice versa. In generd, a Savoir-Faire rall is
required to impersonate anybody more than 3 socia levels away
from your own. If your "native’' socia leve is negative and you are
trying to pass yoursdf off as someone from level 1 or better, or vice
versg, a Savoir-Faireroll isrequired a -2.

Sx Appeal (Mental/Average) DefaultstoHT-3

Based on HT, not IQ. This is the ability to impress the opposite
sex. It can only be studied in your "free time" - say, a maximum of
three hours a day - unless you are a member of a harem or the
equivaent. The Sex Appeal ability has as much to do with your
attitude as it does with your looks. If you are not willing to "vamp"
someone to get what you want, you won't have this talent or want it.
Modifier: +2 if you have the Voice advantage. Double dl normal
disadvantages for appearancel

In any encounter with the opposite sex, if a reaction roll is called
for, you may substitute a Sex Appedl roll instead; all normal reaction
modifiers apply to the Sex Appedl roll. See Influence Roalls, p. 93. A
successful roll gives you a"Very Good" reaction. A failedroll gives
you a"Bad" or worse reaction. Usudly, only one attempt is allowed
per "victim," though the GM might allow you another attempt after a
few weeks.

Srategy (Mental/Hard)  Defaultsto 1Q-6, Tactics-6

or other Srategy type4
This is the ability to plan military actions and to predict the

actions of the enemy. It is usualy taught only by the military. A
successful Strategy roll will let you deduce, in advance, enemy mil-
itary plans unless they are led by another person with this skill. In
that case, the GV rolls a Contest of Skills between the two strate
gigts; if the player-character loses, he guesses wrong (i.e., is given
false information) about the enemy plans. The amount of information
the drategist gets depends on how good his roll was, but not how
good the foe's plans are. A howling mob uses strategy - they just
don't know it themselves, and they are easy to out-think.

A drategist must speciaize (p. 43) in atype of strategy: important
types areland, naval and space. The specific units being commanded
are less important; a worg, a strategist might have a -1 or -2 when
planning for units of ancther nation or TL, as long as he has
accurate information about their capabilities.

Tactics(Mental/Hard) Defaultsto 1Q-6 or Srategy-6

This is the ability to outguess the enemy when the fight is man
to-man or in small groups. It is usudly taught only by the military. A
successful Tactics roll during a battle will sometimes (GM's dis-
cretion) alow you information about immediate enemy plans. If
you have studied this skill at al, you get a +1 bonus on initiative
rolls. If you have Tactics a an expert level (20 or above), you get a
+2 bonus on initiativeralls.

Teaching (Mental/Average) Defaultsto 1Q-5

This is the ability to instruct others. In order to teach someone,
you must know the skill being taught at a higher level than your
student knows it. Anyone with a Teaching skill of 12 or better
should be allowed to act as a teacher for most game purposes. A roll
should only berequired if it isvita tothe "plot" of the adventure that
some difficult point be taught to someone. If a language barrier
exists, the GM should also roll to see if the teacher and student are
communicating properly!



Many skills in this category are taught only by military, espi-
onage or ninjatype groups, or the underworld. Exceptions include
Stregtwise (learned in the streets); Detect Lies (learned anywhere);
Escape and Ventriloguism (learned in the thester).

Acting SeeSodial Sills p. 62

Climbing See Outdoor ills, p. 57

Camouflage (Mental/Easy) Defaultsto 1Q-4
or urvival-2

The ability to use natural materid and/or paints to disguise yoursalf,
your position, your equipment, and so on. A Contest of Skills
(Vision vs. Camouflage) is made to determine whether camouflage is
successful. Depending on the circumstances, successful camouflage
may hide its subject entirely, or blur its outlines to make it harder
to hit €1 to attacker's skill). Camouflage will not improve your
Stedth roll, but if you are well-camouflaged, the enemy may
overlook you even after you fail a Stealth roll. Base skill is to hide
yourself: The larger the item being camouflaged, the greater the
penalty to skill. Use the reverse of the Size modifiers on the Sze

and Speed/Range Table, p. 201.

Demolition/TL (Mental/Average)  Defaultsto 1Q-5,
Underwater Dermolition-2, or Engineer-3

Thisisthe ability to blow things up. A Demoalition roll is necessary
whenever you use explosives, it takes 15 minutes to an hour to
properly plant and fuse explosives. A successful roll means every-
thing went al right. A failed roll indicates you made a mistake; the
worse the roll, the worse the failure. A badly-failed roll in close
quarters can blow you up. Modifiers: -3 or more for unfamiliar
equipment; -2 if you are rushed; +2 if you have al the time in the
worldtoprepare.

When setting an explosive trap, use this skill rather than the
Traps sKill. Setting a "trap” fuse like a land mine, instead of a timed
fuse, is a -2 to skill. If you are an engineer of a type concerned
with explosives (e.g., mining, ordnance, €tc.), you may use your
Engineer skill instead of Demoalition, at no penalty. Underwater
demalition (p. 68) is a separate Kill.

Detect Lies (Mental/Hard) Defaultsto 1Q-6

or Psychology-4
This is the ability to tell when someone is lying to you. It is not
the same as Interrogation; the Detect Lies skill works in a casua or
social situation. When you ask to use this skill, the GM rolls a
Quick Contest of Skill between your Detect Lies kill and your sub-
ject's 1Q (or Fast-Tak or Acting skill). If you win, the GM will tell
you whether you are being lied to. If you lose, the GM may lie to
you about whether you wereliedto ... or just say "You can't tell.”
Modifiers: +4 if you have the Empathy advantage. If the liar is
of a different species, the GM may assess a penalty (usualy -2)
unless the questioner is very familiar with that species!

Disguise (Mental/Average) Defaultsto Q-5
This is the ability to make yourself look like someone elsg,
using clothes, makeup, etc. It takes 30 minutes to an hour to put on a
good disguise. Roll a Quick Contest of Skills (Disguise vs. 1Q,
usually) for each person (or group) that your disguise must fool.
People with professional skills in law enforcement or espionage
may substitute those skills for 1Q when rolling to penetrate a dis-
guise. Modifiers. +2 if you had powders and paints available (does

THIEF/SPY KILLS

not help on a default roll); -1 through -5 (GM's discretion) to dis-
guise yoursdlf as someone or something very different from you. If
your own appearance is ditinctive, this also reduces your effective
skill by 1to 5, at the GM's option. Large groups may require multiple
rolls, again at the GM's option.

Note that a quick disguise (grabbing a lab coat when you enter a
laboratory, for instance) requires no skill roll, but will fool only
inattentive enemies!

When you are combining Acting (p. 62) with Disguise (that is,
when you must change your face and your personality), you only
need to make one roll for each person or group - but it must be the
harder of thetworalls.

Escape (Physcal/Hard) Defaultsto DX-6

Thisisthe ability to free oneself from ropes, handcuffs and similar
bonds. Thefirst attempt to escape takes one minute; each subsequent
attempt takes 10 minutes. Modifiers: The more thoroughly you are
tied up, the greater a pendty the GM will apply to the roll: modern
police handcuffs, for instance, would be a -5 to escape from. If
you have the advantage of being Double-Jointed (p. 20), you get a
+3 onthisskill.

Fag-Talk

See Sodia Kills p. 63

Forgery/TL (Mental/Hard)  Defaultsto |Q-6, DX-8
or Artig-5

This is the ability to make up a fake passport, banknote or simi lar
document. It is not taught except by intelligence agencies and by the
underworld, though you can always study it alone. When you use a
forged document, a successful Forgery roll is needed each time
the document isinspected - unless you roll acritical success on your
first attempt.

Actual production of a document can take days, if not weeks.
Modifiers: -5 if you did not have access to good inks and equip-
ment; -5 if you did not have a sample to copy; +3 if you are merely
atering a genuine document rather than making up a new one. The
GM may aso assign modifiers based on the severity of the inspection
the document must pass; a routine border check, for instance, would
givea+5 bonus. Note dso that coordination and eyesight are required.
You must be able to see; your skill is -1 for every point of DX bdow

10.
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Holdout (Mental/Average)

Defaultsto 1Q-50r
Seght of Hand-3
Thisisthe skill of concealing items on your person or the persons
of others (usually with their cooperation). It is also the skill of finding
such hidden items.

Detection

Spotting a concedled item is a Quick Contest of Skill; the detector's
Vision roll (or Holdout skill +/- Vison modifiers) against the
concedler's Holdout skill. GMs should modify this for circum-
stances. For instance, the "searcher" is a -5 if he is not specifically
looking for aconceded item, and -2 if heislooking at alot of people
quickly as they walk by. Contests should be rolled secretly; it
defeats the purpose to say, "You don't notice the gun under his
jacket."

Roll separately for exch concealed item. Searchers who find one
item are likely to suspect more.

Every part of the human body can be used to conceal weapons
(including the inside; that's the reason for a body-cavity search at
the jail). A fairly thorough "pat-down" hands-on search of an unre
sisting person takes one minute. It gives a +1 bonus to find each
concedled item. A thorough "skin search” of a person's hair and
clothing takes three minutes and gives a +3. A complete search,
including body cavities, takes five minutes and is +5 to skill. An X-
ray or amilar device gives an extra +5 to spot any object containing
metal. If more than one person is making the search, there must be a
separate contest of killsfor each searcher.

The GM s free to skip unnecessary rolls; no human can get a
sawed-off pump shotgun through abody search. Likewise, aknife or
jewel simply cannot be found on a normally-dressed person
without (at least) an X-ray or skin search. In general, if net bonus
to theroll is+3 or better, askin search isrequired. If size penalty is
-2 or worse, a skin search will automatically find the hidden item.

Concealment
The size and shape of the item governs its concealability. Some
examples.

+6: A pea-Sized jewd; a postage Samp

+5: One lockpick; alarge jewe; adime; a TL8+ computer disk;
aletter

+4: A set of lockpicks; adagger; asilver dollar +3: A 20th-century

floppy disk or CD, without case +2: The smallest ordinary

handguns (e.g., a Baby Browning); a
amdl knife

+1: A large knife; adingshot 0: An

average handgun (e.g., a Luger)

-1: A large handgun (e.g., Colt Government Model)

-2: The largest handguns, a shortsword

-3: A hand grenade

-4: A broadsword

-5: A Thompson submachine gun; a bastard sword

Clothing also affects effective skill. A Carmelite nun in full
habit (+5 to skill) could concea a bazooka or a battle-axe from an
eyeball search. A Las Vegas showgirl in costume (-5 to skill) would
have trouble hiding even a dagger. Of course, the showgirl might
escape search entirely (unless the guards were just kored) because
"she obvioudy couldn't hide anything in that outfit. . ." Full nudity is
-7 to skill. Clothing designed specificdly to hide things can give a
bonus of up to +4.

A properly designed holster helps to conceal aweapon. A custom
holster costs about $200 and gives +2 to Holdout for the weapon it
contains. A good concealment holster from a commercia maker will
cost about $100; it is+1 to Holdout. A reasonably good conceal ment
holster costs about $50 and gives no Holdout bonus. No holster, or a
non-concealment or cheap holster, is -1 to Holdout on gun-type
WEspons.

Things that move or make noise are a least -1 to Holdout skill.

Intelligence AnalysTL (Mental/Hard)

Defaultsto 1Q-6
The ability to analyze and interpret intelligence data (usualy
military), to determine enemy plans and capabilities.

Interrogation (Mental/Average)
Defaultsto IQ-5or
Intimidation-3

This is the ability to question a prisoner. It is not taught except by
intelligence agencies, palice, prisons, military unitsand the underworld.

To interrogate a prisoner, you must win a Contest of Skills: your
Interrogation ability vs. the prisoner's 1Q. The GM will roleplay the
prisoner (or, if you are the prisoner, the GM will roleplay the inter-
rogator) and make all die rolls in scret. Each question roll costs 5
minutes of time; a successful roll gets a truthful answer to one
question. On a failed roll, the victim remains silent or lies. A bad
failure (by 5 points or worse) means a good, believable lie is told!
Modifiers: +2 for lengthy interrogation (more than two hours); -5 if
the prisoner's loyalty to his leader or cause is "Very Good" or
"Excdlent"; +3 if severe threats are used; +6 if tortureis used.

Note that "torture" does not necessarily mean thumbscrews and
the rack. Exposing a prisoner to the object of his phobia (see
Phobias, p. 35) is a very effective torture if the prisoner fails his
Will rall to endure the fear. A believable threat against aloved oneis
dso torture. Note also that torturing a prisoner is usualy considered
vile behavior and will likely bring retribution.

Lip Reading (Mental/Average)

Defaultsto your
Visgonral-1Q
This is the ability to see what others are saying. You must be
within 20 feet, or use magic or binoculars to bring your point of
view this close. Each successful roll will et you make out one sen-
tence of a discussion - assuming, of course, that you know the lan
guage. If your subjects suspect you can read lips, they can hide their
mouths or subvocalize to make lip reading impossible. A citical
failure on alip reading roll - if you are where your victims could
see you - means that you stared so much you were noticed!

Modifiers: All Vison modifiers (see p. 92).



Lockpicking/TL (Mental/Average) Defaultsto 1Q-5

This is the ahility to open locks without the key or combination.
Each attempt to open alock requires one minute; if you make the
roll and open the lock, each point by which you succeeded shaves
five seconds off the required time. (A vault, safe or other chalenging
lock @n take more time, at the GM's discretion.) Note that if the
lock has a trap or adarm attached, a separate Traps roll will be
needed to circumvent it. Modifiers. -3 if you have only improvised
equipment rather than real lockpicks, -5 in darkness (working by
touch); up to +5 for very good equipment a high TLs. Insgde infor-

mation gives abonus at GM's discretion.
Defaultsto DX-6

Pickpodket (Physical/Hard)
or Seight of Hand-4

This is the ability to steal a purse, knife, etc., from someone's
person - or to "plant" something on him. Modifiers: +5 if thevictim
is distracted; +10 if he is adeep or drunk; up to -5 for goodsin an
inner pocket; and up to -10 for aring or smilar jewelry.

If your victim is aware someone may try to pick his pocket, or if
heis generdly wary, the GM should roll a Quick Contest of Skills -
his 1Q (modified by Alertness) against your Pickpocket skill
(modified by difficulty of the job). If your victim has Streetwise, he
uses that skill instead of his 1Q! A similar roll may be required for
you to outwit athird party who iswatching you and the victim.

Poisons(Mental/Hard) Defaultsto 1Q-6,
Chemigry-5or Physician-3
Also defaults to Cooking-3 or Savoir-Faire-3 in the appropriate
culture. This is the general practica knowledge of poisons. A suc-
cessful skill roll will let you (among other things) recognize a poi son-
bearing plant in the wild; digtill the poison into useful form;
recognize a poison by its taste in food or drink; identify a poison by
obsarving its effects (+3 if you are the one poisoned); know a proper
antidote; recognize or distill the antidote from its sources. Note that
each of these feats requires a separate roll. Modifiers: Acute Taste
and Smell will help to recognize a poison.
Scrounging (Mental/Easy) Defaultsto 1Q-4
This is the ability to find, sdvage or
improvise useful items that others can't locate. Each attempt takes an
hour. The scrounger does not necessarily steal his booty; he just
locates it - somehow - and then acquires it by any means necessary.
Note that if the scrounger finds something that is "nailed down," he
must decide how to try to get it, and aroll on another skill may be
necessary. Modifiers: As the GM sees fit, for the rarity of the item
sought.

Shadowing (Mental/Average) Defaultsto 1Q-6

or Sealth-4 (onfoot only)

This is the ability to follow another person through a crowd
without being noticed. (In the country, use Tracking and Stealth.)
Roll one Contest of Skill every 10 minutes: your Shadowing vs. the
subject's Vision roll. If you lose, you lost the subject; if you lose by
morethan 5, you were seen. Modifiers: -2 or more (GM's decision) if
your looks are digtinctive; -3 if the subject knows you.

Once the subject is aware he is being shadowed, make a Contest
of Skills every 5 minutes; your Shadowing skill vs. his Shadowing
or Stedlth skill. If he wins, he eludes you. If he loses by more than 5,
he thinks he eluded you. If you fail criticaly, you lose him and
follow the wrong person.

To follow someone in a car or Smilar vehicle, use the same rules,
but the shadower isat a -2; it's harder than shadowing on foot.

THIEHSPY XKILLS

Seght of Hand (Physical/Hard) No defauilt

This is the ability to "palm" small objects, do coin and card
tricks, etc. Each successful roll will let you perform one piece of
smple "stage magic’; a faled roll means you blew the trick.
Modifiers: -3 if the person you want to fool has Acute Vision or
knows the Sleight of Hand skill himsdlf; +3 if the light is dim; +3 if
you have a confederate to distract attention; +5 if you have pre-
pared in advance (cards up your deeve, etc.).

This skill can aso be used to cheat while gambling. A successful
Sleight of Hand roll will give you a+5 on your Gambling roll in a
Contest of Skills. A failed roll will cause you to be denounced as a
cheater!

Sedlth (Physcal/Average) Defaultsto 1Q-50r DX-5

This is the ability to hide and to move silently. A successful rall
will let you conced yourself anywhere except atotally bare room, or
move so quietly that nobody will hear you, or follow someone
without being noticed. (To follow someone through a crowd, use
Shadowing skill, above.) Modifiers: minus your encumbrance level; -5
to hide in an areawithout "natural" hiding places; +3 or moreif there
are many hiding places; -5 to move silently if you are running instead
of waking (walking speed with Stedlth is 1 yard/second); -5 to fool
dogsinstead of people.

If you are moving silently, and someone is specifically listening
for intruders, the GM will roll a Contest of Skills between your
Stedth and their Hearing roll (seep. 92).

This sKkill is aso used to stalk game, once you have spotted it. A
successful roll (and about 30 minutes) will get you to within 30
yards of most animals. Another rall, at -5, will get you to within 15
yards. After that, you will have to make aweapon skill roll to hit it.




THIEHSPY XKILLS

Sreatwise(Mental/Average) Defaultsto Q-5

This is the skill of getting along in rough
company. A successful Streetwise roll can (among other things) let
you find out where any sort of illegal "action” is; which local cops
or bureaucrats can be bought, and for how much; how to contact
the local underworld; etc. Note that if you belong to an organization
with good connections (Assassin's Guild, Brotherhood, police,
Illuminati, etc.), you may be able to get this information by
askinga contact. "Strestwise" isameasure of your ability to make
your own contacts at need.

In any underworld or "bad neighborhood" situation where a
reaction roll is caled for, you may substitute a Streetwise roll
instead; al norma reaction modifiers apply to the Stregtwise roll. A
successful roll gives you a "Good" reaction. A failed roll gives you a
"Bad" reaction. Modifiersto this Influence roll only: +3 if you have
atough reputation (either "good" or "bad") in the area; -3 if you are
obvioudy astranger inthe area.

Tradking See Outdoor ills, p. 57

TrapsTL (Mental/Average) Defaultsto 10Q-5,

DX-50r Lockpicking-3

This is the skill of building traps and detection devices, and of

nullifying them. A successful Traps roll will (among other things)

detect atrap if you are looking for it; disarm a trap once you have

found it; reset it after you pass; or (given proper materials) build a

new trap. Note that a "trap” can be anything from a pit trap with

stakes to an eaborate security system! Time: As for Lockpicking
(p. 67). Modifiers: Infinitely variable. The more sophisticated the

trap, the harder it will be to see and to disarm/reset. Note that a trap
may be (for instance) easy to find, but hard to disarm! Thisisall upto
the GM or the designer of the adventure. Vison modifiers help you
to find traps, but not to disarm or reset them. Note also that, if you
don't possess this skill, a DX default should apply only to disarming
or resetting atrap- NOT to detecting or building onel

Note that at TL7 and above, the Traps skill is essentially the
same as Electronics (Security Systems).

Underwater Denolition/TL (Mental/Average)  Defaults
to Dermolition-2
Prerequisites: Scuba, and either Demolition
ORapypropriate Engineer
Ability to prepare and set an explosive charge underwater.
Otherwise, similar to Demoalition (above). If ademolitionsengineer is
using this skill by default, he rolls against his Demalition-2 to
prepare the charge. But his demoalitions training teaches him nothing
about scuba; if scuba work is required to set the charge, he must roll
against default Scuba skill or find someone else to place the
explosives.

Ventriloquism(Mental/Hard) No default

This is the ability to disguise and "throw" your voice for a short
distance. A successful roll will let you throw your voice well
enough to fool your audience. Modifiers: +5 if you have adummy or
confederate to distract your audience (it's easier to "see" aface talk
than it is to believe the voice comes from an immohile object); -3 if
the audience has reason to be suspicious.

VEHICLEXILLS

Mogt vehicle skills are learned in practice, though they can be
taught in school. Learning without a teacher is only possible if you
have the appropriate sort of vehicle for practice, and even then
learning proceeds at half speed.

When a vehicle skill is used by default, arall is necessary when
you gtart the vehicle, faillure may mean anything from the engine's
faling to start immediately ... to an immediate accident! The GM
may require a further roll any time a hazardous or chalenging situ-
aion occurs, landing a flying craft always requires a roll. If the
pilot/driver has expert skill (15 or over), any critical failure requiresan
immedate second roll. Only if this second rall is a failure does a
mishap really occur. Otherwise, it was a "near thing" averted by
experience.

Battlesuit See Combat Sdills p. 49
Bicyding (Physical/Easy) Defaultsto DX-4 or
Motorcyde

This is the ahility to ride a bicycle without falling off. You can
adso roll a -5 to repair a damaged bicycle, assuming tools or parts
aeavaladle

Boating (Physcal/Average)  Defaultsto 1Q-5, DX-5
or Powerboat-3
This is the ahility to handle canoes, rowboats, small sailboats,
etc. At default, oneroll is required when the boat is entered (to keep
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from falling in the water) and one to get the boat moving. The GM
may require other rolls whenever a hazard is encountered.
Modifiers: -5 if the boat is an unfamiliar type (a day's experience,if
you aready have the Boating skill, will let you become familiar
with anew type); foul westher will give a -3 or greater penalty.

Driving/TL (vehidetype) (Physcal/Average) Defaults
tolQ-50r DX-5

This is the ahility to drive a specific type of vehicle - a specid-
ization (p. 43) isrequired. Modifiers: -2 for an unfamiliar vehicle of a
known type (for instance, from automatic to stick-shift); -2 or more
for avehicle in bad repair; -2 or more for bad driving conditions; -4
or more for a vehicle of unfamiliar type (e.g., aModel T when you
are used to TL7 vehicles or a racecar when you are used to stock
cars). Note that the ability to drive ateam of animalsis not Driving; it
isthe Teamgter skill (p. 47).

If you want to learn Driving skill for two or more types of vehi-
cles, start learning the second one at a reasonable default from me
first - usuadly -4 (check this with the GM). Some vehicle types
indude:

Stock car Racing vehicle
18-wheder Congtruction equipment
All-Terrain Vehicle Tank

Hovercraft (contragravity vehicles use Piloting instead).
A vehicle of a different tech level is considered a different

"type”



Gunner/TL See Combat Kdlls, p. 50
Mechanic/TL See Craft Xills, p. 54

MotorcycleTL (Physcal/Easy) Defaultsto DX-5, 1Q-5
or Bicyding5
This is the ability to ride a motorcycle. You must specidize in
either motor-scooters/light cycles, or medium and heavy cycles.
Modifiers: -2 for an unfamiliar cycle of a known type (eg., a
Harley when your own cycle is a Shogun); -4 or more for acycle in
bad repair; -2 or more for bad road conditions; -4 or more for a

cycle of unfamiliar type (e.g., acycle of adifferent tech level); +3if
the cycle has asidecar.

Piloting/TL (aircraft type) (Physical/Average)
Defaultsto |Q-6

Thisisthe ability to pilot a specific type of aircraft or spacecraft. A
specidization (p. 43) is required. The default is to 1Q, because
intelligence would be required to figure out the controls in an emer-
gency. But when the skill is learned normally, it is based on DX
like other physicd skills.

A Piloting roll is required on takeoff or landing, and another roll is
required in any hazardous situation. A failure by 1 indicates arough
job; failure by more indicates damage to the craft; a critical failureis
a crash. If the pilot/driver has expert skill (15 or over), any critica
failure requires an immediate second roll. Only if this second roll is
afailure does a mishap redlly occur. Otherwise, it was a "near thing"
averted by experience.

Piloting rolls can also be used when resolving air combet.

Modifiers: -2 for an unfamiliar aircraft of a known type (e.g., a
Piper when your own plane is a Beech); -4 or more for a plane in
bad repair; -2 or more for bad flying conditions; -4 or more for a
plane of unfamiliar type (e.g., a twin-engine plane when you are
used to single-engine craft). Craft with very complex controls (eg.,

VEHICLEXILLS

space shuttle) or primitive craft (e.g., Wright brothers) should
dways have pendties, even for experienced pilots. Tech-leved dif-
ferences definitely count (see p. 185).

If you want to learn Piloting skill for two or more types of craft,

gart learning the second one at a reasonable default from the first
usudly -4 (check thiswith the GM). Typesinclude:

Ultralight or hang glider Glider
Single-engine prop Twin-engine prop
Multi-engine prop Multi-engine jet
Military (fighter) jet Small private jet
Small helicopter Large helicopter
Space shuittle Hot -ar baloon
Contragravity craft Contragravity belt
Fighter spacecraft Large spacecraft

In most science fiction campai gns, Free Fall and Vacc Suit skills
should be prerequisitesfor spaceship or starship piloting.

Powerboat/TL (Physcal/Average) Defaultsto 1Q-5,
DX-5or Boating-3
This is the ability to handle small powered watercraft of all
kinds. (For non-powered weatercraft, see Boating, above, and
Seamanship, p. 57.) Default skill users must make a Powerboat,
Boating or DX roll when the boat is entered (to keep from falling in
the water). Another roll is required in any potentidly hazardous sit-
uation. Modifiers: -4 if the boat is an unfamiliar type; foul weather
will givea -3 or greater penalty.

Teamdter See Animal Sdlls, p. 47

Vacc Uit/TL (Mental/Average) Defaultsto 1Q-6

Available at TL7+ only. Thisisthe ability to use a"space-suit" in
environments where there is no air (or no breathable air). A sepaate
Free Fal roll is required for zero-G work. See GURPS Space for
more detail about vacc suits.

Let's go back to Dai Blackthorn, the character we started to create
on p. 14. We've already determined his basic attributes, his
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EXAMALEOF XILL SH ECTION

advantages and his disadvantages. All that is left is to select skills
suitable for aquick, bright, overconfident little thief.

Dai's beginning attributes are ST 8, DX 15, 1Q 12 and HT 12.
Obvioudly, he will do best in things where dexterity and intelli-
gence are important. If he chooses skillsthat default to DX and 1Q, he
will be able to do much better than if he defaults to ST.
Fortunately, most physica skills do default to DX, and nearly all
mentd skillsdefault to 1Q.

We haven't defined Dai's age, so well make him the standard
starting age: 18. The only reason to make him older would beto let

him put more points into education. At age 18, he is limited to 36
character points for skills, but that's no problem; Dai has only 25
points |eft anyway.

25 pointswill let you learn quite alot, especialy if you start out as
snat asDa. So ... what shdl we say Da has learned in his life so
fa?

Every thief ought to be able to pick locks. Lockpicking (see skill
description, p. 67) is a Mental/Average skill; it defaults to 1Q-5.
That makes Dai's default skill 12-5, or 7. Not too good. We want
Dai to have at least a 12 in this skill, so helll have a better than 50-50
chance to open the average lock. A skill of 12 would be equa to Dai's
IQ; referring to the Average column of the Mental Skill table, we see
that this skill would cost him only 2 points at this level! 4 points
would buy a skill of 13; 6 would buy a skill of 14! Well go for a
Lockpicking skill of 13.

Area Knowledge is equally important for a street kid. It's a
Mental/Easy skill. 2 pointswill buy itto aleve of 1Q+1, or 13.

A good thief is dso a pickpocket. The Pickpocket skill (p. 67)
defaults to DX-6, giving Da a default level of 9. It's a
Physica/Hard skill - hard to learn. And Dai wants to be good at it,
sinceit's dangerousto fail at pocket-picking! To get to askill equal to
his DX of 15, he needs to spend 4 points. A skill of 15 should be
good enough.

A good thief should dso be able to hide. The Stedth sKill (p. 67)
defaults to either 1Q-5 or DX-5. Dai's DX is better than his |Q, so
he would default to DX, giving him a default level of 10. Still not
good enough for safety - so let's study it. Stealth is a Physical/
Average skill, ® a skill equal to Dai's DX of 15 costs only 2
points.

Climbing (p. 57) is another useful skill in Dai's line of work. It
defaults to DX-5 or ST-5. Dai's DX is better than his ST. His
default Climbing skill is 10. Because he is doublejjointed (remember,
we took that as one of his advantages), his Climbing skill is
increased by 3, to 13. That's pretty good, as long as he's not faced
with any sheer walls. So for now, hell spend no points, and rely on
his default Climbing skill of 13.

Not absolutely necessary - but very useful for a character like
Dai - isthe Fast-Talk skill (p. 63). His default in this (1Q-5) would
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give him only a 7. This is a
Mental/Average skill. For two
points, Dai can get it a a leve
equa to hislQ, or 12.

And, to survive in the underworld, Dai needs a good helping of
Streetwise (p. 68). His default (1Q-5) would be only 7. Thisisasoa
Mental/Average skill. For 2 points, he can get it at alevel equal to his
1Q, or 12.

At this point, Dai has spent 16 points on skills, leaving him a
total of 9 yet to spend. And Dai probably needs some sort of
weapon skill if he's to survive. With 9 character points left for
training, he could choose to be pretty good with one weapon, or
competent with two or three. He chooses to study two weapons:
Knife (p. 51) and Shortsword (p. 52). Knife is Physical/Easy,
defaulting to DX-4; Shortsword is Physica/Average, defaulting to
DX-5. His default abilities would be Knife-11 and Shortsword-10 . .
. hot too bad, but not good enough to keep him dive in a serious
fight.

So - Dai puts 4 character points into Knife. 4 points in a
Physical/Easy skill gets him to DX+2 level, or 17. He also puts 4
points into Shortsword. This gets him to DX+1 level; his
Shortsword skill is now 16. He's no professiona soldier, but his
opponents won't be professionals, either. He can hold his own in a
beck-alley brawl.

Da has only one point left - not enough to increase either
Knife or Shortsword by another level. But let's get tricky and add a
skill that defaults to another skill. Since Dai's Lockpicking skill is
13, and since Traps (p. 68) - a Mental/Average skill - defaults to
Lockpicking-3, Dai's default Traps skill is aready 10. Not bad, but
not great. A better Traps skill could be useful for Dai. Can we raise
it?

To find out, well go back to thetable. Dai's1Q is 12, so his current
Traps skill is equal to 1Q-2. To go from IQ-2 to Q-1 on the
Mental/Average column is a difference of only 1/2 point! So we
can raise his Traps kill from 10 to 11. We can't get it up to 12; that
would require another full point, which we don't have.

So: 1/2 character point left. Well put it in a Physical/Easy skill
where 1/2 point can actually make a difference. Dai takes Knife
Throwing skill, at DX-1 - whichistill askill of 14!

That uses up dl his character points, and completes the character of
Dai Blackthorn . . . and quite arogue heis. His "postive" totals

SKILLS Pt. Cost Level
FRER ENOWMLEDGE 2 19
CLIMBING - 13
FAST-TRLE z 17
ANVIFE 417
ANIFE THROWNG %2 17
LOEK PICKING 4 1%
FPIERPOCRET 4 15
SHORTSWORD 4 76
STERLTH Z 15
STREETW/SE 2 17

TRAPS (From bckpcling) % 11

(advantages plus skills) plus his "negative" totals (disadvantages
and quirks) add up to exactly 100. In the next section, well buy Dai
some equipment, double-check his stats and write his character
story . .. and helll be ready to go.



Now you need to decide what equipment and possessions you have ... and find out
whether they weigh you down enough to make a difference! This section will aso give
you enough information about wegpons and armor to let you choose your combat gear

intelligently.

MONEY

Thefirst question, of course, is how much money you have. Money and wedlth are
different for each game world and adventure (see p. 189). Pricesaredwayslisted in $, for
convenience - but $ can stand for dollar, credit, silver piece, or whatever is appropriate.
Remember that if you take relative wesdlth or poverty as an advantage or disadvantage
(seep. 16), the amount of money you start with is different from the average for your game
world.

Money and economics are explained in more detal in Chapter 22,

BUYING EQUIPMENT

In some adventures, some (or al) of your starting equipment is specified aready.
Other adventures will let you buy whatever you want, within your starting budget.
Remember to leave alittle for oending money.

Each game world or adventure will have one or more equipment lists, giving cos,
weight and other information about important items. Y ou can buy items not on the list if
the GM decrees them "reasonable." Price, cost and weight are set by the GM. Game
Masters. Just be logical here, and use your own judgment. Especially in a modern sce
nario, there are hundreds of items not likely to be listed - but you could go into the
department store and pick them up. If somebody redly wants a vegetable dicer or ataking
baby dall, let them buy one.

The Chartsand Tablessection includeslists of wegpons, armor and general equipment
for medievad/fantasy, modern and futuristic campaigns. Y ou are welcome to make copies
for your own use.

All equipment you buy should belisted on the Character Sheet. If you accumulate alot
of gear, you may want to keep it on aseparate sheet. To keep proper track of encumbrance
(sce p. 76), the items you are actudly carrying should be listed separately from
possessons you leave a home.

Clothing and Armor

These will be dedlt with as one subject, because armor is only specialized clothing.
And, in an emergency, your clothing is better than no armor at all. Armor is vital in
combat Stuations. If your foes can hit you, and you do not have some sort of armor pro-
tection, you will soon be dead.

Heavy armor gives the best protection. But it adds encumbrance! Another limitaion
isyour wealth; the best armor isvery expensive, and few starting characterswill be able to
afford it. Armor is more important in some periods than in others. In low-tech combat,
it's a lifesaver, especidly for fighters with alow HT and no Toughness. Armor can be
more important than weapon skill in determining who wins a fight with low-tech weapond

When guns come into play, armor becomes less important because heavy guns can
defeat it (though cops will still want their woven body armor). In some sciencefiction
backgrounds, armor may be worthwhile; in others, lasers can cut through anything, and
ducking isthe best defense.

Armor protects you in two ways. Its passive defense, or PD. (1 to 6) adds to your
defenseroll when you wear it. Itsdamageresstance, or DR, protects you when you do get
hit.

QUIPMENT AND
ENCUMBRANCE

Do You Negd Armor?

The short answer is yed Unlessyou are
in a high-tech campaign where hand
weapons defeat any armor, or a modern-
day campagn where wits are more impor-
tant than weapons, amor is literdly a life-
.

Armor protects you in two ways. Frg,
good armor makes you harder to hit, by
causng blows to glance off. Thisisits pas
Sve defense

Second, when you are hit, your armor
will stop some of the blow. This damage
resstance varies with the type of armor.
Cloth armor has a damage resistance, or
DR, of 1. It stops 1 hit of damage from
each attack. Plate armor made of sted has
a DR of 7. Some exotic materids have a
vey high DR indesd.

The types of dothing and amor avalable
will differ in eech game world; therefore each
gameworld book will have a Clothing and
Armor section. Gear from one country, time
or gamewordd will work inothers. Exception:
A GM may declaretha highly magicd items
will not work in a techndlogicd (Ilow-mana)
world, or vice versa. And availability of
otherworldly items will dways be limited. A
20thcentury flak jacket will not be found
ina medievd world, and abronze bressplate
will be very hard to find in modern-day
Amdgica

Contray to popular bdief, good amor
does not make you clumsier (i.e,
decreese your DX) when you are used to it.
It's quite possible to do acrobatics in plate
armor! The real disadvantage of armor is
that it's heavy. It slows your movement,
andistearibly uncomfortablein hat weather.

Furthermore, a full-head hdmet limits your
vidon somewhat, and mekes hearing dmost
impossble When you wear such a hdm,
reduce dl Vison or Hearing rdlls by 3, and
reduce dl efedtive wegpon ills by 1. In the
Basc Comba Sysem, when you buy a
complete suit of armor, full-heed hdmets
ae conddaed pat of "hdfplae’ and plate
amor. Above TL7, hdmets are desgned to
avadthisprablem.

Note dso that gloves or gauntles
reduce your effective DX by 8 (1) if you
ae trying to do ddicate work like lock-
picking. This is true even a high tech
levels,
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Listing Armor on
Your Character Shegt

Your armor, along with its cost and
weight, should be listed in your "Pos-
sessons' box (center column).

The passve defense of your amor goes
on the "Armor" line of the "Passive
Defensg’ box (Ieft column, center).

The damage resigtance of your armor
goes on the "Armor" line of the "Damage
Resigtance" box (left column, low down).

Layering Armor

Normadly, you can only wear one it of
amor a atime! But there are exceptions.

If you wear chainmail, you should wear
cloth armor underneath. The cost of this
padding is included in the price of a full
"suit" of chain, if you wear chainmail
without the doth padding, it has PD3 and
DR3 (but PDO and DR1 againgt an impding
WEZOoN).

If you wear plate, haf-plate, heavy
leather, a flak jacket, etc., you can wear
doth armor or alesther jacket underneath. This
adds weight, and does not add passive defense
- but it does give you one more point of
damage resistance. Chainmail under plate
will give 2 more points of DR, but the added
weight will be prohibitive to dl but the
dronged!

In a high-tech campaign, you may wear
"reflec’ armor to protect against laser
atacks Reflec is worn over dl other dothing
and armor. Any attack must pierce the reflec
before affecting the armor beneath.

In generd, the inner layer of any layered
amor adds damage resstance, but not passive
defense. The GM's common sense is the find
guideto armor layering.

Armor Types

For each type of clothing and armor, the following information is listed:

General Description. Theitem's name and how it is used.

Passive Defense (PD). Armor that is smooth and hard (metal, plastic or hardened
leather) is likely to "turn" a blow. It may even reflect an arrow, lightning bolt or laser
beam! This adds to your passive defense: your defense roll is better, because some blows
will bounce off. PD of armor normally ranges from 1 to 6.

Damage Resistance (DR). This is the amount of protection the item gives, in terms of
hits subtracted from a blow which strikes the wearer. For instance, if you are hit in the
chest while wearing a DR6 breastplate, and the attacker rolls 8 points of damage, only 2
will affect you. Some types of armor have two different DRs. depending on the type of
weapon that hits them. Some typical damage resistances are shown below.

Weight. Thisis given in pounds: it adds to your tatal encumbrance.

Cost. Trandate "'S" to your world's currency. Like other costs, this assumes a typica
sale, made by an ordinary merchant in an area where the item is usually found, when itis
neither more scarce nor more common than usual.

Suits of Armar

In the Basic Combat System, you just buy a full "suit" of one type of armor. (The
Advanced Combat System gives you the option to put your armor together from its com:
ponent parts, using the Armor Table inthe Charts and Tables section.)

Type TL PD DR Cost Weight
Summer clothing any 0 0 $20 2
Winter clothing any 0 1 $60 5
Padded cloth armor 1-4 1 1 $180 14
Light leather armor 14 1 1 $210 10
Heavy leather aarmor ~ 1-4 2 2 $350 20
Chainmail 34 3 4 $550 45
Scale armor 2-4 3 4 $750 50
Half platé 2-4 4 5 $2,000 70
Liohtplaté 34 4 6 $4,000 0
Heavy plate’ 34 4 1 $6,000 110
Flak jacket* 6 2 3 $220 17
Kevlar (lightf* 7 2! 4 $220 5
Kevlar (heavy)* 7 2 12 $420 9
Light body armor 7+ 4 15 $270 22
Reflec’ 89 6 2 $320 4

M edium body armor 8+ 6 25 $1,520 32
Heavy combat armor 9+ 6 50 $2,520 52

'PD 1 vs. impaling.

DR 2 vs. impding.

34l combat skills at -1 due to helm: Vision and Hearing at -3.

“protects torso only.

Sagainst lasers only: PD3, DRO against sonics; no protection vs. other weapons.




Each suit of "real" armor includes a set of light, common clothing to wear under-
neath it; you do not have to buy clothing separately and add in the weight! A suit of
chainmail indudes heavy doth padding under the chain.

Choosing Y our Weapons

The weapons you cary should be determined first by your skills, and then by your
strength and budget. If you can't use it, don't buy it. Note, too, that most places have
laws or customs that govern the sort of weapons and armor you may wear on the street
without attracting attention. A suit of plate armor in the average medieval village would be
every bit as conspicuous - and threatening - as a machine gun in the corner grocery sorel

High-tech wegpons (like guns) will work for anyone who knows how to use them.
L ow-tech weapons, like clubs and swords, do more damage when wielded by a strong
person, and you will usually want to carry the heaviest weapon that your strength and
kill will dlow.

The combat rules are in Chapters 13 and 14. This section will present just enough
information to let you equip yoursef intdligently. If your character is a totd nonfighter
type, you can skim through this section.

Bas c Weapon Damage

"Basic damage” is the impact damage a weapon does, before its point or cutting
edge is condgdered. The table on p. 74 is used to figure how much damage each weapon
does, based on two factors: the attack type and the strength of the user. Some weaponsdo
more or less damage (in particular, large weapons do extra damage), so check the
Weapon Table ligting far your particular wegpon.

Damageisshown as"dice plusadds." For example, "2d" meansyou roll two diceto
calculate the damage done. "2d+" means that you roll two dice and add 1 to the
result. Thus, aroll of 7 would mean 8 hits of damage. "2d-1" means that you roll two
dice and subtract 1 from the result - and so on.

If you hit with acutting or impaling attack, or abullet, you aways get at least one hit
of basic damage if the basic damage roll was capable of wounding. Thus, if you strike
with a dagge for "Id-4" damage, and roll a 2. you do not do -2 hits, or even zero hits.
Any time your damage works out to zero or a negative number, count it as 1 hit.
(Remember, this is before the effects of armor. It is quite possible to do zero damage
once amor is accounted for.)

However, if you hit thefoewith acrushing attack, you can do zero damage. If yourfigt
does "ld-4" damage and you rall a2, you did no damage.
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Types of Attack

There are two main types of weapon attack: thrusting and swinging. A swinging
atack does more damage, because the weapon acts as a lever to multiply your ST. The
following table shows how much basic damage each type of weapon does, according tothe
user's Strength.

The columns show the number of dice rolled to determine damage. Example; If
your ST is 10, you will do 1d-2 basic damage with any thrusting type attack, or 1 die of
basic damage when you swing aweapon. So: if you attack with asword and roll a6, you
will do 6 points of basic damage if you swing the sword, or only 4 if you thrust.

llm '

Weapon Effects

Different weapons do different types
and amounts of damage, because they are
used in different ways.

Each weapon is described by two
terms. damage type (cutting, crushing or
impaling), and damage amount (defined by
the way the weapon is used), which tells
how hard it hits.

Thrusting Attacks

These blows strike with only the force
of your muscle behind them. (Some
weapons, like crossbows, add a "lever"
effect, and they get damage bonuses.)

A thrusting/crushing weapon (fist,
blunt arrow, end of a staff) is the least
deadly type!

A thrusting/impaling weapon (spear,
arrow, knife) is far deadlier. It dways does
a least one hit of badc damage. And what -
ever damage the target's armor does not
stop will be doubled!

Note that, at the same strength, an
arrow does the same impaling damage as a
sword or spear. This is intentional! An
arrow makes a smaller but deeper wound.
Overdll damage is roughly equivalent.

Swinging Attacks

Swung weapons, like polearms and
swords, are levers to increase your force
when you strike. Thus, your basic damage
is greater when you swing a weapon than
when you thrust with that same weapon.
Of course, a heavy swung weapon does
even more damage, and will get a damage
bonus (see Weapon Tabl es).

A swinging/crushing weapon, like a
club or maul, can do a great deal of basic
damage if it is heavy. It can aso knock
your foe backwards (see p. 106) if you hit
him hard enough. But it does no bonus
damage.

A swinging/cutting weapon, like a
sword, will get a 50% damage bonus if it
gets through your foe's armor.

A swinging/impaling weapon, like a
pick, halberd or warhammer, can be the
deadliest of all. It will have a high basic
damage, which lets it get through armor -
and the damage that penetrates armor is
doubled, as for any impaling weapon. The
drawback of such weapons is that they can
get stuck when you hit your foe (see p. 96).

Alternative Attacks

Some types of wegpons can be used in
different ways. For ingtance, some swords
can be svung for a cutting dtack, or thrust
for an impaling attack. This is shown on
the Weapon Tables. Before you drike with
such a weapon, specify how you are
atacking.
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Weapon Tables

A "Weapon Table" isalist of weapons,
showing damage, weight, cost and other
information. The Weapon Tables are in the
Charts & Tablessection.

Each game world released for GURPS
will include the appropriate Weapon
Tables, armor lists, etc., for that world.

Weapon Quality

The Weapon Table prices assume
weapons of "good" quality. Fine quality
weapons may be made for Good gquality
prices & TL7+ due to improvements in meta-
lurgy. The quditiesand relaive pricesare:

Swords. Swords are very costly. Thisis
because, especialy at low tech levels, it is
no mean feat to temper a piece of steel to
make it thin, light, yet strong and capable
of holding an edge! Thus, there is a wide
range of quality among knives and swords.

A cheap sword (bronze or poor steel)
has a 2/3 chance of breaking when it parries
a very heavy wegpon, and is more likdy to
break on a critical miss. But it costs only
40% of the price shown inthetable.

A good sword is as listed in the table. It
has a 1/3 chance of breaking when it parries
avery heavy weapon (see pp. 99 and 111).
All weapons mentioned will be of this
quality unless specified otherwise.

A fine sword has only a 1/6 chance of
breaking when it parries a very heavy
weapon. It holds a better edge, so it does +1
basic damage. It costs4 timesthelisted price.

A very fine sword will not break on a
parry. It does +2 damage. It costs at |east
20 times the listed price - and very fine
swords are not availablein most places!

Axes, polearms, and other cutting and
impaling weapons of fine quality are
unusual (because the armorer must, in
effect, use sword steel). Therefore, they
cost 10 times the listed price. They also do
+1 basic damage. Very fine and cheap
weapons of thistype arerardly made.

Maces and other crushing wespons may
be of fine quality; they cost three times the
listed amount and resist breakage, as
above, but do no extradamage.

Bows and crosshows of fine quality will
shoot 20% farther than normal weapons.
They cogt four timesthe listed amount.

Guns, beam weapons, etc. of fine quality
will be more beautiful, or more accurate, or
both, but usualy have no extra range or
damage. Cheap guns are often available;
cost depends on the game world (genericaly,
60% of listed price). They areless accurate (a
minus to Acc of 1to 10) and morelikely to
malfunction in upsetting ways.

Magical weapons are covered in
Chapter 19, Magic. They are more likely to
vary in Power than in physical quality.

B2 cauipnp

Srengthof Thrusting attack (fi<t, Swinging attack
attacker Spear, €tc.) (sword, club, etc.)
1 Id-9 Id-9
2 ld-8 Id-8
3 ld-7 ld-7
4 |d-6 |d-6
5 Id-5 Id-5
6 Id-4 ld-4
7 Id-3 ld-3
8 ld-3 Id-2
9 Id-2 ld-1
10 ld-2 1d
11 -1 lcH+1
12 Id-1 [d+2
13 1d 201
14 1d 2d
15 lo+1 20+l
16 loH+1 20+2
17 ld+2 3
18 [d+2 3d
19 20H 3d+l
20 20 3d+2

Seep. 248 for achart covering higher levesof ST.

Listing Basic Damage On Your Character Sheet

On the table above, find your Strength. Read across to the two types of basc damage
thrusting and swinging. Copy these two numbers onto your Character Sheet. The "Basic
Damege' box is just beow the " ST/Fatigue' box, Snce basic damageisbased on ST.

Y ou will refer to this whenever you need to figure how much damage you do with a
primitive weapon. The specific weapon you use will affect this number - agreataxe
does more damege than ashortsword. Seep. 75.

Damage Typesand Damage Bonus

Weapons do three basic types of damage: impaling, cutting and crushing. Impaling
weapons are those that strike with a sharp point. Cutting weapons strike with an edge
Crushing wegpons drike with a blunt surface. So, for instance, afist or club is a crushing
wegpon. A spear or arraw is an impaling wegpon, asword or axe is a cutting wespon.

Cutting and impaling weapons are more effective on flesh than on armor
Therefore, they do bonusdamage - but only if they penetrate the aamor.

When you hit with a cutting weapon, dl damage that gets through the target's armor
(and other Damage Resistance) is increased by 50%, rounded down. Suppose you srike
with a sword and do 8 points of damage, 5 of which get through the armor. Half of 5is
2,5. So the victim takes an extra 2 points of damage, for atota of 7.

When you hit with an impaling weapon, the damage that gets through the armor is
doubled. If you hit your foewith aspear, and 5 points of damage get through the armor he
takes 10 "hits' of injury!

Thus, impaling weapons are deadly against unarmored targets. For a well-armored
target, aheavy, swung weapon (an axe or maul) may be best, becauseit can overcomethe
DR of the armor and get through to the wearer!

Bullets are a specid case; different types of bullets have different damage multipliers.
Dumdums, for instance, are trested as impaing because they do terrible damage to flesh.
Armor-piercing bullets have a high basic damage, to punch through armor, but the damage
that gets through the armor is halved because the bullet cuts right through the target
without mushrooming.
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Listing Weapons On Your Character Sheet

Carry as many weapons as you need - but not so many that you will be weighed
down. Even a non-fighter may want a knife or sidearm! List each weapon in the
"Weapons & Possessions' box on your Character Sheet, as follows:

Cogt and Weight are copied directly from the Weapon Table.

Damage is also copied from the Weapon Table. For weapons that do two types of
damage (like shortswords - either cutting or impaling), use two lines.

Total Damage is the damage you do with that weapon. Refer to the Basic Damage
box you just filled in (below the ST/Fatigue space). Take your basic damage for that
type of dtack, and add the damage shown on the table for your weapon. Example: If
your ST is 10, your basic swinging damage is 1 die. And a broadsword does "swing+1." So
your damage with a broadsword is your basic swinging damage, plus 1 ... for atota of
Id+1. Record this on your Character Sheet. When you hit with a broadsword, you will
roll 1 die and add 1 to the result. Exception: Some weapons have a "MD" (maxi mum
damage) listed. No matter how strong you are. the weapon cannot do more basic damage
than this. So use your own calculated damage or the weapon's MD. whichever isless.

Saill is your skill level with the weapon . . . the number you must roll against in
order to hit with it. If you have spent points to learn the weapon, get your skill from the
"Skills" box. If you have not studied the weapon, put down your "default" or untrained
skill - seep. 44.

Listing Ranged Weapons On Your Character Sheet

If you have a"ranged" weapon (anything that can be thrown or fired), you shouldfill
in the "Weapon Ranges' box. List each ranged weapon. Then fill in the four "range stats"
for that weapon, from the Ranged Weapon Table. Note that for some weapons the ranges
depend on your ST. For instance, if your ST is 12 and arange is given as STxI0, you would
write 120 (yards).

Ranged weapons are explained on p. 100 and explained in more detail on p. 114.

Choosing Your Shied

Shields are very valuable in low-tech combat, but
amost worthless in high-tech environments. A bullet or
beam will go right through a medieval shield, sowed only
dightly if at all. Plastic riot shields and science-fiction
"force shields" can stop some high-tech attacks. The
following discussion assumes shields are being used against
weapons of their own tech level, giving them areasonable
chanceto work!

Shields protect the user both
actively and passively. A shield will
stop many blows automatically,
with no particular effort on the part
of the user. The bigger the shield,
the better it does this. This is the
shield's passive defense.

You may also ddiberately try to
block a blow (see Blocking, p. 98).
This is an "active" defense. If you
have the Shield skill, you can make
yoursdlf very hard to hit! -

A shield has no "damage resistance." It does not reduce the damagefrom any bl ow
that hits you. It makes you hard to hit, by active and passive defense - but that's all!
(Certain high-tech weapons may lose abit of their force asthey penetrate shields, of
course.) An advanced rule allows shields to take damage, for those who want more
complexity. Seep. 120.

Improvised Shields. In an emergency, you may snatch up just about anything with
which to block a blow! You may do this even if you do not have the Shield skill: your
default skill is DX-4. The GM will rule on the effectiveness of any improvised shield.

Improvised Weapons

Occasondly you will want to hit some-
one with something besides a"rea"
weapon. In that case, the GM should deter-
mine what weapon it is most similar to,
and treat it that way.

Most improvised weapons will be
equivalent to clubs or qiarterstaves. A
length of chain would be a clumsy but dan+
gerous morningstar. And so on.

If an improvised wegpon is paticularly
clumsy (e.g., a crosshow being used as a
club), reduce the user's effective Club
skill. If it would do less damage than a
"real" weapon of the same type, subtract from

itsdamegerall.

Minimum Strength

Most low-tech weapons, and some
high-tech devices, have a "Minimum ST
liged. Thisisthe minimum ST required to use
thewesgpon properly.

You may dill fight with awegpon if you are
too week for it. But for evary point of ST by
which you are too wesk, you will be a -1 to
your wegpon sKill, and you will suffer 1 extra
point of fatigue a theend of ech fight.

Drawbacks of Shields

While you are using a shield, you may nat
use any two-handed wegpons.

A large shield will interfere with your
weapon use - and sometimes your foes will
use it for sheter! Therefore, while you are
using a large shield, subtract 2 from your
effective weapon skill and 1 from your Pary
dfen

Any shield will interfere with your dexterity
and weapon use if you enter close combat
(seep. 111). Thebigger the shidd, the more it
getsin the way. Subtract the shield's passive
defense from all attacks and DX rolls you
make in close combat after your first full turn
of close combat.




Listing Your Shield on
Your Character Sheet

Write your shield on the last line in the
"Wegpons and Possessions' box. Copy its
cost and weight from the table at |€ft. If
you are using the optiond rulesfor attacking
with a shidd (see p. 123), you can fill in
the lines for damage and skill.
Otherwise, they don't matter.

You should dso fill in the "Shidd" line
of the "Passive Defense" box. The bigger
thggwield, the more passive defense it pro-
Vi

Don't Let

the Encumbrance
RulesWagn You Down

GURPS provides very detailed rules for
weight and encumbrance, for the bendfit of
those who like a great deal of realism in
their games. If you like, you can cdculate
the precise weght your character is cary -
ing, down to the coinsin his pocket!

But most roleplaying campaigns don't
require that much realism - indeed, extra
detail can sow a game down. For most
campaigns, it would be ridiculous to count
the weight of individud coins. Indeed, you
may choose to ignore the weight of any
item that weighs less than, say, five
pounds. Now, when you pick up a bat-
tleaxe, or a 50-pound chest of copper
coins, go aheed and add that weight in...

Detailed encumbrance rules are most
important in combat Stuations, boardgame
tournaments, etc. But remember: The
encumbrance rules are here to provide
detal if you want it. Don't saddle yourself
with more complexity than you enjoy!

The easiest way to simplify encum
brance is to use the "generic armor” rules
(p. 72) instead of calculating individual
cost and weight of each piece. Note thet dl
four of the sample characters (pp. 214-217)
were made up using the "generic' armor
rules. If you want to use the more complex
rules, you can adjust their armor to match
the pictures; this will vary their weight
dightly.

Shidds may be divided into Sx genera types, as shown below:

Type PassveDefense Codt Waght Hits
Improvised | or2 - vaies vaies
Buckler 1 $25 2lbs 520
Small 2 $40 8lbs 530
Medium 3 $60 151lbs 7140
Lace 4 $90 25lbs 960
Force(TL11+) 4 $1,500 1/2lb. -

(worn on left wrigt, leaving hand freg)

Type. Thekind of shield. "Improvised" represents anything you happen to grab to
defend yoursdlf in an emergency. The GM will rule on its effectiveness.

Passive Defense. This amount contributes to your defense roll - even if you have no
ideahow to use ashidd.

Weight. Weight in pounds, for a wooden shield with metal bending. A 20th-century
plastic riot shidd weighs hdf this much.

Cost. For amedieva world; double this, in $, for amodern riot shield.

Hits. This column is used only for the optional Shield Damage rule (p. 120). It
shows the amount of damage ashield can take before it is destroyed.

BENCUMBRANCE

Your encumbrance is the total weight you are carrying, relative to your strength.
Items you do not carry on your person don't count as encumbrance.

Encumbrance reduces your movement rate in combat, and the distance you can
wak in aday. It ds0 makes swvimming and climbing much more difficult.

A strong person can carry more than aweak one. Therefore, the ratio of weight to
grength determines encumbrance, asfollows.

Weight up to twice ST: no encumbrance. Y ou have no pendty.

Weight up to four times ST light encumbrance. Movement pendty of 1.

Weight up to six times ST medium encumbrance Movement penalty of 2.

Weight up to 12 times ST heavy encumbrance. Movement pendty of 3.

Weight up to 20 times ST extraheavy encumbrance. Movement pendty of 4. You
cannot carry aweight more than 20 times your ST for more than afew feet at atime. 30
times ST isthe dsolute mogt you can carry.

ST None (0)  Light (1)  Medium(2) Heavy (3)  Extra-Heavy (4)
6 121bs. 24 | bs. 36 | bs. 72 1bs. 120 | bs.
7 Ulbs, 28 | bs. 42 Ihs. 84 Ibs. 140 | bs.
8  161bs. 32 1bs. 48 1hs. 96 |bs. 160 | bs.
9  181bs. 36 1 bs. 54 1hs. 108 1bs. 180 1bs.
10 20 Ibs. 40 Ihs. 60 | bs. 120 1 bs. 200 | bs.
11 22 Ibs. 44 | bs. 66 |bs. 132 | bs. 220 | bs.
12 2 |bs. 48 | bs. 72 | bs. 144 | bs. 240 | bs.
13 26 Ihs. 52 1 bs. 78 1bs. 156 1bs. 260 | bs.
14 28 1bs. 56 1 bs. 84 | bs. 168 1bs. 280 | bs.
15 30 Ibs. 60 | bs. 90 Ibs. 180 1 bs. 300 [ bs.
16 32 1bs. 64 1 bs. 96 |hs. 192 1 bs. 320 Ibs.
17 34 1bs. 68 | bs. 102 | bs. 204 | bs. 340 | bs.
18 36 Ibs. 12 1 bs. 108 | bs. 216 | bs. 360 | bs.
19 38 1bs. 76 1bs. 114 Ibs. 228 1 bs. 380 1hs.
20 40 [bs. 80 1 bs. 120 | bs. 240 | bs. 400 | bs.




Recording Encumbrance on Y our
Character Sheet

Copy the encumbrance levels for your Strength into the blanks in the
"Encumbrance" box (left center). For instance, if your ST is 15, you would list 30" in
the "no encumbrance” space. That means that, at or below 30 Ibs., you are effectively
not encumbered at all.

Whenever it becomes necessary to check encumbrance, you can refer to this box
and find out just how much you can carry. (If you have a cart or wagon, you can carry
more. See p. 89.)

YOURMOVE SCORE

Your "Move" is the distance (in yards) you can actually run in one second. To find
your Move, add up the total weight in your "Weapons and Possessions' box. Compare
this with the encumbrance levels you have marked down. This will tell you what your
actua encumbranceis.

If you have the Running skill, add 1/8 of your skill level to your Speed for this cal-
culation only. Running doesn't affect your Speed score (it doesn't make your reflexes
faster), but it will help your Move.

Now subtract your encumbrance penalty from your Speed score, and round down.
The result is your Move score - always a whole number, not a fraction. If you have no
encumbrance, your Move is the same as your Basic Speed, rounded down. |f you have
liaht encumbrance, vour Moveis 1 less than vour Basic Speed - and so on.

Light (1} = 4xST

Med(2) = 6xST
Hyy(3) = P2xST =
X-hvy (4) = ZOXST._‘.{_é.g.

DAMAGE RESISTANCE
JRACET . L o

Armor 0/ _

Y our Move controls;

(2) how fast you can move.

(2) when you move, if you use the "realistic* combat sequencing option (p. 95).

(3) your Dodge defense. This "active defense” is equal to your Move. The less
weighted-down you are, the quicker you can dodge!

List your Move on your Character Sheet, beside your Basic Speed. If your encum
brance level changes, you should change your Move to match. This can happen if you
pick up a heavy object - or if you drop your shield to run away! The levels shown in the
"Encumbrance” box will make it easy to tell when you cross over to a slower or faster
Move

Your Move can never be reduced to zero unless you are unconscious, unable to use
your legs, or lifting over 30 times your ST - see Lifting and Moving Things, p. 89.

Example of Equipment
and Encumbrance

Dai Blackthorn has the disadvantege of
Poverty, so instead of the normal $1.000 to
spend, he has only $200. He can spend it
on anything from the low-tech equipment
lists. He settles on the following: Clothes -
lower-class - 1 Ib. - $10 Shoes - 1 pair,
leather - 2 1bs. - $40 Leather jacket - 4 Ibs. -
$50 Small knife (at belt) - 1/2 Ib. - $30 Set
of lockpicking tools - weight negligible -

$20

Dagger (strapped to leg) - 1/4 Ib. - $20 This
accounts for $170. The other $30
represents Dai's current life savings. $20
of it isin a gold ring, which he wears; $10
he carries in cash on his person - the safest
placefor it!

All Dai's equipment and money is
recorded on his Character Sheet. The pro-
tective values (Passive Defense and Dam-
age Resistance) for his armor are copied
directly from the book to the Character
Sheet.

WEAPONS AND POSSESSIONS
frem Skl
Tpe Ami Level
IMALL AMFE  at 105 17 X0 K&
P {4
mpti-d §7 30 &
9 -

L Wy,

DREOER
LOTRPIEKT

CLOTHES (low-clasi)
SHOES ]
LERTHER TACKET

BING
SIHEVER ¥

Towals- § 200 L. 7%y

When Dai gets some more money, he's
likely to buy a shortsword - since he
knows how to use it, and since it's a far
more effective weapon than a knife. But
even a poor-quality shortsword costs $ 160,
and a good one would be $400. He would
also benefit greatly from some sort of light
armor, if he expects to get into any com-
bats more serious than the occasiond tav-
ern brawl. But for skulking and thievery,
his leather jacket is about right.

The taal weight of Dai's gear is 7%/, 1bs.
Even with his low ST, he can carry
anything less than 16 pounds at "no
encumbrance” - so he's fine. He can still
pick up some loot without dowing down!
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Your GURPS character is amost finished. At this point, you should have filled in
most of your Character Sheet, and checked your math to be sure that everything bal-
ances. The Character Sheet for Dai Blackthorn is on p. 214. If you go back and check it
against the description of Dai's character as we developed it (pp. 14, 15, 18, 25, 40, 41, 70
and 77), you'll see that everything matches. Dai Blackthorn is a balanced 100-point
character.

Starting at the top of the character sheet and working down:

Name. Y ou ought to know this by now.

Player. That'sthe real you.

Appearance. List race (if not human), age (your decision), height and weight (set by
you, or left tothe dice - see p. 15), and anything else interesting about the way you look.

Character Sory. A twao-line version of your
background and history.

Date Created.
Thisisin the
calendar of your
game world.

Y our character's
birthday,

time use sheets, etc.,
all

refer back to this
"birth

dae"

Sequence. Thisis
explained in the side-
bar, p. 95. Skip it for
now.

Unspent Points.
Thiswill be used to
record character points
earned in play. When
you spend them, erase
them here and increase
Point Total.

Point Total. Dai is
a100-point character.

57". Your strength.
The space to the side lets you mark off
fatigue. If you are playing a magic-user,
fatigue will come and go often, and you
should keep track of it on a separate piece of
paper.

DX. Your dexterity. The space is big enough to let you show an "effective" DX, if
something happens to change your dexterity temporarily.

Q. Your intelligence.

HT. Your health. The space to the side lets you mark off hits taken. However, if you
are playing agame with alot of combat, keep track of hits on a separate piece of paper.

Basic Damage. This is based on your ST; it's the amount of damage you do with a
"generic" weapon - see p. 74. With ST 8, Dai does a puny Id-3 thrusting, or Id-2
swinging.

Movement. Compute Basic Speed as follows: add your HT and DX, and divide the
total by 4. Your Move score is the speed at which you actually travel; figure your
encumbrance (below and p. 76) to get your Move. Dai's Speed is (12+15), divided by 4. . .
2'l, or 6.75.

Encumbrance. This is the weight you are carrying, compared to ST (see p. 76). Dai
has a ST of 8, so he can carry 16 pounds of gear and will have "no encumbrance." Dai's
meager possessions have a total weight of only 7 %/, Ibs. - so he is certainly unencumbered.
With no encumbrance, his Move score is the same as his Basic Speed, rounded down - a




Passive Defense. The first blank is for armor. All Dai has is his leather jacket torso
armor with a passive defense of 1. He has no shield, and no magical or specia
protection. So his total passive defense is a 1, filled in the last blank. Not good, but a lot
better than nothing.

Active Defenses. These are explained on p. 98. For "Dodge," Dai has the same as
his Move score - a 6.

The "Parry" box is usualy filled in with half your best weapon score, rounded
down. Dai is most skillful with his knife (skill of 17), so his "parry" is 8. However,
knives are short weapons and parry at a -1 penalty, so his parry is 7. If Dai gets a short-
sword, his skill of 16 will give him a shortsword parry of 8.

The "Block" box is filled in with half your Shield skill. Thisis not too important for
Dai - he has no shield, so he cannot block. And he has not studied the Shield skill. His
default skill is DX-4, or 11. Half of this, rounded down, is 5, so he has a Block of 5. Should
he snatch up ashidld, he can try to useit.

Damage Resistance. Your resistance to injury. Dai's leather jacket "armor" gives
him aDR of 1. He has no Toughness, magic or other special protections, so that isalso his
total Damage Resistance. He'd better avoid being hit!

Advantages, Disadvantages and Quirks. Here we fill in Dai's four advantages and
three disadvantages. Extra lines are provided, to alow for explanations. Findly, we list the
five "quirks' we chose to flesh out Dai's personality.

Reaction +/-. This is in the second column, under your picture. It is based on the
values from appearance, as well as any advantages or disadvantages which affect others
reactions to you. The value for Dai is zero: there is nothing about him that makes him
especialy likeable, or especially obnoxious either. A character with good Charisma (for
instance) would have a positive number here; someone with an Odious Personal Habit,
bad Physical Appearance or some other problem would have a minus. If you have both
positive and negative modifiers to reaction, fill in the net total. Two lines are givenin case
anote is needed.

Weapons and Possessions. Each line represents one item that you carry with you.
with the following information:

(a) for a weapon only, the total damage you do with it, based on your ST - seep. 74
to compute this. Dai's knife has both "cutting" and "impaling" damage - it does (1d-5)
basic damage when it cuts, and (1d-4) when it impales.

(b) for a weapon only, your skill level with that weapon.

(c) and (d) the item's cost and its weight.

Money. Use the bottom line of the "Possessions' box for the money you have on
your person, and the back of the sheet for any "bank account" or hidden wealth you
might possess. To avoid frequent writing and erasing, you may want to use a sheet of
scratch paper to keep track of money earned and spent during an adventure, and fill in
this blank only at an adventure's end.

Weapon Ranges. This areais used for thrown- and missileweapon ranges. Fill itin as
described on p. 75. Dai's knife and dagger can both be thrown. Their ranged-weapon stats
are copied from the Weapon Table (p. 207). They do the same damage when thrown as
they do normally.

Sills. Here you fill in all your skills, points spent on each and their final levels.
Languages and spells also go here. If you run out of space (and you may), continue the list
on an added sheet of paper.

Summary. This box is used to record the point totals from the various sections, for an
easy double-check. You'll want to update the summary any time the point totals change.

That completes Dai Blackthorn's character sheet. When you play Dai - and you can,
with the adventure in this set - you will be able to find anything you need to know about
him, just by referring to this sheet.

a SME

Dal Blackthorn's Story

Da knows nothing about his birth or
early childhood. His first memories are of
the streets; he was a slum kid in the
metropolis of Kotat (where he still lives).
He remembers no parents; like the other
street kids, he lived on what he could beg
or steal.

When he was about seven, he was
taken in by an old man named Sekelshen
Mat. Old Sekky was a fagin; he taught
children to sted, and lived off the loot they
brought home. Dai was lucky, in that Old
Sekky was a kind master and an honest
thief, wel-thought-of in the neighborhood. Dai
became fairly good at picking locks and
pockets, and an accomplished "second-story
man." He loved to dimb buildings - on the
job or just for fun. Because he was bright,
agile and inconspicuous, Sekky used Da
modtly as a messenger and spy. By thetime he
was 15, Dai knew the city likethe back of his
hand . .. itsroofsaswell asitsdleyways.

That saved his life. One night, Dai
awoke to find the house in flames. When he
and his "family" tried to escape, crossbow
bolts flew from the darkness. Someone
meant for them to burn! As the flames rose
higher, Dai took refuge on the building's roof -
then, with a terrified legp, he made it to an
adjoining building, and vanished from sight.
He was the only survivor. The old thief who
had been father and mother to him, as well
asal his "brothers" diedintheflames.

Dai soon learned who was responsible. An
ambitious young ruffian had taken over the
lazy Thieves Guild of Kotat, and given
the "independents’ like Sekelshen Mat just
two choices: join or die. Old Sekky,
crotchety to the last, hadn't taken the threat
sarioudy. It washislast mistake.

Dai swore revenge on the killers -and,
over the next couple of years, managed to
become a minor thorn in the Guild'sside.
But only a very minor thorn. To his great
pride, thereisnow aprice on hishead. To his
chagrin, itisonly 50 copper farthings...

Continued on next page...




Dal Blackthorn's Story
(Continued)

Da had a close cal last year, when
three bravoes from the Guild caught himin
an dleyway and beat him up. They fin-
ished by binding his arms behind him,
tying his fed to an anvil, and dropping him
off the dock. The limber Da managed to
work free and escape before he drowned -
but the experience left him uncomfortable
around any body of water bigger than a
horsetrough.

Dai is now 18 years old. He is small
and not strong - and sensitive about both
thexe things But he is quick, wiry and fairly
good with wegpons. Helovesto boast of his
exploits, and tends to embroider the truth
alittle.

Helivesby himsdf in athird-story garet
intheworst part of town, rented for a few
pieces of silver from a drunken old
couple who sdll carpets down below. He
mekes his living by seding (and occason-
dly does an dmogt-honest day's work, ating
& messenger or go-between). He takes
chances, but he has 30 far managed to Say
dive - and that's al. Though he refuses to
touch drugs or acohol (he has seen too
many people kill themsdlves that way), he
manages to waste his money almost as
soon as he stedls it. He wants to be rich,
famous and feared - and he wants revenge
on the Thieves Guild - but he also wants
to have a good time, and that often takes
rpErJi/c()arity over any grandiose plans he might

THE CHARACTER
ILLUSTRATION

Inthecenter of the sheet on p. 214, we haveillustrated Dai, aswe see him. If you'renot
an artigt, you can trace the outline one of the character illustrations and customize it to suit
yoursdf.

Theillustration isby no means necessary. If you don't carefor it, just use thisareafor
extranotes,

THINGSNOT SHOWN ON THE
CHARACTER SHEET

There are severd things that you may want to keep track of on a separate shest, for
onereason or another. Theseindlude:

Time Spent in Sudies. Thiswill be shown on your weekly Time Use Sheets (if your
campaign uses them). But you may want to make up a separate tally sheet so you know
exactly how much time you have spent studying.

Possessions in Other Places. The "Possessions and Equipment” box shows those
items you have on your person. For awanderer, that may be everything he owns. But if
you are (for example) a medieval duke, or arich 20th-century super, you will have a
home, stored wealth and many other possessions that you cannot carry with you. These
should be recorded separadly.

Character Sory. You may want to keep notes of the things that happen to you, to
develop your character - see below.

You may aso want to keep a separate piece of scratch paper for money, wounds
and expendable possessions, since these can change rapidly. That way, you won't wear a
hole in your record sheet by constant writing and erasing.

CHARACTERSTORIES

A "character story"” is the life history of a game character, as written by the persor
who plays that character. The story isagreat aid to roleplaying. Y ou may even want to
write the story first (or at least write some of it), and then work out your character's
actud satigtics,

A story can redly help bring your character to life. You don't haveto do it - but it's
recommended.

If you write the story down, you should show it to the GM, but not necessarily to the
other players. After dl. your character probably has some secrets, even from hisfriends.

As your character adventures and gains experience, his "story" will get longer and
more detailed. Not only will you have the adventures themsdlves to remember ... themore
you play a character, the more you will work out about his background, pest history, etc.

In time, the combined stories of al your characters will make quite atale - afantasy
epic, war story, spy hovel, Western or some other sort of home-grown masterpiece -
dependina on your cameworld.

JOBS

Characters can, and probably should, get jobs. This lets them earn money and prac-
ticether ills: it dso keegps them busy between adventures.

Thejobsopen to your character will belimited by hisgameworld, hisbasic attributes
and his skills. In certain cases, your job will be determined by your patron
Everything else being equal, more accomplished characters will be able to get better
jobs and earn more money.

Jobs aso provide a convenient starting point for adventures. Newspaper reporters
mercenaries, detectives, wizards apprentices and fredance writers are especidly adven-
ture prone.

This subject is covered in more detail on p. 192, and in the Jobs section of each
gameworld book.



.~ HARA

10

The longer (and the more skiIIfuIIy) you play your character, the better that character
will become. This can happen in two ways: through study, and through "character

points' that you earn during play.

| MPROVEMENT THROUGH
ADVENTURE

After a successful play session, the GM will award you "bonus' character points
(see p. 184). These are the same kind of points that you used when you first created
your character. Note them in the top right corner of your Character Sheet until you
spend them. They are spent the same way. with afew differences

Badc Attributes

Toimproveoneof your basic attributes (ST. DX. 1Q or HT), you must spend character
points equa to twicethebeginning point-cost difference between the old score andthe new
one. Example: To go from ST 10 (beginning cost 0) to ST 11 (beginning cost 10) would
cost 20 points. To go from ST 11 to ST 12 (beginning cost 20) would cost another 20
points. And o on.

If you improve an attribute, all skills
based on that attribute aso go up one level.
For instance, if you raise your DX. al your
DX-basad ills go up onel

Changesin ST do not affect height and
weight once a character has been created
(except for a child!). Height and weight are
based on original strength.

Physical Appearance

To improve your physical appearance, you must (a) ear n and spend the character
points for the upgrade and (b) find a reasonable way - in the game world - to improve
your appearance. Example: Maureen O'Shea, a 20th-century adventuress, is attractive
- but she wants to be very beautiful. The difference, in terms of beginning point cog., is
20 points. Maureen must spend the 20 points - and pay the 20th-century "cost" for such
an improvement. In this case, the player does alittle research and presents it to the GM.
The GM then rules that Maureen must spend $40,000 for extensive plastic surgery, two
months recuperating and anothertwo monthsimproving her figurein aspa. At the end of
four months, game-time, she can re enter play - asa knockout.

Adding Advantages

Most of the advantageslisted areinborn, and cannot be "bought” later with experience.
Common exceptions are Literacy and Combat Reflexes (which can be learned): Acute
Hearing, Taste/Smell and Vision (which, in certain game worlds, can be bought a ahigh
cash price); and Patrons (which can dways be acquired). To add an advantage, you must
pay the appropriate amount of character points, plus the appropriate game world cost
(determined by the GM) if aphysical ahility is being added.

Although advantages should not be fredy added, the GM can make an exception
whenever it seems reasonable. The GM should provide a good rationae in his game
world or challenge the player to come up with a good explanation why he should be
dlowed (for ingtance) to suddenly have better hearing.

If your campaign includes psi abilities (Chapter 20). these may be improved like
skills and new ones may sometimes be acquired during play.

X" DEVELOPMENT

Unspent Points

You may keep your earned character
points for as long as you like before
"spending” them. Ignore these unspent
points when evaluating your character.
Suppose your character began at 100
points and earned 30 points, but hasn't
spent the extra yet. He's il a 100-point
character - it is fair for him to go on
adventures designed for 100pointers.

Now, suppose this character spends dl
30 of his points on improving his attri-
butes. This buys him only 15 points worth
of improvements (because attributes count
double if bought later). So he's now a 115
point character, and should be shown that
way on his Character Shedt.

But if he spends those points on skills,
he gets afull 30 points worth of Kills. So
heisnow a 130point character.

D&dvantaqes
Gained During Play

It is possble to gan a new disadvartage
during play. A crippling injury, for instance,
might cost you a limb: this disadvantage
must be recorded on your Character Shedt.

However, you do not get any extra
points for a disadvantage gained during
play. That's just the breaks of the game!
Instead, the disadvantage reduces the tota
"vaue' of your character.

One exception to the no-new-disabilities
rule: If you acquire a new Patron, you can
have a Duty to him or it - and the point
value of the Duty can be used to reduce
the paint cost of the Patron.

As the GM, you may d0 dlow a cha-
acter to "buy off" a disadvantage acquired
during play. If he can come up with
enough character points to buy it off, and
you are feding merciful, you may arrange
events to diminate the disadvantage. It's
your option.

_character developmep W



|mprovement
Through Study

You may also gain skills, and improve
those you dready have, by spending time
studying them. Anyone can gain or
improve skills this way, as long as an
opportunity for study isavailable.

This improvement does not depend on
the actua play of the character. It would be
possible to design a character, keep track of
his age, and let him work, study and learn
for 40 game-years without ever bringing
him into play. (It might not be much fun,
but it would be possible.) Of course, things
that happen during play can offer great
opportunities for study. If you befriend a
master wizard, his gratitude may take the
form of some training in magic. And if
you're shipwrecked with a Frenchman for
six months, you might as well learn some
French - it could comein handy someday.

To improve skills by study, a player
must fill out a weekly Time Use Sheet (see
the Instant Characters booklet). With or
without a teacher, you must alot time for
study. Mark this time on your character's
Time Use Sheet. When you have spent
enough time to increase your skill, tell
your GM and change your character sheet.
This is too much bookkeeping for some
campaigns. If you don't enjoy this, don't do
it. Instead, the GM may slightly
increase the number of "earned character
points' he gives on each adventure, and let
those points be used to "buy" skill increases,
as described above. Then it will not be
necessary to keep track of study time.

Normally. 200 hours of study are worth
one character point for that skill. Under
certain conditions (military basic training,
davetraining, high-tech hypno-study, etc.),
GMs may permit faster learning, but make it
rare and either painful or expensivel

Finding a Teacher

In order to study a new skill, you must
(usually) find a teacher. For some skills,
finding a teacher will be automatic: for
others, it will be difficult. GMs should fol-
low the guidelines on the kill List, modi-
fying freely to suit their own concept of
what is "reasonable." If the players want to
study something realy outlandish (magic
in a non-magical world, ninja murder
methods, mating habits of the Great Blue
Whale, etc.), the GM should make an
adventure out of the search for ateacher!
Education may dso cost money. Thisis et up
to the GM. In generd, make a reaction roll to
see how the teacher fedls about the student.
Then, if theteacher wantsto be paid, usethe
Job Table (see p. 194) to determine what the
teacher's time is worth, and go from there.
Barter may be possible . .. or the teacher
may demand a service (in advance) in
exchange for his aid There ae endes
adventurepossihilitieshere.

Continued on next page. . .

Buying Off Disadvantages

No character may get extra points by adding disadvantages after he or she is creat ed.
Any disadvantage that occurs during play (accidental maiming, for instance) is worth no
points- it'sjust part of the game.

However, characters may get rid of most beginning disadvantages by "buying them
off with character points equal to the bonus originally earned when the disadvantage was
taken. For most disadvantages, no other payment is necessary. Some specific cases and
exceptions:

Poverty and Social Sigma cannot be "bought off with points alone. To cure poverty,
you must earn money! To cure socia stigma, you must either change your position in
society or change your society. The GM will tell you when you have succeeded - at that
time, you must pay enough points to buy off the original disadvantage.

Enemies may be bought off by paying the appropriate point cost. The GM should
require you to deal with them in the game world, as well: kill them, jail them, bribe
them, flee from them, make friends with them . . . whatever works. Note that enemies
can never be permanently disposed of unless the point cost is bought off ... they will
return or new enemies will appear in their place.

Dependents can be bought off at their original point value. The player (or GM)
should provide a game world explanation of where they went: died, grew up, moved
away, fdl in love with someone else. . .

Odious Personal Habits and mental problems may be bought off & their original
bonus value. It is simply assumed that you got over your problem.

Physical disadvantages may. in general, be bought off - but the degree of game
world difficulty varies. A 20th-century character could buy a hearing aid that would
solve his problem while it wasworn. In the 21st century, he could have an operation to fix
the problem permanently. In the 19th century, the best he could do would be art ear
trumpet. Earlier, he would need magic!

It is up to the GM to determine whether curing a gecific physical disadvantage is
possible in any given game world . . . and. if so. what the cost and time will be. For
guidance, refer to the Medical Skills listing, and the Medical section, in the description of
your game world. If a buy-off is possible, the point cost will be equal to the bonus
originally gained from the disadvantage.

Youth cannot be bought off until you age naturally: then it must be bought off. Age
cannot be bought off unless the character uses magic or medical technology to halt or
reverse aging. Note that a character who started at age 50 or younger, and aged natura ly to
70. can set his age back without paying any character points. This is because he did not
take the years past 50 as disadvantages. he lived through them naturally. However, if
you start as an "old" character (over 50) and reverse your age past the age at which you
started, you must "buy off the points you got for those extra years, to keep everything
fair.

Adding and Improving Skills

Earned character points can be used to
increase your skills or add new ones. Each
character point is the equivalent of 200 hours
of education.

Thisis not to say that your character found
time to hit the books for a semester in the
midst of his adventures. Rather, it assumes that
the genuine experience of an adventure can be
equivalent to amuch longer period of study.

Therefore, earned character points can
only be spent to improve those skills that, in
the GM's opinion, were significantly used in
the adventure in which those character points
were earned. If the only thing you do on the
adventure is trek through forests and slay
monsters, the only skills you can improve are
Forest Survival and your combat abilities. If
you used any spells, the GM may alow you to
put your points into new spdls if he feds they
are reasonably related: the same holds for psi
abilities.




When you improve a skill, the cost is the difference between your current skill level
and the cost of the new skill level. Example: You have a DX of 10 and a Shortsword
skill of 13. This is DX+3 level, which, from the table on p. 43, costs 16 points for a
Physical/Average skill. The next level of skill, DX+4, costs 24 points. The difference
between 16 and 24 is 8, so it will cost you 8 points to raise your Shortsword skill to a
level of 14.

Money

You may aso trade your earned character points for money. Each point is worth
one month's income at your current rate, whatever that is (see Jobs, p. 192). The GM
should provide a reasonable explanation for your windfall: tax refund, buried treasure,
inheritance, gambling winnings or whatever seems appropriate. Be creative. If a character
is a spy, and his cover is "professional tennis player," you could tell him that he earned
the money by makina a commercia for cornflakes.

AGEAND AGING

Heroes, just like other people, eventually grow old . . . though they arelesslikely to die
in bed.

A character is assumed to be 18 years old when created, unless the player specified
otherwise. Youth is a dight "disadvantage” - see p. 29. Age is not a "disadvantage”
unless the character is over 50 when created - see p. 27. A character who is older than 18
when he is created can put more character points into skills, because he has had longer
to learn. (He does not get any bonus points unless he is over 50 - he is just allowed to
spend more on education. See Choosing Your Beginning Skills, p. 43.)

Decline Dueto Age

Beginning on his or her 50th birthday, each character must roll yearly to see if old
age is taking its toll. If you do not wish to keep track of a character's exact birthday, just
assume it as January 1, and roll every game-year as needed. Starting at age 70. roll every
6 months. Starting a age 90, rall every 3 months!

Roll 3 dice vs. Hedlth for each of the four basic attributes; add your world's medical
tech level (see p. 186), minus 3, to your HT for the purpose of this roll. Thus, in a
medieva (TL4) world, a person with HT 10 needs an 11 or less to succeed. A failed roll
means that the attribute in question is reduced by one point - and aroll of 17 or 18 auto-
matically fails and causes the loss of two points. Roll in the following order: ST, DX,
1Q, HT.

Obvioudly, if the last roll isfailed, HT itself goes down by one. . . and the next "old
age" roll ismore likely to fail. Thus, the decline accelerates. When an attribute is reduced
by age (or by anything else, for that matter), all skills involving that attribute are also
reduced. Thus, if aging reduces your |Q by 1, al your mental skills are lowered by 1. If
any attribute reaches 0 from aging, the character dies a natural death. In a "red life"
situation, a person would be carried away by a "minor" disease or accident long before
HT reached zero, and this would still be considered as natural death.

Certain magical and technological processes can halt aging, or even "set the clock
back" to make a character younger. These devices, potions, etc., are extremely vauable,
and will be described in specific game world books. If lost 1Q (for instance) is restored,
lost skill levelsin mentd skills are also restored.

The timetable above is for humans. Aging for other races is described in the appro-
priate game world books.

| mprovement
Through Study

(Continued)

SHf-Teaching

Most skills can be sdlf-taught under the
proper circumstances. If a skill cannot be
self-taught, this will be indicated in the
skill description. In any case, double the
training time for a self-taught skill. A good
teacher - one who can guide your studies
and answer your questions - is tremen-
doudly valuable in any field of learning.

Jobs

If you have a job, that counts as "study"
of the skill (if any) used in the job.
However, since most of the time on the job
is spent doing what you already know,
rather than learning new things, time on
the job counts only 1/4 for learning. If you
put in a 40-hour week, you can count it as
10 hours of training in the work you're
doing. That works out to 500 hours of
training in a year. If a job requires more
than one skill, you can split the training
time between them asyou like.

Schooal

On the other hand, if you go to school,
you might spend three to six hours a week
in each class, plus another three to six in
homework - say an average of nine hours
per week. A semester is 21 weeks - 0 a
semester of classroom study equals around
200 hours per subject.

Adventuring Time

Adventuring time can also count as
"study" of the appropriate things, GMs
should be generous in allowing this. For
example, a trek through the Amazon would
count for every waking moment - say 16
hours a day - as study of Jungle Survival.

You may study any number of skills at
one time, but each hour of time only
counts toward study of one subject unless
the GM dlows an exception. Language
study is a good example of an exception: If
you already speak French well, going to
school in Paris would count both for
improving your command of the language
and for study of the classroom subject. Asa
rule, time spent in a foreign country,
speaking the native language, counts as
four hours per day of language study no
matter what else you are doing, until your
skill with the language is equal to your I1Q
level.



Skin, Hair and Eyes

Y ou may give your character any coloring
you like, as long as it is appropriate to his
or her background. If a random character is
being rolled up, the following table may be
useful. Rall 3 dice three times - one roll for
skin, one for hair and one for eyes. Discard
any result (or combination of results)
inappropriate to the adventure being played.
A light-haired Orientdl, for instance, would be
quite possible in San Francisco in 1930, but
most unlikely in Peking in 1870. If you are
playing in a far-future game world, you
may wish to add some even more exotic
possibilitiestothetable.

DieRadll

3
4-6
7

8
910
11-12
1315
16
17-18

DieRall

Sin Color
Blue-black

Black
White with freckles

White, tanned

White

Brown

Light golden (Orientd)
Golden

Red-bronze

Hair Color
Blue-black

Black

Blond

Bad (maesonly)
Red-brown

Light brown
Brown

Dark brown

Gray

Strawberry blond
Bright red/orange
Golden blond
Purewhite

Eye Cdor
Purple
Black
Ice-blue
Cray
Blue
Brown
Hazel
Green

Dark blue
Dark green

Golden
Different colors! Roll again for
each.

This system lets you create a character just by rolling dice. It can be used when the
GM needs a non-player character in a hurry, or when you want to play without taking
time to create detailed characters. The average character will be about 100 points - but
there will be lots of variation! This can be fun, especidly if you like to "take what the
dicegiveyou" and then roleplay that character faithfully. It islikely to give you at |east one
atribute far lower than anything you would choose on your own!

Basic Attributes

Roll 3 dice for each of the four basic attributes - ST, DX, 1Q and HT. If you wish,
you may discard any one of the four rolls and try again - but you must keep the new
rall, whetever it id

Completing Your Character

After rolling up basic attributes, you have two choices. If you want a completely
random character, skip down to Physical Appearance. Determine advantages, disadvart
tages and skills randomly, as described.

Alternatively, you can keep your randomly-rolled attributes and take an additional 50
points (assuming your campaign uses 100-point characters) to finish him any way you
want, choosing advantages, disadvantages and skills for yourself. Do not take 50 points
and rall random skills, etc. - you'll get a superman.

Physical Appearance

All characters have average appearance unless they roll good or bad looks as an
advantage or disadvantage (below). Height and weight are determined as per p. 15. Skin,
hair and eve color are determined by the table in the Sdebar.

advantages and disadvantages

Rall three dice and consult the table below to find your advantage (usudly one
per char acter). Then roll again for a disadvantage.

Die Roll Advantage(s) Disadvantage(s)

3 Roll twicemore Roll twicemore

4 Voice Poor

5 Chaigma(+6) Cowady

6 Alertness (+4) Odious Persond

7 Common Sense Hahit; -2 reaction

8 Magica Aptitude (+2) Bad Tempe

9 AcuteVigon (+5) Unlucky

10 Alertness (+2) Gresdy

11 Chaigna(+3) Overconfident

12 Acute Tage/Smdl (+5) Honest

13 Danger Sense Hard of Hearing

14 Attractive Appearance Unattractive Appearance
15 Acute Hearing (+5) Bad Sight

16 Handsome/Beautiful Hideous Appearance
17 Roll twicemore Roll twice more

18 Roll twicemore Roll twice more

Ignore any roll, and roll again, if:
(a) you roll the same advantage or disadvantage twice;

(b) you rall two kinds of persona Appearance (only the first one counts);

(¢) you roll adisadvantage that conflicts with an advantage you dready have

(eg., Bad Sght after you have Acute Vison);

(d) you roll an advantage or disadvantage that is meaningless in your game
world (eg., Magica Aptitude in agame world without magic).

mm



Not all the advantages and disadvantages are found on this table - just the more
common ones. If you want a more exctic advantage or disadvantage, ask the GM for
permission to chooseit - or create your character without the random dieralls.

Skills

To determine the number of skills a character has studied, roll 2 dice. Give the
character that many logicaly-chosen kills. If you want to chance someillogical skills,use
the table bdow (roll 3 dice and pick one skill from the indicated row):

randomly chosen skills

(rall three dice and pick one skill from the indicated row)

3 Cdligraphy Armoury Biochemidry
4  Bataw Merchant Seiaht of Hand
5  Diplomecy Physdan Sports (any)

6 Sndna Lanauace (any) Veerinay

7  Animd Handling Bad Acting

8 Sedth - Scrounging Frg Aid

9  Hand Wegpon (ay) Fagt-Draw (any) Climbing

10 Hand Wespon (any) Traps Shidd

11  Rumning® Brawling Drivina or Ridina (anv)
12 Missle Wegpon (any) Filot or Gunner (any)  Swvimming

13 Caousng Law Swoir-Faire
14 Gambling Stregtwise Pdlitics

15 Muscd Ingrument (any)  Survivd (anv) Lockpicking
16 Forgay Disguise Mechanic

17 dther Judoor Kaate Naturdist Sex Apped

18 Higay Navigation Poisons

If you roll aridiculous result, or one ingppropriate to your game world, discard it
and roll again. If you roll aresult that says (any), pick any appropriate skill from thet
category.

* |f you roll this skill, you have it a just high enough aleve to raise your Move
sooreby 1

Skill Levels

Now that you know what skills you have, you need to determine the levd of skill
you have in each one. Roll Id-3 for each skill, and add the result to your controlling
attribute for that skill (1Q for mental skills, DX for most physical ones). That's your
skill level. Example: You get a weapon skill. Weapons are DX-based. Your DX is 12.
andyouroll ab. (5-3) is2, 0 add a2 to your DX of 12, and your find <kill leve is 14.

Notethat this|d-3 roll for added skill levels can never be below zero. If youroll a3
or less, you smply add nothing - your skill leve isthe same asyour 1Q or DX.

wh 5l

Instant NPCs

Sometimes the GM will nead a character
immediately. Rather than stop to roll one up
randomly, it may be beter to determine only
the things that are actually needed for play.

Let's suppose that Dai Blackthorn is
finishing a midnight visit to the Duke's
palace (without the Duke's knowledge). He
climbs the garden wall to leave . . . and he
absolutely blows his Climbing roll! You,
as the GM, decide that he fell and made a
lot of noise - so a guard will come to
investigate.

Unfortunately, you don't have any
guards made up and ready. (Careless of you
...) No matter. All you redly need to know
are the guard's four basic attributes and his
Shortsword skill. You can roll them up- or
you can just assign him reasonable numbers
(say, STand DX 12, HT 11 and IQ 9, with a
Shortsword skill of 17). Decide what armor
the guard iswearing, and go!

Likewise, armor and equipment are
simply "issued" to the NPC according to the
GM's logic and his rationde for having the
character therein thefirst place. If aquestion
arises, dter the fact, as to whether some NPC
possessed a specific item, the GM can hande
thistwoways:

(@) A random roll. The GM decides
what the odds are, rolls the dice and goes
fromthere

(b) Fiat. If, from the GM's viewpoint,
there is only one "right" answer to make the
game run smoothly, then that's the answer.
"Of course the guard had a knife. Tekeit and
run!”

When you arc the GM, you can generate
an NPC any way you want. Some people
prefer to leave everything to chance; others
prefer "logic." It'suptoyou.
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Critical Successand
fallure

A critical success is an especialy good
result on a skill roll. You score a critical
success as follows:

A roll of 3 or 4 is dways a critical suc-
cess

A roll of 5is a critical success if your
effective kill is 15+.

A roll of 6 is acritical success if your
effective kill is 16+.

In generd, when you roll a critica suc-
cess, the GM determines what happens to
you. It is always something good; the better
the roll, the better "bonus" he gives you.
Even if you do not score a critical success,
the GM may give you some extra bonus if
you roll well under the required number.

A critical hit is acritical success scored
on an attack. The GM does not determine
the result. Instead, use the Critical Hit
Table (p. 202).

A critical failure is an especially bad
result on a skill roll. You score a critical
failure asfollows:

A roll of 18 isalwaysacritica failure.

A roll of 17 is an adinary failure if
your effective skill is 16 or better, and a
critical failure if your effective skill is
under 16.

Any roll of 10 greater than your effec-
tive skill isacritica failure. That is, 16 on a
skill of 6, 15 onaskill of 5, and so on.

In general, when you roll a critical fail-
ure, the GM determines what happens to
you. It is aways something bad; the worse
the roll, the worse the result. Even if you
do not roll a critical failure, the GM may
penalize you if you roll well over the
required number. Note also that for some
things (e.g., defusing a bomb), it can be
just asdeadly to fail by 1 astofail by 10!

A critical miss is a critical failure
scored on an attack. The GM does not
determine the result. Instead, use the
Critical Miss Table (p. 202).

These rules may vary dlightly for spe
cific situations. For instance, on an 1Q roll
to avoid the effect of a phobia or other
mental disadvantage, a roll of 14 or over is
an automatic failure - see p. 30.

When your character attempts to use a skill, perform an action, attack a foe, etc., 3
dice are rolled to determine whether you succeed. This is a success roll. Sometimes you
roll; sometimes the GM rollsfor you (see sidebar, p. 87).

For your character to succeed in his attempt, the total rolled on the dice must be less
than or equal to the skill or attribute you are using. For instance, if you are attempting to
pick alock, and your Lockpicking skill is 9, you must roll a9 or less on 3 dice.

In many cases, specia rules will provide modifiers for the type of action being
attempted. For instance, the description of the Lockpicking skill states thet a character
working in the dark has a "-5" to succeed. This means that 5 must be subtracted from his
skill for that attempt. 9 minus 5 is 4; thus, in the dark, a character with a Lockpicking
skill of 9 must roll a4 or lessto succeed . . . not impossible on 3 dice, but very difficult.

Furthermore, a specific scenario may provide modifiersto allow for the relative ease
or difficulty of a specific situation. For instance, let us assume that a certain lock is
primitive and clumsy. The scenario states (or the GM has previously determined) that
this lock is +10 to open because it is so primitive. 9 plus 10 is 19; thus, your character
with the Lockpicking skill of 9 would need to roll 19 or less on 3 dice. Since the highest
roll possible on 3 diceis 18, it would seem that successis assured. Thisis amost true, but
not quite - see Critical Failure inthe sidebar.

All modifications are cumulative. Suppose that you are attempting to open that
primitive lock ... in the dark. Both modifiers apply, 9 minus 5 is 4- plus 10 is 14 - so
you need a 14 or less to succeed.

Your basic skill is your actual level in that skill. Your effective skill is your basic
skill plus or minus any appropriate modifiers. In the example above, your effective skill is
14. You may not attempt to roll if your effective skill is less than 3, unless you are
atempting a defenserall (p. 98).

Default Ralls

Some actions cannot be attempted except by a character with the necessary skill.
Ventriloquism, nuclear physics and magic are examples.

However, other things can be attempted even by someone who is totally untrained.
Only a warrior can use a broadsword skillfully - but anyone can pick it up and swing it.
Swimming, interrogation and gesture communication are examples of actions that can be
attempted, with a reasonable chance of success, by an untrained individual.

An action that can be attempted by someone without that special skill is saidto
"default” to another skill, or to one of the character's basic attributes. For example,
default Lockpicking skill is based on intelligence. The smarter you are, the better your
chances of opening a lock, even without training. Similarly, default Ridingskill is based on
DX. If you have no training in riding, your instincts will help you stay astride - and the
better coordinated you are, the likelier you are to suceed. The description of each skill
shows what other skill(s) or attribute(s) it defaults to.

But it is always better to have training! When a skill defaults to another skill or
attribute, there will be a minus number shown. For example, Lockpicking defaults to
"]Q-5." That means that your 1Q, minus 5, is your "default" Lockpicking skill. If you
have an I1Q of 10, you can open an ordinary lock on aroll of 5 or less on 3 dice, without
training.

In many cases, a skill will default to two (or more) different skills or attributes. You
can pick whichever one you want to default to (and you should choose the best). For
instance, Climbing defaults to "ST-5" and "DX-5." In other words, if you're not a
trained climber, either ST or DX can help you. You should default to the better of the
two. If you have ST 16 and DX 8, use your strength to climb; 16-5 is 11, which gives
you a reasonable chance on 3 dice.

A "default” roll is made just like an ordinary success roll. Refer to the Skill List for
possible default skills or attributes. Pick the best one for your character, add or subtract
any modifiers for the situation and roll 3 dice. Good luck.

.n



But remember . . . someskills have no defaults listed. If you don't have training in
that specific skill, you can't attempt it at all. No matter how clever or dextrous you are,
you can't throw your voice, build an A-bomb or speak Ancient Egyptian without
training.

Note also that if you have a superhuman basic attribute, it is treated as 20 for
default purposes. Example: Super-Fist has a DX of 25. His default Swimming skill
(DX-4) is 16, not 21.

Automatic Success

Some things are totally trivial. No roll is required when common sense says that
both failure and critical success are impossible. However, if there is any chance of fail ure,
a roll is required. Finding your corner store requires no roll. Hitting a target at point-
blank range, even for an experienced warrior, does, since his weapon might break or he
might dlip on an unexpected banana ped.

e

CONTESTSOF XKILLS

Sometimes a situation will come up in which two characters will need to compare
their relative skills to settle a battle or competition. The one with the highest skill does
not always win . . . but that's the way to bet. As the GM, you will often find that a
Contest of Skill isaquick way to resolve a competitive situation without playing it outin
detail. Set the rules of the specific contest as you see fit - and et the charactersroll!

When a Contest of Skill is called for, both characters make their success rolls in the
appropriate skill. Any appropriate modifiers are used.

There are two types of contest. A quick contest is usually over in one turn.
Examples. two people grabbing for the same weapon; two knifethrowers seeing who
gets closer to the bullseye. Each character makes his skill roll. If one succeeds and the
other fails, the winner is obvious. If both succeed (or fail) the winner is the one who
succeeded by the most, or failed by the least. A tie means nobody won (both fighters
grabbed the weapon at once; the knives hit the same distance from the bullseye).

A regular contest may last several turns. Examples: arm wrestling, foot racing.
Each character tries his skill roll. If one succeeds and the other fails, the winner is obvious.
If both succeed or both fail, the characters' relative positions are unchanged and they
may try again.

The length of game-time each attempt takes will depend on the activity, and is up to
the GM to determine. In a combat situation, each attempt takes one second. In a library-
research contest, with the fate of the world hanging on who finds a certain obscure ref-
erence first, each attempt could represent days of time.

If both characters have a very high skill, the contest could go on indefinitely.
Therefore, shorten it as follows: If both skills are over 14, reduce the higher one to 14,
and subtract the same amount from the lower one. Example: For a 19 vs. 16 contest,
subtract 5 from each to makeit 14 vs. 11.

Eventually, one character will make his roll and the other one will miss. At this
point, the one who made his roll is the winner of the contest.

When the GM Rolls

When a character tries to do something,
most success rolls will be made by the
player himself. But there are two important
cases in which the GM makes the roll. He
does not |et the player seewhat herolls.

First is any dituation in which the char-
acter shouldn't be able to tell whether he
has succeeded - especially when heistrying
to get information. Examples would be
skills such as Detect Lies, Meteorology.
Interrogation, the various scientific skills
and the advantage of Empathy.

When the player says that he wants to
use such a skill, the GM rolls in secret. If
the roll succeeds, the GM gives the player
true information. If the roll fails, the GM
lies or gives no information at al - what-
ever seems more appropriate. The worse
thefailure, theworsethe GM lies.

Second is any situation in which the
player simply shouldn't know what's
going on. This includes most Sense,
Danger Sense and similar rolls. Suppose
the party is walking along a junde trail. A
jaguar is on a limb ahead. The GM should
not say, "There's a jaguar ahead of you.
Roll to seeif you notice it." Neither should
he say. "Everybody make a Vision roll.
Does anybody have Danger Sense?' Either
of these approaches gives too much away.

Instead, the GM should refer to his GM
Control Sheet, check the necessary infor-
mation for each character and roll. If any-
one makes their roll, the GM can say.
"Harry! You notice a jaguar on a branch
20 yards ahead!" If nobody makes their
roll. . . they'rein for asurprise.

Contest of Skill Examples

Close combat (p. 111) includes a number
of situations which call for contests of
strength and/or dexterity. A Contest of
Skill is appropriate any time two charac-
ters (especially two PCs) are striving
directly against each other. The two char-
acters will usually (but not always) roll
against the same skill. Some examples:

Logrolling: DX, with a +3 bonus to the
stronger contestant.

Ann-wrestling: ST.

Private argument or debate: 1Q vs. IQ
or Feg-Tdk, Diplomacy, €tc.

Shooting craps. Gambling.

Interrogation: Questioner's Interroga-
tion skill vs. prisoner's Will.

Mental battles: Telepathy.

Public debate: Bard, modified by al
normal reaction bonuses (from the audi-
ence, not the opponent).

Drinking: Carousing; -2 penalty if you
are not accustomed to the type of liquor
being imbibed.

Winning an election: Politics, modified
by al norma reaction bonuses.

Haggling: Merchant.

Seduction: Sex Appeal vs. Will.

Marathon dance contests. ST vs. ST.

__success rolls B



Jumping During Combat

The jumping distance formulas
assume you take at least a couple of sec-
onds to crouch and prepare for the jump.
Halve the distances if you jump with no
preparation.

If you jump over a smdl obstruction
during a fight (one hex across, less than a
couple of feet tdl), you must use a Move
manewver; the jump cods one extra move
ment point. Thisis the same cost asto sep
into an obstructed hex; it takes just as long
to step around a body as to jump over it.
But some obstructions (a man-trap, for
instance, or a poal of lava) should not be
Seppedinto. ..

If you jump over alarger obstruction (a
pile of bodies, a chair, &c.) or jump onto
something during a fight (a table, br
instance), it isa Move maneuver; you can
do nothing dse that turn. Unless something
redly extreme is being attempted, assume
that any fighter can make any jump, and
get on with the battle. Don't calculate ST
and distance every time somebody jumps
oto achar!

However, a DX rall is required when
you make a vertica jump or a long hori-
zontal one (GM's discretion). If you fail
the roll, you fdl and you will have to take
the next two turns to stand up. If youroll a
17 or 18, you fdl off the thing you jumped
onto, or land badly if you were jumping
down. Take |d-2 damage for each yard
youfdl.

If you don't want to risk a DX rall, but
you do want to get onto that table, you can
take two turns of Move ingead of one, and
"scramble" to the top. No DX rall is
required.

For along or had jump (doan into a pit,
for instance), the GM should subtract from
1 to 5 from the jumper's DX and roll as
doe

Jumping With
Encumbrance

An optiona rule, for redlism: Subtract
your encumbrance level from your ST
when you jump. If your encumbrance leved
is heavy (3) and you have a ST of 13, cd-
culate any jump as though your ST were
10

FHY3CAL FEATS
Running

In combat, running isjust a series of Move maneuvers. Y our running speed isequad to
your Basic Speed score, plus Running skill bonus, plus one yard per second "sprint
bonus' if you are running in astraight line (see Sidebar, p. 108).

But sometimes characters will have to run a long distance - to catch a plane, avoid a
bomb blast, escape the savage pygmies or whatever. The GM need not play out every
singlesep - he just needs to know how long the sprint will take. If the distanceto berunis
over 500 yards, your average speed will beless.

For distances of 10-500 yards, each point of Speed is good for 1 yard per second,
and you can add one more yard for the "sprint bonus" if the ground is good. So, with a
Speed of 7, you can run 8 yards/second. (That works out to atime of 12.5 for the 100-
yard dash. Theworld record is about 9.0, which would indicate someone with a Speed of
10, sprinting 11 yards per second!) Do not round down your Speed when figuringlong-
distance speed. A Basic Speed of 5.5, if you are unencumbered, would let you run 65 yards
in 10 seconds

For distances of 500 yards and up, you will run just half asfast asindicated above. So,
with a Speed of 7, you can run 4 yards/second over along distance if the ground is good.
That works out to 7 minutes 20 seconds for afull mile.

These figures assumethe runners have no encumbrance! Divide the speeds by twofor
light encumbrance, by three for medium encumbrance, by four for heavy encumbrance,
by five for extraheavy encumbrance. The mord isthis: If you have to run very far, drop
your load fird!

Exhaustion from Running: After every 100 yards of top-speed running or 200
yards of long-distance (half-speed) running, you must roll against HT. A failed roll
means you take 1 point of fatigue. Keep in mind that when your ST is reduced to 3,
your Speedishaved . . . and when ST reaches 1, you can no longer run!

Jumping

In most cases, when you want to jump over something, the GM should say "Okay,
you jumped over it," and get on with play. In combat, jumping over an "ordinary” obstacle
costs one extra movement point - that is, jumping over one hex counts as two hexes o
movement. But it is automaticaly successful. Only if the obstacle seems redly significant, or
if the GM put it there as a deliberate hazard, should you resort to math to see if the
character could actualy make the jump! But, when you need them, the rules are as
follows.

The distance you can jump is determined by your ST score (but see below). For an
"ordinary” jump - no dierall required - the maximum distances are;

High jump: 3 times your ST, minus 10 inches - e.q., ST of 11 lets you jump 23"
draight up. Add 2 feet to the above if you have 4 yards for arunning dart.

Sanding broad jump: Your ST minus 3 feet - eq., ST of 11 lets you jump 8 feet
from astanding start. Remember that 1 hex equas 3 feet, or 1 yard.

Running broad jump: Asabove, but add 1 foot for every yard of "takeoff distance, up
to double your standing broad jump digtance.
Extra effort: If the "automatic" distances above
are not enough, you can dways try alittle bit harder.
Any time you put in extra effort - whether you
succeed or fail - you lose 1 point of fatigue. For a
high jump, subtract the extra distance (in inches)
from your ST or DX (whichever is better) and roll.
For a broad jump, divide the extra distance (in
inches) by 4, round up and subtract from ST or DX.
For a running broad jump, divide the extra
distance (in inches) by 6 and proceed as dove A
successful roll means you make the jump. Jumping
skill: If you have this skill, you may substitute
your skill level for either ST or DX in any of the
height or distance formulas above. Withahigh leve
of kill, thiswill let you make Olympic legos



Climbing

To climb anything more difficult than a ladder, a Climbing roll is required.
Climbing skill defaults to DX-5 or ST-5. Oneraoll is required to start the climb, with a
further roll every five minutes; afailed roll means you fall. If you are secured by arope,
youwill fall only to theend of therope unlessyou roll acriticd failure. Modifierstotherall
depend on the difficulty of the climb - see the table below. Y our encumbrance level isdso
subtracted from your Climbing skill; climbing while heavily laden is a dangerous metter.

Regardless of encumbrance, anormal human character can manage about three ladder -
rungs per second going up, or two per second going down. Any climbing during
combat movement will only last alittle while, and will be inspired by rage or terror, so it
will go quickly. For along climb, use the speeds in the second column. Climbing during
combat requiresthe Move maneuver.

Type of Climb Modifier Short Climb Long Climb
Ladder going up . noroll 3rungs'sec. 1 rung/=c.
Ladder going down noroll 2 rungs/sec. 1 rung/=c.
Ordinary tree +5 1 ft/sec. 1ft/3sxs
Ordinary mountain 0 1ft/2secs 10ft/min.
Veticd sonewdl -3 1ft/5secs 4ft/min.
Modern building -3 1ft/0secs 2 ft/min.
Ropeup -2 1ft/sec. 20ft/min.
Ropedown

(w/o equipment) -1 2 ft/sec. 30 ft/min.
(wW/ equipment) -1 12ft/=x. 12 ft./sec.

Lifting and Moving Things

In general, the GM may let characters lift whatever they need to, without die rolls.
But when very heavy weights are involved, a check against ST may be needed. The
weight you can lift is governed by ST. GMs may let characters combine their STs
whenever it seemsreasonable - eq., to pull awagon.

OneHanded Lift: Maximum weight is equd to 6 timesyour ST, in pounds.

Two-Handed Lift: Maximum weight is equd to 25 times your ST, in pounds.

Carry on Back: Maximum weight is equal to 30 times your ST, in pounds. Thus,
you can carry more than you can lift by yoursdlf. Note that every turn that your encum-
brance is over 20xST (that is, "extraheavy" encumbrance), you lose 1 Fatigue point see
Fatigue, p. 134.

Shove and Knock Over (see sidebar for details): 25 times ST, or 50 times ST witha
running art.

Sift Sightly: Depending on the way the character is braced and the ground surface,
100 times ST, or more, could be shifted or rocked dightly.

Drag: On arough surface, you can drag only about as much as you can carry. If
you are dragging something on asmooth, level surface, halveits effectiveweight (that is,
at a given encumbrance, you can drag twice as much as you can carry). Halve it again
if you are dragging a dedge on snow. Remember to include the dedge's weight.
Movement rate is governed by effective encumbrance.

Pull on Wheels: As for dragging, but divide effective weight by 10 for a two-
whedled cart, or by 20 for a good four-wheeed wagon. Halve effective weight again if it
is being pulled on agood road.

Extra Effort: If you are not quite strong enough to lift or move something, you may
make an extra effort. This increases the weight you can handle. Roll against ST, sub-
tracting 1 for an extra 10% of weight, 2 for an extra 20%, and so on. For a continuing
effort (e.g., pushing a stalled car), roll once per minute. Remember that a 17 or 18
dwaysmises

A successful roll moves the item. A failed roll means the item did not move and
you strained yourself! Lose 1 ST to fatique. A critical failure also costs you 1 HT of
actud injury which cannot be cured by First Aid, but only by rest.

Shoving Things and
Knocking Them Over

There will be times - especially in
combat - when you will want to knock
something down. For instance, you might
want to block the way, inconvenience a
foe, etc. In maneuver terms, this is an
atack. To knock atable over, for instance,
you"dtack" thetable.

The weight you can knock over this
way - whether by kicking, body-block-
ing, shoving or whatever - is equa to a
maximum of 25 times your ST. Players
and referees should assume any reason-
able atempt to be automatic, rather than
cdculating every time. For heavy objects,
go ahead and cdculate if there is a dis-
agreemen.

If you take a running start - thet is, if
you take your full movement for one turn
and then run into something - you can
knock over twice as much weght. The GM
can dso make dlowances for precarioudy
balanced objects, to make them easier to
tilt. Use common sense. Makeit fun.

When something is knocked over, place a
counter (homemade, if necessary) to
indicate its new locaion. This is epecidly
important for a festure that was drawn on
the map! Characters must then jump over
it, moveit again or otherwise ded withiit.

Extra Effort. If you are not quite strong
enough to shove something, you may make
an extra effort asfor lifting (see main text).

Note that these rules apply to inanimate
objects. To knock over a person or crea
ture, see Sam Attacks p. 112.




Throwing Distance Table

Round the object's weight down, and
multiply the distance given in the table by
your ST. (If you have the Throwing skill,
add 1/6 of your skill level to ST first). This
gives the distance, in yards, that you can
throw that object.

Weght 1 Ib. Distance
orless15 35
Ibs 30
2lbs 25
3lbs 19
4lbs 15

5 Ibs. 12
7.5 |bs. 10
10 Is 8
5 s 7
20 |Ibs. 6
5 Ibs. 5
30 |bs. 4
40 Ibs. 3
5 Ibs. 5
60 Ibs. 2
80 Ibs. .15
100 Ibs. i
200 | bs. 05

Very light objects, and things so oddly
shaped that they are hard to throw, don't
go as far as "normal” objects; the GM can
dlow for thisif hewishes.

If something weighs more than 25
times your ST, forget the formula. You can
barely carry it. You can't throw it, or even
pick it up by yourself.

This table assumes that gravity is nor-
mal. In (for instance) half gravity, things
weigh half as much; modify weight
accordingly and use the table normally.
For more detail on different gravity, see
GURPS Space.

If you're trying to hit a specific target,
there are penalties for its speed and dis-
tance. Seep. 201.

Examples of
Throwing Things

Suppose your ST is 12. You have a 2
pound grenade. The distance for 2 Ibs. is
2.5 yards - times your ST of 12 is 30
yards. You can throw the grenade 30
yads.

Suppose your ST is 16. You have a 50-
pound sack of flour. The distance for 50
Ibs. is .25 yard; 16 times .25 is 4, so you
can throw that sack four yards.

Suppose your ST is 14. You are hold-
ing the unconscious body of a 120-Ib.
companion, which you must get across a
six-foot crevasse. 120 rounds down to 100,
which has adistance of 1 yard 14 times 1 is
1.4 yards - less than six feet. If you
throw your friend across, he will fall in so
you had better not try! (Of course, you
will not be allowed to work this out in
advance. Try to guessright!)

Picking Things Up In Combat: In combat, a light item is picked up with the Ready
maneuver, which takes one second. It takes two full seconds to pick up a heavy item
(weight in pounds greater than your ST).

Throwing Things

Anything you can lift - that is, anything with a weight of 25 times your ST or less can
be thrown. To hit a target, roll against DX-3 or your Throwing skill (see p. 49). To lob
something into a general area, roll against Throwing or DX. The GM should alow any
reasonable attempt to throw something. Only if a precise answer is needed should he take
time for formulas. But in that case ...

The distance you can throw an object depends on its weight and your ST. Round the
weight down, refer to the table in the sidebar and multiply the distance given by your
ST. This gives the distance, in yards, that you can throw it.

If you have the Throwing skill, divide it by 6 (round down) and add the result to
your ST to determine how far you can throw something. This applies only to the general
Throwing skill, not to "thrown weapon" skills.

Throwing Things in Combat
Throwing an object during combat (whether as an attack or not) requires the Step
and Attack maneuver. Y ou must pick up the item first, as described above.

damagec from thrown objects

If you are hit by a (blunt) thrown object, the damage it does depends on its
weight and the strength with which it was thrown. This table does not take sharp
edges into account; don't use it for weapons.

ST 1/2 to 10 Ibs. 10+ to 50 Ibs. 50+ to 100 Ibs. over 100 Ibs.
5-6 [d5 [ d-4 [d5 -

7-8 | d-4 [d-3 [d-3 —

9-10 [d-3 [d-2 ld-2 ld-3

11-12 [d-2 [d-1 [d-1 ld-2

13-14 [d-1 1d 1d 1d

15-16 1d [ d+1 [ d+2 | d+2

17-18 [d+1 | d+2 20-2 20-1

19-20 [ d+2 20-2 20-1 2d

Note that, especialy at lower strength, a heavier missile does not necessarily do
more damage, because it can't be thrown with any force.

A fragile object (or a thrown character) will take the same amount of damage
that it does. Roll damage separately for the thrown object and the target.

Damage done by falling objects (for instance, the boulder that you rolled onto
thefoe) is covered under Combat, p. 131.

Digging

Digging rate is determined by the digger's ST, quality of his equipment, and the
type of soil. In ordinary soil, with an iron-bladed shovel, a man can dig .075xST cubic
yards (cy) per hour. One man with an iron pick can break up .3xST cy per hour, making it
into loose soil, which is easier to remove. The most efficient way to dig is with one man
with apick, and two shovelers clearing behind him.

In loose soil (sand, etc.), shovel rateis .15xST cy/hr.

Hard sail, clay, etc., must be broken up first by a pick, working at half speed, and
then shoveled at . 15xST cy/hr. A lone man with both pick and shovel can remove .05x ST
cy/hr (he loses time switching between tools).

Hard rock must be broken by a pick at 1/4 speed (or less, for very hard rock!), and
removed by shovels at half-speed.

Wooden tools (common at TL5 and below) work at half-speed. Improvised shovels
(bare hands, mess kits and so forth) work at 1/4 speed at best.

Digging is hard work. One hour of digging in loose dirt costs 1 Fatigue point; 2
Fatigue for ordinary soil; 3 for hard dirt; 4 for rock.



Swimming

The Swimming skill (p. 49) defaultsto ST-5 or DX-4.

One Swimming roll is required when you first enter water over your head with a
further roll every five minutes. If you fail a roll, you inhale water! Lose 1 point of
Fatigue and try another roll in five seconds - and so on, until you (a) drown, (b) are rescued
or (c) make a successful roll and get your head above water. If you successfully recover,
roll again in one minute; if you succeed on this roll as well, go back to making rolls five
minutes apart.

If you fall into the water, you may try to get rid of armor, etc., after making your
first successful Swimming roll. Roll vs. DX for each item you try to remove. Shields,
helmets and body armor are at -4 DX. A failed roll means you inhale water, with penalties
as above. Y es, you can shout for help!

If your ST reaches O from drowning, you fall unconscious. You will die in four
minutes (very cold water will prolong this period significantly) unless you are removed
from the water and a successful First Aid roll is made. See the sidebar for rules on holding
your breath and recovering from lack of air.

Modifiers for the Svimming roll: +3 if you entered the water intentionally; minus
twice encumbrance level. Thus, a warrior in plate armor who makes his encumbrance
Heavy has a -6 to Swimming skill. Characters with the Fat disadvantage get +5 to all
Swimming rolls, and their fat encumbrance does not count against them.

Swimming speed: |f you manage to swim successfully, your Move when swimming
short distances is equa to 1/10 your Swimming skill (round down). This means that only
the fastest swimmers, wholly unencumbered, will manage to swim two yards per second.
Most people will have aMove of 1 when swimming. (If you can stay afloat, you can
aways swim at least one yard per second.)

To swim long distances, use a 10-second time scale. The number of yards you can
swim in 10 seconds is equal to your Swimming skill, minus twice your encumbrance.

Swimming long distances costs fatigue as per Running. After every 100 yards of
top-speed swimming, roll vs. HT. A failed roll costs 1 point of Fatigue. When ST is
reduced to 3, your swimming speed is halved. If you are swimming slowly, or just staying
dloat, make aHT roll every 30 minutes.

Combat in and under water: This is very tiring. Make a Swimming roll every five
seconds. A failed roll cost 1 Fatigue. If fighting completely underwater. roll every two
seconds.

Weapon use and damage are reduced by water drag. The penalty to weapon skill
underwater is determined by its maximum reach. Any Close weapon (including fists) is
-2 to wield. A Ehex weapon is at -4: subtract an additional -4 for each hex of reach.
Also, take a skill penalty equal to your encumbrance level.

Damage (even automatic maximum damage) is halved underwater.

If you are fighting in, but not under, the water, halve the above penalties to hit, and
reduce damage by only 1/3 (rounding the result down).

Lifesaving

Swimming skill can be used to rescue a drowning person. Make a Swimming roll at
-5, plus or minus the difference in ST between you and the person you are rescuing. A
failed roll means you inhale water: -1 ST. A critical failure means the victim nearly
drowned you: -6 ST, and you must break off the rescue attempt. This roll will be easier if
the players think of good lifesaving techniques.

Digging: Some
Comparative Holes

All times assume a single ST 10 man
shoveling in ordinary soil, and ignore resting
periods.

7.5 cy: A one-man foxhole. 3x3x 4/4'
deep, with the loose dirt piled in a foot-
high bermin front. 2 hours.

4 cy. A grave. 6'x 3'x 6' deep. 5 hours,
20 minutes.

8 cy: A pit trap for awild boar. 6'x 6'x
6' deep. 10 hours, 40 minutes.

55 cy: A pittrap for atiger. 12'x 12'x 10'
deep. 73 hours, 20 minutes, plus whatever
time is required to camouflage it, set stakes
if desired, and so on.

Holding Your Breath

These rules don't apply just to swim-
ming. Characters in vacuum, faced with
poison gas, or being strangled will also
need to hold their breath. See the Breath
Control skill, p. 48, for more information.

When not exerting yourself, you may
hold your breath for HTxIO seconds.
During mild exertion (swimming slowly or
walking, for example), you may hold your
breath for HTx4 seconds. During heavy
exertion such as combat, you may hold
your breath for HT seconds. Double these
times if you hyperventilate first. Quadruple
them if you hyperventilate with pure oxy -
gen. Halve these times if you are caught
totally by surprise and don't have a chance
to take a deep breath.

Once out of breath, a character loses
one Fatigue per turn. When ST reaches 0,
he falls unconscious. He will die in four
minutes unless he gets air. If the victim
was actually drowning (i.e., has water in
hislungs), arescuer will also need to make a
successful First Aid roll to save him.
Otherwise, just getting clean air will bring
the victim around. The victim recovers 1
ST immediately, but must recover the rest
of hislost fatigue normally.

There is a chance of brain damege (per-
manent -1 to 1Q) if the victim is saved dter
more than two minutes without air; roll vs
HT toavoidthis.




Repeated Attemptson
Success Rolls

Sometimes you will only get one
chance to do something (defuse a bomb,
jump over a crevasse, remove an inflamed
appendix, please the King with a song).
Other times you can try over and over
again until you succeed (pick alock, catch a
fish, anadyze a poison). Stll other times
you will not know whether you succeeded
or failed until it's too late to try again
(trandate an old treasure map, order in a
French restaurant, build a ship). Findly,
there will be times when you are injured
by failure but can afford to fail afew times
(climb awall, impress asavage tribesman).

The GM will have to use his common
senseto distinguish between these, according to
the exact Stuation in which the players find
themsdves Asarule

(a) If the first failure kills them (or
destroysthe object of the attempt), that'sthat.

(b) If a failure causes damage of spine
kind, assess the damage and let them try
again after a "reasonable” time passes.
Time-per-attempt is listed for those skills in
which it isvery important.

(c) If a failure causes no damage, let
them try again &fter areasongble time, butat a
penalty for each attempt For instance, you
could try al night to pick alock . . . butif
you don't get it pretty soon, that particular lock
is probably beyond your skill. So the GM
should subtract 1 on the second attempt, 2 on
the third, and so on, until the lockpicker
succeads or gives up.

FINFEROLLS

Senserollsinclude Visionrollsto see, Hearing rollsto hear, and Taste/Smell rolls. All
Sense rolls are made against the character's |Q. The Alertness advantage is a bonusto al
Sense rolls. Acute senses help the gopropriate Sense rolls; some disadvantages interfere
with Senseralls

Vison

To see something small or hidden, make aVision roll. The GM may make thisroll
easier or harder, for things that are more or less well-hidden. Blind characters, or those in
total darkness, can of course see nothing! In total darkness, action requiring sight is
dther & -10 (e.g., combat) or totaly impossble (eg., reading amap).

Positive modifiers include your bonuses for Alertness (which improves all senses)
and for Acute Vision.

Negative modifiers include partid darkness ¢1 to -9) and Bad Sight. A nearsighted
character (without vision correction) will have a -6 to Vision rolls for items farther away
than three feet. A farsighted character will have a -6 on Vision rolls for things within
threefedt.

A character with Periphera Vision should get aroll to see anything in the area,
unless it is absolutely, positively, directly behind him. A character with Night Vision
auffers no pendties for darkness unless the darknessis tatd.

If the item in question is dangerous, anyone with the Danger Sense advantage
should get a second rall againgt 1Q to sense the danger.

Hearing

To hear afaint sound, roll your Q. The GM may make this roll easier or harder,
depending on the loudness of the sound, surrounding noises, etc. Once a sound is heard, a
regular 1Q roll may be required to understand its significance - eg.. redizing that the
"owl hoot" isactudly an Indian warrior. Deaf characters can of course hear nothing!

Positive modifiers on a Hearing roll include your bonuses for Alertness and for
Acute Hearing.

Negative modifiers are the Hard of Hearing disadvantage (-4). and any the GM
wishes to apply for the particular Stuation (e.g.. for noisy surroundings).

If the sound in question represents adanger, anyone with the Danger Sense advantage
should get a second roll againgt 1Q to sense the danger.

Smdlingand Taging

These are two manifestations of the same
sense. To notice an odor or ataste, roll your 1Q.
In some cases, the GM may require a separate
1Q roll to understand the significance of a smell
or taste that everyone notices - e.g., reaizing
that faint scent belongs to the flower of a man-
egting plant, or recognizing the taste of a drug!
Sometimes the GM could require an appropriate
skill roll (Chemistry, Cooking or Poisons, de-
pending on the circumstances).

Positive modifiers include Alertness and
Acute Tage/Smdl. And, of course, a srong taste
or odor would be easier to notice than afaint one.

There are no specific negative modifiers
except those the GM gpplies to the particular St-
uation - e.g., afaint or disguised taste or odor
might carry a pendty. Characters with the disad-
vantage of No Sense of Smell/Taste can taste
and smdl nothing.

If the taste or odor in question representsa
danger, anyone with the Danger Sense advan
tage should get a second roll against 1Q to sense

the danger.




WILL ROLLS

When a character is faced with a frightening situation, or needs to overcome a menta
disadvantage, the GM should require aWill roll. Normally, Will isequal to 1Q, sothisis
just an 1Q roll. However, if the character has the advantage of Strong Will (p. 23) or the
disadvantage of Weak Will (p. 37), the appropriate number of levels add to or subtract
from 1Q. For instance, aperson with 1Q of 14, and 2 levels of Weak Will, has a Will of 12.

On a successful Will rall, the character overcomes his fear, bad impulse, or what-
ever. On a faled roll, the character is frightened or gives in to the "lower impulse,”
whatever thet is. Any Will roll of 14 or over is an automatic failure.

Many menta disadvantages alow the character a chance to overcome them tem-
porarily with aWill roll. But if aplayer constantly triesto avoid his mental disadvartage
rather than roleplaying it. the GM should pendize him.

Furthermore, if a character has an 1Q of more than 14. treat his1Q as only 14 before
subtracting Weak Will. If you have an 1Q of 14 or higher and 3 levels of Weak Will,
your Will isonly 11.

FRIGHT CHECKS

A Fright Check is a specia type of Will roll, made when something occurs that
should terrify the characters. The advantage of Combat Reflexes gives a +2 on any
Fright Check. The GM should require a Fright Check whenever a character meets the
object of his phobia (p. 35). If the Phobiais severe, roll & a -4 pendty to Will!

Other Fright Checks can be required, at the GM's pleasure, for other horrifying
events. In a Horror campaign, where ordinary people meet shockingly gruesome
Things, Fright Checks can be very common. In other campaigns, they can be rare.
Fright Checks are not required for "ordinary" frightening things, but for events so
unusua and terrifying that they might mentally stun their victims, or even permanently
scar them.

In an "ordinary people’ campaign. Fright Checks should be required for faceto-
face encounters with mongters, discovery of dead bodies, and supernatural happenings.
But in afantasy campaign, al these things may be quite normal... threatening, but normal.
A fantasy character, on the otherhand, might have to make a Fright Check if transported to
the 20th century and given aride down the Interstate .. .

Likewise, a Fright Check might be required of an ordinary person, or even a rookie
cop, if someonetriesto kill him (or doeskill someone nearby). For aveteran cop or soldier,
thisis unfortunately routine.

Bonuses and penalties. If an event is especialy violent, gruesome or terrifying, or
involves afriend, the GM may require apenaty on the Fright Check, of anywherefrom-1
(discovery that the victim's ears are missing) to -6 (discovery that one of the victims wes
your Dependent).

Likewise, an occasiond Fright Check may be easier. For ingtance, seeing a monger a
a great distance would alow a check at +1 to Will: seeing a body after being warned
would beat +3.

Heat of battle. In combat, you are usualy too excited to be scared. Any Fright
Check made in the heat of battleis at +5. This applies only if you are already in combat
when the terrifying thing happens or is first noticed. If Officer Jordan suddenly realizes
that the suspect he's grappling with has no head, he rolls a +5. His partner, covering
him from severd feet away, rolls without the bonus.

Influence Bolls

An Influence roll is a Contest of Skill
vs. Will, made when one character wants
to influence another. The PCs nay try to
influence NPCs . . . but equally often,
NPCs will try to influence them. Influence
rolls include Contests of Skill between the
Will of the "victim" and any of the following
skills: Diplomacy, Fast-Talk, Savoir-Faire,
Sex Appeal. Any reaction modifiers that the
influencing character has, good or bad,
apply toan Influenceroll.

PCs with an appropriate "influence"
skill can always elect to substitute an
Influence roll for a regular reaction roll in
an appropriate circumstance. However,
GMs should asess a slightly worse reac-
tion for a failed Influence roll, except
Diplomacy, than for a regular failed reac-
tion roll. Diplomacy isrelatively safe ...

Long Tasks

The GM may define very large jobs or
projects as "tasks." Each task requires a
number of hours, set by the GM, to perform.
Several different skills may be required,
with an appropriate number of mathours
assgned to each. For ingance, a rope bridge must
be built over acheam. The GM decides this will
take 40 man-hours of ordinary labor (using
DX as a skill); 24 man-hours of Carpentry
work; and eight manhours of Enginesring a
TL2+.

Normally, a person can do eight man-
hours of work per 24-hour day. At theend of
each day, each character rolls vs. the kill
used thet day, with the GM rolling for NPCs.
Each successful roll accomplishes eight man
hours toward the task. A failed roll does only
haf as much. A critical success counts 50%
extra. A critical failure does no work, and
ruins2d hours of work dreedy done!

PCs may work longer shifts, and may (on
good reaction rolls) convince NPC
hirdings to do the same. A HT roll must be
mede eech day that extrawork isdone this rall is
a -1 for each hour worked over ten. If the HT
roll succeeds, roll normaly vs. ill, ad
(except on acriticd failure) more work will be
done. But if the HT rall fails, the skill rall is
made at a pendty equal to the amount by
which the roll was failed (minimum -2) and
the worker takes Fatigue equd to the same
amount On aaritica HT fallure, the character is
exhausted and can do no work the next day!

Specid abilities, gimulants (which may be
harmful in the long run) and other Soecid items
may makeit easier to work long hours sefdly.

The GM may modify skill rolls or time
required as he sees fit Specia equipment
dever player idess for shortcuts, and pecid
abilities might all justify bonuses.
Encourageplayersto usethar imaginationd



fright check table

When a character fails a Fright Check, roll 3 dice. Add the
amount by which the Fright Check was missed, and consult the
following table.

Many of these results will give the character a new Quirk,
Phobia, Delusion, or other mental disadvantage. The GM
assigns the disadvantage. It must be related to the frightening
event. If possible, it should aso be related to an existing Quirk,
Delusion or Phobia!

Disadvantages acquired this way do reduce the point value
of the character.

4,5 - Stunned for one turn, then recovers automatically.

6, 7 - Stunned for one turn. Every turn after that, roll vs.
unmodified 1Q to snap out of it.

8, 9 - Stunned for one turn. Every turn after that, roll vs. Will,
plus whatever bonuses or pendties you had on your origi nal
roll, to snap out of it.

10 - Stunned for 1d turns. Every turn after that, roll vs. modi-
fied Will, as above, to snap out of it.

11 - Stunned for 2d turns. Every turn after that, roll vs. modi-
fied Will, as above, to snap out of it.

12 - Lose your lunch. Treat this as being stunned for 15 turns,
then roll vs. HT each turn to recover. Depending on the
circumstances, this may be merely inconvenient, or
humiliating.

13 - Acquire anew Quirk (p. 41). This is the only way a char-
acter can acquire more than five Quirks.

14, 15 - Take 1d of fatigue, and 1d turns of stunning, as per
#10 above.

16 - Stunned for 1d turns, as per #10. and acquire a new Quirk, as
per #13.

17 - Faint for 1d minutes, then roll vs. HT each minute to
recover.

18 - Faint as above, and roll vs. HT immediately. On a failed
rall, take 1 hit of damage as you collapse.

19 - Severe faint, lasting for 2d minutes; then roll vs. HT each
minute to recover. Take 1 hit of injury.

20 - Faint bordering on shock, lasting for 4d minutes. Also,
take 1d fatigue.

21 - Panic. Victim runs around screaming, sits down and cries,
or does something else equally pointless for 1d minutes.
At end of that time, roll vs. unmodified 1Q once per
minute to snap out of it.

22 - Acquire a Major Delusion (p. 32).

23 - Acquire a Mild Phobia (p. 35) or other 10-point mental
disadvantage.

24 - Major physical effect, set by GM: hair turns white, you
age five years overnight, you go partially deaf. In game
terms, acquire 15 points worth of physical disadvantages
(for this purpose, each year of age counts as 3 points).

25 - If you already have a Mild Phobia that can logically be
related to the frightening incident, it becomes Severe. If
not, add a new Mild Phobia or 10-point mental disadvan

tege

26 - Faint for 1d minutes, as per #18, and acquire a new 10-
point Delusion, as per #22.

27 - Faint for 1d minutes, as per #18, and acquire a new 10-
point mental disadvantage, as per #23.

28 - Light Coma. You fal unconscious, rolling vs. HT every
30 minutes to recover. For 6 hours after you come to, al
skill rolls and attribute checks are at - 2.

29 - Coma. As above, but unconscious for 1d hours. Then roll
vs. HT; if the roll fails, remain in a coma for another 1d
hours, and so on.

30 - Catalonia. Stare into space for 1d days; then roll vs. HT.
On afailed roll, remain catatonic for another 1d days, and
so on. If you have no medical care, lose 1 HT the first day, 2
the second, and so on. If you survive and awaken, all skill
rolls and attribute checks are at -2 for as many days as the
comalasted.

31 - Seizure. You lose control of your body, and fal to the
ground in a fit lasting 1d minutes and costing 2d Fatigue.
Also, roll vs. HT. On a failed roll, take 1d damage. On a
critical failure, you lose 1 HT permanently.

32 - Stricken. You fal to the ground, taking 2d damage in the
form of amild heart attack or stroke.

33 - Total panic. You are no longer in control; you may do
anything (the GM rolls 3 dice; the higher the rall, the more
useless your reaction). For instance, you might jump off a
cliff to avoid the monster. If you survive your first reac-
tion, roll vs. IQ to come out of the panic. If you fail, the
GM rolls for another panicky reaction, and so on!

34 - Acquire a Severe Delusion (seep. 32).

35 - Acquire a Severe Phobia (see p. 35) or other mental disad-
vantages worth 15 points.

36 - Severe physical effect, as per #24, but equivalent to 20
points of physical disadvantages.

37 - Severe physical effect, as per #24, but equivalent to 30
points of physical disadvantages.

38- Coma, as per #29, and a Severe Delusion, as per #34.

39 - Coma, as per #29. and a Severe Phobia or other 30-point
mental disadvantage, as per #35.

40+ - As #39, above, but victim aso loses 1 point of |Q per-
manently. This automatically reduces all 1Q-based skills,
including magic and ps skills, by 1.
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The GURPS combat system is designed to alow a redlistic smulation of all
kinds of combat action. This involves a great dea of detail. Therefore, combat is pre
sented in two versions. Basic, for the beginner and for the group more interested in
roleplaying than combat . . . and Advanced (p. 102) for those wanting playable detail
and redism.

COMBAT TURN SFEQUENCE

Characters act one at atime, until they have dl taken a turn: then they start over.
The sequence in which they act can be determined in either of two ways (see sidebar).
Your turn starts when you choose a maneuver, and ends when you choose your next
maneuver - that is. after al other characters have acted once. Each turn represents one
<eonnd of red time

MANEUVERS

Start each turn by choosing any one of the following maneuvers. The maneuver you
choose will also affect your defenses if you are attacked before your next turn. You do
not select a defense until you are actually attacked - but the maneuver you choose will
govern the defenses you can use. Defenses are explained on p. 98.

Move

Move, and do nothing else (except for the "free" actions listed on p. 97). Y ou may
use ay legd adtive defense

Movement and specia actions are wholly abstract: no gameboard is required. If a
decision about movement becomes important ("How long will it take me to run across
the room and grab the jewel ?*), the GM provides it. A character's Move is equd to the
number of yards he can run per second - a Move of 5 lets you run 5 yards per second,
and so on. If you prefer more detailed and accurate movement rules, use the Advanced
Sydem.

Change Position

Go from standing to prone, knedling to standing, or any other position change. (It
takes two turns to go from prone to standing: first you kneel, then you stand.)
Exception: You can go from knedling to standing, or vice versa, and attack on the same
turn (below).

Y ou can use any defense on the turn you change postion.

Ready

Ready any weapon or other item (see sidebar, p. 104). Any weapon is "unready” if it
is in its scabbard or holster. An axe, mace or other heavy weapon becomes "unready”
when you swing it; it must be readied again before each use! Some weapons must be
"readied” for more than one second after each use.

Y ou can parry with aweapon, or block with ashield, as soon as you have readied it -
that is, on the same turn! You can aso use any other lega active defense on the turn
when you ready an item. Exception: If you are "readying" amissile wegpon by reloading
it, your only defenseisto Dodge - and if you Dodge, you lose the benefit of that Iran of
reloading.

Note that, even if you are ambidextrous, you cannot ready one weapon on the same
turn you attack with another.

ASIC COMBAT

Turn Sequence

There are two ways to determine who
goes first: the easy way, and the redlistic

way.
The Easy Way

Each player rolls a die. The winner
goes first. After that, players take their
turns in order, moving clockwise around
the table. If a player controls severa char-
acters, they may act in any order - and it
does not aways have to be the same order.

This sysem has the advantage of sim-
plicity. However, there is a dight advartage
in going first in each rotation.
Realigticaly, this advantage would go to the
fastest characters. If you would prefer to play
thisway, use. . . .

The Realistic Way

Before combat begins, compare the
Move scores of al characters. The highest
Move goes first: put a "1" in the
"Sequence" box at the top right of his
character sheet, as areminder. (Use percil!)
The second-highest Move score goes next,
and getsa"2" And so on. In case of ties, the
highest basic Speed goes first; hereiswhere
a 55 is bete than a 5.25, for ingance. (If
anyone is still tied, roll dice to see who goes
first.)

Which is Better?

Over afew turns of combat, the advantages
and disadvantages of sequencing tend to
average out. Use the method you are most
comfortable with. If there are more than a
dozen fighters in the game, though, the easy
way ismuch faster.

A weapon with a length of chain
between the handle and the head isa flail. The
onehended flail isa"morninggtar.”

Because of the chain, a flail can "wrap
around" a foe's weapon when he tries to
pary it. Theefore, any pary agang a flal
weapon is at a -4. And fencing weapons,
with their light blades, cannot parry aflal a
al! Even ashield isless usdful againg aflail;
blocks are at-2.

L basic combat ER



Reloading Time

ging: 2 seconds to reload - can be
fired every 3 seconds.

Bow: 2 seconds to reload - can be fired
every 3 seconds.

Crossbow (your ST or less): 4 seconds
to cock and reload - can be fired every 5
seconds. If ST is up to 2 greater than
yours. 8 seconds to cock and reload - can
be fired every 9 seconds.

Guns. Repeating guns are divided into
three kinds: replaceable magazine, integral
magazine and revolvers.

Integral magazines take 3 seconds of
prepaation, plusone second per round.

Changing magazines for a replaceaple
magazine gun (or stripping a clip into a
Mauser-type action) takes 3 seconds (one
to prepare, one to acquire, one to insert).

Revolvers. Single-gjecting revolvers
take one second to prepare for unloading
and one second per round to unload the
empties. Reloading takes one second to
prepare and two seconds per round to load,
plus one second to ready for firing or car-
rying. Simultaneously-gjecting revolvers
take three seconds of preparation plus one
second per round of loading time.

See a0 the Speed-Load skill (p. 52).

"My Weapon's Stuck!”
The Problem with P|chs

Weapons that are swung for impaling
damage - picks and the like - do a great
deal of damage. The drawback is this: they
may get stuck in your foel!

Any time such a weapon penetraes the
foe's armor, it may stick. On your next
turn, roll against your ST. A successful roll
means your weapon is not stuck, and you
may re-ready it on the following turn.

A failed roll meansitisstuck. Y ou camnot
use it or ready it. You may roll again at the
beginning of each turn to try to unstick it,
but you can do nothing until you succeed.
A critical miss on this roll (a 17 or 18)
means the weapon is permanently stuck,
and you might as well drop it; you can
recover it after combat, if you survive.

When the pick comes unstuck, it does
half as much damage as it did originally.
For example, if the final damage done by
the original wound was 4 or 5 hits, it does
another 2 hitswhen it is pulled free.

If you cannot pull your pick free during
combat, your attempts do your foe no extra
damage (for game purposes). After com-
bat, you will be able to recover the pick if
your foeislying on the battlefield.

If your weapon is stuck in a foe, and he
tries to move away, roll a Quick Contest of
Strength. If your foe wins, he pulls the
weapon out of your hands. If you win,
your foe can't move. If you tie, the weapon
comes loose and does damage as above.

Weapons with this drawback include
picks, warhammers and (when swung to
impale) halberds.

Reloading

Use the "Ready" maneuver to reload a missile weapon. This will require several
turns. With a ding, for instance, you need one second to "ready" the rock, and one second
to put the rock in the sling. If you don't aim, you can fire on the third second. Crossbows
take much longer. First you must cock the bow - this takes 2 seconds for a bow of your
ST, or more for a heavier bow. Then you must ready the arrow (1 turn) and load the bow (1
turn).

Reloading time for missile weapons is shown in the sidebar. Note that the Fast-
Draw skill (p. 50) can speed reloading for an archer (to draw arrows) or a gunman (to
grab a magazine or speedioader).

Aim

Aim aready ranged weapm at a specific target. You must name your target. Y our
attack is at -4 if you use a ranged weapon without aiming unless your effective skill is at
least equal to the weapon's Snap Shot number (p. 115). If you aim for one turn, your
attack is at your normal skill level plus the weapon's Accuracy modifier (p. 115). You
may aim for up to three more turns, getting a further +1 bonus for each turn you aim.

You can use any defense while you are aiming . . . but to do so will spoil your aim
and you lose all the acumulated benefits. If you are injured while aiming, you must
make your Will rall or lose your aim.

Attack

Attack any foe with your ready weapon. The GM aways has the option of ruling
(for any reason having to do with the situation) that some characters may not attack certain
enemies. For instance, ten characters could not hit the same human-sized foe at once.
(Even three or four attackers at once would be unlikely unless their victim had no allies!)
Note also that if the battle is in close quarters, bows and similar missile weapons should
only be alowed one shot each - then the fight will go to hand weapons.

You may parry (with a ready weapon), block (with a ready shield) or dodge on the
same turn you attack.

All-Out Attack

Attack any foe with hands, feet or a ready hand weapon. Y ou have four choices:

(a) Make two attacks against the same foe. if you have two ready weapons, or one
weapon that does not have to be readied after use:

(b) Make onefeint (see below), and then one attack:

(c) Make asingle attack, at a+4 bonus to your skill!

(d) Make asingle attack, at normal skill, doing +2 damage if you hit.

However, if you choose this maneuver, you may make no active defenses at all until
your next turn.

Feint

"Fake' an attack with a hand weapon. You cannat feint at someone unless you
could have hit him with an attack or all-out attack.

When you feint, roll a Quick Contest of Skills (see p. 87): your weapon skill against
your foe's shield or weapon skill. (1f he has no shield or hand weapon, or if his DX is
better than his shield or hand weapon skill, he rolls againgt his DX instead.) A feint does not
make any weapon unready.

If you fail your roll, your feint is unsuccessful. Likewise, if you succeed, but your foe
succeeds by as much or more than you do. your feint fails.

If you make your roll, and your foe fails, the amount by which you made your roll is
subtracted from the foe's active defense if you attack him on your very next turn. For
instance, if your skill is 15 and you roll a 12. your feint is a success and your foe
defends against you at -3 next turn. (Your allies cannot take advantage of your feint: the
defense penalty appliesonly to your attack.)

If you and your foe both succeed, but you succeed by more, the difference between the
amounts is subtracted from the fo€e's defense. Example: Your skill is 15. and you roll a 10.
You succeeded by 5. Your foe's skill is 14. and he rolled a 12. He succeeded by 2. The
differenceis 3. so he will defend at -3 next turn.

This maneuver can be a lifesaver- or atatal waste of time. Use it wisely.
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Wait

Do nothing unless a foe comes within your striking range before your next turn. If
that happens, you may attack (a regular attack, not al-out). Because movement is
entirely abstract in the Basic System, you will rarely need this maneuver. You may use
any defense on aturn you Wait.

Ail-Out Defense

Defend yourself: do nothing else this turn. If you fail your defense roll against any
attack, you may try another (different) defense - in other words, you get two defense
rolls, using two different active defenses against the same attack. You are limited to two
blocks and two parries per turn when you choose All-Out Defense, and you can't parry
twice with aweapon that becomes unready after a parry.

Concentrate

Cast a spdll, or do anything else requiring mental concentration. If the character is
hurt, knocked down, forced to use an active defense, or otherwise distracted, he must
make a Will-3 roll to maintain his concentration.

Long Action

This is not a specific maneuver: it is a "generic" choice that allows you to do one
second's worth of any multi-second action. The GM decides how many turns each "long
action” will take: see p. 107 for a table of some common actions. As arule, no defense
except dodging is possible during a long action, but the GM can vary this as he seesfit.
Any sort of defense may also interfere with whatever you are try ing to do.

Free Actions

These are things you can do during any maneuver. These include talking, dropping
weapons or other objects, maintaining magical spells (if you are using magic), €. See p.

1N7 far mnra Aatail

MAKING AN ATTACK

Each attack is resolved by three die rolls. First is your attack roll. If your roll is
successful, your attack was a good one. Now your foe must make a defense roll to see if he
can defend against your blow. If he makes thisroll, he is not hit. If he misses his defense
roll, your blow struck home and you roll for damage.

If you choose the Attack, All-Out Attack or Wait maneuvers, you may try to hit a
foe. In the Basic Combat System, you don't need to worry about the enemy's precise
location. Y ou may attack any foe. unless the GM rules that attack is impossible for some
reason.

You cannot attack unless your weapon is ready. A sword or knife is ready every
turn. An unbalanced weapon, like an axe. becomes unready when you swing it. so it can
only be used every other turn. See p. 104.

Rolling to Attack

Your "attack roll" is a regular success roll. Figure your effective skill (your basic
skill plus or minus anv aporobriate modifiers) with the weanon vou are usina. (See p. 86

Example of Combat

Louis LeBlanc is the attacker. His
weapon is a machete, which is considered
a shortsword. His Shortsword skill is 15,
and there are no adverse conditions to sub-
tract from his roll. Therefore, he needs a
15 or less to hit his foe. He swings and
rollsa 13, so he hits.

His opponent. Filthy Pierre, has a Move
of 4 (giving him a Dodge of 4). He has a
Shield skill of 14 (giving him a shield-
block defense of 7) and a Shortsword skill
of 13 (giving him a parrying defense of 6).
His Block is his best defense, so he will
use it whenever he can.

Pierre's small shield is also good for a
passive defense of 2 (see Types of Shields,
p. 76).

Pierre is wearing cloth armor, which
gives a passive defense of 1 (see Suits of
Armor, p. 72).

So Pierresdefensesare 7 + 2 + 1, or atotal
of 10. If he Blocks and rolls a 10 or less, he
can defend against the accurate blow that
Louisjust threw. But 10 misses half thetime
on 3 dice. Heralls - and gets an 11. Too bed!
He'shit.

Although the combat cdculations may
seem complex at first, they are simple in
play! The atacker rolls agang his ill, as
shown on his record sheet. The defender
adds up his defenses, as shown on his
record sheet, and rolls against the total.
Thet'sit!

To continue the example: Louis is
attacking Pierre. His blow was good, and
Pierre failed to defend. So the blow got
through

Now Louis rolls for damage. Louis
player has dreedy figured how much damage he
does with a shortsword, and written it on his
record sheet . . . . hisgrength is 11, so0 his
swing does "ld+1" damage. Herolls one die
and gets a 4. Adding one point yields a 5.
So Pierreis hit for 5 points of basic damage.

However, Piare is wearing cloth armor
(Damage Resistance of 1.) This giveshim 1
point of protection. So only 4 points of
damege get through thearmor.

But a sword is a cutting weapon! The
damage that got through the armor is
increased by 50%, to 6! So Pierre takes 6 hits
of damage. That blow could knock a lesser
man down. Sad but true . ... one good
sword blow can settle afight.

Pierre's player subtracts 6 points from
PierresHT. Luckily, thisis notmorethan half
of Pierre's original HT of 12. So Fereis
not stunned, and does not haveto roll to see if
he is knocked down. However, if he attacks
on his next turn, he must subtract 6 from his
skill! And the fight continues.
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Adverse Combat Conditions.
Hit Penalties

Many things can make it harder to hit
your foe. Each one has a "hit penalty"
which is subtracted from your skill before
youroll.

Bad light: -1to -9

Tota darkness. -10

Bad footing: -2 (more, at GM's option).
Exception: If you are firing a missile
weapon, taking time to aim will dso elimi-
natethispenalty!

Attacker is standing in water (kneedeep
or more): seep. 91

Attacker is swimming: -6, or Under-
water pendty (p. 91).

Attacker is in a strange position: -2 or
more (GM'sdecision - seep. 123)

Blind: -6. Blinded suddenly: -10

One eye -1 for hand weapon attacks, -3
for ranged attacks

Clothes are on fire: -2

Crawling: -4

Crouching: -2

Sitting: -2

Off-hand attack: -4 (no penalty if
Ambidextrous)

Shield: -2 to attacks if using a large
shidd

ST under minimum ST for that
weapon: -1 for each point of difference

Wounds: Penalty equal to hits you took
on preceding turn. If you are using a
mounted weapon with an electronic sight-
ing mechanism, this penalty ishalved.
High Pain Threshold advantage €liminates
thispenalty.

GMs may add or change modifiers as
they seefit!

Critical Hits

A "critica hit" is an especially good
blow. It automatically hits home - your
foe does not get a defense roll. On an
attack roll of 3, you do not roll for damage -
your blow automatically does the most
damage it could do. For instance, maxi-
mum damage for a 1d+2 blow would be
6+2, or 8 hits.

A roll of 4 is also a critical hit, but it
does norma damage.

A roll of 5 or 6 may be a critica hit,
depending on your skill. If your effective
skill is 15, then aroll of 5 or lessis acritical
hit. If y our effective skill is 16 or more, than
a roll of 6 or less is a critical hit. This
means that a bonus to hit (e.g., when you
make an al-out attack) will increase your
chance of getting a critical hit. However, a
natural 3 is till the only roll that automati-
cally does maximum damage.

The maximum-damage rule is a substi-
tute for the more complex Critical Hit
Tables. Do not useboth!

for successralls, and p. 201 for combat modifiers.) Thenroll 3 dice. If your roll isless than
or equal to your "effective" skill, you have rolled well enough to hit the fog and he must
roll to defend. Otherwise, you missed!

No matter what your skill, aroll of 3 or 4 always hits, and is a “critical hit" - see
sidebar. A roll of 17 or 18 always misses.

DEFENSE

If you make your attack roll, you have not (yet) actually struck your foe (unless you
rolled a critical hit). You have thrown a blow that is good enough to hit him - unless he
defends.

Your foe's defense is equal to the total of his passive defenses (armor, shield and/or
magic) and his active defenses (dodge, block or parry). Passive defenses always protect,
but active defenses must be specifically chosen from those that are "lega" at the
moment. This depends on the maneuver he chose on his last turn - see above.

The defender rolls 3 dice. If his roll is less than or equal to his total defense, he
blocked the blow (or dodged it, or whatever). Otherwise, his defense was ineffective and
your blow struck home. If your blow hits your foe, you can roll for damage.

A defenseroll of 3 or 4 isalways successful - even if your total defense was only 1 or
2! A roll of 17 or 18 is always afailed defense.

Y our foe does not get to attempt a defense roll if you rolled a critical hit againgt him.

Active Defense

There are three active defenses that can protect you against an attack. Each of these
defenses is calculated in advance. When you are attacked, you may choose one active
defense as part of your total defense roll. (If you took Ail-Out Defense, you may make
two separate defense rolls, using different defenses.)

Your active defense will depend on your situation - especially the maneuver you
chose last turn. Some maneuvers limit the active defenses you can make. A stunned
character's active defense is at -4.

Sometimes you will have no active defense. A stab in the back from a "friend," a
sniper's shot or a totally unexpected booby trap would be attacks against which no active
defenseispossible.

The Combat Reflexes advantage gives a +1 to each of your active defenses.

Dodging

Your Dodge defense is the same as your Move score. Dodging is often the best
defense when you are not skilled with your weapon and you have no shield.

You may dodge any attack, except one that you did not know about! There is no
limit to the number of times you may dodge in one turn.

If you have the Acrobatics skill, you may try an "Acrobatic Dodge" (p. 48).

An animal's Dodge score is half its Move or haf its DX, whichever is better - up to a
maximum of 10.

Blocking

You must have a ready shield, which you use to "block" the attack. Your Block
defense is 1/2 your Shield (or Buckler) skill, rounded down. In general, you can block
any blade weapon, club, axe, spear, polearm, etc., whether swung or thrown. You may
also block arrows, quarrels, slung stones and similar low-tech missiles. You cannot
block bullets or beam weapons . . . these come too fast to be stopped with a shield.
(However, the shield's passive defense helps against all missile weapons - seep. 99.)



You may only block one attack per turn, unless you chose the Ail-Out Defense
maneuver. In that case, you may block two attacks per turn.

Parrying

Hand weapons (blades, clubs, axes, spears, polearms) can be used for defense as
well as offense. When you parry with a weapon, half your skill with that weapon (round
down) counts as active defense. Thus, if you have a Sword skill of 20, you would have a
Parry defense of 10 when you usea sword.

You cannot parry unless your weapon is ready. Parrying with an unbalanced
weapon will make it "unready." For instance, you can't parry with an axe on the same
turn you attacked with it: you have to re-ready it first. See p. 104.

A weapon parry won't stop anything except hand weapon attacks. A further exception:
A weapon has a 1/3 chance of breaking if it parries anything of three or more times its
own weight! (If it breaks, that parry counts.) In general, only rapiers and knives are likely
to bresk thisway. See Striking at Weapons, p. 110.

You can aso parry with a nonweapon of the proper size and shape, using the closest
weapon skill. A pole or rifle could parry like a spear, a bow like a light club. However,
parrying just once with a bow will ruin it as a bow. though it may survive for a few
seconds longer as a club.

You may only parry one attack per turn, unless you have two weapons (in which
case you may parry twice) or you chose the Ail-Out Defense maneuver. In that case, you
may parry twice (with each weapon). Fencers also have an improved parrying ability - see
below.

If you successfully parry a bare-handed attack with a weapon, you may injure your
attacker. Immediately roll against your own weapon skill. If you hit. your parry struck the
attacker's limb squarely: roll normal damage. (I f your attacker used Judo or Karate, you are
a a-4tothis"to hit" roll.)

Foecial Parrying Rules

Thrown weapons may be parried, but at a -1. Thrown knives and similar weapons
areparried at -2.

Knives and equally small weapons are at -1 to parry with.

Hails are at -4 to parry against.

Quarterstaves parry at 2/3 of skill rather than 1/2..

Fencing weapons use a unique fighting form. A fencer uses a light weapon and a
very light shield (or none at al). The fencer's "ready” position keeps his weapon point ed
toward the foe. Thus, he can parry better than other fighters.

If you have the Fencing skill and appropriate gear (a smallsword, rapier or saber, no
larger than a small shield and no greater than "light" encumbrance), your Parry is 2/3
your Fencing skill (round down). Furthermore, you may parry twice per turn, rather thanjust
once. (An dl-out defense will let you party any number of times!)

Many fencers carry a dagger as a secondary weapon. The dagger can also parry - a
1/2 the fencer's Knife skill. (-4 to skill for an off-handed weapon: -1 to Parry ability for
using aknife; total. 1/2 Knife skill. -3). See also the Main-Gauche skill (p. Cl134).

The only disadvantage of the fencer's parry is this: Fencing weapons are light, and
likely to break if they parry a heavy weapon - see above.

Passve Defense

When you are attacked, you may aso have a "passive"
defense factor operating in your favor, thanks to your armor,
shidld, etc. Passive defense always protects you, even if you
are unconscious or unaware of the attack. If you have any
passive defense at all, a defense roll of 3 or 4 will succeed for
you!

Armor: The passive defense from your armor depends on
itstype - see p. 72 - varying from 1 to 6.

Shield: The passive defense of your shield depends on its
size: 1 for abuckler, up to 4 for alarge shield. It does not protect
against a"sneak attack” - i.e.. one where the GM rules you are
struck from behind. See Shields, p. 75.

Etc.: Magic spells and other things (whatever the GM
dreams up') may also add toyour passive defense.

Basic Weapon Effects

There are two types of attack (thrusting
and swinging) and three types of basic
weapon damage (crushing, cutting and
impaling). They are explained in the sidebar
onp.73.

Effects of Injury

In the Basic Combat System, all
injuries are assumed to be to the torso.
Subtract the hits you take from your HT
score.

If you take a wound, your attack roll
will be reduced (on your next turn only) by
the number of hits you took. Thus, a
scratch will have little effect . ... but if
you take a major wound, you'd better go
on the defensive for a moment. Wounds
taken during the same turn are cumuletive.

Knockdown and Stunning

If you take a single wound that does
damage of more than half of your basic HT
score, you must roll againgt your basic HT. If
you fail the roll, you are knocked down!
Y ou cannot attack until you stand up again.
(If you insist on using your wegpon while
lying on the ground, the GM may alow it,
assessing a huge penalty. If you want to stay
down and play dead, that'slegd. Good luck.)

Whether or not you fal down, you are
stunned. All active defense rolls are at -4
until your next turn. At that rime, you must roll
against your basic HT. A successful rall
means you recover, and can act normdly that
turn and theredfter. A failed roll meansyou are
till stunned, and continueto stand there (or lie
there) without making any maneuvers - and &
acontinuing -4 on eech active defense rall!

Savere\Wounds

If you are reduced to 3 hit points (or
less), your Move score and your Dodge are
both cut in half (round down). Your
woundsaredowing you!

Unconsciousness

If you take enough wounds to reduce
your HT to zero or less, you are hanging on
to consciousness by sheer willpower. At the
beginning of each turn that your HT iszero or
less, make a roll againgt basc HT. A
successful roll means you can take your turn
normaly — the last-gasp effort of the true
warrior. A faled roll means you fall
unconscious! Roll each turn, until you fall a
roll and fal unconscious.

Desath

If your HT goes fully negative (for
example, -10 if your basic HT is 10), you
risk death.

For more about injuries - and how to
recover fromthem! — seelnjuries, p. 126.



ZZE 22 2
= = == = ==
LT & DAMAGEAND INJURY
s = _= ,
= == Rolling for Damage
. = = =z If an enemy fails his defense roll, you have hit him, and you may make a "damage
é "-:-_,:-':_ = = roll." This roll tells how much damage you did to your target. The number of dice you
= = roll for damage is determined by your weapon (and, for low-tech weapons, by your own
= = strength). It is shown in the "Weapons and Equipment"” box of your character sheet, in the
= "Damage Amount” blank for the weapon you are using.
= If the enemy is wearing armor, the armor's Damage Resistance is subtracted from
Z- the damage you roll. For more details, see Armor Types, p. 72. Magic spells and inborn
= "toughness' (see p. 23) may also provide Damage Resistance which works just like
= amor.
- If you are lucky, you will roll enough damage to exceed your foe's protection, and
injure him!
Injury

If the total damage you roll exceeds the Damage Resistance of the armor/skin/etc,
protecting your foe, the excess hits are taken as damage. Example: Your "basic damage”
when swinging your sword is 2d. You roll 2 dice, and an 8 is the result. The target has 3
points of Damage Resistance, so 5 points of damage got through. Add the 50% damage
bonus for a cutting weapon (2 points, because you always round down). The total is 7. So
the target took 7 hits of damage.

Effects of injuries are explained in the sidebar - and covered in greater detail in the
section on Injury, Iliness and Fatigue (p. 126).

RANGED WEAPONS
Thrown Weapons

In the Basic Combat System, anyone can (usually) hit anyone else with a hand
weapon. But there may still be times when you want to throw aweapon. If you want to do
it, it's legal. Do not roll against your weapon skill when you throw a weapon; roll
against a "throwing" skill instead. A Snap Shot (one made without aiming) is at a-4. See
Aim, p. 95. (Note that the Advanced Combat System adds more detail to the question of
snap shots and accuracy!)

If a weapon can be thrown, throwing it is a separate skill. All weapon-throwing
skills are "easy" to learn, defaulting to DX-4.

There is aso the "generic" skill called Throwing. This is a "hard" skill. But if you

. < N ) ' - - @ have this skill, you can use it to throw anything - a knife, a baseball, a brick, a spear. (If
" P P . - you don't have this skill, you throw rocks, etc., at your basic DX.) Your target can
:0 - ” - Dodge, Block or Parry athrown weapon,

“. 0 - " . M If you hit, you do normal damage. Whether you hit or miss, your weapon falls on

the floor. In a big fight, the GM probably shouldn't let you recover the weapon at all; in a

small battle, he may roll one die to see how marny turns it takes you to get your wesapon
hack!

Special Ranged Attacks

Advance Shots: If the battle isin an
open area or large room, the missile-
weapon users will get at least one free shot
before the charging foe can reach them.
The average armored foe will move about 3
yards per second. Unarmored attackers
will move about 5 yards per second.
(Remember: the Move score is equal to the
movement rate, in yards per second).

Missing: In the Basic System, if you
miss with a thrown or missile weapon, you
won't accidentally hit someone else - you
just missed. Rules for hitting the wrong
person are added in the Advanced System.
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Missle Weapons

Missile wegpons are tregted like other wegpons, make your atack roll, let your foe
make his defenseroll, and thenroll for damage. In the Basic Combat System, assume dll
attacks are at a fairly close range unless the GM rules otherwise (see p. 116 for
missile-weapon range rules). To hit with a missile weapon, roll against your weapon
skill. Attack at -4 for a Snap Shat (no aim); see Aim, p. 95. The target of a missile
weapon may Dodge, but may not Parry. Arrows and quarrels may be Blocked with a
shidd; higher-tech missiles cannot be Blocked.

Bows and dings do not fire every turn. A bow, for instance, normally takes two
secondsto rereadv. so it can onlv fire everv third second.

UNARMED COMBAT

Sometimes you will have to fight without weapons, or with improvised weapons.
Thisis unarmed combat. Anyone can engage in unarmed combat, but there are certain
sKills - Judo. Karate and Brawling - that will make you a more effective unarmed
fiohter.

/A "

Punching
A punch is an attack wih aReach (see p. 102) of C or 1. Your "<kill" for apunch is
your basic DX. unless you have Brawling or Karate kill. Damage is determined by your
ST: it is Thrust-2 crushing damage, determined from the Basic Weapon Damage Table.
BExample With ST 12. your Thrugt damageis|d-1. 0 your punch does|d- 3 damege
Brassknuckles or plate-mail gauntlets add +2 to your punching damage.

| mprovised Weapons

If you have no weapons, you can sometimes improvise. A rock, roll of coins, etc..
can be held in your fist. Asmall, heavy object will add +1 to the damage you do with a
punch. A larger object (such asabeer mug) will add +2. Anything larger must be treated as
awegpon - usudly acdlub.

Kicking

A kick is treated exactly like a punch, except kill is DX-2. Brawling-2 or Karate-2,
and you do sraight Thrust/Crush damage - or Thrust+1 if you are wearing heavy boots or
something similar. If you kick at afoe and miss, you must make your DX or skill roll to
avaid fdling down! A kick hasaReech (seep. 102) of 1 without Karate training.

Parrying Bare-Handed

If you are fighting barehanded, you may parry a kick or punch with your hands,
using haf your basic DX as your Parry. Unarmed combat skills give you a better bare
handed parry: 2/3 your Brawling. Judo or Karate skill (round down).

If you parry aweapon barehanded, your defenseis at-3 unlessyou parry athrust. or
you are using Judo or Karate (in either case, use your normal parry). A failed parry
means the weapon hits: the attacker may choose to hit where he was aiming, or to hit
your arm! If your arm takes damage of more than hdf your HT. that arm is automaticaly
crippled (seep. 127).

Unarmed Combat Skills

These three skills (see pp. 50 and 51) let you fight more effectively with your bare
hands. Brawling is essy to learn: Judo and Karate are hard.

This completes the Basic Combat System. Get out there and fight! When you are
comfortable with these rules, you can proceed to the next chapter if youwant more
redism and detail.

Carrying Weapons
(and Other Thingg

You cannot use a weagpon or shield
unlessit is "ready." At any time, you may
have (at most) two one-handed weapons
ready - or awegpon and a shidd - or a
two-handed wespon.

But you may carry more weapons than
this. A wegpon can be carried in a variety
of ways.

Firg, it can be in hand (whether or not
it isready). Thisisthe only way to carry a
bow or most wegpons with a reach of more
than 1 hex; balanced in one hand or dung
over a shoulder. They don't make holsters
for hdberdd The number of items you can
have in hand is limited by your number of
hands - usudly two.

Second, it can be carried in a scabbard,
or aleather loop hanging from your belt. It
takes one Sep and Ready to draw a
weapon carried like this, and two seconds
of Sep and Ready to return aweaponto a
scabbard or belt-loop. Rifles, SMGs,
greatswords and bastard swords are the
only "long" weapons that can be carried
this way: a greatsword scabbard hangs at
your back, and the weapon is drawn over
your shoulder.

Theoreticdly, you could have a dozen
weagpons hanging at your belt or scab-
barded about your person. In practice, any-
body who carries more than one or two
extra weapons (plus a dagger) is usually
being unredidtic, or just silly. The GM is
thefind arbiter.

Third, a weapon can be carried indde a
pack, pocket, c. It will taketimeto find a
wegpon that is packed away like thet: roll 1
die for your pocket, or 2 dice for a pack,
and take that many seconds to find the
item. You must take a pack off before you
can search it: roll 1 die to see how long
that takes. Your encumbrance is the only
limit on the number of weapons you can
carry thisway.

Animalsin Combat

Combat against animals is played out like
combat against humans. The only stat mat has
adifferent meaning is HT. Very large or very
small animals have a split HT score, with the
first number being "heath" (to roll against
when checking for stun, etc.) and die second
number being "hits" (damage taken). These
numbers are the same for a human, but not
for a large or small animal. Example: An
elephant might have HT 17/50 - Health of 17,
able to take 50 hits

Animals are described in more detail in
Chapter 18, starting on p. 140.
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"Reach" of aWeapon

If you have a hand weapon, the hexes
you can hit with it are defined by its reach,
asfollows:

"Close" reach: you can strike only &
targets in your own hex. See Close
Combat, p. 111.

1-yard reach: you can strike into any of
your front hexes, as shown below.

2-yard reach: you can strike into any of
your "2" hexes.

3-yard reach: you can strike into any of
your "3" hexes.

NN/ TN
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Most weapons have a 1 -yard reach, and
can hit only your three front hexes.

Some weapons have two reaches. For
instance, a billy club can strike at "close”
and "1-yard" range. With a spear, you can
have a reach of either 1 yard or 2 yads,
depending on how you hold the weapon!
An impaling-type pole weapon can have a
reach of 1, 2 or 3yards.
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Most "long" weapons (those with two
or more reaches) must be readied for aturn
to "change grips' and go from one reach to
another. For example, if you are holding a
halberd with a grip that allows you to
strike 3 hexes away, you will have to re-
ready it for a turn before you can use it to
strike someone 1 or 2 hexes away. The
Weapon Table shows which weapons
require a grip change, and which (e.g.,
greatsword and quarterstaff) do not.

The reach for each weapon is given in
the Weapon Table. The reach of a bare-
handed fighter isclose and 1 yard.

The Advanced Combat System is intended for gamers who want more "realism" in
their roleplaying. It can also be played as a stand-alone boardgame of rnan-to-man
combat.

The Advanced System has five sections: Movement (which turns the game from an
abstract system to a realistic combat simulation), Hit Location, Close Combat, Ranged
Weapons and Special Stuations.

MOVEMENT

THECOMBAT MAP

This system uses combat maps marked off in hexes. There are two in the Instant
Characters section. When combat starts, pick an appropriate map, or just draw one, and
choose a miniature figure to represent each character. Each hex represents one yard. Since
the hexes are an inch across, this is a 50mm scale. For ease of handling, though, we suggest
using 25mm figures.

Each figure must occupy one hex. A fractiona hex is considered a full hex (unless the
GM rules otherwise), and can be occupied without penalty. Ordinarily, only one figure can
occupy each hex. Exceptions include close combat (see p. 111) and any situation in which
people are crowded close together but are not trying to do anything. Y ou could crowd up to
four ordinary-sized people into a single hex, if they were friendly. You may also move
through a friendly character's hex, though the movement cost is higher.

Thebasic unit of movement is one hex, or one yard. The number of hexes you can
move depends on your Move score and the maneuver you choose each turn - see p. 103.

FACING

Each figure on the combat map must occupy one hex, and "face" toward one of the six
adjacent hexes. Your facing defines your front, right, left and hack hexes (see illustration).
Your front hexes are the hexes you can see into, and easily move into. You can move into
any adjacent hex, but sideways and backwards movement are dower (see Maneuvers, p.
103).

Normally, you can only attack forward. The distance you can attack depends on your
weapon'sreach (see sidebar).

For a right-handed fighter, the right side is the weapon side, and the left side is the
shidd side. For aleft-handed fighter, these are reversed.

Facing Changes During Movement

Most maneuvers let you move only one hex. If you move one hex (or stand still) you
may turn to face any direction at the end of your movement.

On an All-Out Attack, you may stand still and change facing. If you move, you must go
forward. You may keep the same facing as you move forward, or turn to face each hex as
you enter it (see diagram on the next page). You cannot change facing at the end of your
move. Thus, you cannot start in front of someone and strike them from behind or the side,
except with awild swing (p. 105).

Ona Move maneuver, you must change facing appropriately for each hex you enter, as
follows: When going forward, either turn to face the hex you enter (movement cost 1) or
Sidestep into it (cost 2). When you move to the side or backwards (cost 2). you keep the
same facina. See diaoram on opposite page.
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At the end of your move, if you have used half (or less) of your possible move
ment, you may turn to face in any direction, unless you used an all-out attack. If

you have moved more than hal f of
your Move score, you may change
your facing by one hexside dia
gram).

You may also change facing before you
start a Move maneuver, or during the move
- but this costs movement points. A facing _
change costs 1 for each hex-side of change - \ / \
thus, turning 180° costs 3. / \ /

Y-

\
/ \_ /"
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MANBUVERS

The ten maneuvers introduced in the Basic Combat System are till used. However,
each maneuver now has a movement component added. Some of the names have been
changed to reflect this.

When your turn comes to act. you may perform any one maneuver from the list
below. If a maneuver has two or more pans (i.e.. movement and attack), you may do
them in any order unless the maneuver specifies otherwise.

Where movement is part of a maneuver, you may always choose to move less than
the distance called for. but never more. You may dso stand still and/or change facing.
When a maneuver requires "forward" movement, each move may take you only into one
of your three front hexes.

Change Position

This maneuver is used to get from any postion to any other position, including
standing, sitting, kneeling, lying face down (prone) or lying face up.

You may not move on the rum you use this maneuver. Note, though, that if your
position change is from kneeling to standing, or vice versa, you may do this as pan of
any "Stepand..." maneuver, below.

If you are lying down, you occupy two hexes. You cannot stand directly up from a
lying position: you must knedl first (in either hex) and then stand up. This takes two
turns.

You can move while in almost any position, but only while standing can you run at
full speed. Movement restrictions for other positions are listed below.

Crouching does not require a "change position" maneuver. If you are in a standing
position, you can elect to crouch at the beginning of any turn without a separate
maneuver. If you don't move, you may crouch at the end of movement. However, you
may not move and then crouch at the end of movement to avoid attacks - not in one
second! If you are crouching, you may stand up at any time without using a maneuver.

You may use any defenseon the turn you change position, though some positions
give you a penalty for defense. Each position has advantages or disadvantages for
attack, defense and movement, as summarized in the Positionstable (p. 203).

Aim

This is the maneuver used to aim a thrown or missile weapon. Y our weapon must be
ready to fire. Y ou must choose a specific target to aim at. Y ou may change facing before
you aim. but you may move only 2 yards or half your move, whichever is less.

Your attack is at -4 if you use a ranged weapon without aiming, unless your effective
skill is at least equal to the weapon's Snap Shot number. If you aim for one turn, your
attack is at your normal skill level plus the weapon's Accuracy modifier (p. 115). though
you cannot get an Acc modifier higher than your skill.

You may aim for up to 3 more turns, getting a further +1 bonus for each turn you
aim, for amaximum +3 bonus. See p. 115 for more about aiming.

You can use any defense while you are aiming, but to do so will spoil your aim and
you lose al the accumulated benefits. If you are injured while aiming, you must make
your Will roll or lose your aim.

Forward Movement and
Facing

This rule governs facing when you
move forward. It is only importart on a
Move, Wait or All-Out Attack maneuver.
Other maneuvers do not restrict your facing
whenyoumove!

A forward move is a move into one of
your three front hexes. You must turn to
face the hex as you enter it (see illustra
tion). If you go draight ahead, your facing
will not change: otherwise it will change
by one hex-sde (seeilludtration).

This means that you can change direc-
tion while moving "forward." In three
"forward" moves, you can run in a haf-
drde and end up fading the opposite direc-
tion (seebdow).
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If you don't want to move forward, you can
step backward (A) or sideways (B),
keeping the same facing (see below).
Backward or sideways movement is not
dlowed in an dl-out attack. As part of a
Move maneuver, each hex costs double that
is, 2 movement points on good ground.

You can ds0 "ddegtep” into a front hex (C)
while kesping your same facing. This isdlowed
on an dlout dtack, as wdl as a regdar Move
meneuver. |t dso countsdouble.
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Changing Position in
Armor. An Optional Rule

If you want to be more realistic, you can
let your Encumbrance level affect the tune it
takes for a Change Pogtion maneuver. At an
encumbrance level of 0 or 1, it still takes 1
second for each Change Position. At an
encumbrance level of 2 (medium), it takes
two seconds to change position - and so on.
While you are partway through a position
change, you are considered to be in the old
position. This rule definitdy dows play, but it
means that falling down while wearing heavy
armor canbefad.
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When s a Weapon Ready?

A weapon is "ready" if it is in your
hand and ready to attack. One turn is
required to ready a weapon from its scab-
bard (but see FastDraw skill, p. 105).

Swords and knives do not become
"unready" after use. because they are bal-
anced and easy to maneuver.

Unbalanced hand weapons (like axes)
do become "unready" after each attack or
parry. Their momentum carries them
away; it takes aturn to ready them again.

3-hex hand weapons (e.g., polearms
like the halberd) require two turns to ready
after a swinging attack, or one turn to re-
ready after thrusting. A polearm swing car-
ries it downward, so it takes longer to
ready. But a polearm does not become
unready after a parry, because you parry
withtheshaft.

Changing Grips: It takes one extra turn
of readying to go from a 1yard to a 2yard
reach, or a 2 to a 3yard reach, or vice
versa, with most weapons. An unready
weapon may be re-readied to either reach,
regardless of how you used it before.

Falling: If you fal down, lose your bal-
ance or are stunned, and your weapon is
one that requires readying after each use, it
becomes unready!

Scabbarding: It takes two turns to
return aweapon to a scabbard or belt -loop.

Quick Readying with High ST

If a weapon becomes unready after use,
the reasonis its unbalanced weight.
Therefore, high ST letsyou ready it faster.

If your ST is 5 over the minimum ST
required for an "unbalanced" weapon, it
takes you one less turn to ready it after
each attack. Thus, you could attack every
turn with an axe, or every other turn with a
polearm. And you could parry with an axe,
and attack with it, on the same turn.

This also applies to crosshows; with ST 5
over the crossbow's ST, you can cock it in
1 second instead of 2.

If your ST is 10 over the minimum
required for an unbalanced hand weapon,
you can attack with it every turn. This does
not apply to crossbows.

Parrying and Readiness

You may only parry with a ready
weapon. Parrying does not make most
weapons unready. You may attack with a
sword, parry your foe's counterattack, and
then attack again on your next turn.
However, parrying does make a weapon
unready if attacking would make it
unreedy. Exception: polearms.

Example: John Falcon is fighting
Fendish Fredrick. John is fagter; he swings
with a sword. Fredrick's axe is ready, and
he parries. Fredrick now cannot throw a
blow - his axe is now unready. On his
tumn, hereediesthe axe.

Continued on next page ...

If you are prone, sitting down, beside or
behind a wall, or in some other position appro-
priate for "bracing" a missile wegpon, you get an
extra +1 bonus to hit if you aim. You do not get
this bonus for a snap shot or while moving.

Sep and Ready

This is the maneuver used to pick up or
draw any item and prepare it for use. You may
move one hex before or after you draw the
weapon. To pull a sword from its sheath or a
gun from its holster, choose this maneuver.

You can also "ready" an item if you stand
gill and take it from atable or wall rack, etc. It
must bein your own or an adjacent hex.

You can stand still and accept an item
someone else holds out to you. The person
must be in your own hex or any adjacent hex.
You may usethe same maneuver to hold out
an item for someone €else to take. Two objects
may not be exchanged simultaneously
(remember that these turns are one second
long).

You may dodge normally after choosing
this maneuver. You may block normally if your shield is aready ready when you are
attacked. You may parry normally if your weapon is fully ready when you are attacked. If
your weapon requires more than one turn to ready, you cannot parry with it until it isfully
ready. See below.

Readying a Weapon: Y ou cannot use a weapon that is not "ready" - that is. in your
hand and ready to use. Some weapons must be "readied" again after each attack. An axe, for
instance, must be readied after each swing, because its momentum carries it away. A
polearm must be readied for two seconds after each swing, or when you pick it up from
the floor (because it is both long and heavy). The Weapon Tables show which weapons
require readying after use.

Reloading a weapon requires repeated "ready” maneuvers. For instance, to fire a
longbow (assuming the bow itself isready in your hand), you must (1) ready the arrow by
taking it from your quiver; (2) ready the bow by placing the arrow to the string. That took
two turns. On the third turn, you can aim or fire. A crossbow would require the same
two Ready maneuvers, plus at least two moreto cock it! See sidebar, p. 96.

When a weapon requires more than one Ready maneuver to prepare, you should
keep track by saying (for instance); "Cocking the bow, one second . . . cocking the bow.
two seconds . . . readying the arrow . . . readying the bow." That took four turns, so you
could fire on the fifth. Reloading times for different weapons are shown on the Weapon
Tables. See aso the sidebar on p. 96.

You may use any legal defense while readying a hand weapon; you may dodge,
block or parry with another weapon. Y ou may not block or parry while you are reloading a
missile weapon. You may dodge, but you do not get the benefit of that turn of reloading.
If you are cocking a crossbow or doing something else complex, you will have to start
over if you dodge!

Readying a Shield: If ashield is on the ground, or slung on your back, the number of
turns it takes to ready it is equal to its passive defense. It takes the same time to sling a
shield on your back again. It takes one turn just to get a shield off your arm.

Picking Something Up from the Ground: This requires two turns. On the first turn,
you Change Positions to kneel. On the second turn, you pick up the weapon and Change
Positions again to stand. A sword, knife, etc., is automatically ready when you do so. An
unbalanced weapon must be readied. It takes two turns to ready a polearm after you pick it

up!
Sep and Attack

This maneuver is used to attack with any ready weapon. Step one hex in any direction
(or stand till), and use your weapon! The maneuver is the same, whether you strike with a
hand weapon, fire a gun or throw a weapon. You may attack first and then move, if you
choose. If you had been aiming a ranged weapon, moving before your attack will limit the
bonus you can get from aiming (see p. 103).
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The rules for attacking afoe are explained in the Basic Combat System (see p. 97).
The foe you attack must be within your weapon's reach (see p. 102). He must be in
front of you unless you are swinging wildly (see Sdebar this page).

Y ou may defend normally on the turn you attack. Y ou may dodge, block or (if your
weapon is still ready) parry. If you are using an axe or similar weapon, it becomes
unready as soon as you swing it. So you can't use it to parry until after you take aturn or
more, if necessary - to ready it.

Attacking through an occupied hex: It is possible to attack "through™ someone else if
you have a hand weapon with a 2- or 3yard reach. You may attack through friendly
characters a no pendty (this is a basic part of your training with any long wesgpon). If
you attack through an enemy's hex, the pendty is-4.

If your attack passes along a line between two hexes, there is no pendlty at all
unless both hexes are occupied. If they are, treat it as a single occupied hex - friendly,
unless both hexes are occupied by foes.

All-Out Attack

This is the berserker's maneuver - the complete attack, with no thought to defense.
Y ou don't have to be crazy, but it helps.

You may use any hand weapon (not a missile or thrown weapon). Y ou must move
first and then attack - not vice versa. Y ou may mm in place, or move up to two hexes
(or half your movement, whichever is more) forward. You may ignore bodies on the
ground and bad footing! Y ou may not change facing at the end of your move. Y ou have
four choices for your attack:

(a) Make two attacks against the
same foe. if you have two ready
weapons, or one weapon that does not
have to be readied after use:

(b) Méake one feint (see below),
and then one &tack:

(c) Make asingle attack, at a +4
bonusto your skill!

(d) Make asgngle atack, & norma

kill, doing +2 damege if you hit.

However, if you choose this maneuver, you may make no active defenses at all
until your next turn. Y ou must depend on your passive defense to protect you - whichis
probably aforlorn hope.

This is a good maneuver if (a) your enemies are al otherwise occupied: (b) you

have along wegpon and nobody can reach you. or (¢) youre deperate.

Sep and Feint

Move one hex in any direction and "fake" a hand weapon attack. You cannot feint
unless you could have attacked that foe with aregular or dl-out atack.

When you feint, roll a Contest of Skills (see p. 87): your weapon skill against your
foe's shield or hand weapon skill. (If he has no shield or hand weapon, or if hisDX is
better than hisshield or hand weapon skill, herollsagainst hisDX instead.) A feint doesnot
meake any wegpon unready.

If you fail your rall, your feint is unsuccessful. Likewise, if you succeed, but your
foe succeads by more than you do. your feint fals

If you make your roll, and your foefails, the amount by which you madeyour roll is
subtracted from the foe's active defense if you attack him on your next turn. (Y our dlies
cannot take advantage of your feint: the defense pendty appliesonly to your next atack).

If you and your foe both succeed, but you succeed by more, the difference between
the amounts is subtracted from the foe's defense. Example: Your skill is 15. and you
roll a10. Y ou succeeded by 5. Y our foe's skill is 14. and herolled a 12. He succeeded by
2. Thedifferenceis 3. so he will defend a -3 next turn.

A feint isno good if your foe cannot see you. Y ou cannot feint in the dark, from
behind, etc. If your foe turns his back on you. or loses sight of you in some way. you
will not lose your bonus if you attack on your next turn. However, if you lose sight of
the foe, the bonusislost.

A feint is good for oneturn! But if you feint and then make an all-out attack,
swinging twice, the feint applies to both attacks.

When Is A Weapon Ready?
(Continued)

On John's second turn, he swings his
sword again. Fredrick could parry - but he
would rather be able to attack! So he hasto
dodge or block instead. On Fredrick's sec-
ond turn, he swings with his axe. It isnow
unready. John parriesthe blow.

On John's third turn, he swings again.
Fredrick's axe is unready, so he cannot
parry - he must dodge or block again. On
his own third turn, he can ready his axe -
which will let him ether parry or attack on
hisfourthturn. Andsoon...

The Fast-Draw Skill

This is an "easy" skill. It cannot be
used by default; you must actually have
learned the ill to atempt afast-draw.

Fast-Draw is the ability to ready a
weapon from its holster, scabbard or hid-
ing place in (effectively) zero time. Roll
againgt your Fast-Draw skill. A successtul
roll means the weapon is instantly ready
and can be used to attack on that same
turn. A failed roll means you perform an
ordinary Ready Weapon maneuver. A criticd
miss meansyou drop the weapon.

You may d try Fegt-Draw a the ed of
your turn, after doing something dse. If you
suoosd, your wegpon is ready. If you fall, you
mLet teke the "Reedy Wegpon" maneuver on
your next tum - youvedreedy darted it

Fast-Draw can be learned for pistols,
longarms (rifledSMGs), knives, arrows,
regular swords, two-handed swords, speed-
loaders and detachable-weapon magazines.
Each of theseisa different sKill.

Wild Swings

A "wild swing" isablow thrown &t a foe
to your Sdeor rear. It'snot likely to hit, but
omaimesitsbetea than nothing.

A wild swing isa& a -5 hit pendty, or a
maeximum attack roll of 9, or the current
Dakness pendty, whichever is word You
cannot aim at any particular part of the foes
body. If you are using hit-location raes,
roll randomly. The foe you atack mug be
within your wegpon's reech. You may not
meke a"wild' impding atack & moretheanal-
hexdigance

You may swing wildly on an al-out
atack - but it's not usualy agood idea. An
al-out attack cannot get a +4 skill bonus
if you areswinging wildly.

Defense is nomd againg awild swing. |t
doesnomd dameceif it hits

If you have Periphera Vision, your
right and left hexes count as "front."
Therefore, an dtack into your right hex is not
awild swing. An attack into your |eft hex if
a wild swing (unless you have a two
hended wegpon) - you can seg, but the angle of
atack isdumsy!
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Knockback

When you hit someone very hard with a
weapon, you may knock him backward.
For every full 8 hits of bullet, crushing or
cutting damage you roll, move the foe
one hex directly away from you.
Calculate knockback damage before the
damage resistance of the foe's armor is
subtracted. It may protect him from
injury, but it won't keep him from feeling
the blow!

Anyone knocked backward must make a
DX roll to avoid falling down. A suc-
cessful roll means he lands on his feet. If
you knock your foe into something large,
he will stop when he hits it. Theresults
(including possible damage to whatever is
hit) will be asif you had thrown him into
it. See Throwing Things, p. 90.

Knockback from Sam Attacks

When one fighter knocks another down
in aslam attack, there is a chance the fallen
fighter will be knocked backward as well
as down. This happens only when one
fighter keeps hisfeet and the other falls.

Roll a Quick Contest of Strength. If the
fallen fighter wins or ties, he is not
knocked backward. If he loses, he is
knocked back one hex for every 2 points
by which he lost - round down, but aways
at least 1 hex. Any wall, fighter or other
obstruction will stop him. If he hits another
fighter, he stopsin the hex with that fighter,
who must make a roll (ST+3 or DX+3,
whichever is better) to avoid faling down
himsdif!

The fighter who initiated the slam
attack cannot "bounce" back more than 2
hexes.

"Wait" Maneuver Strateqy

The Wait maneuver can be very useful
in atactical situation where you want to
block a fleeing foe - or to protect someone
behindyou.

When you choose to Wait, you can
attack at any time - even in the middle of
someone else's movement! If you did not
move a dal on your turn, you may step one
hex forward and then strike. If your foe is
il standing after your blow falls, he may
continue his movement.

This is the best way (and almost the
only way) to keep a faster foe from run-
ning past you on aclear field. If you take a
regular maneuver (to fight with someone
else, for instance), you are distracted -
and, on a onesecond time scale, he
should be able to run past you! But if you
are waiting for him, you'll have a chance
to intercept him, or hit him, as he tries to

goby.

You may use any legal defense on any turn you feint. However, if you feint and
then parry with an unbalanced weapon, rendering it unready, you cannot attack on the
next turn and your feint becomes pointless.

Shield Feints: After you have attacked your foe once by striking with your shield
(see p. 123), you may also feint with your shigld, rolling vs. your Shield skill.

Sep and Concentrate

This maneuver alows you to step one hex in any direction (usualy) and then con-
centrate on one mental task. This may be the casting of a magical spell, use of a psi
power, atempt to dishelieve anillusion, or any similar action.

If you are hurt, knocked down, forced to used an active defense, or otherwise dis-
tracted, you must make a Will-3 roll to maintain your concentration.

Sep and Wait

This maneuver lets you move one hex in any direction, change facing or stand still,
and wait for a foe to approach. At any time before your next turn, if a foe is close
enough, you may attack. If you stood still on your turn, you may step one hex forward
and then attack. If the foe is moving to attack you, the longer weapon strikesfirst. If they are
the same length, roll a Contest of Weapon Skills. With high skill, this alows a "stop thrust”
strateqgy.

You do not have to attack the first foe that comes within reach; you may ignore one
enemy and wait for another. Y ou do not have to attack at all.

If more than one fighter is Waiting, and one announces an attack, then that attack
(and the target's reaction, if it was the target's move) are both played out before another
Waiting fighter can attack.

If no enemy comes within step-and-attack range, or if you choose not to attack. your
turn issimply lost; you stood there waiting, and did nothing.

You may choose any legal defense on the turn you Wait.

This maneuver is also used for opportunity fire with a ranged weapon (see sidebar, p.
118).

Ail-Out Defense

This is the maneuver to choose when you're beset by foes - especially foes who like
al-out attacks. You may move one hex in any direction. You may do nothing else except
defend!

If you fail your defense roll against any attack, you may try another (different)
defense — in other words, you get two defense rolls, using two different active defenses,
for each attack made during the turn. You are limited to a total of two blocks and two
parries per turn when you choose Ail-Out Defense (if you have two weapons, each can
parry twice). If you run out of blocks and parries, you may only dodge each attack once -
you can't dodge the same attack twice!

Long Action
Many actions will take more than a second to complete. In a combat situation, usethe
generic "Long Action" maneuver each second until you are finished. The GM will



tell you how long it will take. In some cases, dice will be rolled to determine how long
you will taketo finish.

Some things (like piling up rocks to stand on) can be interrupted in the middle if
necessary, to take any necessary maneuver or other action. Other things (like diading a
telephone number) cannot be interrupted; if you stop in the middle, you will have to start
over entirely.

L‘.};ampltﬁ of lﬁﬂg;‘ actions

Pick up aheavy object (weight greater than your ST)........cccccvevvveveenererinennnne. 2 seC.
Open an unlocked box, book, chest, briefcase, €tC.........cocoeovnnveeeenvncccee 1 sec.
Find aloose item in a box, briefcase, etc. (if it's not hidden)..................... 2d seconds
Find some item in your OWN POCKEL.........cccceveeiriree e 1d seconds
Write abrief NOtE........ccocveeeicece e 5 sec. per sentence
Read abrief NOtE.......cccoeeceeeer s 2 sec. per sentence
SWallOW @ Pill OF POLION......ceeeeeeieiiiririereeee e e 2 sec.
Light a match, cigarette, fuse, candle, torch, €tC. ..., 2 sec.
Replace aweapon in its scabbard, drop asmall item into your pocket............... 2 Sec.
Search an unresisting person fairly thoroughly ..o 1min.
Change CIOthES..........cice e s 1 min.
Fait on asuit Of light @rmOr..........ccoeeveeeeierr s 5 min.
Put on full plate or ultratech comba armor...........ccccveeivevrcccress e, 10 min.

While cam-ing out a long action, you should count the seconds each time you
announce the maneuver. For instance, to replace a weapon, you would say "Replacing
my weapon - one second" on the first turn, and "Replacing my weapon - two seconds
and finished" on the second rum. That way. the GM and the other players can keep up
with what you are doing.

The GM determines your legal defenses while you are taking a long action. As a
rule. Dodging is the only legal defense, and a Dodge will usually force you to start your
action over. But the GM may vary this whenever it seems redlistic.

Move

This is the maneuver to choose when all you need to do is move. You can Movein
amost any position, but only if you are standing can you travel at full speed. Other
positions will slow you. as shown in the sidebar.

For example, if you want to move backward for some reason (such as to keep your
eyes on a foe), each hex counts double. Thus, someone with a Move of 6 could go only
three hexes backward in a turn, without turning around. If you move in a crouching
position, you will be slower but harder to hit.

You may use any legal active defense on aturn you pick the Move maneuver.

You may use a hand weapon

during aMove - before, during or

after your movement but it is a

Wild Swing (p. 105).

You may aim or fire a ranged weapon while moving, but there will be a substantial
penalty to your accuracy. Seep. 117.

Free Actions

Some actions may be taken during any maneuver. Some examples:

Talk. You can always talk. (If the GM wants to be realistic, he should only allow
one sentence's worth of communication per second. It is usualy more fun when you
ignore thislimitation.)

Maintain spells (when magic is used). As long & a spell-caster is not injured or
knocked unconscious, he can maintain a spell no matter what else he does.

Dropping an item. Any "ready" item can be dropped at any time during any maneuver.
It may be dropped in any hex you move through, or any adjacent hex.

Costs for Movement

Use the followi ng costs only when you
choose the Move maneuver. For other
maneuvers, "cost" does not matter.

If you have (for instance) a Move of 6,
you have 6 "movement points™ per turn. A
hex of forward movement costs 1; side-
ways and backwards movement costs 2.

Pendities for obstructions, etc., add to
this. If you step sideways (cost 2) into an
obstructed hex (cost+1), the total cost to
enter that hex is 3. However, you can
aways move 1 hex per turn. Periphera
vison does not affect the cost to move
Sdeways or backwardd

Direction of Travel
Forwad: 1
Sdestep or Backward: 2

Postions

Crouching +1/2

Kneding: +2

Crawling: +2
Lying down: moveonly 1 hex per turn (bdly-
crawl or ralling) Sitting: cannot movel

Facing Changes

If you want to change facing before or
during a move, each hexside of change
costs 1. At the end of your move, you may
change facing freely if you used half (or
less) of your movement points. If you used
more than half of your Move score, you
may change facing by one hex-side at the ed
of your move.

Obstructions
Minor obstruction (e.g., a body, or
another character, in the hex): +1 per body
or person. You cannot go through an
enemy's hex unlessyou evade (p, 113),
Severe obstruction (severa bodies): hex
must be bypassed or actudly dimbed.

Bad Footing

On treacherous ground, the cogt to enter
each hex is increased by 1,2, or more. It
depends on the GM's "redlistic” view of the
situation (mud, loose gravel, waxed floors,
or whatever!). Movement on stairs (up or
down) costs double.

Movement in foot-deep water costs
double. Deeper water reduces all movement
to 1 hex per turn. If such a stream is swift-
moving, roll vs. DX (minus encumbrance)
each turn. A failed roll means you fal, and
must make a Swimming roll to regain your
feet. Every failed Swimming roll sweepsyou
3 yards downstreem and has its normd
choking effects (see p. 91).

Anyonein an obstructed or bad-footing hex
also suffers a -2 on any attack they make.
Defense is unaffected. Exception: If you are
firing a missile weapon, taking time toam
will dso diminate mis pendlty!

Continued an next page...



Costs for Movement
(Continued)
Sorinting

If you run forward for two or more turns
in arow, your second (and later) moves geta
"sprint bonus" of 1 extrayard per turn. You
may not take the sprint bonus unless the
ground is good and you are running (more or
less) draight toward some goa. Any devia
tion from "forward" movement will require
you to run at normal speed for one turn
before you can get the sprint bonus again.

Example: Your Move is 4. You can run
4 yards forward. But on your second and
later turns of running, you get the sprint
bonus, and vou canrun fivevardsforward.

Quicker Combats

If your combats are taking too long,
here is an alternate rule you can use. Note
that this rule will make it much easier for a
high-skill fighter to daughter a low-skill
one. But with fighters of equivalent skills, it
will not affect balance much.

Treat each attack/defense as a Quick
Contest of lls (p. 87). If the attacker hits,
the defender must make his defense roll by
as much, or more. This makes successful
defenserolls harder, and speeds combat!

Passive Defensesin the
Advanced Combat System

Your passive defenses - your armor
and shield - add to your defense roll when
the foe has attacked you, just as in the
Basic Combat System. Armor and
Toughness work just the same (though
armor can have different PDs at different
parts of your body - seethe Armor Table).

However, your shield's PD only protects
agang attacks from in front of you and your
shidd sde. It proteds againg dl attacks while
you are lying down, unless you date, for some
insane reason, that you are on top of theshield.

If you have your shield slung on your
back, it will offer a little passive defense.
Subtract 1 from the regular PD of the
shield, and apply this to attacks from the
back (only), but not to other attacks. You
could carry an extra shield strapped to your
back - but it would add weight!

"Runaround" Attacks

A very fast character can sometimes
gart in front of afoe and run behind him to
gtrike from his rear hex. Against a true
atack from the rear, no active defense is
possible because the victim did not know
the attack was coming. If the atacker sats
in front and runs behind (outmaneuvering
his victim through sheer speed), the victim
doesknow he'sbeing attacked. Treat it asa
Sde attack - -2 to active defense.

ATTACKS

In generd, attacks are carried out just as in the Basc Combat System. Two specid
kinds of attack are covered in detail in later sections: close combat in the same hex with
your foe (seep. 111), and ranged attacks with thrown and missile wegpons (see p. 114).

DEFENSE

The rules for defense are essentidly the same asin the Basic Combat System - but
more detailed, to dlow for your position rdeive to the enemy.

Active Defenses

There are three active defenses that can be wsed to protect you against an attack.
Each of these defenses is cdculated in advance. When you are attacked, you may choose
one active defense as part of your total defenserall. (1f you took Ail-Out Defense, you
may make two separate defense rolls against eech attack.)

The active defense you choose will depend on your situation - especially the
maneuver you chose on your last turn. Some maneuvers restrict the active defenses
you can make. For instance, if you make an All-Out Attack, you have no active
dene

If you are stunned, any active defense is a -4. Sometimes you will have no active
defense. A stab in the back from a "friend," a sniper's shot, or a totally unexpected
booby trap would be attacks against which no active defense is possible. Likewise an
unconscious person has no active defense. But you aways have your passive defense see
Sdebar.

The advantage of Combiat Reflexes gives +1 to any active defense.

Dodging

Y our Dodge defenseis equal to your Move score. An animal's Dodge scoreis half its
Move or haf its DX, whichever is better - up to a maximum of 10. Dodging is the best
defense when you are not skilled with your wespon.

You may not dodge an attack from your back hex - that is, directly behind you.
Subtract 2 from your Dodge when you dbdge an attack from a side hex. Example: If
your Dodge is 5, your Dodge against a side attack would be 3. Y ou may not dodge a
rangedrwegpon attack from afoe outsde your fidd of vison.

Thereisno limit to the number of timesyou may dodge in oneturn.

Acrobatic Dodge: If you have the Acrobatics skill, you can try a "fancy" Dodge
maneuver once per turn. You may define this as jumping over a sword-blow, cartwheding
away, or whatever ese you like. Attempt your Acrobatics roll (no defaults!). If you
succeed, you get a+1 to your Dodge roll; if you fail, you get a -2. This may be com-
bined with a Retreet (see p. 109).

Blocking

Your "block” defense is half your Shield skill, rounded down. You must have a
ready shield, which you use to "block" the attack. Bocking follows the Basic Combat
rules (p. 98) with the following additions;

You may block only attacks made from your front hexes or your shield-side hex
(Ieft, unless you are left-handed). A block againgt a shield-side attack isat a -2. You
may block thrown wegpons coming from a sde hex, but not missiles

You may only block one attack per turn, unless you chose the Ail-Out Defense
maneuver. In that case, you may block two attacks per turn.

Parrying

Your Parry defense is half your hand-weapon skill, or 23 your Fencing or
Quarterstaff skill (round down). Parrying follows the rules given in the Basic Combat
System (p. 99) with the following additions:

You may only parry atacks made from your front hexes or your weagportside hex
(the right, unless you are left-handed). A two-handed weapon can parry attacks from
gther sdehex. You Parry at -2 againd an atack from the 9de.
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You may normally parry only one attack per turn, unless you are a fencer (see p.
99). If you take Ail-Out Defense, you may parry two attacks per turn. Y ou may parry a
bare handed atack with awegpon - see p. 9.

Retreating

Thisis not a separate defense; it is an option you may add to any active defense, by
moving one hex in any direction away from your attacker. Retreating adds 3 to any
atempt to Dodge, Block or Pary.

Y ou may not retreat into an occupied hex. Y ou may change facing by one hex-side, if
you wish. (A retreat cannot be used to defend against a ranged attack.) Your "retreet”
move takes place immediately.

If aretreat takes you out of the reach of a hand weapon, the foe till gets his attack.
And if your foe was making an all-out attack, retreating does not put you beyond the
reech of his second attack.

You cannot retreat in a sitting or kneeling position, or while stunned. You can
retreat (by rolling) if you are lying down.

You can retreat only once per turn. In other words, once you retrest, you may not
retreat again until after your own next turn.

HIT LOCATION

When you srike a an enemy, you may choose what part of hisbody you will attack.
Each pat of the bodly is different - essier or harder to hit in afight and having different reections
to mgor damage. The table on p. 203 shows this. You can d<o refer to this table when you
want to choose a random body pan to be hit (for instance, by faling rocks or an arrow fired
from far off). Rall 3 diceto ssewhat was hit. Some partswill never be hit randomly.

Hit Penaltiesfor Different Body Parts

If ablow isamed at any part of the body except the torso, the difficulty of the target
will add a hit penalty. Subtract this penalty from the attacker's skill. Thetorso iseasy to
hit (no pendty). Armsand legs are harder (-2) ; handsand feet harder yet (-4). The head
is still harder to hit (-5). and the brain area - the vital pan of the head, as opposed to
the face and jaw - is-7. because it is both smdl and hard. Seethetable on p. 203.

If thetarget of the blow isarmored with some substance that "turns’ blows- metd or
hard plastic - it will have a passive defense that will add to the target's defense roll. For
ingtance, heavy leather gives a passive defense of 2. See the Armor Tables, pp. 210 and
211. Armor protection for specific body parts should be marked by the character'spicture
on his Record Shest.

CRITICAL HITS

A "critical hit" is an especially damaging blow. Any time you roll a natural 3 or 4
when attacking, you hit automatically - the defender gets no defenserall - and you may
roll onthe Critical Hit tableson p. 202.

If you are very skillful. you get critical hits more often. With an effective skill of
15, arall of 5isacriticd hit. With an effective kill of 16 or better, aroll of 6 isa critical
hit. Hit bonuses (e.g.. for an all-out attack) do make critica hits more likely. Hit
pendties (eq.. for ahard taraet) make critica hitsless likely.

Deciding Where to Attack

Where you should hit your foe depends
on many things - your skill, your foe's
armor, and whether you want to kill him!

Brain - Lets you stun with minimal
damage, and kill easily with a good shot.
But thisis a hard target, especialy if a hel-
metisworn.

Body - Easy to hit, and no damage is
"wasted" except from very powerful
attacks - it al goes into killing the foe.
The best target for strong, clumsy types or
longrange attacks. The best target for an
impaling weapon.

Limbs - Lets you eliminate a foe from
combat with less total damage, leaving him
alivefor questioning or prisoner exchange. It
you do not want to kill, thisis the best target.
Attacking the limbs is often a good move
if you have high skill but low strength.

Hands or feet - Hard targets, but give
you a chance to cripple the foe with little
real damage. Don't try this if your rea
objectiveistoKkill.

Weapon - The place to strike if you
need to take the foe unharmed, if you have
to disarm a friend, or if you just want to
show off. See Striking at Weapons, p. 110.

Random Hit Location

Y ou do nothaveto choose atarget; you can
dways swing randomly. Rall 3 dice and check
the table to see where your blow fadls Then
proceed normally with the attack. Random
hit location is also used when a booby trap
goes off. when amissile wegpon isfired froma
long way off, ec. In tha cass though, you
should first determine whether the missile hits
(with no pendty for pat-ofbody) and then
determinewhereit hits

If a random attack comes from above
(e.g.. a haberd stroke, or faling rocks),
subtract 3 from the roll before referring to the
table. This makes the head and arms the
mogt likdy targets.

Massve Damage:
" BlowThrough”

The amount of damage the limbs can
take is limited; damage over HT/3 on the
hands and feet, or HT/2 on the arms or
legs, cripples the limb instead of dealing
additiond hits of damege.

For a single blow to the torso, Inmpaling
or bullet damage of more than HT is lost
... it just goes "through" the vidim and is
wasted. For the head or vitals, damage over
HTx3islost.

Beam, fireball or lightning attacks do
double the above maximum damage to
torso, heed or vitds.

However, there is no maximum damage for
injuries to the brain. There is aso no
maximum damage cutoff for weapons
doing more than 15 dice basic damage;
such huge weapons do so much damage

going through thet any "wastage' ismoot
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Advanced Injury Rules

Different types of wegpon affect differ-
ent parts of the body in different ways. An
arow through the head, for instance, is bad
news - but the same arrow through the
foot may belittle morethan anuisance.

Bullets and Impaling Weapons

When you choose a specific part of the
body as your target, bullets and impaling
wegpons can do Soedd dameage.

If you hit the foe's vital organs with an
impaling weapon, the damage that gets
through the armor is tripled! Vitd organs
cannot be targets except with an impaling
atack. (Exception; A punch or kick to the
solar plexus or groin may be played as a
crushing attack to thevitds))

If you hit the foe's arms, legs, hands or
feet with abullet or impaing wegpon, there is
o damege bonus the damege is not mul-
tiplied at dl. An arrow wound to alimb is
farly trivid; an arrow in the heed ean kill.

Crlppllng |nJUI’IeS

If the target is hit ona limb, and
enough damage is done, the limb is crip-
pled. .. crushed, dashed, or badly burned,
asthecaemay be

A fighter immediatdly losesthe use of a
crippled limb. This can cause him to fall,
drop a weapon, etc. See the chapter on
Injuries, lliness and Fatigue, p. 126, for
more detail. A crippling injury automati-
caly gunsthevictim (seep. 127).
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Example: Louis LeBlanc needs to roll a 15 or less to hit Filthy Pierre. Herolls ab.
That'sacritica hit for him! (A 3 or 4 would be acritica hit for anyone!) Because thisis a
critica hit, Pierre gets no defense roll. The blow automeaticdly hitdl

A critical hitisthe onlyway that an unskilled character can injure asuperior opponent
in a far fight. It's also the only way you can get through heavy armor with a light
weapon. Once in a while, everybody gets a lucky shot. But note that the most likely
result on the table is "no extra damage." Even if you get lucky and hit a superior foe,
your blow may not be especidly hard ...

Stunning

Critical hits, and severa other things, can stunthevictim. Thisisdiscussed in detail on
p. 127. A sunned character defends a -4 and can do nathing!
Thisruleisredidic but deadly. If you want to ignore it, go right aheed.

CRITICAL MISSES

The opposite of a"critica hit" isa"critical miss." Y ou suffer a critica miss when
yourall very badly on your atack roll. A roll of 18 isadwaysacritica miss. A roll of 17isa
critical miss unless your effective skill is 16 or better; in that case, it is an ordinary miss.
A rall that exceeds your needed roll by 10 or moreis dso a criticd miss. Example: You
need a 6 or less to hit. A roll of 16 or more is a critical missl You may break your
wegpon, throw it away, or even hit yoursdf.

When you roll a critical miss, you should immediately refer to the appropriate
Critical Miss Table (p. 202) and roll 3 dice. Apply the results immediately. Some results
cdl for asecond rall to "confirm” an especidly unlikey fumble

Obvioudy, if your effective skill is 7 or more, you will not get a critical miss unless
youroll al17 or 18. Therefore, skilled fighterswon't fumble very often . . . unlessthey try
adifficult blow, or atack under adverse conditions.

Critica Misses on Defense Ralls

A defenseroll of 17 or 18 dways fails disastroudly. If you tried to dodge, you lose
your footing and fall. If you tried to block, you lose your grip on your shield and must
take aturn to re-ready it before you can block again (its passive defense still counts). If
you tried to parry, you gotothe Critical Miss Table

However, if you try any defense and roll a 3 or 4, then your foe goes immediately to
the Critical Miss Table. You "faked him out," or knocked the weapon from his hand, or
otherwise defended very well. Exception: against a ranged attack, a 3 or 4 has no specid

e _ .

| Striking at Weapons

You may dtrike at a weapon because

you want to take its user alive ... or
because (in the case of a polearm) the
wegponisthe only thing you can reech.

A "closg" weapon isin the user's hex.

A 1-hex weapon is in the user's hex

and

directly in front (see diagram), and a2-hex
wegponisin thetwo hexes diredtly in front
of the user. However, you can dways
drike at a2- or 3-hex wegpon on theturn
after it struck or feinted at you.

Thereisa -5 pendlty for striking at a
knife, pistol or other small weapon, -3 for a
polearm, spear, rifle, or greatsword and -4
for any other weapon. A hit on a
weapon may chop through the wood shaft
of an axe or polearm, and knock down or
bresk ametd wegpon

CHOOSNG YOURARMOR—
ADVANCED RULES

When you use the Advanced Combat System, you may purchase armor for six dif-
ferent parts of the body: head, torso, hands, feet, arms and legs. See the diagram on p.
211. Cost and weight for hands, feet, arms and legs aways assume that a pair is being
purchased, dnce it is rare for anyone to want one sort of gear on one limb and one on the
other. However, it is perfectly legd to do thisif you want to!

The Armor Tables (pp. 210-211) give cost, weight, passive defense and DR for
many different pieces of armor, from cloth to futuristic plastics, and show what coverage
each item gives

If thisis too complex to be enjoyable, you may simply go back to the Basic System
and assume that the passive defense and damage resistance of a suit of armor apply
equdly to dl its parts.

Cost and weight in thetwo systems are equivalent. However, the Basic armor rulesare
more advantageous to characters using hit location rules, because (for instance) a figure
in plate gauntlets has DR 4 on his hands, while afigurein "generic" heavy plate, if hit on
the hand, has a"'generic’ damage resistance of 7!
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CLOSE COMBAT

Using theMove, Sep and Attack or Ail-Out Attackmaneuvers, you may move intoan
enemy-occupied hex if you can reach it. When you move into an enemy's hex, you may
atack him in any of severd ways Attacking afoe in the same hex is dose combat.

You may also try to evade and dip past the enemy without contact. If you use the
Move maneuver to enter an enemy-occupied hex, you must either try to evade, or to
damthe opponent!

When you enter an enemy-occupied hex, you occupy half the hex (see diagram).
Y ou havethe half of the hex from which you entered; he hasthe other half. To enter any of
your front hexes on the enemy's side, you will have to evade him and "move
through" him.

MANEUVERSIN CLOSE
COMBAT

Step and Attack M aneuver

You can step into the foe's hex and attack him. If you are aready in his hex. you
can step out and attack with a 1-hex weapon - or stay in the hex. make aclose attack, and
step out - unless he has grappled you. If he is holding you. you may till choose a
maneuver every turn, but you cannot leave the hex until you break free - you're
trapped. Possble attacks are:

Grapple. You grab the foe. To do s0. you must win a Quick Contest of Dexterity
(see p. 87): you are at +3! You must have at least one empty hand to grab with.
Grappling does no damage, but the foe is at -4 DX and may not leave until he breaks
free, or you let go. (Notethat if you grapplewith afoe of morethan twiceyour ST. youdo
not prevent him from leaving. At the most, you're a nuisance. A man can grab a beer,
but he can't keep the bear from walking away.)

You may grapple with both hands, or only with one. If you are holding your foe
with both hands, the only further attack you can make isto try for astrangle, takedown a
pin.

If your foe is knedling, lying down. etc.. you are at +6 on your DX roll. But you
must knedl or lie down yourself in order to grab him! Y ou may do this as part of your
"grapple’ atack -just diveright in therel

Grab the foe's weapon. Y ou must have an empty hand and win a Quick Contest of
Dexterity. On later turns, you may then try to wrest it from the foe: each attempt tekes a
full second and reguires you to win a Contest of Strength. If you lose the contest, you
lose your grip on his wegpon.

Grab the foe's weapon arm. As above, but for a weapon you cannot grab (likea
dagger). If you win the Contest of Dexterity, you grab the weapon arm or hand. This
counts as a Grapple. You cannot take the weapon away, but you can force the foe to
drop it by winning a Contest of Strength: you could then try to pick up the weapon
yoursdf.

Attack with a weapon. If you have a
legal close combat weapon in hand (see
sidebar, p. 112) you can use it. Weapon
atacksin dose combat are at a -2 to hit.

Attack bare-handed. This may be an
ordinary punch (Thrust-2 crushing dam-
age); an attempt to bite (1d-4 crushing
damage for human teeth, more for some
creatures); a punch using the Karate or
Brawling ability (see p. 51. 50): or a
Karate kick doing -1 damage

Attempt a takedown. You may only
do thisif your foe is standing and you

Striking at Weapons
(Continued)

Cutting Through a Weapon

To chop through awooden shdt (destroy ing
the wegpon) you mudt hit it with a cutting
wegpon. Only badc damege counts - there is
no 50% bonus when you cut an inanimate
object. Typicdly, a goear or axe would have a
wooden shaft 2" in diameter, which would
have aDR of 3 ad 8 hit points A wdl-made
polearmwould have a 2" shaft protected by
metd fadngs it would haveaDR of 4 and 12
hit points. Keep track of the damage your
wegpon takes! For more information on the
amount of damage that wegpons (and other
items) cantake, seep. 125.

Breaking a Sword

To breek a foes sword, repier, knife or
other blade wesgpon, you mugt drike it with a
cutting or crushing blow. It takes 4 hits of
damage in a single blow to bresk a dagger,
grdisvad o rapie. 6 to brek a knife, shart-svord
o sba, 8 to brek a broadsword, 10 to bresk a
lage sword. If your wegpon is of better qudity
(see p. 74). it takes only hdf as much damage
to bregk the enemy’s wegpon. If his wesgpon is of
better qudity then yours it takes twice as much
damegeto bregiit.

Any wespon can be broken by parying a
heavier wegpon. If you parry a wegpon of at
least 3 times the weight of your own weapon,
there is a 1/3 chance that your wegpon will
bresk!! This becomes a 1/6 chance if you
have a fine wegpon, or a 2/3 chance for a
cheap wegpon.

To determine this, roll one die. A 1/6
chance comes up on aral of 1, a 1/3 chance on
alor2 andsoon.

Defense Against Weapon
Attacks

You may dodge an attack on your
weapon. You may party, if your weapon is
ready - in effect, you are turning your
weapon so the foe's blow misses or slides off
harmlessly. You may not block an attack
on your weapon. Your passive defensedoes
not count into this defense!

Knocking a Weapon Away

To knock aweapon from afoe's hand, use
an Attack manewve, but dae that you are
atacking to disarm. Instead of regular attack
and defense rolls, roll a Quick Contest of
Weapons Skills. If you are striking at a
hand-held missile weapon, your foe uses his
DX instead of skill. You attack at a penalty
appropriate to the weapon's size (see above).
Weapons other then fencing wegpons are & a
further -2 for a disarm attempt The defender
rollsat +1if hisweapon is heavier than yours,
+2if itistwice asheavy, and so on.

If you win, your foe drops his weapon in
that hex; if you roll a critica falure, you ae
disarmed. Otherwise, thereis no effect.
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Weapons for Close Combat

Most weapons cannot be used in close
combat. The exceptions ae knives and
daggers; pistols (slugthrowers or beam
weapons); certain magic items; brass
knuckles and similar devices; and anything
else small and easily managed. All weapon
attacks (except for fists) are at -2 in close
combat.

Pistols can be used in close combat, but
not aimed. Ignore speed/range modifiers!

Brass knuckles will add +2 to the dam-
age you do with your fists. A set of brass
knucks (one for each hand) costs $30 and
weighs one pound. It takes two seconds to
put each brass knuck on. They cannot be
grabbed by the enemy or dropped acciden-
tally, but give you a -2 to use any other
weapon in that hand.

A blackjack, or "sap," can only be used
in close combat or when you are adjacent
to an unsuspecting foe. A blackjack does
Thrust/Crush damage.

If you are assembling armor piece by
piece, here's how to show it on your
Character Sheet.

HEAD
FOT-HELM
F[ % DR 4

BAEE
FI* g, DR &

— FEET /

LEATHER
PD 2: DR 2 %“f

have d&ready grappled him. Roll a Quick Contest of Skills: your ST, DX or Judo skill
(whichever is better) against your foe's ST. (I f you are already on the ground, you have a-
5 penalty.) If you win, your foe falls down in the same hex and any adjacent hex (your
choice - remember, a prone man occupies two hexes). If he was holding you, he loses his
grip. If you lose, you suffer the same effects! If nobody wins, nothing happens.

Attempt a pin. You may only do this if your foe is aready on the ground. Roll a
Contest of Strength. The heavier fighter gets +1 to his roll for every 10 pounds he has
over his foe. If you win, your foe is pinned and helpless; you must stay there to hold him
down, but you can free one of your hands for other actions. If you lose or tie, nothing
happens.

Choke or strangle. You must already have grappled the foe by the neck, with both
hands. Y ou cannot do anything else with your hands until next turn!

Roll a Quick Contest - your ST vs. your foe's HT. If you win, your foe takes as
many hits d damage as you win by, and you aso inflict suffocation damage as per the
sidebar on p. 122. Otherwise, nothing happens.

Break free. For maneuver purposes, thisis an "attack,” even though it does no damage.
If you are being grappled, you cannot move away until you break free by winning a Quick
Contest of Strength. Your foe is +5 if he has you pinned but is only using one hand, or if
you are not pinned but he is holding onto you with both hands. Your foeisat + 10 if he has
you pinned; in that case you may make only one Break Free attempt per 10 seconds.

If you successfully break free, you may immediately move one hex in any direction.
Note: If your foe falls unconscious, you are automatically free!

Sam. This attack is described below under the Move maneuver.

Step and Ready M aneuver

Draw a weapon. This should be a weapon you can use in close combat
(see sidebar). Use the Step and Ready maneuver (even if you can't step) to
draw a weapon from its sheath or holster, or to pick it up off the ground in
your hex or an adjoining one. Make a DX roll to get it successfully. A criti cal
failure (17 or 18) means you dropped the weapon while trying to draw it!

If you have the Fast-Draw skill, you may use it in close combat - but you
must make two rolls, one (vs. DX) to get the weapon, and one (vs. your skill)
to get it fast. If you miss the second roll, you readied the weapon normally.

Change Position Maneuver

You may change positions freely during close combat. Exception: If
you are on the ground and pinned, you cannct change positions unless
your can break free, as described above.

Move M aneuver

Sam. You may try to sam your foe when you first enter his hex. You
aretrying to run into him and knock him down. A shield helps. You cannot
make adam attack if you start in the same hex with your foe!

To hit your foe, roll a Quick Contest of DX. He is a a -2 if you
entered from the side or if he's not standing; you win automaticaly if you
entered from behind. If you win (or ti€), you Slam into him; if you lose, he
avoided you, and you must move at least two more hexes, if you have that
much movement |eft.

If you slam into your foe, roll a Quick Contest of ST, with the following
modifiers, to seeif you fall down:

+2 if you moved more than one hex toward the foe, or if you were
running last turn and moved one hex this turn.

-2 if the foe moved more than one hex toward you, or was running last
turn and moved one hex thisturn.

+2 if you have a medium or large shield: -2 if the foe has one of those
shields.

+2 if you dam the foe from behind.

The loser falls down, and may also be knocked backward - see sidebar,
p. 106. The winner fallsdown, too, if he fails toroll at least his
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(adjusted) ST! Note that a shield helps knock
your foe down, and that your foe is more likely
to keep his feet if he was aso running toward
you!

A slam attack does no damage to either
fighter unless he rolls a 17 or 18 on his ST roll.
In that case, he is unhurt but stunned.

If you slam your foe, knock him down,
and win the Contest of ST by more than 5
points, you can keep right on moving! This is
an "overrun," and is most often seen when a
large cresture dams into a man.

Flying Tackle. Thisis a special type of
slam. The tackier gets one extra hex of movement. The target may attempt to Dodge
unless being tackled from behind; if he dodges, the tackier falls to the ground. If the
tackle is not dodged, roll the Contest of ST as for a Slam. The tackier is at +2, but he
automatically falls down. The target is at -2 if he tried to Dodge and failed. If the tackier
wins the contest by more than 4, he automatically grapples his foe.

Trample. Thistactic isonly effective if used by alarge foe - see Trampling, p. 142. A
large creature can take a turn to trample its foe - or do half the regular "trampling"
damage just by moving through. Roll a Contest of DX to see if the victim is trampled. A
man-sized fighter cannot "trample" without stopping unless he is running through a
swarm of small creatures (see p. 143).

Escape. If you start in the foe's hex and he is not grappling you. you can move out of
the hex through any of the three hexes on "your side" of the combat hex. Y ou cannot leave
through the hexes on the foe's side unless you can evade him - see below.

Evading

"Evading" is moving "through" the foe. to leave the hex on his side. You can
attempt this as part of any maneuver that allows movement.

You cannot evade if afoe is holding you. You must also have enough movement to
get out of the enemy hex! If your movement ends in the enemy hex. you cannot evade or
escape on that turn.

First, ask if your foe is trying to stg you. If he chooses to let you go. you have
automatically "evaded.” No roll is needed.

If your foe wants to stop you, roll a Quick Contest of DX, with your DX modified as
follows:

-5if thefoeis standing up.

-2 if the foe is kneeling.

+2 if you entered the hex that turn, from hisright or left. +5 if

you entered the hex that turn, from behind him. +5 if the foeis

lying down.

If you win, you have evaded him and you are free to move out. If you lose or tie, he
got in your way and stopped you.

Free Actions
(combinewith any maneuver in close combat)

Release your grip. Let go of the foe, if you are grappling him.

Throw away your weapon. This automatically succeeds and takes no time. Y ou may
do this to get a useless weapon out of your way, or to deprive the foe of a chance to grab a
useful weapon (e.g., a blackjack) from you.

Other Maneuvers

Ail-Out Attack, Ail-Out Defense, Feint, Aim, Concentrate and Wait maneuvers are
not possible in close combat. Any close combat is - by definition - almost "all-out"
anyway, and the other maneuvers require a degree of planning and coordination that
is impossible when you are noseto-nose with your opponent. If you want to try some
other action during close combat, the GM will be the judge of its feasibility.

Dropped Weapons

When a wegpon is dropped for any rea
son, place a counter in that hex to indicate
the dropped wegpon. Any character in that
hex, or next to it, can pick up the dropped
weapon. It takes one turn to knedl in the
weapon hex or an adjacent hex, and a sec-
ond turn to grab the weapon and stand up.

Once you have the weapon in hand, it
must be readied if it is a weapon that
requires readying after each use. Thus, a
sword is automaticaly ready, but it takes
two turns of readying for a polearm. It
takes a number of turns equa to a shidd's
passive defense (1 for a buckler, up to 4
for alarge shild) to ready it on your arm
after you pick it up.

Broken Weapons

Knives, bows, crossbows, slings and
similar weapons are dways useless after
breaking. For other weapons, roll one die.
Thereisa50% chance that it is still partially
ussble - refer to the appropriate paragraph below.

Swords: A broken sword does haf its
norma cutting damage, but is aimost usdess
as an impaling weapon: Thrust damage,
crushing only (because the tip is gone). A
broken 2-hex sword hasonly a1 -hexrange

Smallswords and Rapiers: A broken
smallsword is treated as a dagger, and a
broken rapier istreated as asmallsword. The
broken tip does not make the weapon less
deadly -just shorter!

Foears. Thereisa50% chance the head will
break off where it joins the shaft - in which
case, you now have aquarterstaff. Otherwise,
you have a club, and there is a 1-yard spear,
doing norma damage, lying on the ground in
front of you.

Battleaxes; There is a 50% chance you
now have a club, and a 50% chance the
shaft breaks near your hand - in which
case, thereisaclumsy (-4 to hit) 1-yard axe
lying in front of you.

Polearms. It all depends on where it
bresks. There is a 33% chance you are |eft
with an 8-foot pole (parries normally,
attacks as a blunt pike); a 33% chance you are
left with a quarterstaff, and there is a very
clumsy (-4 to hit) axe on the ground; and a
33% chance you are |eft with ashort club and
thereisaclumsy (-2 to hit) 2-hex battleaxe on
the ground. Figure skill and damage according
tothe new wegpon typel

Axes and Maces. The head is broken
off, leaving you holding ashort club.

Other Weapons. Use the closest type of
weapon listed above, or let the GM make a
logica decison about the posshilities (and
roll, if there is more than one way for the
wegpon to bresk).
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Striking Into a
Close Combat

If you are not, yourself, involved in a
close combat, but your alies are, you may
want to help them. You can do this by
standing outside the close-combat hex(es)
and striking at afoe whoisin close combat.

Your attack is at a -2, plus any modifier
for the foe's position (lying down, for
instance). If you hit, your foe's only legal
defenseisto dodge.

If you miss, or if your foe successfully
dodges, you may hit someone else in the
hex. Roll randomly to see who you
"attack" first, if there is more than one
other fighter in the hex. No attack roll you
make, whether it is against a friend or foe,
can be at better than a 9. If you hit, the vic-
tim may dodge. Keep rolling until you run
out of targets or you actually hit someone.

Shiglds in Close Combat

In close combat, a shield becomes a
potentially deadly nuisance. It still pro-
vides its passve defense. However, it ham-
pers you while you wear it. Any attack you
make in close combat (except for theinitial
slam or step-and-attack. when you move
into the foe's hex) has a penalty equal to
the passive defense of your shield!

Any DX roll you attempt in close com-
bat, after your first turn of close combat,
hasthe same penalty.

It takes one turn, with a successful DX
roll, to get rid of your shield during a close
combat.

Karate Kicks In
Close Combat

The Karate skill allows you to kick in
close combat - something normally forbid-
den. All norma Karate rules (falling down,

etc.) apply.

Modifying Dice + Adds:
An Optional Rule

Sometimes, accumulated modifiers will
give large plusses - eg., an attack of 2d+5.
In this case, the GM may rule that any +7
be turned into two dice, or any +4 be
turned into one die. Thus, an #étack of
2d+5 would be equivalent to a 3d+l. This
gives more realistic results, but requires an
extra step when character sheets, etc., are
filled out - soit'sup to the GM.

DEFENSEINCLOECOMBAT

The only active defense that works in close combat is Dodge. Exception: if you
have the Brawling, Judo or Karate kill, alowing you to parry bare handed, you can usethe
Parry defense

Y ou may choose to "dodge and retreat” in close combat, if the enemy isnot holding
you. Add 3 to your defense and back out of the hex - that is, leave on your side, moving
one hex! If thefoeis arapplina vou, vou cannot do this.

MULTIPLECLOSECOMBAT

Any number of people may be involved in a close combat. This can be difficult to
show with miniatures - especially if some figures are standing and other figures are
lying down. A good compromise isto alow afighter to declare himsdlf in "close combat”
with an opponent while ill in the next hex.

Up to two figures may combine in an attempt to take a single foe down; up to three
may combine in an attempt to pin asingle foe. In either case, use the ST (or DX) of the
%acker with the best score, and add 1/5 (round down) of the ST or DX of each of his

pers

RANGED WEAPONS

A "ranged wesgpon” is any weapon that is used at a distance. This includes thrown
weapons, missle weapons, beam weapons and (in amagical world) many types of hostile
magic. There are several different types of ranged weapons, each with its avn char-
acteridics.

Thrown Hand Weapons

If a hand weapon is designed to be thrown, anyone may throw it by rolling against
the appropriate thrownweapon skill. Thrownweapon skills are different from regular
weapon skills. For ingtance, the KnifeThrowing skill is not the same as the Knife skill,
even if the knife is the same. The generd Throwing skill gives you a bonus for throwing
any wegpon (or anything dse you have handy).

The Weapon Table indicates which wegpons can be thrown.

Thrown Objects

Throwing a brick, rock, flask or similar object is considered an attack. Use your
Throwing skill (p. 49). or DX-3. Seep. 201 for pendtiesfor hitting a specific target.

A rock, grenade or smilar item weighing a pound or less can be thrown 3.5 yards
times your basic ST. For characters of normal ST (7 and above), arock does 1 hit less
than your basic Thrust damage. For detailed rules on throwing things of al weights, see p.
Q.

Missile Weapons

Missile wegpons include bows, crassbows, dings, guns and beam wesgpons. A low-
tech missile weapon's range and damage are governed by its usar's ST.

Craossbows are an exception: range and damage are governed by the bow's ST. You
may use aweaker bow than your ST. If you use a heavier bow, it does more damage -but
it takes longer to cock. A crossbow of your ST or less takes 2 seconds. A crossbow with
ST 1 or 2 greater than yours takes 6 seconds. A crossbow with ST 3 or 4 greater than
yours requires a "goat's foot" device to recock each time - this device weighs 2 Ibs,
costs $50. and cocks the bow in 20 seconds. (Remember that in addition to cockingtime, it
takes one turn to ready an arrow - unless you have Fast-Draw for arrows- and one turn to
place the arrows on the bow.)

Y ou cannot cock a crossbow, except by sow mechanical devices, if its ST exceeds
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Ranged Weapon Stats

For each ranged weapon, four numbers are listed, describing that particular
weapon's specia characteristics:

Shap Shot Number (SS): If your adjusted "to hit" roll is greater than or equal to this
number, you may fire without aiming, yet incur no -4 snap-shot penalty, as long as the
target was in view at the beginning of your turn. Snap-shooting is relatively easy with
some weapons, very hard with others. Larger, closer, and slower targets are easier to hit
with snap shots . . . and a skilled shooter can succeed with a snap shot where an
unskilled one would have little chance.

Accuracy Modifier (Acc): This is the bonus a user gets with this weapon if he takes at
least one turn to aim. For instance, if your Pistol skill is 15. and your .45 has an
Accuracy modifier of +2. you have an effective skill of 17 after you aim for a turn.
Scopes add to a weapon's Accuracy modifier in aimed fire. Add half a scope's power of
magnification to its Acc - e.g.. a 4x scope adds +2. Scopes give -1 to effective skill of
unaimed shots: they are clumsy.

Some weapons have a very high Acc. but you can never get an Acc bonus of more
than your skill For example, if your Beam Weapons skill is only 8. and you use a Laser
Rifle (Acc 15). you only get a +8 with it.

Half Damage (1/2D): Therange (in yards) at which the power of the weapon has
fallen off so much that it only does half its normal damage (roll normally, and then
divide the result in half, rounding down). Realistically, most weapons lose striking
power gradually as air resistance slows them down, but a detailed calculation would be
unplayable. When firing at a target beyond the 1/2D range, ignore the weapon's
accuracy modifier, random variations have canceled whatever inherent accuracy the
wespon had.

Maximum Range (Max): No attack is possible beyond this range, because the
weapon won't reach that far - or, for a thrown weapon, because it won't be traveling
noint first.

sample ranged-wecapon stats

Weapon Ss Acc YD Max
Smdl Knife 11 0 ST5 ST
Baseball or rock 12 0 STx2 STx3.5
Spear 1 +2 ST STxI.5
Longbow 15 +3 STxI5 STx20
Crossbow 12 44 STx20 STX25
45 pistol 10 +2 175 1.700
Laser rifle 15 +13 900 1.200

There will be specific notes for some weapons. For example, a .50-caliber sniper
rifle will have an extra -3 penalty for snap shots. Its recoil is so strong that if you fire
it with less than minimum ST. it takes two turns to recover.

Arc of Vision

If you have a ranged weapon, you can
attack into any of the white hexes to your
front, as shown below. Thisis your "arc of
vison." A character with Peripheral Vision
can fire into any hex in his arc of vision, as
shown by the gray and white hexes.

East-Draw for Archers

If you learn Fast-Draw for arrows (or
crossbow bolts - same skill), a successful
Fast-Draw roll will let you ready an arrow
in "zero time." This will shave one second
off your overall readying time with your
bow.

However, the penalty for missing a
Fast-Draw is greater for an archer. If you
missyour roll, you drop the arrow. But on a
critical miss, you spill your whole
quiver! Picking up each arrow is a separate
"ready” action from then on, and you can't
fast-draw an arrow that's lying on the
ground.

Shooting Blind

If you have a ranged weapon, you may
attack someone outside your arc of vision
by "shooting blind." Your attack is at a
penalty of -10. or a maximum "“to hit" roll
of 9, whichever is worse. (As Murphy's
Law predicts, you are often less likely to
hit your target than anyone €else in the
vicinity.) Needless to say, you cannot get a
bonus by aiming. See Hitting the Wrong
Target, p. 117.

on
Human Targets

When usng a raged wespon againd a
humen targe, you mey dmog dways siplify
the calculation by using only the Range
modifier. Size of an adult human gives a zero
modifier. Speed should be neglected
(unless the target is flying or something
amiliar), because the target will ogt an adtive
ez
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Pop-Up Attacks

A pop-up attack is a specia Attack
maneuver in which you emerge from
cover, move one hex or less, throw a
weapon, and return to your cover - in the
space of one turn. This is also possible
with most missile weapons, but not with
any bow except a crossbow. Pop-up
atacks include ducking around a corner,
around atreg, out of atrench, and thelike.

A pop-up attack cannot be aimed and
adwayshasa -4 Snap Shot pendty. There
is an extra -2 pendty for the pop-up
manuever because you can't see your target
a thebeginning of your turn.

While you are out of cover to throw
your wegpan, you may be atadked by any -
one targeting that hex with opportunity
fire Your only legd defenseisaDodge

Aiming

The Aim maneuver is used to target a
single foe when you have a thrown or mis-
sle weapon, or to target a single hexwhen
you are planning to take opportunity fire.
Aiming dows down your rate of fire, but
makes you more accurate. Aiming for atum
diminates the Sngp Shot pendty and gives
you the wegpon's Accuracy bonus (though
you cannot get an Accuracy bonus higher
than your base skill with the wegpon). You
may had your am as long as you like Each
turn of aming, after the fird, gives you +1
to hit, up toamaximum +3,

Standing still to am also diminates the -2
penalty for firing from an obstructed hex, or
one with bed footing.

If you are in a suitable position for
"bracing" your missile weapon, taking
evtra]r) one turn to aim gets you an extra +1
tonit.

If your target moves while you are aming,
your aim is unaffected. However, if you
lose sight of the foe, all Aim bonusis lodt! If
you are injured while aiming, you must make
your Will rall or loseyour am.

Aiming on the Move

A firer can aim while waking if the
pace is no more than two yards per second (or
half his Move, whichever is less). The
maximum aiming bonus whilewaking is +1.
Archers, except for crossbowmen, camot am
whilewaking.

Thrown Weapons

Throwable weapons include knives,
axes and spears. Each of these is a differat
"thrownwegpon” skill.

Thrown weapon skills are actually easy,
as "combat” skills go. They improve quickly
with practice. They are only consdered
difficult, in today's world, because few people
practice!

ATTACKINGWITHA RANGED
WEAPFON

When using aranged wegpon, your to-hit number isfigured by:

(1) Taking your base kill with the wespon.
(2) Modifying for size of target, as shown on thetableon
p. 201.
(3) Modifying for target's range and ( "

soeed (done as a single modifier), also from the
tableon p. 201

(4) Modifying for the specific weapon's accuracy, if
you have taken at least aturn to am. Y our bonusfor
accuracy cannot exceed your base kill levd.

(5) Modifying for conditions (sngp shat or extraam, bracing, darkness,
and so on) including any specia conditions deemined by the GM.

Thereault is your effective sill. A roll of this number, or less isahit.

Sze of Target

Thelarger thetarget, the easier it isto hit. The table shows arange of sizes; round up
to the next larger size, and read the modifier in the second column of the table.
Objects larger than man-sized give abonus to hit: amdler objects give a pendty.

Target's Speed and Range

The target's speed and range give a single modifier. The sum of range (in yards)
and speed (in yards per second) gives a number from the table. This means that if the
target is very fag, its distance becomes less important ... or if it is very far away, its
Speed becomes less important.

For very large or distant targets, the table gives a subsidiary column using miles and
miles per second. If you use miles for the range, dways use mps for the speed.

Tracking systems in highttech campaigns will add to the firer's effective skill - see
Chapter 16.

Examples: A target at 50 yards, with a speed of 30 yds/sec (60 mph) has a speed/
range of 80 yards. modifier -10. A target at 5 yards, moving 1,000 yds/sec, has a speed/
range of 1.005 yards: modifier -17. A target at 60 yards, moving 2 yds/sec, has aspeed/
range of 62 yards. modifier -O.

This system uses the same geometric progression for both size (generaly a positive
modifier) and the combination of speed and range (generally a negative modifier), and
gives reasonable results whether the target is a fly or a planet, at 1 yard or 100,000
miles, sationary or traveling at haf the speed of light

Speed and range are combined so that when one is relatively smdl and the other re-
aively large, only the relatively large factor has much effect on the outcome. Small
soeed (or range) becomes negligible when firing at atarget a extreme range (or Soeed).

If arocket isgoing 1.000 yards per second, it doesn't matter much whether it's 50 or
100 yards away. If an elephant is 1,000 yards away, it hardly matters at dl if it is
walking a 1 hex/second or 2 hexes/'second.

If atarget getstwice as big, twice as far away, and twice as fast, the difficulty of
hitting it stays the same. (Twice as far away cancels twice as big; twice as far away aso
cancels twice as fadt, snce angular speed hasn't changed.)

Examples of Range Calculation

Example: Thetarget isacar. 5 yards long (+3 to hit). It is 40 yards away, and moving
30 mph. 30 mphis 15 yards per second. 40 + 15 = 55; on the table on p. 201, 55 rounds
up to 70, giving a speed/range modifier of -9. The cumulative modifier is-6 to hit, before
the particular wegpon is taken into account.

Example: Y ou are throwing an axe at acask afoot across. Y our Axe Throwing kill is
16. The size of the cask gives you a -5 to hit. The cask is 5 yards away, and is ralling
dowly (1 yard per second). These combine for a speed/range modifier of 6 yards per



second. On the table, this rounds up to 7, for a-3 pendty. Your totd pendty is -8, giving
you an effective skill of 8. If you throw without taking aturn to aim, your effective skill is
less than the axe's Snap Shot number of 10, so you'll take an added -4 penalty for the
snap shot. If you aim for aturn, you will not have the -4 penalty. Instead, you'll getthe
axes Acc bonus of +2.

Example: You have a ST of 12 and alongbow. Your skill is 15. The target is a
man, so there is no modifier for size. He is 200 yards away and not moving (-12). The
total penalty is-12. so your effective skill is 3. Better aim for a long time, and cross
your fingerd

Note also that the "Half Damage" range for a longbow is STxI5. Two-hundred
yadsis gregter than your STxI5. so you will only do haf damageif you hit.

Firing Upward and Downward

Firing downward increases the distance you can fire a ranged projectile weapon:
firing upward decreases range. This is not likely to matter at short distances, but can be
important a long range. lgnore it entirdy for beam wegpons like lasars.

Firing downward: For every two yards of devaion you have over your target, subtract
1 yard from the effective disance. Example: You are 40 yards away from your tar get, and
10 yards higher. Subtract 5 yards from effective range. Y ou fire as though you were
only 35 yards away. Note: Whenever thisformulawould reduce the effective range to
lessthan half the real ground distance, use hdf the redl ground distance indeed.

Firing upward: For every yard of devation from you to your
target, add 1 yard to the effective distance. Example: You are 40
yards away from your target, and 10 yards lower. Add 10 yards to
effective range. Y ou fire as though you were 50 yards away.

Firing on the Move

Any ranged weapon can be fired while the firer iswaking or
running, but it cannot be braced. Normal pendties (in addition to
the sngp shot pendty) are -1 for walking. -2 for running, and any-
thing else the GM assesses if the firer is otherwise handicapped or
?Iisttr)gctNed. Triple these pendties for crossbows, multiply by 6 (1)

or bows

Firing Through an
Occupied Hex

You can target an enemy if you can draw a straight line
between any part of your hex and any pan of his without passing
through a solid obstacle. A straightedge is a useful tool for deter-
mining this. However, if your chosen straight line passes through
an occupied hex, the figure(s) in that hex are in the way. Y ou may
hit them if you miss your intended target - see below.

Any character intheway (friend or foe) givesyou a -4 pendlty (-
8 for ultratech sonic weapons, which have awide beam). If your
attack passesthrough several occupied hexes, add the total penalty
for each character in the way!

If your attack passes along aline between two hexes, thereis
no penaty unlessboth hexes are occupied. If they are, treat it asa
single hex pendty.

Someone lying down is never "in the way" unless you, too,
are on the ground. Someone kneeling or sitting is not in the way
unless either you or your target is aso knedling or gtting.

Hittingthe Wrong Tar get

If you attack with a ranged weapon, and miss, you may hit
someone d<e. You must check for thisif you fail your atack roll.

Any character (friend or foe) may be hit if he was in your
line of fire. To determine this, check the line along which you
attacked. Any hex this line passed through is "in the way."

Erratic
Movement Modifiers

The GM may add to-hit modifiers up to -4
for unpredictable movement of the target. A
target which doesn't deviate from a straight
line by at least its own size per second is not
unpredictablel

Sample modifiers:

-1 for a vehicle swerving or a man Sde
stepping and dodging as he runs (halving
Move).

-2 for a man evading rapidly (making
littleforward progress, Move 2).

-3for arat running acrossthefloor.

-4 for a hummingbird or equdly

unpredictable target .

------




Opportunity Fire

A character with a thrown or missile
weapon may stand still, watching a speci-
fied area, and fire as soon as a target pre-
sentsitself. Thisisopportunity fire.

To take opportunity fire, you must
choose the Step and Wait maneuver. Y our
character is now staying still, facing the
direction you choose and watching for a
target in a specified area. If a target
appears, you must fire (or throw) your
weapon (but see below). This takes place
immediately. You may do nothing else
that turn. If no target appears, you simply
wasted that turn.

All of the areato be "covered" must be
within your arc of vision (seep. 115). The
larger the areayou have to watch, the
greater the penalty when you fire: One hex
being watched: -2 Two hexes being watched:
-4 Three or four hexes being watched: -5
Five or six hexes being watched: -6 Seven to
ten hexes being watched: -7 Morethanten
hexes being watched: -8 Y ou may also
specify asingle straight line, and say that
you will fire at the first target that crosses
that line. The penalty for this kind of
opportunity fireis-5. All normal modifiers
apply to opportunity fire.

If you want to keep your foes from
knowing where you are planning to fire,
just tell the GM secretly.

If two or more people are taking oppor-
tunity fire at the same target, they all fire at
effectively the sametime.

When you announce that you will take
opportunity fire, you must fire at the first
enemy that appears in the designated areal
The GM should make sure that players
carefully specify the areathey are watching
for opportunity fire.

Opportunity shots are automatically
snap shots, regardless of your effective
skill; the -4 penalty is built into the above
numbers. Exception: if you are watching a
single hex, you can Aim while you wait for a
target. This will give you the normal
aiming bonus when you findly fire. Each
turn you wait for a target counts as a turn
of aiming. However, if you are watching
more than one hex. you cannot get an aiming
bonus at dll.

If you want to specify that you are not
firing automatically, you may do so. When a
target appears, the GM makes your
Vision roll for you and tells you whether
you think it's friend or foe. You are at a -2
to your shot because of the time you will
spend deciding.

Characters who are knedling or lying down are not in the way unless you, too, are at
thar levd.

Because hitting the wrong target is a matter of pure chance, your attack roll against
each character isthe same: aflat 9 - or the number you would have had to roll to hit
them on purpose, whichever isworse

Roll first for the target closest to you. If you miss (or if the target dodges) roll for the
next target, and so on. Keep ralling until you hit, or your attack isblocked or parried, or you
run out of targets. If your attack went along a line between two occupied hexes, rall
randomly to see which oneyou check fird.

Anyone (friend or foe) gets the same defense againgt this attack that he would have
had if it had been directed againgt him intentiondly.
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Head only: -5to hit.
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Behind someone else: -4 to
hit. see above.

Lying prone without cover:
-4 1o hit.

Lying prone, minimum cover,
head up: -5to hit.

Cover and Conceal ment

If you hide behind something, you will be a harder target for ranged weapons. The
better the cover, the harder you will be to hit: anyone shooting at you must target an
exposal part of your body. Some examples.

Heed only: -5to hit

Head and shoulders exposed (e.g.. firing aweapon from atrench): -4 to hit.

Body half exposed (e.g.. firing from behind a tree, or standing behind a small
embankment): -3to hit.

Behind light cover (e.g.. ascreen of bushes): -2 to hit.

Behind someone else: -4 for each human-sized figure in the way. See Firing
Through an Occupied Hex. p. 117.

You can also make yoursalf a harder target, even without cover, by crouching or
lying down:

Lying pronewithout cover: -4 to hit.

Prone behind minimum cover (eg.. abody), heed up to observe: -5to hit.

Prone behind minimum cover, kegping head down: -7 to hit.

Crouching or knedling without cover: -2 to hit.

Based on these examples. GM's can interpolate a reasonable pendty for any exotic
method of concedment the players may devise

Lying prone, minimum cover,
head down: -7 to hit.

Crouching or kneeling, no
cover: -2 to hit
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If you are using the "hit location" rules, you may target specific parts of the body
(e.0., the head), a specific "to hit" pendties. Do not add these pendlties to the ones listed
above unless some extra difficulty is really being added. Example: If only the target's
head is showing, the pendty to hit it is the same -5, whether you congder it "aming & the
head because you want to," or "aiming at the head because that's dl that's exposed.”

Overshooting

If you make your attack rall, but your foe blocks or parries successfully, your weapon or
missle has been knocked to the floor. There is no chance that you hit anyone.

If your foe dodges, the weapon/missile went past him and may hit someone else.
Proceed as above, but start with the closest character on the other side of your foe. (You
aready know you didn't hit anybody between you and your foe. or he would not have
had to defend.)

Scatter

When you throw a grenade or similar object, you may say tha you are "lobbing" it
with a high trgjectory rather than throwing it in a straight line. Y ou till pick one hex to
aim at, and make your attack roll in the usual way. But you need not worry about anybody
who might be in your way. And if you miss, your grenade will hit fairly close rather
than shoating pest!

If you miss your attack roll, you missed your target by a number of yards equal to
the amount by which you missed your roll - or haf the distance to the target, whicheveris
less. Round up.

To determine the direction of your miss, roll one die. Take the direction you are
facing as#1. the next direction clockwise as #2. and so on. Y our grenade misses in that
direction, by the number of yards determined above.

GUNS

This section will give genera rules for al type of high-tech hand weapons, from
black-powder wegpons through 20th-century guns and on to sciencefiction wegpons such as
blagers Statsfor avariety of gunsare given on the Weapon Tables, pp. 208-209.

Sngle-Shot Weapons

The earliest guns (TL4 and early TL5) must be loaded with loose powder and bulets.
Each barrel or chamber must be loaded separately. Loading time for matchlocks and
whedlocks is 60+ seconds. Loading time for smoothbore flintlocks and caplocks is 20+
seconds; for rifled versions. 30+ seconds. Rate of Fire (RoF) given for such
weapons is the time necessary to load: e.g., the RoF of a matchlock is 1/60+. A roll on
Black Powder Weapons skill is required to successfully load such a weapon. A
matchlock pistol is a"fire and forget" weapon. Fire it once, then forget about it until the
next fight!

Many TL5 through TL7 guns, as shown by the RoF of 1 on the Wegpon Table, may be
fired once aturn; they take timeto reload, charge or cyde.

However, many "single-shot" weapons may be fired up to three times a turn with
repeated trigger pulls. This is shown by a RoF of "3" For recoilless weagpons, such as
lasers, there is no added penalty for the second and third shots. Weapons which recail
have a hit penaty for each added shot; this is the Rcl number on the Weapon Table.
This pendty is applied to each successive shot until thereis a minimum 1 -second pause
between shots. If your ST is below the minimum listed for the weapons, the penalty is
doubled for each point of difference and a 2-second pause is required to re-establish
shooting podtion.

Automatic Weapons

By definition, a fully-automatic weapon continues to fire as long as the trigger is
held. The shots fired by one trigger pull are a burst. Many automatic weapons (and all
made at TL8+) have selectivefire capability - they can be set to fire single shots. It
takes one turn to change from single-shot to automatic mode, or vice versa.

Other "Opportunity" Actions

The Wait maneuver can be used for any
"reflex action" you want to plan in advance -
e.g., "If Dora sees any Orcs, she will pull
this rope immediately - otherwise, she does
nothing." No action can be taken as a
"reflex" unless it can be done in a single
motion. The GM's decison isfindl.

Note: Thisistherule to use in a "knife
at thethroat" situation!

Counting Shots fan
opfional rule

Sometimes it B criticd to control exactly
how many rounds are being fired from an
automatic weapon: "Make every shot count, men,
we're down to the last few rounds!”

In such situations, the firer announces
how many rounds he wishes to fire, and
rolls against his weapon skill. A successful roll
allows the desired number of rounds if RoF is
less than 12. For RoF over 12, a success
allows the desired number of rounds, plus
or minus two GM's choice (but never less
than one round!). Failure means that the full
RoF isfired (if there are enough rounds).

Stunners

Stunners are norHethal sonic weapons.
They will not work in vacuum. Anyone hit by a
hand stunner must roll HT-3 (HT at 12 yds or
more) to avoid its effects. Every 5 points of DR
gives a+1 to thisroll; thisis the only protection
armor offers. If alimb is hit, it is incapacitated
for 20-HT minutes, on a head or body hit, the
victim is unconscious for the same period of
time. A critical failure on the HT roll triples the
duration. Victims cannot be revived before this.

For stun rifles, the roll is HT -6 (HT-3 at
300 yards or more).

Shotquns

Shotguns may fire ather shot o dugs
Shat doss the liged amount of damege for the
weapon, and gives +1 to hit at al times.
Each die of damageisrolled individudly and
gplied sparady vs amor.

A dug does double basic damege with no
damege maodifiers but & -2 to the firer's Kill.
Sugstiipethe /2D and Max ranges.

Power Supplies

Some ultrartech (futuristic) weapons use
powa cdls This is noled on the Shots
column of the Weapons Chart by a dash
followed by a letter indicating the type of
adl. For indance, a sunner (40/C) gets 40
shats from a C power cdl. See p. 247 for
Odtals

A B cdl costs $30; 20 weigh 1 pound, A
C cdl costs $100 and weighs 1/2 pound.
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Damage to Shields: An
Optional Rule

This rule allows shields to take combat
damage, eventually becoming worthless. Do
not use this rule unless you are willing to
tolerate  some bookkeeping in order to
achieve more redistic combat!

Whenever you make a defense roll by
only the number of points of your shield's
passive defence, the blow hit your shield.
For ingtance, if you have a large shield (4
points protection), and your total defense roll
is 12, then any roll of 9 through 12 missed
you but bit your shield. Any blow that hits
your shield can damage it.

Any wooden shield has an inherent
damage resistance of 3 - equivaent to an
inch of wood, or thinner wood with a 1/8"
meta facing. Subtract 3 from any blow
your shield takes before you assess damage
totheshied. -

Sield Damage Table

Shield type PD Damage
Improvisd | or varies
Buckler 21 520
Srdl 2 530
Medium 3 7140
Lage a 960

PD: The passive defense of the shield.

Damage: This is given as two numbers
separated by a slash. The first number
shows the amount of damage, in one blow, that
will penetrate the shield. For instance, five hits
in a single blow will penetrate a buckler or
small shield. If a shield is penetrated by a
crushing or cutting weapon, you are not hurt,
but the shidd is rendered useless. If it is
penetrated by an impaling weapon, the
weapon comes through and hits you. with
its force weakened by as many points of
damage as the shield took, plus 3 for its DR.
Except for that damage, the shield remains
intact.

The second number shows the total
damage vyour shield can take. Most
medieval shields were wood, or wood with a
thin layer of metal. After one good battle, a
shield was worthless. Keep track of the total
number of hits your shield takes for you.
When this total is exceeded, your shieldis
destroyed!

At Tech Levels 24, metal shields (usualy
bronze) are available, but uncommon. For a
bronze shield 1/2" thick, quadruple the cost,
triple the weight, and double the damage it
can take before destruction. It has DR6 — it
will turn most arrows and some bullets!
Passive defense remains unchanged —
which is why such shields were rae.

TL7 riot shields (Lexan, etc.) have the
same damage numbers as wood shields but
weigh half as much. Shields made of more
advanced materials are certainly possible.

Force shields may exist at TL11; see p.
76. They do not take damage when hit

Rate of Fire

The Rate of Fire (RoF) for an automatic weapon is the number of rounds it fires
each turn. If the gun startsfiring at the beginning of theturn, and thetrigger isheld for the
whole turn, the gun fires the RoF number of rounds.

If the gunner takes any other action (such as moving, changing facing or dodging)
before firing, some of the time that could have been used in firing is expended. Any
action that takes less than 1/2 of Move dlows full RoF: an action that takes 1/2 Move or
more dlows 1/2 RoF. The GM rulesin any disouted case

Number of Hitsin a Burst

It is very unusual for al the rounds of a burst to hit the target. To game this, the
burgt is divided into groups of no more than four shots. A separate roll to hit must be
made for each group fired. The firer rolls against Guns skill, modified by Recoil of the
Wespon.
The table below shows the number of shots that hit. depending on the success of the
roll. Note that if three or four shots were fired, aroll that misses by 1 is <till ahit with
one shat. A missby 2 or moreisamisswith dl.

A critical hit with agroup of shotsisahit with al the rounds. One shot does damage

according to the Critical Hit Table. Likewise, acritica misswith agroup meansonerall on
tha Critira Mice Tahla

a burst

hits in

Roundsin Roll Made by

Growp 3 0 7 2 3 4 5+

1 0 1 1 1 1 1 1

2 0 1 1 1 1 1 2

3 1 1 1 1 2 2 3

4 1 2 2 3 3 3 4
Damage from a Burst

Every round in aburgt has a chance to damage the target separately. Damage is separate
for each round, not cumulative. This affects armor penetration. The PD and DR of the
target must be gpplied separately to each round thet hits.

Exception: For lasers with automatic fire, total the damage from dl rounds gtriking
the target in each one-second burst. If eight 2d rounds are fired, and five of them hit,
aoply them to the target’'s armor asasingle 10d atack.

Recoil fromBurst Fire

Burst firing is harder to control than single-shot. Each round of the burst has the
same recoil impulse as would a round fired by itsdlf, so along burst is harder to control
than a short burst. Among the things that determine recoil are weight-to-recail ratio,
sock design, compensators and rate of fire,

When a weapon is fired on automatic, the Rcl number is a pendty to the effective
skill level on thefiring roll for the first group. This pendlty is added again for each four-
round group, or partial four-round group, after the first. 1 becomes -2 and then -3; -2
becomes -4 and then -6: and so on.) This penaty continues to add as long as that burst
continues, even in subsequent turnd

At TL7 and bdow. dl autometic weapons have sgnificant recail; the best Rd number
is-1. At TL8 and 9. some automatic weapons have a Rcl of O - they are effectively
recoilless. At TL 10+. dmost dl wespons are recoilless.

The Rcl number is doubled for a base Skill level below 12. Rcl is aso doubled for
each point of ST below that required for the weapon. These doublings are cumulative that
is ST bdow ligt and Skill below 12 quadruples the Rd humber.
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Removing or folding the stock of aweapon multiplies Rcl by 1.5 (round up). Firing
any weapon with one hand doubles the Rcl penalty. These apply to non-automatic
wegpons aswell. Note that folding the stock dso lowers SShy 2 and Acc by 3.

Hitting the Wrong Target

Any bullet that does not hit the intended target might hit the wrong one (see p.
117). Itisonly necessary to track the fate of every stray projectileif something significant
islikely to be hit.

Aiming Successve Groups

An automati c-weapon firer can use hisweapon like ahose, aiming even as hefires, as
long as he can seewhere hisrounds are going (GM'sdecision, or makeaVisionroll). After
one four-shot group, this adds the weapon's Accuracy bonus. Each successive group
fired thisway also gives+1 for aming, up to the normd maximum +3 for aming.

Automatic weapons can use the "garden-hose" effect even when firing on the
move, if the firer watches his target while running. However, on any but the flattest
ground, this requires arall vs. DX or Vision (whichever isworse) every turn, to avoid a

fall. GMsmay apply pendtiesfor especialy bad terrain: alienswith lots of eyes may not
needtoroll a Al .

Area Effect

Automatic weapons can be fired againgt severd targets in one burst. All these targets
must be within a 30° angle. When playing on a hex-grid, let this be any angle
described by two spots which are 5 hexes gpart and 10 hexes from the firer (see below).

The targets must be engaged in succession, and the firer must announce, before
rolling to hit, how many rounds he will use on each one. Caculate the attack separately
for each target. If the targets are more than one yard apart, traversing between targets
wastes some rounds. For RoF of 16 or below, one round is lost for each yard between
targets. For RoF over 16, two rounds are logt for each yard.

EXA.CSONS

Explosions do two kinds of damage: concussion and fragmentation. In combat,
most explosons will be from grenades, mortars and so on.

Concussion Damage

Concussion damage for grenade-sized explosions falls off rapidly with distance.
Base damage for the weapon applies only to targets in the hex of impact and adjacent
hexes. It is 1/4 that in the next two hexes; 1/4 that in the next two. and so on. Roll tota
damage separately for each target, and then divide by the appropriate number (4. 16.and
0 0n). Damage lessthan 1 isignored.

Concussion does crushing damage. Armor protects normdly.

fragmentation Damage

Explosions may aso do fragmentation damage, if there is anything that can be
shattered and thrown about a the explosion site. Significant fragment damage is done

Molotov Cocktails and
Oil Flasks

Inagame a TL4 or above, a "Molotov
cocktail" - a bottle filled with gasoline -
can be used as afirebomb. A rag istied to
the outside. Light the rag and throw the
bottle; when it hits, it will break, spilling
flaming ges

However, before the 18th century (that
is, before TL4 on Earth), no flammable,
hot-burning liquid was available. (Alcohol
is flammable but burns with a cool flame.
Pitch is gticky but will not flare up ingtant -
ly.) Sill, in a fantasy low-tech game, you
may use the "oil flak" weagpon. Just
assume that the ancient secret of "Greek
fire" was not lost, and fill an earthenware
flask with the concoction. It should be very
expendve

It takes one second to ready a flask
hanging a your belt; one second to light its
"fusg” if you have atorch or lighter; one or
more seconds (optional) to aim; and one
second (an Attack maneuver) to throw it.

A bottle will always bregk if it hits the
floor. Thereisafivein six chancethat thefuse
will stay lit and catch the contents on fire. It
will produce a 1-hex pool of fire, with tiny
spaters dl around. Place a marker to indicate
that thehex isonfire.

If your target is a person, he may dodge or
block (but not parry). A dodge means the
bottle hits his hex (but not him). A block
means it breaks on his shield - see below.

If a Molotov cocktail or oil flask hits a
living being, it will dways bregk if itstarget is
wearing plate or other rigid armor.
Otherwise, there is a 50% chance it will
bounce into an adjacent hex (choose ran
domly) and break onthefloor. If it bregks on a
shield or living being, there is a four insix
chancethat it will ignite.

The flame will burn for one minute -
longer than most combatswill last

Being on fire (or in aflaming hex) does|d-
1 damage per turn. Toughness does protect
you; so does armor - up to apoint. See Flamg,
p. 129, for detail s

If your shield is on fire, you may use it
normally (thefireis on the outside). But the
shidd must be discarded after the battle. If
you are using the Shield Damage rules
(p. 120), the shield takes one hit per turn
for one minute or until thefireisput out.

Disadvantages. Because a bottle is so
fragile, there is a four in six chance of
breakage for each one on your bdt if you fdl
down. Also, afoe may drike a abottle or flask
on your bt (-5 to hit); it automaticaly breaks if
hit In dther event, you will be soaked in
flammable liquid from the waist down. If
you enter a fire hex, you will cach fire
yoursdlf.




Suffocation

It is possible to render a victim uncon-
scious or even dead without inflicting Sig-
nificant HT damage, by suffocating him.
This may be done either by preventing him
from breathing, or by restricting the flow
of blood (and thus oxygen) to hisbrain.

While struggling, a character can "hold
his breath" - that is. survive without damage
while no fresh oxygen is reaching his brain
- for anumber of turnsequal to hisHT. If
the victim does not resist in any way - a
feat which requires aWill roll - he may lie
passively inthe grip of his assailant,
holding his breath for HTx4 turns. If the
victim can win a Contest of Skills (Acting
vs. 1Q), the attacker may be fooled into
thinking he's unconscious.

Once the victim is "out of breath," he
loses one Fatigue point per turn. When he
runs out of Fatigue, he falls unconscious. If
his assailant continues to restrict the flow
of oxygen to his brain, he will die in four
minutes, regardless of his current or starting
HT. If his assailant releases him, he will
regain consciousness fairly quickly.

A victim may be suffocated to uncon-
sciousness or even death in a variety of
ways. You may hold his nose and mouth
shut by hand, cover his face with a pillow
or other suitable object, or constrict either
of his carotid arteries (which may be found
on either side of the throat, just below the
hinge of the jaw). None of these methods
inflicts any HT damage on the victim -
they simply induce brain death. All these
ways would require either that the victim
be tied or otherwise helpless already, or
that the attacker win a Contest of ST every
turn until the victim fals unconscious.

If you attempt to choke a foe to death
by sgueezing his trachea, you do inflict HT
damage, as described under Choke or
Srangle on p. 112. At the same time, you
are also suffocating him, as described here -
so he may pass out from lack of oxygen
before you actually crush his windpipe.
The differenceis that by simply suffocating
him, you will not harm him in any lasting
way; by choking him, you are inflicting
potentialy fatal damage.

over aradius of 5 yards times the dice of the concussion damage. So, for example, a
grenade doing 4 dice of concussion damage would throw fragments over a 20-yard
redius.

The farther a target is from the burs, the less likely he is to be hit by fragments.
Start by assuming a hit, then roll passive defense (no active defenseispossible). PD is+1
for each yard from the explosion. For ground bursts, knedling gives +1 PD and prone
pogtion gives +2. The maximum possble PD vs. fragments is 15. Position does not protect
agang arburds.

Damage done by fragments depends on the ground at the site of the explosion, fromId-
4 for ordinary earth, up to 1d for an explosion on loose scrap. Fragmentation shells
(arenades, etc.) produce deadly fragments: 2d damage if hit, regardless of the ground at the
dte

SPECIAL STUATIONS
SUBDUINGA FOE

At times, you will want to subdue an enemy without killing him. Knockout gas,
magic and similar tricks are the best way to take prisoners - most weapons are entirely
too final! But if you need to defeat someone without harming him, and you have only
ordinary weapons, you dill have severd options.

Disarm him. Y ou can do this by striking at hisweapon (see p. 110) to knock it out of
his hand or bregk it. Of course, he may not surrender even then.

Pull your punches. You do not have to strike with your full strength. You can
always choose to use less strength - as much or as little as you like - when striking with
your hands or with aweapon. Example: If your normal damage with your sword is
2d+l. you can say. "I'm using less strength: | only want to do 1 die of damage." You
can specify any amount of damage you want, but you still have to roll the dice to see
how much you actudly did.

Turn your blade. Y ou can strike with the flat of a sword or axe. The weapon then
does the same basic damage but gets no damage bonus. You can aso turn a spear
around and poke with the blunt end. Again, it does the same basic damage but no extra
damage for impaing.

Pin him. If you can engage the foe in close combat, you can "pin" him and then tie
him up. This takes about aminute, and requires ropes.

Siffocate him. See the Sdebar.

IJRRIEATTACKSANDINITIATIVE

When the PCs surprise a group of adversaries, or vice versa, the party that is sur-
prised may not be able to react immediately. In this case, the attackers should get one or
more "free turns." The GM is responsible for determining when the attackers have
achieved surprise

Note that a character with Combat Reflexes is rarely surprised. He will never
"freeze." His Side gets a +1 on initiative (+2 if he is the leader, but not cumulative for
more than one character). He aso gets a+6 (1) on his 1Q roll to recover from surprise.
Mogt wild animds automatically have Combat Reflexes.

Total Qurprise

When the defenders are totally taken by surprise, they will "freeze." The GM rolls 1
die. Thisis the number of seconds that passes before the defenders can react at all,
unless they have Combat Reflexes. Adventurers, guards and the like will rarely be taken
totally by surprise unless they are actualy adeep. But total surprise would be appropriate
if agroup of werewolves came charging through the door of thelocal library. (Infact,
such an extreme case might justify a Fright Check, at leest for the librarian.)
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After the initial "freeze" ends, each defender must roll against his basic IQ at the
beginning of each turn until he recovers. A successful roll means that character can
move and act normally for the rest of the combat. A failed roll means that character is
still mentally "stunned.” A really stupid character, taken totally by surprise, could missthe
whole combat!

Partial Qurprise

This may occur when the defenders were expecting trouble - or when each party
surprised the other! The GM should require each side to roll for initiative.

To determine who gets the initiative, the leader of each side rolls 1 die. A leader
with Combat Reflexes gets +2. or +1 if another party member has Combat Reflexes (not
cumulative). The smarter leader gets +1. Tactics skill gives a +1 on initiative rolls: a
skill over 20 gives a +2. The GM can add other bonuses or penalties as he sees fit - for
instance, if he thinks that one side was more alert than the other. The side whose leader
has the highest roll will get the initiative.

If one side is totally leaderless. the GM rolls for them. They get an automatic -2 to
initiative. (This does not apply to animals. |

The side that gets the initiative can move and act normally. Each character on the
other side is mentally stunned and must roll vs. 1Q each turn, as described above, to
snap out of it. However, with partial surprise, each character gets a+1 bonus to |1Q on the
second turn. +2 on the third turn, and so on - so even the stupid characters will catch on
after afew seconds.

If theinitiative roll is atie. nobody was taken by surprise.

Mass Combat

A very large battle - one involving over
20 fighters - can last along time. If thisis
not your cup of tea, you may want to limit
yourself to the Basic Combat System in
largefights, just to savetime.

In particular, sequencing (remembering
who goes in what order) can make a mass
combat play very slowly. This is a good
time to use the "clockwise around the
table" rule. Note: If the combat starts with
the opponents right next to each other, the
first side to attack will have an advantage

. s0 beredlistic, and let the fighters start
out at some distance from each other.

As an alternative, you can use the
abstract mass combat system from GURPS
Compendium Il (to be released in fall,
1996) for resolving very large battles and
determining their effect on the PCs.

ATTACKINGWITHA3HIELD

A shidld is an excdllent defense against low-tech weapons, but it can also be used
offensively. To attack with a shield, roll against Shield skill.

Shield Bashing

A shield "bash" is an attack. It can only be made against a foe in your front or left
hexes. Roll against your Shield skill to hit. The foe may dodge or block normally, or
parry a -2. Weapons of 2 Ibs. and under cannot parry at al! A shield-bash does
thrust/crushing damage.

Some shields are spiked, and do +1 damage in a bash attack. However, this is not
treated as impaling damage, because the spikes are typically blunt and short. As a rule.
"Chivalric" shields are not spiked, but a barbarian or Viking shield might be. A spike
adds 5 pounds to shield weight and S20 to cost.

Shield Rushes

A "shield rush" is an attempt to knock your foe down by slamming into him with a
heavy shield. You must have a medium or large shield. A successful shield-rush will
knock the foe down. Seen. 112 for details

COMBAT AT DIFFERENT LEVELS

Suppose you want to jump onto a table and strike down at the foe? Or fight your
way up a staircase? If you and your foe are at different levels, the vertical distance
affects combat. This rule is for hand weapons. For ranged weapons, see Firing Upward
and Downward, p. 117.

A long weapon (reach over 1 yard) brings the foe closer! If afighter has a weapon
with a 2-yard reach, he attacks as though his foe were 3 feet closer, but a foe with a one
yard weapon would get no corresponding advantage when striking back. Example: An
attacker with a greatsword, standing 6 feet below his foe, attacks as though his foe were
only 3 feet higher.

One foot of vertical difference, or less: Ignoreit.

Up to two feet of vertical difference: Ignore it unless you are using hit locations. In
that case, the higher fighter has a -2 hit penalty to attack feet and legs, and a +1 hit

Dirty Tricks

Creative players will constantly be
inventing new combat tricks - for instance,
throwing sand in an enemy's face to blind
him. This presents a problem for the GM.
On the one hand, creativity should be
encouraged: it makes the game more inter-
esting. On the other hand, tricks only work
when they're new and original. If sand in
the face worked every time, barbarian war-
riors would leave their swords at home and
carry bags of sand instead!

The best solution is to let "tricks" work
once - maybe twice - and then assume that
word has gotten around. If you, asthe GM,
think that the players' clever idea is a good
one, you should give it a fair chance to
work. But remember that elaborate tricks
can fail elaborately .... and word gets
around. The first Trojan Horse was a great
success. It hasn't worked since then.

| Q and Dirty Tricks

Often, a GM will find { appropriate to
require an 1Q roll when a clever trick is
atempted. Depending on the circumstance, the
GM may:

(a) make the trickster rall vs. his 1Q to
pull thetrick properly;

(b) makethevictimroll vs. his1Q to see
throughthetrick;

(c) require aContest of 1Q to seewhich ane
outsmartstheather.

No hard-and-fagt rule can be given. Just
remember: nobody who takes an 1Q 8
fighter should be alowed to play him as a
geniud
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Torches and Flashlights

A torch or flashlight reduces the hit
penalty for darkness. In caves, dungeons,
etc.. any such light within line of sight
turns the hit penalty from -10 (total dark-
ness) to-3.

A torch can be used as a weapon - treat it
like abaton (alight club) - plus onepoint
of damage for the flame. And, of course, a
torch can be used to set other things on fire
- given enough time. Most ail you'relikely to
encounter in amedieva world will catch fire
three seconds after contact with an open flame;
ordinary dothing will catch in four seconds:
kindling will take ten seconds to set ablaze.
Other types of objects will vary - GM's
judge ment.

It is possible to carry a light in your
"off" hand, leaving your wegpon hand free for
combat. It's even possible to parry with it -
taking gppropriate minusssif itiscarried in the
off hand. Bear in mind that a torch or
ordinary flashlight will smash on thefirst blow
if used to parry aweapon of significant heft!

At TL7, "police flashlights" (see
Modern Equipment ligt, p. 213) are aval able.
Such aflaghlight performsfor dl purposeslikea
light club.

bonus againgt the head. The lower fighter has a+2 bonus to hit feet and legs, and a -2 hit
pendty againg the head.

Up to three feet of vertical difference; As above, but the lower fighter dso subtracts 1
from his defense rall, and the upper fighter adds 1 to his defense.

Up to four feet of vertical difference: Asabove, but subtract 2 from the lower fighter's
defense; add 2 to the upper fighter's defense. The upper fighter cannot strike at the lower
fighter'slegs or feet.

Up to five feet of vertical difference: The lower fighter cannot strike at the upper
fighter's head, and the upper fighter cannot strike at the lower fighter's feet or legs.
Subtract 3 from the lower fighter's defense; add 3 to the upper fighter's defense.

Up to six feet of vertical difference: The upper fighter may only strike at the lower
fighter's head; no specia bonuses or pendties. The lower fighter may only strike at the
upper fighter's feet and legs; no special bonuses or pendties. Subtract 3 from the lower
fighter's defense; add 3 to the upper fighter's defense.

Over six feet of vertical difference: Combat is impossible unless the fighters adopt
some strange position (e.g., the upper fighter lies down and reaches over the edge). In
that particular case, he would effectively bring himself three feet closer, and his foe
could strike at hishead and arm. The GM may offer appropriate bonuses and penaltiesfor
any odd tactics that the players employ.

Digtances are sat by common sense and mutua agreement (beforehand, if possible).
Some examples. Ordinary stairs rise 8 inches per step (for smplicity, you may want to
cal them 1 foot). The seat of achair isless than two feet tall. An ordinary dining tableis
less than 3feet tall. The counter in ashop is about four feet tall. The hood of acar. or the
bed of awagon, is about three feet tall. The roof of acar. or the seat of awagon, is over
four feet tal.

ATTACK HFROM ABOVE

Ambush from above is a good surprise tactic: roll a Contest of Skills (Stealth vs.
Vision.) to seeif the surprisesworks. When walking dlong atrail, alley, etc.. anyonewill be
at -2 to notice someone lurking above, unless they specificaly state they arelookinginthe
trees/high windows, etc.: then they get a +2. Peripherd Vision does not help you spot a
foeabove you.

An attack from above may paralyze its victims with surprise (p. 122) if the GM so
rules. If the victim knew he was being attacked (unlikely in an ambush) his active
defenseis at -2 If he did not know he was being attacked, he has no active defense. An
attack againgt afoe above suffers penalties as above. A "stopthrust” may be attempted if
you are aware that afoe is dropping on you (see p. 106).

Some ambushers (animals, in particular) may ambush you by actually dropping
onto you. As arule, this produces identical damage for both attacker and victim (see p.
131). Remember that avictim is a soft thing to land on. Thus: |d-5 damage per yard for a
1- or 2-yard jump, 1d-4 per yard for a 3 or 4yard jump, and so on. Animals that are
natura ambushers-from-above (e.g.. jaguars) are built for jumping, and so take a further -2
dan;]aqe per yard jumped - thus, only avery unlucky cat. or one jumping along ways, will
oet hurt.

GMs. use common sense for specia cases. An attacker in heavy boots would do +1
damage per yard, an armored man is not a oft target - and so on.
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ATTACKING INANIMATEOBJECTS

There are many situations in which you will want to attack something rather than
someone. Go right ahead. It can't hit back. Any inanimate object will have a DR (damage
resistance) representing its innate "toughness,” and a HT (hit point) score, representing
the amount of damage it can take before it is cut, broken, or smashed. Almost any attack
on an inanimate object can be generalized as (a) cutting through a rope or bar; (b)
breaking through a flat surface: (c) smashing a solid object to rubble. Use the listing
nearest to the object you're attacking: modify as appropriate. To attack an object:

(1) Figure hit modifiers for size, speed, distance, etc. - see p. 201. If you are using a
hand weapon, and have a second to "aim" your blow at a motionless object, take a +4 to
hit.

(2) Roall to hit. as with a normal attack. Inanimate objects get no defense roll, unless
they are actually combatants (e.g.. robots, military vehicles).

(3) Roll damage normally for your weapon, if you hit.

(4) Subtract the object's damage resistance.

(5) Apply the remaining damage to the object. Edged and impaling weapons do not
get a"damage bonus" - that only applies toliving targets. When the object's "hit points"
are reduced to zero, the object has been cut. broken, or otherwise destroyed.

HT of abar or rope is the damage required to cut it. HT of awal or dab is the damage
required to force a 2foot-diameter hole. Impaling damage of the listed amount will make
asmall holein adab.

A complex object will have two HT listings. The first breaks it and makes it nor+
functional: the second destroys it. For example, a weapons locker might have a DR of 4
(thin steel), and HT of 20/50. If you use it to block the door, it will take 50 hits to reduce
it to rubble. But 20 hits will ruin it as alocker!

"Weapon to use' is intended as a guideline for the players and GM. rather than a
hard and fast rule. In general, just make sure that the weapon being used is one that
could reasonably affect its target! Use common sense. A hard-driven spear could easily
penetrate a door, but that would not break the door down. A club is unlikely to damage a
basketball unless the basketball has nowhere to bounce. A sword may eventually cut
down a door, but the sword will be dulled before the job is over. And so on.

damage resistance and hit points tor some tyvpical objects

Object DR HitPoints Weapon to use Object DR HitPoints Weaponto use
Light rope (g diameter) 1 2 Any Wallboard (1" thick) 1 5 Not impaling
Heavy rope(’l;' diameter) 3 6 Edoed Rywood (', thick) 3 15 Not impaling
Hawser (1.5" diameter) 4 10 Edoed Wooden dab (1" thick) 2 10 Any
Sed cable (/' diameter) 2 8 Not impaling Woodendab (2" thick) 4 20 Not impaling
Sted cable (*," diameter) 4 16 Edoed Wooden dab (3" thick) 6 30 Axe. hammer. dlub
Sted cable (1" diameter) 6 30 Axe
Wooden pole (1" diameter) 1 3 Any Thiniron/bronze (/") 3 6 Not impaling
Wooden pole (2" diameter) 3 8 Not impding Thiniron/bronze (‘/4") 4 12 Axe, hammer, dub
Wooden pole (3" diameter) 4 12 Edged Irondlab (/2" thick) 6 25 Axe, hammer, dub
Wooden pole (4" diameter) 6 20 Axe Ironwall (1" thick) 8 50 Axe, hammer, dub
Wooden pole (6" diameter) 6 30 Axe
Wooden pole (8" diameter) 6 50 Axe Thingted (") 4 10 Not impaing

Thin steef (*/5") 6 20 Axe, hammer, club
Bronzefiron bar (*/," diameter) 1 4 Not impaing Stedl dab (/" thick) 7 40 Axe or hammer
Bronzefiron bar (1" diameter) 3 20 Axeor hammer Stedl wall (1" thick) 8 80 Axe
Bronzefiron bar (2" diameterl 3 60 Axe

Brick wall (3" thick) 6 40 Axe, hammer, club
Sed bar (/" diameter) 2 6 Axe or hammer Concretewall (6" thick) 4 60 Axe or hammer
Sted bar (1" diameter) 6 25 Axe Sonewadl (6" thick) 8 Q0 Axe or hammer
Stedl bar (2" diameter) 8 80 Axe Stonewall (12" thick) 8 180 Axe or hammer
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Example of injury

Fiendish Friedrick has a basic HT score
of 14. He has the ill fortune to be trapped
in a dead-end corridor by a huge band of
orcs. He fights valiantly, but the orcs keep
coming, and Friedrick takes more and
morewounds.

When his HT is reduced to 3, his move-
ments slow and falter. Soon he takes
another blow which reduces his HT to
exactly zero. At the beginning of his next
turn, he tries his HT roll - and succeedsl!
Grimly, he hangs on to consciousness,
slaying another orc. For the next two turns,
he continues to make HT rolls. Each time,
he succeeds (with aHT of 14. it's hardto
miss) and stay's conscious.

Then he fails a HT roll. Instantly, he
falls unconscious.

The orcs keep hacking at him. When
his HT reaches -14. he must roll 14 or less
on 3 dice - or die. He makes the roll. The
orcs keep hacking (they're too stupid to cut
his throat). At -19 HT. and again at -24
HT. further rolls are required. Each time.
he rolls 14 or less, and clings to life. But
the orcs kegp hacking. Eventually.
Friedrick will reach -70 or miss aroll: then
he is automatically dead. Only strong
magic can help him now! And if the orcs
keep on hacking until his hits go to -140
(which might take a while), there will
not even be a body to revive - just a
Friedrickburger.

Instant Death

Regardless of HT. anyone can be killed
by a cut throat, decapitation, etc. If a help-
less or unconscious person is attacked in
an obviously lethal way - he's dead. Don't
bother to roll for damage, calculate
remaining hit points, etc.

This does not apply to a merely
unaware victim. If you sneak up behind a
sentry, you can't automatically kill him.
But you can play it out realistically. Aim
for a vital organ and attack; if the sentry is
just standing there, he can be attacked as
an "inanimate object” (p. 125) and you get a
+4 to your roll. Your attack roll will
amost certainly succeed. Your victim will
get no active defense at dl. You will prob-
ably do enough damage to incapacitate or
kill him. But it's not automatic.

NJURIES,
AND FATIGUE

The life of an adventurer is not all song and glory. You get tired. Y ou get your
clathes dirty. You may actually get hurt, or even worse, dead.

Fortunately, all these problems can be cured. Even death. Read on . ..

INJURIES

Wounds and other injuries cause bodily damage, or "hits" Your HT (hedlth) score
tells how many hits you can take. A character who goes down to O hit points will soon
fdl unconscious It is possble to survive with a negative hit point total.

The average character has 10 to 12 hit points. It should be obvious from the Basic
Weapon Damage table (p. 74) that this much damage can often be done by just one or
two blowd Thisis redigtic. Remember that most weapons are levers (to vastly increase
your strength), or impaling devices to reach your fo€'s vital organs. In redity, an average
man can kill another average man with one good heed blow from adub ... letdone a
sword, spear or gun. Armor helps. . . but fights are deadly. Avoid them!

General Damage (Lost Hit Points)

Someone who is wounded repeatedly will eventually weaken and collapse, evenif no
singleinjury is vay great. Record hits on your Character Sheet. Characters who lose mogt
of ther hit points are affected as follows;

3. 2. 1 hit paints left: Your Moveis cut in hdf: you are reding from the wounds.

0 or lesshit pointsleft: Y ou areinimmediate danger of collapse. At the beginning of
each turn, roll against your basic HT. plus or minus Strong/Weak Will. A success
means you may take your turn normaly. A failed roll means you fal unconscious.

-HT hit points. Y ou must make your HT roll (use basic HT) or die. If you don' die,
you are ill able to tak, fight, etc. (assuming you are gill conscious!). Another roll is
required after each further loss of 5 hit points. If you take 6 or more hits at once, you
cross two levels and must make two HT rolls. (Example: If your HT is 8. then-8is "-
HT." When you reach-8 hit points, you must make your HT roll or die. If you survive, you
must roll again at-13 hit points - and so on.)

-5XHT: Automatic death. This means you have lost a total of 6xHT hit points;
nobody can survive tha much injury.

If your character iskilled, you may wish to keep track of further damage anyway. In
some magical or highttech game worlds, a dead character can be brought back to life if
some or al of hisbody is recovered.

But there is a limit even to that. If a character's hit point total goes to -10 timeshis
origind HT. his body may have been totally destroyed. Whether any portions remain
intact will depend on the means of destruction. 200 points worth of arrow wounds will
leave a messy, but recognizable, corpse. 200 points worth of fire damage will leave
nothing but alump of charcod.

Shock

Whenever you are injured, your 1Q and DX are reduced by that amount, on your
next turn only. Example: If you take 3 hits of injury, your |Q and DX, and skills, will be-3
on your next turn. Active defenses are not DX-based kills.

B pjuries, Jgllgess and fatjope



This subtraction will most
often affect weapon attacks or
attemptsto cast magical spells-
but any use of 1Q, DX or skill
you initiate is affected.
Defensive reactions (resisting
psionic powers. Fright Checks,
etc.) are not penalized.
Therefore, on the turn after you
are badly hurt, it may be a good
idea to try flight, all-out
defense, etc., rather than coun-
terattacking instantly.

Thisis only atemporary effect from shock. On your following turn, your skills are
back to normd.

Knockout

Any blow to the head or brain, or any crushing blow to the vitals, may knock the
victim out, even if it does exactly 0 damage (in other words, one more hit would have
caused actud injury). The victim must make aHT roll. On afailed roll, the victim falls
UNCONSCioUS.

A blow to the "brain" areawhich does more than HT/2 hitsis an autometic knockout.

Knockdown

Anyone who is hit for more than half his HT in one blow must immediately roll
againg hisbasc HT. If hefalstherall, hefallsand isstunned (see below). If he makeshis
HT rall, he keeps his footing, but heis ill stunned.

Note that this is not the same as knockback (see p. 106). in which a blow may
knock you backwards, but not necessarily make you fal down.

Stunning

A character may be "stunned" by taking damage of more than haf hisHT in one
blow - or by acritical hit - or by abrain blow that does more than HT/3 damage. A
crippling or blinding injury adso cauises sunning.

If you are stunned, all your active defenses are at -4 until your next rum. At that
time, roll against basic HT to see whether you recover. A successful roll meansyou canact
normaly on that turn. A failed roll means you are still stunned and stand there
mindlessly . . . The"stunned” state continues until you can make your HT roll and snap
out of it. Y ou may act again on the turn you roll successfully and shake off the daze.

A surprised or shocked character may also be mentally "stunned” - thisis what
happens when the foe gets the initiative on you (see p. 122). The effects of this sort of
stunning are just the same, but you must make your 1Q roll, rather than your HT rall, to
sap out of it. You're not hurt - you're confused.

Crippling Injuries

In the Advanced Combat System, you do not take "generic" damage: each wound
hits a specific part of the body. Enough damage to a hand, foot or limb in one blow will
cripple it. A hand or foot is crippled by being hit for 1/3 your HT or more. An arm or
leg is crippled by being hit for 1/2 your HT or more. Damage over the crippling
amount, either in that blow or alater one, does not affect you & dl: ignoreit.

A crippling injury may (or may not) take the hand, foot or limb right off: it dependson
the type and amount of damage - GM's ruling. For smplicity, any part that has been
rendered useless will be referred to as "crippled.” Effects of crippling injuries are
described in the Sdebar. Seep. 129 for recovery.

Firg Aid

Most of the HT lossfrom aninjury isdueto shock rather than actua physica damage.
Therefore, prompt treatment after a fight can restore some of the lost hit points. A
medicd kit (seethe appropriate Equipment List) will help!

Simple bandaging, etc., even done by a totally unskilled person, will restore one
lost hit point per fight - but no more, no matter how badly you were hurt. This takes 30
minutes per victim.

 Effectsof
Crippling Injuries

Hand: Anything in the hand is dropped.
You cannot hold anything (including
weapons!) in that hand. You can still hold
ashield with that arm, and even block with
it, but you cannot attack with it. Until the
injury heals, you will have the One Hand
disadvantage - see p. 29.

Arm: As for alost hand - but a charader
with alost hand could till manage to carry
something in the crook of the arm. If the arm
is logt, nothing can be carried. Unless the
am is lopped right off (GM's decision),
your shield is not dropped; it hangsin front
of you. You cannot block, but it till gives
you its former PD. minus 2. Until the injury
heds, you will have the One Arm
disadvantage (p. 29); whether you still retain
theinjured arm isup to theGM.

Foot: You fdl to the ground. You camot
stand or wak withou a crutch, or
something to lean on. A character who has lost
a foot can ill fight, if he braces himself
against awall. If you have nothing to brace
againgt, go to a knedling or sitting position
(see pp. 103, 203). Your maxi mum Move
is now 3. Until the injury heds, you will
have the "crippled leg" disadvantage - see p.
29.

Leg: You fal down. If you continue to
fight, you must assume a sitting or lying
position. Until the injury heals, you will
have the "crippled leg' o "one leg"' dissd
vantage (p. 2), depending on the type of
injury - GM'soption.

Eyes. A critical hit to the head, or an
atack aimed at your eyes, can blind you.
Unless you have some magica or techno-
logical substitute for your eyes, you fight &
a-10 (swinging wildly).

Theé€ffects of acrippling injury dways last
until the fight is over. If the crippled
character fails his HT rall, the effects are
lasting or even permanent (see p. 129).
Otherwise, they are healed as soon as all lost
HT isrestored.

Note that though the effects of a crippling
injury may give you a disadvantage, you do
not get extra character points for
disadvantages that happen during play!
Ingeed, the point vaue of your character is
lowered.
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Starvation and
Dehydration

When the party buys equipment, they
shouldn't forget food! The traveler's ra
tions listed in the equipment table are the
minimum necessary to keep you healthy
on the road; missing even one mea will
weakenyou.

For each meal that you miss, lose 1
point of ST. Treat this as fatigue, except
that "starvation" fatigue can be recovered
only by aday of rest - no fighting or travel,
and three full meals. Each day of rest
will makeup for three skipped meals.

When your ST reaches 3 due to "starva
tion" fatigue, you start losing HT instead,
at the same rate. This HT loss is regained
inthe normd fashion.

Water: In temperate areas, where water
is easy to come by, just assume that sup-
plies are renewed as needed. But if water is
in short supply, watch out! A person
(human, elf, dwarf, etc.) needs 2 quarts of
water aday - 3 in hot climates, 5 in the
heat of the desert! If you get less than you
need, you lose a fatigue point and a HT
point each day. If you drink less than a
quart a day, you lose 2 fatigue and HT
points a day. If ST or HT goes to 0 from
lack of water (even if that is not the only
cause) you become delirious and - if in the
desert - die within a day if no help arrives.
Fatigue lost due to lack of water is
regained after a day of rest with ample
water supplies. Lost HT is regained in the
normal fashion.

Foraging: In hospitable terrain, you
can supplement your supplies by foraging
for food. On any day, each character can
"forage" as the party travels. A successful
Survival or Naturalist roll will collect
enough edible plants and berries for one
meal. (A roll of 17 means you poisoned
yourself; make your HT roll. Lose 1 hit if
you make the roll, 1d hits otherwise. A roll
of 18 means you shared with your friends
and thewhole party sufferslikewise.)

In the right terrain, a successful skill
roll with a missile weapon (at -4) will bag
a rabbit, providing enough meat for two
meals. Each character gets one
Survivalist/Naturalist roll and one missile
roll each day.

Alternatively, the party can take some
time off from travel and do some serious
foraging. Each character can make five
Survivalist/Naturalist rolls and five mis-
sile-weapon skill rolls per day. Meat can
be smoked over a fire and added to the reg
ular store of rations.

Game Masters: |f keeping up with the
party's meals doesn't sound like fun, feel
free to ignore this whole section. Travel is
much more hazardous if you have to keep
track of food and water!

first aid table

Technological level O (Stone Age): No First Time per victim Hitsrestored
Aid skill exists. Use bandaging only.

1 (Bronze Age) 30 minues Id-4

2, 3 (Roman/medieval) 30 minutes Id-3

4 (up to U.S. Civil Wan 30 minutes Id-2

5 (Civil War - WWI) 20 minutes Id-2

6, 7 (WWIl/modern) 20 minutes -1

8 (near future) 10 minutes 1d

9 and up: Asfor TL8, with the addition of various specia hedling drugs and devices.
See sciencefiction game-world books.

First aid (asuccessful First Aid skill or default roll) will restore a variable number of
hit points, depending on the tech level of the First Aid skill and the degree of success. A
minimum of one 1 point is always restored. Thisisnot cumulative with simple bandaging
- i.e.,, sometimes the first aid is no more effective than plain bandaging.

Great Quccess or Failure: On acritical success, the victim regains the maxi mum
possible HT. On a critical failure, the victim loses 2 hit points, and bandaging will not
help.

Natural Recovery

Gradual recovery will cure any number of hits, unless the victim gets sick (see
Iliness). At the end of each day of rest and decent food, the victim may roll against his
basic HT. A successful roll results in the recovery of one hit point. The GM may modify
the roll downward if conditions are bad, or upward if conditions are very good.

Medical Care

If the victim is under the care of a competent Physician (skill level 12 or better) the
victim getsa+1 on al healing rolls. The healer may also roll against his Physician skill to
cure the patient. Frequency of this roll depends on the tech level of his skill (see
below). Medieval-level Physicians, for instance, roll once per week. A successful roll
lets the patient recover 1 extra hit point; a critical success gives 2. A badly-failed roll
cogsthe patient 1 hit point.

Fxotic mathnak nf healinn are avail ahle in enme name winrlds

medical care table

Medical Frequency Patients per  Medical TL Frequency  Patients per
T of roll doctor of roll doctor

0 There are no physicians. Get well by yourself.

1-3 Weekly 10

4 Every 3 days 10 10 3xdaly 50

5 Every 2 days 15 11 Axdaily 100

6 Daly 20 12 Sxdaily 100

7 Dally 25 13 6xdaily 100

8 Daily 50 14 8xdaily 200

9 Twicedaily 50 15+ |Oxdaily 200

Physicians a high tech levels depend heavily on equipment, but are still given good
basic training in med school. Therefore, a physician above TL6 performs as though he
were TL6 if he has to make do without the gadgetry to which he is accustomed, as long as
the surroundings are clean.

Only one physician per patient may roll (no, 20 doctors can't cure you in a day).
However, one doctor can be responsible for up to 200 patients at a time, depending onthe
tech leve of his skill and whether he has assistance.



Psionic heding (p. 175) and magicd heding (p. 162) are both much fagter than norma
hedling.
High tech levels bring advanced medical techniques, to accelerate the body's
processes to the point where amost any injury can heal quickly. Lost parts can be
replaced by "bionic" prosthetics that are as good as new (or better), or by cloned trans-
plants. See GURPS Space.

Recovering From Unconsciousness

This depends on the severity of your injuries, r ather than the medical care you get or
don't get. If your HT isO or higher, you will awaken in an hour: if you have lost nomore
than 2 HT. you will awaken in 15 minutes.

If your HT isbelow 0. but not fully negative, makeaHT roll to regain consciousness
after anumber of hours equa to the amount by which your HT is negative (maximum 12
hours): roll hourly after that. Example: Your HT is-8 after the battle. Y ou mayroll to wake
up (still with -8 HT) after 8 hours, and every hour after that. When you awaken, you
can call for help or even try to drag yourself to shelter. Details are up to the GM. who
should be merciful. However, you regain no hit points unless you can getfood and shdlter:
you will remain weegk for along time.

If your HT has gone "fully negative' - eg.. HT of -10 or worse for someone with a
basic HT of 10 - you are in bad shape. If you can make aroll on basic HT. youwill
awaken (as above)- after 12 hours, and can try to help yoursdlf. If you fail the roll, you
day in acomaand die inless you are helped within (HT) hours.

Recovering from Crippling Injuries

At the end of any fight in which a character is crippled, that character makes aroll
vs. Health for each crippling injury. A successful roll meansthat theinjury istemporary.
If and when the character gets back up to full health - i.e.. regains al his hit points - the
crippling injury is fully heded. Until that time, the character is lame, one-armed, or one-
handed, as the case may be.

If theHT roll isfailed by 3 pointsor less, theinjury islasting. A bone was broken, or
muscleswere badly torn. Roll 1 die. Thisisthe number of monthsit will takefor theinjury
to hedl fully. (Subtract 3 from theroll for amedical tech level of 7 or better. 2 for aTL of
6,and 1foraTL of 5 - but the period of heding is never less than amonth.)

If the HT roll isfailed by morethan 3 points, the injury is permanent. It is up to the
player and the GM to determine whether the limb was actudly lost, or just permanently
damaged. It would be logica to assume (for instance) that an axewound would cause a
clean amputation, while a mace would just pulverize the bone and muscle. In generd,
effects on play will be the same.

Assorted Hazards

Besides the ordinary combat risks of knives, swords, guns and spells, there are a
number of other hazards commonly faced by the adventurer.

Flame

These rules assume the adventurers are dealing with flames of "ordinary" heat - &
mog, a bonfire. The extreme heat produced by a blowtorch, pyrokinetic attack, volcano.
€lc., cannot be resigted by anything except magic or armor specificaly made to stop hest.

A torch, wielded as a weapon, does ordinary "club" damage plus one point for the
flame (see p. 124). However, if the enemy has armor or skin of DR2 or better, he will
not fed the flame and will take no extra damage. Certain magica weapons cregte flame,
which does more damage than ordinary fire.

Sometimes you will have to walk through fire. The most common sources of fire
are flaming oil (see sidebar, p. 121). burning rubble (as a side-effect of combat), and
magic. For game purposes, ahex is ether "on fire' or not.

Accumulated Wounds;

An Optional Rule

Normally, a character is crippled only if
he takes enough damage (over 1/2 HT for a
limb, over 1/3 HT for a hand or foot) in a
single blow. For more realism, you may
keep track of where hits are taken, and leta
limb be crippled when its total damage
reaches the appropriate level. However,
this makes record-keeping more compli-
cated. You may want to use tally marks by
the character's picture, or make notes in
the"Hits Taken" box.

Excess damage is still lost. For
instance, if your HT is 11, then damage of 6
or more hits would cripple the arm. Once
you have taken 6 hits to the arm and crip-
pled it. further wounds are ignored. Even if
the crippling blow theoretically did 20 hits
of damage, only the first 6 would count.
That way. you cannot be killed by (for
instance) repested blowsto thearm.

Last Wounds: An
Optional Rule

In a game, it can happen that a sorely
wounded character is knocked out, or even
killed, by a 1-point blow to thefoot. Thereare
thosewho find thisunredidtic.

If you wish, use the following optional
rule. Once a character's HT isreduced to 3 or
less, no wound to the arm, leg, hand or foot
dffectshim at dl unless () it isacritica hit; (b)
itisenough to cripple that limb; or () it does 3
or more pointsof damage at

Dying Actions

When a PC or important NPC is killed in
any but the most sudden and thorough
fashion, the GM should alow a "dying
action." If thisis afina blow at the enemy, it
should take no more than a turn. If it is a
deathbed speech, the GM can dtretch time a
littlebit for dramatic purposed

This has nothing to do with redism, but it's
fun.
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Bleading: An
Optional Rule

The victim of a cutting, impaling or
bullet wound may continue to lose HT due
to bleeding. At the end of every minute
after being wounded, the victim rolls
against HT, at a -1 penalty for every 5
points of damage he has taken. If he fails
this HT roll, he bleeds for a loss of 1 HT.
On a critical failure, he bleeds for 3 points
of damage. On a critical success, the bleeding
stops completely. On an ordinary success,
he does not bleed this minute, but must
continue to roll every minute. If he does
not bleed for three consecutive minutes, the
bleeding stops for good.

If someone makes a First Aid roll to
help his wounded comrade, or if a wounded
but conscious character makes a First Aid
roll on himself, the bleeding stops
immediately. One First Aid roll may be
attempted per patient per minute: this roll
comes before the bleeding roll. Once first
ad has been successfully administered, no
more bleeding rolls are made. If a successful
First Aid roll is made within the first
minute after the wound was delivered,
there will be no HT loss dueto bleeding.

Note that it takes only one minute to
apply pressure or a tourniquet in order to
stop bleeding. Once bleeding has been
hdted, the character administering first aid
may spend 30 minutes to treat the victim
for shock. To do this, he must keep the victim
warm, comfortable, calm and still; at the
end of 30 minutes, he makes another First
Aid roll. If he succeeds, he has dleviated the
victim's shock and restored a single HT
point of damage, as per p. 127.

This rule is realistic, but remains
optional for two reasons. First, it adds to
bookkeeping. Second, it markedly increases
the deadliness of combat!

The GM decides what wounds may
bleed. Most crushing wounds won't bleed
significantly, but there are always excep-
tions. Bums and similar wounds do not
bleed significantly because the damage
sears the wounded flesh, cauterizing the
wound and preventing blood loss automati-
cally. Examples of this type of wound
include fire and electrical damage, laser
fire, and chemical bums.

If you spend part of aturn in afire, you will take |d-3 damage. If you spendall ofa
turnin afire (or on fire) you will take Id-1 damege.

Low-tech armor (TL7 and below) protects you completely against ordinary heat or
flame for a number of turns equal to 3 times its DR. After that, it ill protects against
flame, but the wearer must roll vs. HT every turn to resist the heat of the fire. A failed
roll costs 1 Fatigue. Example: heavy leather protects against al damage for 6 turns.
After that, the wearer starts making HT rolls. Note that if you are using the advanced
armor rules, you take fire damage according to the lightest amor you have on.

Higher-tech armor may be airtight; in that case, armor of DR4 or better will protect
indefinitely against ordinary flame. Reflec armor protects againgt flame for one minute;
after that, the wearer must roll vs. HT, as above, once every 10 seconds, as heat buildsup.
Airtight armor of DR3 or less protects like low-tech armor, but may (GM's decision) be
ruined by thefire

A shield dffers no protection if you are waking through flame. It can block a jet of
flame (dragon breeth, for instance) as it would block any other atack. If you haveto go near a
source of intense heet, but not actudly in it. the shidd's PD will count as damege resstance (it
reflects the heet). Increase the PD by 50% (round down) if it ishighly polished.

Heat

In weather of 80 or above, make aHT (or Desart Surviva) roll every 30 minutes. If the
wesather is very humid, the GM may increase the effective temperdure! A failed roll costs
1 point of Fatigue. When ST reaches 3. gart losng HT indead. This assumes you are wearing
appropriate clothing (light-colored and loose). If you are wearing heavy clothing or armor,
subtract its DR or your encumbrance leve, whichever isless, from effective HT.

Reduce your effective HT by 1 for even five degrees over 90° Fahrenheit.

Any extra exertion in hot weather will cost extra fatigue, too. See sidebar, p. 134.
And remember that extrawater will be needed in hot weether (see p. 128).

Armor offers no protection a al againgt heat. Exception: "Reflec” armor raises the
wearer's effective temperature by 10 - it retains body heat. Certain types of airtight
high-tech armor, including al battlesuits and al TL9+ combat armor, will have integra
cooling sysems.

A related problem, and a very real danger in some places, is sunburn. After aday of
full sun on unprotected skin, an albino will be near death, and a light-skinned Caucasian
will be very uncomfortable (Id-3 damage). Darker characters may itch, but aren't in as
much danger. Details must be |eft to the GM. Ingenious PCs will quickly find ways to
protect themsdved

Freeang

Cold can be deadly, but only magic or super-science can produce cold quickly enough
to afect a comba. Medieva-gyle armor offers its norma protection againgt such "instant”
cold, but is no protection a dl againg cold weather. High-tech airtight battlesuits, etc..
protect completdly againg cold if they have DR5 or better. Airtight suits of DR4 or less
give +1 on the wearer's HT roll to resist cold, unless they are specificaly designed to keep
the wearer warm. Reflec armor d<o retains heet, giving a+1.

Agang "normd" freezing weather, make a HT (or Arctic Surviva) rall every 30
minutes. A faled roll costs you 1 point of Fatigue. When ST reaches 3. gat losng HT
instead. This assumes you are wearing norma winter cothing. Subtract 5 from effective HT
if you are wearing light clothing or if your dothes are wet: add 5 if you are dressed for
redly cold westher.

Reduce your effective HT by 1 for every 10 degrees bdow zero Fahrenheit. Strong
wind (the "wind chill factor") can reduce the effective temperature dramaticaly; thisis up
to the GM.




Drowning
Seetherulesfor Svimming, p. 91.

Falling

When you fall, roll for damage as follows:

1or 2 yads: (Id-4) damage per yard

3or4yads. (Id-3) peryard

5 or moreyards: (Id-2) per yard

A successful Acrobatics roll will reduce the effective
distance of your fall by 5 yards.

Terminal velocity - the maximum speed a falling object
can achieve - varies for humans, but is normally reached
after 3 or 4 seconds of falling. Therefore, treat any fall of
more than 50 yards as only 50 yards.

If you land on something soft, subtract 1 point per yard
fallen. If you land in deep water, make a Swimming roll
immediately. A successful roll means the water counts as
"soft" - you entered well. Otherwise, treat it as"hard"!

Example: If you fall 5 yards, you would take (5d-10)
damage - that is. roll 5 dice and subtract 10 from the total
rolled. If you fall 5 yards but land on something soft, roll 5
dice and subtract 15 from the resullt.

Cloth, leather or flexible plastic armor will protect
againgt a fall with its normal DR (maximum 3). Medieval-
style metal armor has half its normal DR (round down)
against a fall. TL8+ combat armor is very well padded
inside, and protects with 1/3 its normal DR (which is very
high). Shields don't help.

Falling Objects

If you are hit by a hard faling object, calculate the damage
done as follows. Round its weight off to the nearest 10
pounds, and the distance it fell to the nearest 10 yards.
Multiply the number of 10-pound and 10-yard increments . .. Q 13
and take that many dice of damage.

Example: A 20-Ib. rock, falling 30 yards, does (2x3):6 dice of damage. A 43pound
auit of armor, faling 39 yards, does (4x4) or 16 dice of damage.

"Terminal velocity" is reached after something falls far enough that air resistance
stops further acceleration. Exact terminal velocity depends on the object - the more air
resistance, the less its maximum speed. For simplicity, when dealing with falling inani mate
objects, treat any fall of more than 200 yards as 200 yards. Falling beings reach termina
velocity at 50 yards as described under Falling, above. Mattresses and the like reach
terminal velocity sooner, but dealing with this is left to the GM - if he cares about that
much detail!

A very light object, or one that falls a short distance, does less damage. Any weight or
distance of 2 or less should be treated as 10 - but halve the final damage. Example: a 2-1b.
weight falling 29 yards does half of (1x3) damage. Rather than trying to roll 1,5dice, you
can roll 3 dice and halve the result, rounding down.

Thus, an objedt of 2 Ibs. (or less) which falls 2 yards (or less) does only 1/4 die of
damage - so unless you roll 4 or more, the damage is zero! That is not to say that it
won't hurt - but it would not do any real injury.

Soft objects (living things, for instance) do half damage, or less, for their weight.

If alarge item is tipped over onto you, rather than falling freely, it does much less
damage. Divide its weight by 100. round down, and roll that many dice.

Any bulky object - over 50 Ibs. and/or 6 cubic feet - will impede the movement of
anyone it falls against. The victim may only move one yard on his next turn,
furthermore, his active defense is reduced by 3 (distraction!). Thisis agood time to use the
All-Out Defense maneuver.

If you drop arock on someone, trea it as a thrown-weapon attack and make your
DX (or Throwing) roll normally. Your target cannot avoid the rock unless he knows it's
coming. If he's aware of it, let him make his Dodge roll, or roll against his basic DX
(whichever is better) to avoid it. But note that passive defenses like armor might deflect a
falling rock, but not a boulder or piano!
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Hit Location from a fall

If you are using the Hit Location rules,
you may roll on the following table to see
what Type of injury you sustain from afall.

Roll 2 dice:

2: Hit head. Knocked out. Roll vs. HT
every 30 minutesto seeif you cometo.

3: Both arms crippled.

4 Both legs crippled.

5: Right leg crippled.

6: Left arm crippled.

7: Right arm crippled.

8: Left leg crippled.

9, 10: Genera bruises, but no specia
injury.

11, 12: Hit head. Stunned.

If you took less than 5 hits of damage,
any "crippling" result is temporary, and
you will be able to use the limb again in 10
minutes. (The HT is not recovered,
though.) If you take 5 or more hits, your
injury is a break or bad sprain, and you
must roll against HT to see if you can
recover (see p. 129). But such injuries are
usually "clean," so you get a +5 bonus to
your effective HT for thisroll.
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Poisoned Weapons

Poisoned weapons are unchivalrous,
unsporting, expensive and usually less
effective than their users would like. But
they have their advantages. . .

A blood agent may be applied to any
cutting or impaling weapon. It takes effect
only if the weapon actually does damage.
Most weapon poisons will only take effect
the first time the weapon strikes someone;
after that, most of the poison will have
worn off. Three unsuccessful strikeswith a
poisoned weapon (blocked or parried) will
also make the poison wear off.

A contact agent may be applied to any
weapon at all. It takes effect if the weapon
breaks the skin or touches bare skin. It
wears off asabove.

Some examples of poisonsinclude:

Caustic tar. A preparation of powerful
alkali and sticky pitch, especially for
weapons. Blood agent (causes pain but no
other effect on skin contact). S30 per dose.
In awound, it causes intense pain but no
real damage: the victim loses no HT. but
has -1 to DX. for the next hour, for each
time he is hit with the poisoned weapon.
This effect is immediate. A successful HT
roll prevents all effects. Caustic tar adheres
well to a weapon: roll 1 die each time it
strikes. The tar wears off only ona 1 or 2.
and not at al on blocks and parries.

Wolfsbane. A vegetable poison, often
used by savages. Both a blood and digestive
agent. Common wolfsbane might cost $40 per
dose. Does 2 dice damage and causes
numbness and spasms: reduce vidim's DX by
4 for two hours. A successful HT roll will
prevent any effect. Effects take 1 hour to
show.

Cobra venom. Very costly ($100 per
doxd). Blood agent. Must be rdativdy fresh.
One adult cobragives 4 doses. Does 3 dice of
damage, or 1 die if the victim makes his HT
roll. Multiple doses each take full effect!
Effectstake 1 hour to show.

Examples of Poison Gas

Tear gas chokes you if you brezathe it,
doing 1 point of damage per turn. Rall vs. HT
to resst. Damage ceases when you fdll
unconscious. Tear gas is also a contact
agent (eyes only). Roll vs. HT to resist if it
getsinyour eyes. A failed roll meansyou ae
patidly blinded - -5 on DX. Recovery tekes
about 10 minutes.

Mustard gas chokes you if you breathe it,
doing 2 points of damage per turn. Rall vs. HT
to resist. Damage continues until you die. It
isaso acontact agent. Treat it like tear gasiif
it getsin your eyes. It also does Id-3 damage
each turn to unprotected skin - roll vs. HT
each turn to resist. Damage continues
until you die. (Redidicaly, mustard gas does
not kill that cleanly; you can linger for hours
or chys. But the fad damage occurs very

Quickly.)

Poisons

Specific poisonswill be discussed in the appropriate game-world books. Asarule, the
higher the medica tech leve, the deadlier and more subtle will be the poisons available.
But even primitive hunters can envenom their arrows...

Types of poison include contact agents (which only have to touch the skin); blood
agents which must enter the body through a wound or injection; digestive agentswhich
must be swallowed; and respiratory agentswhich must beinhaed (see Poison Gas).

Poison is commonly met on weapons (see below); on darts, needles, or spikes in
traps; in food or drink offered by a treacherous foe: and anywhere else you did not
expect it. Human foes are not the only ones that can poison you. Snakes, insects and
certain other creatures have natural poison (usualy blood agents): eating the wrong
plant or animal may treat you to a dose of digestive poison. These are treated just like
other poisons.

A very common poison effect isto temporarily reduce ST, DX or Q. If this happens,
all ills rlating to the reduced attribute are dso reduced until the poison's effects aregone

As arule, anyone who is poisoned will get aHT roll to avoid the poison's effects.
Depending on the poison, some rolls will be harder than others! And some especidly
virulent poisons cannot be ressted, or have areduced effect even on those who resist.

The description of a poison will include the following information:;

Name, generd description, and source.

Type: contact, blood, respiratory or diges-
tive (or some combination).

Cost per dose (adose is enough to poison
ONe Person or envenom one wegpon).

Effects of the poison if it is not resisted.
Most poisons are dow: time will be specified.
Unless specified otherwise, multiple doses
will have no extra effect.

HT rdl (if any) dlowed to resist the poi-
m

Effects of the poison (if any) on someone
who successfully resgsit.

Poison Gas and Smoke

Poison gas uses the poison rules, with
certain additions. Smoke can be considered a
weak "poison gas." Breathing it does 1 HT
damage per turn; aHT+3 roll will avoid its
effects. For smoke, as for any poison gas. roll
each nm to resis the effect.

All poison gases are respiratory agents -
affecting anyone who breathes them. Some
are also contact agents. A gas mask, or even a
towel over the face, will protect againgt respi-
ratory effects, but not against contact effects.
Y our DR from Toughness hel psagainst contact
agents, but not against respiratory agents. Y our M %\F
skin may be tough, but your lungs arentt. -

A single "dose" of gasis enough to affect one person if projected right in his face
(from a spray can or atrap, for instance). Ten doses will make a gas grenade that will
affect awhole room, or smdl outdoor area (say 4 yardsx4 yards, with no wind).

Internal effects (from breathing gas): Sometypes of gaskill: othersjust incapacitate.
As a genera rule, deadly gases do damage every turn (unless resisted).
Incapacitating gases have the same effect whether you get one lungful or a dozen -
again, unless you resist. You can hold your breath to keep from breathing gas, if you
know it's coming - see p. 91. If you are knocked out or stunned, you inhale
automaticaly!

External effects (from contact with gas): Not al gases affect the skin, but the worst
ones do. They can smply blister the skin, like mustard gas - or they can be absorbed
through the skin and attack interndly, like modern nerve gas. Clothing protects covered
areas completely for two turns - then the gas has full effect. Any sort of nortairtight
armor will protect completely for five turns - then the gas takes effect. Airtight armor
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protects completely. Toughness protects you against physicd blistering, but not from
absorbing nerve gases and thelike.

I nsects and Loathsome Crawlers

Each game world will have its own "nuisance creatures." Stinging insects, dimy
vermin and similar horrors are treated like skin-affecting gas (above). Airtight armor
will protect against dmost al varieties. Clothing will keep them off for two turns, armorfor
five. After that, they attack you, doing whatever damage they can do. The result of an
insect attack can range from harmless misery to quick desth. See p. 143.

Most insects attack by injecting poison, so Toughness is no help. Some creepy-
crawlers atack by eating you. and Toughnessis abig help there!

ILLNESS

Maladies and strange diseases may affect the adventurer in far lands. The search for a
cure - whether for a princess wasting disease, or for a plague ravaging akingdom- isan
excelent plot device. Invention of diseases is an excelent opportunity for the GM to
exercise amorbid sort of credtivity.

You may be wholly or partidly protected from disease by magica or technologica
items, the Immunity to Disease advantage, or just a high HT. Risks are greatest in
warm, moist aress. If you catch something, you won't know until the symptoms gtart to
show . . . the GM mekes vour rall to avoid it!

Disease

A disease is usudly a "plague’ caused by microorganisms and spread by infected
humans or animals - but sometime diseases have other causes! News about diseaseridden
areas travels fast. And arall against 1Q. Physician or Diagnosis tells when many people
around you have the sameillness.

However, characters may enter (for instance) a jungle area where animals are suf-
fering from adisease that humans can catch. Then they would need to examine aspecimen
and make a successful Vet rall, or arall on 1Q-5 or amedicd skill -5. to redizethe dange.

Symptoms

Disease symptoms usualy appear at least 24 hours after the diseese is caught. Most
diseases aren't contagious until after symptams appear. Typica symptoms include daily
HT loss (which may endanger the victim) for severa days. loss of ST. DX or 1Q:
increased fatigue: sneezing, coughing, spots, sores or rash. Severe symptoms could
include ddlirium, unconsciousness, blindness, etc.

Diagnosis

When symptoms of a disease are apparent, the GM should roll each character's
Diagnogis ill, or 1Q-6. (Use Vet skill to identify an animal illness.) Success meansthe
character identifies the disease. Totaly new illnesses can't be identified, but a very
goad roll might give enough information to do some good.

Recovery

Typicaly, a disease sufferer must make a
daily HT roll. Thisroll, and the effects of fail-
ure, vary with each illness. For a "generic’ dis
ease, afailed roll might mean you lose1 HT: a
success lets you regain 1 HT.

When you have recovered all HT lost to an
illness, you are cured. If your illness dlows HT
rolls to attempt to recover, aroll of anatura 3
or 4 means the disease has vanished (lost HT
must be recovered in the normal fashion).

For some diseases, recovery will be aided
by use of appropriate drugs. For most diseases. a
physician's care (as for injuries) will aid
atemptsto recover.

Contagion

Anyone in a plague-ridden area, or
encountering a plague carier, is in danger.
Roll againgt HT once per day; afaled roll
means you catch the plague. From the
table below, choose the least advantageous
roll eech day:

Avoided dl contact with possiblevictims:
HT+4
Entered dwelling or shop of victim: HT+3
Spoke with victim at close quarters; HT+2
Touched victim briefly: HT+1 Used victim's
clothes, blankets, etc.: HT Atevictim's
cooked flesh (animal, we
hope!): HT
Ate victim's raw flesh (ditto!!): HT -1
Prolonged contact with living victim(s):
HT-2
Kissing or other intimate contact with vic-
tim; HT-3

These chances are not cumulative; roll
anew each day. The GM may require a
harder roll for a virulent plague, or an easi er
one for a less contagious one. Proper
precautions (masks, antiseptic washes, etc.)
will also decrease the chances of catching
plague, but only if the characters know and
understand them - no modern techniques
are allowed in a low-tech world!

Immunity and
Susceptibility

Some illnesses may not affect members of
catan races or  groups. For ingtance, the GM
may decide that Dwarves never get the
Purple Shakes at al, and that Elves have a
+2 on dl HT rolls against it... but that
mortality rate among mae Giants is 100%
unlessthey are treated within two days Such
cases of differentid susceptibility may be
known to someone with Physician or
Diagnostic kill.

Some individuals are immune to a specific
disease. If the GM rolls a 3 or 4 for your
first attempt to resist a disease, you ae
immune! He should note this fact and naot tel
you — under normd drcumstances, you have
no real way of knowing about your
immunity.

At TL5 and above, vaccination is avalable
for many plagues (though not diseases or
infections). At TL6 and above, vaccines are
widespread and can be stored for long periods
of time like other medicines. A vaccination
will not cure illness, but will provide amost
certain immunity. At TL9 and above
"panimmunity” trestments (see GURPS Space)
can increase your effective HT againgt any
form of disease.

Finally, anyone who survives a given
plague or disease may be immune in the
future. This depends on the illness. You
only catch meades once, for instance - but
mumps can come back over and over.
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Fatigue Costs

Fighting a Battle

Any battle that lasts more than 10 seconds
will cost Fatigue points as follows, at the
end of the battle:
No encumbrance: 1 point Light
encumbrance: 2 points Medium
encumbrance: 3 points Heavy encumbrance:
4 points Extra-heavy encumbrance: 5 points
Thisisacost per battle, and not a costper
10seconds of battle! TheGM (or
adventure writer) may assess extra Fatigue
for avery long battle - but afight should
run atleast 2 or 3 minutes (120 to 180
turns) before extra Fatigue costs would be
redigtic.

If the day is hot, add 1 extra point to the
above, or 2 extra points for anyone in plate
amor or an overcoat. Full-coverage armor
a TL8 and above includes cooling
systemd

Marching

Exactly as above, for each hour of road
travel. An hour of marching while lightly
encumbered would cost 2 Fatigue points (3
in hot weather), and so on. If the party
enters combat while on the road, assume
(unless the scenario specifies otherwise)
that they have been walking for an hour,
and assess fatigue penalties accordingly.

Runnlng or S/vlmmlng

After each 100 yards of running or
speedy swimming, roll vs. HT. A failed
roll means you lose 1 point of Fatigue.
This is not affected by encumbrance,
though heavy encumbrance will make you
run more dowly (seep. 76).

Overexertion

Carrying more than extra-heavy
encumbrance, or pushing/pulling a very
heavy load, costs 1 Fatigue per turn (seep.
89). Extra effort when lifting, jumping, etc.
(seep. 88) also costs 1 Fatigue per attempt.

Losing Seep
A night without Sleep costs 5 Fatigue.
Losing a half-night of deep costs 2 Fatigue.

Spdlsand Psychic Powers

Use d most magic spdls (see Chapter
19) and many psychic abilities (see
Chapter 20) will cost Fatigue points.

| nfection

An "infection" is caused by a microorganism which attacks open wound
Infections are possible anywhere, but some locaes (especidly jungles) may harbor espe
cidly severe forms of infection.

The GM may require a roll for infection if (a) the circumstances of a battle insure
that a wound will be dirty, or (b) some specia sort of infection is present in the area A
singleroll against HT is made; details are at the GM's discretion.

Otherwise, infection is healed just like disease. Some sample rolls:

To avoid ordinary infection from dirt in thewound............ccccoeevveiviec e seccre, HT-3
Asabove, in an areawith aspecia infection............cccceveeceevccecec s HT
To avoid infection from a spike envenomed with dung.........ccccceevvvvcecvrnrsicenene, HT+1
As above, in an areawith aspecial iINfECioN ........cocovevvreeeerreer e HT-2

If the infected wound is in the head or body, all HT loss is "generic." If the wound is
on a hand, foot or limb, and it progresses to the point where it has cost the victim more
than half his HT, the affected member must be amputated to save the victim's life. The
infection is then considered cured.

FATIGUE

Fatigue represents lost strength, just asinjury represents lost health. If your ST is 10,
you can lose 10 "Fatigue points" before falling unconscious from exhaustion. When you
suffer Fatigue, keep separate track on your Character Sheet, in the box beside your ST.
Fatigue does not affect HT at all.

Y ou can suffer from fatigue due to overexertion, running long distances, lack of air, use
of psi powers, casting magic spells, etc. You will also suffer fatigue at the end of each
battle that lasts more than ten seconds (you expend energy fast when you fight for your
lifel). The fatigue you suffer at the end of afight is equal to your encumbrance level plus
1. That is, an unencumbered fighter suffers 1 point of Fatigue. A fighter with extra-heavy
encumbrance suffers 5 Fatigue! Spell-casters who do not actually "cross swords' with
thefoe will not suffer thisfatigue drain, but their magic will cost them Fatigue.

While your ST is reduced due to fatigue, any "test of skill," attempt to lift or throw an
object, or other use of strength will be made at the reduced ST score. Likewise, your score
in any ST -based skill will be reduced by the amount of your faigue. For instance, if you
have ST 10 and have suffered 4 points of Fatigue, you perform as though your ST was 6!

However, the basic damage you do with weapons will remain unchanged. This is for
play ability, to avoid constant recal culation of weapon effects.

Likewise, your Move score is not affected by fatigue until your ST reaches 3. At
that point, cut your Move in half (rounded down).

If fatigue reduces your ST to 1, you collapse and can do nothing physical until you
have rested (see below) for long enough to recover at least 1 point of Strength. You can
continue to talk, cast spells, use psychic abilities, etc. If you are drowning, you can keep

struggling!
If fatigue reduces your ST to O, you fall unconscious and automatically rest until

your ST reaches 1 and you awaken. Y ou cannot have "negative" Fatigue.

Recovering From Fatigue

Anyone suffering from fatigue may regain the lost ST points by resting quietly.
Taking and thinking are all right; walking around, or anything more strenuous, is not
all right. Each ten minutes of rest will cure 1 point of Fatigue. The GM may alow 1
extra point of Fatigue to be regained if the characters eat a decent meal whileresting.

Fatigue caused by lost sleep is automatically regained after one full night of sleep,
but is not regained until you get that night of sleep.

Certain drugs will remove Fatigue. In a magical world, there are also spells and
potions to remove Fatigue, cure injury and illness, etc.



Resolving mounted or vehicular combat falls into three basic steps, whether the
fighters are astride horses or grav-buggies: (1) Get into weapon range. (2) Attack the
enemy and resolve the combat. (3) If anyone was hit. resolve the results of damage to
the fighters or their mounts . . . and see whether the fighters are till in control of their
mounts or vehicles. If not, resolve the fall or crash.

MOUNTED COMBAT

With the exception of occasional camels and elephants, historical cavalry forces
have been horse-mounted. Fantasy and sciencefiction worlds will certainly have other
potential mounts, and the same rules would be used for fighters "mounted” in the back of
apickup. But. in general, this section will assume we are talking about horses.

Horse types and training are described on p. 144.. War-trained riding animals are
worth more than other mounts. At TL2-3. they are taught to enter battle and fight sav-
agely, even if their rider is unhorsed. And a trained warhorse is likely to attack anyore
who approaches it. except its owner. Past TL4. they are not taught to fight, but to be
reliable transportation, not afraid of gunfire or screams. In any period, a year of war
training (after "basic" training) is required before the mount is fully fit to ride into battle;
this doublesits value. Up to 3 more years of training are possible, giving +1 per year on all
Riding and Animal Handling rolls in combat, and increasing base value by 50% per yesr.

Horses without war training will "spook™ at danger, and especialy at the sounds of
gunfire and hurt horses! All combat Riding rolls are at -3 for a well-broken horse without
war training. -6 or worse for one that is not fully broken.

M ovement

A rider is in the center of a 3-hex horse, or the front of a 2-hex mount like a mule.
An elephant or similar mount would have a flat back, and a rider could stand up and
move around: elephants carried the driver, or mahout, on the neck, and a howdah. a
platform with several fighters, on the back.

Mounting a horse or similar creature takes 3 turns: you can leap astride in 1 turn if
you make your Riding roll at -3. For smplicity, the horse moves on itsrider's turn.

An average cavary horse, unencumbered, has a Move of 16. With an average rider
and gear, the horse will be carrying 200+ Ibs., which is Light encumbrance for a strong
horse with a light rider, but Medium encumbrance for most. Thus. Western-style cavalry
will move at 12 to 14. Indians and Mongols are more lightly equipped, but their ponies
are bred for endurance rather than speed, and will probably move at 10.

Unencumbered, a horse may accelerate from a standing start to its full Move in a
single turn. Even lightly encumbered, however, a horse may change speed by only V? of its
Move in any given turn. For example, a mounted horse with Move 12. beginning from a
standing start, may move up to 4 hexes on the first turn, up to 8 hexes on the second turn,
and full speed on the third turn. If it is running at full speed and begins to slow, it must
till run 8 yards on its next turn - some caution should be exercised when riding in close
aread

OUNTEDAND
VEHICLE COMBAT

Losing Control of Your
Mount and Other
Equestrian Disasters

Roll 2 dice on this table whenever you
lose control of a spooked mount. Refer to
the appropriate result, without rolling,
whenever arider is thrown, a horse falls,
and so on. Any time arider falls from his
mount, add +1 injury for each five hexes of
speed over 10.

2 - You are thrown from your mount.
Take 2d-8 damage (assuming normal, soft
ground). If you remain conscious, make
one Animal Handling3 roll immediately
to try to call your horse back. If you fail,
further attempts may be made every 5 min-
ues

3 - You aren't thrown, but you lose
your grip and fall. Take 1d-4 damage and
try to recover your horse as above.

4 - You drop whatever you were hold-
ing. Now roll again.

5 - The horse charges directly toward
the foe.

6. 7 - The horse is exhausted and will
not fight or move at faster than a slow
wak (Move 2) until it gets severd hours of
rest.

8. 9 - The horse seems to settle down,
but it is now fractious. -1 to al Riding rolls
during this engagement. This may be
cumulative.

10 - The horse charges directly away
fromthefoe.

11 - The saddle comes loose. All
Riding rolls, and all attack rolls made
while riding, are at -3 until you can dis-
mount and spend 4d seconds tightening the
sraps.

12 - The horse falls! If it fails to roll
DX+1 or better, its leg is broken and it
may be considered lost. In any case, the
rider must roll vs. Riding 2. If he fails, he
is unseated, and takes damage as above. If
he succeeds on that roll, the rider makes
another Riding roll (at a penalty equal to
his Encumbrance) to leap clear of the
falling horse. If he leaps clear, he takes
damage as for a 2-yard fall (usually 2d-8). If
he fails, the mount falls on him, doing Id-
1 crushing damage (if the horse's speed was
10 hexes or more, the rider takes ld+1),
plusthe damage for a 2-yard fall.

moyupted and vebicle compmbat EES



Lance Combat:
Thrusting Damage
for ST 21-50

ST Thrust ST Thrust
21,22........ 2d 37, 38....4d
23,24.......20+ 39,40......4d+H
25,26........ 20+2 41, 42......40+2
27,28......3cH 43, 44......50-
29,30........ 3d 45,46.....5d
31,32....... 3d+ 4748......50+
33B,A.... 3d+2 49,50......50+2
35, 36........ 4Ad-

A lance does thrust+3 damage, based
onthe horse's ST. For example, Sir Actys
warhorse, Axehoof, has ST 45. At 5 or
fewer hexes per turn, Actys and Axehoof
do thrust+3 with a lance, based on a ST of
11 (one quarter of Axehoofs ST), or |d+2.
From 6 to 10 hexes per turn, they do
thrust+3, based on ST 22 (haf Axehoofs
ST, rounded down), or 2d+3. At any speed
of 11 or higher, they do thrust+3, based on
Axehoofsfull ST 45, or 5d+3!

A mount may decelerate by twice the normal amount if it makes a DX+2 roll and the
rider makes a Riding 2 roll. If the horse makes its roll and the rider fails, the mount slows
but the rider is unseated (see sidebar). If the mount failsitsroll, it falls (see sidebar).

Turning

A horse moving slower than 4 hexes per turn must move at least one hex in a straight
line after every one-hexside change of direction. A horse moving 4 or more hexes per turn
must move at least two hexes in a straight line after each one-hexside change of direction -
and so on. See Turning Radius, p. 139.

Maneuvers

The available maneuvers for a mount are Move Step and Attack, and All-Out
Attack. Riders may take any maneuver, but may not Move except to leave the horse.

Spooking

The usua result of afailed Riding roll in combat is a "spooked" horse. When a horse is
spooked, it shies and bucks; the rider must nake a Riding roll every second. A critical
success calms the horse immediately; three ordinary successes in a row will have the same
result. Three failuresin arow, or asingle critical failure, means atotal loss of control (seethe
sidebar). A long aternation of successes and failures means you spend your time fighting
your horse and not the enemy! (Fortunately, a bucking horse, or its rider, are at -2 to be hit
due to unpredictable movement.)

Weapon Fire
from aMoving

Vehicle or Howdah

Use these modifiers whenever wegpons
ae usd from a moving plafom, whether it's
tommy guns from a gdaway car or javdins
from one of Hannibdl's dephants. All nomma
Sze and range/'speed modifiers dso gpply. In
vehicular combat, it becomes important to
consider the apparent relative speed of the
vehides If two cars are rushing toward eech
other on 135, the goead of one, rdative to the
other, may be over 120 mph, but the apparant
reaive gpead isdmod zero.

Hand wespon atack by the driver: 4 Hand
wegpon attack by apassenger: -2

Roughness of theride, from:
A car onagood road, or aWWII fighter: O
A WWI fighter plane:-1
A motorcycle on the road, or an elephant:
2
A car on a bad road: -3 Car, tank or pickup,
off the road: -4 Horseback: Depends on
Riding skill. See
p. 137. Firing through smoke, paint, etc.:
upto -10

Ordinarily, a trained warhorse can be directed by voice and foot pressure, leaving both
hands free for weapon use. However, al Riding rolls are at -3 for "no hands" or -1 if only
one hand is on the reins. Riders who need both hands to control the horse may drop what
they are holding. It requires a DX -3 roll to put aweapon back in its scabbard while ahorseis
bucking, at Id+1 seconds per attempt; acritical failure dropsit!

Cavalry Weapons

A rider uses hand weapons at his weapon skill or his Riding skill, whichever is less.
Thus, atrained rider has no penalties using hand weapons on horseback.

Lance skill is described on p. 51. Impacting with the force of a charging warhorse, a
lance can easily pierce the heaviest contemporary armor. A lance requires a minimum ST of
12; it takes one turn to ready a lance after a miss, 2 turns to ready it after a hit. A lance
longer than 12 feet may be used, to give an advantage in reach, but for every additional foot
of lance, the lancer takes a -1 to his skill. The reach of the lance goes up by one hex for
every three full feet of length above 12. A lance weighs an extra 2 Ibs. for every foot of
length over 12.

The lance does thrust+3 impaling damage, based on the horse's ST and velocity (see
sidebar). If the horse is moving 5 or fewer hexes per turn, the lance does thrust+3 damage
based on 1/4 of the horse's ST, rounded down. If it is moving 610 hexes per turn, the lance
damage is based on 1/2 of the horse's ST. If it is noving 11 hexes or faster, lance damage is
based on the horse's full ST. To use alance or similar weapon, arider must have a saddle and
stirrups.

Tournament jousting is done with blunted wooden lances, specially designed to break
if they strike very hard. These do thrust+3 crushing damage. If more than 15 points of
damageisrolled, the lance snaps, doing 15 points of damage.

Swords, axes, spears, etc. may be swung by a rider. If the mount's speed is a least 6
relative to the foe, assess -2 to hit but +2 to damage. A cavaryman is effectively three feet
aboveinfantry (see p. 123).



Using Ranged Weapons From Hor seback

Firing from a moving animal is atest of both marksmanship and riding. Roll against
your Riding or weapon skill, whichever is worse, adjusted as per the sidebar. If your
weapon is noisy, make a Riding roll after each shot. A failure means the horse is
spooked; see above. On a critical failure, you lose control (see sidebar, p. 135).

Aiming: You may Aim a ranged wesapon from horseback, but only to get the Acc
bonus: aiming for additiona turns gives no extra bonus. Your Accuracy bonus may not
exceed either your skill with the weapon or your Rider skill.

Tricks: To turn in the saddle and fire at the foe behind you: -4 to weapon skill. -1 to
any Riding roll made that turn.

To hang on the far side of the horse and shoot over it or underneath it: -6 to weapon
skill, -3 to any Riding roll made that turn. Your foeisat a -8 to hit you, and his only targets
are your heel, head and one hand. But if he shoots a you and misses by 4 or less. he hit
your horse.

Horse Attacks

A trained medieval warhorse will attack footmen and other horses, by hiting (2
points of crushing damage) or kicking (1d for small horses, Id+2 for large ones. +1 for
iron shoes). It will also trample, doing the same damage as a kick. The rider's attack will
beat an extra -2 on any turn the mount attacks.

An 18th or 19th-century cavalry horse will not attack; in fact, a Riding+2 roll is
required to get any horse except a medieval warhorse to charge into or over any obstacle or
had fontina. Horses are verv caitioiis ahoiit had footinal

Defense

A mount's only defense is Dodge. A horse has a Dodge of DX/2 or Move/2,
whichever is better. In medieval campaigns, warhorses can have barding, or armor,
which gives aPD of up to 4 for full plate.

A rider ralls his own defense: he may Dodge. Block or Parry. For a rider of skill
12+, dl these skills are at normal levels. For a rider of less skill, al active defenses are
reduced by the difference between 12 and the rider's skill (so. for instance, a rider with a
skill of 9 hasa -3 to his defenses).

Combat Results

When arider is hit in combat, he must make a Riding roll to keep his seat. This roll
takesa -1 penalty for even, full 4 points of basic damage delivered by the blow (before
subtracting armor). If therider failsthisroll, he falls from his saddle (see Losing Control
sidebar, p. 135). If the rider was stunned by the blow, the Riding roll is made at -4.

A character who Blocks a blow may still be unhorsed by the impact. If the Block
roll is less than or equal to the blocker's PD. then the blow glances off the shield or
armor. If the Block roll was greater than the PD - which is to say that he actively
Blocked the blow - then the blow was caught squarely upon the shield. In such a case, the
character takes no damage from the attack, but still must make the Riding roll described
above, or be unhorsed.

If any attack aimed at a rider misses by 1. roll the exact same attack against the
horse. Of course, the horse itself may be attacked intentionally.

If the mount is hit. the rider must roll vs. Riding, minus the damage taken, to keep it
from spooking (see p. 136). A horse that takes more than 1/4 its hit points in one blow
must roll vs. DX to avoid falling. A horse that takes more than half its hit pointsin one
blow is affected like a human.

Vehicle Weapon Mountings

The purpose of a vehicle weapon
mounting is to stabilize the weapon. A
good weapon mounting will give a Gunner
or Guns skill bonus. However, this bonus
only offsets any pendties for arough ride: if
your vehicle moves so smoothly it's like
standing still, the mounting doesn't matter.

The simplest vehicle mount is a fixed
mounting, with no elevation or traverse.
You aim the gun by aiming the vehicle.
This gives a +2 bonus to help offset a rough
ride. Gunner skill with such a weapon cannot
exceed your vehicle-control skill-3.

Any heavy man-portable weapon can
be set up on an improvised mounting, like a
tripod in the back of a Jeep. Such a
mounting would give no bonus - but of
course it's far easier to track a target with
this than with afixed mounting.

At TL6. an ordinary military gun mount is
a pintle; machine-guns, light auto-cannon,
rocket-launchers and recoilless rifles are
often mounted this way. This gives a +1
bonus. Massproduced military mounts are
20% of the cost of the weapon involved.
Custom jobs require individual negotiation;
any machinist can make a good one in two
days. One could be built for (for instance) a
tommy gun on acivilianvehicle.

Slightly better is an unstabilized turret,
which permanently braces the weapon.
This gives a+2 bonus.

Stabilized turrets use gyroscopes to
keep the weapon aimed at the target
regardless of the motion of the vehicle.
They are available on some tanks, aircraft
and ships at the very end (after 1943) of
TL6. (Only the U.S. managed to put a tank
with a stabilized turret into action in
WWII, and that was only stabilized in de
vation.) A fully stabilized turret gives a +5
bonus. A turret stabilized only in elevation
givesa+3 bonus.

Stabilized turrets at TL6 are rare,
expendve and unrelidble. They are not
avaldde a dl until after 1930. A cusomtbuilt
dabilized turret takes precison parts and at
least two man-months of very skilled labor.
The wok will dmogt catanly atradt the
atention of the govemment'sspy-catchers. Cost
for asmple MG turet is $10.000. At TL7
and later, turrets are fairly easy to build,
though they will be very unusud accessories
for dvilian vehidesin most gameworlds




The Human Target

In World War |, it was considered
unsporting for one fighter pilot to shoot at
another. The gentlemanly aviator tried to
cripple the opposing plane, leaving his
opponent unharmed. Not that all the pilots
wore chutes. . .

In general, though, taking out the
enemy pilot (or driver, or mahout) is the
quickest way to cripple an enemy unit. But
that's not always an easy target. Assess
speed/range modifiers. Then assess the
penadlty (see p. 118) for the enemy's cover-
age. If you are shooting at the driver of an
automobile, this depends on the weapon
you are using. With a .22. you must shoot
through the window, and only his head is
exposed. With an assault rifle, you can
shoot right through the side of the car. and
thedriver essentialy has no cover.

Shots Penetrating An
Automonile

Roll 2 dice for each shot that penetratesa
TL6 or 7 car. Remember that some of the
shot's damage has been used up in coming
through the car body. This table assumes
that the car was the target and that shots
were not aimed specifically at (for
instance) thedriver.

2 - Hitsdriver. If driver survives, he must
make a Driving roll at -4 to keep cortrol.
If stunned, he automatically loses control.
3. 4 - Hits passenger - roll randomly to
seewhichone.5 - Windshield
shattered; -3 to Driving

rollsuntil it isfixed. 6-8- Bullets exit
harmlesdly. 9- Tire hit; reduce speed by 10
mph. 10, 11 - Cargo damaged (GM
provides

details). 12 - Engine crippled. Car coasts
toastop.

When acritical hit is scored against an
automobile, roll one die on a 1-3, it hit the
driver, and on a4-6, it took out the engine.

Seeds0GURPSVehides

VEHICULARCOMBAT

There are two main types of combat from vehicles. The first is with persona
weapons (e.g.. firing from a getaway car). This will happen from time to time in many
campaigns; these rules cover it adequately.

Other combats use weapons actually mounted on the vehicle (tanks, planes, auto-
duelling, etc.). The drivers either use their own Gunner skill, or carry gunners as passengers.
This is more complex, and different for every type of vehicle. It is covered in detail in
GURPS Vehicles.

Maneuvers and Movement

You can represent vehicles by multi-hex counters drawn at 3 feet to the inch. Scale
speed is based on redlity. A speed of 60 mph. for instance, is equivalent to a Move of 30.
For airplanes and automobiles, use the turning-radius rules given on p. 139. In generdl,
vehicles move in Move order (fastest first). In case of ties, the highest control skill goes
first.

Someone in a vehicle takes no maneuvers as such. If he is controlling the vehicle, he
makes the appropriate "control” rolls (Driving. Powerboat. Piloting, etc.) as needed. If he
is using a weapon, he attacks by making the appropriate weapon rolls (usually Guns or
Gunner). Detailed rules for vehicle movement can be found in GURPS Vehicles.

A control roll is required any time the vehicle is damaged or attempts a risky
maneuver. A failed roll erases any accumulated aiming bonuses. any attack on the next
turn is at a penaty equal to the amount by which the roll was failed. The vehicle may
also skid or stal, and a very unstable vehicle, like a motorcycle, can crash. A critical
failure always indicates a loss of control. Results depend on the vehicle: a biplane will
crash, while atank will just roar ahead.

Attacks

If the driver of a vehicle tries to use a personal weapon (forcing him to divide his
attention between driving and shooting) he is at an extra -4 to hit. This penalty does not
apply for using weapons built into his vehicle!

Heavier weapons will use Gunner skill. Vehicle weapons are usualy formidable;
the lightest would be a .30-caliber machine-gun, with SS 20. Acc 12. 1/2D 1.000. Max
4.700. a RoF of 8 to 20 and doing 7d+ damage per round! A TL7 tank would fire shells
doing at least 6dx25 per round.

Aiming: With single-shot weapons, aiming is the sasme as from horseback. With a
vehicle-mounted or automatic weapon, you can Aim while firing, up to the maximum of +3
bonus!

Targeting Systems. At TL7 and above, many vehicles have targeting systems (radar,
computers, etc.). A targeting system adds to the effective skill of the user.

Defense

This varies widely. Some vehicles (e.g.. a fighter plane) would be allowed a Dodge
roll against enemy fire. A tank would get no Dodge roll, but its heavy sloped armor
would give it ahigh passive defense.

When a shot hits, treat as for any
other combat, comparing the weapon
damage to the armor of the target
vehicle. Again, this varies. An early
fighter plane has no armor at al. A
TL6 or 7 automobile has a sheet-sted
skin with PD3. DR5. The armored
sides of a TL7 main batle tank have a
DR of 100 or more, and its front has
a least DR600. (Even so. its survival
depends mainly on not being hit.)

Shots that penetrate a vehicle

may affect the crew. For an automo-
bile, roll on the table in the sidebar.
GMs playing other types of combat
can construct equivaent tables, or see
GURPS Vehicles.
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This section covers specid rulesfor aerial movement and combat.
PCs themselves could fly using psi powers: powerful magic, not
covered in the Basic Set, will aso let wizards fly. And Space
campaigns can include persona grav belts and flying dien races . . .
For much more detail, though, see GURPSVehicles.

M ovement

If the ceiling is high enough, fliers can go over other figures.
Humans normally fly in a horizontal position (so they can watch the
ground and see where they're going), making them 2-hex figures.

Changing heigh!: Verticad movement cogts the same as horizontal.
A yard of diagona movement at 45 would cost the same as 1.5
horizontal yards.

Turning Radius

The fagter anything moves, in the air or on the ground, the more
spaceit needsin which to turn. A tight turn on the ground can make a
vehicle (or creature) lose traction and fal/spin out of control.

The safety of a turn depends on speed and turning radius. In
game terms, turning radius equals the number of hexes a figure
travels between one 60° (one-hexside) facing change and the next.
Seeilludration.

If, for instance, turning radiusis 1, you move 1 hex between facing
changes (describing a circle whose radius is 1). If your turning
radiusis 2, you move 2 hexes between turns, and so on.

To find the turning radius, square the figure's current speed and
divide by (10 times G). where G is the G-force of the turn. Round
down for movement on land or water: round up for air movement.
For most cases, use G=1. More than that is unlikely for men. ani-
mals, unpowered fliers and most automaobiles. To make a one-hex-
sharper turn, roll vs. your control skill (DX. Piloting or Flight skill.
levitation. etc.) minus 4! A failed roll means you fall, lose control
of the vehicle, or lose control in the air. as the case may be. (For
simplicity, you may ignore this tor running humans unless they are
moving at super-speeds.)

Example: A gryphon's flight speed is 15: with light encum
brance (see below) that becomes 11. 11 squared is 121 121/10
(rounded up) is 13. At full speed, this creature can change facing by
60° (one hexside) even, 13 hexes. If it makes a DX-4 roll, it can
change facing after moving only 12 hexes. A failed roll would
make it tumble in the air: in this case, the GM should make the
rider roll vs. Riding to stay on!

Because turning at high speeds requires making awide circle, itis
often faster to dow down. turn, and speed up again.

Encumbrance

Use the following encumbrance rules for flying animals;

No encumbrance (up to 2xST): Moveis unaffected.

Light encumbrance (up to 6xST): reduce Move by 4.

Medium encumbrance (up to I0xST): reduce Move by 8.

Heavy encumbrance (up to 15xST): reduce Move by 12. Most
creatures cannot fly with Heavy encumbrance, and some cannot fly
evenwith Medium.

Flight Ceiling

On Earth, an unprotected human will have trouble breathing past
10.000 feet. Double Fatigue costs for any exertion between 10,000
and 15.000 feet. Past 15.000 feet, an oxygen mask (or magica
assistance) is needed. Some nonhumans will be able to fly much
higher. On worlds with a greater air pressure, higher flight will be
possible. On worlds with little amosphere, the reverse will betrue.

Combat Maneuvers

Combat maneuvers are the same for flyers as for other characters,
with thefollowing exceptions.

Change Postion isafree action in flight.

Aimistreated asfor aman on horseback (p. 137).

Sep and. .. maneuvers dlow a 3-yard "step” in flight.

Concentrate can be performed during a full move, if the flyer is
going inadraght line.

Ail-Out Attack: A flyer can go up to haf his Move and make an
al-out attack.

Attacks and Defenses

Weapon use is difficult in flight. The penaty for use of a
weapon in flight is (15-Skill): if your skill is 15 or better, you have
no penalty. The pendty for use of a ranged weapon in flight is (17-
Skilli. Note also that aflyer's own speed countsinto his
speed/range total for aranged wesapon attack!

When flyers use hand wespons againgt foes on the ground, use
the modifications for relative height (p. 123). Weapon reach
becomes very important! But don't worry about relative height of
two batling flyers.

Fying humans have a +2 to Dodge. They have a -2 to Parry and
Block unlessthe kill (or spell) used for flying isat 15 or better.
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Biting Damage

When acarnivore bites, thisistreated asa
cutting attack, unless specified otherwise.
Fangs and claws are much more effective
on flesh than they are on armor. The bite of a
herbivorous creature like a horse is crushing
damage and usually does damage
appropriate to about half its actual ST.

An anima bite - even from a carnivore -
can do zero damage. A smal dog. for
instance, doesn't necessarily do significant
harm every timeit bites.

In general, an animd's biting damage
depends on its ST. But there are aways
exceptions. For instance, a sabertooth tiger
would do extra damage!

ST Biting Damage

and soon...

Each GURPS worldbook includes a listing of animals, monsters, etc., peculiar to
that setting. Also available is the GURPS Bestiary, with complete descriptions of more
than 200 creatures. A few very common beasts will be described here.

All animals and monsters are controlled by the GM or Adversary. Since these creatures
are not PCs. they are not built on a point system, but described in simple terms. For each
animad, the following data will be given:

General description, including size, weight and habits.

Value for a domestic animal. No values are given for wild animals, though a specific
campaign or adventure may assign them specific values.

Attributes. If two numbers are given for HT. the second is hit points. Note that GMs
may vary animal attributes- see p. 145.

Basic speed. Except in the case of loaded riding and draft animals, this will also bethe
creature's Move. Note that Dodge (an animal's only active defense) is half DX or half
Move, whichever is better, up to a maximum of 10.

PD and DR. if any. from the creature's hide or armor.

Attacks, if the creature islikely to be involved in combat.

Soecial abilities and other information relevant to gaming the creature.

Abilities and Skills

Most creatures that live in the wild have keen senses. The "generic" roll for an animal
to sense something (sight, hearing, smell, etc.) is 14. regardless of its 1Q. This varies, as
noted, for specific creatures.

Some animals also have the equivalent of human skills. For instance, a bloodhound is
considered to have the Tracking skill at alevel of 18.

Sze

Small creatures take up less than a hex: severa can fit in the same hex. See Svarm
Attacks, p. 143.

If it is necessary to calculate (for instance) a dose of poison for a nonhuman, compare
its weight to the 150-lb. human average. For instance, it would take twice as much poison
to affect a 300-1b. beast as it would to affect a man.

Combat

In genera, use the same combat rules for an
animal that you would for a human. A few specid
cases - eg.. trampling by a heavy creature -are
noted in the chapters on combat, earlier in this
book. Some specia notes:

Attacks: To hit. an animal rolls against its
DX: use the same modifiers as if a human were
attacking.

Reach: Most animals attack by "close com
bat" - a grapple or slam, followed by an attempt
to crush the foe or tear him to pieces. Assume
that any creature's "reach" is "C" - close -
unless the description states otherwise.

Defense: Animals do not block or parry, but
may defend by dodging. A creature's Dodge
score is equal to half its Move, or half its DX,
whichever is better, up to a maximum of 10.
(Some small creatures can't run as fast as man,
but dodge much better.)

Armor: Many creatures have PD and/or DR
from hides, shdlls, etc.



HT: Health and Hit Points

For a roughly man-sized creature, HT represents toth "health" - the creature's
overal state of wellness- and "hits' - the amount of injury it can take. For very large or
small creatures, this is not true. For instance, an elephant can take many more
wounds than a man, but its chance of recovering from a stun is no different than a
hedlthy man's.

Therefore, some creatureswill havetwo numbersfor HT. Thefirst number, from 3to
18 (usually) isthe "hedth" that you roll againgt. The second number is the "hits' that the
creture can take. Thus, an eephant might have HT 17/50, and arat might have HT 17/2.
Both are hardy cregtures, but the dephant takes alot more wounds before dying!

Realian

If you want to play animds rediticaly, remember that:

Most animals fear man and will flee rather than attack. Exceptions include a mother
defending young; an insect swarm defending its nest; an old or wounded "man-ester”
predator; a creature so stupid it doesn't redize men are dangerous; a creature so powerful
men aren't dangerous. or alarge herbivore (bison, rhino. Triceratops) which may charge
anything, just out of orneriness.

In abaanced ecoloav. predators will be comparativelv rare. prev soecies common.

|(inumus
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Multi-Hex Creatures

Some animas, mongers, etc.. occupy more than one hex. Thisisimportant primarily if
you are using the Advanced Combat System and playing with acombat map. Itmay be
helpful to use miniature figures and cut cardboard bases of the gppropriate size.

Movement

Movement of a multi-hex figure is controlled by its head. Determine the distance
moved, and "forward" movement (see p. 103). asthough the creature's head were anorma
one-hex figure. The rest of the body follows. This may mean, for instance, that a
dragon's head moves 3 hexes while its tail sweepsthrough 10. That's dl right - and it's a
good way for the dragon to knock people over.

A multi-hex figure cannot fit through a map space narrower than its widest point.
However. GMs should be lenient in dlowing large figures to overlap walls, etc.. where a
partial hex is adjacent to awall. Remember that when ahex is cut by astraight wall, etc.,
apartid hex counts as afull hex.

Arc of Vison

The arc of vision of a multi-hex creature is controlled by its head. Note that most

animals have eyes set to the sides of their heads, so they have a wider field of vision
than hiimans

Animal Descriptions

Ape

Apes and monkeys are intelligent - too
intelligent to be redly predictable. Any
Animal Handling roll is at -1 with such
aestures. Apes are very strong, but attack
in dose combet only, by argopling and hiting,
rather than punching or kicking.

All apes and monkeys are 1hex cea
turesor andler.

Chimpanzee: ST 14-18, DX 14, 1Q 6,
HT 12-14. Speed 7. PDO, DRO. Weight
100-180 Ibs. (males are larger than
femdes). Bitesfor |d-1 cutting damage.

Gorilla: A peaceful plant-eater; will not
normally fight unless it or its young are
threatened. ST 20-24, DX 13, 1Q 6, HT
14/16-20. Speed 7. Hide has PD1, DR1.
Weight 200-600 lbs. (mdes are larger than
femdes). Bitesfor 1 diecutting damage.

Bear

Mog bears are omnivorous, eding hoth
plants and animals. Make areaction roll for a
bear to determine whether it's hun-
gry/aggressive or just gets out of your way.
Grizzly bears and polar bears are mostly
carnivorous and react at -3. Mother bearswith
cubs are dmost dways aggressivel

A bear waking or running on four legsisa
two-hex cresture; when it stands on its hind
legstofight, itisal-hex creature.

Black or brown bear: ST 14-17, DX
13. 1Q 5, HT 14/14-18. Speed 7. Hide has
PD1, DR1. Weight 200-400 Ibs. Bites for 1
die of cutting damage; strikes with its
claws (close combat only) for 1 die of
cushing damege

Grizzly bear: ST 22-28, DX 13, 1Q 5.
HT 14/18-22. Speed 8. Hide has PD1.
DR2. Weight 400-1,000 Ibs. Bites for Id+1
cutting damage; strikes with its claws
(reach 1 hex) for 1d+2 crushing damage.
May grapple (bear hug) in close combat and
bite while grgppling.

Polar bear: ST 27-33, DX 13, IQ 5. HT
15/18-24. Speed 7, or 3 if swimming. Hide
has PD1, DR2. Weight 600-1,400 Ibs.
Bites for |c+2 cutting damage; dtrikes with its
claws (reach 1 hex) for ld+2 crushing
damage. May bear-hug like agrizzly.

Cave bear: A prehistoric creature. ST
27-33, DX 12, 1Q 5, HT 14/30. Speed 7.
Hide has PD1, DR2. Weight 1,200-1,600
Ibs. Bites for 2d-2 cutting damage; strikes with
claws (reach 1 hex) for 2d-2 crushing damage.
May bear-hug like agrizzly.

Came

A dry-plans creature domesticated for
draft use. See Riding and Draft Animal
tablefor gats
Asfor ahorse, except that it can go for four
dayswithout drinking at dl. Any use of
Anima Handling skill is at-4 because acamd
isvery nasty and stubborn. Continued on next

page...
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Animal Decriptions
(Continued)
Cat

A domestic animal, kept as a pet. Cost
ranges from free to outrageous.

ST 3,DX 14.1Q 5, HT 13/3. Speed 10.

Skin is not thick enough for armor.
Weight 5-15 |bs,; Ssze<1 hex.

Cats, if provoked, attack by biting and
scratching, doing 1d-4 damage (treated as
cutting damage because claws arc short).

Deer

Hunted for food. ST 514, DX 15, 1Q 4,
HT 13/6-8. Speed 9, depending on age and
species. PDO, DRO. Weight 70-200 Ibs.
Occasionally attacks by kicking or tram-
pling (1d crushing damage) or by butting
with antlers (1d impaling damage).

Dog

A domestic animal, used for hunting or
as apet. Because there are so many different
breeds, the descriptions here will not be
precise. Weight ranges from 5 Ibs. to 150
or more; size is 1 hex. Cost ranges from
negligible to $10,000 or more, though a
fully-trained healthy dog, even if it has no
breeding, is aways worth at least $200.

ST 1-12 (depending on breed), DX 11-
12, 1Q 5. HT 12-15 (but a very small dog
may have only 3 or 4 hit points).

Basic speed ranges from 4 (small lap
dog) to 20 (greyhound or saluki). Average
is about 10. Large dogs can be used as
draft animals. A thick-coated breed will
have PD1 and DR1. Most dogs hide is not
thick enough to serve asarmor.

Dogs attack in close combat, doing nor-
mal biting damage for their ST. Some
breeds (e.g., bloodhounds,) have keen
noses, and Smell and Tracking rolls of 18.

Elephant

Often domesticated. Intelligent, loyal
and hard-working. Sats as given in Riding
and Draft Animal table. Size: 10 hexes. An
eephant will not carry more than Medium
encumbrance (10 x ST) on its back.

Attacks by trampling (3d damage per
turn!) or with trunk. The trunk has a reach
of 2. DX roll to strike (1 die damage) or to
grapple (no damage, but victim can then be
thrown, pulled to betrampled, etc.).

The elephant is so large that it effec-
tively has no Dodge roll. Its trunk has a ST
of 12 for lifting, carrying , etc.

Falcon

A bird of prey used for sport hunting. A
large falcon would have ST 3, DX 15, IQ
4, HT 12/3-5. Speed 20 in level flight
(when diving on prey, the falcon's scale
speed would be 70 or 80!). Weight 2-8 |bs.

A very well-trained falcon, or one dis-
turbed by a stranger, might attack a human
with beak and claw, doing Id-2 damage.
Though the falcon's claws are sharp, they
are much too short to impale, so treat this
as cutting damage.

Continued on next page.. . .

Front, Side and Rear Hexes

Each multi-hex creature has front, right, |eft and rear hexes, corresponding to those of
a hiiman. See halow.

Froni

Fromi /

\ Front From Front

Knockdown and Overrun

When a figure of 2 or more hexes moves through a smaller one, treat it as a "dam"
atack (see p. 112). This gives the small figure a chance to get out of the way. If it fails to
do so, it will probably lose the ensuing Contest of ST and be knocked down!

Unlessthe larger figureisitself knocked down, it can keep right on moving.

A figure knocked down by one that is at least twice its size or weight may be
trampled.

Trampling

When avery large animal runs over, or stamps, an enemy, it does trampling damage.
This damage depends upon weight, and on whether the creature has hooves. If a non-
hoofed creature tries a "trample," treat it as though its weight were only 1/4 its true
weight. Claws are not ordinarily effective in a trample - that's not what they were
designed for. If atiger tramples you, it may take your breath away, butthat's all.

The figures below assume that the victim is on yielding ground. For specia cases
(i.e., an dephant rampling a foe on a concrete floor) double damage, at least, would be
appropriate!

If an animal takes the "trample" maneuver in close combat, staying in the foe's hex
and stamping him, it does damage as listed below. If the animal "dams" the foe, does
not fall, and keeps running, it does haf the damage listed below. In either case, the
atacker must roll against DX to hit, and the victim gets a Dodge defense.

A human may also "trample" small creatures (see Swarm Attacks, p. 143). No DX
roll isrequired; if you trample into a swarm, you'll get something.

trampling damage table

Weight of Attacker Trampling Damage
Under 150 Ibs. 150- no effect
300 Ibs. 300-599 Id-2
Ibs. 600-999 Ibs. 01
1,000-1,999 Ibs. 1d
1-1.99 tons ld+1
2-2.99 tons |d+2
3-4.99tons5 2d
tonsand up 20+l

3d
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Swvarm Attacks

A group of small creaturesis treated as a unit when it attacks. Such a group (filling
one hex on the combat map) is caled a"swarm." A swarm attacks the victim(s) in its
own hex (if you are not using a combat map, it attacks one person each second). It will
not change victimswithout a good reason.

A swarm attack automatically hits; there is no attack or defense roll. Each attack
made by a swarm does the same damage, until the swarm has taken enough "hits" to
digperseit by killing or confusing its members.

Special clothing (a wet-suit or beekeeper's suit, or high-tech airtight armor) may
protect against some types of swarm. Against tiny creatures like insects, clothing is
complete protection for two turns and low-tech armor for five; then the bugs get in andthe
armor ceases to protect! Against larger creatures like rats, armor would protect
indefinitdly with itsnormal DR.

Depending on thetype of swarm, specid tactics may work. For instance, bees couldbe
destroyed by insecticide or baffled by legping into a pond. This is up to the players
deverness and the GM's common sense.

Attacking a Svarm

Any attack against a swarm will automatically hit; the swarm gets no defense roll.
(A swarm of hard-to-hit crestures smply requires more "hits' to disperse it.) Againgt a
swarm atteck, fists and most wegpons (regardless of the usar's ST) do only 1 hit of damage
per turn. Exceptions

Torches and flaming weapons do 2 hits.

Shields can crush flying creatures; a shield does 2 hits and can be usad at the same
time awegpon is used.

Samping attacks do 1 hit per turn against non-flying vermin; this can be done at the
same time that wegpons are used. Y ou can't samp on fliers,

Swarm Attack Examples

Bees. A "swarm" is about 1.000 common bees, with a Move of 6. Does stinging
damage of 1 hit per turn unless foe is completely covered. Dispersed by 12 hits: will
give up the attack if foe is chased 50 yards from hive. Note that bothering a hive may
et several such swarms after you!

Rats. A "swarm" isabout adozen rats, with aMove of 4. Does 1d of cutting damage
per turn: armor protects with its norma DR. Dispersed by 6 hits.

Bats. A "swarm" is about a dozen carnivorous bats, with a Move of 8. Does 1d of
biting damage/turn: armor protects with its normal DR. Dispersed by 8 hits.

Petsand Trained Animals

Characters may purchase trained animals. These
are not considered "advantages." but just property. A
trained animal, like any other cregure, is controlled by
the GM. But the better an animal is trained, the more
likdy it isto do what its owner wishes

Animal Training

The leve of training an animal can absorb depends
drictly onits1Q. Seethe Animal Handling skill, p. 46.

1Q 3: Average reptile. Can learn to recognize master
and come when called for food, and not to attack
medter (usudly).

IQ 4: Average horse or hawk. Can learn com-
mands suitable for its work - hunting commands for a
hawk, riding or pulling commands for ariding or draft
animd, and generd tolerance for dl humans or for e
cific masters (trainer's choice). Will learn its name and
comewhencdled (if itfedslike it).

1Q 5: Average dog. As adbove, plus "fetch." "attack.”
"find." "gt." ec.. as gppropriate for the particular type of
animd. Will try to warn its owner of dangers it percaives.
Will fight and even diefor its meder.

Animal Descriptions
(Continued)

Horse and Mule

Domestic animals, kept for riding and
draft purposes. See the Riding and Draft
Animal table for stats. A riding horse is
considered a 3-hex figure, with the rider in
the middle. Donkeys and small mules are
2-hex figures.

Skin is not thick enough for armor.

Horses fight by kicking into any front
or back hex. A horse under 1,000 |bs. does
1 die of crushing damage: a larger one
does Id+2. A horse may bite in close com-
bat, doing 2 hits of crushing damage.

Lion

A big, lazy cat, found in both plains
and jungle, which huntsin small groups.

ST 24-30, DX 13, 1Q 4, HT 15/16-20.
Speed 10, in short bursts. Hide has PD1,
DR1. Weight 400-600 Ibs.; size 2 hexes.
Attacks by biting and clawing (close com-
bat) for 2d-2 cutting damage.

Shake

Python: A large constricting snake (up
to 30 feet in length). ST 12-24, DX 13, I1Q
3, HT 15/15-30. Speed 4. Non-poisonous;
attacks by crushing. Once the snake gets a
successful "grapple,” it starts to sgueeze,
continuing until it dies or is forced off.
This does Id-4 to 1 die of crushing dam-
age, depending on size of the snake. Only
plate armor protects against this attack, but
it protectswith itsfull DR.

Rattlesnake: A common poisonous
snake. ST 210. DX 13, IQ 3, HT 15/4-20.
Speed 3 or 4. Even the little ones are dan
gerous; a big diamondback (up to 8 feet
long) is very dangerous. The bite of a smdl
snake can penetrate DR1; a big ratler can bite
through DR2 legther (but not metd).

Anyone bitten must make a HT rall, a -4,
each day for 3 days A faled roll means the
venom does damage; a critical failure means
death. Venom dameage ranges from 1d-1 for a
small rattler to 2 dice for abig one. Modifiers
to the HT rall: +1 if venom is immediately
sucked out: +2 if antivenin (TL 6 or beter) is
used for trestment.

Coral Shake: A tiny (1 or 2 feet long),
brightly-colored, poisonous snake. ST 2,
DX 11. I1Q 3. HT 15/2. Speed 2. Its hite
will not penetrateany protection - affects bare
skin only. Roll as for ratlesnake poisoning,
except that venom does 1 die damage and
victims are 6 to resist Any victimwill be at -
2 DX for 3 days, or -4 DX if he takesHT
damegefrom the venom.

Continued on next page ...
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Animal Descriptions
(Continued)
Tiger

A solitary hunting cat, usually found in
jungle.

ST 35-40, DX 14, 1Q 4, HT 15/20-25.
Speed 10, in short bursts. Hide has PD1,
DR1. Weight 500-700 lbs.; size 2 hexes.
Attacks by biting and clawing (close com-
bat) for 2d-I cutting damage.

Wolf

A wild carnivore, hunting in packs. Can
be (more or less) domesticated, but never
likeadog.

A typical wolf would have ST 810,
DX 14, 1Q 5, HT 11-13. Speed 9. Hide has
PD1, DR1. Weight 70-170 Ibs,; size 1 hex.
Attacks by biting (close combat) for 1d-2
cutting damage.

Wild Boar

Wild hogs are hunted for food - but
they're dangerous game. Boars are smart,
evil-tempered, and likely to attack even
when encountered by accident. Sows are
less aggressive and smaller (give them
weight and ST at the low end of the scale).

Large boar: ST 20-24, DX 14, IQ 6, HT
15/20-25. Speed 8. Hide PD1, DR2.
Weight 400+ Ibs.; size 2 hexes. Attacks by
dashing with tusks (Id+1 cutting damage)
or trampling (Id-1 crushing damage). Will
try to knock men down with a slam attack
(which includes a tusk-dlash) and gore
themwhilethey arehelpless.

Small boar (javelina or peccary): ST 8,
DX 14, 1Q 6, HT 12. Speed 7. Attacks as
above: tusk-slash does |d-2 cutting dam-
age; trample does no real harm. Weight
40-50 Ibs;; size 1 hex.

1Q 6: Average monkey. As above, with more complexity. GMs may alow anything
they ever saw atrained animal do in the movies. . .

Training time depends on 1Q and the level of training. A trainer can work with a
given creature for as much as 4 hours a day in two 2hour sessions (though this is a gen-
erdization):

animal training

IQLeve of 1Q Leve of Training

animal 3 4 5 6

3 60 days Impossible Impossible Impossible
4 30 days 360 days Impossible Impossible
5 7 days 180days 360 days Impossible
6 2 days 90 days 180 days 720 days

This is the time needed to train the animal to the general level given above. To
teach some specific new trick, if the GM agrees the animal can learn it, allow 14
days for an 1Q 6 creature, 30 days for one of 1Q 5, 90 days for an 1Q 4 animal.

Value of Trained Animals

Training can affect the value of domestic animals, as follows:

IQ 3 creatures can learn <o little that training doesn't enhance their value.

IQ 4 creatures are of little use unless trained. Decrease the value of an 1Q 4 domestic
animal by 1/3 if it is "unbroken" - i.e., untrained. Any young specimen is automatically
unbroken and therefore cheaper.

1Q 5 creatures are assumed to be trained to 1Q 4 level when bought - otherwise,
decrease price by 1/3, as above. When an 1Q 5 creature is fully trained to 1Q 5 level,
increase its base va ue by 50%.

IQ 6 creatures follow the IQ 5 rule; in addition, when an 1Q 6 creature is fully
trained to |1Q 6 level, double its base value.

If a domestic animal has a higher intelligence than normal for its species, it will be
worth much more when fully trained. As a general rule, multiply the creature's worth by 4
if it is 1 point smarter than normal, by 10 if it is 2 points smarter. Thus, an 1Q 6 horse
would be worth 10x base value.

If a"wild" animal is captured and trained, its value will go up markedly - espe
cially if the creatureisintelligent and/or ferocious. Details are up to the scenario and the
GM.

Riding and Draft Animals

These creatures are trained as described above. For mounted combat rules, see p.
135.

riding and draft animals table

Type ST DX |Q HT Move Cost Wt(Ibs) Notes

Donkey 25 10 4 13 8 $1,000 500 2 hexes; too

Smdl mule 30 10 4 14 8 $1,000 800 small toride.

Large mule 40 10 4 14 9 $2,000 1400

Pony 30 10 4 13 13 $150 800

Racehorse 32 9 4 13 18 $,000+ 1100 Some are fagter!
Saddlehorss 35 9 4 14 12 $1200 1200 Ordinary riding horse.
Cavalryhorse 40 9 4 15 16 $4000 1400 A light warhorse.
Heavywarhorse 50 9 4 16 15 $5000 190 Usudly vicious.
Draft horse 60 9 4 16 12 $2000 2000

Ox 80 8 4 17 8 $1500 2500+

Camd 440 9 4 15 10 $1500 1400 Vidious drinkslittle.
Elephant 300 12 6 17/0 8 $10,000 12000+  10hexesPD1.DR2.




Encumbrance and Movement

Encumbrance for beasts works as it does
for men (see p. 76). The level of encumbrance
reduces the beast's Move score. However, the
encumbrance table for four-footed creatures is
different:

No encumbrance (up to 2xST): Move is
unaffected.

Light encumbrance (up to 6xST): Move
is reduced by 2.

Medium encumbrance (up to |0xST):
Move is reduced by 4. Few animals will carry
greater than |0x ST on their backs!

Heavy encumbrance (up to
Move is reduced by 6.

Extra-heavy encumbrance (up to 20xST):
Moveisreduced by 8, but never to less than 2.

Maximum encumbrance (up to 30xST): Move is reduced to 1. Only a very willing
beast will attempt to move aload this heavy.

Distance traveled in a day for horses and most other large beasts is the same as for
humans (see p. 187).

Effective weight is reduced if it is carried on a dedge or wagon, and reduced further
on a good surface - see the rules on p. 89. If ateam of animals is used, just add their
Strengths. A team of four oxen, for instance, has ST 320.

Rules for pulling a load assume proper harness and collars. Without these, using for
instance an improvised harness of ropes, the pulling power of any draft animal is
halved. Drawing a load with alasso is even less efficient, since the ange of pull isbad. A
horse can draw at most medium encumbrance with a lasso firmly anchored to the
pommel.

Grainfed horses have an advantage in strength, speed and endurance over grass-fed
horses. In any straight Contest of Skills between horses, the grain-fed horse has +2 to
the appropriate skill.

Value of Riding and Draft Animals

Base values are given in the table above. Increased |Q will raise the worth of an
dready valuable animal as described under Training.

Increased ST. if anyone cares enough to do the math, will raise the value of the
beast by the same percentage that ST increases. A 10% increase in ST raises value by
10%. Very strong specimens will be worth more than this formula would indicate, of
course

Increased Speed will raise a riding animal's value drastically. Double value for +1

Speed. Quadruple value for +2 Speed.
Other value-changes are up to the GM. or the PC's haggling ability.

15xST):

| ndividualizing Animals

GMs are not totally bound by the written descriptions of animals. These describe
typica creatures - individuals may vary.

ST: May vary by severa points, especially on large creatures. ST is valuable for
draft animals, and a very strong horse, etc.. is worth more.

DX: Should not vary from the suggested value by more than a point, except for a
very unusud cregture.

IQ: Redlisticaly, should not vary up or down by more than a point - and evena 1l -
point increase in 1Q makes a beast a genius of its kind. For game purposes, allowing an
occasiona animal of any species to be IQ 6 will alow for some interesting pets. This
alsoincreasestheir value - see above.

HT: True health can vary by a couple of points in either direction. Hit points, espe
cially on alarge creature, may vary by up to 20% in either direction.

PD and DR of skin won't vary much.

Soeed and Move can vary alittle bit. Horses and similar creatures can go up drastically
in valueif they are faster than average.

Cost: Any increase in an animal's stats can be reflected by an increase in its market
value, but unless specific formulas are given, the details are up to the GM. Likewise,
decreased stats would decrease the creature's value.

Fantasy Creatures

These three creatures have been se
lected because (if the GM changes the
name and files off the serial numbers),
they work in an SF background, too!

Cockatrice, or Baslisk

This creature resembles a small snake
with a hideous face and a crested head.

ST 3, DX 12, 1Q 3, HT 12/4. Speed 4,
Dodge 6. Skin PD1, DRO. Weight 12 Ibs;;
size 1 hex. Its attack is special; the Middle
Agescalled it a"gaze of death.” Treat it asa
telekinetic attack (p. 172) with a Power and
Skill of 16. It may attack anyone who it sees
or touches, if it concentrates for one turn
first. If its victim sees it, or makes any psi
contact, the cockatrice can attack
instantly! It rolls against its Telekinetic
skill, at -1 for every yard to the target. If it
succeeds, the victim takes 2d+2 damage per
second until the cockatrice's concentration is
broken or the victim leaves its Sight. Then the
beast must roll again, at the new range, to
continue its atack. DR and Toughness do not
protect: no defenseroll is dlowed.

Gryphon

This beautiful creature has the head,
wings and forefeet of an eagle and the
hindquarters of alion.

ST 30-35. DX 14. 1Q 5, HT 15/20-25.
Soead 6 on the ground, 15 in the ar; Dodge 7.
Skin PD1. DR1. Weight 500-600 Ibs.; size
2 hexes. Attacks by cdawing and pecking in
close combat for 2d-1 damage.

Gryphons can be tamed if captured
young, but their handlers are at a -3 to all
anima-control skills. Since the gryphon is
neither bird nor mammal, neither type of
animal-control spdll affects it! An untamed
gryphon in good heath might sell for
$5.000; a tame one is priceless, and will
not cooperate with anyone except its traner.
In flight, the gryphon's maximum encumbrance
isLight, soonly asmall rider can becaried.

Strix

A strix (plura striges) is a blood-sucking,
birdlike creature about the size of a crow,
with along beak and large eyes. Striges are
nocturnd. ST 25, DX 17,1Q 4, HT 12/3-5.
Speed 12 in the air, 1 grounded; Dodge 7.
PD2, DRO. Weight 10-25Ibs,; sze <1 hex.

A drix attacks with its long, barbed
beak, doing 1d-3 impaling damage. If it
hits, it inserts the beak and beginsto suck the
victim's blood, doing 1 hit of damage every
10th second. A successful Physician o
Surgery roll must be made to pull it out;
otherwiseit does an extradie of damage.

It attacks its victim's most lightly
armored spot, and will go for the eyedits (a
-10) of a person in metal armor. Only two
dstriges can strike thus per torn - but a
successful strikewill blind the eyel

apimals EES



Finding a Teacher

In aworld in which magic is common, it
will probably be taught just like any
other trade. You may apprentice yourself
to awizard to learn his wholecraft ... or
hire a magic instructor to teach you a few
spells. Of course, there is aways the poss-
bility that magic will be a closdly-guarded
secret in your world. This can lead to inter-
esting complicationd

In aworld in which magic is rare (or in
which few believe init), finding an
instructor will be much harder. Most wiz-
ards will shroud themselves in secrecy - or
belong to mysterious, far-off cults - or
proveto be fakes!

Like any other intellectua skill, magic
can be learned without a teacher. You must
be Literate and have access to good text-
books. Even with the best textbooks, an
unsupervised student learns at half speed
(each spell costs twice as many character
points). And most spell-books - especially
those found in non-magica worlds - are
complex and deliberately obscure!

Hiring a Wizard

PCs may want to hire a wizard for a
teacher. Or a group of adventurers may
need a mercenary magician! Use the same
procedure and pay rules as for any other
hireling (see p. 194). The more common
magic is, the easier it will be to find any
sort of wizard and the less you will have to
pay him. See sidebar, p. 152, for some
basic cost and pay figures for "common"
magic campaigns.

However, it will be harder to find a
wizard hireling if you want to specify his
spells, especialy if you specify complex
ones. To find a wizard with Create Fire,
for instance, you would need to roll at only a
-1, since this is a common spell. But to
find a wizard who knew both Create Fire
Elemental and Mgjor Hedling (two com-
plex, unrelated spells) you might have to
roll at a-8!

Setting these penalties is up to the GM.
Any mage gets a +1 when searching for
another mage as a hireling; connections
with the local wizardly guilds or power
structure could be good for a further +1 to
+3bonus.

EEE macg

Magic is a powerful and fickle force, controlled through procedures called spells. Magic
draws upon an energy called mana - but even the most powerful wizards do not fully under stand
magic. Or, if they do, they haven't told us about it.

Certain people have an inborn ability to learn and use magic. This advantage is called
Magical Aptitude (see p. 21). Anyone with any degree of Magical Aptitude is caled a mage. In
many game worlds, only mages can use magic. In al worlds, they are better with magic than are
non-mages.

LEARNING MAGIC

Most spells can be learned by anyone (but in some worlds they can only be used by mages).
Some spells can only be learned by mages - thisis a prerequisite for the spell.

Each magic spell is considered a skill, and is learned the same way that any other skill is
learned. Spells have no default level; you must be trained in a spell to use it. Spells are
Mental/Hard skills (except for a few, specified in the Spell List, which are Mental/Very Hard).
However, your level of Magical Aptitude adds to your 1Q for the purpose of learning spells.
Thus, if you have an I1Q of 12 and 3 levels of Magical Aptitude, you learn spells as though you
had 1Q 15. No one may have aMagica Aptitude of more than 3.

To learn a spell, you must put a minimum of one point in it - even if you are brilliant and
blessed with Magical Aptitude. Eidetic Memory is not too useful for spells: it gives you rote
memory, but not true understanding. First-level Eidetic Memory gives a +1 to 1Q for learning
spells; second-level gives a +2. It gives no other bonuses.

When you play a character who knows a number of spells, you may wish to make a
"grimoire" for that character. A grimoire is abook of spells. Your character's grimoireis alist of
the spells he knows, his skill with each, the energy each costs to cast, and other important details
about them. This will save alot of reference time in play - not even the most dedicated player
will know the details for every spell!

Prerequigtes

All spells except the most basic have prerequisites - requirements that must be met before
the spell can be learned. If the prerequisite is another spell, it must be known at skill level 12 or
better before the higher spell may be studied. Thus, a magic-user must learn simple spells first,
and proceed to advanced ones as his knowledge increases. "Magery" is a prerequisite for most of
the stronger spells. This means that no one but a mage - a person with Magical Aptitude - can
learn them. "Magery 2" means that two levels of Magical Aptitude are required to learn the spell,
and so on. Some spells also require a minimum basic DX or Q.

CASTINGFHLS

In order to cast a spell, you must know that spell, or possess an item that lets you use the
spell (see p. 153). Then you must spend one or more turns in concentration. At the beginning of
the turn after your last turn of concentration, you must make your skill roll for that spell. You
may then do something else on that turn (use a weapon, start concentrating again, etc.).

Casting a spell works just like any other use of a skill. The caster rolls three dice and
compares the result with his "skill level" in that spell. If hisroll is less than or equal to his skill
level, the spell works. If hisroll is greater than his skill, the spell fails. Various modifiers will add
to or subtract from the caster's basic skill with the spell. The modifiers depend on the class of
spell - see p. 149.

A successful roll means the spell was cast, and the spell's energy cost (see below) is marked
off of your ST (asfatigue) or your HT (asinjury).

A critical success means the spell worked especially well. Magic isfickle: the nature of this
great success is left entirely up to the GM, who should be both generous and creative. There is
never an energy cost if you get a critical success when you cast a spell.

A failed roll means the spell was not cast. If a successful use of the spell would have cost
energy, the caster loses 1 energy point. If the spell would not have required energy, the caster
loses nothing.



A critical miss meansthe energy cost of the spell was spent, but the spell failed badly. A
table of "backfire" results is provided. However, the GM may improvise any "backfire" that
he finds amusing, aslong as he does not actualy kill the caster.

If this seems arbitrary or unfair . . . itisl Again, magic isfickle. Any time you cast a
spell, you are using powers you do not fully understand, and exposing yourself to the whim of
the fates - asrepresented by the GM.

Critical Soell Failure Table

Roll 3 dice. The GM does not have to use this table; he is free to improvise (though
improvisations should be appropriate to the spell and the situation). If aresult on this table is
inappropriate, or if it isthe result that the caster actudly intended, roll again.

3- Spdl fails entirdly; caster takes 1d of damage.

4- Spdll is cast on spellcaster.

5- Spell is cast on one of the caster's companions (roll randomly).

6 - Spell is cast on anearby foe - roll randomly.

7 - Spell produces only awhining noise and an awful odor of brimstone.

8 - Spell affects someone or something other than its target - friend, foe, or random object -

roll randomly, or GM makes an interesting choice.

9- Spdll fails entirely; caster takes 1 hit of damage.

10 - Spell fails entirely; caster is stunned (1Q roll to recover).

11 - Spell produces nothing but aloud noise and aflash of colored light.

12 - Spell produces aweak and usaless shadow of itsintended effect.

13- Spdll producesthe reverse of theintended effect.

14 - Spdll hasthe reverse of the intended effect, on wrong target (roll randomly).

15 - Nothing happens except caster temporarily forgets the spell - meke an 1Q roll &fter a
week, and again each following week, until he remembers.

16 - Spdll seemstowork, but it isonly ausdessillusion.

17 - Spell fails entirely: caster'sright armis crippled - 1 week to recover.

18- Spdll failsentirely. A demon (see p. 154) gppears and attacks the caster, unless. inthe
GM'sopinion, caster and spell were both lily-white, pure good in intent.

Caster and Subject

The"cagter" of agpell isthe person who is attempting to cast it.

The "subject” of a gpell is the person, place, or thing upon which the spell is cast. If you
are casting a spell on yourself, you are both caster and subject. The subject can also be
another person; another being; an inanimate object; or even an area on the game map. If the
subject is a place, the caster can "touch” it by extending a hand over it or touching the
ground, as appropriate for the spell.

Time Required to Cast Spdlls

Most spells take one turn to cast. The caster uses the "Concentrate” maneuver for one
second. At the beginning of his next turn, he attempts his skill roll. If the roll succeeds, the
spell takes effect instantly. The caster is then free to make another maneuver, or to concentrate
agan.

Example: Wat wants to cast Create Fire (a one-second spell. On Turn 1. Wat says "I'm
concentrating.” He must tell the GM what he is casting. He can do nothing else that turn. At the
beginning of his second turn, he rolls. He makes his roll: fire is created. Now Wat may take
any maneuver, or announce another spell and Concentrate again.

Some complex spells take more than one rum to cast. All this time must be spent in the
"Concentrate” maneuver.

Example: It a spell takes 3 seconds to cast, the wizard must spend three turns doing
nothing but concentrating. The spell is cast at the beginning of the caster's fourth turn. The
caster may "abort" the unfinished spell before then, at no penalty, but must start over if he
wishestotry again.

Magic Rituals

The higher your skill with a spell, the easier it isto cast. This applies both to the energy
cogt and to the "ritua" required to cast it. If you cannot perform the ritual, you cannot cast the
spell! For instance, if the ritual requires you to speak, you can't cast the spell if you are
gagged or under a spll of silence. These skill levels are not "effective” skill, but the level at
which the skill is known, & a -5 pendty if in alow-mana area | see sSdebar). If you don't know a
spdl, you can't cagt it without an appropriate magicd item.

ill 11 or bdow: The wizard must have both hands and both feet free for daborate ritual
movements. He must speak certain words of power in a firm voice. The spell takes double the
listed timeto cast - it isnot vet fully known.

Mana

Mana is the energy behind magic.
Magic will work only if the mana of the
game world (or the oecific area) dlows it.
Manaisrated asfollows

Very high mana; Anyone can cast
sdls if he knows them. Energy spent by
amage is renewed every turn. However,
any dip is likdy to be dissstrous. Even an
ordinay falure is treted as a "aiticd fal-
ure’ - and critical failures produce spec-
tacular disasters. Very high mana is
extremdy rae

High mana: Anyone @n cast dls, if
he knows them. This condition is rare in
most worlds, but some game worlds have
high manathroughout them.

Normal mana: Only mages can cast
gdls These spdIswork normally, according
to dl rules given in this section. This is the
"default" condition for fantasy game
worlds, mages use magjic, others don't.

Low mana: Only meges can cegt el
and dl spdls paform a an effective -5to
<kill levd, for dl purposes. Power of magi cal
items is dso a -5 - so items with
Power below 20 will not work at all.
However, criticd spdl failures (see main
text) have vary mild efects or no effect a
dl. Our Eathisalow-manaworld.

No mana: No one can use magic & dl.
Magic items do not function (but regain
their powers when taken to an area with
mana). No-mana conditions occur in iso-
lated spots in magicd worlds. Some entire
game worlds may have no mana, making

magic ueimpossible

The Ethics of Magic

Some religions teach that magic is
inherently evil, and that any magic-user is
endangering his immortal soul. Certainly,
badly-cast spells seem to attract the atten-
tion of something powerful and malicious -
and occasionally a clumsy spellcaster is
devoured by a genuine demon!

But it is also true that many good men
know and use magic - and the saintliest of
these seem to be immune to the worst
magica "fumbles."

No one really knows. The consensus is
that magic, of itself, is neither good nor
evil. It istheintent behind it that determines
whether magic is "white" or "black." But
there is no doulbt that certain forms of magic -
that powered by human sacrifices, for
example - are inherently evil and are despised
by dl honest mages.
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Magical Terms

abort: To stop the casting of a spell before
its completion.

backfire: A critical miss when a spell is
cast. Same as"fumble.”

base skill: A level of spell skill given by
spending 1 character point (the mini-
mum) for an ordinary (Mental/Hard)
spell, or 2 pointsfor aM/VH spell.

basic spell: A spell with no other spells as
prerequisites.

cancel: To end your own spell before it
would normally be over.

caster: The person casting a spell.

effective skill: Your true skill, plus or
minus any bonuses or pendties (usudly
pendlties) for range, circumstances, €tc.
A cadter rolls againgt effective skill.

energy: The "cost" to cast a spell. Energy
cost may be paid in either ST points
(fatigue) or HT points (hits). Lost energy
of either kind is recovered as usual:
resting for fatigue, healing for hits.

grimoire: A book of spells. Specifically,
the list of spells available to a particular
character, and their cost.

mage. Anyone with the advantage of
Magicd Aptitude.

magery or Magical Aptitude: Two words
for the same thing. Magery is the
advantage of being "in tune' with the
powers of magic; seep. 21.

maintain: To continue a spell after it
would normally end. Costs more energy,
unless the caster has high skill.

mana: The energy of magic. Different
areas (or worlds) have different levels
of mana. See sidebar, p. 147.

mastered spell: A spell known at a high
enough skill to eliminate the need to
concentrateto cast it.

missile spell: A spell which is first cast,
and then "thrown" at the subject.
Requires two rolls; a skill roll to cast, a
Throwing or Spell Throwing rall to hit.

prerequisite: A regquirement for learning a

resisted: Any spell that has to overcome
the "power" of its subject before it
works.

subject: The person, place or thing on
which aspdl is cast.

wizard: Any user of magic, whether heisa
meage or not.

. .

il 12-14: The wizard must speak a few gquiet words and neke a gesture to activate the
spell. At thislevel (and above) spellstake the listed time to compl ete.

ill 15-17: The wizard must speak a word or two and gesture - a couple of fingers are
enough. He is allowed to move one hex per turn while taking the Concentrate maneuver. At level
15, the spell's energy cost is reduced by 1.

ill 18-20: The wizard must speak a word or two or make a small gesture, but not nec-
essarily both. At level 20, the spell's energy cost is reduced by 2.

ill 21-24: No ritua is needed. The wizard sSimply seems to stare into space as he con-
centrates. Casting time is halved (round up). A spell that would normally take one second can
now be cast without a turn of concentration, even while taking another maneuver - fighting,
talking etc. You may never cast two spells at once!

ill 25 or over: As above, but casting time is now 1/4 normal, rounded up. At level 25, the
spell's energy cost is reduced by 3. Each further 5 levels of skill will halve casting time again and
reduce cost by 1 more.

Some spells aways require a certain ritual or item; this is noted in the spell lists, and
overrides the general rules. Note that time to cast missile spellsis not reduced by skill.

Distraction and Injury

If the caster is hurt, knocked down, forced to use an active defense, or otherwise distracted
while concentrating, he must make a (Will-3) roll to maintain his casting. A failed roll means he
must start over. If he isinjured while concentrating, his effective skill for that spell is lowered by
the number of hits he suffered.

Energy Cost for Casting Spells

Each spell has an energy cost. When you cast a spell, it costs you energy - either HT or ST.
The better you know a spell, the less energy is required to cast it. If you know it well enough, you
can cast it a no cost. The mana level of the area (see sidebar, p. 147) affects a wizard's effective
skill with spells. Low mana also prevents use of the Recover Strength spell (p. 162), reducing the
frequency with which any spells can be cast.

If your basic skill with a spell (modified by mana level) is 15+, the cost to cast that spell is
reduced by 1. If your skill is 20+, the cost to cast it is reduced by 2 - and so on. The energy-is still
going into the spell - but your skill lets you draw it from the surrounding mana rather than
supplying it yourself! Thus (for instance) at skill 20, in a normal-mana area, you can cast a 2-die
fireball (requiring 2 energy points) at no energy cost. To make it a 3-die fireball, you would have
to add 1 point of your own energy.

The entire cost for a spell is calculated before any subtraction for high skill. A mage who
can create small fires repeatedly, at no cost, might still be exhausted by creating a single multi-
hex fire. High skill also lowers the cost to maintain a spell - see below.

Normally, the energy cost from a spell is considered "fatigue” - see p. 134. Lost fatigue can
be recovered by rest. A mage who knows the Recover Strength spell (see p. 162) can regain lost
ST faster than normal. A caster may take energy from his body's vital force instead of just his
Strength. He marks off some or all of the spell's cost against HT rather than ST. In other words,
the spell is doing actual harm to the caster! Thisis dangerous, but may be necessary if the caster
is badly fatigued and has to throw another spell. HT lost this way is treated just like any other
injury.

A wizard's skill isat-1 for every point of HT he used to cast that spell.

A wizard may "burn" HT until he falls unconscious. Should afailed HT roll indicate he has
died, the HT for that particular casting wasn't actually spent, and he falls unconscious instead of
dying, thus ending the HT drain.

Duration of Spellsand Maintaining Spells

Some spells take effect instantly and cannot be maintained. Other spellslast for a given time
(seethe Spell List) and then wear off - unless they are maintained.

If a spell can be maintained, it will continue for a time equal to its origina duration. A spdll
may be maintained as often as the caster wants, if he keeps paying the energy cost. He cannot
maintain a spell while he sleeps! But only the caster can maintain a spell. No new skill roll is
required.

However, further energy must be spent. If a spell can be maintained, the cost is in the Spell
List. Example: The Light spell has a 1-minute duration, and a maintenance cost of 1 per minute.
So the spell ends after a minute - unless, at the end of that minute, the caster spends one more
energy point to maintain it. If a caster is conscious, he will know when one of his spells needs to
be renewed. Distance is not a factor in maintaining a spell.

Concentration. Most spells can be maintained without "concentration” on the part of the
caster. But any spell that requires constant manipulation and change - e.g., control of a living
being - naturally requires constant concentration by the caster. This requires the caster to take
only the "Concentrate" maneuver. If heis distracted, aWill-3 roll is required each turn. A failed



roll will not end the spdll, but the spdl's subject will do nothing until the caster can once again
concenttrate on it. A criticd falure will bresk the spdl. Casting another spdl will not bresk con-
centration - but the cagter suffersaskill pendty for doing two things a once. See below.

Reduced Cost. If you know a spell so well that its energy cost is reduced (see above),
then its cost to maintain is reduced by the same amount. If you cast a spell a a skill of 15 or
better, it costs 1 less point of energy to maintain it. This can be very important! For instance, if
a gpdl's "cost to maintain” is only 1, and you cast that spell at level 15, you can maintain it
indefinitely at no energy cost!

Canceling Soells. A caster may wish to have aspell end sooner than it normally would. For
instance, he might want a crested fire (normally good for one minute) to end after only 30
seconds. If he specifies this at the time the spell is cast, it will last exactly the time
desired. But if he suddenly decides to "cancel" a spell before its time is up, there is an energy
cost of 1, regardless of the spell.

Casting Spells While Maintaining Other Spells

A character may only cast one new spell a atime. However, a caster may cast a new
$d| before older ones end. This is rdatively easy if the exiging spells do not require concen-
tration - that is, active contral. If existing spells require control, it becomes much harder to
cast anew spdl! These modifiers gpply to spdllcasting in dl conditions.

-3 for each other pell you are concentrating on at the moment. The Spell List specifies
which spells require concentration.

-1 for each other spell you have "on" at the moment. A spell which lasts permanently
(eg., Beast-Soother, Purify Water, Enchant) does not carry a penalty.

DIFFERENT KINDSOFMAGIC

There are many different types of magic. Spellsare divided into "colleges' according to
subiect matter. and "classes' accordina to the wav thev work.

Colleges of Magic

Spellsrelated by subject matter belong to the same college. Twelve colleges of magic are
represented in the Spell List here; there are others. Basic spells of a college are "prerequisites’
for the harder spells. Most mages speciadize in only afew colleges (thus meking it possible to
learn some advanced magic), but it is possible to learn spells from every college. Some spells
fit in more than one callege. For instance. Earth to Air is both an Earth and an Air spdll. Thisis
only important when counting prerequisites.

Spell Classes

Each spell falls into one or more classes: Regular. Area. Missile. Information. Resisted.
Enchantment and Specid.

Regular Spells

Most spdIsfall into this category. A regular spell only affects one subject at atime. For a
subject larger than 1 hex (e.g.. a 3-hex chunk of earth, or an eephant) multiply energy cost by
the subject's size in hexes. If the caster cannot touch the subject, apply a skill penalty equd
to the distance in hexes from caster to subject. If the spell takestimeto cadt, figure distanceat the
moment the spell isfinished and cast.

If the caster can't touch or see the subject, there is a further -5 penalty. He does not
have to see through his own eyes: any spell that lets him see by magical meanswill do.

Thereare two ways to direct such aspell.

"The hex on the other side of this door.” You'll get whoever is in that hex. If there is
nobody there, you wasted the spdll.

"The closest person in the next room." Or. "George, who | know is around here some-
where." The GM figures the actud range to the subject. (This isrisky. The caster is inviting
failure, or even critical failure. If the subject is farther away than he thinks, or not there at dl,
he may get abackfire!)

Aside from this, no physica barrier affects a regular spell. Unless the spell backfires, a
regular spell never hitsthe wrong target.

Area Sdls

These spells can be cast over an area of severd hexes. If the spdll affectsliving beings, al
those within the area are affected. Otherwise, these are just like regular spells,

The size of the area governs the energy cost, but not the difficulty of the roll. The cost for
these spdllsis given as Base Cost. Thisis the cost to affect just one hex. To affect acircle with
a2-hex radius (e.g.. a hex. and all adjacent hexes), double the base cost - and so on.

The Mage's Touch

Touching a subject negates any dis-
tance penalty; a wand or staff may be used.
Some spells require that the caster touch
the subject. This is "the mage's touch."
First the mage casts the spell. As his next
action (assuming the spell roll was suc-
cessful), the mage tries to strike his foe
with his hand, wand or staff.

In combat, roll as for any other dtack. If a
touch is scored (the mage hits, and the foe's
defense falls), the spdl succeeds. If the mage
misses or the foe defends, the spell islost. PD
from armor and shield will not normaly help
against the "mage's touch,” and a parry with
an am won't save the subject. A bare-handed
or daff atack does its norma physica damage
(if the mage wishes), in addition to what ever
damage the spell does. A wand touch does
no damage. Note that a wand is very light,
and has a 1/3 chance of bresking if parried by
anything heavier than ahand or knifel

A wizard who enters close combat and
attempts atouch on the same turn must roll it
as a normal attack; the foe may use any
active defense.

A wizard who is aready in close combat
at the beginning of the turn may "touch"
dready, unless both his hands are
immobilized. But since it is impossible to
concentrate while in close combat, only
mastered spells may be used thisway.

Wand and Staff

Wands and staffs are magic items,
made by the Staff spell (p. 161). Many
wands are enchanted so that only their
owner may use them; some contain other
powerful spells as well. Only once-living
material s (wood, bone, ivory, coral, etc.)
can be used to make a wand.

Touching an item with a wand is as good
as touching it with a finger, for casting pur-
poses. Thus, the basic use of a wand or staff
is to increase the mage's "touching” reach.
Pointing with the staff reduces the range to
the subject by 1 hex. A wand or staff can't
extend range on a missile spell unless it is
specifically enchanted to contain that spell.

Magic in the Basic
Combat System

These rules give precise descriptions of
range and arearof-effect, on the theory that
most campaigns will use some or dl of the
advanced combat rules. But if you are
playing without a map, use these guide
linesfor "range modifiers' to ill:

Missile spells are dways cast at the
caster's basic skill. Other combat-type
Fdls are cagt a badc ill if the GM rules
the subject is in "striking range" of the
cager. Othawise, subtract 3 from the cagter's
effective kill.

For other spells. On the rare occasion
when a "mapless’ GM needs a precise
range or distance, use those given.
Otherwise, just mekeit fun!
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The Area of Effect

The area of effect of an area spdl isa
circle. Its size depends on the energy put
into the spell. (1) above is a single "ring"
of hexes (i.e.. 1 hex). Cost to cast the spell
in this area is equal to base cost. (2) is an
areaequal to two rings of hexes - the center,
and the ring around it. Cost to cast here is
double base cost. (3) is three rings of
hexes - triple base cost. (4) is four rings -
four timesbase cost. Andsoon...

Some area spells have a minimum cost
to cast - eg., Sense Foes has a base cost of
1 but a minimum cost to @st of 2 points.
This means it will cost 2 to cast, even if
you choose to redtrict it to one hex.

Hintsfor Spellcagting

Severa small spells can often be better
than one big one. If you know the Fog spell
well, you could cast severa individual
hexes of fog at little or no cost - but alarge
area would cost you severa energy points.
Furthermore, if you cast severa spellsin
succession, you can enter each hex and cast
the spell around you. avoiding any penalty
for distance. And, of course, a small spell
wastes less energy if it fails. Large, quick
spells are best saved for emergencies.

Banged Attack Modifiers

Missile spell attacks are treated as
"ranged weapons' (pp. 100, 114-119) for
al purposes. Ranges for these spdlls are:

Sone Missile: SS 13, Acc +2, 1/2D 40,
Max 80.

Lightning: SS13. Acc +3, 1/2D 50, Max

Fireball: SS 13, Acc +1, 1/2D 25, Max
50,

lce Sohere: SS 13, Acc +2. 1/2D 40.
Max 80.

Limitson Protection

Severd spdls (Blur, for ingtance) offer
variable levels of protection. In all such
cases, the most protection anyone can get
from these spells, whether from one caster or
severd, is5 points worth.

If the same protective spell is thrown
more than once on the same subject, only the
strongest one takes effect; they do not add
together. The same is true for attack sdls
thet reduce the subject's attributes.
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Some spdlls have avery low base codt - eg,, 1/10 of apoint for Rain. You must soend a minimum
of 1 point on these spells. You may choose to affect only a part of the area, rather than the
whole circle, but the cogt is dill the same.

If the caster cannot touch some part of the affected area, the skill penalty is equal to the
distance, in hexes, from the caster to the nearest hex of the area.

Assumethat area spells reach 4 yards up from the ground, except for weather spells.

Missile Sodls

Certain longdistance attacks (Fireball, Lightning, etc.) are "missile spells." These spells
require two skill rolls. The first is the regular skill roll to determine whether the spell succeeds;
this is made when you start the spell, with no modifier for distance. The second is a roll on the
caster's Throwing or Spell Throwing skill (p. 244), made when the spell is thrown, to see
whether it hitsitstarget! Figure thislike any other ranged attack, taking into account the target's
size, speed and range.

A missile spell fliesin astraight line. If it hitsa physical barrier and bresksthat barrier, its
remaining power continues through. An accurately-thrown missile spell may be blocked or
dodged - but not parried. If the defender fails his defense roll, the spell takes effect. Armor
doesprotect against damage from missile spdlls.

The strength of amissile spell depends on the energy put into it. For instance, afireball does
1 die of damage for each point of energy used in creating it.

Time to prepare a missile spell depends on the energy put into it; each turn givesit 1 point of
energy. The caster concentrates for a turn, and then tries his spell roll at the beginning of his new
turn. If he succeeds, the missile has 1 point of energy and can be thrown on that turn. Or he can
hold it and enlarge it! Another second of concentration gives it another point of energy. A third
second of concentration makes it a 3-point missile - as big as most missiles can get.

Thus, awizard could create and throw a 1-point missile even turn - or a 2-point missile even,
second turn - and so on. He may not aim while he is creating the missile: if heis going to aim. he
must take another turn to do so after the missileis created.

A wizard may keep a missile spell "in hand" after it is ready to throw. He may move while
holding it. or use the Aim maneuver. He does not have to throw the spell until he wantsto. Thisis
the only sort of spell that can be "held until ready." A wizard cannot cast another spell while
holding a missile spell.

If awizard is injured while he has a missile "in hand." he must roll vs. Will. If he fails, he
loses control of the missile. A solid missile will simply fall to the floor, but other missiles
(fireballs, etc.) will immediately affect the caster!

Information Soells

An "information” spell is cast to gain knowledge. Some information spells require that the
subject be touched by the caster. Modifiers for each information spell are given in the Spell List.
When an information spell is cast, the player doesn't make theroll. The GM rolls. in secret. If the
spell succeeds, the GM gives the caster the desired information - the better the roll, the more
information. If the spell fails, the caster istold. "Y ou sense nothing." On acritical failure, the GM
liesto the player.

Therefore, the caster always pays the full energy cost for each information spell - he does not
know whether it succeeded or not. Most information spells can only be tried once per day by each
caster (or group)! "Seek" spells are an exception to this.

Most information spells are less likely to succeed if the subject is a long distance away; see
sidebar, p. 151. for long-distance modifiers.

Resisted Soells

Certain spells may beresisted. These are noted on the Spell List. When such a spell is cast, it
works automatically only on a critical success. If it "merely" succeeds, use a "quick contest"
procedure to see whether the spell overcomes the subject's resistance. (The subject is always
aware that something is happening, and has a chance to resist. But he does not have to resist if he
doesn't want to, even if he has Magic Resistance.")

In a"resisted" situation, the caster first tries his skill roll. If he fails, he fails, and the subject
notices nothing. If he succeeds, note how much he succeeded by. For example, aroll of 6, when a
13 was needed, succeeds by 7 points. If the subject is a living creature, the caster rolls against a
16 or the subject's actual resistance, whichever is higher, if his eff ective skill is over 16 and the
subject is a living creature: thus, "automatic victory over resistance” is impossible. If the subject
isa spell, there is no limit on the caster's effective skill! Note that if the subject has Magic
Resistance (p. 21). it aways affectsthisrall, even if the subject iswilling.

The subject may then try a resistance roll. A living subject may resist a combat spell with
1Q. ST. DX or HT. depending on the attacking spell. Strong Will always adds to resistance: Weak
Will always subtracts. The subject's Magic Resistance, if any. adds to his resistance. It counts
double against area spells only. For instance. Magic Resistance 1 adds 1 to resistance of Sleep, or

2to Mass Sleep.



If the subject makes the resistance roll by as much or more than the amount by which the
caster's skill roll succeeded, the spdll has no effect - but the energy is spent! If the subject is
conscious, he feds a dight mental or physicad wrench (depending on which atribute he resisted
with) but no other effect. The caster knows his spell was resisted.

Resistance against Area Soells: If an area spell can be resisted by subjects in the area,
roll normally to see if the new spell is cast. If it is, each subject in the area rolls separately to
see whether he (or it) succumbs to the spell.

Enchantment Soells
Spells of the College of Enchantment are used to make or unmake magica items.

Secial Fells

These are spdIs that don't fit into any of the other categories; follow the rules given in the

ondll Aoerrintinn

CEREMONIAL AND GROUPMAGIC

Ordinary magic is cast by a single wizard, and is rel atively quick. Ceremonial magic is
much dower (since it involves complex ritual), but it allows others to help the caster. Thus,
more powerful spells-can be cast, and they can be maintained longer. Spells like Power are
amost never cast except by ceremonia methods.

Time required: When ceremonia magic is used, casting time is ten times as long as
shown on the Spell List.

Energy cost: Same as normal. All the energy required is spent at the end of the casting,
when the cagter ralls to see if the spell succeeded. Whether it succeeds or fails, dl the energy is
et at thistime.

There are two ways to cooperate in ceremonia magic:

Circle. Any number of mages can "link" to cast a spell, if they al know it at level 15 or
better. They must be physicaly joined in some way - e.g.. holding hands, touching a common
center, etc. Any one of them can act asthe caster and make dl dieralls.

The energy cost may be shared among the linked mages in any way they agree on. If
there is a backfire, the GM may assess one huge result, or roll separately for each person in
the Circle. A backfire involving adozen mages can be a chaotic event indeed!

If the physical link is broken during the casting of the spell, the caster must start over. If
any of the linked mages is wounded, the effect is as if the caster himself had been wounded
(seep. 148). If any linked mageis knocked out or killed, all magesin the Circle are stunned, and
must roll vs. 1Q to recover!

Mages who do not know the spell at leve 15. or non-mages who do know it at level 15.
can ad in alesser way. They may join the Circle, as above, and suffer the same ill effects if the
Circleisbroken. But each may contribute only 3 energy points to each spell.

Soectators. Unskilled observers can aid a ceremonial casting: they usualy chant, hold
candles, etc. Each spectator contributes 1 and only 1 energy point to each spell cast, up to a
maximum of 100 "spectator" energy points per spell. Sincere belief and desire to help is
required: you cannot hire people off the street!

If anyone present is opposed to the spdll, each subtracts 5 from the energy (maximum
100) contributed by the mass of spectators! If this means that there is insufficient energy to
cast the gpéll, then the caster (and/or the Circle) will have to contribute more energy - possibly
from their HT - or abort the spell, losing all the energy put into it. This is one reason that
covens and temples don't hold their ceremoniesin public.

Tradeoff: Energy for il

If agreat ded of energy is available for ceremonia magic, the caster gets a bonus on his
skill roll. This can ensure the success of an ordinary spell (except for automatic failures). It
can also make a defensive spell able to resist amost any attack. Extra energy gives a skill
bonus as follows: +1 for 20% of extra energy. +2 for 40% +3 for 60% +4 for 100%. and an
additiona +1 for each additiona 100% of the required energy. This method can dso be used to
make magica items of increased Power.

Notes on Ceremonial Magic

A group aids concentration. If a caster of ceremonia magic is distracted but not injured, he
rolls a Will, not Will-3, to continue. A ceremonial casting is also harder to "coordinate’ than
aregular spell. It fails automaticaly on aroll of 16. 17 and 18 are dways backfires, even if the
cagter's effective skill is 16+. If amagical ceremony fails, all the energy is till spent.

A Circle may be maintained for a long time, with wizards entering and leaving. They
may not do this during an actua casting, but if the Circle is merdly maintaining its spells, its
composition may change. Thus, a Circle can maintain aspdl indefinitely.

Long-Distance Modifiers

Use these skill modifiers for "Seek"
spells, and for other specified spells which
work over along distance.

Lessthan 100 yards: 0

Uptoahdf-mile -1

Uptoamile -2

Upto 3 miles: -3

Upto 10 miles.-4

Upto50miles: -5

Upto 100 miles: -6

Upto300miles. -7

Up to 1,000 miles-8

Another -1 for each additional 1,000
miles

Also, subtract 1 from effective skill for
each "known" item you choose to ignore in
your search. For instance, you would need
to ignore the water in your canteen when
you cast Seek Water in the desert!

Alternate Systems of Magic

The system presented here is the "offi-
cial" GURPS magic system. However,
magic is not amenable to redity checks.
Every fantasy author treats magic a little
differently. This system is designed to
encompass, in a playable manner, the most
common literary concepts of magic. This
sydem treats magic in a somewhat mecha
nigic fashion. A given spdl usudly pro-
duces a given effect, and these effects are
carefully defined in game terms, for playa
hility. However, the effects of many spdls
are complex and individudized - and spell
fallure can produce unpredictable, and dis-
adrous, resuits.

Mages can learn large numbers of
sodlls, and can be more expert with some
spodls then with others Almogt anyone can
learn a little bit of magic, but some are
born to it and gain power quickly and
easly. Inborn talent, inteligence and long
sudy are the most important requirements
for a magic-user; drength and dexterity are
useful but not vital. Spels fall into logica
groupings, but mages are not limited to a
singlegrouping in ther studies.

This system will work as is, or with
very minor changes, for campagns in most
fantasy game worlds. If you want to bese a
campaign on the works of an author whose
view of magic diverges widdly from that
presented here, you will simply have to
modify thesystem.

To do so, start by just changing or
reversing some of the features listed
abovel Then you can add entirdy new fea
tures - Divine Favor, influence of the
moon, or whatever you like. Enjoy. You
may dso want to refer to GURPS Magic,
which offers a nhumber of special and
optional rales that can be used to create
your own megic system.
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Cogt to Make Magic Items

The economics of magic can be as
basic or as detailed as you like. The GM is
perfectly welcome to ignore everything
that follows, and set magic prices to suit
himself. For those who enjoy economic
realism, though, here are some "hard"
numbers. The value of an item is what it
will bring, & discussed on the next page.
But the actual cost to make an item can be
calculated. The calculations below assume
that:

(1) Enchanter mages normally spend an
average of 10 energy (ST only) on each
"Quick and Dirty" casting.

(2) When Powerstones are used, the
return to the stone's owner is 36% per
year, so the cost of 1 point of energy from a
stoneis /1000 of the stone's cost.

(3) Most enchanter mages make around
$25 per day. Very few enchanters have a
skill over 20, so the largest circle will be 6.

(4) M ogt items are made at Power 15.

As a consequence of (1) and (3), energy
from mages own ST costs about $1.00 per
point used. As a consequence of (2),
energy from Powerstones smaller than 5
pointsis cheaper than using amage. But if a
Powerstone is larger than 35 points, its
energy costs more than $25 per point,
which makes Slow and Sure enchantment
cheaper than using such astone.

This means that: An item whose total
energy cost is 100 or less, made in a single
casting, will cost an average of only $1.00
per point to produce, because small, cheap
Powerstones can provide al the needed
energy. For items requiring more energy,
prices rise quickly, as larger, less economical
stones must be used.

Energy Cost Cost to Make
105 $180
110 $205
120 $235
130 $320
140 $435
150 $505
160 $685
170 $915
180 $1,055
190 $1,385
200 $1,790
210 $2,065
220 $2,615
230 $3,275
240 $3,650
250 $4,510
260 $5,520
270 $6,090

Any item with an energy cost over 270
should be made by the "slow and sure"
method. This will cost a flat $25 per energy
point, plus costs for any materials required
and the actual item to be enchanted.

For intermediate values, use a weighted
average of the values above and below.
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Since ceremonia spell rituals cannot be hurried, neither the caster's skill, nor anyone
ese's, reduces the time or cost. The Luck advantage can not be used to improve a caster's

chances with ceremonid magic.

MAGICITEMS

Objects may be given magic powers by use of the Enchantment spells. Use of an appro-
priate magical item isthe only way to cast a spell you don't know. Most such items can be used
by anyone. Some can be used only by mages. If an item has any mage-only spells in it. the
entire item can be used only by amage.

Magic items last indefinitely. Enchantments may be removed by the Remove
Enchantment spell (see p. 160). Enchantment is also removed if an item is broken, worn out.
etc. Repair of abroken formerly-magical item does not renew the spell.

An item may carry any number of spells; each one requires a separate enchantment. The
presence of a spell on an item does not affect further enchantments. But if such an item breaks,
all its spells are lost!

ENCHANTING. CREATINGA MAGIC
ITEM

Magic items must be created by ceremonial magic - usudly, but not always, in agroup. An
enchantment can be "quick and dirty" or "slow and sure" - see below. Some items require a
particular item or material to start with - e.g., a gem. Others require a certain cash expenditure
for "generic" magic supplies. Sill others require no specia ingredients - just time and energy.
To create a magical item, the caster (and any assistants) must know the Enchant spell and the
spell to be put into theitem - both at level 15 or better (20 in alow-mana area). For instance, to
create a Stone Missile staff, the Enchant spell and the Stone Missile spell must both be known.

Power of aMagic Item

Each magic item has a "power," set when it is created. Normally, anitem's Power equals
the caster's skill with (a) the Enchant spell or (b) the spell contained in the item -whichever is
lower. This should be recorded for each magic item found or created (skill of found itemswill
be known only to the GM until Analyze Magic is used on the item). An item may have several
spells on it... each the result of a separate enchantment. In this case, each spell's Power is
recorded separately.

If attacked with a magic item, you roll against its Power when you try to resist.
Obvioudly, an item created by a highly skilled mage is better than one created by a caster of
lesser ability. An item's Power must be 15 or above, or it will not work. The Power of any
item in a low-mana area is temporarily reduced by 5, so items with a Power below 20 will not
work at all in alow-mana area. In a no-mana area, no magical items work.

Success Rolls When Creating Magic Items

The GM makes the success roll when PCs try to create a magic item. A success means the
spell works and the item becomes enchanted. Results of a failed roll depend on the method
being used to enchant the item - see below.

On a critical success the enchantment succeeds greatly. The Power of the item created is
higher; roll 2 dice for the amount of increase. A roll of 3 may also enhance the object in some
further way - GM's discretion. The caster will know that his spell went well, but he will haveto
use Analyze Magic to know how well.

A critical failure will destroy the item and all materials used.

Quick and Dirty Enchantment

This method is used when a magic item is needed now. It takes one hour for each 100 points
of energy required (round up). At the end of that time, al the energy is spent, and the roll is
made. Thus, a lone caster is limited to the energy provided by his own HT and ST. and one
Powerstone (see p. 161).

The caster may have assistants. Each of these may aso use a single Powerstone - so
assistants can dramatically multiply the available energy. The drawback is this: his effective skill
isat -1 for each assistant! The number of permissible assistantsis limited to the number that will
reduce the caster's effective skill to 15. With more assistants, the enchantment



won't work. If anyone but the caster and assistants is present (within 10 yards, or able to see the
caster), the spell is at a further -1. Thus, keeping guards to protect against a possible
backfire adds to the danger of abackfire.

A failed roll means the enchantment is perverted in some way, or is a wholly different
spell - GM's choice. The caster won't know his spell went wrong unless he uses Analyze
Magic or triestheitem!

Slow and Sure Enchantment

This method is used when the "quick and dirty" method can't generate enough power, or
when a mage wants to be sure it's done right. The process takes one mage-day for each point
of energy required. Thus, if an item has an energy cost of 100, it may be crested by one mage in
100 days, two in 50 days, three in 34 days, and so on. Again, full eight-hour days of work are
required. As for other types of ceremonia magic, al the caster's assistants must be present
every day. Spectaors may not help.

Example: Four mages are making a Stone Missile staff (see p. 156). This requires 400
points of energy. So the casting takes 400/4, or 100, days.

Each mage in the Circle must be present for each day of work. If a day's work is
skipped or interrupted, two days will be required to make up for each day skipped. Loss of a
mage smply ends the project! The final skill roll is made on the last day. No energy expen-
ditureisrequired; the energy has been put in gradually as the spdll progressed.

A failed roll means the enchantment ssimply didn't work. The time and energy are lost, as
are the materials used in the spell. (Exception: If the item was aready magical, it is
unharmed, though extra materials are lost.) Note that, as with other ceremonial magic, arall of
16 falsautomaticaly.

This method can be combined with "energy for skill." p. 151. to let a mage take a very
long time and make an item of very high Power.

USINGA MAGICITEM

Magicd items follow the rules given for the spell(s) they contain - see the Spell List.
Most items give the user the power to cast that spell. Some let him cast the spell only on
himsdlf; otherslet him cast it on any subject. If aspell can be put into amagic item, thiswill be
detailed at the end of the spell description. Unless specified otherwise:

Cadingtime is as described for the spell: high Power does not affect this.

N'(() ritual isrequired unless specified for a particular item. In generd, the user just wills it
towork.

Energy cogt is the same as for a norma casting of the spell, and is not affected by the
item's Power (though an item may be "saf-powered” to reduce the energy required to use it -
see p. 160).

Success is determined normally, using the item's Power as the caster's basic skill and
applying normal modifiers. Power isat -5 in low-mana aress.

Theitem can be used indefinitely - the magic does not "wear out."

All other effects are as described for norma use of the spell.

Only one person a a time can control a magic item. If two people are touching a magic
item (struggling for control of a staff, for instance), only the first to touch it can useit. If one
can't useit (e.g.. becauseit isonly for mages) histouching it doesn't count.

Resistance and Power: If a spdl can be resisted when cast normaly, it can be resisted
when cast from a magic item. Roll a contest: the item's Power (see p. 152) vs. the subject's
resistance for that spell. Therefore, items of high Power are harder to resst. And magic items are
eeder toresst inlow-manaareas - their Power isreduced by 5.

"Always On" Items

Certain magical items are described as "always on." They must be worn or carried in
order to work. These items don't let the wearer cast the spell: they automatically cast it on the
wearer at no energy cost. If the spell is one which could be resisted if cast normdly, a
resstance roll may be made.

Picking an item up momentarily, to examine it. is not "wearing" it. But cam ing it in
your hand, or putting it on. is. Asarule, abeneficia item must be worn or touched in order to
work, but aharmful onewill affect you even if carried in your pocket.

If an arrow or dart is enchanted with hostile magic, it may be carried without harm. It
only affects the person it sticks in! That peson is "wearing" it until it is removed by a suc
cessful Physician or First Aid roll (requires one minute) or by brute force (does the same
damage the missileinitialy did)!

The new owner of a magic item may not immediately learn its powers. Some effects
(eg.. increased ST or DX) will be obviousimmediately. Others (e.g.. water-breathing) will

Powerstone Costs

Powerstones (see p. 161) are a specia
case, because a Powerstone is built up by a
number of small castings, each requiring
20 energy. The size of a gem, in carats,
gives the maximum strength it can have asa
Powerstone - a 20-carat gem can become a
ST 20 Powerstone, but no more.

We make thefollowing assumptions:

Cost for each casting of the spell
Powerstone: $20. Cost for a gem that is
suitable for making a strength P Power-
stone: $10 x P + $40 x P. Daily pay for an
average enchanter mage: $25. Expected
rate of return for money invested in
Powerstones: 0.1% per day (36% per
year).

The average cost of Powerstones, espe
cidly large ones, is increased by a cumula
tive factor which represents the chance that
one of the castings will result in a critical
failure, destroying the stone. For a Power-
stone of ST 60, the chances are over 2 in 3
that the stone will be destroyed before it
reaches the desired size! Thus, the expected
cost to make a ST 60 Powerstone is
more than three times that which would be
given smply by adding the cost of the gem
to the cost of casting the spell 60 times.

There is always a demand for good
Powerstones without peculiar quirks (see
p. 161), so retail magic-sellers always
mark the price up. Typica retail prices are
shown in the second column.

Size Qst tomake Typical retail

1 . 80 150

2 175 300

3 300 500

4 450 900

5 620 1,200

6 850 1,600

7 1,050 2,000

8 1,350 2,500

9 1,650 3,100
10 2,000 4,000
12 2,790 5,500
15 4,250 8,200
20 7,700 15,000
25 12,500 24,000
30 19,000 40,000
35 28,000 58,000
40 39,000 80, 000
45 54,000 110, 000
50 72,000 150, 000
60 120, 000 250,000
70 195, 000 500, 000
80 305, 000 850, 000
90 460, 000 1,200, 000
100 680, 000 2,000, 000
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Making Magic Items in a
Campaign

Players will often want magic items
which aren't available in the marketplace.
One way to get these is to have them made
by PC mages. "Quick and drty" enchant-
ments will be possible for less powerful
items. But for most important items, the
"sow and sure" method will be needed.
This requires eight-hour days of work from
all participating mages. But that does not
take the character out of play. He may do
other things while he's not working ... or
foes may interrupthi m whileheworks.

The following rules apply to any mage
involved in making a magic item by the
"dow and sure" method:

(1) If interrupted while at work, he will
be somewhat fatigued; roll 1 die to deter-
mine the amount of lost fatigue.

(2) If interrupted while at work, he
must keep concentrating on his enchant-
ment. Therefore, any other spell use will
be at -3. Or he may stop concentrating but
then he loses the day'swork.

(3) Time spent in making a magical
item counts 50% as study of the
Enchantment spell, and 50% as study of
the spell being placed on theitem.

(4) A wizard who is molested while not
actively working on his enchantment is
under no disadvantage, unless he has just
quit work and is fatigued (the GM may
decide this).

(5) A mage may work on only one
enchantment at a time. He may not "work
two shifts," either on the same or different
items.

GMs do not have to permit the creation
of PC wizards who do nothing but make
magic items. Playerswho want such awizard
in their service must hire one!

Controlling PC
Enchantment

GMs will probably want to limit the
number of magic tems in the campaign.
Restricting magic items may cause players
to decide to make their own. If the GM
feels that any item is too easy to make, here
are some ways to make it more difficult:

Rare materials. The item could require
rare ingredients in addition to the energy
and time. Attempting to get the needed
materials could become an adventure in
itself. ..

Sde effects: After making the item, the
PCs might discover that strange things
happen when they try to use it. The GM
could rule that additional obscure precau-
tions or rituals are needed to make the item
safe.

Additional expenses The GM can rue
that additiond common but expensive
mataids (such & gams or rae mads) ae
nesded to make the item, raising the cogt to
whatever leve isnecessary.
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not be noticed until a situation occurs where they can take effect. In such a case, the GM should
try not to drop inadvertent clues to the item's true nature!

For all "always on" items, unless specified otherwise: Casting time is irrelevant. The item
does not let the wearer cast the spell; it puts the spell on him. "Hostile" magic items are
sometimes designed to take effect over a period of about five minutes, so it is not immediatdy
obvious that they are dangerous. Beneficial itemswork instantly.

Energy cogt is zero.

The subject getsa resistancerall, if the spell is hostile and can normally be resisted.

The item can be used indefinitely; the effect lasts as long as the item isworn.

All other effects are as usual for that spell.

MAGICAL ENTITIES

There are many different kinds of spirits and magical entities; see GURPS Fantasy Bestiary
and GURPS Magic for thorough listings. Two important sorts of entities are:

Demons

Demons are malign magical creatures, summoned from another plane by spells. They often
appear because of magical backfires. When "summoned" thus, a demon attacks the caster and
anyone elsein sight, until it iskilled. But a demon cannot injure atruly good or innocent person
(GM's decision), though it can destroy his property.

The GM generates stats for the demon as he wishes. A simple formula for a demon that
attacks with its claws only: ST = 3d; DX = 3d; 1Q = 2d; HT = 4d; Move = 2d. Some demons
may have magic spells or attack with weapons!

Elementals

Elemental spirits, or "elementals," are the embodiments of the elements: Earth, Air. Fire and
Water. Spells to summon, control and create them are listed on p. 156.

Elementals will have DX and 1Q no greater than 12, but ST and HT are unlimited.

Earth elementals have a +2 on any roll to resist control, and a-1 on reactions to most people
(+1 to farmers, etc.). Move 3; DR2. Affected by all spells and weapons, but take only half
damage from Fire and Water combat spells, and none from Air (except Lightning). Fight with
their hands, doing Thrust/Crush damage for their ST.

Air elementals have +1 on any roll to resist control. Move 12. They are unaffected by
material weapons, and attack by using Shape Air (p. 157) for knockback and nuisance.

Fire elementals, or "salamanders,” have a -2 reaction to people in general, +2 to any
proposal to burn. Move 6; no DR. Attack with hands; do Thrust-2 fire damage for their ST. The
hex each occupies is a "fire hex." They take double damage from Water combat spells; regain 1
point of ST from a 1-die Fireball, and so on.

Water elementals react at -4 to proposals to set fires. Move: 4 out of water, 10 in water. No
DR. Attack as a bare-handed human. Immune to Water spells; take double damage from Fire
spells. Can merge with any large body of water, becoming invisible and regaining 1 HT per
minute. Freezing them solid will immobilize them but not hurt them.

FELLLIST

On the following pages are 97 magic spells. These are by no means all the possible
spells; for much longer lists, see GURPS Magic and GURPS Grimoire. We have selected
spells that are suitable for a beginning campaign. Each spell description includes:

Name of Spell and Class(es) it belongs to. A (VH) indicates a Very Hard spell; other-
wise, it's Hard.

Description of Effect, and special rules. If any particular items are required, assume the
spell uses them up unless the description states otherwise.

Duration: the time the spell's effect lasts. If maintained, it lasts for a time equal to the
original duration. Some spells have an instantaneous effect, so no duration is given.

Cost: the energy (ST or HT) spent when the spell is cast. If given as Base Cost, it is the
cost for each one-hex radius of an "area" spell - see p. 150. Some spells aso have a cost to
maintain. Those with an instantaneous effect can't be maintained.

Time to Cast: If no time is given, the spell requires one second of concentration and
takes place at the beginning of the caster's next turn.

Prerequisites: Magery and/or 1Q requirements, and other spells that must be known at a
skill level of 12 or better before this spell may be studied.

Item: Type of permanent magical item that can be made with the spell, and special rules (if
any). Energy costs to create it, and costs for required materials (if any). See p. 152 for rules
on creating magical items, and p. 160 for the spells used. If there is no "ltem" listing, no
magic item can be made with the spell, at least as far as the PCs know.



ANIMALSH_LS

These are the spdIsrelated to animal control and communication. None of
these spells give their subjects any specia powers; animals controlled will
not be able to do anything they would normally be unable to do, but they
will follow the caster's mental commands to the best of their abilities.
Likewise, the ability to talk to an animal only lets you learn what the animal
knows and undergands.

These spells will not work on creatures of races which normdly have
1Q 8 or greater. All magicd items of this college must depict the appropriate
typeof anima, or contain an inset tooth from that creature.

Beast-Soother Regular
Lets the caster calm asingle animal. The beast's reaction roll to the caster
isimproved by twicethe energy put into the spell. Duration; Permanent, until
something digurbsanima. Cogt: 1t03.

Prerequisite: Persuasion or the Anima Empathy advantage.

Item: Staff, wand or jewelry. Energy cost to cregte: 600.

Beast Summoning

Lets caster call one,creature of a named type (anything
under 1Q 8). Range does not matter for this spell. If the spell is
successfully cast, the caster will know the location of the closest creature of
the type, and how long it will take for that creature to come to him. It will
move toward the caster asfast asit can. until the spell ends or the animal can
seethecagter. It will stay nearby, without attacking, until the spell ends. The
summoned animal will then have a+1 on its reaction to the caster (only).
Notethat if the creatureis attacked by the caster or someone near the caster,
the spell will be broken.

Duration: 1 minute.

Codt: 3to cadt; 2 to maintain. To cal many animas, double the cost of
the spdll. All creatures within acertain area (usually about a 10-mileradius
more for a very successful spell) will be drawn. The time they take to arrive
depends on the speed a which they can travd. If the spell ends before they
arrive, they will turn and go about their business.

Prerequisite: Beast-Soather.

Regular

Item: Staff, wand or jewelry. Energy cost to creste: 400 for an item that
summonsone particular pedies, or 800 for an item that can summon any beedt.

Reptile Control Regular; Resisted by 1Q

Lets the caster control the actions of one large reptile (any size) or a
group of small ones, up to about 100 Ibs. total. Concentration is required.
Thisspdl will not work on anintelligent being (1Q 8 or more).

Duration: 1 minute.

Cogt: 4to cadt; 2to maintain.

Prerequisite: Beast-Soother.

Item: Staff, wand or jewery. Energy cost to create: 400 for an item that
controls one particular species, or 800 for an item that can control any type o

reptile
Bird Control Regular; Resisted by 1Q

Lets the cagter control the actions of one large bird (any sze) or aflock
of small ones, up to about 100 Ibs. total. Concentration is required. This
gpdl will not work on an intdligent being (IQ 8 or more).

Duration: 1 minute.

Cogt: 4to cagt: 2to maintain.

Prerequisite: Beast-Soother.

Item: Staff, wand or jewelry. Energy codt to create: 400 for an item that
(t;prgtrols one particular species, or 800 for an item that can control any type o

Mammal Control Regular; Resisted by 1Q

Lets the caster control the actions of one large mammal (any size) or a
group of small ones, up to about 100 Ibs. totd. Concentration is required.
Thisspdl will not work on anintdligent being (1Q 7 or more).

Duration: 1 minute.

Codt: 5to cadt: 3to maintain.

Prerequiste: Beast-Soother or Charm.

Item: Staff, wand or jew dry. Energy codt to creste: 600 for an item that
controls one particular species, or 1.200 for an item that can control any
typeof mammdl.

COMMUNICATION SHLLS

Sense Life Information; Area

Tells the caster it there is any life in the subject areq,
and gives a general impression (on a good roll of what kind. Caster can
aso specify he islooking for a specific son of life: plants, elves, redheaded
girls, or anamed person whom the cagter knows.

Base Cogt: 1/2 (minimum 1)
Item: Staff, wandor jewdry. Energy cost to cregte: 80.

Sense Foes Information; Area

Tdls the caster if the subject has hostile intent, and what the degree of
hogtility is. Can be cast on one person, or awhole area. If cast over an area. it
will only detect thet someone is hodtile, but not who.

BaseCod: 1 (minimum 2).

Item: Staff, wand or jewelry. Energy cost to create: 200.

Sense Emotion Regular

Lets the caster know wha emations the subject is feeling a the
moment. Works on any living being, but not much use except an intelligent
crestures Will dso tdl how loyd the subject is to the caster (see Loyalty p.
195).

Cost: 2.

Prerequisite: Sense Foes.

Item: Staff, wand or jewelry. Energy cost to create: 300.

Truthsayer Information; Resisted by IQ

Tells whether the subject islying or not. May be cast in two ways: (a) to
tell whether the subject has told any lies in the last five minutes: (b) totell

whether the last thing the subject said was alie. May also give an indica-

tion of how great the lieis. If caster is not touching subject, calculate range as
for aregular spell.

Cogt: 2.

Prerequisite: Sense Emation.

Item: Crown, helmet or other headgear. Energy cost to create: 500.

Mind-Reading Regular; Resisted by 1Q

Lets the easier read the subject's mind. Works on any living thing, but
most useful on intelligent creatures. Detects only surface thoughts (what
the subject is thinking at that moment). The subject is not aware hismind is
being read, except in case of a criticd failure. Modifiers: if caster does not
know the subject's native language. -2 to skill: if subject is of a different
race. -2 : if subject istotdly dien.-4 or more!

Duration: 1 minute.

Cogt: 4to cadt: 2tomaintain.

Timeto cast: 10 seconds.

Prerequisite: Truthsayer.

Item: Crown, helmet or other headgear. Usable only by a mage. Energy
cost 1.000.

Persuasion Regular; Resisted by IQ

Used when a reaction roll is required, this spell makes the subject (one
intelligent creature - 1Q 8 or better) likelier to react favorably.

Duration: 1 minute.

Codt: Twicethe bonusto be added totherall.

Prerequisite: Sense Emotion.

Item: Cap, crown, helmet or other headgear. Energy cost to create:
1.000. Must include a purple jewel (garnet or amethyst) worth at least $200.
Usable only by a mage.
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HEBVENTALSFH LS

There are four different colleges of Elemental magic: Earth, Air, Fire and Water.

FARTHIH.LS

These spells concern themselves with the element Earth. Typically, they
are very powerful, but also very fatiguing; Earth is the hardest and most
obstinate of elements. In all these spells, one "hex" of earth, where it matters,
is assumed to be six feet deep. None of these spells will affect stone or meta
unless the description specificaly says so.

Seek Earth I nformation

This is the basic Earth spell. It tells the caster the direction and approxi-
mate distance of the nearest significant amount of any one type of earth,
metal or stone. Use the long-distance modifiers (p. 151). Any known
sources of that material may be excluded if the caster specifically mentions
them before beginning.

Cost: 3.

Timeto cast: 10 seconds.

Item: A forked stick with an ounce of the desired earth/stone/metal setin
the tip; each stick will find only that earth. Energy cost to create: 50 energy,
and cash to buy an ounce of the materia sought.

Shape Earth Regular

L ets the caster move earth about and shapeit into any form. If theform is
stable (e.g., ahill), it will remain permanently after shaping. An unstable form
(e.g., acolumn or wall) will last only while the spell continues - no special
concentrationisrequired - and then collapse.

Earth moved with this spell travels at only 2 hexes per turn. It can harm no
one except by flowing over an immobile person and burying him. If earthis
moved into a person's hex - or out of his hex, to create a hole - that person
may move normally on the next turn, to escape. Only if he failsto do so will
he be buried.

Anyone buried by this spell may try to claw his way out of the loose
earth. One roll, at ST -4, is alowed every turn. GMs may make this roll
harder if a character is buried under more than a hex-worth of earth! See
Holding Your Breath, p. 91.

Duration: 1 minute.

Cost: 2 per hex of earth shaped: 1 per hex to maintain.

Prerequisite: Seek Earth.

Item: Staff, wand, jewelry or digging tool. Energy cost to create: 200.

Earth to Stone Regular
Turnsan item of earth or clay into hard stone (but not gemstone)
Duration: Permanent.
Cost: 3 for an item up to 20 Ibs.: 5 for a larger item up to 1 hex. plus 5
more for each additional hex.
Prerequisites. Magery. Shape Earth.
I tem: Staff, wand or jewelry. Energy cost to create: 300.

Soneto Earth Regular
Turns any kind of stone (including gemstone) into simple earth. Must be cast
on awhole stone or block, rather than a part of it. Duration: Permanent.

Cost: Doublethat of Earth to Stone.
Prerequisite: Earth to Stoneor any four Earth spells.
Item: Staff, wand or jewelry. Energy cost to create: 400.

Create Earth Regular

Lets the caster create good, solid earth where none existed before. This
earth must be created in contact with the Earth itself- not hanging in the air or
floating in the seal

Duration: Permanent.

Cost: 4 per hex to create earth from nothingness (to fill a pit, for
instance), or 2 per hex to solidify mud into good earth.

Prerequisite: Earth to Stone.

Item: Staff or wand. Energy cost to create: 500.

Sone Missile Missile

Lets cager aredte a bal of sone and fire it from his hand. When it hits, it
does crushing damage and vanishes. This spdl has SS 13. Acc +2. 1/2D 40.
Max 80.

Cost: From 1to 3: the missile does 1d + 1 damage for each energy point.

Timeto cast: 1 for each point of energy used.

Prerequisite: Create Earth.

Item: Staff or wand - missileis fired from end of item. Usable only by a
mage. Energy cost to create: 400.

Earth to Air Regular

This spell turns earth or stone into air; it can therefore be very valuable to
one trapped underground. It is also considered an Air spell.

Duration: Permanent.

Cost: 1 to transform a cubic foot of earth/stone to air. giving enough air
for one person to breathe for 1 minute- thisis about |,3 six-foot-deep hexes
of earth or stone per hour. To transform large quantities of earth or stone a
once, the cost is 8 per hex.

Timeto cast: 1 seconds.

Prerequisites: Create Air (p. 157). Shape Eath.

Item: Staff, wand or jewelry. Usable only by mages. Stone to be trans
formed must be touched by item. Energy cost to create: 750 energy: item
must indude $1.000 injewels.

Earth Vision Regular

This spell lets the subject see through the earth - to find caves, bodies of
ore. buried treasure, entombed victims, etc. Earth and uncut stone (up to 50
yards deep) are transparent to the subject, wherever he looks. Metal is not
transparent: cut stone, bricks, etc..are also not transparent. Thus, this spell
won't let you look through castle walls.

Duration: 30 seconds.

Cost: 2 per 10 yards of depth to cast: the sameto maintain.

Prerequisite: Shape Earth.

Item: Am. Energy cost to create: 400.

Elemental Spirit Spells

The following descriptions of Earth Elemerta spells also hold true for
the corresponding Air. Fire and Water spells. For descriptions of the nature
and abilities of thefour typesof dementals. seep. 154.

Summon (Earth) Elemental Soecial

Thisisadifferent spell for each of the four elements. It allows the caster to
call anearby elemental - if one exists. Air and Water elementals may travel
several miles within their element to answer a summoning, but Earth
elementals will come only a mile, and Fire elementals will travel only a
hundred yards from a fiery place. In general, the GM should assume that an
elemental is available if the location is appropriate, unless the scenario or
situation requires that elementals are opportunely absent. The GM deter-
mines the elemental's attributes - by rolling 2 dice for each, if the plot of
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the adventure does not require some specific sort of elemental. A very suc-
cessful summoning may call several elementals - on a critical success, roll
Id+1 for number called, and roll 3 dice for ST and HT.

The summoned elemental is not under the caster's control, but must
remain for one hour unlessit isdismissed - or destroys the caster. Note that a
dismissal does not guarantee the elemental will leave: if it is hostile, or
simply curious, it may choose to stay!

The caster may question the summoned elemental, request a service, etc.
A reaction roll isimmediately made to see how the elemental(s) feel toward
the wizard. Fire elementals always react at -2. On a good reaction, an
elemental will cooperate for an hour - no longer - and then vanish. (When
summoning elementals. remember that they can be bargained with -if you are
wise enough to know what an elemental might desire)



If the summoning spell isrepeated, roll 1 die. On a 1-3, anew dementd
aopears. On a4 or 5, the same dementa gppears. On a 6, there are now no
elementals available. If the same elemental is summoned again within a
week, it will reect at a -4.

Duration: One hour. May not be maintained.

Cost: 4.

Timeto cast: 30 seconds. The dementd gppearsin 2d minutes.

Prerequisites; Magery; at least 8 other spellsof the appropriate dement, or
4 gpells of the dement and another Summon Elementd spell.

Item: Staff, wand or jewelry decorated with appropriate elemental
images - a different enchantment is required for each of the four types.
Energy cost to create: 800 energy, $1,300 gold and platinum.

Control (Earth) Elemental Regular;
Resisted by higher of ST or 1Q

Lets the caster control all actions of a single elemental while the spell
continues. For direct control, the eementa must remain within the caster's
view. If the elementa issimply told to leave, itwill do so. If it isto be sentto
do atask, rather than controlled directly, its IQ must be sufficient (GM's
decision) to comprehend itsingructions!

This spell can also be used as an information spell, to judge the four
attributes of that type of elemental (within 15 feet). A successful rall is
required, but thereis no energy cost.

Duration: Oneminute.

Cost: 1/8 the tota of the elementd's four attributes (round up) to start;
hdf that amount (round up) per minute theresfter.

Timeto cast: 2 seconds.

Prerequisite: Summon Elementd for the appropriate dement.

Item: Staff, wand or jewdry decorated with appropriate dementd imeges -a
different enchantment is required for each of the four types Does not let user cast
sodl; gives a+2 on any attempt to use the spdl. Noncumuldive. Energy cost to
cregte: 1,000 energy; item mugt indude $1,300 in gold and platinum.

Create (Earth) Elemental Soecial

Lets the caster create a spirit of the appropriate eement. Its maximum
1Q and DX are 12 each; thereis no limit to ST and HT. There is no mini-
mum to any of the four attributes, though a very stupid eementa will not
understand complex commands. A newly created dementd will serve the
caster obediently for one hour. At the end of that time, roll a contest
between the caster's skill with the spell, and the e emental's combined 1Q
and ST. If the caster wins, the elemental will serve for afurther hour - ad
then another contest will be required, and so on. When the caster loses, the
dementa escgpes control and flees (or atacks, on avery bad reaction).

Cost: 1/4thetotd of theelementa's4 attributes. Doublethis cost if castin
a place inappropriate to the element being invoked - e.g.. creating a
water dementd neer avolcano.

Timeto cast: Secondsequd to thetotd attributes of spirit created.

Prerequisite: Magery 2. appropriate Control Elementd.

AIRSHELLS

These arethe spells dealing with the Air dement. A "hex" of air may be
assumed to beavolume of air 1 hex by 6 feet, composed of normal breathing
ar a 1 amosphere of pressure.

Purify Air Area

Thisisthe bedc Air dl. It removes dl impurities from the ar in the subject
hex. It isoften used to neutralize the effects of poisonous gas or vapors. Note
that aroom full of smoke may sefdy be purified one section & atime- but truly
deedly vapors must dl be removed a once, or some may escape. This spdl will
dso turn old "stdé' ar into fresh bresthable ar. One hex of air, if not renewed
from the outside, will last 45 minutesfor one person at rest. Thistimewill be
lessfor multiple persons or someonevidlently exercising (GM'sdiscretion).

Duration: Worksingtantly. Purification is permanent.

Base Cogt: 1. Cannot be maintained; must be recast.

Item: Staff, wand or jewelry. Energy cost to create: 50.

Create Air Area

This spell manufactures air where none exists. Cast where thereis
dready air. it will produce an outward breeze lasting for about five seconds.
Cast in avacuum, it will ingtantly creste breathable air. Cast within earth,
stone or other materid, it will fill any empty spaces with air. but will not
burst the stone. Cast underwater, it makes bubbles!

Duration: 5 seconds. Air created is permanent.

Base Cost: 1 (for 1 hex of air a normd air pressure).

Prerequisite: Purify Air.

Item: Staff, wand or jewelry. Energy cost to cregte: 200.

Shape Air Regular

Lets cagter create movements of air over a small area. The wind darts a
the "subject" hex: it blows in a stream 1 hex wide, for a distance in hexes
equd to 5 times the energy put into it. and then dissipates. This may cause
"knockback™ (p. 106) on someone it hits; roll 1 die for every full 2 points of
energy in the spell, each turn the wind hits them. 8 points of "knockback"
will push someone back 1 hex.

Duration: 1 minute.

Cost: 1t010. 1 produces a gentle breeze: 4 awind: 6 aheavy wind; 8 or
more aviolent blast. Cost to maintain isthe same asto cast.

Prerequisite; Create Air.

Item: Staff, wand or jewelry. Energy cost to create: 200.

Predict Weather Information

Letsthe caster forecast the weather accurately for agiven location over a
given time. This forecast does not take magicad meddling into account, or
predict theactions of other spellcasterd

Cost: 2 times the length of the forecast, in days. Double the cost for a
location outside the generd area (say. over the horizon). Quadruple the cost
for aplace on another continent. Weather on other planets or planes cannot be
predicted with thisspell.

Timeto cast: 5 seconds per day forecast.

Prerequisites Atleast4 Air spells.

Walk on Air Regular

Air behaves as though solid under the subject's feet; thus, he can
walk (or run) across chasms, or walk up and down imaginary "stairs." If
the subject falls for any reason (e.g.. injury), the spell will be broken! If
the spell is recast immediately, he will fall for only 1 second (about 5
yards) and will then "land" on the air (taking 1 die damage) unless he
hits ground before then. If you're 10 feet over alava pit. too bad!

Duration: 1 minute.

Cogt: 3to cadt: 2to mantain.

Prerequisite: Shape Air.

Item: Staff, wand, jewelry, or shoes. Works for wearer only. Energy
cost to cregte: 500 energy. $1.000 in materids.

Breathe Water Regular
L ets the subject breathe water asthough it were air. Subject does not lose
the ahility to bresthe ordinary air! Duration: 1 minute. Cost: 4 to cast: 2to
maintain. Prerequisites. Create Air. Destroy Water (p. 159). Item: Clothing or
jewelry. Energy cost to cregate: 400.

Clouds Area
Cresates or dispds outdoor cloud cover, asthe caster chooses. Duration: 10
minutes, after which normal clouds leave/return unless spdl is maintained.
Base Cost: 1/20. Same cost to maintain.
Timeto cast: 10 seconds.
Prerequisite: At least 4 Water spellsand4 Air spells.
Item: Staff, wand or jewery. Energy cost to cregter 300.

Rain

Cresates (or prevents) 1inch of rain, in anorma outdoor setting.

Duration: 1 hour.

Base Cost: 1/10. Cost to maintain isthe same per hour. Cost to makerain
doublesin adesart or other area (GM's determination) whererainisunnaturd.
Codt to present rain doublesin anaturaly rainy or svampy area.

Area
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Timeto cast: 1 minute.

Prerequisite: Clouds.

Item: Staff or wand. Energy cogt to create: 600. Can be used only by a
mage. Must be kept in water when not in use; loses powersif it stays dry for
morethan an hour.

Earth to Air

Aslisted under Earth, p. 156. Regular
Lightning Missile

Lets spdicaster shoot a bolt of lightning from his fingertip. Not as
dedtructive as Firebdl, but accurate & longer ranges. It has SS 13, Acc +3.
1/2D 50, Max 100. Tends to short out eectronic eguipment when used in a
hightech environment. However, a lightning bolt cannot be fired through a
metd grid, between bars, from within a car. ec. - it will jump to the metd
and be logt. Metd armor will not protect well againgt this spell - treat any
metd amor as PDO. DRL.

Lightning can have unpredictable effects. The GM may, for instance,
dlow awizard to shoot a lightning bolt into a metal floor. This would not
eectrocute those on it, but could shock them all, injuring concentration and
doing dight (perhaps 1 hit?) damage. GM's may encourage creative use of
lightning until it becomes anuisance ...

Cost: Any amount from 1 to 3; the bolt does |d-1 damage for each energy
point spent in cadting it.

Timeto cast: 1to 3 seconds (the caster'sfingerswill be seen to sparkle as
thespell buildsup).

Prerequisites Atleast 6 other Air spells.

I tem: Staff or wand - bolt isfired from end of item. Energy cost to cregte:
800; item must include $1,200 for platinum decorations. Usable only by a

mege.

Summon Air Elemental, Control Air Elemental,
Create Air Elemental - seepp. 156-157

HRESFHELLS

These are spelts for use and control of the element Fire. Any time a
"hex" of fire is mentioned, it is assumed that the whole hex is filled with
fire (see Flame, p. 129.). If the volume of an area of flame is important,
assume a hex of flame shoots 6 feet high.

Burning Clothes: Clothes being worn are hard to burn. In general. 4 hits of
fireinjury at once, or Ignite Fire at itsthird level of effect, will set fireto part
of the victim's clothing. Thisis very distracting (-2 to DX) and does |d-4
damage each turn. Anyone may put out the fire by beating it with their hands
(takes 1 turnif aDX roll is made).

Ten hits of fire damage at once will ignite all the victim's clothes, pro-
ducing a human torch and doing Id- 1 damage per turn. This can only be put
out if thevictim rolls on the ground for 3 seconds or jumps in the water.
The victim can do nothing else until the fireis out. unless he is pratected (e.g..
by Resist Fire). If awooden shield takes 10 or more firehitsin oneturn, the
bearer is at -2 DX and Id-5 damage per turn until he getsrid of it.

These guidelines assume ordinary clothing. Armor is good protection
against fire attacks: clothes under armor are almost impossible to ignite and
will not stay lit! Clothing worn over armor (e.g.. a surcoat) could be
ignited, but the armor would protect from the burning effects as per pp.
129-130. On the other hand, fancy dresses or lace cuffs would ignite very
easily.

Magic Items: All magical items involving Fire spells must include a
ruby: the size of the ruby depends on the spell. If an item has severa spells
on it. it needs only one jewel, of a size sufficient for the most powerful

ol
Ignite Fire Regular

Thisisthe basic Fire spell. It produces a single spot of heat, and is used to
set fire to areadily flammable object. It works best on paper and cloth, and
will not affect any item that would not bum in an ordinary fire. In particular, it
will not set fireto aliving being! Once ignited, the fire burns nomaly.

Duration: One second.

Cost: Depends on the amount of heat desired. Cost to maintain is the
same as the original cost.

1 - for an effect as though a match had been held to the subject: will
light acandle, pipe or tinder in one second.

2 - for an effect as though a torch had been held to the subject: will
ignite paper or loose cloth in one second, ordinary clothes being worn in
four seconds.

3 - for an effect as though a blowtorch had been held to the subject: will
ignite dry firewood or clothes being worn in one second, leather in two sec-
onds, heavy wood in six.

4 - for an effect as though burning magnesium or phosphorus had been
held to the subject: will ignite coal in one second, heavy wood in two
seconds.

Item: Staff, wand or jewelry. Energy cost to create: 100: item must
include asmall ruby worth $50.
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CreateFire Area

As for Ignite Fire, but requires no fuel. Produces up to a hex of flame
(or. in midair, a sphere of flame which falls). Thisisred fire, which will
eventudly ignite any flammable objects it touches. Cannot be cast within
rock. foes. €c.

Duration: 1 minute.

Base Cost: 2. Cost to maintain: Half the cost to creste. No maintenance
required if thereisfud for thefiretoignite.

Prerequisite: Ignite Fire.

Item: Staff, wand or jewelry. Energy cost to create: 300: item must
include a ruby worth $200.

Shape Fire Area

Lets caster control the shape of any flame. A naturd firewill not moveto
aplacetha it can't burn, but flame madewith the Create Fire sodl needs no
fuel and can move. A flame keeps its same volume. Each shape-change
requires a second of concentration by the caster, and moving a flame
requires constant concentration - but once shaped, the flame will keep that
shape until the spell expires, without concentration. Maximum speed is 5
yards per second, moving on the caster's turn. However, if the firein one
hex is"shaped" to spread out acrosstwo hexes, it will only do haf damageto
those who enter the hex. One hex spread into three hexes does 1/3 damage,
andsoon.

Duration: 1 minute.

Base Cost: 2. Cost to maintain: Half thecost to cast.

Prerequisite: Ignite Fire.

Item: Staff, wand or jewelry. Energy cost to create: 400: item must
indude a ruby worth $300.

Extinguish Fire Regular

Puts out a hex of fire - or asmaller area, if necessary. A larger areacan
be affected at an increased cost in fatigue. Affects ordinary and magical
fires, but not molten sted, lava etc.

Duration: Onceout. afire saysout.

Cost: 3 per hex extinguished.

Prerequisite: Ignite Fire.

Item: Staff, wand or jewelry. Energy cost to create: 400: item must
include aruby worth $300and ablack onyx worth $100.

Heat Regular

This spell increases the heat of an object by up to that which could be
achieved by a smith's forge. It does not necessarily produce fire, though
mostthingswill burnif heated enough. Useful for cooking, etc. Heat will be
radiated away normally. (GMs. use this as a guidedine for playable
effects - don't try to turn the spell into aphysicsexercise))

Any wizard planning to make extensive use of this spell should arm
himsdf with alist of the mdting points of various materials. The spell can
have drawbacks. If you werein jal, you might melt your way through the
bars. . . but radiated heet would probably broil you firgt.

Duration: 1 minute.



Cost: 1 for an object p to the size of afist, 2 for up to a cubic foot, 3
for a one-hex object, 3 more for each additional hex. Continuing the spell
costs the same as the original casting, per minute.

Time to cast: 1 minute. Each minute raises the target's temperature by
20°. Time can be halved by doubling the energy spent, and so on, but one
cannot use lessenergy per minute for aslower heating.

Prerequisites: Create Fire, Shape Fire.

Item: Staff, wand or jewelry. Energy cost to create: 400; item must
include a ruby worth $300.

Cold Regular

The reverse of the above spell. Reduces the temperature of any object to
absolute zero (if maintained long enough).

Duration, cost and time to cast: As for Heat. Each minute lowers the
target's temperature by 20°.

Prerequisite: Heat.

Item: Staff, wand or jewelry. Energy cost to create: 400; items must
include a $300 ruby and a $300 sapphire.

Resist Fire Regular
The subject (person, creature or object), and anything he carries,
become immune to the effects of heat and fire (but not electricity).

Duration: 1 minute.

Cost: 2 per person or 1-hex area; 1 per minute to maintain. Cost doubles if
subject must resist a blast furnace or volcano; cost triples if subject must
resist the heat of a star, nuclear bomb, etc. Only the first level of protection is
necessary against combat -type Fire spells.

Prerequisites. Extinguish Fire, Cold.

Item: Staff, wand or jewelry. Affects wearer only. Energy cost to create:
800; must include a ruby worth $500 and a black onyx worth $200.

Firepall Missile

Lets caster throw a ball of fire from his hand. When it strikes something,
it vanishes in a puff of flame which may ignite flammable objects. It has SS
13, Acc +1, /2D 25, Max 50.

Cost: Any amount from 1 to 3; the fireball does 1 die damage for each
energy point spent in casting it.

Timeto cast: 1 to 3 seconds.

Prerequisite: Magery, Create Fire, Shape Fire.

Item: Staff or wand - ball isfired from end of item. Energy cost to creste:
800: must include a ruby worth $400. Usable only by a mage.

Summon Fire Elemental, Control Fire Elemental,
Create Fire Elemental - see pp. 156-157

WATERSHELLS

These are the spells for use and control of the element Water. Note that.
although the human body is almost entirely water, these spells will not
affect the water in a human kody (or any other living creature) unless
specifically noted. One hex of water, one foot deep, is about 60 gallons, and
can put out one hex of fire.

Seek Water Information
This is the basic Water spell. It lets the caster
determine the direction.

distance, and general nature of the nearest significant source of water. Use
long-distance modifiers - p. 151. Any known sources of water may be
excluded if the caster specifically mentions them before beginning.
Requires a forked stick; -3 to skill if thisisnot available.

Cogt: 2

Item: A forked stick (may also be caned of bone or ivory). Energy costto
create: 40 energy, must include $300 of spell materials.

Purify Water Soecial

Lets the caster remove all impurities from water, by pouring it through
any hoop or ring (or. in a pinch, his own fingers | into a container. Only one
skill roll isrequired as long as the flow continues.

Duration: Purified water stays pure unless re-contaminated.

Cost: 1 per gdlon purified.

Time to cast: Usually 5 to 10 seconds per gallon, unless a large container
and ring are being used.

Prerequisite: Seek Water.

Item: A hoop of bone or ivory. Energy cost to create: 50.

Create Water Regular

L ets the caster create pure water out of nothing. Thiswater may appear in
any of several forms It may appear within a container, or as a globe in
midair (it fallsimmediately). Or it may appear as a dense mist of droplets; in
thisform, one gallon of water will extinguish one hex of fire. Water cannot be
created (for instance) inside afoe to drown him!

Duration: The created water is permanent.

Cost: 2 per gdlon created.

Prerequisite: Purify Water.

Item: Staff, wand or jewelry. Energy cost to create: 200.

Destroy Water Area
Causes water (in any form) to vanish, leaving a vacuum and/or specks
of dry impurities. Good for drying things out, saving a drowning victim,
etc. (If more water is al around, it will of course rush in to fill the hole.)
Cannot be used as a"dehydrating” attack on afoe.
Duration: Permanent.

Base Cost: 3. In deep water, ahex isonly 2 yards deep.
Prerequisite: Cregte Water.
Item: Wand, staff or jewelry. Energy cost to create: 300.

Shape Water Regular

Lets the caster sculpt water (or ice or steam) into any form, and even
move it about. Once given a shape, the water will hold it without further
concentration, until the spell ends. Water moved with this spell will travel a
3 hexesper turn.

A useful shape is a Wall of Water to stop fiery attacks. Twenty gallons
will create a six-foot-high wall across 1 hex. This will stop fireballs and
ordinary fire; it will do 2 dice of damage to any fire elemental that pene-
tratesit. Twenty gallons of water is about 2.5 cubic feet, or 160 Ibs.

Duration: 1 minute.

Cost: 1 per 20 gal. shaped: 1 (for the whole shaping) to maintain.

Timeto cast: 2 seconds.

Prerequisite: Create Water.

Item: Staff, wand or jewelry. Energy cost to create: 400.

Breathe Water Regular
As listed under Air Spells, p. 157.
Walk on Water Regular

Lets the subject walk on water as though it were land. If the water is
moving, the GM may assess a DX penalty for anything attempted while on
the water. If the water is choppy or wildly moving, a DX roll (perhapswitha
substantial penalty) is required each turn, or the subject will fall. Only a
critical failure will break the spell.

Duration: 1 minute.

Cost: 3to cast; 2to maintain.

Timeto cast: 4 seconds.

Prerequisite: Shape Water.

Item: Staff, wand, jewelry or clothing. Works only for wearer. Energy
cost to create: 500.

Fog Area

Creates an area of dense fog. Even 1 hex of fog will block vision.
Flaming weapons and missiles lose their extra power in fog. Entering each
hex of fog does 1 point of damage to Fire elementals, and subtracts 1 point
from the damage a Fireball will do when it hits. However, no amount of fog
will extinguish afire.

Duration: 1 minute.

Base Cost: 2; half thisto maintain.

Prerequisite: Shape Water.

Item: Staff, wand or jewelry. Energy cost to create: 300.
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Ice Sohere Missile

Lets caster throw a ball of ice from his hand. When it strikes, it does
crushing damage and vanishes in a gout of water. A 1-die Ice Sphere will also
extinguish 1 hex of fire, if accurately aimed. It has SS 13, Acc +2, 1/2D  40.
Max 80.

Cost: Any amount from 1 to 3; does 1 die damage for each energy point
spent in casting it. or double damage to creatures of fire.

Time to cast: 1to 3 seconds.

Prerequisite: Shape Water.

Item: Staff or wand — ball isfired from end. Energy cost to create: 400
must be tipped by a $500 sapphire. Usable only by amage.

Rain
Aslisted under Air, p. 157.

Summon Water Elemental, Control Water Elemental,
Create Water Elemental - see pp. 156-157

Area

ENCHANTMENT SHELLS

These are the spells used to make and unmake permanently magical
items. They can only be cast by ceremonia magic (see p. 151).

Enchant (VH) Enchantment

This is the basic Enchantment spell. If any spell is to be placed on an
item, the caster must also know the Enchant spell. Thisis also a prerequisite
for all spells of the College of Enchantment except Scroll.

When an item is enchanted, the caster's spell roll is determined by the
lower of his skills with this spell and the specific spell being placed on the
item. If the caster has assistants, their skills with both spells must be 15 or
greater, but theroll is based on the caster's skill.

Duration: All magic items are permanent until destroyed or the
enchantment is removed - see below.

Cost and Time: Seepp. 152-153.

Prerequisites: Magery 2, and at least one spell from each of 10 other
colleges.

Scroll Enchantment

Lets the caster write a magical scroll embodying any spell of the other
Colleges. Read aloud by a mage who understands its language, this scroll
will cast the spell once. Its power is then lost and the writing vanishes.
Reading a scroll requires twice the normal casting time for the spell; the
mage reading the scroll pays the normal energy cost. No skill roll is
required when the spell is read, unless the spell is resisted. In that case, roll
using the skill level of the mage who wrote the scroll.

A scroll can be read silently, to see what it says. Any mage who under-
stands the language will know what spell it is supposed to be. This does not
cast the spell!

Spells may be written on any material: parchment is usual. Damage to a
scroll does not affect it aslong asthe scroll islegible.

Time to cast: The number of days needed to write a scroll is equal to the
energy cost required to cast the spell originally (base cost for area spells),
not counting any bonuses for skill. Multiply this by $25 to get the normal
market value of the scroll. Example: The Rear Vision spell normally costs 3
energy to cast. A Rear Vision scroll would take 3 full days to write, and
would normally cost $75. At the end of the writing time, the GM rolls
against the writer's skill with Scroll or the spell being written - whichever is
lower. A successful roll means the spell is good. A failure means the scroll
will not work. A critica failure meansit will cast aflawed spell!

Duration: As long as the spell would normally last. The mage who read
the scroll can maintain the spell, if it could normally be maintained.

Weapon Enchantments

Unless specified otherwise, the subject of any of these spells must be a
weapon. The last oneto pick the item up isits "owner." All are permanent
and do not require the weapon-user to spend energy.

Accuracy Enchantment

Makes the subject weapon morelikely to hit, by adding to user's effedive
skill. The Accuracy spell can add from +1 to +3 to skill.

Energy cost to cast: Depends on the bonus. +1: 250. +2: 1,000. +3:
5,000. Divide cost by 10 if subject is a missile - e.g., an arrow +3 to hit
would require only 500 energy.

If a weapon aready has this spell at alow level, a caster may recast the
spell at a higher level (making the weapon more accurate). The energy cost
for the new spell isthe difference between the levels.

Prerequisites: Enchant, and at least 5 Air spells.
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Prerequisite: Magery, Literacy. A mage may not write a scroll for a
spell hedocs not know.

Remove Enchantment Enchantment

Takes one enchantment spell off the subject item. Does not affect other
enchantmernts on that same item. Exception: A failed attempt to remove a
"limiting" enchantment will remove all enchantments from the item.

ill modifiers: -3 if the caster does not know how to cast the enchant-
ment heistrying to remove. -3 if he does not know exactly what that spell is.
-3 for each other spell on theitem. These are cumulative.

Duration: Remova is permanent.

Cost: 100, or 1/10 the cost to place the enchantment originally, whichever
ismore.

Timeto cast: as per Enchantment (pp. 140).

Prerequisite: Enchant.

Power Enchantment

Makes a magic item "self-powered," partialy or completely. That is, it
decreases the energy required to use that item. The extra energy is drawn
directly from the surrounding mana. Self-powered items are in great
demand, because they do not fatigue their users.

If an item has 1 point of self-power, that item's wearer spends 1 less
point of energy to cast or to maintain the spell. Example: A ring of Flight
has 1 point of self-power. It normally costs 5 to cast this spell and 3 per
minute to maintain it. But with the self-power, it costs only 4 to cast and 2
per minute to maintain!

This assumes the area has norma mana. In a low-mana area, only half
as much power is produced (round down). In a high-mana or very-high-
mana area, double the amount of power provided. A self-powered item can
never provide"extra' power, though.

If an item has enough self-power that the cost to maintain is 0. it may be
treated as "always on" after the cost to cast is paid - but the wearer must
still stay awake, etc., to maintain the spell normally. But if an item has
enough self-power that the cost to cast is zero, the item is "always on" for
all purposes, and requires no conscious maintenance of any kind! The
owner may till turn it off if he wishes.

Energy cost to create: 500 each for the 1st and 2nd points of self-power.
1,000 for the 3rd, and double for each additional point. May be re-cast a a
higher level, as per Accuracy (below).

Prerequisites: Enchant, Recover Strength.

Puissance Enchantment

Makes the subject weapon do extra damage when it hits. The spell
increases basic damage; enchanted weapons are more likely to penetrate
armor.

Energy cost to cast: Depends on the bonus. +1: 250. +2: 1.000. +3:
5,000. Double cost if subject is a missile weapon. Divide cost by 10 if subject
is a missile (e.g., an arrow). Note that this spell may be recast at a higher
level as per Accuracy (above).

Prerequisites: Enchant, and at least 5 Earth spells.



Armor Enchantments

These spells work only on clothing, armor and shields. They are
"always on," and are excellent protection. The drawback is that when the
item is damaged badly enough, the spell aso vanishes. Keep track of the
number of times the item is penetrated by enemy blows. When it has been
penetrated (DRx5) times, using natural DR, it is damaged enough that the
enchantment leaves. If a piece of clothing has no naturd DR - eg., a cotton
shirt enchanted into armor - it losesits power after thefifth penetration.

Ordinary repairs may fix theitem but will not count against the number of
penetrations for purposes of deciding when the enchantment wears off.
However, the Repair spell will accomplishthis.

If the advanced armor rules are used, armor may be enchanted and
bought by the piece. Costs for pieces. 40% of full for the torso (30% for
front only!); 10% per pair for arms, legs, hands or feet; and 20% for the
heed

Fortify Enchantment

Adds to the damage resistance of the item upon which it is cast. DR
may be increased by up to 5with thispell. If you are building armor part by
part, each item's enchantment protects only itself, and severa Fortified items
may be worn. If you use "generic" armor, use Fortify on the torso armor; it
adds DR wherever the user ishit.

Energy cost to cast: 50 for DR +1, 200 for DR +2, 800 for DR +3.
3,000 for DR +4. 8,000 for DR +5. The spell can be recast to strengthen it. as
per Accuracy (p. 160).

Prerequisite: Enchant.
Item: Clothing or armor (but not ashield).

Deflect Enchantment

Adds to the passive defense of the item upon which it is cast. PD may
be increased by up to 5 with this spell. If you are building armor part by
part, each item's enchantment protects only itself, and severa items with
Deflect may be worn. If you are using "generic" armor, use Deflect on the
torso armor; it addsto PD wherever thewearer ishit.

Energy cost to cast: 100 for PD +1, 500 for PD +2, 2,000 for PD +3,
8,000 for PD +4, 20,000 for PD +5. This spell can berecast to strengtheniit,
asper Accurecy (p. 160).

Prerequisite: Enchant.

Item: Clothing, armor, or shield.

Lighten Enchantment

Makes armor or shield lighter and easier to carry. The subject becomes
lighter only when it is actudly being worn. Armor in a backpack would till
haveitsfull weight.

Energy cost to cast: 100 to cut the item's weight by 25%; 500 to cut its
weight in half.

Prerequisite: Enchant.

Wizardry Tools

Items enchanted with these spells can be used only by mages. All these
spdisaredwayson.

Staff Enchantment

Anything touched by amage's staff is considered to be touched
by the mage. (This also means a mage can st a Powerstone in his staff "and
use it normaly.) Seep. 149.

Though many magic items must be in the form of a wand or staff, they
do not necessarily have to have this spell on them. The Staff spell is used
only when the mage needs an item to extend his own touch.

Energy cost to cast: 30.

Prerequisite: Enchant.

Item: Any rod-shaped piece of organic material (wood. bone, ivory,
etc.) up to 6 feet long. May be decorated with other materids, like gems
and precious metals. A small staff is often cdled a"rod." and a very short
and dender one. a"wand.”

Powerstone Enchantment

A Powerstone is used to store mana until it is used by a mage. Any
mage touching a Powerstone can take any or al of the energy it contains,
using it instead of his body's own energy to cast a spdl, like amagic battery.

Each Powerstone is said to have a "strength." This is the maximum
amount of energy it can hold. Since a mage can only use ae Powerstone
per turn, alarge Powerstone is more useful than a handful of smal ones. A
large Powerstone can be used to cast alarge spell: a group of small ones
can be used one at atime to helpmaintain a spell, but cannot be used al at
once

A Powerdone "recharges’ itsalf after use. by absorbing mana from the
surrounding area. Therate varieswith the aredls manaleve:

Nomana Norecharge  High mana: 1 point/12 hrs.

Low mana 1 point/week. Very highmana 1 point/6 hrs.

Normd mana 1 point/day.

A Powergtone will not recharge within six feet of a larger Powerstone.
Stones of the same size Slit the available mana and recharge more dowly.
This means the owner of several Powerstones must let some of them out of
hissight to get them recharged!

Specid rules for creating Powerstones: A jewe (see below) is required.
The first casting of the spell turns it into an uncharged Powerstone with
srength 1. Each new cagting increases its ST by 1. Thus. 15 cagtings would
create a Powerstone with a Strength of 15. But note that with this many
castings, there would be acumulative chance of nearly 1in 4that acriticd

failurewould berolled at some point, destroying the stone. For 60 successve
cadtings, the cumulative chance of criticd failureis2in 3

And each ordinary failure while casting will put some sort of magical
"warp" onthestone. Thus, it is possible to work for many months and end up
with a ST 20 Powerstone that smdlls like tuna fish and can only be used on
Wednesdays . . . This makes big stones without serious flaws more vauable
than others of the same strength. Warps and quirks of aPowerstone are set by
the GM, and can be used as a tool for campaign balance. Most of them
will be peculiar, arbitrary limitations on how the stone can recharge (e.g.,
only while bathed in iguana blood) or how it can be used (e.g., onlyon Fire
sodls: only by a green-eyed virgin: not by anyone wearing a hat). A severe
quirk will affect the user of the stone (e.g.. render him mute for an hour).

The caster will know if his spell has failed, but not what quirk his
Powerstone now has. The Andyze Magic spel can determine wha quirks a
Powerstone has. Two failures in arow indicate that no further "growth is
possiblefor that stone.

A Powerstone must be made from a jewd (usudly opd). Its maximum
srengthisequa toitsweight in carats. Since there are some 140 caratsin an
ounce, this is not a significant weight limitation, but it means that a
strong Powerstone will be noticeable if it is worn where it can be seen. A
gem of over 10 carats is unusud; over 20 is very unusuad. And since large
jewels cost proportionately more than small ones, this will raise the cost of
big Powerstoneseven more. Seep. 153.

A Powerstone is uncharged when created (though if it dready contained
energy, that energy is unaffected by a casting to increaseits ST). The energy
from a Powerstone cannot be used to power enchantments on that stone - a
Powerstone cannot be used to help enchant itself!

Energy cost for each casting: 20.

Prerequisite: Enchant.

"Dedicated” Powerstones

If a Powerstone is attached to an item before that item is enchanted, the
Powerstone becomes a part of the magical item. It is then a "dedicated"”
Powerstone. Its energy may be tapped by the item's user - but only to
power the spdlscast by or through that item.

If a dedicated Powerstone is removed from a magicd item, the magica
item isautomaticaly broken and losesits enchantment, but the Powerstone is
intact, and becomes a "normal" Powerstone again. (Of course, if the
Powerstone is built into the item in some way - eg.. setinamagicring - a
successful Jeweler skill rall is required to remove it without bresking the
gone, too.)
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The advantage of a dedicated Powerstone is that its energy, being
specifically channeled, is used twice as efficiently. A I-point dedicated
Powerstone gives 2 points of energy (but still rechargesin one day in anomal-
mana area).

"Exclusive" Powerstones
An item can aso be made with a built-in Powerstone, in such away that

it can only be powered by itsintegral Powerstone(s). Thisis done exactly as for
dedicated Powerstones, but the energy of an exclusive Powerstone is three
times as efficient - i.e., a 1-point exclusive Powerstone delivers 3 points of
energy, but t hen the item is useless until the stone recharges.

HEALINGSHELLS

These spells are the whitest of white magic. Yet the healing spells are
precursors of the dark spells of necromancy . . . Some healers even refuse to
learn Resurrection (listed in GURPS Magic), because of the "unclean"
necromantic knowledge required to make the spell function.

Anyone who triesto heal himself will have a skill penalty equal to the
amount of injury he has. For example, if a wizard takes 4 hits and tries to
heal himself, he will be at a -4 to cast any healing spell on himself.

A critical failure with a Healing spell will always have some appropriate
bad effect on the patient - aggravating the injury, creating a new wound, or
the like.

Lend Srength Regular

Restores the subject's lost fatigue, at an energy cost to the caster.
Cannot increase ST above its original level.

Cost: Any amount: the energy spent by the caster goes to the subject as
restored ST. Example: The caster spends 5 ST; the subject regains 5 lost
Fatigue points. Casting cost is not reduced by high skill.

Prerequisite: Magery, or the advantage of Empathy.

Item: Wand, staff, or jewelry. Energy cost to create: 100.

Lend Health Regular

As above, but restores the subject's lost HT rather than fatigue.
However, thisisatemporary "healing." HT gained from this spell lasts only an
hour, and then vanishes. HT cannot be raised above its original level.

This spell cannot be maintained: it must be recast. Therefore, it isonly a
stopgap measure. Casting cost is not reduced by high skill.

Duration: 1 hour.

Cost: 1 per point of HT loaned.

Prereguisite: Lend Strength.

Item: Wand, steff, or jewelry. Energy cost to create: 250.

Recover Strength Special

Works on the caster himself; cannot restore ST to others. Allows the
caster to rest and recover Fatigue more quickly than "normal." A normal
person recovers 1 point of Fatigue every 10 minutes. A mage who knows
this spell at level 15 recovers twice as fast - 1 point every 5 minutes. A
mage who knows this spell at a skill of 20 can recover a point of fatigue
every 2 minutes. No further improvement is possible.

The mage must rest quietly, but no ritual or die roll is required. He just
"rests faster" by drawing strength from the mana around him. While resting, he
can maintain ordinary spells, but not those that require concentration.

This spell does not function in low- or no-mana areas.

Cost: none.

Prerequisites. Magery; Lend Strength.

Item: Jewelry. Permitswearer to recover asthough he had this spell at a

level equal to item's Power; always on. A very rare item! Energy cost to create:
1,000; must be made of alloyed gold and platinum (minimum vaue of a small
ring is $500).

Awaken Area

Renders subject(s) awake and alert; instantly counters the effects of stunning
or the Suspended Animation spell. If a subject is very fatigued (ST 3 or less),
thisspell rendershim aert for only an hour and costshim 1 Fatigue point. It won't
work on anyone with ST 0 or less. Subjects must make a HT roll to awaken,
with a bonus equa to the amount by which the spell roll succeeded. A subject
rolls at -3 if he was unconscious because of injury; -6 if he was drugged.

Base Cost: 1.

Prerequisite: Lend Health.

Item: Staff. Must touch subject. Energy cost to create: 300.

Minor Healing Regular

Restores up to 3 HT to the subject. Does not eliminate disease, but will
cure harm already done by disease.

Thisspell isrisky if used more than once per day by the same caster on
the same subject. If you try, your skill will be at -3 for the first repetition, -6
for the second, and so on.

If you have the Physician skill at level 15 or better, a “critical failure"
roll with this spell counts only as an ordinary failure - unless you are trying
the spell more than once per day on the same subject.

Cost: 1to 3: the sameamount isrestored to the subject.

Prerequisite: Lend Hedlth.

Item: Wand or staff, decorated in a snake pattern. Subject must be
touched by item. Usable only by mages, or by non-mages with Physician
skill 15+. Energy cost to create: 600.

Major Healing (VH) Regular

Restores up to 8 HT to the subject. Does not eliminate disease, but will
cure harm aready done by disease.

This spell isrisky if used more than once per day by the same caster on
the same subject. If you try, your skill will be at -3 for the first repetition, -6
for the second, and so on.

If you have the Physician skill at level 15 or better, a "critical failure" roll
with this spell counts only as an ordinary failure - unlessyou are trying the spell
more than once per day on the same subject. However, a caster can use both
Magor and Minor Hedling on the same subject in the same day, without penalty.

Cost: 1to 4. Twice the amount spent isrestored to the subject.

Prerequisites: Magery, Minor Healing.

Item: Wand or staff, decorated in a snake pattern. Subject must be
touched by item. Usable only by mages, or by non-mages with Physician
skill 20+. Energy cost to create: 1,500.

KNOWLEDGESHELLS

These spells provide information. Duration is "instantaneous' unless
noted otherwise - that is, the caster gets one flash of knowledge, but not a
continuing picture.

Detect Magic Regular

L ets the caster determine whether any one object ismagical. If the spell is
successful, a second casting will tell whether the spell is temporary or
permanent. A critical success on either roll will fully identify the spell, as
for Analyze Magic.
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Cost: 2.

Timeto cast: 5 seconds.

Prerequisite: Magery.

Items: (a) Staff, wand, or jewelry. Usable only by mages. Energy costto
create: 100. (b) Ring or necklace. Usable by anyone; always on.
Vibrates, alerting wearer, when any magical item iswithin 5 yards.

Energy cost to create: 300.



Aura | nformation

Shows the caster a glowing halo, or "aura," around the subject. This
aura gives the caster a general insight into the subject's personality - the
better the skill roll, the better the insight. In particular, the aura also shows
whether the subject is a mage (and about how powerful); whether the subject
is possessed or controlled in any way; and whether the subject isin the grip
of any violent emotion. All living beings have auras; inanimate things do not.
A zombie is detectable by his faint, death-haunted aura. A vampire retains
the aurahe had in life.

Illusions and created beings have no auras, so a successful casting of
this spell will aso distinguish them from rea persons. A critical success
will detect secret magical traits like lycanthropy, vampirism, unnatural
longevity and the like.

Cost: 3 (for any size subject).

Prerequisite: Detect Magic.

Item: Staff, wand, or jewelry. Usable only by mages. Energy cost to
create: 100.

Seeker I nformation

Attunes caster to one individual, or one manmade object, he is looking
for. Useful for finding lost items. A successful roll gives the caster avision of
the item's whereabouts, @ leads him to it if it is within a mile. Skill
modifiers: Standard long-distance modifiers (see p. 151). Something associated
with the item sought (e.g.. part of a lost person's clothing) should be
available at the time of casting; roll at-5if it isna. +1if the caster has held
the item sought or is already familiar with it.

Cost: 3. Onetry per week.

Prerequisites: Magery. 1Q 12+, and at least two "Seek" spells (e.g..
Seek Earth, Seek Water.)

Item: A forked stick (wood, bone, or ivory) or compass-needle (carved
out of ivory) which aways points to a certain subject, chosen when the item
is created. Something pertaining to the subject must be incorporated into
theitem. Energy cost to create: 500.

Trace Regular

May be cast on any person, anima or object. As long as the spell is
maintained, the caster will know where the subject isif he concentrates for

a second. Either the subject must be with the caster when the spell is first
cast, or Seeker must first be successfully cast. Standard long-distance modifiers
if subject is not in caster's presence.

Duration: 1 hour. Onetry per day.

Cost: 3tocast; 1to maintain.

Timeto cast: 1 minute.

Prerequisite: Seeker.

| dentify Spell I nformation

Lets the caster know what spell or spells have just been cast (within the
last five seconds), or are being cast at the moment, on or by the subject.
Does not identify the spells on a permanently -enchanted item. One casting
will identify all spells cast on or by the subject. However, if any of these
spells are totally unknown to the caster - not just spells he doesn't know,
but spells he has never heard of - the GM should provide only a general,
vague description - e.g., "Some kind of physical protection." As a genera
rule, wizards will have heard of every spell in this list, unless the GM rules
that some are secret. But wizards will not have heard of new spells created
by the GM or players.

Cost: 2

Preréqﬂisite: Detect Magic.
Item: Staff, wand, or jewelry. Energy cost to create: 1,100.

Analyze Magiclnformation;
Resisted by spellsto conceal magic

Tells the caster exactly what spell(s) are on the subject. If the subject
has more than one spell on it. Analyze Magic will identify the one that took
the least energy, and tell the caster "there are more spells." It can then be
cast again to determine the next spell, and so on.

Like Identify Spell, above, it will give limited results when faced with a
spell the caster has never heard of .

Cost: 8.

Timeto cast: 1 hour.

Prerequisite: Identify Spell.

Item: Staff, wand, or jewelry. Energy cost to create: 1,200.

LIGHT AND DARKNESSSHELLS

Light Regular
Produces a small light like a candle-flame. It stays still unless the caster
concentrates on moving it: then it can move at a speed of 5. Duration: 1
minute. Cost: 1to cast; 1to maintain. Item: Wand, staff, or jewelry. Energy
cost to create: 100.

Continual Light Regular

Cast on a small object (up to fist-sized or 1 pound) or a small part of a
larger object, makes that object glow with white light.

Duration: Variable. Roll 2 dice for number of days.

Cost: 2 for adim glow. 4 for the brightness of afire. 6 for a glare so
bright as to be painful at closerange.

Prerequisite: Light.

Item: Any item can be made to glow permanently, for 100 times the
above energy cost (e.g., 200 for adm glow. etc.).

Flash Regular

Creates a brilliant flash of light. This will totally blind some who see it.
and reduce the DX of others by 3 (which reduces all DX-based skills). It
may affect anyone who is facing the flash and has his eyes open (GM's
decision, if miniatures are not being used). The caster himself is not affected
if he closes his eyes as he casts the spell. Each other creature in range must
make aHT rall to avoid the worst effects:

Distance If HT roll is made If HT roll is notmade
Within 10 hexes 1 minuteat -3 DX 3 sec. blind.

1min. a -3 DX
11to 25 hexes 10 sec. at-3 DX 1 minute at-3 DX
26 or more hexes no effect 3 seconds at-3 DX.

Cost: 4.
Timeto cast: 2 seconds.
Prerequisite: Continual Light.

Darkness Area

Covers one or more hexes in pitch darkness. A person in a dark hex can
see out of the hex normally, but can see nothing else in his own hex or other
dark ones. Those outside a dark hex can see nothing inside it but darkness.
Thus, attacks out of darkness suffer no penalty, but attacks into darkness are
at apenalty: -4 to skill if the defender isin alone darkness hex. -6 if there
are several such hexes and the defender's location isn't known for sure.
The Dark Vision spell (listed in GURPS Magic) allows one to see through
dark hexes. Infravision does not.

Duration: 1 minute.

Base Cost: 2 to cast; 1to maintain.

Prerequisite: Continual Light.

Item: Floor, ground, or a rug can be enchanted so that the area above
(about 6 feet) isin permanent darkness. Energy cost to create: 120 per hex.

Blur Regular

Makes the subject harder to see. and therefore harder to hit with any
physical attack or ranged spell. Each point of energy subtracts 1 from the
effective skill of any attack on the subject— maximum 5.

Duration: 1 minute.

Cost: 1to 5 to cast: the same amount to maintain.

Timeto cast: 2 seconds.

Prerequisite: Darkness.

Item: Staff, wand, or jewelry: affects wearer/holder only. Energy cost to
create: 100 per point of subtraction.

p o m
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Find Weakness Information

Lets the caster sense the weakest part of the subject, if any. Can be cast
on any part of alarge object; you would not have to cast it on a whole city
wall, for instance, but could check one hex of wall at atime.

Cost: 1 per hex (minimum 1). Double thisif subject isaive.

Timeto cast: 2 seconds.

Prerequisites; One spell for each of the four elements.

Item: Jewelry. Works for wearer only. Energy cost to create: 100.

Weaken Regular

Does 1 die of damage to the weakest part of the subject (works only on
inanimate items). See p. 125 for strengths of various items. No caster may
use this spell on the same subject more than once per hour. Subjects's DR
does not protect it.

Duration: Permanent.

Cast: 2.

Timeto cast: 5 seconds.

Prerequisite: Find Weakness.

Item: Wand, staff, or glove. Works for wearer only; must be used to
strike subject. Energy cost to creste: 200.

Shatter (VH) Regular
Similar to Weaken, but quicker — can be cast in a single
turn, and may be cast repeatedly. Can do up to 3 dice damage. But if the spell
does not do enough damage to actually break the subject, the subject takes
no harm. Inanimate objectsonly.
Cost: 1 to 3; does 1 die damage for each energy point put into it.
Prerequisites: Magery, Weaken.
Item: Wand, staff, or glove. Works for wearer only; must be used to
strike subject. Energy cost to create: 500.

Restore Regular

Temporarily makes a broken inanimate object look as good as new.
Other senses will not be fooled, nor will Mage Sight.

Duration: 10 minutes.

Cost: 2 per hex of the subject to cast; half that to maintain. Very small
subjects till cost 2.

Timeto cast: 3 seconds.

Prerequisite: Either Weakenor Simple lllusion.

Regoin Regular

Temporarily fixes a broken inanimate object. If some small parts are
missing, skill is at -3, but if the spell succeeds the object will hold together
without the missing parts.

Duration: 10 minutes.

Cost: 1 per 10 pounds of subject's weight (minimum 2) to cast; half that
cost (rounded up) to maintain.

Time to cast: 4 seconds per 10 |bs. of subject's weight.

Prerequisites: Weaken and Restore.

Repair Regular

Permanently repairs a broken inanimate object. If some small parts are
missing, skill isat -5, and appropriate material to make the mi ssing parts
must be provided - e.g., a lump of gold to make gold filigree-work. If the
spell succeeds, the missing parts will reappear. Broken once-magical items
will not regain their magic when repaired, but this spell will restore a weak-
ened magic item to full durability.

Duration: Permanent.

Cost: 3 per 10 pounds of subject's weight (minimum 6) to cast.

Timeto cast: 1 second per Ib. (minimum 10).

Prerequisites. Magery 2, Rgjain.

MIND CONTROL SPELLS

Fear Area; Resiged by 1Q

The subject(s) fed fright. A subject who fails to resist must make a reaction
check at -3 OR +3; the GM decides whether that particular subject will have a
"better" or "worse" reaction because he is frightened. A foe might surrender, or
attack madly; a merchant might be intimidated, or order you away. Thus, this
el is chancy! A subject who doesresist will be angered. PCs subjected to this
spell may be required to make a Fright Check, at -3, instead of areactionroll.

Duration: 10 minutes unless countered by Bravery.

Base Cost: 1. Cannot be maintained.

Prerequisite: Sense Emotion.

Items: (&) Any item. Always on; causes wearer to feel fear. Energy cost to
create: 200. (b) Staff or wand. Usable by mage only; must touch subject.
Energy cost to create: 300.

Bravery Area; Resisted by 1Q-1

Makes the subject(s) fearless. Anyone under this spell must make an IQ
roll toavoid being brave, should caution be called for.

Duration: 1 hour unless countered by Fear.

Base Cost: 2. Cannot be maintained.

Prerequisite: Fear.

Items: (a) Any item. Always on; keeps Bravery spell on wearer. Energy
cost to create: 500. (b) Staff or wand. Usable by mage only; must touch
subject. Energy cost to create: 500.

Foolishness Regular; Resisted by 1Q
Reduces subject's |Q temporarily. Ability with all 1Q-
based skills, and all spells, is aso reduced. The GM may aso require an 1Q
roll to remember other complex things while under the influence of this spell.

Duration: 1 minute.

Cost: 1 for every point of 1Q reduction (maximum 5): half that amount
(round up) to maintain.

Prerequisite: 1Q 12+.

Items: (a) Any item. Always on; reduces wearer's 1Q. Energy cost to
create: 100 for each point of 1Q reduction, (b) Staff or wand. Usable by
mage only; must touch subject. Energy cost to create 800.

EEX m 5 -

Daze Regular; Resisted by HT

Subject looks and acts normal, but will not notice what is going on
around him, or remember it later. A dazed guard will stand quietly while a
thief walks past! Any injury, or successful resistance to a spell, causes the
subject to snap out of the daze and return to full, alert status.

Duration: 1 minute.

Cost: 3to cast; 2 to maintain.

Timeto cast: 2 seconds.

Prerequisite: Foolishness.

Items: (a) Any item. Always on; causes effects of Daze spell. Energy
cost to create: 400. (b) Staff or wand. Usable by mage only; must touch

subject. Energy cost to create: 1,000.
Area; Resisted by HT

Daze
As above, over alarge area. Base Cost: 2to cast; 1
to maintain. Minimum radius 2 hexes. Time to cast: 1 second for
each energy point spent. Prerequisite: Daze, 1Q 13+.

Seep Regular; Resisted by HT

Subjectfalls adeep. If standing, hefalls; this does not wake him. He can be
awakened by a blow, loud noise, etc., but will be mentally "stunned" (seep.
127). The Awaken spdll will arousehim instantly.

Cost: 4.

Timeto cast: 3 seconds.

Prerequisites: Daze.

Items: (a) Any item. Always on; wearer sleeps until it is removed.
When the item is created, the caster can specify whether its effects are gradual
or immediate. Energy cost to create: 600. (b) Staff or wand. Usable by mage
only; must touch subject. Energy cost to create: 1.200.

As above, but can be cast over an area.
Base Cost: 3. Minimum radius 2 hexes (costs 6). Time to
cast: 1 second for each energy point spent.
Prerequisites: Sleep, 1Q 13+.
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Psionics, or "pg" ahilities, are powers of the mind. Ps ahilities are learned just like
other skills, except that, for each skill, there is an underlying psi power - an inborn
advantage - which is a prerequisite. If you don't have the appropriate pow er, you can
never learn these ps <Kills.

If you have aps power, you may learn any or al of the ps skills within that power.
You may aso be able to use some skills by default - that is, without spending any
points to "learn” them. Eidetic Memory gives no bonus to learn pg ills.

A character who starts with apsi power can increase it later, at the same cost per
level, by spending earned character points. But totally new powers can't be acquired;
you have to start with at least one level in a power if you are ever to have the power.
(GMs may make exceptions to thisif they like - see Latent Powers, p. 166.)

PFOWER AND XILL

Each of your ps dhilitiesis described by two factors, power and skill.

Power is the raw "strength” of your psi. It controls range, damage done, weight
affected, etc., depending on the power.

Power is bought in levels. Y our Power isthe same for al skills within each power. If
your Telepathy Power is 10,all your Telepathy skills have aPower of 10. Telepathy (TP),
Psychokinesis (PK) and Teleport cost 5 points per level; ExtraSensory Perception,
Hedling and Antips cost 3 points per levd.

ill is bought as for normal skills; ps skills are Menta/Hard. Skill determines how
well you control your ability. A die roll is required only when there is a significant
question of skill. For instance, no skill roll is needed to shove something with TK, justas
you don't roll vs. DX to pick up a book. A roll is required to move something to a
precise goot, especidly if you want to move Afad.

Example: A character buys a Telepathy Power of 10 (50 points); his Power is 10
for al of histelepathic skills. He buys Telesend at 9 and Telereceive at 18: these are
Skill numbers, based on 1Q. His power of 10 would give him good range for these
skills. He can receive complex thoughts under stressful situations, but sending his own
thoughts can be hard.

Example: A Tdekinetic of Power 18 and skill 5 could lift large weights by mental
power, but his control would be poor. He could shove an elephant across the street, but
trying to perch it on a parked car would be difficult.

On the other hand, a TK of Power 5 and skill 18 could maneuver adime into acoin
dot while carrying on a conversation, but couldnt lift a suitcase.

One-<kill Powers

If you have only one skill under a power, and can never learn any more, that power
can be bought more cheaply. A star (*) by the name of askill shows the cost per point of
Power if that skill is the only one the psi can learn for that power. If thereis no star, the
skill is not available as an "only" «ill.

SIONICS

Notesfor the GM

This whole chapter, like that on magic,
is optional. The GM does not have to dlow
ps powers. Adding these powers to a cam-
paign can be very interesting. But it can
create new problems, which the GM should
consider beforethe players surprise him!

The firg has to do with dlowable power
in the campaign. In a supers campaign, for
instance, world-cracking levels of PK may
be perfectly al right. In a "psychic investi-
gator" campaign, such a character is out of
place. The GM should decide in advance
what the allowable maximum Power will
be for beginning PCs. This can be very low .

. you can get a fascinating campaign
with a Power limit of 5 or so. The peepers
will have to get very close to their victims,
and the psychokinetics will use their skills
for lockpicking rather than car-throwing.

Requiring all psis to take certain
Limitations (see pp. 175-176) can aso help
keep them from turning into superbeings.
Untrainable, Fickle and Roll to Activate
areal suitablefor this.

Or the GM can smply limit the number of
character pointsthat may be put into ps powers

The second problem is related to the
power level; the higher the power level, the
worse it is. Several psi powers, especially
Telepathy, can make a mockery of most
adventure plots. When an investigator can
finger the crimina on first meeting (or, for
that matter, touch the murder weapon and
namethekiller), the mystery doex' lagt long.

One solution, of course, is to reduce
power levels. Another isto make sure that all
the criminals, and a lot of important non-
criminds, have psychic powers of their own, or
a least very good mind shields. The most
interesting solution of al is to contrive a
Stuation where the PCs are hindered from usng
ther powers, perhaps ps is againgt the law in
your game world, or telepathy isaviolation of
the subject's privacy and civil rights The
investigators can till use their powers, but
they must avoid leaving any evidence that
they've done so!

USING P9 ABILITIES
Fatigue Cost

Most uses of psi require no expenditure of energy, just as ordinary waking and
talking require no significant effort.

Other uses are more strenuous. When use of a psionic pow er costs energy, it is
aways taken asfatigue- 1 point of Fatigue per attempt, unless specified otherwise. A
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L atent Powers

Ps powers, like most other advantages,
are inborn. As arule, if you don't start as a
psi, you can't gain psionic powers later in
your caredr.

Therefore, if you want a character with
awide variety of ps abilities, you should
consider starting with two or more powers,
but only buying one at a useful level. The
other powers, bought at Power 1 only, are
"latent." The character has little Power and
no Skill; he won't be able to use them
effectively. But later in his career, he will
be able to train his latent powers and
develop other types of skill.

Adding New Powers

Alternatively, GMs may choose to let
PCs gain powers they didn't start with, as
long as the appropriate character points are
paid. Here are some good excuses for gain-
ingaps power:

Severe blowsto the head.

Encounters with powerful psi-users
(human or monstrous).

Lightning strikes, radiation accidents,
alien diseases.

Mysterious artifacts.

Deliberate experiments in creating psi
powers. But there must be some reason
why the experiment's success was partial,
unknown, accidental, or unrepeatable, or
we'd al be psionic!

Critical Success and
Failure with Ps

A critical success on aps skill roll has
no automatic specia effect except that no
Fatigue is spent, even if it ordinarily would
have been. Of course, especially where
ESP is involved, the GM may provide
some extrainformation or other bonus.

On a critical failure, roll 1 die and lose
that many points of Fatigue, in addition to
any Fatigue that the effort would normally
have cost. Also, after a critica falure, a psi
may not attempt the same feat again until all
lost Fatigue is recovered. Some skills may
have other criticd failure effects.

Extra Effort

A ps can put "extra effort" into an
attempt and get an effective increase in
Power. For every 3 Faiigue points spent on
an attempt, increase effective Power by 1,
but decrease effective Skill by 2. If the ps
use continues for more than a minute, each
extraminute costs ancther 3 Fatigue.

EE3 ps10411C

psi cannot spend hisown HT as energy for psi use; thisis one of the differences between
magic and psonics.

Psi use costs fatigue under the following circumstances:

(a) For an "extraeffort" use of ps - that is, an attempt beyond your ordinary Power.
See below.

(b) For each repeated attempt to use a skill, when the first attempt hasfailed. See
below.

(c) For any use requiring a Contest of Skills, unlessyou win the contest by 5 or more.
In that case, the effort was so easy it cost no fatigue.

(d) For any skill specifically requiring energy expenditure.

(e) For any critica failure.

Concentration and Time Required

Use of aps ability requires the Concentrate maneuver.
Unless specified otherwise, each use of an "active" psi skill
requires one turn of concentration - that is, you stand for a
second, doing nothing. At the beginning of the next turn, make
your skill roll to seeif you succeeded.

If the effect you were trying to achieve is instantaneous
(e.g., setting someone's hair on fire) it takes place as soon as
you make your roll, and you may take some other action that
turn (or start concentrating again).

If something - especially an injury - disturbsyou
while you concentrate, a Will roll is required to maintain
your concentration. Use the same rules as for magic (p.

148).

For an effect that takes longer (e.g., reading
someone's mind), further time must be spent in con-
centration after the initial contact ismade. If you want to
do something else while you continue the psi use, you
cantry - but a skill roll is required every minute, at a
penalty.

Some examples:

Carry on light conversation: -2

Carry onintelligent conversation: -4

Do repetitive manual labor: -2

Combat at a distance (e.q., firea
gun): -6

Repeated Attempts

When apsi tries to use a power and fails (misses his rall), he may wait five minutes and
try again without a pendlty. If he tries again sooner, thisis considered a repeated effort, and
costs a point of Fatigue. Furthermore, this second effort is at a -1 on skill. Should this effort
fail, he can spend another point of Fatigue and try again a -2, and S0 on until Fatigue
reaches 0 and he fall's unconscious, or effective skill drops to 2, a which point no successis
possible.

Once aps starts spending fatigue in repeated attempts to perform a feat, every attempt
a that feat is considered a repeated effort, until he rests long enough to recover all lost
fatigue, at one point per 10 minutes of rest.

Ps use is only considered a repeated attempt if the psi is trying the same feat - that is,
the identical skill on the same (or identical) subject. Two people are not identical subjects.
Two bullets (to be lifted with PK) would be. If distance is the only thing that changes, it is
still arepeated attempt, though the new distance may modify the die roll for some powers. In
case of doubt, the GM rules.

Default Use

Most psi skills cannot be used without training, even if you possess high Power. There
are a few exceptions which have a default skill, usually of 1Q-4. These are noted in the
individual skill descriptions.



TELEPATHY

Telepathy is the power of mental communication and control. For these skills, the
subject is the person you are trying to detect, control, or comsunicate with. Telepathy is
unaffected by physical barriers. Your Telepathy Power controls the range at which you
can use telepathic skills, as follows:

Power Range
1 * Touch only, and required time is multiplied by 10. - .
2 Touch only 12 400 yards
3 Lyard:oa ot 7 3t o e mile
4 2 yard 14 | mile
57 SdyardsT s e SIS e e miles
6 8 yards o '16 4 miles
17 15.yards R ~8miles. °
8 30 yards 18 15 miles
.9 60 yards - s A9 B0miles
10 100 yards 20 60 miles
S 7200 yards: L 125 miles
Further increases in power continue to double range. These ranges are for con-
tact with a single target. For powers involving a “global” use of psi {e.g., a Shout
directed at everyone around you), divide range by 100!

Any skill roll for one of these abilities will have the following modifiers:

Subject has Mind Shield skill: minus Telepathy power.

User is touching subject: +1. Exception: If your Poweris | or 2,
subject, and you do not get a skill bonus.

User knows subject stightly (GM’s decision): +1.

User knows subject intimately (GM's decision): +2.

Psi Sense *1

This is the ability to detect use of psi ability. The possessor of the power (some-
times called a Sniffer) gets a passive Skill roll to detect any acrive use of psi within his
range. He may also use the skill actively, by concentrating.

you mus! touch the

A Sniffer has the following bonuses and penaltics:
Saiffer is concentrating exclusively on detection: +5
Subject is using a Telepathic ability: +2

The success of the skill roll determines the amount of information the Sniffer gets,
as follows:

Failed rolk: No psi use detected.

Roll succeeds: Sniffer knows psi was used within his range.

Succeeds by 1: Sniffer knows approximate direction.

Succeeds by 3: Sniffer also knows approximate distance.

Succeeds by 5: Sniffer also knows what psi power was used.

Succeeds by 7: Sniffer also knows what psi skill was used.

Succeeds by 9: Sniffer also knows what the skill was being used on or for.

Succeeds by 11: Sniffer also gets image of user’s personality (or recognizes user, if
he knows him already).

This skill detects only a psi user. A short-range Sniffer, in the same room with anoth-
er person, would not know that person’s mind was being read unless the spying telepath
was also within the Saiffer's range. This sense uses full range, not range divided by 100.

Emotion Sense *2

This is the abrlny to tell, not what someone is thinking, but what he is feeling.
Wien a subject is in range of your power and you hear him spual\ you can tell whelhcr
he is Tying ~ not what the truth really is, but whether he’s being truthful. This is a “pas-
sive” roll, made automatically.

e
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Active and Passive Skills

An “active™ psi skill is one which you
use deliberately. Telesend and Pyrokinesis
are examples of active skills. An active
skill always requires a skill roll.
Clairvoyance skill rolls are made by the
GM, so the player won't know how well
his skill is working. Other skill rolls are
made by the player himself.

A “passive” skill is one which works
automatically when circumstances call for
it. Some passive skills (for instance, the
low-level precognition called Dange
Sense) still require a skill roll - but the rol.
is made.by the GM: Others (e.g., Minc

- Shield)-always work;: without the need for

a roll.‘For-instance, Mind Shield: alway:
subtracts from the. skill of a telepathic

‘attack-against you, even:if you don't know

you are being attacked,
-Extra-effort cannot-be put into a passive

use of skill, smcc 1t lS by-defi nmon auto-



Glossary

ESP - ExtraSensory Perception. The
power to see, hear, or know things that
cannot be detected with the ordinary five
NS

Blinker - A person with the power of
teleportation.

Esper - A person with ESP.

Peeper - Any telepath, but specificaly
someone with the Telereceive skill.

PK - Psychokinesis. The mental power
to affect matter.

Precog - A person with precognitive
powers, or aprecognitive vision.

Psi - Short for "psionics' - the generic
term for unusua mental powers. Also, any
person who possesses a psionic power may
be called a"ps."

Screamer - A personwith antipsi poweas

Sniffer - Someone with Psi Sense skill.

Subject - The person or object against
which aps skill isbeing directed.

Teleport - A person with the power of
tdeportation, or the act of teleportation.

TP - Telepathy. The power to read,
affect, control, or shield minds.

User - Thepersonusing apsi skill.

Victim - The subject of hostile psi use.

=1 psigp

You can aso get a general "feding"”
for someone's personality; the better your
Skill roll, the more detailed a feeling you
get. This is also a "passive' process; the
GM rolls for you and provides the infor-
mation.

Findly, you can aso sense other emo-
tions. If someone is sad but pretending to
be happy, for instance, a successful Skill
roll will reveal it. This is not a passive
process, but requires an active attempt.

Default use: At a Power of 3 or better,
the passive aspects of this skill can be
used without training. You can sense lies,
but not other emotions, by rolling vs. your
1Q. You get only one "persondity” roll for
each person you meet (if you are separated
for more than a month, you get another
roll). This works exactly like the Empathy
advantage (p. 20) - because they're the
same thing! If you have Empathy, you are a
psi. The 15 points you spent for
Empathy make you a Telepath with Power 3
and no training, rolling at your 1Q level by
default.

Telesend *3

This is the skill of sending thought.
The user sends his thoughts to the subject
at about the speed of talking, though simple
pictures may also be sent (by visudizing
them) at the speed t would take to draw
them on paper.

A successful Skill Roll is necessary.
If the roll fails, the psi may spend Fatigue
and try again (see Repeated Attempts}.

If the psi has no language in common with the subject, the skill roll is at -4. If the
roll is then failed by 4 or less, the subject feels a mental contact, but understands
nothing!

The Shout: Telesend ability can also be used for a telepathic Shout which can stun
those who receive it. If the Shout is broadcast, no skill roll is required. It will affect
everyone within the psi's range (a lesser range can be specified, if the psi Shouts less
loudly). Everyone within range of the Shout must roll vs. Hedlth. A failed roll resultsin a
menta Stun (see Total Surprise, p. 122). (So high HT helps you avoid a Stun, and high 1Q
helps you recover quickly.)

The Shout may also be aimed at one area (seen through the psi's own eyes or anoth-
er's), or at one single person (seen through the psi's eyes or those of another with whom the
ps has made contact through Telereceive).

Tderecave *3

This is the skill of receiving thought - often called "mind-reading" or "peeping.”
Received thought comes at the speed of speech, except between two very skilled
telepaths (see sidebar, p. 169).

To receive thoughts from a willing subject within range, a skill roll is necessary.
Remember the bonus for familiarity with your subject!

To receive thoughts from an unwilling subject, two rolls will be necessary. The first
roll tests your subtlety. Roll a Contest of Skills: your Telereceive vs. the subject's Mind
Shield skill (see below), or 1Q if he has no shield up. If you win the contest, your mind-
reading attempt is not noticed. If you lose or tie, the subject notices you (whether he
realizes what was happening will depend on his experience with telepathy!).

The second roll is the actual attempt to enter the subject's mind. Roll your
Telereceive skill, modified downward by the subject's Shield Power, to see if you made
contact with his mind. Subtract the subject's Strong Will from your Skill as well (or add
his Wesk Will!).



Thus, it is possible for an intruder to bounce off a powerful shield without being
noticed, or penetrate a skillful shield yet be observed.

If the subject istalking, or even subvocalizing (talking under his breath), you get a +2
todl sill rolls.

A new skill roll is required each minute that you stay in the subject's mind, but this
does not cost Fatigue. If aroll fails, contact is broken.

If you get into your subject's mind, the level of thought you get depends upon the
amount by which you make your skill roll:

0-2: Surface thoughts only. If the subject is talking or subvocalizing, you pick up
only what heis saying.

3-4: All surface thoughts, plus occasional mental associations and background. You
can aso pick one of the subject's senses (sight, hearing, telepathy, etc.) to "tap into" and
perceive.

5-6: As above, but with all significant mental associations and background (but still
only if the subject thinks about it!). You can also pick up all of the subject's sense
impressions.

7-8: The subject's subconscious mind is also exposed.

9-10: The subject's memories of the last-day are aso exposed.

11-12: The subject's memories of the last week are also exposed.

13+: All the subject's memories are exposed, though a separate skill roll is necessary
to "locate” any particular memory over a year old. A failure means the memory cannot
be located; try again another day.

Mental Blow Prerequisite; Telesend at 12+

This is a direct mental attack. It always costs the user 1 Fatigue. If successful, it
Stuns the subject (as per Shout) and does fatigue damage as well. Once the victim's ST
reaches zero and he falls unconscious, no further damage can be done. Exception: A
critical success with a Mental Blow does physical harm to the victim instead! A critical
failure backfires, doing physical harm to the attacker in addition to the normal fatique
loss from a critical failure.

Damage is based on the attacker's Power. Roll one die for every full 10 points of
power, and add 1point if the remainder is 5 or more - thus, Power of 16 does ld+1
damage. The victim, if he is still conscious, gets an automatic roll against his own
Telereceive, Mind Shield or Psi Sense skill. A successful roll gives information about the
attacker, as per Ps Sense. Ignore critical failures.

Mind Shield +2

This is the ability to hold a mental "shield" that warns you of telepathic attacks, and
helps defend as well. This involves a Contest of Skills and a Telereceive roll by the
invading psi. as described under Telereceive.

Y ou may turn your shield on or off at will: this may be done at any time, even when
it is not your turn during combat phasing. When you go to sleep or become
unconscious, your shield remains as it was set. If there is some need for your shield to
come up or go down while you are asleep or unconscious, you get a single Mind
Shield skill roll (at -2 if you are unconscious rather than merely asleep). If the roll
fails, your shield stays as it was until you awaken.

Power of Shield: Your Telepathy
Power is the shield's strength. Subtract this
number from the skill of any ps use affected
by the shield (see below). Example: A
Telepath with skill 18 is trying to read your
mind. Your Telepathy Power is 5. The TP
rolls at an effective skill of 13.

Repeated Attacks. If a telepathic attack
meets a Mind Shield and fails, each re-
peated attempt is at a -2 (not the normal -1)
to skill, and costs 1 Fatigue point.

Effects of Skill: The user's skill with
Mind Shield determines the type of protec-
tion it gives

Two-Way Gommunication

A two-way contact between Telepaths
can beinitiated with Telesend power. Once
the other Telepath is aware of you, he
makes his own Telesend roll, at +4
because the contact has dready been made,
After each minute of conversation, each
Teepath must make another Skill roll, but
all rolls to maintain a two-way contact are
a+4.

For true two-way conversation, each
TP must be within his own Telesend range
of the other. But a very powerful TP could
hold a two-way talk with someone whally
untalented, taking with Tdesend ad pick-
ing up subvocaized answers with Tele
recave

If two Telepaths are "tdking,” and each
has both Telesend and Tderecaive skills a
10 or better, they may choose to enter "full
communion.” Each is aware of everything
the other thinks and perceives, and com:
munication is 10 timesfaster than speech!

Three-Way I nteraction

If two Telepaths are reading the same
subject's mind, they will notice each other
unless one is ddliberately hiding. In that
case, a Contest of SKillsisrolled (the GM
may make this roll for one or both charac-
ters, to keep secrecy). If one character is
looking for mental intruders, heis at a+2
tohisskill tonotice.

If both characters are trying to hide,
and neither is aware of the other, the GM
should roll two Contests — oneto seeif A
notices B, and oneto seeif B noticesA.

Even if two or more Telepaths are "in" the
same mind, they cannot communicate directly
through the third mind. They can use it as a
"relay station” only if that third mind is another
Telepath, actualy listening and repeating the
message from one mind to another.




Psionics and Magic

Magic and psionics are two different
things. Many of the same dfects can be
achieved by both disciplines. For instance, a
fireemage and a pyrokinetic can both set
your clothes dfire.

However, the techniques are different.
An anti-magic spell will not affect psi
atacksin the least.

Likewise, awizard's mind-reading
spell will have no more (or less) success if
his subject isatelepathic psi.

However, the purely physical effects of
the two disciplines can interact, or even
cancel. If a pyrokinetic creates a fire, it is
like any other fire, and water magic can
extinguish it normally.

On the rare occasions when magic and
psi interact physically, roll a Contest of
Skills between the magic skill and the psi
skill.

So Which s Better?

Neither magic nor psi is better than the
other - but, again, the disciplines are very
different.

Magic is more diverse. There are many
more spells than there are psi skills.
Furthermore, the average mage knows
many more spells than the average psi
knowsskills.

However, magic (except for a very
skilled mage) requires a lot of energy.
Many psi powers require no effort at all -
they are as simple as thought.

Magic can give unpredictable results,
or even backfire. Psi doesn't dways work,
but won't blow up in your face or summon a
demon unexpectedly.

Both mages and psis can be deadly. But
neither isimmuneto bullets ...

ET ps10[

8 or less: Interferes with all uses of Telepathy, friendly or hostile, against or by the
subject. In other words, when the user's shield is up, it interferes with his own telepathic
abilities!

9 to 11: Interferes with al use of Telgoathy, friendly or hostile, when Mind Shield
user is the subject - but not with the user's own Telepathy.

12 to 14: Interferes with all uses of Telepathy when Mind Shield user is the subject,
unless user consciously designates a use as "friendly." That usethen suffers only half the
normal interference (round up).

15 to 17: The shield automatically discriminates between friendly and hostile con
tacts. Friendly contacts are detected, but can work through the shield without opposition.
The user can decide, at any given time, whether "neutral” contacts will be treated as
friendly or hostile.

180 20: Asabove - and if a"friendly" contact turns hostile, the attacker must make
anew skill roll, against the shield.

Over 20: As above, but any psi contacting the shield must win a Contest of Skills
(Telereceive vs. Shield) even to perceive that the user is psionic. Otherwise, he will
merely perceive surface thoughts appropriate to a non-psi. This is caled "cloaking." (A
successful Telecontrol or Mindwipe roll will penetrate the cloak - possibly to the surprise
of theinvading psi!)

“Get Out Of My Mind!"

It can happen that a hostile psi penetrates your shields with Telereceive, and that
you later become aware of his presence - for instance, because he failed a Telecontrol or
Mindwipe roll. Or he might have entered your mind while your shields were down. In
either case, you may attempt to close him out of your mind. Roll a contest: your
Tdepathy Power + Mind Shield skill, vs. his Telepathy Power + Teereceive skill. If you
win, you push the intruder out of your mind, and he will be at a -2 (repeated attempt) if he
triesto return.

But if you lose, the enemy psi is in your mind for as long as he likes. And you must
make an 1Q+4 roll to control your own thoughts, or you will immediately think of whatever
itisyou fear heistrying to learn - which can give your secrets away even to an unskilled
attacker.

Sep Prerequiste: Telesend at 12+

After making a normal contact as for Telereceive, the user rolls a Contest of Skills:
his Sleep skill vs. the subject's Will. If the user wins, the subject falls into a normal sleep
lasting for 1d hours unless awakened. On a failure, the subject gets an IQ roll to realize
he is under attack. (Exceptions: Any Telepath rolls against his best Telepathy skill. And
in a world where neither magic nor psi is commonly known, most victims will have no
experience of Seep attacks and will just think they're sick.)




Mindwipe Prerequisite:
Telesend and Telereceive at 12+

This is the ability to edit or remove a subject's memo-
ries. To use this skill, you must first make contact with the
subject, using Telereceive, and get past his shields, if any.
Then try your Mindwipe skill (once per hour for long
processes). A failed Mindwipe roll will aert the subject
that his mind is being tampered with. If you make several
rolls but then fail one, the subject will lose memory, but it
will return in 3d days.

The time required to do (or undo) a memory change,
or to find traces of a change in the subject's mind, varies
with the complexity of the change. The more subtle the
change, the harder it isto make, repair, or find:

Delete all the subject's memories (leaving a babbling
idiot): 2 hours.

Delete all subject's memories permanently: \ hour.

Ddete a lot of memory (eg., severd weeks of time): 3
hours.

Replace alot of memory with afalse memory: 5 hours.

Remove one memory: 1 hour (10 minutes for amemory
within the past day).

Change one memory: 2 hours (20 minutes for a memory
within the past day).

Plant a compulsion (a single order the subject will
have to follow at an appropriate time): 4 hours.

Detecting Mindwipe

Total memory deletion is obvious. You may detect lesser tamperings when you are
in mental contact with the victim. Roll vs. Mindwipe, or Telereceive-5 if you don't have
Mindwipe. You only get one such "passive" roll - the first time you contact the person

after the tampering takes place. You are at -2 to notice a compulsion, and -4 to notice a
single memory has been changed. You are at a further -1 for every week since the
tampering took place, up to 6 weeks.

If you are deliberately looking for mental tampering, having failed the passive roll to
notice it. you must make mental contact using Telereceive. and then make the above skill
roll. This effort takes an hour, and any further check within aday is a "repeated effort.”

Undoing Mindwipe

Any memory ateration except a deliberate, permanent mindwipe can be undone.
This requires as many weeks as the origina process took hours. The ps trying to recon-
struct the memories must make his own Mindwipe skill daily: failed rolls mean the day
doesn't count, and critical failure means the process must start over. A critical success
counts as a full week of success. A psi isaways at +4 to undo his own work.

Telecontrol Prerequisite: Telesend and Telerecaive at 15+

This is the ability to actually take over the victim's mind, and operate him from a
distance like a puppet. This requires great concentration: a ps using Telecontrol is at an
extra -4 to skill if heisdoing anything else. It is possible to control more than one victim,
a a -4 to Telecontrol rolls for each extra person, and the puppets will have slurred speech
and DX-4.

To use this skill, you must first make contact with the subject, using Telereceive.
and get past his shields, if any. Then try your Telecontrol roll. A successful roll puts the
victim under your control: you can use al his physical and psychic skills, but you do not
have access to his memories. A failed roll derts the victim to your attempt: he feelsyou in
his mind.

Once established. Telecontrol may be continued as long as you concentrate. When it
ends, the victim will remember nothing. After a victim has been controlled once, you have
a+2 to any further attempt on the same victim.

Usin% Ps With
Other Skills

Psi skills can be used in a number of
creative ways. In general, the GM should
let a successful ps roll give a bonus on an
appropriate skill roll. What is "appropri-
ate" is left up to the players' creativity; as
dways, the GM hasthefina word.

In general, the psi roll must first be
attempted. If it is successful, the real task
is made easier. A failure does not affect the
task, but a critical failure gives a penalty
equal to the bonus that would have been
gained. Some examples:

A successful Telekinesis roll gives a +4
to Lockpicking skill with any tumbler or
combination-type lock.

A successful Clairvoyance roll also
gives a +4 to skill - this time, to see the
tumblers. If the lockpicker made both rolls,
he would get both bonuses. A psi thief
could be formidable. ...

Reading a foe's mind would be good
for a +2, or better, on a Strategy roll - the
trickier the foe's plans, the better the
bonus

Levitation could give a +2 on any
Acrobatics roll (if you want to conceal
your power) or +6 (if you don't care who
knowsyou'reapsi).

Andsoon..
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PSYCHOKINESS

This power covers moving things at a distance, making them colder or hotter, etc. A
PK must visudize the subject. Normdly, this means he must see or touch it. A familiar
subject (aperson well known to the psi, or an object he has handled repeatedly) may be
affected at a distance even if it isunseen: -1 to sKill for 1 yard distance, and an extra -1
each time the distance doubles. Any skill roll for PK will have a+1 bonus if the user is
touching the subject.

Telekinesis *4
This is the ability to move objects by mental power. Your PK Power controls the
messyou can move mentdly, asfollows.

telekinesis table

Telekinetic Attacks

Telekines's can be used to atack a vic-
tim's body - sgueezing blood vessds, etc.
The damage this does is taken from the
Swinging damage chart (p. 74, based on
the ps's PK power). So, for ingtance, a PK
power of 6 would do Id-4 damage per sec-
ond, and a power of 10 would do 1 die per
seoond.

To initiate this attack, the ps must see
(or touch) the victim, and visualize the
interior of the body. This requires a suc-
cessful 1Q roll, or Surgery+3 if he has that
skill. It takes a second of concentration
(and only onetry isdlowed).

If this roll is successful, the ps may
sart his telekinetic attack. A skill roll is
required, with the following modifiers:

-1for every yard of distance.

-3 to do Fatigue damage rather than
red injury.

If this roll is successful, the victim
takes damage every second, as described
above. No further skill rolls are required
unless the victim gets out of the atacker's
sght. In that case, anew rall is required (a
the new range) to keep contact.

B2l pS10]

Mass Power Mass
Powe 12 30 Ibs.
1 14 OZ.
Y207 13 60 | bs.
2 L 14 125 1 bs.
2 e 15 250 Ibs.
c 401 16 500 | bs.
o 8?; 17 750 1 bs.
7 b . 18 1,000 | bs.
19 1,250 | bs.
8 2lbs 20 1,500 Ibs
9 41bs ' '
10 8 lhe 21 1,750 Ibs.
1 15 le 22 2,000 I'bs. (1 ton)
Further increasesin power continue to add 250
Ibs. per levd.
Telekinetic Contests

If two psis are both trying to move the same subject, a Contest of Skills is made. The
ps that wins the contest gets control of the subject for a second, but the other psi "keeps a
grip" on it. However, if one psi wins by 5 or more, he has broken the other psi‘'s mental grip
and isin full control of that subject until hereleasesit voluntarily.

Obvioudy, each psi needs to have enough power to move the subject. The ps with the
stronger Power is aso a +1 to effective skill for every two points by which his Power
exceeds his opponent's. Brute strength is less important than control in a contest of thistype.

Getting Tricky

Any time telekinesis is used for anything beyond smple straight-line movement, a
skill roll is required to aimit. A failed roll means that the subject misses its target (or
otherwise performs badly - GMs can be crestive here). The GM sets the skill penalty,
with thefollowing guiddines

Preciseam, dow movement (guiding acoin into adat): -2.

Preciseaim, fast movement (throwing aball through ahoop): -4.

Precise am, bullet-fast movement: -6.

Precise orientation (keeping an arrow going pointfirst): -3. This adds to the above
pendtiesfor am.

Complex movement (writing your name with acrayon): -2 or more

Target is moving when you try to control it: -1 for every yard pe second that it is
moving, up to a maximum of -10 (thrown weapons and arrows fall into this category).
Y ou cannot catch abullet, because you can't seeit coming.

Y ou may try todeflect amissileif you can seeit coming. Theroll to deflect something
is 4 easier than the roll to control it (6 easier for long objects like spears and arrows).
Thus, the net rall to deflect afast-moving arrow is-4. A successful roll moves the subject
off course - it automaticaly missesits target.



Levitation *3

Thisskill worksto lift only the psi'sown body (and whatever heiscarrying). It isthe
psionic form of flight. Weight and speed are figured asfor Telekinesis (above), except
that the psi can move only his own body plus whatever he is carrying (no more then his
own weight).

Power is effectively increased by 10, for this skill only. This means that a levitator
with a power as low as 5 (4, for a child) can "fly" a a yard per second. And a high-pow
ered levitator can go fast. Maximum practical speed, without specid protection, is about
100 mph.

A ps who has Telekinesis, but not Levitation, can still lift himself if he has enough
power. Use the Tdekinessweight chart, above.

Pyrokinesis *3

Thisisthe ability to increase the temperature of an object. The target must be visble
to the ps (though atelepath could look through another's eyes to use the power, at -3to
Power). Once dtarted, a pyrokineticaly-set fire burns normally. The ps cannot use this
power to put it out (but see Cryokinesis, below).

A skill roll is always required when this power isfirst activated. A missby 1to 5
means nearby objects are dso affected. A worse miss means the target isn't burned, but
other things are. A criticdl failure affects everything within sight; the GM works out the
details, mdicioudy. If the ps misses, he can continue (accepting the inaccuracy) or try
agan (paying Fatigue for arepesated attempt).

Each level of Power lets the pyrokinetic raise the temperature of ten cubic inches of
materia (which does not have to be in cubica form) by 50°. Larger items can be heated
more sowly, but smdler items do not heat any quicker. Continued concentration will
continue to raise the temperature by 50° per second for each level of power. Thus, at
Power 10, you could heat up a 10-cubic-inch item at 500° per second! So in asingle second,
you could set abook ablaze.

Items must be heated as a unit; you cannot, for instance, focus on a victim's finger
and burn it off while ignoring the rest of his body. Hair or clothes can be ignited sepa
rately. The GM must use common sense, tempered by dramatic license, to decide what
condtitutes a "unit" here

Pyrokinetic heat is trapped within the subject; very little escapes to the outside
world until the psi stops concentrating. Thus, a sufficiently powerful Pyrokinetic can
burn a victim to ashes while his clothing is dmost unaffected. Or aweaker ps could set
your clothes on fire; you would notice nothing until they burst into flames, but then the
flameswould hurt you!

Some important temperatures (al in degrees Fahrenheit): Room temperature: 75-
80°. Person becomes unconscious: 120°. Water boils. 212°. Paper bursts into flame:
451°. Wood burdgts into flame: 550°. Mezt broils: 550°. Lead melts. 621°. Copper rndts.
1,980°. Iron mdts 2.786°.

For aliving being, treat each pound of body welght as 20 cubic inches (this alowsfor
an innate resistance by living flesh; a steak would cook faster). Thus, a 150-pound man
would be 3.000 cubic inches. A Power of 20 would increase the temperature of a unit
volume (10 cubic inches) by 1.000° per second. So he could increase the man's
temperature by 1/300 of that, or 3.3° per second.

Cryokinesis *2
Works exactly like Pyrokinesis, in reverse - cools subject down by 50° per 10 cubic
inches per second. Less spectacular, but occasiondly useful. Ice forms at 32°. Absolute
zeroisreeched & -460°.
Very cold metds, glass, etc., become morebrittle: thishasto beleft asaGM judgment
cdl, but in generd, hdvethe HT of any metd item below -50°.

Telekinetic Throwing

In general, PK Power of 15 or better is
needed to move an object fast enough to
do harm. A lesser Power can still cause a
distraction, even if the objects thrown
aren't heavy or fast-moving enough to
causeinjury.

The weights given for Telekinesis
assume that the subject moves one yard per
second. For barely visible motion (the sub-
ject shifts a tiny bit and stops), effective
Power is at +1, doubling weight that can be
affected.

For greater speeds, consider the ob-
ject's weight. Take the difference between
the PK's actual Power and the minimum
Power required (from the table on p. 172)
to move it continuoudly.

Now look up this "excess power" on
the chart below, to see the speed at which
that object can be moved. For every 2
points of difference, speed doubles. If the
excess power is an odd number, multiply
the next lower speed by 1.4.

Excess

Power Soeed

-1 0O (tiny shift in position)

0 Move 1 (1yard/sec)

1 Move 1.4 (5 feet/sec)

2 Move 2 (2 yards/sec)

3 Move 3 (3 yards/sec)

4 Move4 (4 yards/sec)

5 Move6 (6 yards/sec)

6 Move 8 (8 yards/sec)

7 Move 12 (24 mph)

8 Move 15 (30 mph)

10 Move 30 (60 mph; throan
rock)

12 Move 60 (120 mph; arrow
speed)

14 Move 120 (240 mph)

16 Move 250 (500 mph; bullet)

18 Move 500 (Mach 1.5)

If something is thrown at Move 30, treat
it as though it had been thrown by a ST 12
man; use theThrowingtable on p. 90.

With a Power of 16 or better, you can
throw small stones, etc., as though they
were bullets; use range and damage as for
guns (see p. 208), asfollows:

Power 16: .22 pistal (Ruger STD) Power
17: .32 pistol (Wdther PPK) Power 18: .38
pistol (FN HP35) Power 19: .357 magnum
(Colt Python) Power 20: .44 magnum
(S&WM29)

For each leve of power over 20, add 25
yards to haf-damage range, 50 yards to
maximum range, and 1 point of damage.
Note that you have no weapon, so you have
no Accuracy bonus available, and any atackis
a Snap Shot unlessyou taketimetoam.
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Pside Effects

Ps skills can have "side effects’ that
are unique to a particular character. That
is, your Telesend (for instance) has a spe-
cial side effect that occurswhen you useit.

Side effects are optional, and are deter-
mined when a character is created. There
are two general categories:

Foecial Effects

A special effect is aside effect which is
essentially unimportant, though it may
occasionally inconvenience the user. For
example, if your Telekinesis skill makes a
low humming noise, those nearby will
notice something (and those who know
you will know you're using your TK). A
special effect is worth 1 point as a trivia
disadvantage, or 2 if the GM feds it might
be a bit more inconvenient. You may take
up to 5 points worth of specia effects for
all your psi skills combined.

Drawbacks

Drawbacks are side effects that cause
real trouble to the user or those around
him. For instance, if your use of Telesend
causes mild headaches in everyone within
20 feet, that's a problem!

A drawback is worth points as a disad-
vantage - but only if it makes real trouble
for the character. 15 points is the maxi-
mum alowed for all damaging special
effects. As an example, the effect
described above might be worth 5 points -
mostly because it keeps the psi from using
his power up close without being noticed.

A redlly obnoxious specia effect will
gve its possessor a reaction-roll penalty.
Thisisworth 5 points per -1 of reaction if it
is always in effect (which would be rare),
5 points per -2 reaction if it is noticeable
only some of the time, and 5 points per -3
reaction if it isrelatively rare.

Character Points

Points for special effects do not count
against the norma (suggested) disadvan-
tage limit. Thus, a psi character can have
up to 20 points worth of extra disadvan-
tages - 5 for side effects and 15 for draw-
backs.

[llegal Sde Effects

No character may take a side effect
which is obvioudly useful as a controllable
weapon or advantage. If a player finds a
clever way to make a seemingly worthless
side effect very occasionally useful, that's
al right.
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PK Shield *2

To get this skill, the PK nust also have at least 1 point of ESP power, in order to
sense the air next to his body. PK Shield lets the psi "lock on" to that air and hold it in
place as a shield. This gives +1 PD, and DR equal to his 1/2 his PK power, against solid
objects only (no dfect against beams, sonic attacks, &tc.).

A new skill roll is required each second to keep the shield active, though critical
failures after the first roll are treated as ordinary failures. Activating this skill costs 1
Fatigue, plus 1 more for each full minute the shield is held.

ESP

The power of "extra-sensory perception” covers the various "sixth sense" skills - to
see things hidden to ordinary people. When an ESP skill is used, a skill roll - made by the
GM - is adways required. The better the roll, the more accurate and useful will be the
information he gives. On a failed roll, he says"You learn nothing." But if a
Psychometry or Precognition roll is failed by more than 5, he lies. Repeated attempts
cost two Fatigue apiece, at -2 skill for each repeated attempt.

Clairvoyance *2

This is the ability to see through walls and other solid objects. Its range is sharply
limited by Power, but not by what is in the way. Y ou will not accidentally see "through"
what you are looking for. Each time the psi looks at a different thing or in a different
direction, anew roll is required.

The range of Clairvoyance is equal to your Power squared, expressed in inches.
Thus, even a Power of 1 will let you see inside an envelope in your hand. Power of 20
will let you see 400 inches - amost exactly 11 yards.

Clairaudience *2
As above, except that it lets the user hear what is being said behind walls, etc.. and
listen indefinitely to any conversation of interest.

Psychometry * 1

This talent lets the psi learn something about the history of a place or inanimate
object: genera impressions, use, user's personadlity, etc. The length of history sensed is
equal to Power squared, expressed in years.

Normally, a deliberate effort is required. But very strong "vibes' may be noticed
passively; the GM rolls in secret. Psychometry will not detect magic. But (for instance) a
holy object would have "good vibes' because it had been handled by holy men. and an evil
altar would have a pall about it because of the sacrifices made on it. Psychomet ry would
also detect an unnatural air about an artifact from another dimension.

Precognition *2

This is the ability to see the future. It is the chanciest and least-understood of all
known psi skills. A "precog” vision may be sight, sound, or just aflash of knowledge.
And remember that nothing about the future is certain; even if the GM has made his
mind up, he could reconsider . . .

An active attempt to Precog requires 10 minutes, and costs 2 Fatigue points. It is
madea a-10(!!) toskill.

A passive Precog roll may be made a the GM's whim. Precognition is usually asso-
ciated with a person or thing. For instance, if you meet a person who has some very
important event in his future, the GM will give you aroll (which he makes) to detect the
possibility of that event. Or seeing a picture of a place could set off a vision having to do
with that place.



Precognitive range is based on Power. Physica
distance is figured as for Telepathy (p. 167). Timeis
equa to Power squared, expressed in days. But if you
are dealing with a person's future, the fact that he may
later travel out of your physical range does not affect
your sKill.

Default use: Without training, this skill givesyoua
roll vs. 1Q any time you are in immediate danger; a
successful roll means you are aware of danger, and a
very good roll gives you some details. This works the
same asthe Danger Sense advantage (p. 20) - becauseit
isthe same. If you have Danger Sense, you are apd: an
Esper, with Power 5 and no training.

Specia Limitations: If your precognition is limited
to one particular type of event, skill levels may be
added a hdf cogt. Some examples of legd limitations:

Only events involving you persondly; Only dis-
asters (fire, explosions, etc.); Only events related to

TELEFORTATION |

This is the power of moving things from place to place without traversing the dis
tance between. A teleported object smply "blinks' from one place to ancther, in o
time

Autoteleport

This is the basic Teleport ability - the ability to move yourself (and up to 5 Ibs. of
clothing and carried items) from point to point without crossing the space between. You
cannot go somewhere unless you have been there or can seeit a the moment you teleport
there. You can try to teleport to a place you are seeing on live TV (at -5) or through
someone dsgsmind (at -3).

To carry more weight, learn the Exoteleport skill (below). Distance is regulated by
Power, as per Teepathy range. Accuracy is requlated by skill. Failures will send you
someplace unplanned, usualy somewhere similar to your intended detination, and cost 2
Fatigue. Critica failures send you somewhere unpleasant, and stun your Teleport
power, rendering it unusable, for 1d hours.

Soecial limitations: (1) Some Te eports can carry nothing, and aways arrive nude. If
you take this limitation, cut your Power cogt in haf. Y ou cannot learn Exoteleport.

(2) Your teleported objects retain any orientation and speed vector they had. If you
are faling, and transport yourself to the surface of the earth, you will hit hard! Thislim-
itation dso halves Power cod.

Exoteleport

Thisisthe ability to transport objects from point to point. Power regulates distance, as
above, and weight: weight is equal to 10% of that shown on the weight table for TK (p.
172). skill modifiers: +3 if you carry the item by Autoteleporting (roll separately, & no
extrapenalty for thearrival of yoursdlf and your cargo): +1 if you are touching the object
whenyou sendit; -3 if you can neither see nor touchit.

Y ou may try tobring an object to you rather than sending it. Thisisat -5 to skill, or -8
if you cannot see it. The object must be a very familiar one. and you must know
exactly whereitis. A failure on theroll will lose theitem forever, embed it in awall, etc.
A critica failure could brina it to a snot over or in theteeporter.

HEALING

The power of psychic healing seems to combine aspects of psychokinesis and
telepathy, but it is effectively a separate power. Only one skill, also called Hedling, is
known.

Limitations
One Skill: variable

You can learn only one of the skills
associated with the power. See p. 165.

Untrainable: -40%

You can't learn to control your power
well. You learn al skills under the affected
power as though your 1Q were only 8 (or
at -1 1Q, if aready 1Q 8 or below). You
can never learn any skill at higher than
level 10.

Emergencies Only: -20%/-30%

The power is triggered by your fear or
excitement, and cannot be used under
"routine" conditions. The GM is the final
arbiter of the emotiona state of your char-
acter. The GM may rule that multiple suc-
cessive failures of your power make you
angry enough that it begins to work, but
thisisentirely up to him.

A less severe form of this limitation is
Full Power in Emergencies Only (-20%).
You can work at half Power, rounded
down, under norma conditions, but at full
Power only under stress.

Uncontrollable: -30%

This limitation is only available for the
Antips, Psychokinetic and Teleport powers.
Your power tends to menifest by itsdf - even
against your will - when you are angry or
excited. This can be especially interesting if
your skill is destructive and you have a high
power.

Whenever you are under stress (GM's
decision, but a phobia situation is always
stressful) you must make a Will roll to
control your power. If you fail therall, the GM
takes over your power, playing it asthough it
were a separate entity of hostile or prankish
nature. Usudly only one rall is required per
stressful situation, but a 14+ dwaysfails

GMs may wish to base the actions of an
uncontrollable skill on the character's
"suppressed desires’ as reflected in his
Quirks and mental disadvantages. Your
power will go after obvious foesfirst, and will
never turn on you, but nobody ese is safe.
After each uncontrolled act (or before an
atack on a dependent or other loved one),
you get another Will roll to control your
power. This continues until you master the
power or destroy everything around you!

Continued on next page...
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Limitations

(Continued)

Fickle: variable

Your ability has the disturbing tendency
to stop working suddenly. A Fickle power
dwaysworksright if you havenot used it for a
24-hour period. After that use, and after
every successive use you must make the
Fickleness roll: roll the Fickleness number,
or less, to get the power to work. A failed roll
means that power is unavailable for the next
5d turns. When this time is up, the power
will work normally on the next use - but you
must make another roll after that use!

For an Fickleness number of 5, this
limitation is worth -70%; for 8, -30%; for
11,-20%; and for 14,-10%.

Accessibility

This is a catch-all term that can be used
to cover all limitations not specifically
defined. Accessibility limitations fal into

two groups: usable only against certain
things or usable only in certain situations.

Examples:
Usdless Under Stress. -60%
Usable Only vs. Psis (or Non-Psis): -50%
Usable Only vs. Opposite Sex (or Own
Sex): -20% Usable Only in Hypnotic
Trance (or under
Incapacitating Drugs): -30% Usabl e
Only by One Side of Split
Personality: -40%

If the power is only weakened (half
power) instead of becoming useless, halve
the power of thelimitation.

Unreliable variable

Sometimes your Power works and
sometimes it doesn't! It just comes and
goes; you've never identified why. This is
completely separate from the skill roll to
hit a target. You can have skill 15 and still
have problems making it work!

Every time you want to use the Power,
you must roll the activation number or less
(see below) on 3d. Once you succeed, the
Power will work for that particular use.
When you stop using the Power, another
activation roll will be required to start it
agin.

If it fails to activate, you may continue
to try on subsequent turns, at no penalty.
Each successive attempt costs 1 point of
fatigue. If your ST drops below 3, you
must rest until all fatigue is regained
before you can attempt to use the power

n

A failed attempt to activate can be
noted by someone with the Psi Sense skill,
just like anormal use of apsi skill.

For an activation number of 5 or less,
this limitation is worth -70%; for 8 or less, it
isworth -30%; for 11 or less, -20%; and
for 14 or less,-10%
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The user must be in physical contact with the subject. On a successful Healing roll, he
can restore lost HT up to his own Power. Failure costs 1d fatigue; critical failure also costs
the subject 1d hitsl Successful healing costs 1 fatigue for every 2 hits healed. The cost to
cure disease is dways at least 6 fatigue.

Healing skill is at -2 when the victim is unconscious, and -2 or worse to cure disease.
It can't restore alost limb, and is at -6 to restore a crippled but whole limb (each Healer
only gets onetry at any one limb). It can't bring back the dead.

Soecial limitations: (1) In addition to the Fatigue cost, the psi takes actual damage
equal to half the hits healed (round up). 1/2 Power cost.

(2) The ps can only use the power on others. 1/2 Power cost.

(3) The psi can only use the power on himsalf. 2/3 Power cost.

ANTIPS

This is the psionic power of interfering with psi use. Special limitation: 1/2 Power
cost if it only affects one other Psi power.

Psionic Resistance seep. 22
Psionic Resistance is considered an advantage, not a psionic skill. See p. 22 for a
complete description.

Psi Satic *2

Those with this ability are sometimes called "Screamers.” A few Screamers are in
full control of their skill, but most are untrained . . . because of this, few psis want anything
to do with a Screamer.

A Screamer can activate his power "globally," to interfere with all ps use within an
area defined by his Power (range as for global use of Telepathy - p. 167). Thisrequiresno
skill roll. While the Psi Static power is on, any use of psi that normally requires a skill
roll requires a Quick Contest of Skills - the Screamer's Psi Static skill vs. the skill of the
psi being attempted. This also costs the other user (but not the Screamer) 1 Fatigue point
per attempt, in addition to any other cost. If the Screamer wins the roll, the psi use is a
failure. If the other psi wins the contest, he can attempt psi use normally.

By making a successful Psi Static skill roll, a Screamer can also specifically interfere
with psi use by any individual that he can see (through his own eyes or another's). This
roll isat +2 if the Screamer is touching his victim.

Default Use: Without training, this skill may be used at 1Q-4.

LIMITATIONS

Y ou can take a limitation on any psi power, which makes it cheaper but lessreli able.
A limitation cuts the cost to buy that power. It affects all skills under that power. Cost to
learn individua skillsis not affected.

You may take more than one limitation on the same ability. However, the total cost
modifier may never never exceed -75%.

The cost modifier is applied to your total Power cost, and then rounded up.
Example: You have a cost modifier of 1/2. You are buying Telepathy (5 points per level).
Your first level costs 3 (haf of 5, rounded up). Your second level costs 2 more, for a
total of 5 (exactly half of 10). Your third level costs 3 more, your fourth level 2 more,
and so on.



The Game Madter is the referee of aroleplaying game. But that's putting it too smply.
Heislikeamysery writer ... astorytdler... anumpire ... acosmic bookkeeper ... the
"house" a agambling casino . . . and (to the characters) aminor deity.

The GM s the fina authority. Rules are guiddines ... the designer's opinion about
how things ought to go. But (aslong as he is fair and consistent) the GM can change
any number, any cog, any rules. Hisword is law!

And many things are left up to the GM to decide. A roleplaying game gets redlism
from its completeness. The GM adds dl the little detail s that make a game world come
alive. With a good Game Master, even a bad set of rules can be alot of fun. With a
good s¢t, the sky'sthe limit. We serni-modestly believe that GURPS is avery good set of
rulesindeed - but without the GM, the rules are nothing. Read on . . .

STARTINGA GAMEESHON

There are afew things the GM should do before play actudly starts, to make things
eeder for himsdf and the players:

Introduce the characters. If you are in the middle of a continuing campaign, you
can skip thisstep! But if you arejust starting out, each player should have the opportunity
to describe "himsdf or "herself.” If there is an artist in the group, he can help by
drawing the characters as they are described.

Check for skills, etc., improved since the lagt play session. In a continuing can
paign, players will earn character points which they can spend to improve their ahilities. In
some campaigns, the PCscanwork at their jobs, study, etc.,between play sessions by using
the weekly Time Use Sheet (in the Ingtant Characters section).Therefore, some
characters may have better skills a abilities than they did in the last game session. This is
thetimefor them to tdll the GM abot it.

Fill out the GM Control Sheet. While the players are getting to know each other (or
each other's characters), the GM should check over the character sheets, make sure
everything balances, and copy necessary information onto his own GM Control Shest.
Thisis areference sheet which gives ST. DX. |Q and HT. along with certain other basic
information, for each player character. When the GM needs to determine (for instance)
who saw something, who under stood something that everyone saw. who was affected by
a certain spdl, or who that bad-tempered dwarf took a didike to. this sheet will be
vauable. A master for this sheet isin the Instant Characters book.

Brief the players. Tell them what's going on. and give them some idea what the
adventure will be about. There are many ways to do this. You can aways just tell
them. But it's much more fun to start play, and then "set the scene.” Let the characters
immediately find a map or old book . . . meet someone who tells them an interesting
rumor . . . befriend someonein need of help . . . withessawrong that needsrighting .. . .or
whatever.

Let the game begin!

Maps

Mogt prepackaged scenarioswill include maps. The GM can prepare hisown maps(in
different scales) in advance, to help him plan and to keep track of events. He may aso
give maps to the players as clues. And the players themselves may want to map their
progress, whether it be through jungles, dungeons, or downtown New York City, to
make sure they can find their way back .. .

Maps in GURPS use hexagons, or "hexes' (see p. 178) to regulate movement and
combat. Each hex is adjacent to six other hexes.

Advance Preparation

There are severd things for the GM to
do wel in advance, before the players
ariveonthescene

Prepare the adventure. If youareplaying
aprepared adventure, dl you needto dois
read through it, and possibly make up some
character sheets. But if you are designing
your own adventure, you may spend
weeks of work - alabor of love -before it
is ready for the players. In any event, be
sure youre fully familiar with the
adventure beforetheplayers show up!

Brief the players about the adventure.
If your players are dready familiar with
the system, you should tell them in
advance (before they arrive to start the
game) what sort of characterswill belegd -
how much money, equipment, €c., they
are dlowed, and maybe a hint about useful
skills. If everyone has his character made
up in advance, you'll be able to get right to
theactionwhenthe playersarive.

St up the play area. You will need
pencils, paper and dice;, maps and minia:
tures if you are using them (and a table to
play them on); and asupply of snackd

Campaign Style

Before you Game Master for the first
time with a new group of players, you
should also discuss the style of campaign
youwill run. Therearemany dternatives.

A "by-the-book" campaign, vs. one
where the GM uses many of his own rule
intepretaions

A campaign in which death is common
and permanent, vs. one where PCs rarely die,
or the dead are essily raised.

A "puzzle and mygtery" campaign, vs. a
"combat and adventure' campaign.

A humorous campaign where everything
is played for laughs, vs. one which is very
serious about “redlistic' situations ad
"dramatic" roleplaying.

A "redidic' campagn, vs a "dnemaic’
one(seep. 183).

All these are legitimate approaches to
roleplaying. But if the players and the GM have
different ideas about how the game should be
run, everyone can be disgopointed The game
should be a gory that develops asiit is played
— not a battle between players and GM. But
to achieve this, alittle mutua understanding is
necessary. A few minutes of pre-game
discussion can increase everyone's enjoyment




Player-Made M aps

Whenever the players enter an area for
which they have no map - be it a