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Lair of Sword & Sorcery (LoSS) Core Rules
Welcome to the World of Kartharka, a world of Sword &
Sorcery Adventure!

Have you always wanted to play a “role-playing” game but

didn’t know where to start?

Didn’t want to deal with a lot of rules?

Didn’t want to spend a fortune on a “game”?

Well Lair of Sword & Sorcery is for you!

This is a game of Adventure!

Travel the world of Kartharka and its many realms.

After the cataclysm in the time before time the seasons of
the world have been locked.

The far north, trapped in an endless freezing winter, the
far south a scorching endless summer burning the land to
desert.

In this world you take the role of a mighty hero, striding
through the land searching for your fortune.

Will your hero master the arts of the fighter or the mys-
terious and deadly skills of the Sorcerer? It’s all up to you!

The LoSS game is meant to be played, not learned or
studied, so jump right in!

The combat 1s quick, fun and full of excitement and the
rest of the game is built just the same. Don’t spend your pre-
cious time messing around with bookkeeping and details,
the rules of the game are built so that the real thing that
matters, the adventure, is all you have to worry about.

You don’t need to read a bunch of rules to play LoSS,
you can create a character in minutes and get right into the
action, or use the basic hero included and start even sooner.

All you need are a couple of friends and someone to act as
the referee (the dread Demonlord of the LoSS game).

Unlike other games the referee doesn’t have to read a lot
of rules either.

Once they have read the rules of combat and moving they
are ready to go!

Each adventure (or “Lair” in the game of LoSS) con-

tains all the information they need to run a game on only a
few sheets of paper with all the pertinent rules included right
there for their reference.

Btill not convinced?

Lots of games promise the same thing, how is Lair any dif-
ferent?

The rules are created from the start to make great Adven-
tures easily, and to allow every adventure and encouter to be as
full of fun as possible.

A combat system that is quick and simple, even for encoun-
ters with 20 or 30 combatants, while still allowing the players to
do whatever they want.

A point based character advancement system that lets any
hero be anything they want.

The Lair adventure templates show a gamemaster exactly
what they need to add to make a game great. Just fill in the
blanks on two sheets of templates and you’re ready to go.

Want to run someone elses adventure? The two page tem-
plate format means that after 5 minutes of reading the game-
master can run the game.

Also included in this book is a full LoSS campaign (called
a “story” is LoSS terms). Included in this campaign are step by
step instructions for running their first game of LoSS.




Tue Epitor Speaks (EpITorIar)

EDITOR® NOTES

What you hold in your hands is the Second Edition Rules
of the Lair of Sword & Sorcery Role-Playing game.

The game began it’s release over 2 years ago, being pub-
lished a section at a time in the magazine now called LoSS.

Lot’s of other material went up on the website, and even
more Lairs and rules published in LoSS magazine.

LoSS had grown pretty large and sprawling, with the
rules split among the first five issues of L.oSS magzine.

The game went through many changes during it’s release
in the magazine so that the game had changed a great deal by
the time issue 5 was released.

Rewriting the whole ruleset was a mammoth task but one
that had to be done.

And so here we are!

What doesn’t appear in this book is the background in-
formation on the world of Kartharka, the default setting for
Lair of Sword & Sorcery.

All of that information can still be found in the issues of
the magazine. The world background has not changed dur-
ing the publishing schedule but it would be nice to have it
compiled and expanded, and someday it will, but not today.

If there is any difference between the rules in the maga-
zine and this book use the one in this book.

The folowing chapters will tell you all about the game so
read on, have fun and Fight on my Blood Reavers!
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INTRODUCTION

READ THIS FIRST!

FROM THE WRITER
OF L.OSS CORE:

AN INTRODUCTION FOR BEGINNERS.

Welcome to LoSS CORE: The core rules of the Lair of
Sword & Sorcery Adventure game.

The book pou are holding is your gateway to a world of ad-
venture!

This book contains everything you need to play games of High
Adventure in the Harsh World of Kartharka.

1t is a big book thougp.

For those of you who have never played a role playing game
before, you may be daunted
by the amount of material in
this book, but worry not!

For the beginner, it is not
necessary to vead and mem-
orize the whole book jfrom
cover to cover (although you
certainly can if you want o).

If you want to get started
right away then you don’t
have to do much reading at
all.

Fust dig up some frgures,
they can be tops, metal or
plastic miniatures, or even
little green army men.

You will also need a “Su-
per Basic Demonboard”.
Tnstructions on how to make
one are found on pg 149

You will need to read at
least “Section 2: The Basics”
(pegs 7-13) before jumping in.

You can then flip to the
end of the book to the in-
troductory LoSS skirmish
game (pg 14:7). There you
will find all the rules you
need to play your fzrst game
of LoSS in just a few pages.
15 great fun and you can play it a few times to get an idea of
how moving and combat work in the game of LoSS.

Once you have mastered the Skirmish game you and your
Pplayers should be ready to try your first Adventure (or Lair as
it is called in LoSS).

Either you or one of your friends will assume the role of
game referee (or Demonlord, as they are called in the game of

LoSS). The Demonlord is in charge of the Lair, places all the
rooms and controls all the monsters. It is their job to keep the
heroes from successfully defeating the adventure.

Included in the back of this book is the introductory Lair
“Spider Time!”. Make a copy of the example hero on pg 18 for
each player and give them to your players.

The game referee (or Demonlord) should read the frrst few
pages of “Story Background” on pgs 125 -12.6 to themselves with-
out the players seeing

They will then be ready to “run” the adventure. Al of the
details needed for the Demonlord will be presented as they are
required. If the Demonlord wishes they may read the whole
Lair before starting. This will make their game run more
quickly and smoothly but is not absolutely required.

If the heroes fail the adventure or are killed, they can al-
ways start with new he-
roes and play the adventure
again. Usually heroes would
never get a second charnce to
attempt the same Lair but
since all of the players and
Demontord are playing jfor
the first time, I say “have at
!

Once you have played or
run the Introduction Lair a
couple of times you can start
to peruse the rest of the book.

The frst section to read
will likely be Section 3 He-
roes. This is the section that
shows you how to make your
own heroes. Then feel free
to skip around the book to
whatever section you like.

Don’t worry about mem-
orizing anything, just try to
get an idea of how the book is
organized so that if you don’t
know a rule you can find it if

you need it.

Many more Lairs are
available in  both LoSS
magazine and on the LoSS
website:

latrofswordandsorcery.blogspot.com

1 would suggest trying out some of these before creating your
own Lairs but if you feel like making up your own right away
then this book contains everything you need to do so.

So what are you waiting for! LoSS isn’t about reading, it’s
about playing, so go to pg s and get started now!



FROM THE WRITER
OF LOSS CORE:

AN INTRODUCTION FOR PEOPLE WHO HAVE
PLAYED OTHER ROLE PLAYING GAMES.

How is a Sword and Sorcery role playing game
different from a fantasy role-playing game?

Lair of Sword and
Sorcery  (Shortened  to
L08S) is a game that takes
Place is a world of Sword
and Sorcery

This means that your
characters will be men
and women, and you will
be frghting other men and
women.

Monsters are an im-
portant part of the game
but you must learn to re-
think what you think of as
monsters in role playing
games.

Lions, tigers, and bears
are all viable monsters
and make great enemies
Jor the players. If the big
bad guy at the end has two
Orc guards, ther you’re
playing  generic jfantasy.
If he has two tigers and
they’re  wearing  gold
masks, and the room is all
smoky from the incense
burning in that big bra-
zer in the middle, and
the bad guy is sitting in a
big throne playing a harp
that controls the tigers?

That’s the world of Kar-
tharka.

Other easy monsters to use are things from our world that

are a little bit different.

Giant insects are great, who’s to say there aren’t giant foot
long wasps somewhere in the Amazon? Or dinosaurs, another
great addition, a hidden valley full of elephants is dangerous
enough but what if they were full of raptors?

A Sword and sorcery world is very similar to a past age
of our world and can be imagined as happening in some long
Jorgotten age.
Monsters are one thing, but what about Sorcery? Sorcery in
Lair is very different from magic in other games. Not every-
one is wandering around
with magic swords, gulp-
ing magic potions and
buying and trading magic
rings and carpets on every
corner.

Magic s rare and
terrible in the world of
Kartharka and most that
encounter it soon wish they
hadn’t.

A player is not go-
ing to find a “+2” magic
sword.  They may find
a sword that bursts into
Sflames when they touch
it, burning their arm off;
or a terrible amulet lying
in a sorcerer’s tomb that
turns them into a_fleshless
skeleton that wanders the
earth stealing children to
ffeed to the crocodile god.

Sorcery is evil, diffi-
cult, visky and full of ways
10 get you killed.

But it is powerful,
powerful beyond any hu-
man understanding, and
such is its lure.

Sorcery involves long
tortuous rituals and ter-
rible rites, promises to foul
demons and complicated

Jormulas that must be completed exactly or the sorcerer will be
devoured. They do not simply point a finger and say a magic
word.
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THE SPIRLA OF KARTHARKA

The spirst of the game:
The spirst of LoSS 15 an important part of the game.
1t 15 an ideal, a feeling, and it drives the rules
and experience of the game

W hat 1s Lar of Sword and Sorcery? W hat is the spirit of Kartharka?

TFYOU CAN IMAGINE IT SPRAY PAINTED ON'THE SIDE. OF A VAN,
ITS KARTHARKA.
TFYOU CAN PUT IT ON'THE FRONT OF A HEAVY METAT ALBUM COVER,
IT’S KARTHARKA.
TFYOU CAST TN PEWTER AND GLUED A MARBLE TOIT
AND SOLDIT AT A FLFA MARKET,
IT’S KARTHARKA.
IFYOU CAN DRAWTT PROUDLY ON YOUR NOTEBOOK COVER IN MATH CLASS,
IT’S KARTHARKA.
IF YOUDWEARIT ON A PATCH ON YOUR JACKET
IT’S KARTHARKA.
KARTHARKA IS METAL, STEFL, GOLDANDIRON,
KARTHARKA IS MYSTERY, DOOM AND HIGH ADVENTURE.
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THEDEMONBOARD

W hat s the Demonboard?

When playing Lair of Sword & Sorcery the Demon Lord
(the Game master or Referee in LoSS terms) will describe
the scene with words when combat is unlikely to happen, for
example when adventuring in town. Describing the scene
and the people they are interacting with will suffice when
combat is not necessary.

However when there is the chance of Combat the De-
monboard will be used. Usually this will be when the char-
acters have entered an enemies Lair.

The Demon Lord will set up the walls, rooms and en-
emies visible to the players as they appear on the Demon-
board.

The players will place their figures on the Demonboard
and move them about according to their actions. The rules
and the Demonlord will decide whether their actions are
successful. % "

Without the Demonboard the placement of the players’ But the Demonboard isn’t just about the rules, or figure
heroes and their enemies is difficult to track. placement; it’s seeing the action unfold, building incredible
Lairs and filling them with cool looking contents.

Kartharka isn’t just about sitting around a table pretend-
ing, it’s about moving a handful of figures around the board
and happily knocking your enemies over and throwing them
to the floor.

Kartharka is about having something to point at when
you scream you curses, about looking at the board and
knowing what is around your character

The Demonboard also means that the Demonlord can
have just as much fun in the battles as the players. Once the
enemies are on the board the Demonlord is free to use them
as fiercely as he likes.

The Demonboard and the basic assumption that all
games of Lair of Sword & Sorcery will be played on one is
what sets the game apart from other role playing games

See pg 14.9 for how to make your own super simple ver-
sion of the Demonboard. See issue 1 of LoSS magazine to
learn how to create an advanced demonboard.

s
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WHAT IS A ROLE-PLAYING GAME?

For most of you, your first experience with a role playing
game was likely a video game.

In the game you may have had a single person to control,
or perhaps a group of people collected into a “party” of ad-
venturers.

You would then either talk to people until you are given a
“quest” to complete, or the game would simply tell you what
your quest was.

You would then travel to different places, talking to peo-
ple, killing enemies, collecting items needed for the quest, or
picking up loot in the form of treasure or other equipment
like armor or weapons.

Usually in these video games there are lots of exciting
quests to go on, your character will “level up” gaining power
and more abilities, and eventually you will become powerful
enough to “beat” the final quest.

These types of video games are based on the idea of “table
top” role-playing games. Lair of Sword & Sorcery (Loss), is
a table top role-playing game.

In a table top game the referee (Demonlord) is in charge
of everything that happens instead of the computer or video
game.

All of the action happens on the board on a table, the
same as a board game.

The Demonlord will both read the adventure (Lair) and
tell the players what they see, while putting all of the enemies
and rooms on the board on the table (the Demonboard).

The players will be presented with people to talk to, quests
to complete, and enemies to defeat, all of which will reward
them with loot and an opportunity to “level up”.

The difference between a table top game and a video game
is that you, as the player, are not limited to the options pre-
sented by the video games inventors.

When talking to someone you are free to say or ask any-
thing you want, not just choose from a list of 2 or 3 ques-
tions. The Demonlord will have an idea of what the person
knows, and what they would say from the details in the ad-
venture he has read.

When you are in a combat, you are not limited to simply
attacking with your weapon, you can choose to swing on a
chandelier, light a torch and set the room on fire, choose to
fall down and play dead, or anything else your imagination
can come up with.

The Demonlord, acting as the referee, will decide what
the outcomes of any of these events are. There are plenty of
rules for all of these actions but more importantly the De-
monlord can use logic and common sense to decide what the
outcome is, which a video game cannot.

This means that you are free to have your hero do and say
anything you wish. Think of all those times you have played
a video game and wished you could do a certain thing, well
with the Lair of Sword & Sorcery Adventure game, now is
your chance!

The dice for Lair of Sword and Sorcery are just standard
6 sided dice. You probably have a bunch of these in other
board games but, if you don’t, just head on down to your lo-
cal dollar store and you should be able to find them in pack-
ages of 8 for a dollar. The more you have, the better off you
will be.

In LoSS, if a rule says to “roll 1 die”, then you roll 1 of
the dice and the number on top will be the one you use.

These standard dice are called d6 (d for dice, 6 for the
number of sides it has)

Sometime in LoSS you will see something like roll 2d6.
That means to roll two dice and add up the two numbers. (2
1s the number of dice to roll, d6 is the type of die, a normal
6 sided die)

You may also see something like 1d6+1. This means to
roll a single die and add 1 to the score on the die.
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Running Lalrs

THE DEMONLORD AND “RUNNING” LAIRS

In games of Lair of Sword & Sorcery you all sit down at
a table to play. There will be a number of “players” who will
control heroes trying to complete a quest (the adventure, or
Lair).

One of you will take the role of the “referee”, called a
Demonlord. The Demonlord does not control any of the
heroes and does not go on the quest with the other play-
ers. They, instead, take the role of everyone else in the game
world. They tell the heroes what is happening and what they
see, this is called “running” a Lair.

The Demonlord controls all the people in the village who
would give you the quest, the enemies you will fight in the
Lair, and anyone or anything else that the heroes will en-
counter.

They do this by reading the Lair which the heroes are at-
tempting to defeat (don’t worry, there’s not much reading to
be done for any single Lair), and laying down the areas and
enemies which the heroes encounter.

The Demonlord also decides the effects of anything a

hero wishes to do that is not covered by the rules.

Playing L.oSS is like playing any other game, everyone
must play fairly and not cheat, and that includes the De-
monlord. The Demonlord is trying to actively defeat the he-
roes in their goals. Each Lair gives the Demonlord a certain
number of creatures or humans with which to attack the he-
roes. Each Lair will also have some special rules and actions
which the Demonlord may use to defeat the heroes.

While the Demonlord is trying to win by defeating the
heroes, he is also the only one with access to the information
about the lair. So he must be sure to play fairly and honestly.

There will be many times when the heroes want to do
something which is not covered by the rules but will, if the
heroes are successful, thwart the Demonlords plans.

The Demonlord must make a fair ruling as to whether
the action is possible and how difficult the action will be to
succeed at.

If the Demonlord does not act fairly, they will find that
no one will want to play with them anymore.




AN EXAMPLE OF PLAY: RUNNING THE GAME

Imagine, your friends have all come over to play a game
of LoSS. You have taken on the Role of Demonlord.

Everyone sits down at the table; all the players have
brought heroes which they have already created.

The Demonlord (you) pick up the Lair you wish to run
today. You will have read this before when you bought it but
you won’t remember all of the details exactly, that’s okay
though. For now you only need to read the “Story” tem-
plates at the front (more on templates later). The story tem-
plates are usually 2 or 3 pages long but don’t have a lot of text
to read. Once you have read the story over once again you are
ready to play.

For this example story the heroes have been following a
rumor about an ancient mine. They hope to either find gold,
iron or platinum within the mine, or perhaps sell the infor-
mation about the mines whereabouts to a mining clan.

The story template will tell you how to begin the game.
In this example we will say that it tells you the heroes were
travelling on the road when they found a trail leading to
the supposed location of the ancient mine. If they decide to
travel up it they will find the mine entrance.

Put the Demonboard on the table now, and place the en-
trance to the mine on the board in the place marked on the
map of the Lair.

The figures you are using to represent the heroes will be
placed in front of the mine entrance on the board.

There are no enemies in sight so the heroes are consid-
ered to be in “Adventure” mode. (More on adventure mode
on page 4.1). This means that the heroes are free to do what
they like without being interrupted by enemies, without
keeping track of time, or keeping track of movement.

Usually in the Lair booklet, there will be a section of text
to read to the heroes before they begin, to let them know
where they are and what they are doing,

For this lair you would read the following:

“Before your heroes lays the yawning entrance to a sup-

fig 1: Mine Entrance

posedly ancient mine of the Goblyns. The trail leading to the
mine seems to indicate that some large animals, creatures,
or humans, travel in and out of this mine on a regular basis.

What do you want to do?”

The heroes will then tell you what they want to do.

One hero might say “I search around the entrance to see
if T can find any clues about what may be inside.”

Now you, as the Demonlord, must make a decision. The
Lair write-up for this area does not have information which
mentions anything that would give the heroes a clue about
what is inside, but after reading the Lair you know that a
group of bandits have taken up residence inside the mine.

You can either say “There are no clues outside the lair
as to what is inside.”, because the Lair instructions do not
mention any. This would be fine.

Or you can decide to reward their clever idea (which is
usually the best option). You know there are human bandits
inside so you can say “The heroes find a torn shirt or a bro-
ken dagger near the entrance.” This would be something
that would be left behind by a bandit returning after a mis-
sion.

Making up things like this as you go along is part of the
job of Demonlord. Every single possible detail cannot be put
into the Lair so use your judgment and common sense to
include these details. They make the game more fun for the
players and more interesting for you.

At some point the heroes will decide to go into the mine,
when they do place the heroes just inside of the mine en-
trance in the first room.

Now consult your map of the Lair and using the De-
monblocks or card walls (walls made out of clay or cardboard
respectively more on this on page 14.9 ”Super basic Demon-
board.) lay down where the walls, doors and exits from this
room are, as well as any doors leading away from this room
showing if they are closed or open.

See the illustration on the next page for how to do this.

10
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Now describe the room to them reading any read aloud
text from the Lair. Usually the first room of the Lair will
describe the overall construction of the Lair as well as the
how well lit the inside of the Lair is.

If the Lair is not lit the Heroes will need to light torches
in order to see where they are going,

In this Lair there is a section of read aloud text for the
heroes.

“You stand inside the entrance to the mine. This area is
roughly cut stone; enlarging what seems to be a natural se-
ries of caves. This room is dimly lit from the entrance but
the areas leading from this room are dark and impossible to
see far into.

The floor is also rough cut stone, dry but not dusty, and
relatively flat. What do you do?”

The heroes are now free to do what they want. Have each
hero tell you what they want to do in turn.

One hero may want to light a torch to carry while travel-
ling in the dark tunnels.

Another may want to search this room to see if there are
any interesting clues or items (there are none).

During this time they can move their figures around in
the room however they please as they take their turns. Sim-
ple things like searching or lighting a torch do not require
any special rolls of the dice to accomplish when the heroes

are in adventure mode.

They are not under pressure from any enemies at the mo-
ment.

Once the heroes have decided they want to move on have
them place their figures where they like in preparation for
moving into the next room. They will want to be prepared in
case there are enemies in the next room.

Since a hero has a torch lit they can now see in the dark
tunnels.

This means you can place the next area on the board as
shown on the lair map. (See fig 2).

Now the heroes have a choice, they can continue down
the tunnel or open the door. There are no enemies on the
board yet so the heroes are free to move their figures around
on the board as they please.

They decide to open the door so they place all their he-
roes close to it to prepare for an attack from an enemy.

They then announce they want to open the door.

The Demonlord swings the door open and behind it are...
bandits!

The Demonlord places the room according to the map of
the lair along with placing the bandits in the room. (see fig 3)

Now that there are enemies on the board the game
switches to combat mode!




Combat Mode:

In combat mode each player takes turns moving
their figures, attacking and performing actions. The
Demonlord also takes a turn to move all of his figures.

As soon as enemies are placed on the table combat
mode begins.

In the game of LoSS the heroes will go first unless
something different is written in the lair booklet.

The first player to act is the one to the left of the
Demonlord. They may move their figure up to their
maximum movement in squares (usually 4. squares).
If their figure is in a square next to an enemy square,
or moves next to one, they may attack. They may also
move, attack an enemy, and then move again if they
still haven’t used up all of their movement.

They may also perform any other action. In L.oSS
this is called “SOTA?”, something-other-than-attack-
ing.

In their turn the heroes can move as much as their
movement allows, perform one attack at some point
during the turn, and perform one “SOTA” maximum.

If the player is trying to do something elaborate or
something which takes a long period of time for their
SOTA, the Demonlord may say that they are unable
to attack and perform the action, or that the action
may take more than one turn to complete.

Back to the Example:

The Demonlord looks to see if there is a note that the
Demonlord attacks first and see’s that there is not.

So the player to the Demonlord’s left gets to go first.

As you can see in fig 3 the heroes are very close to the
enemy. The player moves their figure 2 spaces towards the
enemy.

This places him in contact with the enemy. The player
declares “I attack with my sword”. The player then rolls 2
dice. (the kind with 6 sides) and adds the roll to his Attack
score (Attk on their character sheet see fig 4). The players
rolls a total of 8 and adds it to their Attk score of 2 giving
them a final total of 10.

The Demonlord then rolls 2 dice, rolling a 5 and adds it
to the enemies Attk score which is a o. This gives the De-
monlord a final total of 5.

The player’s rolls was a 9 which is higher so the player
has won this round of combat. This means that they get to
cause damage to their enemy. They roll 1 die for damage and

Demense:  None
CURRENT FIGHTING POWER
Defense | Attack | Endurance | Damage| Move
3 EShieldHl q 4—
Special Abilities:

fig 4.

get a 5. They then add to this their Damage score from their
character sheet (see fig 4) The DMG score is o so they have
caused a total of 5 points of Damage.

The hero must also take 1 point of endurance damage for
being in a combat even though they won. Endurance is the
number which indicates how long something can fight be-
fore making a critical mistake which can lead to their being
seriously injured by their enemy. Fighting is tiring work and
even if they are winning they can only fight for so long be-
fore being too exhausted to go on.

The Demonlord looks to their notes and sees that the
enemy being attacked has an Endurance of 5. Subtracting
the 5 points the hero caused from this score means that the
enemy now has o endurance.

When anyone reaches o endurance in the game of L.oSS
they must immediately make a special roll of the dice, the
Death Roll.

On a 1-3 they have been struck down

On a 4-6 they may continue fighting,

The Demonlord makes the roll death roll for his injured
person. He rolls a 3 and they have been struck down! The
Demonlord places the figure on its side to show that it is out
of the combat. It may not necessarily by dead but it is not
going to be doing anything else for the rest of the combat.

Now you will remember that the hero still had 2 more
squares of movement left, so they move 2 more squares to-
wards the center of the room. This places him next to a large
brazier full of hot coals and incense.

The player says that they wish to use SOTA to kick the
brazier over into the face of the enemy behind it.

The Demonlord thinks about it and then tells the player
that since this would directly cause damage to an enemy
then it would be an Attack. Since Sota stands for “Some-
thing Other than Attack” they would not be able to use their
remaining SOTA action to do this on this turn. They would
need to wait till their next turn to do this as an attack and
make a standard attack roll to do it.

The player thinks for a moment and says that they would
prefer not to do that. They will instead knock the brazier
over spilling hot coals on the square in front of him which
would make the enemy have to either go around the square,
or have to walk through hot coals to get to them.

The Demonlord agrees that that would be acceptable and
decides the difficulty of the action.

Since the action seems simple, and the brazier is not
fighting back in any way, the Demonlord says it is an “easy”
roll. This means that the Hero only needs to roll a total of
4 on 2 dice. The players rolls a 3 and a 4. giving a total of 7.
They have succeeded. The Demonlord places the Brazier on
its side showing it is knocked over and the square is full of
hot coals.

Now the player has used all of their movement, per-
formed an attack and performed a Sota. They may do noth-
ing else this round.

Note however that the hero could have used only part of
their movement if they liked, or only performed a combat
and no Sota, or only a Sota, or done nothing at all. They
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are not required to use up all of their movement or actions
before ending their turn.

Now that player 1 is done the next player takes their turn
(the player to their left).

This example shows the basics of the LoSS game. Now read
on to find out more about the exciting world of Kartharka and
the full game of Lair of Sword & Sorcery!
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HEROES

In the game of Lair of Sword & Sorcery each of the play-
ers takes control of a hero. This hero is the one who goes on
adventures, finds the treasure and, if the player pushes their
luck too far, is the one who perishes at the hands of their
enemies.

Players can have as many heroes as they like but may only
use one at a time for their adventures.

In this section you will learn how to create your own
hero. Don’t let the name fool you though. Though they may
be called heroes in the rules this does not necessarily mean
they must act heroically. They may fight on the side of good,
by saving a village, or rescuing people from harm, or they
may fight only for their own gain, abandoning the villagers
in their hour of need to save their own skin.

What a hero does is up to the player, but be warned, in the
game of Lair of Sword & Sorcery there are always conse-
quences. Heroes who fight on the side of good earn fame and
are hailed by the countryside as heroes, those who fight on
the side of evil gain infamy, and are reviled by the villagers
and city folk of Kartharka.

Either type of hero can be fun to play. What happens in
the world of Kartharka does not affect the real world so you
are free to have fun in any way you want. Remember that
the other people playing at the table want to have fun too
though.

If they are all playing heroes on the side of good and at
end of the Lair they fail in their mission because your hero
betrayed theirs and abandoned them at some crucial point to
join the enemy, then they may not be too happy.

This would spoil an otherwise fun night for some people.
In certain games when people have been playing together for
a long time this kind of thing would be welcomed as an in-
teresting twist but for most groups the players themselves
(not only their heroes) would feel betrayed.

So if you are planning on playing an anti-hero of this type
perhaps consider the other players heroes off limits in their
evil doing. Perhaps the evil hero would betray their own
mother for a bit of gold, but is strangely loyal to the group
of heroes for reasons known only to them.

Or perhaps everyone would like to play an evil hero all
plotting against each other in the game. This can be fun too
as long as everyone agrees to this before the game begins.

TXK next page is the blank character sheet, and after that
is the example character sheet.

Rig
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Character Creation:
A hero is born!

What is a bero in Lair?

Are you ready to stride the mountains like a hurricane?
To smash the heart of the deepest mine, to wring forth the
iron from its dripping heart?

To see the villagers tremble with fear and desire when you
enter their pitiful town square heaped with the treasure of a
thousand dead enemies?

Good!

To play the game of Lair of Sword & Sorcery you will
need two things; a Demon Lord to layout and plan the ter-
rible Lairs you will enter, and a Hero to call your very own.

Your own hero to use, and use up. To act out your ter-
rible vengeance on a world that displeases you, to right the
wrongs that have been done to you.

Look to the Hero Record sheet (pgr7) In this section
I will show you how to fill in all these boxes on the sheet
to create your hero so that your enemy can finally feel the
crushing blow of your axe in his chest.

A couple of things first before we jump right in to creat-
ing your hero.

Lair is a game of Sword & Sorcery, in a brutal world of
feuding empires and squabbling city states.

It is a world a world of humans. The world of Kartharka
has people of all statures, types, colors, and philosophies,
much like our own. The amount of variation of people on
our own planet means that there 1s more than enough va-
riety in the realm of humans already without having to in-
clude “fantasy” races such as Dwarfs and Elfs in the Hero
creation process.

Revel in the variety of the Human condition when creat-
ing your character and don’t feel the need to ever fall back
on the old tired classic of “I’m an Elf” to make your hero
interesting,

There are no “classes”, “jobs”, “careers” or other types of
distinctions between heroes. They may have ajob other than
adventuring, but it has no effect on their abilities, skills, or
equipment.

In the world of Kartharka there are certain things
that all heroes can do and they do not require a title or
distinction on a character sheet to do it.

Everyone can fight, worship a god of their choice, hunt
for their food, or dig a hole in the ground.

What makes your hero unique, powerful, lauded or de-
spised, are their actions. And their actions are wholly up to
you.

In the Lair system Heroes all begin on an equal footing,
it is the player’s choices for how they will grow and expand
that set them apart. The Lair Veteran system of Hero ad-
vancement allows the players to grow their hero in any way
they choose, to become a better fighter, to learn the secrets
of the sages, to penetrate the inner cloisters of the Wolf-



Brothers temple, or to become a spice merchant if they so
choose (the travails of a spice merchants life are more peril-
ous than you would guess).

The Lair system is one of creativity, freedom, speed, and
high adventure!

You can make a character in five minutes and have him
thrown into the latest Lair the Heroes are penetrating. Join-
ing an advanced game with a group of Heroes that have been
plundering for years is no problem! Throw that new Hero
in the mix and watch him reach new and dizzying heights
in no time!

Remember, all you Kartharkan Blood Reavers; it’s not
what’s on the sheet that’s important; it’s what the Hero
does with it!

Plan your Hero, what does he do?

Before we get started on all the rules for creating your
heroes, why don’t you take a minute to think about what you
want your hero to be?

Are they a bold fighter that protects the village by day and
the tavern at night?

Or the strong silent type, fiercely loyal and independent
but with mysterious goals tied to a dark past only he knows?

Or perhaps he 1s a travel hungry “regular guy” that only
wants to see the world but keeps getting caught up in all
these “adventures”.

In the game of LoSS your hero can be any of these things.

All of the stats, skills, and equipment only show what
your hero is capable of, not what or who they are. That’s up
to you.

They can be any age you want and from anywhere in Kar-
tharka you want.

You can even make up your own places in the world. Want
to come from a village made up of hunters and trappers who
follow their own forest spirit god? Go ahead, pick a spot on
the map and that’s where the village is.

Or if you are having a hard time coming up with your
own hero, why not steal one?

Pick a character from a movie or book that you like,
change their name and enough about them that they could
be in the world of Kartharka and you’re done! No one need
ever know where your “inspiration” came from, and you
may find your hero becoming something that you never
planned as they have their own adventures.

So grab a character sheet turn to pg 19 and
Jollow the steps to make your own hero!
Or for even quicker hero creation after
making your fzrst hero, turn to pg 18 for the quick
hero creation chart

16
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Hero Record Sheet Demonlord:
Player Name: Realm:
Hero Name: Homeland:
Role: Demense:
Stats Veteran Skills Current Fighting Power
Defense | Attack | Endurance | Damage| Move
Body
Shield?
+2
Mind Special Abilities:
@Ckness Demense Features:
Vitality
Favours
Camaraderie
Other World Equipment
Defense

Armour Worn

Cloth Leather Rings Plate

Head

Body

Arms

Legs

3 Checkmarks-1 Defense
1 S=1 Defense

Quickness Bonus
Veteran Skills Bonus
Total

Attack

Body Bonus
Veteran Skills Bonus
Total

Endurance

Starting

Vitality Bonus
Veteran Skills Bonus
Total

Damage

Veteran Skills Bonus
Total

Treasure Iron:
Gold:
Silver:

Gems:

Sequins:

Hero Rank
I 1
Attk
Def
Dmg___
Endurance-4.
Move-4. T
# of 1d6 special attacksx1

Fame

Infamy

Party Rank

# of 2d6 special attacks x 4.
# of 3d6 special attacks x 10
Total

Veteran Points:




Hero Record Sheet Demonlord:
Player Name: Realm:  The Winterlands
Hero Name:  Karnak Stonethrower Homeland: Karthok Vil (aq@
Role: Hunter Demense:  None
Stats Veteran Skills Current Fighting Power
Defense | Attack | Endurance | Damage| Move
ol +2 5| 2] q 4
D Shield?+2,
Mind _2 Special Abilities:
(@Ckness + 2_ Demense Features:
Vitality [+
Favours
Camaraderie| — j_
Other World| — 2 Fquipment
Heavy Takket Fur cloak with hood, worn

Defense
Armour Worn

Cloth Leather Rings Plate

Takket fur clothes, worn

Takket fur mittens, worn

Sturdy Takket fur foot covers, worn
Sword, sheathe on belt

5 spears, quiver on belt

Head v
Body v v Weeks supply of Matten Fuel, drag sled
Arms Weeks supply of Matten rounds, drag sled
L 1 Flint and striker, bag
egs
. 50 feet of rope, worn
3 Checkmarks-T1 Defense Quickness Bonus __ 2 50 feet of rope, drag sled
1 S-1 Defense Veteran Skills Bonus 2 torches, bag
Total __ 5 2 spikes, bag
Hammer, bag
Attack Body Bonus 2
Veteran Skills Bonus
Total _ 2
Endurance Starting 8
Vitality Bonus 1 Hero Rank Fame
Veteran Skills Bonus I 1
Total 9 Attk _2
Def 3 Infamy
Damage Veteran Skills Bonus Dmg___
Endurance-4 ¥
Total M ——| | Party Rank
ove-4.
# of 1d6 special attacks X 1
Treasure Iron: Gemsz # of 2d6 special attacks x 4. V. Points.
Gold: Sequins: # of 3d6 special attacks x 10 eteran Foints:
Silver: Total 1L
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THE HERO RECORD SHEET

W here to start

The Hero Record sheet on (pgr~) is what you will use to track your heroes strengths, weakness, history and glory. You will
want to make a lot of photocopies of this sheet as you’ll be using a lot of them in your games of Lair. Now work your way
through all the following sections and you will have your own hero!

Your Heroes Background

Player Name:

Put your name here
Hero Name:

This 1s where you put your Heroes name. Kartharkan
names are always great and are usually followed by a title. Al-
ternately a family name is used which usually refers to their
career. The Stonecutters, Hammersmashers, Cragsmen,
and Ironmen are all old Stroh-Branoch Mining families for
example.

Your character may be Gunta Stonecutter, or if he has
turned to a life of adventure, may be called Gunta Blood-
reaver or a Caravan guard may be Gunta Roadwarden.

Role:

This is the hero’s job in life, what he tells others he does.
It has no effect on their abilities or their combat scores but is
purely for role playing purposes. For example Gunta Road-
warden’s Role would be “Caravan Guard”. There are many
things to do in the Winterlands and, if in doubt, say you are
a Miner.

Demonlord:

Write the name of the person who is in charge of the
game, he will be the guy on the other side of the table saying
things like “you are attacked by a tiger...”, or “sadly you were
robbed while you slept”.

Realm: This i1s the place where your heroes are now.
Likely it will be the Winterlands. Your Demonlord will let
you know where you will be adventuring before you make
your Hero.

Homeland:

This is where your Hero is from.

Likely it will be the Winterlands but it may not be. You
can make up a name for your hometown or village or use one
from the maps.

Demesne:

This is where your Heroes make their home. When be-
ginning a new Hero they have no home but are travelers. As
they settle in they may choose to acquire a home instead of
staying at the local tavern or wayhouse.

Details for the basics of a Demesne can be found on

(pg76).

Stats

There are 6 main attributes that define your Hero. His
Body, Mind, Quickness, Vitality, Camaraderie, and Other
World stats.

These “stats” (short for statistics) are used to determine
how well they can fight, how well they can get along with
others, or whether they can do any specific thing that their
players wish them to do.

All of the rules are explained later, but for now you should
know that the higher the score the better.

See the descriptions below to find out what each stat is
used for.

Body:

Defines how big and strong your hero is, their pure phys-
ical power.
Mind:

Defines their intellectual faculties, such as learning,
planning, solving riddles, reading and writing,

Quickness: The speed of the hero, whether when run-
ning, swinging a sword, dodging a blow, or reacting to some-
thing surprising,

Vitality:

The Heroes vital fortitude, the ability to endure long
marches, to suffer and heal from injuries, to overcome ad-
versity, to soldier on when all seems lost.

Camaraderie:

The hero’s ability to lead and get along with others,
whether leading a charge of warriors, haggling with a mer-
chant or being able to tell if someone is not being truthful.

Other World: The stuff of sorcery, whether trying to en-
slave a demon, resisting a witch’s spell or to know which
shoulder to throw salt over to ward off bad luck. The other
world attribute encompasses all this.

Don’t worry about the specific details of how all this
works yet, simply use this as a guideline for now.

An average denizen of Kartharka would have a o in each
of these Attributes meaning that they are average, neither
above or below the normal.

But you will be living the life of a Hero! Heroes stride
the earth taking what they wish, or stand like a wall against
the evil that would imperil their land. They are a cut above,
something special, and so they are given a little something
special when you create your Hero.

the fun.

A note for Demonlords: Adding player created material to the world

Did your hero come from a village outside of town? Make up some maps and names of important folk there. Is your hero de-
scended from some long lost tribe of warriors? Make up their names, their history and background. Create the world together
with your Demon Lovd, make up some legends of monsters and some miniatures for them, the Demon lovd will probably use
them, they will likely have powers you never guessed and have a set of stats way different then you had in mind but ey that’s




ASssign strengths and weaknesses:

You Have 5 “points” to distribute amongst the At-
tributes you would like to excel in. These are your Heroes
“strengths”

If you wish to be a muscle bound brute towering above
all those you survey then you could put all 5 points into
“Body”. You do this by writing “+5” in the box to the Right
of “Body” (see the example character sheet on pg 18 to see
more)

Or you could choose to have one attribute be +3 and an-
other be +2, or put +I into 5 different Attributes.

It is up to you; make your Hero your own.

But Heroes have another thing in common, they always
have a weakness. You must now assign weaknesses to those
attributes which you have not added any bonus to.

You have 5 points of “Weakness” to distribute amongst
any attributes you have not added a point to for strengths.

For example you could choose to put all 5 of your weak-
ness points into “Other World”, to do so write -5 in the box
to the right of Other World. Just as with your strengths you
may distribute these 5 points however you wish, with -3 to
one attribute and -2 to another, or even -1 to 5 different
attributes. The Important thing is that you cannot assign
these weaknesses to any attribute you have already added a
bonus to.

Our hero is now starting to take shape, he could be a huge
lumbering brute of great power but very slow moving, or a
little stronger and faster, but a little fearful of sorcery, and
have difficulty getting along with others.

Make your Hero your own and worry not about their
weaknesses, revel in them, or enjoy watching them over-
come them as they grow and learn.

To the right you can see how our sample hero distributed
their stats and how this is written on the record sheet.

See pg 19 for the entire sample hero.

HEerRO RECORD SHEET
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Player Name:
Hero Name:  Karnak Stonethrower
Role:  Hunter
Stats Veteran Skills
Body |+ 2
Mind |=2.

Quickness |2

Vitality [+
Camaraderie —-j_
Other World _.2_
Defense
Armour Worn

Cloth Leather Rings Plate

Head v
Body v v
Arms
Legs 1
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Veteran Skills:

Don’t worry about the spaces for Veteran skills yet, a new
hero just setting out on a life of adventure doesn’t have any
yet.

Starting Equipment

Next you need to select your hero’s starting equipment.

Deciding to start a life of adventure, heroes leave their
homes and friends behind carrying all their possessions with
them.

The starting equipment is the collection of items the
hero starts their career with and many more are available in
any settlement.

Go through the list of equipment below and write all of
the items on your characters sheet in the section marked
equipment.

In a few places in the list you are given choices. Choose
which items you want your hero to have and write them on
your sheet.

Remember that just because you chose to give your hero
a sword for their starting equipment; it doesn’t mean they
can only use swords, or can only ever have one sword.

Your Hero starts with the necessities of Life in the Win-
terlands.

Write the items listed to the right in the equipment box
on the Hero Record sheet. See the example hero sheet (pg
18) for how things are written on the sheet.

The items marked “Choice” allow you to make a selec-
tion from a group of items. Don’t worry about picking the
“right” items. You can always get more later if you need
something.

On the character sheet write where the items are stored,
whether it is in their carry sack, their drag sled, or worn in
the case of weapons and armour.

Only one coil of rope can be “worn”. (see example charac-
ter sheet to see how this is done.

Starting Money/Treasure

When starting, a hero has no treasure, yet. Your hero has
“a few copper pieces” which can be used to buy a drink, a
meal, or to rent a room in a wayhouse.

In Lair of Sword & Sorcery, it is not important to track
every single copper piece a hero finds and spends. This sec-
tion of the character sheet is for treasure, like gold, silver,
gems and gold statues stolen from evil temples.

If a hero spends his few coppers it can be assumed he has
found work for a day chopping wood, stacking stones, or dig-
ging holes to get more.

See pg 31 for more about money in the world of Karthar-
ka.

The Starting Equipment List:
Large Leather shoulder bag. This can hold up to 20
small items.

Drag sled. This can hold up to 5 large items as well as
40 small items.

Heavy Takket Fur cloak with hood.

Takket fur or Takket leather clothes (any cut or style
the hero prefers; long and flowing, tight to the body,
well made or travel stained.

Takket fur mittens.

Sturdy Takket fur foot covers.

1 Weeks supply of Matten Fuel for fires.

1 Weeks supply of Matten Flour rounds, for eating,
Flint and striker.

2 large items from Adventure Gear on the Equipment
list (pg 35). Player may choose the same thing twice.
s small items from Adventure Gear on the Equip-
ment list. (pg 35) Player may choose the same thing
multiple times.

Choice: Two weapons from the weapon list on pg 35,
weapons come with sheathes.

If a throwing weapon is chosen the hero is equipped
with a bandolier which holds s of the weapon.

4. pieces of armor, of any type (except steel), for any
part of the body. A shield counts as 1 piece.

See the armor rules on pg 37 o learn about armor.

See the example character sheet on pg 18 to see how this is
written on the sheet.

Equipment

Heavy Takket Fur cloak with hood, worn
Takket fur clothes, worn

Takket fur mittens, worn

Sturdy Takket fur foot covers, worn
Sword, sheathe on belt

5 spears, quiver on belt

Weeks supply of Matten Fuel, drag sled
Weeks supply of Matten rounds, drag sled
Flint and striker, bag

50 feet of rope, worn

50 feet of rope, drag sled

2 torches, bag

2 spikes, bag

Hamumer, bag

Hero Rank Fame
T
Attk 2
Def 3 Infamy
Dmg
Endurance-6 3 Darte Rank




FILLING IN THE COMBAT SCORES

Now it’s time to fill out the combat sections of the sheet.

These are the ones marked Defense, Attack, Endurance,
and Damage on the left hand column of the sheet.

This is where we calculate all the important combat
scores for your Hero. Don’t worry though, there is very
little to look up or cross reference, everything is right there
on the sheet.

Let’s start with the Defense section.

Defense:

A heroes Defense score is used to minimize damage he
takes from attacks. It is a combination of dodging, parrying,
and absorbing damage with armor.

Here is the defense section from our example character
sheet to the right.

You can see there is a table to track each section of the
body and the different types of armor that can be worn on
each section.

There are checks for the armor this hero has taken. Below
the table it says 3 pieces=I pt.

So tally up the armor pieces, divide by 3 and write the
score in the larger box like the example, in this case it is I.

Next is the quickness bonus. If you decided to add a bo-
nus to quickness then write that score here.

You can see our example hero took a bonus of +2 which
1s written in.

If you took a weakness in quickness then write that nega-
tive score in the box for quickness.

The last box is for Veteran skills. Various veteran skills
can give you bonuses to defense, but you won’t have any yet
so leave that area blank.

Now total up all the scores and put the result in the Total
box. Note that this could be a negative. Learn more about
armour and defense on pg 37 & 51

7 L o

=t

Camaraderie

Other World

=2

Defense
Armour Worn
Cloth Leather Rings Plate
Head v
Body v v
Arms
Legs
3 Checkmarks=1 Defense
1 S=1 Defense

Quickness Bonus
Veteran Skills Bonus
Total

INIRSIEANES

Attack
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Body Bonus

Attack:

The attack score is used for fighting enemies. It is what is
used to see if you are able to get an upper hand in a combat
and get in a decisive strike before they do the same to you.
See more about the attack score on page s5o.

The attack section is a little easier to fill out.

Simply put your body score (whether a bonus or a weak-
ness or o) into the body bonus box.

Again veteran skills can increase your attack, but you
have none for now so leave it blank.

Total up the scores and write this in the total box. Note

this may be a negative number.
Total |

Attack Body Bonus
Veteran Skills Bonus

Total

oo [[ N N]] [0

Endurance Starting

X 1. 1D
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CHARACTER CREATION

Endurance:

The Endurance score is used to see how long you can keep
fighting before being worn down and letting a solid blow
through to injure you.

It is a combination of fighting skill, experience, physical
stamina and toughness. See more about the endurance score
on page 50.

All heroes start with an Endurance of 8. That is why it is
written on the sheet for you already. Normal humans have
an endurance of 4. This is to take into account the heroic
nature of your character as well as the one thing every hero
needs, luck.

If you have taken a strength or weakness in Vitality then
copy that score into the Vitality bonus box.

Veteran skills can increase your Vitality bonus as well but
you do not have any yet so you can leave that section blank.

Now tally up the total and write it in the Total section.
Note this may be a negative number as well.

Current Fighting power:

Copy the total numbers from the left side of the character
sheet into these boxes. During a scenario the numbers on the
left hand side of the sheet will not usually change, but your
current fighting power will constantly be going up and down
based on fighting and other events.

Copy the totals form Attack, Defense, Endurance, and
Damage into the large boxes on the right hand side of the
sheet.

To the right we see how this is done with our example hero.

If you are using a shield, tick the check box in the attack
section so you will remember to add +2 to your attack rolls.
(Shields add a bonus to attack not defense, see pg 37 in the
combat section for more details)

Veteran Skills Bonus
Total __ 2
Endurance Starting 8
Vitality Bonus 1
Veteran Skills Bonus
Total 9
Damage Veteran Skills Bonus
Tatal
Damage:

The damage score represents your skill as a warrior. The
ability to target your attacks in the right area, to penetrate
an enemies defenses, and to deal a crippling blow instead of
Jjust wearing them down slowly.

A damage bonus is available only through Veteran skills
and so this section is left blank for starting heroes.

Learn more about the Damage score on page so.

Raalm: _ The Winterlands
Homeland: _ Karthok Village
Demense: None
CURRENT FIGHTING POWER
Defense | Attack | Endurance | Damage| Move
3 IgshieldH?. q 4

Special Abilities:




EVERYTHING ELSE
Mowve:

Write a 4.in this box.
All humans have a Move score of 4.. Some veteran skills
will increase this score.

Special Abilities:
You have none. This section is for special powers or skills
which your hero may acquire in the future.

Demesne:

This is your hero’s current
home. All starting heroes are
travelers with no home so
leave this section blank.

See pg 76 for more on the
Demense.

Treasure:

You start with no trea-
sure, but this is where you
will track any treasure you
find.

Gold silver and Iron are
all tracked in equivalent
number of Coins. Gems are
tracked by their total value
in Gold coins. Sequins are
tracked by their total value in
Gold coins.

(see the money section on
pg 32 for more info on trea-
sure and money)

Favors
By completing adventures
and other deeds your hero
will earn favors from people.
These are very important in
the game of LoSS and are far
more valuable than treasure. You aren’t owed any favors yet
but this is where you will track them.
See pg 56 for more on favours.

Determane heroes rank

A heroes Rank is a measure of how useful they are in
combat.

To determine a heroes rank simply fill in all the sections
in the rank table and total them up.

A hero’s rank can calculated by doing the following:
«Start with 1 (this is already written in for you)
«Write in the Attack total from the left hand side of the
sheet into the Attk section on the rank table. (Don’t forget

the bonus +2 for using a shield). This may be a negative.
«Write in the Defense Total from the left hand side of the
sheet into the Def section on the rank table. This may be a
negative.
«Write in the Damage Total from the left hand side of the
sheet into the Dam section on the rank table. This may be
a negative.
«Check your Endurance total. Subtract 6 from this total
and write that amount in the Endurance section in the rank
table. Note that this may be a negative score.
«Check your Move total. Subtract 4. from your move and
write the final amount in the move section of the rank table.
Note this may be a negative
score.
For every “special attack”
the hero has that causes 1d6
of damage add 1 to the 1d6
section of the rank table..
Starting heroes have no spe-
cial attacks.
For every “special attack”
the hero has that causes 2d6
of damage add 4. to the 2d6
section of the rank table.
Starting heroes have no spe-
cial attacks
For every “special attack”
the hero has that causes 3d6
of damage add 10 to the 3d6
section of the rank table.
Starting heroes have no spe-
cial attacks.
«Controlled agents: this sec-
tion is where you add the
total rank of all things con-
trolled by the hero, such as a
pet wolf or a spirit they con-
trol.
«Now tally up all the scores
in the table to determine the
heroes final Rank.

A heroes “Special Attacks” are usually from a magical
item or from a creature they control, such as a spirit or de-
mon.

For example, if a sorcerer controls a demon, add the de-
mons rank to the controlled agents section of the rank table.

If a sorcerer has an item which can cause a special attack,
like shooting a fireball that causes 2d6 damage, add 4. to the
2d6 section of the rank table.

Party Rank

The party rank of the group of heroes can be found by
adding together the ranks of all the heroes and followers.
(Note that most standard followers are Rank 1).

AND YOU’RE DONE! NOW YOUR HERO IS READY TO BRAVE THE WORLD IN A
LIFE OF HIGH ADVENTURE!
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THE LLAIR VETERAN SYSTEM

W hat are veteran points and how
do [ get my filthy paws on them?

Your grand and powerful hero already wades across fields
of enemies in a wash of blood; but how can you make him
even better? Smashing your way through a group of thieves
is thrilling but what about single handedly cutting down a
mighty dragon? Taking on entire armies and winning? Or
feeling entire kingdoms tremble beneath your feet.

To grow your hero into this incredible Titan we have the
Lair Veteran System.

As heroes encounter more horrible and terrible things,
and live to tell about it, they become better at surviving.
This is represented by earning Veteran points. The things
they actually learn are represented by the Veteran skills.

The players earn Veteran points for accomplishing dif-
ficult tasks, or at least surviving dangerous ones. Veteran
points can be spent to gain new Veteran skills.

You can receive points for surviving battles, defeating
enemies, succeeding at a scenario, or accomplishing other
difficult tasks.

Heroes also receive Veteran points for doing amazing
things that make the game more fun, having their hero at-
tempt an impressive maneuver in the middle of a combat,
coming up with a devious plan, or even dressing up like their
heroes.

Whether the hero becomes a better fighter, more power-
ful sorcerer, or more influential politician is up to the player.
They may spend their points in any way they wish.

Earning Veteran Points (VP)

Veteran points are gained immediately after the action
which earns them but cannot be spent until the hero is safely
returned from their current adventure.

A player gains 1 VP (Veteran Point) immediately after any
of the following things occur:

e Survive an encounter with a group of Enemies of
Equal or Greater Rank.

e Survive making a death roll (this is on top of “survive
an encounter with a group of enemies of equal or
greater rank”).

e Beat ascenario (complete the scenario objectives).
The Veteran point award will usually be printed with
the scenario but if it is not they should get at least 1
VP each.

e  Succeed at an impossible task (an impossible SOTA
roll) which would have caused harm to the hero if it
had failed.

e The player has an impressive Role playing moment
which impresses the rest of the group or Demonlord.

e Dressingup as your Hero earns you 1 VP per game
session. (Leave the sharp things at home kids)

e The Demon Lord is free to also award VP for any-
thing which they deem worthy of it

What you don’t get VP for is looking for trouble. If you

decide to take on the city guard who obviously out power
you, and they arrest you but don’t kill you, then you don’t
get a VP for “Surviving an encounter with a group of en-
emies of greater rank”

If you knew for a fact that the guards would kill you and
you still chose to attack, that may be a different story but a
good rule of thumb is:

If you have nothing to gain by attacking, you don’t get
aVP.

It is up to the Demon Lord to make the call when the
heroes go looking for trouble.

Spending Veteran Points

Now that you’ve got them, what are you going to do with
them?

The heroes spend their Veteran points, which represents
the entire process of seeking out knowledge, diligent prac-
tice in their field, careful thought, trial and error of the ad-
venturing process and all the other things one must do to
“learn”.

Players spend their heroes’ VP to buy Veteran skills. Each
of these skills will either increase an ability they already have
(Like increasing their attack) or give them new skills and abil -
ities (like summoning demons).

Some of the Veteran skills will require the heroes to have
certain things, like a practice yard, a teacher, or supplies.
Most of these things will require money to buy.

When Can Tou Use your Veteran Points?

The players can spend their VP to buy skills only in be-
tween scenarios, never during them

They must wait until their heroes have finished the sce-
nario, are safely back in town, camp, or wherever they are
making their home at the moment.

Once they are safely home they can rest and absorb the
lessons they have learned. Once relaxed and fully healed the
player can spend VP to either buy new Veteran Skills or in-
crease the Veteran skills they already have.

They may spend as many VP as they like on as many skills
as they like during this time. They may even buy a skill and
increase it to a higher level in the same “training period”.

A good guideline for Demonlords should be that a hero
cannot purchase any new veteran skills or upgrade the ones
that they have without having at least some sort of demesne
to call home (see pg 76 for Demesne).

Without a comfortable bed and adequate living condi-

tions it is impossible to improve your skills.
:J%
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VeTERAN PoInTS

How do you Spend your Veteran
Points?

You will see on your character sheet that there are 3 slots
next to each stat.

These are where you write in the Veteran skills you have
bought.

Each veteran skill has an associated stat.

This means that a hero may only have a maximum of 3
Veteran skills in any one of their stats

For example: A hero may only have a 3 Body Veteran skills.

The hero is also only allowed to buy Veteran skills in stats
they have no weakness in (a negative stat)

Discarding Veteran skills

You may find that you already have 3 Veteran skills for a
stat and would like change one of these skills for a different
one.

You can “discard” any Veteran skill that you have. Sim-
ply erase it and now you have room for a new skill. However
you don’t regain any VP points for skills that you discard.
Them’s the breaks so spend your points wisely.

Veteran skill costs.

To buy a new skill costs 10 VP.

When you buy a skill you gain the benefits listed in that
skills description.

You can also increase a Veteran skill you already have.

Skills usually start with some kind of a bonus of +1 to do
something.

To increase the skill from 1st to 2nd rank (+2) costs 20 VP

To increase the skill from 2nd to 3rd rank costs 30 VP

And so on.

Some skills have no specific bonus but simply allow the
characters to do something new. They may or may not be
increased.

Each of the skills will state how high the skill can be in-
creased, and what the hero is required to have to buy these
increases.

Important rule to note:

You will see that some increases can be had in more
than one stat.

For example, “Increase move” is both a body skill and
a quickness skill

They hero can purchase “Increase move” as a Body skill
or a Quickness skill but not both.

If they take it as a body skill they must continue to in-
crease the body skill instead of adding a new skill in quick-
7655

This is to keep heroes from getting a large number of
cheap “+1%” in the same skill instead of paying for the
TMOYE EXPENSIVE I1CTEASES.

Teachers:

Some veteran skills may require a teacher. The Demon-
lord should use this as an opportunity, as a source for adven-
ture ideas. Teachers should be difficult to find, expensive or
far away.

Finding them should be an adventure in and of them-
selves, and convincing the teacher to accept them as a stu-
dent should also be an adventure.

I believe it is in the best interest of the game at this point
to leave this area completely up to the Demonlord, so that
they can keep control of their own games.

If you would prefer to allow easy access to teachers for
your heroes then feel free to do so.

The cost of Teachers can be highly variable.

For some teachers the hero may agree to work as an as-
sistant for a time to pay for their training. I would suggest
up to a month would be a suitable amount of time.

If the teacher is to be paid in Money an amount in Iron
pieces equal to the number of Veteran points required for
the skill would be suitable.

Or the teacher may have a task for the hero to complete.
The hero may have to go on an adventure to find something
for the teacher. I would suggest that this adventure should
only take one night of game play or the other heroes may
balk at putting in so much effort for another heroes benefit
only.

Demesne Requirements

Some veteran skills require a Demesne (the hero’s home).
Others require a Demesne with special features, like a train-
ing yard or a place to craft items. The requirements are listed
with each veteran skill.

This is because certain skills require specific kinds of
training, practice, or tools to learn and improve. They also
require a quiet private place to practice in peace.

To find out more about how your hero can get their own
demesne see pg 77.



THE VETERAN SKILLS

The veteran skills that follow are grouped by their appli-
cable stat.

There are some that are applicable to more than one stat,
like ”Increase move”. Remember that once you take a skill in
one stat you cannot take it in another.

Each skill is listed in the same way.

Name: effect.
Special rules
Availability.

Usually a +1 is available for anyone to take, and further
increases require a demesne or teacher.

Body Skills

Increase Defense: Bonus to Defense.

Only works when the character is armed with a weapon.
The character masters the ability to defend themselves from at-
tack with weapons.

+1 is available to all. +2 requires a Demesne with a train-
ing yard. +3 requires a demesne with a training yard and a
training dummy. +4.requires a demesne with a training yard,
dummy and a suitable teacher.

Increase Attack: Bonus to attack.

+1 15 available to all. +2 requires a Demesne with a
training yard. +3 requires a demesne with a training
yard and a training dummy. +4. requires a demesne
with a training yard, dummy and a suitable teacher.

Increase Endurance: Bonus to Endurance.

+I and +2 available to all. +3 requires any demesne
with a yard.

Increase Damage: Bonus to Damage but only
when the hero is armed with a weapon.

+1 18 available to all. +2 requires a Demesne with a
training yard. +3 requires a demesne with a training
yard and a training dummy. +4. requires a demesne
with a training yard, dummy and a suitable teacher

Increase Move: Bonus to Move.

+1 available to all.

Quyckness

Increase Move: Bonus to Move.

+1, 2 and 3 available to all. Note 2nd and 3rd rank
only available using the quickness stat version of In-
crease Move.

Fump: Bonus to Jumps.

Allow the hero a bonus to any Sota volls involving
Jumps.

+I available to all. +2 requires a Demesne with a
Yard.

Throwing: Bonus to Throw.

Allows a bonus when attacking with any thrown
weaporn.

Also allows a bonus on any Sota rolls that involve

throwing,
+I and 2 requires a demesne with a target.
Aecrobatics: Bonus to Sota rolls for Acrobatic tasks, leap-
ing, grabbing, and swinging.
Bonus of +1 or +2 requires a demesne with a yard.

Mind

Increase Attack: Bonus to Attack whether armed with a
weapon or not.

+I to +3 requires a yard and a suitable teacher.

Languages: cach bonus allows the Hero to master an ad-
ditional language.

Each language can be purchased for 10 V"P.

Requires a suitable teacher and a writing table

Sage Lore: A bonus applicable to any Sota roll that in-
volves knowledge of History, legends, natural history or
“Science”.

+1 to +4. available.

Requires a Demesne with a suitable library, writing table
and access to a Sages Hall and the teachers within.

Crafting: Each bonus allows the Hero to craft an addi-
tional material from the list of crafting materials on page 30.

Each bonus increases in cost like any other Veteran skill.

This skill is discussed fully in the crafting section on page 30.
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VETERAN SKILLS

Vitality

Increase Endurance: Bonus to Endurance.

+1 to +3 available to all.

Requires a Demesne with a yard.

Pack Mule: Bonus to Carrying ability.

Practice carrying heavy loads, and knowledge of weight dis-
tribution, proper use and maintenance of straps and specially
craffted bags and carrying racks.

Each bonus allows the hero to carry either 1 additional large
item or 1 additional small items.

+1I to +3 available to AlL

Requires a demesne with the same tools as leather craft-
ing. See page 30 for more info on Leather crafting.

Camaraderie

Merchant. The hero receives a bonus when buying and
selling, bartering, or other contracts. The bonus applies in
the exact same way as a camaraderie bonus when buying or
selling goods and is used with the hero’s camaraderie bonus
(see pg 32 for buying in Kartharka). Bonus of +1 to +3 avail-
able to all. Requires a demesne. A fixed address is necessary
for bargaining. The hero may increase their merchant bonus
only as high as their natural Camaraderie bonus.

Leader: bonus to Fleeing and Rallying rolls with the he-
roes own followers (see page 8o for followers).

Bonus of +1 to +3 available to all. The hero may increase
their Leader bonus only as high as their natural Camarade-
rie bonus.

Fudgment: Bonus to any Sota rolls to determine if some-
one is lying, or hiding information, or being deceitful in any
way. +I to +3 available to all.

Con Man: Bonus to any Sota roll to mislead someone or
hide information.

+1 to +3 available to all.

Otherworld

The Otherworld skills are all related to the knowledge and
manipulation of things of the Otherworld. The Other side,
the spirit world, the dark places, Magic and sorcery, sprits
and creatures, demons and monsters.

Sorcery and the Otherworld are the very backbone and
history of the world of Kartharka.

Sorcery Skills: Summoning, Protection, Command, En-
slavement, Imprisoning.

These will be discussed in the sorcery section

See pg 6o.

Sage Lore: A bonus applicable to any Sota roll that in-
volves knowledge of History, legends, natural history or
“Science”.

Requires a Demesne with a suitable library, writing table
and access to a Sages Hall and the teachers within.

+I to +4. Available to all.



CRAFTING

The crafting skill may be taken as any available skill slot
if the Mind slots are full. The costs for the crafting skill are
the same as for any other Veteran skill.

The Crafting skill in Lair of Sword & Sorcery encom-
passes many things. It is used not only to make things. It
1s knowledge of materials, and the things they are used to
make.

It is how to make, repair, know the value of, how to use,
and how to destroy things.

Each bonus in the crafting skill allows the hero to craft
using more difficult materials.
The bonuses are:

1. Leather and Wood

2. Pottery and stone

3. Copper, silver, gold and Bronze
4. Iron

5. Steel

For example: when the bero takes Craffting +1 it allows them
to create wood and leather items.

1t also allows them a bonus to any Sota roll involving work-
ing with wood, such as; repairing a wooden item, understand-
ing wooden machines, or destroping wooden things like taking
down a door, or dismantling a fence.

The crafting skill also allows the hero to make a good
guess at the value of things made of that material.

If the hero has a demesne with the proper tools and ma-
terials then they may create or repair items of the material
they have the skill for (see Demenses pg 76 for the costs of
these things).

They may only create items they have been given the
opportunity to study in the past. To create something they
have never seen may require either study of it in legends and
books, or other applicable Sages Lore rolls.

Crafting Weapons and Armor

One of the first things your players are going to want to
do is make their own weapons and armor.

If you consider the massive investment in Veteran Points
as well as cold hard cash for a demesne and a forge that is re-
quired to do so you will see that if they want to go that route
they should be allowed to. The cost is going to be far higher
than just buying the things themselves.

They may even be allowed to make steel weapons if they
meet all the requirements.

However they should not be allowed to make the mythi-
cal master weapons which circulate in the world; those
magical weapons or weapons of such exquisite workmanship
that they rise above all others in their family. These things
are the products of centuries of learning passed down from
generation to generation and that knowledge is jealously
guarded by the scant few people in the world who hold it, if
the knowledge has not been lost completely.
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MONEY&«BUYING

MONEY:

Let’s get one thing straight about the world of Kar-
tharka; money is used by rich people. It is used to make
trading large amounts of goods between cities and coun-
tries easier. Regular people use copper coins not because
it is the smallest unit of currency but because it is a cheap
and useful trade good, and using it in coin_form means

_you don’t have to weigh the copper every time you want to
make a purchase.

Are you a peasant? Scraping a meager existence from
the land for a few coppers and then using them to buy your
nights _food? Or are you a hero? Striding the land like a
maelstrom, making blood fall like rain on the battlefzeld,
and gold fall like rain in the taverns!

Yow’ll notice that coppers aven’t even listed on the char-
acter sheet as a hero would not even bother picking it up.

A few coppers...

W hile we don’t bother tracking those coppers we as-
sume you always have a few in a purse somewhere about

_your person. A hero can always be assumed to have enough
money to survive. They will always have some Matten
Slour for food and if they choose to sleep in a chair in any of
the wayhouses of the land, none would bother to stop them.

(Or dare to for that matter).

Money is for buying a round of drinks at the inn, for
buying a week’s worth of food for a long journey. It’s for
buying rope, armor and weapons. In the frozen wastes
of the Winterlands few things are easy to make and so
all equipment is expensive; but with the harshness of the
countryside also comes the willingness of the people to share
a feve with a fellow traveler and make sure that their fel-
low townspeople have enough to live for another day.

So when_pour character enters a bar, don’t ask how
much a mug of ale costs; throw a handful of gold on the
bar and tell the barman to pour until the money is gore.

Remember Kartharka isn’t about counting coins; it’s
about living like a hero!

Special treasure
Large gold candlesticks and other large bulky treasure

Spending Money

In the Winterlands people fend for themselves (simi-
lar to the pioneers in our history). They make their own
t00ls, furniture, houses, and clothes, grow their own food,
keep their own animals. People do not buy things.

Heroes buy things; they travel too much to carry all the
tools to make things and don’t have the time to do so even
if they did.

But, in a lavge town like Stroh-Branoch, people come

from all across the world to make their fortunes. Being
travelers themselves, they also have few tools and, being
miners, also little time to build.

So there are trades people in Stroh-Branoch that sell
their goods.

Prices vary greatly, and when a tradesman sees a hero
stride in they are definitely going to charge them more.
Their prices will be measured in gold, and as much of
it as they can get. Return business from a hero is not to be
depended on as they often disappear soon after leaving a
town.

Everything on the equipment lists will cost at least a
20ld cotn (Weapons and armor will be much more, but
will be noted on the list see pg 35).

If a hero is rude, or in a burry, or seems rich, the price
will also double or triple (see pg 33 for more on the cama-
raderie score when buying and selling).

They can take the price or leave it.

In Lair of Sword and Sorcery small amounts of mon-
ey aren’t tracked, and it is assumed heroes always have
“a_few coppers” to pay for things like food lodging, or a
handful onZJard, or a few pinches of salt.

Not bothering to track all of these small resources
means that heroes don’t really need to spend a lot of mon-
ey, which is good because everything is expensive.

Earning a whole gold coin would take a miner weeks
of hard labor, and the expense of travelling, living, tools
and boarding eat up a portion of that as well.

This means that a gold coin is worth a lot.

Lair of Sword and Sovcery does not generally have
lists and lists of equipment, detailing prices, availability,
weights, and other things.

If a Hero wants to buy something he will generally
have to have it made to order. Merchants do not tend
10 have 30 chairs lying around in stock on the showroom

oor.
/! Merchants tend to trade in raw goods, like metal,
cloth, tools, the things you use to make things.

T get something the bero goes to a craftsmen who will

ONIANY 29 AANOJA

should be tracked in the “special” section or under equip-
ment, with a note beside it saying how much each item is
worth.

make something for them.
When buying anything is Kartharka remember that
iron, and therefore steel, is incredibly valuable and rare.
Any equipment that the heroes are buying will be ei-
ther copper or bronze. The combat rules also assume that
the heroes will be using copper or bronze weaporns and so
there are bonuses for using a steel weapon if a hero were

0 buy or acquire ore.

Coin Exchange Rate
10 copper coins equals I silver coin
10 silver coins equals 1 gold coin
10 gold coins equals 1 iron coin
10 iron coins equals I platinum coin
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Monzey & Buying

Buying regular Gear

Usually the price for anything will be One gold.

Want to buy a bronze sword?

(the Winterlands are for all intents and purposes a bronze
age society)

The price is one gold.

Want to buy a dagger?

The price is one gold.

Want to buy a piece of cloth Armor?

The price is one gold.

Then the hero waits for a few days and the item is avail-
able.

If the hero is in a rush, or is rude, the price doubles.

Camaraderie and buying:

If the hero has a good camaraderie score they may get a
discount.

+I=T0% discount

+2220%

+3=30%

+4=40%

+5=50%

Always round up.

It doesn’t get any better than half off and the merchants
will rarely be willing to trade for “half a gold piece” so it may
be a good idea to order a couple of things when getting the
discount.

A negative camaraderie will cause problems as well.

-1=Double Cost

-2=Triple Cost

-3=Quadruple cost

It doesn’t get much worse than quadruple cost but the
craftsmen may make them wait up to a week or more for
their items if their camaraderie is worse than -2.

These prices will get them a serviceable, sturdy and plain
version of the item.

A sword will indeed have a blade and a handle. It will not
be pretty but it will work.

The cloth armor will indeed stop a blow But don’t ask for
it any color but brown and it’s going to be one size almost
fits all.

When a group of heroes is shopping they may try to elect
the one with the highest camaraderie to do the shopping and
this will work up to a point.

But if someone is buying Armor or weapons the crafts-
men will want to see the person the item is meant for. They
need to make measurements, consider the weight and distri-
bution and discuss balance.

This means that the surly and mean fighter is going to
have to meet the craftsmen

In this case the hero with the high camaraderie will act as
a go between and a combined camaraderie between the two
will be used to consider the price.

Add the camaraderie scores together and consult the
buying charts. A +2 and a -2 will cancel out meaning they
will pay the normal price.

Buying special gear

If the heroes have any special requests for their item it
will add at least an extra gold to the standard price.

Specifying colors, cuts, special insignia are all considered
special requests.

If the hero is asking for something to be completely cus-
tom made then the price will skyrocket.

For example:

A standard sword; 1 gold

Standard molds can be used and there is no customization.

A standard sword with a bronze pommel in the shape of a
wolf; 5 gold (5 times base cos?)

A standard mold can be used and the crafisman can make
the pommel by hand

A standard sword with an imperial style crosspiece; 10 gold
(10 times base cos?)

The crafisman can use a standard mold_for the blade but
must make a new mould for the pommel

A Hunzar jungle style scimitar with a Hunzar style pom-
mel and crosspiece; 20 gold (20 times base cos?)

The bronzer will have to make all new molds and will
need to consider the balance and mix of metals for this bizarre
weapon.

Coins

When you find money (or earn it) while adventuring
track it in the treasure section.

There 1s a place on the hero record sheet to mark in sil-
ver, gold and iron coins.

Platinum is tracked in the “Special” section. It can be
found in the form of coins, jewelry or other items. Coins
don’t have to be written separately but all of the other items
should be.

Sequins are tracked on the record sheet by their total
value in gold coins.

Sequins are small copper coins encrusted with semipre-
cious stones. Their total value in gold coins are stamped on
one side.

Sequin values can range anywhere from 1 to 100 gold
coins each.

There is no need to track every single sequin and its value.

Gems are tracked by their total value in gold coins. There
1s no need to track every single gem.

Rig
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CARRYING CAPACITY

Let’s be honest, what this really means is “How much
loot can I drag back to town?”

In the world of Kartharka there are three kinds of loot:

1: Enough treasure for my Hero to pay for a room and
food, buy a new weapon, and blow the rest at the tavern,
gambling and drinking.

2: I can buy anything on the equipment list and travel to
the next town for even bigger and better things.

3: Enough loot to retire to a life of luxury in the Sum-
merlands.

Anything else is just more bookkeeping. In a world where
Iron is more valuable than gold (and lighter) a steel sword is
more valuable as a weapon than as treasure. Steel weapons
and armor are so expensive that most people would rarely see
them much less own them. If you stumbled upon this as loot
you would likely throw your bronze sword to the ground and
leave it behind once you found a steel one, hardly bothering
to bring the bronze one back to town to sell it.

This means that treasure encountered in the wild is often
either highly portable gems or useful things like steel items.

For carrying large amounts of treasure:

Heroes can carry as many coins as they like.

For items like gold candlesticks or useful goods they can
carry as much as their large carry sack and drag sled will al-
low.

Large Leather shoulder bag. This can hold up to 20 small
items.

«Drag sled. This can hold up to 5 large items as well as 40
small items.

HIRING HELP

Hiring some men to travel with you and protect your
back is a costly venture.
They will have their own food and camping supplies.
If they are expected to fight more than once per week
they may ask for an additional gold piece per fight per week.
The will have one weapon each but will have no armor.
The hero may buy them additional weapons and armor
which they will use during their employment but it will not
be returned when their contract is completed.
Usually these people will be hired in groups. This
means that if one of them dies the heroes may not
“loot their corpse”; the other guards in the group
will either distribute their belongings or take
them to sell and give the proceeds to the /
At least they will tell the heroes -/
that 1s their plan.
If there is no one left to stop the
corpses if they wish but upon returning to the
town they came from will be expected to explain what
happened to the hired help and their belongings.

dead man’s family.
heroes after a combat then they may loot the

Looting the hired help can definitely earn the heroes un-
wanted infamy (see page 56 for fame and infamy)

To hire a standard guard whose stats are all zero (except
the usual 4. endurance) will cost 1 gold per week. To hire any-
one with better stats than the average guard is a costly pro-
cess and will often involve hiring from one of the mercenary
companies found in Stroh Branoch. This will be left up to
the Demonlord as to price and availability.

See the follower sections on pg 8o for more information
on Followers.

AN AVERAGE FOLLOWER
Def Attk End Dam Move Rank
I o 4 o 4 2
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EQUIPMENT LISTS

The following equipment list is a reorganization of all the
equipment from the Core game of Lair of Sword & Sorcery.

What follows is a list of items, their size, and their basic
cost.

The basic cost for most items is I gold coin but some
items will cost more.

The base cost shown will be for a standard item, with no
adornment, made of bronze, wood, leather, or fabric (which-
ever is applicable)

When a steel or iron option is available for an item it will
be listed and clearly marked, such as “sword, steel”.

Armor

ITEM SIZE. COST (GCQ)
Helmet Cloth Large 1
Helmet Leather Large 1
Helmet Rings Large 2
Helmet Rings Steel Large sso
Helmet Plate Large s
Helmet Plate Steel Large sso
Body Cloth Large 1
Body Leather Large 1
Body Rings Large s
Body Rings Steel Large sso
Body Plate Large 10
Body Plate Steel Large 550
Arms Cloth Large 1
Arms Leather Large 1
Arms Rings Large 2
Arms Rings Steel Large s
Arms Plate Large s
Arms Plate Steel Large ss0
Legs Cloth Large 1
Legs Leather Large 1
Legs Rings Large 5
Legs Rings Steel Large s
Legs Plate Large s
Legs Plate Steel Large sso
Shield Large 1
Shield Steel Large ss0

R~
xXED

Hand to Hand Weapons

ITEM
Axe 1 handed
Axe 1 handed Steel
Axe 2 handed
(2 handed weapon)
Axe 2 handed Steel
(2 handed weapon)
Sword 1 handed
Sword 1 handed Steel
Sword 2 handed
(2 handed weapon)
Sword 2 handed Steel
(2 handed weapon)
Throwing Axe
Throwing Axe Steel
Dagger
Dagger Steel
Knife
Knife Steel
Kartharkan Mace
used 1 handed
Kartharkan Mace
used 2 handed
(2 handed weapon)
Kartharkan Mace Steel
used 1 handed
Kartharkan Mace Steel
used 2 handed
(2 handed weapon)
Kartharkan Fighting Spear
Kartharkan Fighting Spear Steel
2 Handed Hunting spear
(long weapon)
2 Handed Hunting Spear steel
(long weapon)
2 Handed War Spear
(2 handed weapon)
(long weapon)
2 handed War Spear Steel
(2 handed weapon)
(long weapon)
Halberd 2 handed
(2 handed weapon)
(long weapon)
Halberd 2 handed Steel
(2 handed weapon)
(long weapon)

SIZE  COST (GC)
Large 1
Large 550
Large 2
Large ss0
Large 1
Large ss50
Large 2
Large ss0
Small 1
Small 550
Small 1
Small 550
Small 1
Small 550
Large 2
Large 2
Large 550
Large sso0
Large 1

Large sso
Large 1
Large ss0
Large 1
Large sso0
Large s
Large ss0



Missile weapons

ITEM -

Winterlander Composite Bow

Winterlander Composite Bow
Steel Arrows

Knife Thrown

Knife Thrown Steel

Throwing Axe

Throwing Axe Steel

Kartharkan Fighting Spear
Thrown

Kartharkan Fighting Spear
Thrown Steel

Adventuring Gear
ITEM

Leather straps
Flask

Wineskin

Tarp

Dice

Candle

Torch

10 foot rope
Parchment
Writing sticks
Chalk

Spikes

Hammer

6 foot pole
Shovel

Pick

Snow axe

Snow shoes
Matten Fire Fuel
Matten Flour
Flint and Striker

Carrying gear
ITEM

Drag Sled

Shoulder Bag

Clothes

ITEM

Heavy Fur Cloak with Hood
Fur Clothes

Leather Clothes

Fabric Clothes

fur Mittens

Fur foot covers

Leather foot covers

SIZE
Large
Large

Small
Small
Small
Small
Large

Large

SIZE
Small
Small
Small
Large
Small
Small
Small
Large
Small
Small
Small
Small
Small
Large
Large
Large
Large
Large
Large
Small
Small

SIZE
Large
Large

SIZE
Large
Large
Large
Large
Small
Small
Small

COST (GC)
2
550

I
550

550

550

COST (GC)

H oM H oH o - o H o - M -

COST (GC)
I
I

COST (GC)

H o oH H oH - - -
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ARMOR

The more armor you have the better.

Any metals used are considered to be either copper or
bronze. Rules for steel armor can be found on pg 38.

You will see when picking your starting equipment that
you can choose 4. pieces of armor, but what constitutes a
piece of armor?

Armor is broken down into 4 places on a hero, head,
body, legs and arms.

On each of these places the hero can wear a number of
armor items.

In our real world historically a soldier’s armor was made
up of many varying layers of different materials.

A hero may wear one of each of the following layers on
each part of the body, cloth, leather, rings, and plate.

Cloth: A thick woolen garment, a silk or quilted padding,

Leather: Thick sturdy and resistant to damage. This re-
fers to a flexible leather layer like a jacket, pants or hood.

Rings: A flexible metal layer. Whether it be completely
of metal like chain mail, a flexible layer of small interlocked
plates like scale mail, or rings sewn to a leather backing like
ring mail. This is a semi flexible at least partially metal layer.

Plate: Solid armor of little flexibility. Whether it be made
of one solid piece like a breastplate, or semi flexible layer like
banded armor it is a solid defense against blows.

A piece of armor for the legs or arms is considered to be a
pair; so one piece of arm armor refers to a pair which is worn.

Three pieces of armor adds 1 point to your defense.
(Round up).

Look at the example hero record sheet to see how this
should be written

TaKK
Defense Takké
Armour Worn Sturg
Cloth Leather Rings Plate Swori
Head v 5 spq
Body v v Week
Arms Week|
Flint
Legs 1

— 50 fi

3 Checkmarks=1 Defense Quickness Bonus __ 2 50 f

1 S-1 Defense Veteran Skills Bonus 2 tod

Total 3 2 spi

Haua

Simply place a checkmark for every piece worn.

If the armor piece has some importance, or is special in some
way, it can be listed on the equipment list as well.

For steel armor see pg 38.

THE SHIELD

The shield is not considered armor, (except for when
choosing starting equipment). It has its own rules, and mod-
ifies the heroes attack score instead of defense.

Normally a shield is considered to be armor, but in the
game of L.oSS the shield is considered a combat weapon.
This means that it does not count towards your armor. It

instead gives you a bonus to your Attack score.

The Shield gives you a +2 to your attack score. There
is a checkbox in the Attack section marked ”shield” which
should be checked when using a shield. Do not add the +2
directly to your Attack score. The checkbox will remind you
to add 2 to any Attack roll you make.

WEAPONS

All weapons are assumed to be made of bronze.

Steel and iron weapons are rare and expensive, but are in-
credibly good weapons in comparison to their bronze coun-
terparts.

See page 38 for more on Steel weapons.

Axe: Makes a good weapon, and can also be used to chop
wood, or quarter an animal after hunting. With a 2 foot han-
dle, a solid head with a flat side and a chopping side. The flat
side can be used to hammer in a stake or nail. The flat side
may be replaced with a heavy spike, or the Hero may choose
to use the crescent shaped Kartharkan War Axe, all will have
the same effectiveness in combat.

Axe 2 handed: This large two handed axe is useful in war
or felling large trees. 4. to 5 feet long, this may take the form
of a regular axe head with a sharp side and a flat side, may
replace the flat with a spike, or take the form of the Crescent
Kartharkan War Axe.

Throwing Axe: A very small hatchet, thin and balanced
for throwing, meant to split heads at a distance its efficacy is
similar to that of a throwing knife. Unlike the 1 and 2 hand-
ed axe it is not useful for much else than throwing but may
be used in hand to hand combat in the same way as a knife
or dagger.

Sword: A sturdy 2 foot bronze blade, good for slashing
and stabbing. A Winterlands blade has a small guard, large
enough to prevent the hand from sliding up the blade but
not useful for stopping an enemies blade. They are relative-
ly light however compared to the large guards of imperial
swords.

Sword 2 handed: The Winterlander 2 handed sword may
be anywhere from 4.to s feet long. Looking exactly the same
as it’s one handed counterpart.

Knife or dagger: Winterland knives and daggers have
no crosspieces. A knife is easily hidden, can be thrown as a
weapon, and is also useful for cutting meat, rope, leather or
cloth. The dagger can also be thrown. The dagger is primar-
ily a stabbing weapon and, though not as useful for cutting
materials is quite good at punching holes in things.

The Kartharkan Mace: A brutal weapon. It has no uses
other than killing. A two foot wooden shaft with a bronze
head on each end covered in short spikes and sometimes
blades. Made only for killing men, it is good at it. While
many carry swords for defense in the Winterlands, if some-
one carries the Kartharkan mace they are advertising the
fact that they kill men for profit. In a land where many mer-
cenaries are hired, to protect or attack, this is not seen as
necessarily a bad thing but people think twice before menac-
ing someone wielding this weapon.

In the weapon list above there are two entries for the
Kartharkan mace.



The Kartharkan mace can be used 1 handed or 2 handed.

If it is used 1 handed then all the usual rules for combat
apply.

If it 1s used 2 handed then the use the 2 handed weapon
rules (see pg xx).

The Kartharkan Fighting spear: A spear is a useful weap-
on. It may be used one handed in hand to hand combat to
stab or slash or it may be thrown at an enemy or animal as
well. Indeed Most hunters prefer the spear when hunting in
the wilds of Kartharka. The wild animals of the Winterlands
often lie in wait and a bow is of little use when the bearer is
pounced upon by a savage mountain cat.

Two handed hunting spear: The Two handed hunting
spear is a larger version of the Fighting spear. Longer and
heavier it is used 2 handed (see pg 54. for 2 handed rules).

Two handed War Spear: The two handed war spear is an
even longer version and is considered a long weapon. See
page s4. for long weapon rules.

Halberd: A large two handed weapon, as long as the War
spear but mounted with an axe head at the end. Counts as a
long weapon. See page s4. for rules for long weapons.

The Winterlander Composite Bow: Made from stiff hard-
woods, takket horn and leather. The Kartharkan Composite
bow is a deadly weapon.

“Enough” Arrows

You will notice there is no listing for arrows on the
equipment chart. It is assumed that the Hero has “enongh”
arrows. They don’t break as often as people think and a
normal quiver can quite easily accommodate 50 Arrows.
Anyone who bas carried a quiver of 50 wooden arrows
can attest to how light it actually is and how little space
the arrows take up.

STEEL WEAPONS AND ARMOR
Steel weapons

Steel weapons are extremely expensive in the world of
Kartharka. With iron being more valuable than gold few can
afford the materials required to make a steel weapon.

However the very rich will sometimes carry one as a sta-
tus symbol, or extremely successful mercenaries may be able
to afford one.

They may also be found during an adventure, usually by
fighting someone armed with a steel weapon.

Because steel is much lighter than bronze, holds an edge
far better, and is more flexible, steel weapons are much more
useful in combat than their bronze counterparts.

In game terms this means that they get a bonus to attack
or damage, or both.

Due to the rarity of Iron, there are not as many skilled
weapon smiths who can work with steel.

Blacksmiths are able to make serviceable items that are
an improvement over bronze but nowhere near as good as
something that is created by a skilled weapon smith.

This means that steel weapons vary greatly in quality in
the world of Kartharka and each individual weapon has its
own bonuses.

These can vary anywhere from +I to +3 in Attack and
Damage for any given weapon.

There are blades with even higher bonuses in the world
but they are truly legendary, only spoken of in ancient sto-
ries and usually dating from the early history of the world.

Heroes who wish to get themselves some steel can either
try to track down an enemy with one and take it from them,
or hope to find one in a Lair, but the most dependable way
to get one is to have one created for you. Read on for rules
on buying steel weapons.

Steel Shield

A steel Shield gives you +3 to attack instead of +2.
Steel armor

Each piece of Steel armor gives a bonus of +1 to the he-
ro’s defense rating instead of the usual 3 pieces equaling +1

Steel armor can only be used for the chain or plate layer
of armor.

Buying a steel weapon

Without descending to talk of weight of Iron coins, rela-
tively values of money, cost of craftsmen, iron content of
Iron ore and iron coins we will use the following as a guide
to creating steel weapons.

The quality of the blade will depend on how much the
hero is willing to spend and the skill of the person creating
the blade.

Hire a black smith.

The most common workers of iron are the blacksmiths
throughout Kartharka.

To have a steel weapon made, it will cost the hero 5o gold
pieces and 5o iron coins

A blacksmith is skilled in working with Iron and will have
some knowledge of steel.

However they may not have had the opportu-
nity or training to create weapons.

After a week’s time the Blacksmith will be able
to provide the hero with the weapon type of their
choice.

To determine the bonus of the
weapon roll a die.

I-3: +I to attack

4-5: +1 to damage

6: +I to damage and attack.

Hire a Weaponmaster

There are great
weapons masters
who can craft items
of even finer work-
manship but they are
extremely rare in the
world, rarely ply their
craft, and command ex-
tremely high prices.

There are no known
great weapon smiths
in the Winterlands
but there may be one
or two unknown ones,
living in out of the way
places, unknown to all
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except other great smiths.

Their workmanship is perfect, and though their shape
and design be strange and foreign to the eyes of modern
smiths, their craftsmanship and functionality cannot be ar-
gued.

Ones who work steel in the Winterlands are held in great
reverence and awe. They are almost high priests of metal,
living mysterious and solitary lives. Their secrets are held
extremely closely with the knowledge being passed down
usually from father to children only.

Other Weapons still circulate throughout the Winter-
lands, however. Ancient blades, created by great smiths, in
a time when iron flowed like water from the mountains, in
the time of the first men when the greatest smiths of all time
lived and walked still.

The greatest of these are the “Goblin-Made” weapons of
the great first time. These sometimes still turn up in ancient
mines, and forgotten places, weapons of indescribable sharp-
ness, lightness and strength.

Buying a weapon from a Weapon Master
The cost is shown on the Equipment list on pages 35-36.
To determine the bonus of the weapon roll a die.

I-3: +2 to attack

4-5: +2 to damage

6: +2 to damage and attack.

Buying Steel armor and shields
Steel armor and shields can be made by any blacksmith.
The cost is shown on the equipment list on pages 35-36.

Typical Winteriander Armor

HEAD

Cloth: A quilted takket fur covering is tied to the top of the head.
Leather: A leather hood covers the full head and neck

Rings: Fine copper rings are woven into chain mail covering the
whole head and neck

Plate: the Kartharkan crown of Bronze, a band surrounds the
head, and sometime face, protecting if from solid strikes, it is
also often surmounted by flanges to ward off blows from above.

Rings: If the hero plans to wear plate then the ring layer will
usually be made of a lavge woven chain mail made of bronze
rings. The rings are much larger than the mail of the arms legs
or head. If they will not be wearing plate they will usually wear
an armor of square bronze scales, held together with copper
rings in a tight interlocking pattern. These scales may also be
made of a hard wood with a copper sheathing and lacquered.
Any of these choices can be worn with the Kartharkan plate.

Plate: The Kartharkan body plate will either be made of bands

of wood and bronze held together

ARMS . like the Kartharkan arm or leg
Cloth: heavy furs or a quilted square plate
of heawy cloth is tied around the arms. '
Leather: A thin flexible leather sleeve | | . _ Z;ﬁ’;ﬂ:ﬁ;g}:‘;ﬁ;ﬁ%ﬂﬁ o of the
15 worn tied to each other about a ring | ‘e dik 1 S Mf e of a soli dpz'eﬁ’ of/.aar duond
on the chest and back {4 S AT it RN | sheathed in copper or bronze and
Rings: May either be a fine copper |fI_ /)" PN f\) b lacquered fir and cloth it is a solid
chain mail or bronze rings sewn to a — e .. W, \ B defonse
. . = - M 2 s

thick leather hld.emg' 1.~ Extremely large, rounded and
?Zate: The basic Kartharkan }_)Zate i S | J4 roomy it bas large opening for the
i often made of a hardwvod with a I' : head and arms. It absorbs a buge
thiny hammered sheet of copper cov- | amount of z'mpa.ct without burting
ering it. May also be made of a similar OV the wearer as a network of straps
tyle out of bronze. . \ ¢ and a roomy interior keeps it off
Kartharkan plate normally consists of | i, 1he body with the weidht restin
long strips of wood or bronze held to- A ” rima r}zll o the hivs fﬂ A shou f
gether with a bronze band. They are / ? 4 P

. ders.
often also varnished and lacquered for f Indeed one feels invincible when
strength and durability. A well made L e R wearing these as blows bounce off

d wood Kartharkan banded » (B PTG PReic @ O

copper and easily with little impact on the
mail is often as good as it’s counterpart

made completely of cast bronze.

LEGS

The armor of the legs is made in exactly the same way as the
arms.

BODY

Cloth: Multiple layers of quilting or fur are compressed and
then stitched tightly together making a very stiff garment shaped
like a vest. Pulled over the head and tied on the side.

wearer.
However the large arm and neck openings give ample target to
an experienced warrior. These are greatly favored by hunters
as they are quite useful in protecting against the disemboweling
claws of the lavge mountain predators.
SHIELD: The Kartharkan shield is a solid arm shield 2 feet
wide and 3 feet tall. Made of wood and sheathed with copper
or lacquered cloth.
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Tue Turn

THETURN

Well now you’ve got your hero and he’s ready to go on an
adventure.

Assumedly you will have some other friends with heroes,
as well as someone to take on the role of Demonlord who
will run the game.

But before we get into specific rules of moving, fighting,
and magic, let’s talk about the framework of the game that
all these things will fit into.

Don’t worry; we’ll get to how you actually do stuff soon.

In a game of LoSS the heroes (players) will take turns
doing things, like moving, searching, fighting etc.

If there are enemies on the board then they will get to
take turns too, usually moving and attacking the heroes.

All of this can get pretty confusing pretty quick so, just
like in board games, everyone takes turns. On their own turn
the heroes are able to do a certain amount of things, and on
the enemies turn they are allowed to do a certain number of
things.

This seems pretty simple so far right?

In LoSS there are two types of playing style, or Modes.

There is the time when there are no enemies on the board,
or there may not even be a board on the table at all. This is
adventure mode. In adventure mode keeping track of exact
amounts of time, movement or actions is not as important
as the heroes have as much time as they want with no en-
emies acting against them.

Once an enemy is placed on the board however, the game
switches to combat mode, where everything is tracked and
everyone can only do a certain number of things on their
turn.

Let’s look at the two modes of play in detail.

Adventure Mode

In adventure mode the heroes are free to do what they
want without interference from enemies.

This means that each player can do more in their turn.

For instance a hero could walk over to a shelf, see what is
on it, pick something up and put it in their bag.

If the hero were in combat mode they would probably
only get halfway to the shelf before their turn was over.

So now you ask, “just how long is a turn , and what can I
do in my turn”.

A turn is a variable amount of time. It is just long enough
for everyone to do something on their turn.

So if the first player went to the shelf, looked at it and
picked something up then that would probably take 2 or 3
minutes.

So the next player has at least that amount of time to do
something.

That player decides to start flipping through the book on
the wizard’s desk to see if there is anything interesting. This
may take T0 minutes time.

So the next hero decides to start knocking on walls look-
ing for a false door or secret passage.

Now it has come back to the first players turn that went
to the shelf.

He can either decide to wait for the other heroes to finish
what they are doing and then take an action (such as moving
to the next room where there may be enemies) or he can go
and do something else in this room.

And here is the important part. If he were to open the
door and there are enemies behind it, then they would have
come in before the other heroes had finished their actions
(which have already occurred).

This would be inconvenient for the Demonlord.



What if that player had found something in the book,
now they would not have found it, but would know that it is
there and what about the secret passage? Again, they would
not have found it but would know that it is there.

But if the hero decides to do something in the room,
instead of leaving then there is little chance of something
happening to spoil everything. Perhaps he decides to listen
at the door instead, or take another look at the shelf, or rum-
mage around in the fireplace. All of these actions would be
acceptable.

So it s a useful rule to have in the game that the hero would
have to wait until his companions are finished before moving
on to the next room.

Now this would seem to limit the first hero who takes
his turn, and it is somewhat true, but since he is first he also
gets to be the first one to run into the room and decide what
he wants to do.

In adventure mode there is no real need to even take
turns except for fairness.

Everyone should get a chance to do something, and ev-
eryone should have a chance to grab some loot, or do some-
thing interesting like pull the big shiny lever.

Taking turns is also most fair when players disagree about
what they want to do next.

Perhaps one hero wants to pull the lever while the others
do not.

On the heroes turn he is free to do whatever he wants and
can pull the lever if he likes.

Or perhaps there is a lot of shiny treasure in the room.
The first one in the room is clearly going to get their pick of
the treasure (it is a good idea to discuss how the treasure will
be shared before beginning the adventure by the way). So it
is important to establish who’s turn is next at all times when
the stakes are high.

There are more details about adventure mode later in this
book for the Demonlord but for now this gives you a good
idea of how things work.

For now just remember that turns are only important if
the heroes are in disagreement about something, or are rac-
ing to get to something before the other heroes.

W ho goes farst in Adventure Mode?

In games of LoSS the hero to the Demonlords left goes
first. Play then continues clockwise around the table until
it comes to the Demonlord’s turn. If the Demonlord has
something special which happens on their turn then it will
happen now.

Next the player on the Demonlords left will play and so
on.

If there is a disagreement about who can do what and
when the Demonlord will declare that the heroes will need
to start moving their figures according to normal combat
movement (see pg 44-) and will be limited to one action per
turn just like when in combat.

Combat Mode

Starting Combat Mode

Combat mode begins the moment an enemy is placed on the
Demonboard.

Usually this will be when a hero opens a door, revealing
enemies behind it, or when a hero enters a room with en-
emies in it.

W here does the combat mode turn start?

W ith the bero initiating combat mode

As soon as the enemy is placed on the board combat mode
begins. The revealing hero takes a full combat turn (read be-
low for more on the turn). Play then continues to the heroes
left. If this is another hero then they take a combat turn,
and so on.

Once the turn comes to the Demonlord they may move
and attack with the enemies.

The Lair will say if Demonlord moves first

The lair may include instructions that the Demonlord
moves first when an enemy is revealed, this may be a surprise
attack or some other special feature of the Lair.

If this happens the revealing hero’s turn ends immedi-
ately and the turn goes to the Demonlord.

The Demonlord takes their turn and play then continues
to the hero on the Demonlords Left.

The Turn in Combat Made

In Combat Each figure takes a full turn.

When a hero is taking their turn they may use all the fig-
ures they control.

First they take a turn with each of the followers they con-
trol, in whatever order they choose, then take a turn with
their hero. Every follower on the board is controlled by only
one of the players (see pg xx for more on followers)

Each figure takes a full turn before ending it’s turn and
moving on to the next figure.

During their turn each figure can do all of the following,
in any order the controlling player wishes.

Move (see pg 43 for more on movement)

Attack (see pg 4.9 for more on combat)

Something other than attacking (Sota) (see pg 45 for more
on Sota)

They may do these in any order and may make partial
moves, like move 2 squares, attack, and move 2 squares.

Ending Combat Mode

Combat mode ends as soon as the last enemy 1s removed
from the board. Usually this is due to an attack. So if a hero
dispatches their enemy and it is the last one on the board,
play switches to roleplaying mode with the next turn going
to the next hero clockwise.

If it was the Demonlord then play continues to the hero
to the left of the Demonlord.

This is a very important rule because there are a lot of
valuables up for grabs when the last enemy is killed. The
heroes may have a system set up for dividing the spoils but
otherwise it is “first come first serve”.

N¥NT, EH],







MOVEMENT

When playing Loss movement is important.

Usually it can be guessed or approximated, like when
travelling from one town to another.

The Demonlord can simply say, ”it takes you two days
and you are there.”

Movement in Adventure mode

When in a lair, and in adventure mode, movement is also
fairly abstract.

The hero need only say, “I’ll go over to the bookcase” and
puts their figure next to the bookcase.

The figure should be placed where the hero is, not to
track how far they can move or who will do something first,
but to show where they are when enemies are activated.

Movement in Combat mode

When enemies are activated play switches to combat
mode and movement must be tracked accurately so that
players and the Demonlord will know who can attack who,
and when.

Movement in L.oSS is very simple.

The movement stat

Every hero and enemy in the game of LoSS has a move-
ment stat.

This is the box marked “Move” on the hero sheet or list-
ing for the enemy. This is how many squares the hero or en-
emy can move on the Demonboard.

They may move up, down, left or right, or diagonally, as
shown on the chart to the right.

Heroes and followers may move through squares con-
taining other heroes or other followers.

They may not stop on a square containing heroes or fol-
lowers.

Heroes and followers may not move through or onto a
square containing an enemy.

Enemies may move through squares containing other
enemies but not through squares containing heroes or fol-
lowers.

Heroes and enemies may make partial moves. For exam-
ple if they have a move of 4 they may move 2 squares, attack,
and move 2 more squares.

A figure may choose to move only a portion of the their
move stat. This is fine. They will lose any remaining moves
that they have once they end their turn.

Facing:

Figures have no facing in the game of LoSS. This means
that a figure on the board does not have a front, back, or side.
The figure may be pointed in a certain direction but they
may see, fight, or shoot in any direction they choose. There

is no cost for “turning” a figure, and no special rules for at-
tacking a figures front rear or sides.

Moving and combat

A character must move next to another figure to attack
it (see combat pg 4.9 for more information on combat). The
figure may move away from combat as well. This means that
even if the figure is fighting another figure it may choose to
move away from that figure on it’s turn without any sort of
modifier or special rules for leaving combat.

Movement

The hero may move to
any square marked with

an X

Movement and Armor

The 4. square movement score assumes that your are
moving deliberately and defensively at all times. It also
takes into account turning to face enemies or turning to
Jace an enemy and backing away while defending your-
self’ This is also why the amount of armor you wear has
no effect on_your movement. Remember Armor is made
20 be moved in. It is not as heavy as bistorians would have
_you believe, and if you are moving slowly and defensively
anyway, it will not further hinder your movement in any
way.
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DOING SOMETHING OTHER
THAN ATTACKING (SOTA

In typical fantasy video games and board games you are
usually limited to: attacking, moving, or in really high con-
cept games, pulling a lever or listening to someone else spew
out a bunch of text (usually telling you to pull a lever).

In a tabletop role playing game (yes that’s what we call
these things) you sit around a table, the Demonlord throws
the board down and you can indeed, move, attack, and if the
scenario calls for it, pull a lever.

But the real fun of role playing games is going off script,
doing something completely unexpected. Something the
Demonlord or scenario writer didn’t think of, something
really cool. That’s where these rules come in.

In other games you may have books full of rules, endless
tables for effects and defenses versus every possible contin-
gency and endless errata and corrections for those rules.

In LoSS we have one set of rules:

Do something other than attacking

This is for doing anything in L.oSS other than attacking,
like opening a door, jumping over a pit, swinging on a chan-
delier, levering open a chest, and other heroic deeds.

This is further broken down into two modes, doing
something while in adventure mode and doing something
while in combat.

Sota during adventure mode

During your turn you can simply tell the Demonlord
what you would like to do. Anything that would be consid-
ered “Easy” will be automatically successful.

If there is any doubt whether or not you would be suc-
cessful, like lifting something heavy or trying to do some-
thing mechanical like fix a door, then dice will be required
to decide.

The Demonlord will decide if something is Easy, Diffi-
cult, Very Difficult, or Impossible

Deciding Difficulty and Effects

Easy Things:

In adventure mode heroes are able to do Easy things au-
tomatically with no dice roll, these are things like opening a
door, picking something up or reading a book.

Difficult Things:

If it 1s difficult then the hero rolls 2 dice and adds the
score together. If the score is /7 or higher then they succeed!
A score of 6 or lower is failure.

The Demonlord may allow heroes to add an applicable
bonus to the dice roll, such as the body bonus for feats of
strength.

If other heroes are close to the hero making the attempt
then they may be able to add applicable bonuses to the die
roll if the Demonlord deems them able to do so, such as
many heroes helping to move a boulder.

Very Difficult Things

If the task is very difficult then the hero must roll a 10 or
higher on 2 dice for success. Stat bonuses may be used.

Impossible Things:

These are things that no regular paerson could ever do.
Like climb a smooth vertical wall, or lift an impossibly
heavy boulder, but heroes are not regular people.

Impossible things require a roll of 14. or more on two dice
to accomplish.

This is clearly impossible to do normally, but heroes
may have bonuses to their die roll from their stats or special
skills, making the impossible possible, but only for heroes
like themselves.

Sota during combat mode

Combat mode occurs whenever there is an enemy on the
board.

Difficult, very difficult, and impossible tasks are rolled for
in the same way as in adventure mode but easy tasks are no
longer automatically successful.

Under the pressure of combat easy tasks now require a
roll of 4. or more on 2 dice to succeed.

When fighting off an enemy simple things become dif-
ficult, even opening a door and running through can be dif-
ficult if someone is attacking you.

How long does Sota take?

The player 1s considered to have § seconds of time dur-
ing their turn while in Combat Mode. So whatever your
hero could do in 5 seconds they can do on their turn. The

them but to play the scenario fairly.

A special Note for the Demonlord on deciding difficulty

When deciding the difficulty of actions and what their effects are be as fair as possible. Don’t decide that something
would be very difficult just so that you can beat the heroes, they will not want to play with you for long,

Also, when deciding what the effects of Sota actions are, be as fair as possible.

Remember your job as Demonlord is to be the referee, not to be another player. Make sure that your scenarios are run
fair and clean and if a player comes up with something cool to beat the scenario then let them do it. Your job is not to beat
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SomeTHING OTHER THAN ATTACKING (SOTA)

Demonlord may decide it takes more than one turn for an
action in which case they may have to wait until their next
turn for their action to have an effect.

Something that will take multiple turns to complete can
be stopped by attacking the hero before the action is com-
plete.

After resolving the combat as normal the hero must be-
gin the action over again.

The special SO'TA rules.

Sota cannot be used to attack:

The point of the “other than attacking” rule is that you
can do something other than attack. It is not meant to be
used to cause damage to enemies, especially if the Sota roll
would be easier than making an attack.

So something like throwing a boulder at an enemy is an
attack, you would make an attack roll, but pushing a boulder
in front of a doorway to keep people out is not.

Swinging on a chandelier into an enemy is an attack,
swinging over their head and landing behind them is not.

Sota and the Demonlord:

The Demonlord and his minions may not do Something
Other Than Attack unless specifically described in the sce-
nario.

SOTA exception:

The Demonlord can undo any SOTA the players do by
making the same die roll.

Sometimes the heroes will do SOTA that will clearly be
more effective than it should be.

For example: a simple rope stretched across a hallway back
and forth several times, making a kind of net or fence. It would
be a Sota roll of 7 for a hero to set this rope up. If the hero were
2o try to move through this it would be a Sota roll of 77 to climb
through the ropes, but the Demonlords minions cannot do Sota
and so would be stymied by this simple rope, unable to make a
Sota roll to get past it.

Any intelligent human should be able to simply cut the rope
and walk through, or at the very least to slip through the gaps in
the rope barrier. But this would be considered something other
than attacking in the game of Lair, which is not allowed for the
‘Demonlords minions.

So, with the Sota exception, the ropes that take a 47 on a
SOTA roll to set up require a voll of a 77 by one of the Demon-
lovds minions to cut. Of course the Demonlords Minions do
not have the bonuses of the beroes to belp them, such as Body or
mind.

Sota Door Exception

A Demonlord’s minion can open any unlocked door lead-
ing to an already explored area with a Sota roll of 4.

Demonlord minions cannot open doors to unexplored
areas unless specifically stated in the rules of the current

Lair.

20 be a player of sorts.

W hy not just give the Demonlord Sota?

10 allow the Demonlord to do Sota would give him far too much power. With this much power the Demonlord would be
unable to have as much fun with each encounter, trying their best to kill the heroes. He would be relegated to the role of mere
referee again, no longer able to actively try to best the heroes. So in Lair this power is traded, the all powerful game master gets
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COMBAT

COMBAT

Here we are! The Combat section. The heart of every
Fantasy roleplaying game. What’s the point of all this wan-
dering around in a Lair to scoop up treasure if there wasn’t
anything there to defend it? Without risk there is no adven-
ture and there is nothing riskier than combat with an enemy,
no matter how strong they are.

In LoSS combat is fairly simple. There are no charts to
consult at any time to determine if you “hit” your enemy.

In LoSS when you make an attack you roll 2 dice and add
your Attk score to the total, the enemy rolls two dice and
adds their Attk score to their total. The one with the highest
total wins the combat and gets to do damage to their enemy.

But even the winning fighter takes a little damage, to rep-
resent getting tired from fighting,

Even the greatest warrior can only fight so many peasants
before being overwhelmed by their numbers.

Both fighter and attacker may also be wearing armor,
which absorbs and deflects damage caused by winning at-
tacks. However armor does not protect them from getting
tired.

In Lair of Sword and Sorcery damage is caused to the
endurance score, to represent the enemy wearing down your
defenses, once you are exhausted (endurance o) you are not
able to defend yourself as well and the enemy has a chance to
get in a crippling or mortal blow.

If a fighter with o endurance is forced to take any dam-
age, whether by fatigue or the enemy winning the combat,
they must make a Death roll. To see if they are taken out for
the remainder of the combat. Their final fate is not decided
until after the combat and their comrades can check them.

And that’s combat in a nutshell!

Read on for all the details and special rules for combat in
the game of L.oSS.

Hand to Hand Combat

Time to attack

If the hero is on a square next to an enemy, whether in
front of them, behind them, diagonal to them or to the side
the Hero may attack the enemy. In lair of sword and sor-
cery the figures are not considered to have a “front” or back
and are used only to mark the hero’s place on the board. The
hero is able to turn in any direction at any time. See the dia-
gram to the right for where the hero may attack.

The Attack Roll

To make an attack the hero rolls 2 dice and adds the total
to their Current Attack power (see pg 22 for more on Attk)
on their character sheet.

The enemy then rolls 2 dice and adds the total to their
attack score.

If the Hero’s score is higher he wins, see “Hero Wins!”
for effects.

If the Hero’s score is lower he loses, see “Hero loses” for

effects.

If the score is the same then they have a draw, see “A
draw” for effects.

Hero Wins!

The hero has come out on top in the flurry of blows. To
see how much he has weakened his enemy the hero rolls 1
die. The hero adds his Current Damage score (see pg 23 for
more on Damage) to the dice roll to get the total damage he
has done.

The enemy then subtracts their Current Defense (see pg
22 for more on Defense) from this amount of damage as
their armor has absorbed some of the damage or they have
dodged some of it.

If the total damage done is now o or less due to the en-
emies defense than the hero still does 1 point of damage to
their enemy. Subtract this amount from the enemies cur-
rent Endurance.

The winning hero also takes T point of damage to their
endurance for being in combat.

Hero Loses!

If the hero loses the enemy gets to score damage on him.
The enemy rolls 1 die and adds their current DMG score.
This is how much damage they do. You now subtract your
defense from this total and deduct the total from your en-
durance.

If the amount of damage is o or less because of your de-
fense then you still take 1 point of damage to your endur-
ance.

The Enemy however, also takes 1 point of endurance
damage for being in a combat. Just like the hero, the enemy
always takes at least 1 point of damage

A Draw:

Both the hero and the enemy take 1 point of endurance
damage, regardless of current attack or defense scores.

Now that you know the basics let’s look closer at the
combat scores and what they represent.

Attack:

The hero may attack any square
marked with an X



The attack section is your heroes fighting ability. It is
how hard they can swing a weapon to batter down enemy
defenses, their skill with a weapon to both attack and parry
or block an opponent’s attack with their weapon.

As we saw in character creation, the Attk score is made
up of the combined bonuses for Your Body score and any
applicable veteran skills.

The Attk score is added to the dice roll in combat when
attacking,

Negative attack score:

A negative Attk score is subtracted from the dice roll
when attacking in combat.

Damage:

The world of Kartharka is brutal and hard. A single blow
from your enemy can easily kill you. Medicine is crude and
any serious injury will soon lead to death even if you are not
killed immediately on the battlefield.

You will want to depend on your ability with your weapon
to keep an enemy from getting a blow in, and wear plenty of
armor to keep those blows from causing damage when they
land.

Note that all regular weapons in the LoSS game cause
the same damage (1d6). The damage caused by your weapon
is more than enough to kill most men and animals without
adding more bonuses.

If you are fighting much larger animals or highly trained
fighters the only thing that will save you is being extremely
good with a weapon.

However certain weapons, such as steel or magical weap-
ons may give you a bonus to Damage.

Certain Veteran skills will also give a bonus to damage
caused in Combat.

This 1s represented by a DMG bonus and should be writ-
ten in the current DMG box on your hero record sheet.

Whenever rolling for Damage in combat add this amount
to the total score.

Negative damage score

Negative damage scores are very rare in LoSS but just in
case one should turn up use the following rules.

A negative score in damage is applied to any damage roll
the hero makes.

For Example:

If a hero bas a -2 damage stat, whenever they roll damage
they subtract 2 from the roll. So if they roll a 4. they only cause 2
damage. If they roll a 1 then the enemy still takes the minimum
1 endurance damage for being in combat.

Special Damage Rule

ou always cause at least 1 point of damage
when i1 combat.
You will always take at least 1 point of damage
when in combat, unless another rule overrides
this (primarily missile weapons: see pg 52 and
long weapons: see pg 54.).
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Endurance:

A hero’s endurance refers to their ability to last in com-
bat before being overcome by their enemy. It is a combina-
tion of physical endurance such as the ability to run, swing
a weapon, and block others attacks without becoming too
tired to continue fighting,

It is also the Heroes ability to withstand knocks and
bruises, small stabs and slashes and other physical injuries
which can incapacitate a fighter without necessarily killing
them. Taking a blow to a shield, while still less painful than
having your ribs crushed, still hurts. The Heroes ability to
ignore and withstand these minor injuries is key to continu-
ing a drawn out fight.

The starting endurance for all Heroes is 8. A normal man
has 4 endurance for comparison.

This 1s because Heroes also have a great deal of luck on
their side, a blow which should have hit, misses by an inch
and the Hero is safe.

As we saw in the Character creation section a hero’s en-
durance is 8, plus their vitality bonus, plus any applicable
Veteran skills.
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CowmBaT aAND REsTING

W hat happens when you get to o Endurance?

A hero or enemy is considered able to defend themselves
until they are down to o Endurance. Any attack on the ene-
my after they reach o endurance, whether successful or not,
has a chance of striking a mortal blow.

When attacking someone with o endurance roll for at-
tack like any other combat. The o endurance fighter may get
a lucky strike in before dying, causing extra damage to the
attacker.

Instead of the o endurance person taking damage how-
ever, they roll 1 die and consult the chart below.

The Death Roll

1-3 they have been struck down and are unable to f1ght for
the rest of the battle. Lay their figure down flat to signify
this.

4-6 they have managed to avoid any serious blows through
a frantic swinging of their weapon. They continue to move
and fight in combat as usual (still at o endurance).

Once the current battle is over, when either the heroes
are all dead or fled, or the enemies are all dead or fled, you
may check on those who have been dealt a mortal blow. If
they belong to the Demonlord they can be considered dead,
either they are dead already or the heroes put them to the
sword after.

If it is a hero they must now roll a die to determine their
fate.

The Fate Roll

1 or 2 the hero has died, either immediately or soon after
the mortal blow.

3 or 4. the hero is severely injured but will recover with
time. Their role in the current scenario is over but if the
any of the heroes succeed or at least are able to flee safely,
they are able to bring the injured hero back with them to
be nursed back to health.

5 or 6 The hero has been dealt a stunning blow but comes
to shortly after. They still have o endurance but are able
to rest and move on like the other heroes (see pg 51 for Rest-

ing).

Defense

The Defense section is all the things which protect you
from being injured in combat, your ability to dodge a lethal
blow, protective armor and learned skills in combat.

As we saw in Character creation your Defense score is
a combination of your Quickness stat bonus, Your armor
worn, and any applicable Veteran skills.

(see pg 377 for armor; see pg 38 for steel armor)

Whenever you take damage to your Endurance while
in Combat, you first subtract your defense score from the
damage. Your defense has absorbed or avoided some of the
damage.

For example:

You take 6 points of damage but you have 4. points of defense.

You subtract pour 4 points of defense from the 6 points of
damage leaving 1 points of damage, which you take off your
current Endurance.

Or for example you take 6 points of damage and have 6
points of defense.

You subtract the 6 points of defense from the 6 points of
damage, leaving o damage. But remember you still always take
I point of damage (see pg 50) so subtract 1 point of damage from

your current Endurance.

Negative defense score.

A negative defense score is rare but possible if the hero
took a weakness in quickness. Use the following rules for
negative defense scores.

The negative defense score is added (instead of subtract-
ed) to any damage rolled against them in hand to hand fight-
ing or missile combat.

For example:

If the enemy caused 2 points of damage, and the hero has a
-2 defense, then the enemy actually caused 4. points of damage
to the hero.

This does not affect the minimum 1 point of endurance
damage they receive for being in combat, even when winning,
That is still just a 1 as it only represents the tiring of the hero.

But if the enemy wins the combat, and only volls a 1 on their
damage die, then the hero in the above example wonld take 3
points of damage.

Resting

A hero can regain their endurance by resting.

Resting in their Demesne:

If they have returned from the Lair and are in their own
Demesne (see pg 776 for demesne) then a single night’s sleep
will restore all their lost endurance.

Resting on the road or while travelling:

If they are still on the road and travelling they must rest
for an entire day to restore all of their lost Endurance.

Resting while in a Lair (see pg 86 for more o lairs):

At any time when there are no enemies on the board after
a combat the group of heroes can attempt to rest.

Depending on the scenario they are playing they may be
interrupted by an enemy coming in, or may be ambushed by
the enemy suddenly.

If the Demonlord says that they have successfully rested
(because the Lair instructions do not tell them otherwise)
then they may regain half of any endurance they have lost
(round up). No matter how long they rest the amount re-
gained will not increase.

The longer you sit in an enemy’s stronghold, doing noth-
ing, the worse the tension gets, and jangled nerves do noth-
ing for your combat prowess.

For example: a hero has an endurance of 10. In fighting they
have gone down to 1 endurance.

Resting would allow them to regain 4. of the 8 endurance
they have lost bringing them up to 6.



Then if they are able to somebow make it through the next
combat without losing any endurance (hiding works), then they
would regain 1 of the remaining 4 endurance bringing them
up to 8.

If they again are able to rest after hiding through another
combat they would regain 1 of their 2 remaining lost endurance
points.

If this coward hides through yet another battle then they
wonld indeed gain the last remaining endurance point bring-
ing them up to full (technically they wonld get half a point but
rounding up brings it to one point).

Fleeing

At any time during the scenario the heroes can choose
to flee back to their homes to lick their wounds. This will
usually mean failure in the scenario, leading to the success of
whatever dire scheme which the enemies were attempting,

they roll damage as well.

This means that if Both fighters are wearing armor the
one with the higher endurance or higher Damage score is
probably going to win Since each fighter takes and receives 1
point of damage every time they attack.

Fist versus weapon:

If'you are using your fists and your opponent has a weap-
on the same rules apply.

The fighter using their fists rolls damage as normal if
fighting an unarmored opponent.

If the opponent is armored they only cause 1 point of
damage if they win the combat.

If the fighter using their fists loses the combat they do
not cause the minimum 1 point of damage.

They are easily able to hold you at bay with their weapon
without tiring themselves too much.

Also when they attack you, if they win the combat they

This will often have a negative
effect on the lives of the heroes
and those of the others living in
the area. But sometimes fleeing
is the only way to survive to fight
another day.

To flee the scenario the heroes
can simply head toward the en-
trance which they came in. If they
are able to leave the Demonboard
they are considered safe.

If even one hero is able to leave
the Demonboard, any struck
down or severely injured heroes
are considered to have escaped
with them.

If someone else is struck down
or severely injured after this time
then they will have to wait for the
next fleeing hero to take them out
of the Lair (if there is another
hero that can flee)

cause normal damage but do not
take the 1 point of minimum
damage.

If they lose the combat they
still take the minimum 1 point of
damage.

Missile Weapons

The Kartharkan bow is a vi-
cious weapon capable of penetrat-
ing wood and armor.

A hero with a bow may fire it as
their attack during their turn. If
they decide to do so place a small
marker next to them to show that
they are holding a bow instead of
a weapon and/or shield.

If they are attacked before
their next turn they will have to
fight using the barehanded rules
as a bow is hardly a good weapon
to defend yourself with.

Line of sight:

Unarmed Combat

Fighting without weapons:

When fighting with any weapon in Lair of Sword & Sor-
cery you roll one dice for damage.

Animals and monsters consider their claws or teeth to be
weapons and also roll one dice for damage.

If for some reason you find your hero to be without a
weapon of any sort the following rules apply.

Fist to Fist:

If fighting an opponent with no weapons (a fist to fist
fight) then attack and roll damage as normal. If you oppo-
nent is wearing armor when you try to punch them you do
not roll a dice for damage, you only cause 1 point plus your
Current Damage score. Often this will mean that you only
cause the minimum 1 point of damage. You will also take the
usual 1 point of endurance damage when attacking.

If the enemy wins the combat the same rules apply when

To fire your bow on your turn
you first pick a target. The target may be any number of
squares away. The target must be visible to your hero. This
means that you can trace a line from the hero to the enemy
with no intervening walls, closed doors, pillars, or other
things that would block the hero’s line of sight.

The Hero may fire through a square occupied by a friend
but not through a square occupied by an enemy.

Cover:

If the target is behind an obstacle like a barricade, table,
half wall, bush, or similar cover count this cover as an ad-
ditional shield, as per the combat rules (the enemy gets +2 to
their attack roll).

¢
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MissiLe WEAPONS

Attack roll with a bow:

Roll to attack as you would with a sword or other weapon
adding your attack bonus (but not your shield bonus) with
the enemy rolling as well to avoid the shot (they use their
attack bonus as well as their shield bonus.

If you win the combat you have hit your target. Roll for
damage as usual but you do not take the usual minimum 1
damage for engaging in combat.

Firing a bow 1s far less tiring then going head to head
with a fighter hand to hand.

Ifyou lose the combat roll then you miss your target. The
enemy does not take the usual minimum 1 point of damage
as the arrow did not hit them. The shooter takes no damage.

When rolling to hit for a missile attack with a bow or
thrown weapon, a tie is considered a miss.

Thrown Weapons

Throwing knives and axes have a shorter range than the
bow

All of the same rules for bows apply to throwing weapons
except:

You may only throw them up to 4 squares away (see
thrown weapon diagram to the right for how to count range)

You do not have to place a marker next to the hero when

using a thrown weapon as they still have a weapon in their
hand.




Special Weapons

FIGHTING WITH THO WEAPONS

By giving up the use of a shield, the hero may choose to
fight with two weapons.

The hero using two weapons will have a +1 to their attack
score and a +1 to their damage score.

LARGE THO HANDED WEAPONS.

If the hero chooses to use a two handed weapon they will
receive a +2 to their damage score.

Note that a hero can clearly not use a shield with a 2
handed weapon.

These weapons include 2 handed axes, 2 handed swords
and Kartharkan maces being used 2 handed.

Note that Kartharkan maces can be used 1 handed or 2
handed, it is up to the hero using it.

LONG WEAPONS

These weapons include; Halberds, 2 handed war spears
and hunting spears.

These are long reach weapons allowing the hero to make
an attack on a square 2 spaces away, instead of only the square
bordering the hero.

Heroes armed with long weapons may even attack an en-
emy through a square occupied by someone on their own
side.

They may not attack through a square occupied by an en-
emy however.

See the diagram to the right for where the hero may at-
tack.

When attacking with a long weapon make the attack roll
in the usual way.

However if the attacker with the long weapon loses the
combat their enemy does not get to make a damage roll,
they are not close enough to wound the wielder of the long
weapon.

However the attacker with the long weapon still loses the
minimum I endurance point for being in combat.

If an enemy does move into a square bordering the
wielder of a long weapon the wielder will fight as if unarmed.
These long weapons are almost useless when fighting close.

If two people with long weapons are fighting each other
from a distance of two squares then the combat works in the
same way as a regular combat as both combatants can reach
each other with their weapons.

See the diagram to the right for an example.

If two people armed with long weapons are fighting each
other from adjacent squares then they both fight as if they
were unarmed.

There are 2 heroes marked A and B. The rest of the fighters
are enemies.

The hero marked A has a long weapon.

The Hero marked A may attack any of the enemies except
the enemy marked X

The hero marked A has a long weapon.

All of the enemies have long weapons.

The hero may fight any of these enemies in the same way
as if they carried regular weapons and and were bordering
each other.
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FAME AND FAVOR

Fame! It’s what a hero truly craves!

To have songs and stories of your bravery and skill spread
throughout the land!

In this section we will look at the Fame and Favor rules
of the L.oSS game.

And also the effects of infamy, for being known through-
out the land as a cheat, scoundrel and coward.

In many games there is an intangible idea of “Fame”.

As Heroes complete their missions and conquer their en-
emies all the people of the land will hear of their exploits,
and players may even try to trade on this fame to get a bit of
special treatment from time to time.

For the most part the Games Masters of other games will
have to make up their own minds about whether or not these
attempts are successful. The opinion of the common people
towards the player’s characters is also left up to debate.

In these games the players may even try to trade on this
fame to ask for favors from the local governments and other
people.

In LoSS Fame and infamy are built right into the rules,
and a favor owed by a king can be more valuable than a
mountain of gold.

Fame and favor rules

In Lair of Sword and Sorcery “Fame” and “Favors” are
very specific things and have their own rules associated with
them.

Each hero has a certain amount of “Fame” and “Infa-
my”.

It is a stat like any other and is written on the character
sheet.

Whenever a hero commits a particularly noble or evil act
their fame or infamy will increase respectively.

Certain scenarios will also award fame (or possibly in-
famy) to the heroes.

Once Fame or infamy is gained it never goes away.

For the Most part a heroes Fame will not have a huge
impact on the game. Just because a hero is famous he will
not necessarily get free drinks at the bar. Nor will the bar-
tender necessarily refuse to serve a hero who is infamous.

These scores can be used by the demon lord to color the
reactions of the local populace, but will rarely have any bear-
ing on the outcome of any specific roll of the dice or when
trying to buy or sell something,

It helps the players to envision who their Hero is and to
remember what they have done throughout their careers.

Fame does, however, affect the hero whenever they at-
tempt to cash in a favor.

Earning Fame and Infamy

Fame is earned by the heroes for doing a great deed to
benefit the community, or even a deed that benefits a single
person if the stories are told often enough.

Most often fame will be awarded by successfully com-
pleting a scenario. This will usually be listed under the re-
wards for success (see rewards pg88 for more on rewards).

Fame can also be awarded by the Demonlord for any he-
roic act, especially if people are close by to witness it.

Usually heroes would gain only 1 fame point at a time but
may possibly gain more for a particularly challenging or long
quest, especially if it is in the benefit of the common people.

Fame can also be awarded for any particularly impressive
acts, even if they help no one.

Once Fame is gained it never goes away.

Moving a particularly heavy stone, or beating another fa-
mous hero in an honorable duel will also grant a fame point
if the Demon lord allows.

Heroes can also gain Infamy points. These represent the
feelings of the population about the bad things the heroes
have done.

Infamy points are earned in that same way as fame but are
for evil acts or acts against the community.

Infamy is also sometimes the punishment for failing in
a scenario with a noble objective, such as fleeing instead of
rescuing a village from evil.

Failing to save the world grants infamy of its own kind.

Heroes may also be awarded infamy for publicly embark-
ing on evil quests or quests that could harm the community.

Infamy 1s also given whenever a hero commits a crime
where there are witnesses, like a dishonorable murder, or a
public theft.

Once infamy is gained it never goes away.

As I said before fame and infamy points are not often
used in normal play except to color the populaces reactions
to the heroes.

They are primarily used when dealing with the mechanics
of favors.

Fame and infamy, when gained, is never lost.

Having far more of one than the other, however, means
that the people are willing to overlook the smaller score.

For example:

A normally good hero who has amassed 5o fame points sets a
criminal friend free gains an infamy point, but the overwhelm-
ing fame means the population will be willing to overlook this
one transgression. It may even serve as an amusing anecdote in
popular song and legend.

10 give a bit of context to just how famous the bero is look up
their fame or infamy score (whichever is higher) on the chart on
the following page.
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Favors

In LoSS, when you complete a scenario, you don’t earn
just treasure and Veteran points. You can also earn favors.

Favors are very specific things in Lair which the heroes
earn for completing heroic acts, often as a reward for com-
pleting a scenario. They can also be earned in other ways,
sometimes for doing a favor for someone else, or even for
knowing how to keep their mouth shut at the right time.

Fame and infamy are used to determine whether or not
a favor can be cashed in by the hero, and whether or not the
person granting the favor considers the dept to be “paid”.

When cashing in a favor the heroes make a roll.

Depending on the person owing the favor the roll might
be made using the Fame stat, the infamy stat, or a combina-
tion of the two. If the person who owes the favor is primarily
“good” then the fame stat would be used. If the person is
primarily “evil” then the infamy stat would be used.

Good and evil are unfortunately fairly vague terms and it
is up to the Demonlord which should be used at any time,
fame or infamy.

Earning favors

When a hero does something to help someone specific
or the community as a whole they earn a “favor” from that
person or community. Usually this will be listed as a reward
for a scenario but the Demonlord may choose to award a fa-
vor for the heroes’ actions.

Favors have a specific person or community associated
with them. This is the person or group who will repay the
favor.

Heroes will earn them for specific tasks, and usually will
be told ahead of time that “the community will be forever
in their debt” or some other such thing before the scenario.

They will usually be earned by completing a specific sce-
nario.

They may also be granted by single person, a wealthy
merchant, a lord or Targ, or even a takket farmer running a
road house may grant a favor.

The most sought after favors are those owed by the gods.
Doing a great service for the gods may be rewarded by a fa-
vor, and having a god “owing you one” is a good thing to
have.

Gods can be difficult to find when calling the favor in,
however, though their priests have been known to act in
their place for these things.

Favors are not granted only by good and noble people and
communities. The heroes may find dark gods and evil priests
owing them a debt.

The players should track all favors on their Hero Record
sheet. Who owes them the favor, and why, should be tracked
carefully.

Cashing in Favors

In games of Lair of Sword and Sorcery favors can be far
more valuable than gold, increased Veteran skills, magic
weapons, Or even armies in some cases.

Heroes seeking true power should carefully collect favors,
cashing them in only when most necessary and for greatest
reward. Building your fame before cashing in your favor can
increase it’s value.

W ho to petition

To cash in a favor the hero must consider who they
should petition.

If the favor is owed by a person they must seek this per-
son out first, or at the least have a way to contact them, by
messenger, or through another go between.

If the favor is owed by a community then the hero may
petition anyone within the community.

However the power of the people within the community
varies greatly. If the community of Stroh Branoch owes the
hero a favor, the Hero will be best served to seek out the
Targ to repay the favor as their resources are far greater than
the Takket herder who lives down the street. But if all they
require is a Takket, the Takket herder may serve just as well.
It may be a waste of a favor but if the Hero really needs a
Takket right now and cannot wait for an audience with the
Targ then go right ahead.

If the favor is owed by a god then the Hero will have the
best results if they are able to speak to the god directly. How-
ever this would be a difficult and rare thing to accomplish.
Usually the hero will have to make do with petitioning the
temple of the god, or one of his priests if the temple is too
far off.

Be specifzc in your request
Once they have found the proper person to make their
petition to, they must decide what exactly to ask for.

Scale of the request

Keep in mind the abilities of the person granting the fa-
vor. Ifthey are asked to do something that is just inhumanly
impossible, or so far outside of their moral code as to make
it impossible for them to consider, the favor will likely be
cancelled.

Consider the scale of the task performed to earn the fa-
vor. The request should not be outrageously more than the
original act performed to earn it.

Take into account the fame and infamy of the Hero mak-
ing the petition. A favor may be more valuable to a hero with
30 fame than one with 10.



MECHANICS OF THE FAVOUR ROLL

The actual Favor roll can be a little complex. But
don’t worry all the parts are explained in detail be-
low.

1. First determine the heroes RECEPTION
BASE SCORE, it will be a number between 1
and 10

2. Determine the REQUEST VALUE, which will
be a number between 1 and 10

3. Determine the ACT VALUE which earned the
favor, again a number between 1 and 10.

4. Minus the REQUEST VALUE from the ACT
VALUE (it may be a negative).

5. Apply this to the to the RECEPTION BASE
SCORE by subtracting a negative, or adding a
positive number.

6. This final number will be the PETITION
ROLL. The player must roll 2d6 and if the total
1s equal to or lower than this number the favor
is granted.

7. Whether the favor is granted or not the player
rolls two dice again against the same number to
see if the debt has been considered paid. If the
roll is equal to or Below the number on two dice
the Favor is considered to still be owed. If the
total is higher than the number the debt is con-
sidered paid.

That’s a whole lot of special rules to take in at once
but don’t worry, favor rolls don’t happen too often. Read
through the sections below then come back up and read this
part again and it should make more sense now.

Also, at any time the Demonlord may, if the player
agrees, deem that the favor is granted without rolling and
that the favor is considered paid.

This is useful for small requests that the heroes may
make early in the game such as a suit of armor or a takket.

If there 1s any questions as to whether the favor should
be granted then the Demonlord should require the player to
make the favor roll.

Reception base score

First the hero must determine how well he is received.

If the person they are petitioning is, overall, a good one,
then the Hero will subtract their infamy from their fame.
This may be a negative.

This total should be divided by 10 (round up) This is their
reception base score. This may be a negative.

If the person is, overall, an evil one, then the hero will
subtract their fame from their infamy, and divide the total
by 10 (round up). This is their reception base score.

The reception base score is used to show just how much
they impress the favor giver before even making their re-
quest. It will usually be a number between 1 and 10 but may
be a negative score if the hero is more evil than a good favor
granter, or more good than an evil favor granter.

PETITION ROLL-=-ACT VALUE-REQUEST VALUE+RECEPTION BASE
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Request value

Now consider the value of the request versus the value of
the act that earned the favor.

This can be hard to value, but the best way is to use a
number system.

Give the value of what is asked a ranking between 1 and
10.

1 being a trifling request, 10 being along the lines of seri-
ously affecting the favor givers interests.

Take into account the resources of the favor giver when
considering this value. The value of a Takket will be much
higher to a miner than it would be to a Lord.

The best way to consider it would be to think of 1 as
something the favor giver would think little of giving to a
friend. A 10 would be something which would seriously af-
fect the future of the favor giver.

A miner may not be able to continue his work without a
Takket but may feel so indebted to a hero that he will give it.
This would be a 10.

For alord, commanding his armies to attack a neighbor-
ing lord may be considered a 10. If it goes poorly for him his
entire reign may be in risk.

For the lord however a Takket would be 1.

The Demonlord will have to decide this on their own
though they can consider suggestions from the players.
Their final decision, however, must be respected.

Act value

Now consider the value of the original act done by the
hero for the favor giver. This should be given a value be-
tween I and 10.

Note that this is not how difficult the act was for the
player to accomplish, which may have risked the life of the
hero or may even have claimed the life of the heroes friends,
but the actual value to the favor giver.

1 could be recovering some trinket for the favor giver, 10
being saving their life or their kingdom from invasion.

Again consider the value in comparison to what the favor
giver already has.

Recovering a statue worth 5o gold pieces would be worth

How famous is your Hero?

Note, numbers may refer to fame or infamy, which-
ever 1s higher.
1=-Well known in their local town
20-Known within their local area (throughout the valley
of fangs for example)
30=Known throughout the province
40=Known through the land, for example the Winter-
lands
so0=Known throughout the world of Kartharka
#~75=All sing the praises of your Hero throughout the land
(or curse their name if infamous)
100=Your legends will be told for generations. Time to
retire your hero!

far more to a priest at the local shrine than it would to the
local lordling that had treasures uncountable.

The petition roll

Subtract the Request Value from the Act Value. This may
be a negative number.

Add this to the Reception Base Score.

This total number is the final Petition Score.

The player rolls 2 dice and adds the total together.

If this total 1s equal to or less than the Petition Score,
they player will be granted their request. See below for ”Fa-
vor Granted”.

If this total is greater than the Petition Score then the
favor is denied. See Favor Denied below.

Favor Granted:

Now the player rolls 2 dice again. If the total is equal to or
Below the Petition Score then the favor granter still consid-
ers the debt to still be owing,

They may consider the request too trifling to consider as
payment or they may consider their debt so great that they
will need to repay it again to feel it has been honored.

If the total is greater than the petition Score the Favor
granter considers the debt paid.

Favor Denied:

Now the player rolls 2 dice again. If the total is equal to or
Below the Petition Roll then the favor granter still considers
the debt to be owing.

If the total is greater than the petition Score the favor
giver will deem the hero too greedy, demanding, or hav-
ing too few scruples in blackmailing them in this way, and
deems the favor null and void. The hero gets nothing and
the favor is lost.

This failure will also negatively affect their fame/infamy
as well by one point. If the favor giver is good then they will
gain 1 infamy, if the favor giver is evil they will gain 1 fame.

This is because the favor giver will undoubtedly tell one
and all that the Hero is a terrible person for making such a
demand.
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SORCERY

Magic, in most roleplaying games, is fairly common.
With magic items everywhere, healing potions freely avail-
able, and Wizards and other magical types casting spells
with just a word, shooting fireballs and creating storms at
will.

In the game of LoSS magic is different.

Magic is wild, hard to control and very rare.

In the world of Kartharka, which the game of LoSS takes
place in, magic usually takes the form of Sorcery.

Sorcery is the power to contact and control supernatural
beings that have strange magical powers. These beings are
the ones who actually perform the magical feats which the
Sorcerer desires.

They may take the form of Demons of the Underworld,
the undead ghosts of powerful mortals from ancient history,
or spirits of the land, once worshipped by the people of Kar-
tharka.

Regardless of the type of spirit used, the rules in the fol-
lowing section apply in the same way.

This book is focused on the rules of the LoSS game so a
great deal of the background information of how and why
sorcery works in the world of Kartharka has been left out.

But all of this information, legends, and history of the
Sorcerous arts can be found in the Sorcery issue (issue 4) of
LoSS magazine.

W hat this chapter holds

This chapter has been reorganized and expanded exten-
sively for this new book.

In this chapter you are going to learn all the rules for sor-
cery and the supernatural in the world of LoSS as well as
how to use them.

The Other World and Other world stat

First we will discuss the Other World Stat and it’s uses.

The Other world stat is like the other stats, like body,
mind, or vitality.

It measures the hero’s ability to interact with, and control
forces and creatures of the Other Side. In LoSS all magical
creatures and things have some connection to the other side.

The other side is a kind of Spirit Realm, both control-
ling and powering all things magical in the World. Spirits
and Demons do not necessarily reside in the Other side but
merely draw their power from it.

The other world stat is used in all things magical, such
as summoning and controlling spirits, but is also used for
directly fighting creatures of the other side, or for protecting
the hero from things of the Other Side.

The Other World Stat

All the wonderful things you can do with the Other World
stat is detailed in this section.

Spirits and Demons

This section contains all of the special rules for dealing
with creatures and spirits of the Other side. Combat, special
powers, types of spirits, and rules for the Demonlord.

The first spirit (Familiar Spirit)

For players who wish to have their heroes learn the Sor-
cerous arts, the first step on the path of Sorcery is to summon
their first Familiar spirit.

The Familiar spirit, while useful, is not particularly pow-
erful, but it will lead the hero on the path of Sorcery, teach-
ing them new skills, and the ways of the Other Side.

The familiar spirit is a very special type of spirit. Being
the first spirit the Sorcerer contacts they have a very special
bond, the sorcerer can summon it very easily and has almost
complete control over its actions.

This spirit can also direct the hero in finding and control-
ling more powerful spirits as the Hero grows in power.

The Other World Veteran Skills

In this section all of the Other World Veteran skills will
be discussed fully.

How they work, how they can be used, and the risks in-
volved with tampering with the other side.

Summoning and controlling spirits

Once the hero has their familiar spirit to guide them they
will want to summon other, more powerful, spirits and De-
mons. This next section will give all the rules for summon-
ing, protection, control, and imprisoning of Powerful spirits
and Demons.

Creating Sorcerous Items. Imprisoning

The world of Kartharka is not completely void of magical
items.

Sorcerous items in the world of Kartharka contain an im-
prisoned spirit. The item both traps and controls the powers
of the spirit, directing their powers in very specific ways.

Sorcerous items are rare and very dangerous if used in-
correctly. Even if used correctly there is a risk of releasing a
very angry and powerful spirit to devour the user.

All of the rules for these types of items are included in
this section.




THE OTHER WORLD STAT

The other world stat is used for modifying rolls in any-
thing involving the Other World.

It is used for Sorcery, Magic, dealing with gods, demons,
other sorcerers, ghosts, or anything else of the Supernatural

It can be thought of as a mental “strength” although not
in the way of intelligence, willpower, or other such things.
It is the hero’s mental “force” on things from the Other
World.

Although useful for fighting things of the Other World
it acts like a beacon to those creatures. Those with a high
Otherworld stat shine out to these creatures as if they were
a bright light in a dark cavern. They will be the ones
who attract the attention of these otherworldly
forces.

If a group of heroes encounters a ghost or
demon, it will be invariably drawn to the hero
with the highest Other World stat.

At the Demonlords discretion the Other
World Stat can be used for other things as
well. The heroes could make a Sota roll
using their Other World stat to detect a
spirit in their midst, or to be warned of
an attack by a feeling of dread, or to
be filled with a sense of foreboding in
a place where great evil has happened 2%
in the past.

Other Side Combat:

Many of the Other World enti-
ties the Heroes encounter will have no
physical form. Some will be controllable
through the rituals and powers of sorcery but
others, like ghosts and spirits, may not be bound
by these things. The heroes may find other ways to
combat these entities but it is possible that they will
have no other recourse but to “attack” it.

Since the entity has no physical form these at-
tacks, though they may be done in the physical
world with a physical weapon, will actually be ef-
fected on the other side by their Other World Stat.

Other world combat may be done using any
weapon or even the heroes fists, the physical at-
tack itself will not matter.

The hero and the entity roll
their dice to attack as normal
but the only modifier to the
heroes dice roll will be the he-
roes Other World Stat. The en-
tity will use their Attack score|
as usual. |

Endurance damage and
death rolls occur in exactly]
same way as regular combat'
except that armor is ignored
for the purposes of these com-

7

bats, as well as any modifiers for weapons, combat skills etc.

If the hero should die in this combat, they die as in any
other combat, unless the scenario specifies something dif-
ferent.

Should the entity “die” they disappear. Whether it will
return or not, or whether it is
destroyed forever will be speci-
fied by the Scenario.
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Spirits AND DEMONS

SPIRITSAND
DEMONS

What follows are the rules for Spirits and Demons in the
game of LoSS. Everything you need to know to run Lairs
containing Spirits and Demons is contained in this section.

These rules will also be necessary should your heroes be-
come sorcerers and control spirits of their own. To create
the spirits which the heroes will control look to pg 114. for
the guidelines on how to create spirits.

Spirits Degree:

The Sorcery Veteran skills will refer to a spirits “degree”
in the following rules.

A spirits degree is usually it’s Rank divided by 5. Spirits in
published Lairs may have a degree that is more or less than
the usual divide by s calculation due to special powers or cir-
cumstances. See pg 114. for more on a spirits degree.

A spirits degree is used when controlling spirits, com-
manding spirits, and for other sorcerous things.

Weak spirits have a low degree (a minimum of 1) and
more powerful spirits have a higher degree.

Rank

A spirits rank is used in the same way as a mortal enemies
rank; to determine the fairness of combats, and to deter-
mine if Heroes should be awarded Veteran points for facing
them and surviving.

To determine a spirits Rank look to pg 114. ”creating
Spirits”
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Spirits and Demons

It is important to point out that the term spirit is used
to describe any creature of the Other world even if they do
occasionally have physical forms.

Whether or not they are able to take on a physical form
for periods of time they are still referred to as spirits for they
exist, at least partially, in the Other World.

In the game of Lair, all entities of the other world, all
supernatural beings, be they ghosts, demons, nature gods,
or elemental energies, all of these are referred to as spirits.

Demons however are very specific types of spirits. If the
rules that follow say “spirit” then it can be said to affect de-
mons as well.

Any rules that refer to “demons” may not necessarily re-
fer to spirits.

So all demons are spirits, but not all spirits are demons.

Demons are a very specific race of “spirits” that reside
primarily in the great underworld beneath the world of Kar-
tharka called the Abyss, beyond the great rift of Abalon and
inaccessible for surface dwellers.

Although the most commonly referred to spirit in game
mechanics is the demon there are many spirits in the world
of Kartharka.

Ranging from simple nature spirits, residing in an an-
cient tree, to great and powerful “gods” once worshipped by
thousands of followers and now forgotten by time in ruins
long abandoned by men.

The source of these other spirits is mysterious and lost in
time, perhaps they were once men, or sorcerers, or wizards,
or even just a tribal leader that chose to stay in our world in-
stead of moving on to the other side once dead. Or they may
be another spirit that existed long before the death of those
men, who have chosen to pretend to be people to gather
worshippers and followers to act on their wishes.

Some may even truly be “gods”, personifications of a for-
est, or a force of nature or of an entire nation, whether their
followers or creators still exist is irrelevant to them as they
continue on as they always have.

Many options are open to the Demonlord to create spir-
its to serve their needs in scenarios and lairs.

Most of the rules which will follow will deal with “de-
mons” but simply replace the name with “spirit” and it be-
comes a force not of the netherworld but of the other world.
Using the same stats and rules as a demon it may be a ghost,
unnamed force, or a god. Its motives may be good, evil, or
neutral and its source of power may be infernal or benevo-
lent as the Demonlord wishes.

So although many of the rules and lists which follow may
refer to “demons” feel free to adapt and change anything
you wish to add variety and spice to your own games.




Demons and the Other World

It is not known whether the Other World was created
by the Deaths of the Bloodlings or if their deaths created a
gateway between Kartharka and another world that has al-
ways existed. No matter what the truth may be, the other
side is real.

This term encompasses all things beyond the natural
senses of man and all places unknown to the normal ken of
the living.

It may be an afterlife, another world, or may be a world
living a razors edge away from the world of Kartharka.

Ghosts, demons, magic, gods, all these are of the Other
World.

Demons are kept from entering The Other World by the
Dread Compact.

Generally Demons have very real, very physical forms.

But, should they be killed, they do not “die” as mortal crea-
tures do. Their essence lives on, feeding on something, some
energy of the world of Kartharka, be it sorcery, magic, or
some other dread thing, until they become strong enough
to form again, as a tiny imp no bigger than a man’s finger.

But during this time they are technically things of the
Other World, thought they may not travel there.

They are akin to ghosts or spirits, but with a dread and
malevolent intelligence. They will attempt to stay in the
world above ground until they can form again. For once they
are above ground they may remain until banished,

So says the Dread Compact.

Until they take on physical form again they may only be
affected like those other things of the Other World, with
Sorcery, magic, or some other force not of this world.
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THE HERO SORCERER
The forst spirit (Familiar Spiri)

Unlike training in Combat a hero cannot simply decide to
become a sorcerer.

A warrior may spend their veteran points (which are a
representation of how much they have learned) when they
have amassed enough to increase their fighting skills. To ac-
tually gain these increases, they usually also have to spend
time training, hire teachers, or build specific areas to train
in.

A hero who wishes to become a sorcerer, however, cannot
simply hire a teacher and buy some books on Sorcery.

They still have to spend their veteran points to receive
their veteran skills in sorcery but, for them, this represents
their ignoring their training in battle skills to further their
interest in the more mysterious arts.

Training and reading the known knowledge of the world
will not be enough to teach them the ways of the sorcerer.
The knowledge of the sorcerer’s skills and ways are a jealously
guarded secret. Sorcerers will keep track of their discoveries
and knowledge in their own secret codes and languages, and
usually choose to write down as little as possible. Their arts
and secrets are traded amongst themselves only, usually only
through secret meetings where they speak with each other,
choosing to memorize as much of their lore as possible to
keep the dangerous and valuable information to themselves.

Things do sometimes slip from their grasp however.

When a sorcerer or wizard dies or is killed, some of their
notes and belongings will sometimes be found.

Sometimes the spirits they have enslaved will still be
locked within these belongings or trapped in the area which
the sorcerer has sealed them.

The Winterland sages also have certain scraps of learning
and knowledge deep within their treasuries. Kept safe from
the casual observance of those who would misuse it.

Any hero or villain who summons and controls spirits,
demons, ghosts or other supernatural things are considered
“Sorcerers”, and the laws and rituals, creatures and effects of
Sorcerers are all referred to as “Sorcery”.

Unfortunately for the Sorcerer the common folk of Kar-
tharka have a great fear of Sorcerers and may react to Sor-
cerers in less than friendly ways. Having a few friends with
deadly weapons helps to soothe the fear of the locals how-
ever.

The ferst step:

For the Hero that wishes to become a sorcerer they will
need to do one of the following:

e  Find another sorcerer to pass on the knowledge of
how to summon and command spirits.

e Kill another sorcerer and hope that his belongings and
scrolls will contain enough knowledge to summon
and control a spirit safely.

e Find one of the legendary tombs or ancient residences
of a long dead sorcerer and hope that it has not been

looted of its valuable knowledge yet.

e Search through the ancient vaults and treasuries of
the Sages halls in the hopes of finding enough infor-
mation to summon a spirit and bend it to their will.

Usually if a hero is patient enough they will come face
to face with a sorcerer, whether good or evil and begin their
path then.

Otherwise the best route is to inform the Demonlord
that they wish to begin searching for a legendary Sorcerer
or their tomb and the Demonlord will let them know of any
rumors or legends which they are able to discover.

They can then set out on their mission to discover what
they can.

Whether they find a book or scroll or discover a teacher
they may choose to study to become a sorcerer.

The familiar spirit (fzrst sorcery skill
use)

Regardless of their first source of Sorcerous knowledge,
the first thing they will learn is to summon a very minor
spirit.

The writings or teacher the hero has found will give
enough information to summon one specific minor spirit.

The rules for summoning and controlling spirits usually
require a number of sorcery veteran skills. Spirits and De-
mons are normally quite difficult to summon and extremely
dangerous and difficult to control.

The familiar spirit, however, is extremely weak and the
usual rules for summoning and controlling it are not used.

Instead the hero simply states that they wish to summon
their familiar spirit for the first time.

The hero can then spend their Veteran points on their
first Sorcery skill, Summoning. They must have the first
rank of Summoning before calling their familiar spirit. (see
page 69 for the Summoning skill)

The hero will need a private place where they will not be
disturbed or seen by anyone.

They need only speak the words learned from their study
and the Familiar spirit will appear. When they call it’s name
it appears before them in a puff of smoke.

There is no roll required to summon a familliar spirit for
the first time.

When summoning the familiar spirit for the first time it
is linked to the hero forever and in the future the sorcerer
may call it whenever they wish by simply calling it’s name.

They can dismiss it just as easily by sending it away, at
which time it disappears in a puff of smoke.

These minor spirits will usually appear to the sorcerer
as a wisp of smoke, a glowing sphere, a flickering flame or a
crackling of electricity.

The player and the Demonlord can agree on the familiar
Spirits appearance.



Rules for the familiar spirit.

What it can and cannot do.

EAMILIAR SPIRIT

Rank 1

Degree 1 (see pg 114. for Degree)

May not Attack

May carry a single small item

Move 4.

Control Distance: 10 squares

Veteran Skill Lore +1

Incorporeal

Invisible

Flight

May be Summoned Once per day for 10 minutes
DEF ATTK END DMG MOVE

o -2 4 -2 4

This first spirit may be summoned at any time by the sor-
cerer. They may do this whether they are in combat or not.
To do so they must do nothing but perform the gestures and
chants of summoning for their turn. On the next turn the
spirit appears and may act immediately.

Once summoned the spirit may remain in the world of
Kartharka for only short periods of time, about an hour of
time or one Lair. They may not then be summoned again
until the following day.

The spirit has some uses but is not very powerful.

It cannot be seen or heard by anyone but the sorcerer.

The sorcerer can see and hear the spirit perfectly how-

ever.

The spirit may be asked questions, or may be commanded
to complete simple tasks.

These spirits are ancient and so will be able to successfully
answer any question about history or sorcery as if they had
the veteran skill Lore +1.

They must answer any questions truthfully and if they do
not know the answer, they must state that this is the case.

They may also perform small tasks for the sorcerer.

Their substance is similar to that of a ghost, they may
move through walls, floors or ceiling and may fly or float in
any direction through any material. They may only move
up to 10 squares away from the sorcerer however. (regard-
less of the Sorcerers command skill see pg 772) This could be
useful for searching the bottom of a pool, beyond a door, or
inside a box however.

They must follow all orders of the Sorcerer, if they can.
They may also move small any small object around carrying
it within the distance they are allowed to move but they are
quite weak.

They could for example pour a glass of water, open an un-
locked door, or sweep a floor.

But they do not have the strength to move an object hard
or fast enough to cause damage. So they may fetch a dagger
for a sorcerer but may not use it to attack someone.

The familiar is controlled and moved in the same way as
a follower (see pg ~79 followers).

If the familiar should ever ”die”. Then the Sorcerer will
need to find another one. Without their familiar however,
they may have a hard time finding another.

If they have another spirit under their command then
they may go to them to find the name of a new familiar
spirit. If the sorcerer has no other spirit under their control
then they will need to, again, find another sorcerers writings
to provide them with a Familiars name.
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SummoNING AND CONTROLLING SPIRITS

SUMMONING AND
CONTROLLING SPIRITS: OVERVIEW

The power of the Sorcerer lies in their ability to summon
and control Spirits and Demons.

There are a number of Veteran skills which are used in the
acts of Sorcery. The specifics of each skill, what it can do,
and the mechanics of all the rolls will be explained in detail
in the following Sorcery Veteran Skills section.

For now I want to present to you an overall view of how
they are used, and how they work together.

The six Sorcery skills are:

Summoning: Used to Summon the spirit.

Protection: Provides Protection to the user after sum-
moning a spirit

Command.: Used to force the Summoned spirit to per-
form a task for the Sorcerer. It is also the measure of how
many spirits they can control at a time, and how far their
Control reaches.

Enstavement: Used to bring the spirit permanently under
the full control of the sorcerer at any time

Imprisoning: Used to create Sorcerous artifacts (magical
items) that can be used by anyone.

1o Summon and control a spirit

If the Sorcerer wishes to Summon a spirit they use the
following Method.

The sorcerer will always be summoning a specific spirit
by name.

Usually they will describe the type of spirit they wish to
summon to their familiar spirit who will then tell them the
name of a spirit to summon.

First they use their protection skill (pg #71) to make a
protective circle in which to trap the spirit when it is sum-

moned.

The sorcerer makes a special dice roll called the Ward
Roll to determine the how powerful a spirit the Circle can
contain (measured in Degrees see pg 114. for degrees)

Next the Sorcerer performs the actual summoning,

To perform the summoning the Sorcerer makes a Sum-
moning Roll (see pg 69 for summoning) to see if they are
successful in summoning the desired spirit.

If they are successful then the spirit appears.

If not then a random spirit appears, or none at all.

The sorcerer may try to bargain with the spirit now.
There are no specific rolls or rules for bargaining. They can
make a request of the spirit and the spirit will tell the sor-
cerer what it requires in return.

The Demonlord will determine these things.

The Sorcerer will usually get the worst part of the deal in
these situations. See bargaining on the next page.

The Sorcerer may choose to use the Command skill on a
spirit trapped in a circle. This means they use their force of
will and special incantations to force the spirit to do what
they command without bargaining,

They may make a Command Roll (see pg 73 for Com-
mand) to force the spirit to answer a question or complete
a task.

If they succeed the spirit will either answer the question
or complete the task.

If they fail they will have to try again, or dismiss the
Spirit.

This should give you some idea of how sorcery works in
the game of L.oSS. All of the specific details can be found in
the following Veteran skills sections. These include how all
the sorcery rolls as made, as well as all the other uses for each
of the skills other than just summoning and commanding
spirits.




Enslavement:
If the sorcerer does not wish to bother with setting up
circles, summoning, and commanding a spirit every time
they wish to accomplish something, they can enslave a spirit.
An enslaved spirit will appear whenever the sorcerer calls
them, and will follow all the sorcerers’ orders while not be-
ing able to harm them.

To enslave a spirit the Sorcerer creates or buys a suitable
item to bind the spirit to (see pg 74. enslavement for more
on this).

They first make a ward roll to create a protective circle.
They then make a summoning roll to summon the spirit.
They then make a Command roll to Command the spirit to
bind itself to the item.

They must then make 3 successful enslavement rolls (see
pg 74 for the enslavement roll) in a row.

The spirit will then disappear, but can be called at any
time by the sorcerer using the bound item, and it will do
their bidding without the necessity of any command rolls.
Imprisoning:

A sorcerer can only control up to a certain amount of
spirits at any given time. This amount is determined using
the Sorcerers’ Command Skill.

A Sorcerer may want to make use of more spirits than
they can control at a time, or to make use of a spirit which
is more powerful than they can control with enslavement.

The sorcerers of old discovered a way around this by im-
prisoning spirits in special items, in such as way that their
powers could be used without having to summon and con-
trol the spirits directly.

A spirit in a magic item like this does not count towards a
sorcerers’ limit of spirits which they can control. This gives
them far more power than they would have normally.

Not only that, these items may be used by anyone, not
only Sorcerers, which means that any of the hero’s
teammates may make use of these spirits.

For more on Sorcerous items see pg

75
Bargaining:

Once you have summoned
a spirit, and it is safely behind
a protective circle. What do
you do next?

The simplest and “safest” (if such
a thing exists) way to have a demon do
your will is to make a bargain with it. To give
it something it wants in return for something
within its power.

Rarely will the hero have anything the
demon desires but it may have a task which
it cannot do itself or will require a sacrifice
by the hero. Demons generally want two
things, freedom, or amusement to while
away the centuries until the Dread Compact
crumbles to dust.

Once in our world it may ask to be freed from the circle
in return for a favor. It will wish to be free in our world now
that the summoner has brought it above ground. It will not
be able to stay forever, the turnings of the Dread compact
will eventually find the exception the summoner has created
and erase it banishing the demon once again but it will cause
a great deal of destruction and evil before leaving. It will not
harm the ones present during the summoning but anyone
else would be subject to its evil.

If the summoner chooses to allow the demon or spirit its
freedom it will usually be sure to make it known to everyone
exactly who summoned it and released it, earning the hero
infamy as if he had perpetrated all the evil acts of the demon
himself.

To some this would seem to be a fair trade.

Amusement:

All demons, if not allowed their freedom, will settle for
amusement. A living human can be given to them to take
back to the underworld where they will be tormented for
some time before finally dying.

To some this may also be a fair trade.

Bargaining with spirits other than demons can be a sim-
pler and less dangerous. Their motives however are more
mysterious and varied depending on the spirit.

Some spirits may be well inclined towards man and may
offer their help for nothing. However the heroes must be
wary. There are many spirits in the land of Kartharka and
not all are what they seem. A kindly forest spirit may be re-
vealed to be a demon in disguise at the worst possible mo-
ment, or may ask the heroes for an innocent sounding favor
only to find that they are doing the work of evil.
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OTHER WoRLD VETERAN SKILLS

THE OTHER WORL.D
VETERAN SKILLS

T'he Sorcery Skills

Welcome to the Sorcery Veteran Rules!

Here you’ll find all the mind blasting world conquering
power of the Sorcerers.

But first a few points on the rules....

Purchasing the Sorcery Veteran skills.

The Sorcery skills may be taken by anyone, like any of the
Veteran skills.

Heroes need only find enough information to summon
their familiar spirit. After doing that they spend their vet-
eran points to buy their first rank of summoning.

(see pg 65 for more on summoning the familiar spirit)

This familiar spirit will serve as the heroes teacher for
further ranks of Summoning and for all the other Sorcery
Veteran skills

The Sorcery skills are Other World skills.

Each of Sorcery skills must be bought and paid for sepa-
rately with Veteran points.

Each of these Sorcery skills will take up a slot in the Oth-
er World stat and use the Other World stat as a modifier.

You will note, however that there are only 3 slots avail-
able for skills next to the Other world Stat while there are 6
Sorcery skills.

This would normally mean that there is no way that a
hero could have all 6 Sorcery skills at once. However....

While there are still slots available in Other World, the
heroes must add any Sorcery skills there.

Once these slots are full, the hero may add further Sor-
cery skills to slots on the mind stat.

Heroes may not place Sorcery skills in the Mind Slots
until the Other World slots are full.

Ifthe all of the heroes Mind slots are filled then they may
begin placing their Sorcery skills in their Camaraderie stat.

Heroes may not use the Camaraderie slots for Sorcery
skills until all of their Mind Slots are full.

Such are the strange and mysterious ways of Sorcery in
Kartharka.

Now on to the skills themselves!

SUMMONING VETERAN SKILL

+I available to any with a sorcery teacher or sorcery book
or scroll containing enough information to summon a fa-
miliar spirit.

The summoning skill is built up in ranks like any other
skill. Each rank will give a bonus to the hero for the purpose
of summoning spirits.

SUMMONING A SPIRIT

When attempting a summoning a specific spirit is called
by name.

If the summoning is successful the spirit must appear.

If the summoning is unsuccessful, either nothing will
appear, a spirit of greater power will appear, or a spirit of
lower power will appear.

HOW TO KNOW WHAT TO SUMMON:

A fledgling sorcerer will have no idea what is available for
him to summon, the powers of demons and spirits, their
abilities or their weaknesses.

To find these things out they must either:

e  Convince another Sorcerer to give him information.
e Discover another sorcerer’s writings.
e Force another spirit to give him this information.

This final choice is the route most common to use, and
luckily the hero has a familiar spirit under his control for
just this sort of thing,

A demon will only know the true names of demons up to
one degree above themselves.

However the familiar spirit will not want to give the hero
this information. Usually the hero simply asks questions of
their familiar and, if the familiar knows the answer, will im-
mediately tell them. However, revealing the names, powers
and degrees of its fellow spirits is taboo to spirits.

To give a sorcerer this information is a betrayal of the
other spirit as it gives men more power over them. The
other spirits will surely try to take their vengeance on the
sorcerer’s familiar spirit if they ever can.

Since familiars are rarely trapped in the Abyss the de-
mons are less likely to be able to take their vengeance but
demons memories are long and if the familiar is ever forced
to enter the abyss or if another demon should ever be freed
near them their vengeance will be terrible.

And so the Sorcerer must force the familiar to give up
this information. This is done by making a control roll using
the Comman skill (see page 73 for Command).

WHAT DOES A4 HERO DO TO SUMMON A
SPIRIT?

The hero must make a suitable offering that will be pleas-
ing to the spirit in question. A simple fire spirit can be sum-
moned using a bonfire, but the most powerful fire demons
would require the melting and burning of rare and strong
metals, requiring a forge or furnace to reach high enough
temperatures. The items consumed in the summoning
would usually need to be acquired and may cost an amount
of gold to buy or must be sought out by the hero.

Either the Demonlord will decide what is suitable or the
scenario will state the requirements.



Next, incantations must be made to satisfy the Dread
Compact, the specific gestures, motions, and times to sum-
mon are constantly changing but the familiar spirit will be
able to guide the Sorcerer in these things.

The Dread Compact always has exceptions to its usual
rules which are constantly changing,.

For example:

A spirit that must be summoned in the fzrst moon of spring
can be summoned in winter by turning clockwise while chant-
ing, unless the time of day be in the morning in which case a
wand of bone inscribed with the true name of the demon must
be held above the summoners head.

The Veteran skill “summoning” is not a knowledge of’
true names of demons and their powers, but more a grow-
ing collection of knowledge concerning exceptions, replace-
ments for offerings, ways to speed up the rituals, as well as
the mental fortitude to will a spirit to appear.

As a Demonlord do not waste too much time making
up complex rituals for the Sorcerers to act out and special
items for them to find. Suffice it to say that the Sorcerer
will be making strange motions, speaking dread and mysteri-
ous words, and shaking or gesturing with bizarre items. The
Sorcerer is clearly doing something other worldly and every-
one who sees it will know this.

The actual actions of the summoning are not as impor-
tant to those playing the game as the fact that they see some-
one performing a summoning and that it has some effect.

Summoning time:

If a Sorcerer is attempting a summoning but there is no
chance of being interrupted then it is not important how
long it takes.

Ifthe heroes are in combat however the amount of time a
summoning requires becomes very important.

Summoning takes one turn per degree of the spirit being
summoned.

The Summoning Roll:

To see if the summoning roll is successful use the follow-
ing formula.

Take the degree of the spirit, subtract the Sorcerers’ Oth-
er World stat, and subtract the sorcerers’ summoning skill.

This is total is the number the Hero must roll above us-
ing one die.

If the summoning is successful the spirit appears.

However it is not controlled yet, and the summoner
and anyone else nearby is not protected unless the hero has
successfully used the protection skill (Covered later in this
chapter see pg 71)

If the hero fails the summoning roll a die and consult the
following table:

\ \ \

Summoning Failure table
1-4.:Nothing appears.

52 A spirit of a degree lower than the desired spirit ap-
pears. Roll a die and subtract the number rolled from
the desired spirits degree, which is the degree of spirit
that will appear. If this is o then nothing appears.

6: A spirit of a degree higher than the desired spirit
appears. Roll a die and add that number to the desired
spirits degree. This is the degree of spirit that will ap-
pear.
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ProTECTION

PROTECTION VETERAN SKILL

If a summoning is successful, the sorcerer will now have
a ghost, spirit or demon in front them and, chances are, it’s
not too pleased.

If the spirit has never been summoned and controlled be-
fore (see Command pg 43) then the spirit will try to attack
the hero that summoned it, and likely any others that are
close by.

To prevent this Sorcerers protect themselves from Other
World forces, using magic circles, amulets, charms and in-
cantations.

Buying ranks of the protection skill is easy for those who
have a familiar spirit. These ranks represent learning the
ways of protection from their familiar spirit, how to create
the charms and amulets as well as the proper invocations to
the dread pact and the drawing of protective circles.

The Protection skill can be used in several ways, as is de-
scribed below.

Other Worldly Armor:

Each rank of protection gives the sorcerer an armor bo-
nus versus spirits and demons which works in exactly the
same way as normal armor in regular combat. Subtract the
protection skill bonus from any damage caused by a spirit or
demon. Any attack by a spirit or demon, whether they are
in a spirit form or a physical form is modified by sorcerer’s
protection skill. The Sorcerers Other World stat does not
add a bonus to this.

The demon will appear to be attacking the sorcerer
through an invisible wall of force.

The same is true of attacks by an incorporeal spirit such
as a ghost. Their spiritual attacks are lessened in the same
way by the Sorcerers protection skill.

For example: a demon tries to disembowel a sorcerer with
its claws. The Demon causes 4 points of damage, but the sorcer-
er has 2 points of protection so he only takes 1 points of damage.

The drawback of the protection skill is that the sorcer-
er must wear their amulets, and clothes inscribed with the
mighty charms at all times. Once they invoke the protective
magics of the Dread Compact they draw the attention of the
Compact. Removing their amulets would mean that they
have discarded the protection of the Compact and every
spirit and demon in the vicinity will be drawn to them by the
terms of the Compact to exact their revenge on the Sorcerer.

Protective Ward Circle:

The sorcerer can use their protection skill to create a pro-
tective ward or circle around the area where a spirit is to be
summoned.

The hope of the Sorcerer is that if they are not strong
enough to command the demon (see pg 73 command) they
will at least be protected from its power.

The circle is usually created before summoning a spirit
but may be made at any time the Sorcerer believes they may
be in danger from spirits or Demons. In this case they would
draw the circle around themselves and the other members of
the adventuring party.

The circle will protect the heroes from all otherworldly

creatures. Creating one and standing inside it will protect
them from attacking Other World forces.

The circle can be drawn in the dirt, on stone with chalk,
carved in stone or wood, or any other form the hero wishes.

The hero may create a protective circle of any degree they
choose, however the actual power of the circle will vary de-
pending on the apparently random nature of the dread com-
pact as well as the hero’s protection skill and other world
stat.

The power of the protective circle is measured in degrees.
This is the highest degree of spirit which the circle can block.

The circles final power in degrees is the level of spirit it
will protect the heroes from. Spirits of that degree or lower
may not pass the circle or harm anyone within it in any way.

This is also the degree of spirit the circle will entrap.
Once a spirit is in the circle it will not be able to leave until
the hero dismisses it at which point it will return to wher-
ever it came from. Even if the sorcerer is unable to control
the spirit they are still able to dismiss it and may be able to
extract a bargain from it to allow it to leave (see bargaining
pg 68).
Time 1o Create the Circle:

It takes a full turn per degree of protection to create the
circle.

The hero decides before starting how high of a degree
circle they are attempting to make.

After the amount of time it takes to draw the circle has
passed, the hero may make the Ward roll to see if the circle is
successfully created and how powerful it is.




The Ward Roll

The hero rolls a difficult SOTA check (7), adding any
modifiers for their Other World stat to the dice.

If the roll is successful then determine the power of the
circle. If the roll has failed then go to the section below
marked “Determine Failed Circle Power.”

Determining power of the Circle

The power of the circle, in degrees, is equal to the heroes
other world stat, plus their protection skill plus the score of
one die roll.

If this number is lower than the degree of circle which
the hero was trying to create then this total is the actual de-
gree of the circle.

For example: the sorcerer attempts to make a 10” degree
cirele, but the final score is only an 8, then they have created an
8% degree circle.

If the number is higher than the circle they create then
the degree of the circle is the final amount.

For example: the Sorcerer was trying to create a 5" degree
circle but their roll is a total of 10, then they have created a 5"
degree circle.

Determaine Failed Circle Power

If the Sota check roll is failed, the power of the circle is
the characters other world stat plus their protection skill
minus the score of one die roll.

If this number is lower than the degree of circle which

the hero was trying to create then this total is the actual de-
gree of the circle.

For example the sorcerer attempts to make a 10" degree
circle, but the final score is only an 8, then they have created an
8% degree circle.

If the number is higher than the circle they create then
the degree of the circle is the final amount.

For example the Sorcerer was trying to create a 5" degree
circle but their roll is a total of 10, then they have created a 5”
degree circle.

How long does the circle last?

The circle lasts for as long as the drawn circle lasts.

If it is carved in stone then it will last until someone is
able to chip part of the circle away breaking it.

Ifit is drawn in the dirt it will last until the line is broken
by scratching out a portion with a foot, or by accidentally
scratching out a portion when walking through it.

Note that Spirits and Demons cannot touch the circle,
but if the Demonlord has non supernatural enemies on the
board then they would be allowed to touch it to destroy the
circle.

Since creating the circle is a Sota roll, the special Sota
roll allowing the Demonlords minions to undo it is in ef-
fect, meaning that they need to make a difficult Sota check
to destroy the circle (7).
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CoMMAND

COMMAND VETERAN SKILL

If the Sorcerer wishes to skip bargaining with a spirit (see
pg 68 for bargaining) they may force the spirit to do their
bidding using the command skill..

All spirits and demons may be commanded by a Sorcerer
with enough power.

A hero may use their command skill on any spirit which
they have trapped or summoned within a protective Circle
(see protection pg 7I)

The Sorcerer can try to command the spirit in one of two
ways, either commanding it to Answer a Question, or com-
mand it to Perform a Task.

Commanding a spirit takes one turn.

Answer a Question:

The hero rolls a die adding it to his Other World stat and
Command skill to get a total score.

The spirit (Demonlord) rolls a die and adds it’s degree to
get a total score.

If the hero has a higher score the Spirit must answer one
question. Go to Determine if the Spirit knows the answer
below.

If the spirit has the higher score it refuses to answer the
question.

Determine if the spirit knows the answer:

If the Demonlord thinks that the Spirit would know the
answer to the question then it can be simply given to the
hero.

If there is any question as to whether they would know
the answer or not the spirit must make a difficult lore roll to
know the answer.

If the spirit does not have a specific lore skill then it is
assumed that its lore is equal to its Degree. (see pg 28 for the
Lore skill)

Every time the hero attempts a Command roll against a
specific spirit, the spirit gains +I on the next roll to force it
to answer a question

The spirit is learning the strengths and weaknesses of the
hero and will be more prepared for the next attempt to con-
trol it.

Perform a Task:

The Sorcerer may attempt to force the spirit to perform
a task.

They do this by making a Command Roll

The Command roll to force a spirit to complete a task:

The hero rolls a number of dice equal to his other world
stat and his control stat combined.

The spirit rolls a number of dice equal to its degree
(adding an extra die for every previous command from
the same sorcerer whether successful or not).

If the Spirit has the higher score it refuses to complete
the task.

If the Sorcerer has the higher score the Spirit must
complete the Sorcerers’ task.

The spirit is free to leave the circle when completing a

task. It will not be able to directly attack the Sorcerer or any-
one else while it is completing its task unless the task is to
attack someone. In which case it will be free to attack only
that person.

Once the spirit has completed its task it will return to the
sorcerer. At this time the sorcerer may choose to make an-
other command roll to have the spirit complete another task
or they may dismiss the spirit sending it back from whence
it came.

Careful thought must be given to what they are asking
the spirit to do. The sorcerer may ask the spirit to do any
task that they wish but the spirit will be given permission
to act in any way it wishes to perform the task, except for
attacking and killing anyone..

It will also be allowed to remain in the realm of man long
enough to complete its task.

Demons and spirits do not eat, do not sleep, do not be-
come tired, may sometimes fly or have other abilities so
their power to accomplish their tasks can be great, but even
they may not be able to complete a task that is too large.

If the commands are being given during combat it is best
to keep the command simple such as “kill that sorcerer” or
“knock down that door” or other simple things.

If the sorcerer says something like “build me a house”
with no instructions as to size or where to get the materi-
als the demon may choose to tear down the palace of a king
for the stones and build the sorcerer a house so big that it
may take a century to complete. Meanwhile the spirit will
terrorize the countryside destroying every home for build-
ing materials all while technically following the orders of the
Sorcerer.

Ifthe Sorcerer is clear on what must be accomplished and
how, and does not assign a task to a spirit which will take
more than a day the spirit will generally comply quickly and
accurately to be away from the sorcerer as soon as possible.

The sorcerer may only have 1 spirit under their Com-
mand at a time. While a spirit is undertaking a task the Sor-
cerer may not Command another spirit. If they do they lose
control of the first spirit.

The Command skill and Control limits:

In the enslavement section that follows you will see that
the command skill is also used for determining how far an
enslaved spirit can travel from the Sorcerer, and for how
many spirits may be controlled at once. See pg 74.for more
on Enslavement.




ENSLAVEMENT
VETERAN SKIL.L

The most powerful of all the sorcerous abilities and the
most dangerous to attempt is Enslavement.

It allows the Sorcerer to summon spirits instantly, com-
mand them to do their bidding without needing to make
command rolls, and control more than one spirit at a time.

An enslaved spirit or demon is at the sorcerer’s beck and
call.

A Great Exception is written into the Dread Compact
allowing the sorcerer to call up and command the spirit or
demon whenever the sorcerer wishes.

To enslave a spirit the sorcerer summons the spirit in
the normal way, preferably with a protective circle if things
don’t go their way.

The sorcerer should have an appropriate item to bind the
spirit to. An item connected to the spirit in some way is re-
quired; a tree spirit could be enslaved with a wooden wand or
staff, a fire demon with a brazier or a lamp for example.

The sorcerer must then make a successful command roll
to command the spirit to bind itself to the item.

The sorcerer must then enslave the spirit by making an
enslavement roll (see below)

T 'he enslavement roll

The Enslavement roll is the same as the command roll
(see pg 173 for command roll) but must succeed 3 times in a
row.

If the sorcerer fails any of these 3 rolls the spirit will im-
mediately be freed from the protective circle and the control
of the sorcerer.

It will then try to attack the sorcerer and anyone else with
them.

If the enslavement rolls are all successful the demon
is dismissed back from whence it came but will be forever
bound to the enslaving item the sorcerer has chosen.

Enslaved Sperits

An enslaved spirit may be summoned at any time, even
in combat (takes 1 round), by the sorcerer who enslaved the
spirit using the item.

It may also be summoned multiple times in a day.

It may be dismissed at any time by the Sorcerer at which
point it will disappear to wherever it came from.

The spirit will appear on a square next to the Sorcerer. It
can then be controlled by the Sorcerer’s player like any other
follower (see followers pg“79)

It will take it’s turn on the hero’s turn like any follower
and may move and attack like any other follower.

When summoned, the spirit can be commanded in any
way the sorcerer chooses. They will answer questions (using
the usual lore rolls) and act as commanded.

It may perform easy Sota when in adventuring mode, and
if it has applicable stats (it often will not) then these may be

added to the Sota roll.

During combat mode it may not Sota tasks as the hero
will be too distracted to instruct it properly.

This means that it will be able to open doors, move, pick
up and move items, untie ropes or other simple tasks.

It is not a stupid creature but it will likely try to “misun-
derstand” it’s master and do things incorrectly if the sor-
cerer does not have time to fully instruct it in its tasks.

The Spirit may not leave the sight of the Sorcerer how-
ever and may not move out of “range” of the sorcerer, which
is a number of squares equal to double the Sorcerers Com-
mand skill.

If the Sorcerer moves out of this range themselves, the
creature will disappear and will need to be called again on the
following turn.

If the binding item is stolen, anyone else attempting to
use the item will indeed summon the spirit but it will not be
under their control and is free to attack the user.

If the binding item is destroyed then the link is severed.
The spirit will be immediately banished back from whence
it came.

The Sorcerers can control more than one enslaved spirit
at a time.

The Sorcerers Command skill is the limit of how many
total degrees of spirits they can control at once. Example: a
Sorcerer has a Command skill of s. They can command 1 de-
mon of the s degree, or 2 demons of the 27 degree, or 5 demons
of the 1° degree.

74
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IMPRISONING

IMPRISONING

In the previous chapters we saw that directly summoning
and commanding a spirit is gives it more freedom and power
than an enslaved spirit has. However an enslaved spirit can
be summoned instantly and with no risk.

The Sorcerer is also limited in the amount of enslaved
spirits they can control at a time.

But the great sorcerers of old were very clever. They
found a way of imprisoning a spirit or demon directly in an
item.

The imprisoning skill is used to trap a spirit directly in
an item.

The concept is a simple one. A spirit is imprisoned within
a specially prepared item. Once it is imprisoned it may no
longer escape, its prison means it no longer needs to be sum-
moned, protection need not be used and control is no longer
necessary.

An enslaved spirit needs an Item for summoning but the
item serves only as a doorway to the Other World.

With imprisoning the spirit is forever imprisoned in the
item itself.

Unfortunately an imprisoned spirit is of little use. It is
trapped and unable to use its powers. While this may be a
suitable goal if the purpose is to neutralize the spirit it is not
very useful to the Sorcerer.

The power of the Prison lies in its exceptions.

All imprisoning items are created to “mostly” imprison a
spirit, allowing it to escape only in certain ways.

For example: a prison could be created to trap a fire demon
but still allow its fere to escape.

This would result in an item which continually pours forth

fere and flame.

Heroes could certainly find a use for such a thing, but it
could be dangerous to carry around with you.

Usually Exceptions are controlled by a command word
which turns the exception on and off.

For example: an item that normally appears to be a large orb
with intricate carvings will, on speaking the command word,
begin to pour forth fire.

In combat terms this fere pouring forth would be equivalent
to whatever attack the spirit would have made with fire but
without going through the trouble of summoning, protection,
controlling and ensiaving,

More refinements can be made to the exceptions as well.

For example: With our fire orb, the item could be used as a
type of grenade, throwing the orb at your enemy as you speak the
command word. However this is not too elegant and may result
in loss of the orb if the sorcerer’s enemies are not killed.

Another exception may be added to the prison, that the
bearer of the orb be protected from the fare while forcing it to be
directed awayp ffrom the bearer. Now the item is truly a weapon.

Or the prison could be a sword. With the hero wielding a
powerful flaming sword that burst into flame at command and
could shoot fire at anyone it is pointed at.

This is the true power of the Sorcerer, the ability to cre-
ate these powerful and terrible prisons. But they come at a

price. They are quite difficult and dangerous to make.
An item prison may be used by anyone that knows the
control words.

Creating a Prison:

The sorcerer must create the item to be used as a prison.
It must be made for a specific spirit.

At the time of creating it must be decided how many ex-
ceptions are being added to the item.

The item will be very costly to create, needing many ex-
otic ingredients, jewels, metals and other items.

COST OF THE PRISON:

The cost will be equivalent to: Number of exceptions
times the degree of the spirit multiplied by 100 gold coins.

Since money can be quite hard to come by in the world
of Kartharka the Demonlord could also have the heroes
search for the materials themselves. Usually they will have
to complete one difficult lair per Exception and Degree of
the prison.

CREATE THE PRISON:

The spirit to be placed in the prison must already be en-
slaved to the sorcerer. The sorcerer will summon the en-
slaved spirit and command it to enter the prison.

The sorcerer will then roll to Imprison the spirit.

To create the item the sorcerer rolls a number of dice
equal to their Other World stat plus their Imprisoning stat.
The Demonlord will then roll a number of dice equal to the
number of exceptions plus the Degree of the spirit to be im-
prisoned.

If the sorcerers roll is equal to or higher than the De-
monlord’s roll then the prison has been successfully created.

If the sorcerer roll is lower than the Demonlords, the
spirit is no longer enslaved to the sorcerer and may now take
it’s revenge on him.
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Tue DEMENSE

THE DEMESNE

Home and Hearth of the Heroes

Whenever the heroes are not actively traveling, the place
they call their home is their Demesne.

It may be a clearing in the woods with a crude shelter
built to protect them from the storms. It may be a room at
the local inn, or Way house or a stately manor.

They may choose to build a home, buy one or rent one.

As you can see in the Veteran Skills section, to gain cer-
tain veteran skills you will need a demesne, and some of
them will require a demesne with special features.

In LoSS game rules the hero’s demesne is any permanent
home the heroes have.

The only requirement is that it is their permanent home
for now.

Demesne options in Stroh Branoch
(o any large cizy)

In Stroh Branoch there are many options for the hero’s
demesne.

<They may stay for free in the common room of any way
house; this will provide shelter but will not allow heroes to
increase their veteran skills.

<They may rent their own rooms from these wayhouses;
this will allow the heroes the comfort and privacy needed to
improve their skills.

“They may, if they earn enough money, rent or buy a
house of their own in the town; a valid Demesne for im-
proving skills.

‘They may make a shelter of ice and wood in the woods
surrounding the city; a valid Demesne for improving skills.

«If they have the right tools they may build themselves
a log cabin or other structure outside the city; a valid De-
mesne for improving skills.

<Anyone is free to construct or move into a shack in the
outskirts of Stroh Branoch.

These options (except for the Stroh-Branoch shack) are
available in most cities and villages within the Winterlands.

Costs and features of the Demesne

Rooms can be rented for 1 Gold coin a month from a
wayhouse, and will contain enough furnishings for the he-
roes to be healthy and rested.

A house can be bought for 100 gold coins, measuring
fifty feet by fifty feet and having a ground floor, an upper
floor, and a cellar.

A house twice as big (100 feet by 5o feet) is twice as much,
and so on. (On the demonboard 1 square equals 5 feet)

The house will be completely unfurnished. All of these
things must be added by a hero.

To add features to a home you must first have space for
that feature.

To add a training yard you need to have a yard.

To add a library you need an empty room to house it.

Building a house

A house can be built by a hero as well.

To build a house the hero must pay 30 gold coins for tools
and “permits” from the Targ, and spend at least a week be-
tween each adventure building their home. After 8 weeks
thus spent they will have the basic home described above.

Amounts paid and time spent will be similar in other
towns and cities of the Winterlands.

During this time the hero is “retired” from Adventuring,
and the player must use another hero for adventuring until
the building hero has finished their task.

All the heroes cannot simply wait around while the hero
builds their house adventure is always happening in the
world of Stroh Branoch and it waits for no one.

In game turns this means that the player will have to wait
till 8 weeks’ worth of adventures have occurred. Some ad-
ventures may only take a day, others may require weeks of
travel to reach a lair. The Demonlord will adjudicate when
enough time has passed and the hero is back in action.

The house will be completely unfurnished

Strobh Branoch shacks

Stroh Branoch is a special city.

Huge amounts of miners come from all over the Winter-
lands and the Empire. All of these people over the years have
built many structures in Stroh Branoch. Shacks, homes,
tool sheds, storage sheds, smelters, charcoal huts, refining
stations, and other larger and smaller structures. Indeed the
city itself sits atop other older mine works, some buildings
of which still stand.

This means that the entire city is full of half built shacks,
old lumber, ruined houses and old sheds. Every available
space is occupied by Miners, travelers and workers all look-
ing to make their place in the city.

Heroes travelling to the city are easily able to appropriate
a somewhat upright shack, and using some of lumber which
fills every other available space, may repair it to make it liv-
able.

Often people will band together, with five or six people
living in each shack. They work together to keep the shack



upright, make improvements, clear the roof and doorways of
snow, keep the firewood pile (always stored indoors) topped
up and to guard each other’s possessions.

The shacks rarely have locks on the doors, they are frag-
ile enough that simply tearing boards off the side would be
easier than breaking down a locked door.

With time however the shack can be built up to the stur-
diness of a usual dwelling but the effort and money required
to do so would be the same as building a real home.

Many a group of heroes has started out their career in
one of these shacks.

The average shack measures roughly Fifty by Fifty feet
and starts completely unfurnished.

Few Demenses are strong enough to keep out a deter-
mined thief unless they are will fortified. Usually people
make do with making friends with their neighbors, some-
times paying them to keep an eye on their belongings when
they are out of town, or asking others to dwell within their
home while they are gone.

For the most part, as long as they carry their valuables
with them, and keep their tools in a heavy and well locked
box within their home these efforts will be successful.

As long as the heroes are citizens of good standing few
will allow thieves to enter and loot their homes.

Adding on to a shack or house

HOUSE (ADDING SPACE)

A hero may add another soxso foot area to their house
at any time.

This may be the addition of another room, another level,
or a fenced in yard

The cost to pay someone to do it is the 5o gold coins.

For the Hero to build the addition themselves will take 4.
weeks and cost an additional 20 gold coins.

SHACK (ADDING SPACE)

Often shacks will have other buildings butting on to
them but if these are abandoned the heroes may extend their
dwellings into these as well. Bartering with your neighbors
to convince them to move is common for those hoping to
expand their living space.

If they are lucky enough to have empty space near them
then a rickety addition can be added with a week’s work.

It is Just as difficult to clear and keep any outdoor space or
yards. Sturdy fences or palisades must be built or the neigh-
bors will continue to build on the area.

A empty neighboring shack can be knocked down to cre-
ate space for a yard.

ADDING DEMESNE FEATURES

This may be a training yard, library or other feature re-
quired for learning a veteran skill.

Or it may be a new feature which is not covered in the
veteran skills section, like adding a shrine, or a garden.

Or it may be adding furnishings to an existing room, such
as outfitting a kitchen.

The cost is 5o gold coins and takes 2 weeks.

‘Demesne Features

Adding a demesne feature to a shack requires so gold
coins and takes 2 weeks.

List of Features
Yard: Alarge outdoor area, fenced in.
Training Yard: An upgrade to the yard, racks for training
weapons, seats, platforms, and various small targets.
Training Dummy: A specially built dummy for weapons
training, with various targets, moving limbs, limbs that
hold weapons and shields.
Targer: Used for archery or throwing weapons, also has a
large barrier to stop errant shots from reaching the neigh-
bors yards.
Writing Table: Large table with suitable lighting, various
pens and inks, a writing surface, writing materials as well as
blotters, sealing wax and shelves for storing papers, books,
and scrolls.
Library: A large set of shelves containing books, scrolls,
and papers, copied from various local sages’ halls. The most
common texts on more popular subjects or of interest to
all. Also includes various historical, scientific and legendary
subjects.

Features required for Crafting

These are more of a series of guidelines for things which
would be required for crafting. Getting into the specific de-
tails of each and every tool required is not needed nor pos-
sibly wanted. Consider the following to be examples or sug-
gestions for Crafting,
Work bench: Needed for crafting wood, leather, or metal
Kiln: Required for pottery
Forge: Necessary for crafting metal
Anvil: Required for Iron and steel
Mixing table: Required for potion craft. Includes glassware,
mortar and pestle, mixing bowls, bottles, and storage for all
ingredients.

Additional Features

Players should feel free to add anything they like to their
homes, the Demonlord can make the required decisions on
specific costs and times to build other features but they will
likely be similar to the ones already listed. Consider this to
be a list of inspirations to get your players started.

Shrines to local gods, a kitchen, a map room, planning
room, treasury with specially reinforced walls and door, an
equipment room, storage room, anything which the heroes
can think of can be added to the demesne.
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FOLLOWERS

Followers: the little guys that get

things done

In the game of Lair of Sword and Sorcery a lot of things
are simplified to keep the action moving. You don’t need to
track a lot of equipment, treasure, rations or other things;
so pack mules, animal handlers, porters, torchbearers, camp
followers etc are not needed.

Something that 2/ be needed by those who delve deep
into dangerous lands is a little more muscle. The world of
Kartharka is harsh and dangerous so having some people
come along to help is a good idea.

There are always a few people around who will join the
heroes for a bit of adventure. Either grizzled veterans who
make their living as bodyguards or soldiers, or youths hop-
ing to find their fortune or a bit of adventure. In a world
where any day could bring a fight to your doorstep, getting
paid to fight is just a sensible idea.

What are followers in the game of

LoSS?

In LoSS followers are extra fighters who are brought
along on an adventure.

They are not heroes, just regular people trying to earn a
bit of fast money.

Each follower is controlled by the player who’s hero paid
their wages (see below for hiring).

On a players turn they first take a turn for each of their
followers. Each follower takes it’s full turn before moving
on to the next. After all of their followers have taken their
turn the player takes a turn for their hero, moving, attacking
and performing Sota with their hero.

Their turn then ends.

In Combat mode followers may only move or attack,
they may not perform Sota of any sort. They may not even
perform Sota such as opening doors.

The followers are meant to be used only to help in com-
bat.

If the heroes wish to keep using the same followers then
they may keep on paying them to stay but followers do not
earn Veteran points and do not earn veteran skills.

Read on For All the specific Rules on Followers

Hiring and availability

Heroes may hire as many followers as they like to come
along with them, if they have the money.

The amount of followers available for the heroes to hire
will be limited.

AN AVERAGE FOLLOWER
Def Attk End Dam Move Rank
I o 4 o 4 2

Number of Available Followers:

Most Lairs (see pg 82 lairs) will have a “Highest Encoun-
ter Rank” listed on its first page. This is the most difficult
encounter in the entire Lair. Usually this encounter will be
the final room or area where the goal of their adventure lies.

While most encounters in a Lair will be equivalent to half
the rank of the party or the full rank of the party(scalable for
each party of heroes), the final encounter will usually be of
a specific number of enemies and therefore a specific rank.

If this Highest encounter rank is higher than the to-
tal party rank of the group of heroes, then they may hire
enough followers bring their party Rank Equal to the High-
est encounter Rank.

The Heroes do not need to hire any followers if they do
not wish to, or if they do not have enough money.

Example:

A party of Heroes has a combined rank of 16.

The Highest Encounter Rank of the Lair is 20.

The heroes have available to them 4 ranks worth of Fol-
lowers.

Each standard Follower bas a rank of 2 (1 as a base, plus 1

Jor the 1 point of Defense from their armor)

This means that there are 2 followers available to hire for
this adventure.

And yes, the heroes will know what the highest encounter
rank of the Lair is before going in. I don’t think that this
hurts the game in any way.

The heroes have no idea what the adventure holds but
should be warned that they are going in to an adventure that
is beyond their capabilities.

W ho gets the available followers?

If followers are available to the party then the lowest
ranked hero gets to hire as many of the followers as they
choose.

If there are still any available the next lowest ranked hero
gets to hire as many of the available follower as they choose.

And so on.

Cost of hiring followers

A standard Followers stats are all zero.

They have the standard 4 endurance

The will have one weapon each and 3 pieces of armor, giv-
ing them a defense of 1.

To hire them will cost 1 gold coin per week.

They will have their own food and camping supplies.

The hero may buy or give them additional weapons and
armor which they will use during their employment but will
not be returned when their contract is completed.

Usually followers will be hired in groups. This means that
if one of them dies the heroes may not “loot their corpse”.
The other men in the group will either distribute their be-
longings or take them to sell and give the proceeds to the
dead man’s family.

At least they will usually tell the heroes that that is their
plan.

If there are no other followers alive then they may have

8o
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families waiting for them back in town to whom this equip-
ment should be given.

However, though followers are paid to fight they are not
without their limits. When travelling or in a city they will
fight in one combat before demanding another gold piece
from their owner.

When in a Lair they will fight in the first combat with
no fear.

However at beginning of each further combat they must
make a flee roll. (look to the right for the flee roll)

Once they leave the lair in which combat occurred they
will require another gold coin to continue working for the
hero for another week.

W hat can followers do?

What can followers do? What are the rules, and who con-
trols them?

The player controls his followers in exactly the same way
as his hero.

He may move him, use him to attack.

When in adventure mode they may have them carry
items, pass items, look down hallways etc.

Anything that doesn’t require a Sota roll.

Their follower may not perform any Sota except for
those the scenario describes as possible by followers.

This means that when in combat mode followers cannot
even do simple things like open doors.

When in combat mode heroes may only move or attack.

FEach player will control their hero and their own follow-
ers on their turn, moving and attacking with them as if they
were their own hero. They move their Followers First and
then their Heroes

Fleeing Followers

As you read before, followers will dutifully fight in the
first combat in a Lair.

Before any combat after the first combat the followers
need to make a flee roll to see if they continue fighting,

Flee roll:

When combat mode begins (i.e. when enemies appear)
before anyone takes a turn each player rolls 1 die adding
their own camaraderie stat.

If the total score is 4.-6 their followers continue to f1ght.

If the total score is a 1-3 any followers who are not at full
endurance flee

Fleeing followers immediately start running towards
safety on their turn.

They are moved by the Demonlord who will move them
away from enemies.

They will still defend themselves when attacked but will
continue to run away. Once the reach the exit they will never
be seen again.

In a scenario it may be stated that the Demonlords min-
ions will need to make flee rolls as well under certain condi-
tions. If it does not then assume that the Demonlord does
not need to make flee rolls.

Rallying Followers

If the fleeing followers are still on the Demon board
when the enemies are all removed from the board the heroes
may attempt to call them back.

Rally Roll

Each player rolls a die to rally their own followers adding
their camaraderie score to the roll.

1-3 means that they disappear never to be seen again (re-
mowve them from the Demonboard)

4-6 means they return (move the followers to a square
next to their owner.
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LLAIRS

Well here you are, in the realm of the Demonlord.

In this section you will learn everything you need to run
your own LoSS scenarios.

All the rules for how to setup rooms on the Demonboard,
placing all the enemies the heroes will fight, and how to deal
with the heroes chatting with the local Innkeeper about
what perils are plaguing the land.

This section will mostly assume that you have never
played a roleplaying game before, and probably never run
one as a game master either.

That means that a lot of things will be explained carefully.
About what it means to run a
game and what your role is as
the Demonlord (also called a
referee, or game master in oth- |
er games). 1

For those of you who have
run games before, don’t just
gloss over this section. The
game of LoSS has some pretty .
basic differences from other !
Roleplaying games out there. =
You may miss out on them if
you read through this section

When in a Lair this will be fairly simple.

If a hero opens a door the Demonlord shows them what
is on the other side. If a hero pulls a lever the Demonlord
tells them what happens.

When the heroes are in town, however, the Demonlord
will need to use their own judgment more. When in town
heroes will have so many options that the adventure may
not supply all the answers for what may or may not happen.

This is when the Demonlord must use their judgment to
decide what happens.

For example: the heroes go to town and try to get some traps
built to catch some animals guarding the entrance of a Lair.

This was the hero’s idea and there is no option for this in the
adventure.

As the Demonlord you will have some decisions to make.

First is such a thing even possible, do they have these sorts
of things in the world. In this
case I would say yes that such a
| thing should be available even

[ with the fairly low technology
available in the LoSS world of

! Kartharka.
J 3 Next you have to decide if
there is someone who has the skill
----- ¥ 10 make these in town. Tou can
either decide that: 1es the town
15 large enough to have someone

_ i : 2o do this or, no that it is far too

too quickly, and thereby miss

small to have anyone do this,

out on what makes L.oSS so
much fun.

In this introductory section

i or to roll a die and leave it up
to_fate. If you roll a die you can
decide that a 1-3 is yes they are

available, 4-6 they are not.

to Lairs I want to go over some
of the fundamental basics of :
the LoSS game. For new and |
old game masters alike pay

close attention, the following

concepts form the basis of how

the LoSS game is played.

The role of the De-

monlord

The Demonlords role in the game is to read the adven-
ture (or write their own).

They then tell the players what is happening in the game.

Usually each adventure will begin with a setup (pg 89
setup) which describes how the game begins. For example it
may say the heroes start at the entrance to the Lair and the
adventure begins right away.

Or it may say the heroes are approached by someone at
their home.

The Demolord then begin running the game.

This means that that the heroes will tell the Demonlord
what they do, and the Demonlord will decide what the con-
sequences of their actions are.

If the heroes are able to obtain
their traps then you will have to
decide what the rules are for us-
ing them.

You wonld have to make up
the rules for animal traps right
then and there. But don’t worry
because it’s not too important
that the rules should be a perfect
simulation of how these traps should work.

1t’s best to keep it fairly simple, such as:

If the heroes lay out the traps the night before, and return the
next day, they should roll 1 die for each trap. On a 1 or 2 the trap
has caught one of the animals.

So you see it is fairly simple to make up your own rules
for the things the heroes wish to do. Remember to keep it
simple, and if you leave the chances of success up to a dice
roll, then it will be more fair for the players.

This pretty much sums up the roll of the Demonlord,
making up rules for things the players want to do that aren’t
covered in the games rules.




Demonlord vs. heroes:  Tes the
Demonlord is trying to kill you

In the game of LoSS the Demonlord is actively trying to
defeat the players when in combat mode.

As you will see later on in this section, scenarios will al-
most always specify where enemies will appear on the De-
monboard when they are revealed. This means that the De-
monlord does not get to decide where to place the enemies,
they will be placed in a predetermined space on the board.
This is to keep things fair, to keep the Demonlord from
placing the enemies closer to a wounded character or one
who is not ready to fight.

It will also usually specify that a number of enemies ap-
pear equal to Half the rank of the party or a Quarter of the
rank of the party.

This means that most encounters the heroes have will be
heavily weighted in their favor.

The reason that the game of oSS is set up in this way is
to combat something that plagues most roleplaying games.
That the Demonlord doesn’t get to play the game.

In LoSS the Demonlord is given evil minions as dictated
by the adventure. The Demonlord may move and attack
with them according to the rules.

In most games there is a tendency to try to make a battle
fair, to ease up on the attacks once the heroes are weak.

Not so in Loss. Since the Demonlord is usually out-
matched by the heroes in any encounter, they are free to do
their best to actively try to defeat the players.

In the game of L.oSS once combat mode starts the play-
ers had better hope that they have prepared for the fight and
are ready to use strategy and tactics to win rather than de-
pending on their heroes to win the fight for them.

How lair is different from mastering
other games: you’re a ref not a god,

_you have to make things fair.

Most Role-playing games involve a lot of chatting with
village folk, getting wrapped in court intrigues, studying an-
cient books and focusing on all the minutiae of travelling
from place to place. There is also some combat thrown in to
keep things exciting.

LoSS is more like a combat game through and through
with a little roleplaying thrown in to keep things exciting.

The Demonlords role is more to set up interesting fights
and battle grounds than to come up with elaborate plots and
stories with dozens of interlocking clues and mysteries.

Since the Demonlord is actively trying to defeat the play-
ers when in combat mode, the players may not be able to
trust them to set up completely fair combats.

There are three things in LoSS to keep thing fair for the
players.

First: The L.oSS ranking system is used to rate all en-
emies and heroes. Encounters are set up to range from one
quarter of the parties rank to a full rank of enemies.

Second: If the Demonlord wishes to use a special ene-
my as the final set piece of a Lair, then the L.oSS follower

system allows the heroes to be prepared ahead of time with
some extra muscle to back them up.

Third: Only the heroes may use Sota. This may not seem
to be a huge advantage to the players but it is. Sota gives the
players the power to shift the odds using their surroundings,
like knocking over braziers, swinging on chandeliers, setting
up rope traps, climbing up walls, or anything else they can
imagine.

The reason the Demonlord does not get to use Sota is
that the Demonlord is the one that sets the difficulty of Sota
rolls and decides the results of all these actions. If they were
free to use Sota then they could decide that their minion’s
actions are all easy Sota rolls while the hero’s rolls are all
Impossible.

All of this means that the Demonlord takes on the role of
Referee of the game, setting up interesting battles and chal-
lenges for the heroes, instead of the all powerful god decid-
ing everything on either side of the combat and in complete
control of every outcome in the game.

The only word of caution to the Demonlord in the referee
role is to play as fair as you can. When deciding the difficulty
of Sota rolls, err on the side of generosity. If something is
clearly impossible the Sota roll should be impossible and the
players will usually agree with you on these rolls.

If the task at hand is on the borderline of difficult or im-
possible then err on the side of the players and call it a dif-
ficult roll.

When in doubt or in the case of an argument, then leave
it up to the dice to decide how difficult the roll will be, for
example a roll of 1-3 means a difficult roll, 4.-6 impossible.

Running away.

LoSS is a dangerous game for the players. At every turn
their heroes are under constant attack. The combat system
of Loss is heavily weighted toward the side with the high-
est number of fighters and heroes can get overwhelmed very
quickly.

This means that heroes will die fairly often if the players
are not extremely cautious.

Combined with the fact that the players will have been
building up their heroes for some time carefully crafting
them over months and possibly years.

In the game of LoSS if the heroes are able to flee to the
edge of the board then they, and any heroes that have fallen
before that point, are considered to have escaped.

The heroes may try to take advantage of this, keeping
their escape routes clear, or even leaving someone lurking
near the entrance to flee if things go horribly wrong.

You as the Demonlord should let them do this.

Fleeing is built into the rules to allow the heroes a chance
to escape when things turn against them. Combining a dif-
ficult game, with a high mortality rate, with heroes that may
have taken months to build up could lead to players losing
interest in the game fairly quickly if they are not free to run
away to fight another day.

There are usually punishments for running away, but the
hero will at least live on.
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When creating your own lairs and scenarios for Loss, or
even when running someone else’s, remember that the game
of LoSS heavily favors the side with the most fighters.

With all the advantages given to players they can usu-
ally fight groups with twice as many members as their party
without too much difficulty if they fight strategically.

Once they are outnumbered 3 to one things can begin to
turn on them fairly quickly.

If at any point the heroes are confronted with forces of
4 to 1 then they should probably turn and flee immediately
unless they can make the terrain work for them.

Ifyou find this situation cropping up often in your games
then begin to consider using more powerful enemies to fight
the heroes so that the ranks are still equal but the heroes are
not confronted with too many individual enemies to fight.
Even adding a single endurance to each enemy will begin to
even the odds pretty quickly.

Players have fo work strategically to

not die

So now that you know a little about the spirit of the game
of Lair of Sword and Sorcery: that the Demonlord is ac-
tively playing against the heroes you can see why the De-
monboard (the playing board) is so necessary.

The numbers game of Loss: Lots of

Everything is in plain sight, and the combat rules abso-
lutely require the action to happen on a board. With these
two things we can return the fun of the game to the De-
monlord.

Remember that Lair is not like other role playing games,
it is meant to be fun, quick, and easy on the game master.
The game master (Demonlord) will either be running a pre-
made scenario or will be running one of their own based on
guidelines for doing so.

Unlike other games, when in active combat mode, the
Demonlord will be trying to kill your heroes, or at least
cause as much damage as possible.

The Demonlord does not get to do “things other than
attack” unless specified in the scenario, so he doesn’t have to
decide how difficult any of his own tasks are.

So keep in mind that the Demonlord is not going to be
pulling their punches or going easy on you, they are going to
be trying just as hard to win as you are.

So be careful with your heroes, if they are getting weak-
ened it might be a good idea to cut your losses and run away.
Or if it sounds like a particular scenario may be more diffi-
cult than usual it may be a good time to pull out one of your
backup heroes for this one rather than send in your favorite
hero who has taken so long to build up.

What is a Lawr

In Loss, any specific dungeon, group of caves, sorcerer’s
hideout, enemy fortress or other location is called a Lair.

It 15 a collection of rooms, corridors, passages,
caves, or rooms in a house which all appear on a single
Demonboard(the playing surface in the game of Loss).

In the case of a large tower, or deep system of caves, there
may be a series of linked lairs.

For example, a tower may have 3 levels. Each level would
be its own lair, with its own map of rooms no larger than
a single Demonboard can accommodate. (larger maps could
be made using more than one Demonboard but this is not as
common or suggested when starting out)

This series of rooms will have an entrance, where the he-
roes come in, a series of rooms and corridors, usually leading
to their goal at the other end of the board, usually an enemy
or a treasure.

A lair may also be an outdoor area, like a section of road,
or an area in a forest.

The important thing is that it is a specific area, with a
specific goal, where the heroes will test their strength against
a series of challenges.

Many separate lairs may be linked together to form a
campaign, or story as it is called in LoSS.

In a story the first lair may be small with each successive
lair getting larger and more dangerous till the heroes reach
their final goal, and their greatest reward.

First we will look at how the Demonlord runs a premade
scenario and then, later in this section, we will look at creat-
ing your own lairs and stories for LoSS.



THISIS WHERE

IT ALL BEGINS:
RUNNING LAIRS

The Lair templates.

90% of the Demonlords job is reading the Lair, and fol-
lowing the instructions that you find inside it.

Most simple Lairs contain only two sheets, the Lair
Outline and the Lair Details.

These two sheets will contain the map of the Lair, the
listing of all the rooms in the Lair and what they contain, a
listing of all the enemies in the Lair, and all the special rules
for the Lair, like how to win, or how to use the different
features which each Lair has.

The Demonlord only has to read these two sheets and
they will have all the information to run the scenario that
they need.

See the example lair (pg xx) for what this looks like

More complete Lairs may have a series of Linked Lairs,
for example, a mine with multiple levels, or a castle with 2 or
3 building inside it.

These are fairly simple as well with the heroes moving
through the lairs in order until they reach their goal.

Even more elaborate is running a story, or campaign.

This is a series of completely different lairs or places, all
linked by a central plot.

Often in a story heroes may have a choice about which
Lair to go to next, These kinds of linked scenarios are or-
ganized using two other templates. The story background
template, giving the back story and history of the plot that
1s happening, and the story flowchart, which the Demonlord
uses to determine what has been done already, what can be
done, and what is happening right now.

These two sheets are used to control the campaign and
the Demonlord really only needs to read these two sheets to
start running the story.

As the heroes enter each lair in the story the Demon-
lord can then read the necessary sheets for that Lair, mean-
ing they don’t need to do a lot of prep work ahead of time.
Thought they are free to do so if they wish.

See pg xx for a sample story template

In the next part of this Section we will look at each of the
templates in detail and how they all work together.

Using the Templates

The four templates all work together, with two sets of
two templates. They are the Story Background and Story
Flow chart, the Lair Outline and Lair Details.

The most often used template set are the Lair Outline
and Lair Detail templates. With these two sheets you can
set up a map of a group of rooms or areas along with all the
extra things you need to turn it into a playable scenario; like

area contents and enemies.

The other set is the Story background and story flow-
chart. These two sheets link a number of Lairs into one long
cohesive “story” or campaign.

The story background gives the Demonlord all the details
they need about the story and how the lairs link together.

The Story flowchart is one of the most important tools
to make the Demonlords life easier. A simple way to create
and organize huge overlapping story lines, with one chain
of events as the “Main story”, a second course of events as
the “Background stories” as well as a number of “miscella-
neous” events that may occur at any time. It also includes a
list of triggered events, things that will only happen if the
characters do something or don’t do something,

Running Lairs

The job of setting up the Demonboard, telling the heroes
what happens, and placing enemies on the board is referred
to as “running” the adventure or Lair.

Running the adventure is fairly simple. But you do have
to remember that the game of L.oSS has two modes of Play.

Adventure Mode and Combat mode. Adventure mode is
when the heroes are moving around within a Lair, but there
are no enemies on the board yet.

As soon as enemies appear on the board the game switches
to combat mode until those enemies are dealt with, at which
time the game switches back to adventure mode.

86
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READING THE LAIR TEMPLATE

To run a Lair you must first know how to read the Lair
template sheet.

This template will describe everything that happens in
the Lair. See the sample lair template on pgs 93-94.

All the sections on the sheet are described below.

The Lair Template is one of the most innovative of the
LoSS rule sets.

Heroes don’t just stumble upon a dungeon, ramble
through its randomly generated rooms collecting treasure
and experience points till they feel like going home.

Each Lair in LoSS has a purpose.

They have an Objective that must be completed, a reward
for completing that objective, and a punishment for Failure.

For if there is no punishment for failure there can be no
thrill of Success.

LAIR OUTLINE SHEET
Lazr:

This is name of the Lair. Like “Cave of the Witch” or
“Necromancers tower level 1” This is the name of the actual
place that the board represents. It may be a series of caverns,
a set of paths through a forest, or a group of building in a
village.

Scenario:

This is the name of the scenario being played out in the
Lair.

A single Lair may be used for multiple different scenarios.

A Lair combined with an objective, punishment and re-
wards becomes a scenario (see pg 88 for objectives, punish-
ments and rewards).

Each scenario will be very different even if they take place
in the same Liar.

For example a Warlords fortress.

The Lair would be the Warlords fortress, but if the beroes
were kidnapped by the warlord the scenario may be called “Es-
cape the Fortress” and would contain special rules and enemies
like guards and which doors are being watched.

Their objective would be escape and their reward would
be freedom.

If the heroes were to return later to attack the fortress then
the scenario would be “Attack the Fortress” and the special
rules and enemies wonld be more focused on how to assault the

Jortress and how it would be defended.

I this scenario the objective would be to reach and defeat
the warlord and the reward would likely be the warlord’s trea-
sure, or perbaps evern the fortress.

The map (or Lair) would be the same for both of these sce-
narios, but the special rules, enemies and objectives would be
very different for each scenario.

Story:

If the Lair is part of series of Lairs, or Story, then the
name of the story will be marked in this box.

Not all Lairs are necessarily part of a story so this box
may be blank.

Highest Encounter Rank:
This is the highest encounter in the Lair. If this is higher

than the party rank then the party is allowed followers.

Setting:

This is the general Location where the Lair is. Usually
Lairs are organized by location, such as a nearby village or
city, or by province or mountain.

For example if an adventure were taking place near the
city of Stroh Branoch the setting would be “Stroh Bra-
noch”.

This gives the person running the adventure a general
idea of where it will be located.

Sometime a Lair may be generic enough to occur any-
where and no specific setting will be given.

Active

When a scenario is part of a story it may be considered
the Main part of the story. This is called the Active part of
the story.

Stories also have other lairs or events happening which
are not related to the main story. These are called “Back-
ground” or ”Miscellaneous” events in the Story.

If the Lair is part of a story it will be marked with a “Yes”
if it 1s part of the Active story. If it is not part of the active
story it will be marked “No”

If the Lair is a standalone adventure that is not part of a
story then this will be left blank.

Background:

This 1s another yes/no option.

It lets you know if this is a background scenario. They
may not be important for completing the main story, they
tend to be something else happening within the area so that
the heroes can know that their main mission isn’t the only
thing going on in the world. It also serves as a welcome alter-
native to the heroes who may not be interested in the Main
story.

Sometime it can even connect with the main story in
some way but is not necessary to complete the main story.
Map:

This 1s a place on the template that has exactly the same
number of squares as a Demonboard (see pg 6 for Demon-
board).

This is where you draw in the lair. Draw all the rooms,
corridors, or trees and bushes that you like. See pg 129 for an
example Lair map.

All the important features of the Lair should be clearly
marked on the map.

It is also where you mark the location of all the enemies

It 1s important to mark down exactly where enemies will
be when the heroes enter the room so that you can be sure of
being fair and not placing them to your own advantage once
play has begun.

Key:

It is helpful to use symbols on your map and the key is the
place where you can mark what all the symbols mean.

Symbols are much easier than trying to draw in all the
specific details and are also useful for showing things that
are difficult to draw. A column and a pool of water both look
like a circle when drawn on a map so the key is very impor-
tant to know what goes where.

See the example map on pg 1277 to see how to use the key.



Objective:

Every Scenario in the game of LoSS has an Objective.

Usually the heroes will know the objective, such as slay
the Sorcerer, rescue the prisoner, or find the rare treasure.

Sometimes they may not know the objective. Perhaps
they have been misled and think that they are supposed to
slay the sorcerer but there is no sorcerer and they are really
meant to find a treasure.

Whether they know the objective or not, the objective
will be very specific and it must be accomplished by the he-
roes to consider the Lair to be “beaten” or “won”.

Unlike in other roleplaying games, in LoSS there is usu-
ally an objective, and the game can be won, or lost.

The objective is one of the things that really makes L.oSS
different and there are some rules and associated section on
the template that go along with it.

If the heroes accomplish their Objective and escape the
Lair alive, then they are given a specific Reward.

If all the heroes leave the Lair without completing the
Objective then they have officially “failed” the scenario, and
are given a specific punishment.

The punishment for running away from a Lair could be
that this event they were trying to prevent occurs and they
will earn infamy for their failure (see pg 56 infamy). Or the
town they are living in is overrun by invaders may be a suit-
able punishment.

Other forms of punishment may be needing to complete
another scenario. For example if the heroes fail in trying to
slay a sorcerer, the next scenario would likely be the sorcer-
er taking revenge on the heroes by attacking them in their

home.

Once the heroes have failed a Lair, they may not return
to try again. This is because there is usually a time factor in-
volved with each Lair, for instance averting a disaster, stop-
ping an invasion, or preventing a ritual.

If they run away then whatever they are trying to prevent
occurs.

If there is no specific reason given for why the heroes
cannot return then the Demonlord will have to make one
up which makes sense considering the heroes and the area.

Punishment:

In LoSS all Scenarios have a punishment for Failure.

If the heroes all leave the lair without completing the
Objective first then they will receive the punishment listed
on the Lair.

This 1s what keeps the game moving at such a high pace.

The Heroes can’t enter the Lair, fight a few enemies, go
back and rest, then fight a few more, taking their time gently
meandering through the Lair.

Games of LoSS are quick paced and action filled.

The heroes may know what the punishment is, or they
may not.

Sometimes it will be obvious to them what the pun-
ishment will be. For instance if their objective is to rescue
someone before they are killed then the likely punishment
for failure will be the death of that person.

Sometime failure will also be accompanied by Infamy
(see pg 56 infamy)

Fleeing from a Lair when people need your help will of-
ten lead to those people despising you, and telling everyone
that you are weaklings and cowards.

But things aren’t always so grim.

Sometime the objective of an adventure is to find a trea-
sure. In these cases the punishment would be not finding the
treasure.

Reward:

Where there is punishment there must also be Reward.

The reward may also be obvious to the players or not. For
instance the reward for finding the entrance to the next level
of a tower within a layer is getting to go to the next level of
the Tower.

Sometimes the reward may be monetary, such as a reward
for rescuing that prisoner.

Or, perhaps, in a Lair where the objective is to find a great
treasure, the reward will be the treasure itself.

Usually a reward will also gain the heroes a bit of fame if
the results of their adventuring are publicly known. People
become famous heroes for taking down a band of outlaws or
a dangerous monster, or even for finding great amounts of
treasure.

The rewards for adventure are usually measured in more
than gold and fame.

If the heroes are working for someone, perhaps rescu-
ing the kings’ daughter for example, then they will often be
owed a favor by the king on top of their monetary reward.

In the game of L.oSS favors are far more valuable than
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gold, and should be saved and treasured until they are ruly
needed.

Special Features:

This is one of the most important parts of each Lair.

Each Lair must have something completely unique to it.
Something that has never been done before.

It seems a little odd to make this a rule in a Roleplaying
game, since it would seem that everyone would, of course,
try to make new and exciting dungeons for their players to
charge through.

But, sadly, people are often happy to simply stir up ev-
erything that has come before in a new way and do it all over
again.

A special feature may be an unusual weapon used by the
inhabitants of a Lair. Or a special trap, a pit full of lava, an
underground river or anything else you can think of.

Or it could be a special skill had by the inhabitants or
leader of a Lair.

Or a new item, that has not been seen in the game before.
This does not necessarily mean a new magic item.

In one of my Lairs the enemies used nets, which had not
been included in the game before then.

The only necessity is that the special feature involve at
least 1 new rule, usually only applicable in that one place.

In the Lair “Caverns of the Burrower” I used wobbly pil-
lars as the special feature. The rule being that anyone walking
under them has a chance of the ceiling falling in on them.

Using something as a special feature in a Lair does not
mean that you can never use that feature again at some later
date but you would not be able to use it as another Lairs
special feature.

Followers available:

This box is used to show if the heroes will be allowed to
take followers with them

Usually heroes will be allowed to take a certain number
of followers into a scenario to even the odds if they are out-
ranked (see pg 86).

But in some rare cases they may not be available, usually
due to the heroes being too far from civilization to be able
to recruit any.

This box will be marked with a yes or no depending on
availability.

Setup:

This box contains all the information for how to setup
the beginning of the Scenario.

Most often the heroes will enter one side of the Demon-
board where there is an arrow marked “Heroes enter”

But in some cases they may enter somewhere else.

Other possibilities may be that they start in the middle of
the board or in a specific room on the board.

Most Lairs are set up “Blind” meaning the heroes do not
know the contents of the lair. Usually they will start on one
edge of the board marked “heroes enter” in a corridor or a
room.

The Demonlord will place this starting area only and the
game begins. New areas are only placed as the heroes can
“see” them, either by walking down a corridor, or opening
a door.

Usually this is also where it will say whether the lair has
enough light to see or if the heroes must bring their own
sources of light.

Other options may be that someone else is in the room
with them, or there may be some read aloud text for the De-
monlord to read before beginning the adventure (see pg 97
for read aloud text)

Fleeing Minions:

Usually the Demonlords minions do not have to roll to
flee after the first combat.

This is usually because either the heroes will have fled, or
the minions are dead anyway.

But in certain cases the minions may be subject to this
rule and, if they are, this box will be marked with a yes. Oth-
erwise it will be left blank or marked with a no.



LAIR DETAILS:

Now let’s look at the Second Lair template, the Lair De-
tails sheet.

The Lair details sheet contains the meaty fun informa-
tion of the Lair.

What the lair looks like, what the areas are, who is there,
what they are doing, and everything else that the heroes may
encounter.

Areas:

This is where all the areas on the map are described.

Usually the areas are marked with a number system on
the map, like 1, 2, 3 . In the area section you look up the
number of the area you are in and see what the contents are.

The area will list the room’s contents, enemies inside and
anything else that may be necessary to know.

A short description of the room, example “a library”, will
tell you what is inside.

Furniture will usually be marked on the map so if you
know that it is a Library and there are shelves marked on the
map, then the shelves will contain books and scrolls.

Anything of real import to the scenario at hand will be
listed but most other details will be left out.

As the Demonlord you may have to fill in some of the
details as you go.

For example: if the heroes are in a library they may ask if
there are any paper and pens there.

You as the Demonlord would have to decide if there are.

1t would seem pretty likely that there would be so you decide
that yes there are pens.

If the contents of the books are not given but the heroes ask
what they contain you will have to decide.

Stnce there are no details in the areas section it would be as-
sumed there is nothing of interest or value on the shelves so you
decide that the books are the detailed accounting records of the
castle they are in.

Any enemies in the area will be listed as well.

Where the enemies are located in the area when the he-
roes enter will be marked on the map.

The area description will say something like “3 wolves
nest in this room.” The location of the wolves will be marked
on the map.

The relevant combat stats for the wolves will not be in
the area description however. They will be in the force list.

Special items or features in the area will likely be listed
by name only.

For example the area description may say it contains the
Staff of Abalon. It will not say what the staff is howewver.

You will fend all the information pertaining to the staff in
the “notes” section. This is to make this information easier to

_Jend later when the heroes actually try to use it.

Any Special features of the Lair in the area are also usu-
ally detailed in the notes section.

For example there may be a special pit trap in this room.

The area description would say “pit trap” and nothing more.

1o find out how the pit trap works you can look to either
the “special features” section on the Lair Outline template, ov,

if there wasn’t room there jfor all the details it will be in the
“notes” section of the Lair Details template.

Force List

This is where you detail all the enemies the heroes will
face in the Lair.

There is a place to write all of the combat details of each
enemy in the Force List.

First is an area for the combat stats used in fighting, De-
fense, Attack, Endurance, and Damage.

Each of these will have a number below them for the rel-
evant stat.

Next is a place to put the name of the enemy, such as
“guard”, “wolf™, “Taldak the destroyer”, or “Jimmy”.

There is not a listing for each individual enemy in the
Lair.

If there are 5 guards in the Lair then there will be only
one listing with the stats for “guard”.

Next is the section to write in any equipment the enemy
carries. This will usually be any weapons or armor the enemy
has but in certain special situations there may be more here.
For example if the guards work in a prison then they may
have “keys” in their equipment.

If the enemy is using a shield or a special weapon, then
any modifiers this applies to combat will already be taken
into account in the combat stats.

For example do not add another +2 modifier to attack if a
guard is carrying a shield.

The next section is the notes section. This is where you
list anything interesting about the enemy. For example if an
enemy is carrying a special treasure while they deliver it to
the local treasury then it would be listed here.

Or is the enemy has a special kind of attack, it would be
listed here.

For example some kind of horrible monster that spits acid.

In the notes section it may say “acid attack”. 10 find out
what the acid attack does you will need to look further down
to the Lair Notes section to find all the details. This is because
there is very little room to write a lot of details in the notes sec-
tion on the force list.

There are also lines to write in the enemies rank and
move scores.

NOTES:

This is where you can find notes on special monsters,
abilities, items and areas of the Lair as well as any special
rules or features of the Lair.
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You should now have enough knowledge on how to
read the main Lair template. With your knowledge of
combat and the Sorcery system, and the earlier discussion
of combat mode versus adventure mode you are probably

Just about ready to run your first Lair.

This next section will fill in all the last little details

that will come up when running a Lair and fully prepare
_you ffor your job as the Demonlord.
Read on to learn all the ins and outs of running a Lair

_yourself
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OPENLAIRS &
BLIND LAIRS

Opern Lazirs

An open lair is one in which the entire Demonboard is
laid out before playing,

All the rooms and corridors are laid out and all enemies
begin the game already on the board.

This can be a fun way to play certain scenarios if the he-
roes already know the location of everything inside the Lair
and how many enemies are there.

The game begins in Combat mode and remains in Com-
bat mode until the last enemy is removed from the Board.

Open Lairs are rarely used however.

Blind Lairs

Most Lairs are Blind Lairs, in which the heroes do not
know the layout of the Lair or where the enemies are.

A blind lair is any lair which is not laid out in its entirety
as soon as the heroes begin. Any area not in the heroes direct
line of sight is not laid on the board until the heroes can ac-
tually see it. Usually this is when they open a door, or move
into a new area.

The area then remains on the board even if the heroes can
no longer see it.

When the heroes can see a new area then the Demonlord
can lay it down on the board, along with any enemies that
are in the area. The scenario map will indicate where all the
enemies are located along with all the walls, doors, rooms
and other items.

Enemies that are not on the board are considered “not
to exist yet”. They will not generally hear noise and come
investigating, or move from one area to another out of the
sight of the players, or “wander” randomly about the lair.

This may not be realistic but is much easier for the De-
monlord to track and control. This frees up both the De-
monlord and the players to have more fun.

Doors will usually be closed when the heroes enter the
lair unless specifically stated otherwise.

Doors

Doors can be opened by any human or humanoid during
adventure mode without a Sota roll.

Opening a door is an easy Sota roll (4) for any hero in
combat mode.

A Demonlord minion can open any unlocked door lead-
ing to an already laid out area with a simple Sota roll as well

However a Demonlord minion may not open a door to an
area that is unexplored by the heroes and still “blind”.

We can’t have minions opening new areas and exposing
the heroes to more enemies than each encounter is meant
to have.

Locked, barred and sealed doors

Lair of sword and sorcery does not have thieves as we
know them in the classic sense.

A locked door has to be unlocked with a key. A barred
door must be unbarred to be opened. Doors cannot be bro-
ken down by attacking them with your swords and spears.

If heroes are able to make some sort of battering ram or
have brought one with them for some reason then I leave it
to the purview of the Demonlord on whether or not they are
successful in destroying these doors.

Given enough time an axe or other similar implement
may be able to open a door as well.

Surprise

Unless the scenario specifically states otherwise, as soon
as the enemies are placed, the game switches to combat
mode.

When switching to combat mode usually the first turn is
made by the hero to the left of the Demonlord with turns
continuing clockwise around the table.

The Demonlord may then take their turn after the he-
roes..

Play then continues on to the heroes again in the same
way.

However if the scenario states that the heroes are “sur-
prised” when the enemies are placed, the Demonlord gets to
take their turn first. Then next will be the hero to the De-
monlords left and so on.

Torches, Light and frre

The scenario will say whether or not the lair has sufficient
light for the heroes to see. If it does not, then at least one of
the heroes must carry a torch.

While carrying a torch the hero will not have a second
hand available for holding another weapon or a shield.

If heroes are separated in more than one room then each
“group” of heroes will need a light source.

Torches also make effective weapons and may be thrown
like other thrown weapons, or swung like a club. They act in
exactly the same way as any other weapon rolling 1 die for
damage.

Certain creatures or items may be particularly flamma-
ble. If this is the case then the scenario will say so.

Torches do not go out when they are thrown or used as
a weapon.

If dropped in woodlands or grasses torches will not usu-
ally cause the neighboring woods or brush to catch fire.

There may be a slight chance of this happening in the
short period of time the torch is on the ground but it would
be deemed too inconvenient to have to roll for this every
time.

If the heroes wish to set a forest or building alight then
this is possible and usually a difficult Sota roll would be suit-
able to be successful. If the material is particularly dry or
flammable the Demonlord may change this to an easy roll.



Determining Enemy Ranks and
enemy group ranks.

Here’s the place in the game where you need to do a little
math.

In the game of LoSS heroes can earn veteran points by
facing a group of enemies of equal or higher rank than their
party of heroes, and surviving,

You can determine the rank of the party easily by add-
ing up all the ranks of the heroes (see pg 24. for determining
rank).

Determining the rank of a group of enemies is done in
the same way.

In the force list every enemy has their rank listed so add
together the ranks of all the enemies to get a total.

In this way you can determine if they are facing a group

of enemies of equal or higher rank.

Quarter, /oalfgh and_ full rank of
enemies, the Lair Rank Balancing
system.

When writing your own Lairs for the LoSS system you
write the amount of enemies in any given room in a special
way.

Instead of writing that there are 4. guards in a room(like
in other roleplaying games) you would write in % rank of
guards, or %4 rank of guards, or even Full rank or double rank.

This means:

% rank: A number of enemies whose rank equals one
quarter of the total rank of the heroes.

v rank: A number of enemies whose rank equals one half
of the total rank of the heroes.

Full rank: A number of enemies whose rank equals the
total rank of the heroes.

Double rank: A number of enemies whose rank equals
double the total rank of the heroes.

Always round up to the nearest full number of enemies.

This means that Lairs in the game of LoSS are always
scalable to the power of the party of heroes that is currently
in the Lair.

Making the calculation to find out how many enemies
are in the room is easy as well.

For example: a half rank of guards.
The hero’s total rank is 24
Each guard has a rank of s (showsn on the force list)
Half of the total rank of the heroes is 12. So you need
enough guards to equal a total rank of 12.
2 guards would be only 10 rank.
That’s not enough guards as we need to round up.
Adding one more guard takes the total rank of the en-
emy 1o 15.
So there are 3 guards in the room.
Placing Enemies

The map will show places where enemies can possibly be
placed.

If there are not enough areas shown for all the enemies
then enemies may be placed on a square next to one of the

starting spaces.

If those spaces fill up as well then the Demonlord may
place enemies on spaces up to 2 squares away from the start-
ing spaces, and so on.

W hen and where should Role playing
options be...

Sometimes the heroes will want to do something other
than attack the bad guys. It’s shocking I know. During the
times when they are not in a Lair there are usually plenty of
people to talk to and plenty to do, especially when they are in
a town or settlement.

But in a Lair heroes can get caught up in the hack and
slash of adventure. For the most part this is a perfectly suit-
able plan, like wandering through caverns full of monsters.
But when sneaking through an evil temple it is entirely pos-
sible that there are other humans there to interact with that
may not know that the heroes are there to kill them.

In these cases and others the heroes may wish to make
nice with the inhabitants, try to blend in.

Or they may try bargaining with the monsters instead of
attacking, or other strange tactics.

In these cases use your judgment. Sure you, as the De-
monlord, are looking to take out a few heroes, but like in
cases of adjudicating Sota, you must stay impartial. If the
heroes have a good chance of interacting with the enemies
then let them do so, especially if they have something fun
in mind.

Don’t let them push it too far though, even though the
game takes place in a world of magic and demons and other
bizarre things, you have to keep a firm foot in reality or it
will all just seem silly.

Not every guard is going to fall for every stupid trick they
come up with.

As long as the heroes are just talking and are not actually
trying to get anyone to do anything you can play out these
interactions in any way that seems valid but as soon as they
try to talk people into doing something for them they should
need to make some Sota rolls. If they have come up with a
particularly convincing scheme or argument then change a
very difficult roll to difficult or even easy. A characters stats
can have an effect on these, mind and more particularly ca-
maraderie are most important in these encounters.
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RUNNING
STORIES

W hat is a Story

So far we have looked at single scenarios for the heroes
to conquer

They can be alot of fun and you can just play those for as
long as you like, but some groups of players want something
a little bit more. Like a long story with lots of events, adven-
ture, recurring villains, and far off goals to plan for.

You can do all this with the L.oSS Story.

In LoSS astory is a group of Linked Scenarios and Lairs
(campaign if that term is more familiar to you).

Heroes will usually get involved in the story by being
hired or seeking out something in a Lair.

Somehow through their actions they will get caught up
in the storyline and be given a new goal, the objective of the
story.

There will be a number of linked lairs, some leading the
heroes on to other lairs and closer to their objective, some
leading nowhere, or some leading to some other goal they
were not aware of at the beginning,

There will also usually be other associated scenarios that
go along with the story.

The main adventure the heroes are embarking on won’t
be the only thing going on in the area, so there will some-
times also be a background storyline weaving throughout
the story or completely on its own.

Added to all of this are other scenarios that only happen
if heroes do a certain thing. For example failing at one sce-
nario may trigger another.

The heroes on a quest to take out some bandits may fail,
and so the bandits either raid the village to attack the heroes,
or go on to do something else which foils the hero’s plans.

A story like this can get very complicated very quickly,
where the heroes go next is up to their choices, what they
have done before, which lairs they have succeeded or failed
at, or sometimes there will be a timeline involved which
means something is going to happen after x number of days
whether the hero likes it or not.

In most game systems the person running the game
would need to read a vast amount of material first, prepare
all that material, and have it all ready to go for the heroes
whether they ended up using all of it or not.

But worry not.

In the LoSS game all of these things are tracked on the
Story templates. These two templates give you all the back-
ground information you need to run the whole story with-
out having to read the whole thing first (though you can if
you want)

There is a flowchart on the template to track all of the
mains storyline scenarios, the background scenarios and the
“triggered” scenarios that only occur if the heroes do some-
thing.

You do not need to read any specific scenario until the he-
roes are actually embarking on that adventure, and since the
Loss templates make each scenario only 2 or 3 sheets long, it
won’t take long to prep for each scenario before you play it.
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THE STORY TEMPLATES

The story templates are two templates created to help or-
ganize all the various scenarios of a long story.

The first sheet, The Background sheet, gives all of the
details of the story which the Demonlord needs to begin,
the background events and what is happening right now
with the story.

Also included are some bookkeeping elements such as the
highest encounter rank of the story.

The second template is a flowchart which shows how all
the scenarios connect, and leads the Demonlord from one
scenario to the next while also tracking which have been
completed and which ones the heroes have beaten, or been
beaten by.

Let’s look first at the Story Background Sheet

T'he Story Background sheet

STORY:

This is the name of the entire story, the name that has
been given to the entire series of grouped scenarios.

LOCATION:

This is the general area where the story takes place, be it a
village, town, country or valley

HIGHEST ENCOUNTER RANK:

This is used to see if the party is up to the challenge and
controls how many followers are available if and when they
become available. This supercedes the Lair’s Highest En-
counter Rank for determining if followers are available.

HOOK:

This is how the heroes get involved in the story. Wheth-
er it is a as simple as taking a job, having a family member
killed, or buying a strange scroll in the bazaar, this is how
the story gets started.

This section will usually have some pretty good ideas for
getting the heroes interested and involved in the story but if
you can think of one that suits your players better then feel
free to change this.

HWANDER IN:

If the heroes are randomly travelling the countryside
they may stumble across the story as they enter the area.

This section details what would happen if the heroes
stumble upon the story in this way.

READ ALOUD TEXT FOR THE HEROES:

Some people don’t approve of read aloud text, but I feel
a couple of paragraphs are always welcome. I find that when
everyone sits down at the table to play, you need a special
signal or device to separate the game world from the regu-
lar world, a way to transport the heroes to the world of the
game.

I find that a couple of paragraphs of read aloud text is the
perfect way to set the tone and mood for the game.

If the creator of the story has provided some read aloud
text for you I highly advise your reading it, even if it is a bit
hokey and the players may moan a bit.

STORY BACKGROUND FOR THE DEMON-
LORD:

This will give the bare bones facts of the story, a history

of important past events which come to play in the story.

Everything the Demonlord needs to know to understand
what is going on should be in this section.

It should also quickly detail the scenarios the scenarios of
the Story and how they occur, and why.

There should be enough information here to guide the
Demonlord through the Scenario flowchart and understand
what the purpose of all the various scenarios are.

Story Flowchart sheet

Now let’s talk about the story, linked Lairs and the flow-
chart sheet

Let’s go over LoSS lingo again.

A lair is an area on a Demon board, if you add objectives
rewards and rules to a Lair, then it becomes a scenario.

If you link scenarios together it becomes a Story.

Here on the story flowchart sheet you see how a number
of Linked Lairs can be organized and strung together into
a fairly complex story which is still extremely easy to track.
This means that you can pick up a Story written by someone
else, read it through quickly and be running the game in no
time.

There is no need to memorize everything or work out all
the relationships between the parts of the story as the flow-
chart tracks everything for you.

On the night of the game you can simply reread the story
sheet to refresh your memory and then every lair has the
pertinent information right within it so there isn’t any need
to put in any elaborate preparation.

Look to the example flowchart on pg 126 while reading
the following sections. See how each scenario is linked to
others with an arrow? That shows how each scenario leads
to the others.

You may also notice that some do not have an arrow lead-
ing to them.

They will either be stumbled upon by the heroes who
happen to be at the right place at the right time, or will be
caused by the heroes doing something.

You can see that there are four columans:

The active story

+  The Background Story

«  Misc

«  Triggered

Lets look at all the different parts of the flowchart.

SETTING: This is the setting where the story happens.

ACTIVE STORY: The main group of scenarios for the
story.

This chain is used to track the active story, these series
of events usually go roughly in order though they may side-
track occasionally to the background story, miscellaneous
events and triggered events depending on choices the heroes
make or just through their nosey snooping.

BACKGROUND STORTY : Another adventure going on
at the same time and place as the main story but not neces-
sarily a part of it.

It 1s usually a good idea to have at least one background
story occurring in the same setting. It may be partially con-
nected to the main story or completely independent. The



heroes may encounter it during investigation into the main
story, or perhaps just by wandering about. It helps to keep
the characters from getting bored or feeling like the only
thing they are allowed to do is the main “adventure”
MISC: these scenarios may occur if a the heroes walk
into a specific location, a bar, a graveyard, or area on the
docks. They usually have no connection to either the main
or background stories but are more like optional things that
may occur if the heroes start wandering around in an area.
These are more like places or events of interest in town.
Perhaps something interesting happens in the basement of
the local bar, or in that new temple down the street, or the
docks. Something that doesn’t have enough complications
to warrant a whole story of its own but it may be of interest
to the players. Not every Lair requires a complex chain of
events, it may simply be a nest of Vulpin that need seeing to.
TRIGGERED: Triggered, these scenarios occur only if
the heroes do a specific thing, or are triggered once a certain
amount of time has passed.
This 1s an important part of the flow chart.

When heroes find a way to move on to the next part of
the main adventure, like finding the entrance to the next
level of a tower it is pretty obvious what part of the adven-
ture comes next.

But what if a scenario only occurs if the heroes fail in a
certain mission, or only occurs if they enter an area at a cer-
tain time, or only occurs if the heroes find a certain magic
item, this is where the “triggered” section comes in. This
tracks all of the scenarios that only occur at a certain time.
Ordinarily the referee of a game would have to have memo-
rized when and how all these things would have occurred but
with the chart everything is tracked for them, thus requiring
much less prep time than a traditional role playing game.

TIMELINE:

Certain things in a story may happen after a certain
amount of time has passed, hours, days, months, or weeks.

The timeline is used to track how much time has passed.
When a certain amount of time is reached an arrow will lead
from the Timeline to a triggered Lair.
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CREATING LAIRS

The Lair templates are quick, fun, and easy to fill out.
You can use them to make a quick encounter on the road, a
whole series of interconnected adventures, crazy multilevel
tombs crawling with monsters or sorcerers, or whole coun-
tries full of villages and mines.

Everything you need to make a LoSS adventure is on ev-
ery sheet, and since everything has its own place and is easy
to find, you can pull out an adventure, read it in 5§ minutes
and be completely ready to play. With the Loss template,
prepping a pre-made Lair for a game can take less time than
setting up for a board game.

And how do you make up your own scenarios?

Just fill in the blanks. It seems too simple to be true, but
that’s it.

All of the rules in the Game of LoSS are created from the
beginning to make a full game that is not only quick to play,
but quick to create.

But that doesn’t mean I’'m going to send you in there all
alone and unarmed.

This next section will go over many helpful detail, hints,
and guidelines for creating your own scenarios and Lairs.

So let’s get to it!

How to use the templates W hen
creating your lair.

First decide what you want your adventure to be about.

Start with a simple idea, like a gang of thieves have been
raiding the local village.

Then get out your Lair templates.

First draw a map in the map section.

Try to give the heroes a few places where they can choose
to go left or right when indoors, if outdoors you’ll want to
have a number of places the heroes and enemies can use for
defense, such as behind a copse of trees or a grouping of
boulders.

Every adventure needs a goal so if this one is to defeat a
group of bandits you’ll want an entrance area that is light-
ly guarded, and then various rooms like sleeping quarters,
training areas, a cooking room, a treasury, and other places
they would need.

Each of these areas should have more and more enemies
until the heroes finally reach the goal of their adventure, the
bandit leader!

This will be the final fight of the scenario, usually, and
so the final room should be pretty big, should have enough
room for enough enemies to match the heroes, and lots of
interesting furniture and levels to climb up and over, to hide
behind and attack from.

Look to other published scenarios for great examples of
what a great dungeon, lair, or adventure should have. Or the
Story in this book at the end.

After you’ve got your map done mark all the rooms with
a number.

You can then fill in all the areas on the sheet, working
your way through them one by one.

In the areas section write up a small description of each

section detailing the contents of the area and any enemies
within.

Mark on the map the locations of any enemies.

It really is that simple. Your first few lairs may take you a
little longer than normal to set up but pretty soon you’ll be
creating your own Lairs like a pro!

Read on for more valuable lessons in your budding career
as a Demonlord.

Encounter Balance

When creating your scenarios it may be best to consider
relative strengths versus the party instead of just writing
down how many enemies there are.

For example if you want a group of raiders to attack the
party of heroes in a specific room and you want their power
to be half that of the heroes then you can write down “1/2
rank of raiders in this room”.

That way it will not matter how many heroes are in the
group you can easily determine how many enemies to use
and the encounter will always be the same “difficulty”.

For example:

Add all of the hero’s ranks together and you will have
the party’s total rank.

For an encounter in a scenario you will see that there
will usually be a type of enemy or creature that attacks.
Each creature or enemy will have a rank.

The encounter will say what amount of the parties
rank worth of creatures will attack.

In this way you can always tell if the beroes are frghting
a group of “equal or greater force” as well for the purpose
of Peteran points.
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How many enemies and how often

When setting up your own Lairs the hardest thing to de-
cide is how many enemies to put into the Lair, how many
rooms should have combats in them and how tough should
each combat be?

A group of heroes should be able to beat a “full rank” of
enemies without dying.

But only if they effectively use Sota. They must be cre-
ative and use their wits to come up with interesting and
tactically advantageous things for their heroes to do. Be-
cause the Demonlords enemies are allowed only to attack
normally and may only do other actions as described by the
scenario, they are limited in what they can do.

Don’t be fooled though, their complete disregard for
their own health will give them a great advantage in combat.
And the Demonlord always has more at their disposal.

After fighting a full rank of enemies the heroes will usu-
ally be quite worn out with very low endurance. Most will
have only 1 or 2 endurance points left if not already at o.

A half rank of enemies can usually be defeated by a group
while losing only about half their endurance. When the
combat is over they can rest and be get half of their remain-
ing points back.

But a few encounters like this will leave them again only
at a couple of endurance.

That’s why it’s a good idea to sprinkle in a few encounters
with only I or two enemies to give the heroes a chance to
recover. However to make this fair (to the Demonlord any-
way) there should be a risk or receiving serious damage dur-
ing these encounters.

For example: A single enemy which runs leading them to
a trap.

Or a single powerful enemy causing great injury to one hero
but leaving the rest relatively unscathed.

Depending on what the heroes must accomplish it is use-
ful to use your minions wisely.

It is a good idea to use full ranks encounters sparingly,
usually no more than 1 per Lair, and not in the same Lair as
an encounter with a rank that is above the heroes.

You can have another 2 or 3 half rank encounters in the
same lair but think about replacing one of these with a 1 or
2 enemy encounter with an advantage, like lying in wait for
the heroes when they pass.

Remember that the heroes are also free to flee at any time
they choose, The punishment is usually only an infamy loss
at most to the heroes though many innocents may be hurt.

Standard Lair Amount of Enemies

If T were to lay down a rule for all Lair creators as to what
is a “fair” amount of enemies in a Lair I would say that if
you added up all the ranks of all the enemies the total should
be no more than 3 times that of the total party rank when
beginning the scenario.

I hesitate to call this a rule as the Demonlord should be
free to do what they like in their own lairs but if people wish
to have a “standard” difficulty that could be depended upon
when creating Lairs for other peoples groups of players or
for publishing then this would be pretty close to “fair”.

No adventure should ever be easy.

Victory should never be certain. In Lair of Sword & Sor-
cery high adventure is around every corner, but if it was easy
everyone would be a rich adventurer.

But it’s not easy. Even though our heroes are definitely
a cut above the average citizen they aren’t super humans.
Every adventure involves a great amount of risk but a great
amount of reward as well.

Not just in jewels and gold but fame and glory. In LoSS
a large pile of money can get you whatever you want, but so
can a high fame score and a handful of favors. All the great
provinces of the Winterlands have money, so building an
army will take more than money, it will take a lot of influ-
ence and leadership.

In Loss the players throw their heroes into the face of
danger, the chance of failure is high, but if they are careful
they can live to fight another day. In fact protecting your
good name can be a lot harder than protecting your hide.

Remember to remind the heroes of the possibility of
fleeing often.

So to sum up don’t put too many enemies in the Lairs
but if you do, the heroes are still able to flee. That’s why the
game rules make it so easy to get away.



Resting between scenario

Remember that all scenarios the heroes take part in have a
punishment for failure and a reward for success. The reward
may be the treasure they find after defeating their enemies,
or it may be something more intangible like the protection
of their village. These intangible rewards have their value as
well, a village in debt to a hero for their lives can be very ac-
commodating in future endeavors.

Failure on the other hand may mean that the enemies
simply escape with their treasure, or it may mean that they
are successful in leading an army to the heroes’ village to
plunder and destroy everyone within it, leaving only a smok-
ing ruin when the heroes return to town.

Whether the heroes are successful in defeating the sce-
nario or fleeing with their lives, a couple of days back at
home will return all of their combat scores to their full
amount unless otherwise stated.

If they have been mortally injured by making a death roll
and been dragged back to town by the other heroes they will
need to rest there for two weeks before being able to adven-
ture again.

Don’t be afraid to change Lairs that
_you hawve.

Try to download as many as you can, it’s in their nature
to be quick to prep so you might as well keep a lot of them on
hand. Why make up your own adventures for everywhere in
the Winterlands when other people already have.

Or if someone has made an adventure in Brytax and the
heroes want to go to Bitwyn then just relocate the adventure
there and change some things to match the local flavor. Just
because the adventure occurs in and abandoned mine out-
side of one town doesn’t mean you can’t move it anywhere
else in the Winterlands.

If it’s a large town, you can always say the event occurs
near a small neighborhood just outside of town. Change
things as you go and have fun with it.

An adventure can happen anywhere, but a players plans
for their heroes lives can’t. If the heroes have personal busi-
ness in a certain town then don’t pull them all the way to
the other side of the Winterlands for an adventure, set the
adventure in the town they are headed to. Let them act on
their plans and you’ll see how much more they respond to
your games.

Rewards: how much to grve, treasure,
fame, infamy, cash, and favors

This is always a difficult one for Adventure gaming. How
much treasure should a hero find on an adventure?

In Lair of Sword and Sorcery money is relatively useful
to normal folk. They can use it to buy a nice home, fill it
with nice things, and live comfortably for the rest of their
lives, protected by guards and iron bars.

Of course none of this is of interest to a hero.

What a hero wants is fame, and glory, and the things it

brings.

Treasure and gold can indeed buy steel armor and weap-
ons but that’s about it. Once they have these things gold can
buy little more for them.

Gold is also useful for hiring henchman and other help-
ers. But this all only supports their one real goal, fame and
glory in a world of adventure!

So feel free to pour treasure onto the heroes. Everything
they want to buy is extremely expensive anyway so it’ll be
gone soon. Even if it isn’t the dangers of the road can deal
with that.

Or the heroes may use that gold to hire passage to new
and more exciting places full of adventure. They may dream
of travelling all the way to the Summerlands, to take on the
Black Emperor himself. Let them amass the treasure they
wish.

The other thing to remember is that the world of Kar-
tharka is not like ours. Most things are traded on a barter
system. Money is not even used by most common folk. A
gold candlestick from a temple may technically be worth a
fortune but spending it is harder than you’d think. Most of
the people the Heroes would be dealing with couldn’t make
change for gold piece much less a 5 1b candelabra.

They may find themselves also being horribly over-
charged. Heroes are rich, people say, and can afford it.

Also remember that shopping malls don’t exist in Kar-
tharka. If a hero wants a well made steel sword it will be more
difficult to find a weapon smith who has the skill then it was
to steal all that gold from the temple of the lizard men.
Make spending the gold an adventure in itself and you’ll find
that the heroes can amass quite a fortune without the game
becoming stale.
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CRrEATING LIRS

So what should the heroes find in

the average lair?

If 5 heroes enter a lair and find 20 gold coins worth of
treasure that’s 4. coins each. That means they can pay their
henchman for the next Lair, buy a couple of pieces of armor
and still have a gold coin to spend lavishly in town buying
rounds of drinks and finding all sorts of mischief to get into.

That means if they find 5o gold coins they have found a
fortune, they can afford to hire teachers, build homes, hire
servants, get training,

But then it’s all gone again. so gold coins can buy a lot
but not forever. Don’t worry about heroes having too much
money, the business of adventuring itself is an expensive one.

Try to make them earn their money however. A simple
Lair with 2 or 3 half rank encounters may offer up only a
handful of coins.

A grand temple with 3 half encounters, one full encoun-
ter, and then an encounter with a terrible creature the heroes
should certainly be given a rich reward. Up to 100 gold coins
could be had with such a risky adventure, considering they
could have turned back at any time.

Fame
Fame is a commodity to be watched even more carefully.
Even the greatest exploits must have a limited fame
award. Look to the fame chart on pg 5. A fame of o is com-
pletely unknown to all, a fame of 100 gives a hero the kind
of glory that usually only gods and emperors would enjoy.

Sure the heroes found an ancient hidden temple in the
wilds of a great jungle. But if nobody has ever heard of it
in the first place and no one saw them do it, then they will
hardly be likely to believe their outlandish tales about de-
feating the 8 armed hippopotamus god of the insect people
who lived there even if they do have some strange scrolls and
bizarre looking necklaces.

But if the Sages had sent them to the temple, because it’s
insect people had been raising an army to destroy the people
of the Winterlands, then their reports are far more likely to
be believed and spoken of far and wide.

I would hesitate to give more than s points of fame for
anything at a time unless it was truly world changing. Re-
member the world is a small place. Just because your exploits
are the talk of every villager in your hometown doesn’t mean
they’ve even heard of you two towns over.

Most adventures would garner a hero only 1 or 2 fame at
a time.

Favors

Favors are another thing that heroes will rack up like gold
coins.

But not to worry, favors can get spent more easily than
gold sometimes. Heroes always have so much that they want
to do that they are likely to use them right away most of
the time, especially when they are low on money, as heroes
often are.

Eventually they will start keeping them though and this
should make you happy.

Heroes will save favors with certain people and places be-
cause they have a plan or a goal. And plans are usually fun
and interesting. Support your players in their goals.

And when they are cashed in it’s usually a lot more inter-
esting than simply buying another sword. Also unlike gold
and fame they can’t be combined to make one big favor. A
multitude of small favors can’t be combined to earn the hero
an army. Though with a lot of travel and a lot of favors they
could conceivably build an army one man at a time.

Punishment

How bad should the punishment be?

This is the one that will be most difficult for Demonlords
to come up with.

When failing a scenario is punishment enough, failure is
its own punishment.

Some scenarios will include infamy as part of the punish-
ment, but if the heroes care little about fame, or are trying
to build their infamy on purpose then this will have little
impact on them.

Sometimes the punishment can be a lack of reward.

For example if the reward for braving an underground
mine in search of a lost cache of platinum then punishment
for failing the lair would be the loss of the platinum.

In this case the creative part of creating the lair is deter-
mining why, if the heroes turn back, they can’t return again,
thereby making it a failure.

For example, in our platinum scenario, the mine could be
prone to tremors, with the tremors increasing in severity, our
heroes braving the depths is their last chance to find it before it

Jalls into the earth forever.

In the case of saving a town or village, the punishment
will be the deaths of all the villagers, and the infamy of aban-
doning them in their time of need.

Sometimes the punishment for not succeeding will be
not being able to continue on. For example the heroes are
searching for the entrance to a deeper level of sewers past the
one they are adventuring in. Failure would mean that they
do not get to continue their adventure to the end.



There may be other punishments as well but this need
not necessarily be true.

If the only reward for success is moving on with the ad-
venture

Often this is a perfectly acceptable punishment.

In the case of infamy I wouldn’t hand out more than s
infamy at any one time, and even then only for grievous fail-
ure. Usually 1 or 2 should be enough to spur most players on.

Making up special features

Special features are an important part of Lairs, more im-
portantly they make the game more interesting and more
fun. It may seem like it is difficult to come up with wholly
new features for each and every Lair you create, but the
Lairs create them on their own.

Every adventure will have an objective, be placed in a spe-
cial area, have their own villains, have their own layouts. All
of these things lend themselves to special features.

For example: in the caverns of the Blind Burrower, I placed
a few pillars in some of the rooms just to break up the areas,
but I knew that there were tremors and that the ceilings were
weak so I made up some special rules for the pillars collapsing
when heroes walked near them. In this case the special feature
presented itself-

S0 to0 in the case of Malak’s ritual in the same adventure,
the scenario was all about stopping Malak’s ritual, so adding the
rules for the ritual were necessary anyway.

1 needed something to spur the heroes o to complete the bur-
rower scenarios so I came up with the war on Throm, once I
knew an attack was going to happen I thought the heroes may
try to get help from the villagers. Once I knew that I wrote up
some rules for rallying the villagers.

The special features will usually suggest themselves once
you start writing the scenarios.

So don’t try to sit down and think of cool special features,
think up cool and different Lairs and the special features will
usually fill themselves in.
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CREATING STORIES

CREATING
STORIES

Keep it simple to start, with just single Lairs, and build up
10 large multilevel lairs.

Once pou have gotten the hang of making up the main story

you can add background stories, miscellaneous and triggered
Lairs.

Remember the most important thing is to have fun, if you’re
having fun hopefully the players will too.

Let the heroes mess with the world in any way that they
want.

There’s a whole lotta Kartharka out there. The players are
going to want to see a lot of it. Since only so much material can
be published so fast it’s guaranteed they are going to want to go
10 a place that I haven’t covered yet.

I that case you’re just going to have to make it up. There
are plenty of hints and clues as to what may be in those places

Just pick one of them and run with it, or make something up
completely yourself.

Sure your world might not match mine, but after a while
11’5 not going to look anything like mine anyway, due to the hero’s
actions.

Your heroes will want to take down the leaders of Strob-
Branoch and run it themselves, they are going to want to travel
to the Summerlands and take on the Black Emperor, they are
going to want to build armies.

You should let them try. I'm not saying make it easy for them
10 build an army. P'm saying that you shouldn’t deny them an
army just because you know they’ll use it to overthrow the Black
Emperor.

Let them attempt things that will change the world, the
world needs to change to make it interesting,

Your world will grow and change and become different

from my Kartharka and that is how it should be.

And don’t be scared to mess with the world yourself.

If you want to have a village of half Goblyns next to Strob-
Branoch then do it. It doesn’t matter that they aren’t there in
my Kartharka.

If you want the Black Emperor to travel to the Winter-
lands, then do it. Have him burn Strob-Branoch to the ground
if you want. Don’t feel that the background is too precious to
mess with.

If you go too far in destroying the Winterlands, then there is
still the Autumnlands and the Summeriands to mess with. Or
maybe it’s time for the beroes to retive to hang up their swords,
consider it a job well done. And start out afresh, in a whole new
version of Kartharka, maybe you’ll give it a different name, or
it’ll look different, maybe even have different people and places.

Make it your own, make it someone else’s, add more magic,
less magic, more monsters, more evil lurking in the corners of
every house.

The important thing is that youw’re playing and adding and
growing,

There is no right or wrong way to play, no perfectly balanced
and fair scenarios.
There is just the game.

Creating Stories

First decide what you want your story to be about.

Then fill in the Story background, the story that this
group of adventures will tell. You don’t need a lot, just the
setup of the adventure.

For example for a band of raiders the heroes could arrive in
the village and hear that it has been vaided.

They may try to follow the tracks of the raiders, which leads
them to another attacked and destroyed town.

Following the trail again it doubles back on itself; leading
o072 to a dense wood.

Inside the wood they find the lair of the bandits and choose
10 attack.

The rest of the story will be in the Lairs themselves.

Then go to the flowchart, just write in all the things that
happen our could happen on the flow chart. Draw in some
arrows so that you know which one leads to which.

For each of the events in the flowchart fill out a set of
Lair Templates.

And that’s it. Just fill in all the boxes on the Lair tem-
plates and a couple of lines on the background sheets.

Each of the sections that follow give tips on how to fill in
each sheet, as well as a few guidelines on how many enemies
to throw in and how to use them.

Using the Story Sheets

Using the story sheet you can decide what you want to
happen.

Use the flowchart to break the story down into small
lairs. Large areas can be broken down into separate Lairs.
Like a large tower can be broken down into separate levels,
or a one large cavern complex can be broken down into series
of rooms.

Simply write a single Lair in each box. Use arrows like in
the example sheet to track which one leads to which.

Then get our your lair templates and fill out one template
for each.

And that’s it. Lucky for you the templates do all the
heavy lifting and thinking for you. They make sure all of the
necessary things are taken care of leaving your free to think
of cool enemies for the heroes to fight, or strange and mys-
terious groves for them to explore.

You might think that it would take more detailed expla-
nation on how to fill all these charts out properly but really
the Loss rules system is built to make all of this easy. The
rules are written in a way to make adventuring simple leav-
ing more time for fun. They are written to work with the
templates and the adventures all take place in a world made
for adventure.

Read on for more tips and guidelines for creating your
own stories.



Tips for creating your own stories

Give the heroes choices about where they go.

When you’re getting started and all the heroes are brand
new, it’s hard to know what they want to do. Usually you can
have an adventure in the town they are starting in (Usually
Stroh-Branoch) or have a job opening to an adventure just
outside of town.

They  may
show little inter-
est in the adven-
ture you have
chosen because
they didn’t get
to decide where
they want to go.
So pay attention
to what they
are saying. If it
sound like they
are more inter-
ested in a specif-
ic area or doing
something else
specific,  then
plan on mak-
ing that happen.
Next week run
an adventure in
the town they
want to go to,
or before the
adventure starts
let them do
what they want
to do. If this
means trying to
visit the

local  Targ
leader and trying
to kill him then
fine, let them.
You may have to
wing it a bit but they’ll have fun because it’s what they want
to do.

How to add “roleplaying” sections
Yo the story

Remember to add some “downtime” to the story.

Before entering the first lair in a story the heroes would
probably like some time to wander about the local town,
meet some of the local people, and have some fun.

Also between combat heavy scenarios try to incorporate a
scenario with an area where there are regular folk about. Per-
haps the heroes need to explore the local abandoned temple
to find something, they will need to talk to the locals, maybe

some priests, maybe even bring some of the locals with them.

LoSS is a pretty fast paced game and if you don’t plan in
some roleplaying time it may get left out, to the detriment
of the story. .

Coming up with a story.

This is the hardest part. The story is the thing that drives
the story.

I usually start
with an idea, may-
be I get an idea
from a movie, a
book, or comic
book.

(Check out is-
sue 5y of LoSS:
Lairs!” to see the
story I talk about
below

The burrower
idea was a simple
one. Some giant
buglivinginatem-
ple underground.
Everything  else
that comes after
is just working off’
that idea. Really I
just had some gi-
ant bug miniatures
I wanted to use.

The temple is
useless if there
isn’t a way to lead
the heroes to it,
so I came up with
Malak, one of the
Sages, to lead the
heroes to the tem-
ple.

Since he learned
about the Arrow-
black from the
stone crawlers, they got involved as well, and so the war was
added as a driving force for the players.

The branchlings were invented because I needed some-
thing for all those kidnapped villagers to be used for as well
as needing a cool monster for the heroes to fight in the Ar-
rowblack, something to justify the cursewoods legends.

And so on and so on.

Since there is so little work involved in making things
game-ready you can pretty much invent anything you want
without having to convert it into something that works in
the game.
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This section contains a sampling of animals, creatures,
and monsters from the World of Kartharka!

While they were all created specifically for the Lair of
Sword & Sorcery setting of Kartharka, they can be used just
as effectively in any Sword & Sorcery setting you may be us-
ing for your own games of Lair of Sword & Sorcery.

ANIMALS OF THE
WINTERLANDS

These animals are all things which are known to exist by
most of the people of the Winterlands. Your average Win-
terlander would know the comparable strength of a Winter-
lands saber cat to a frost bear, their lives depend on it. So
don’t worry if the players have encountered one of the ani-
mals before or already know the various stats of the animals.

Usually animals are used in a scenario to either spice
things up, in the case of a giant snake in a sorcerer’s lair,
or to attack the heroes with something convincing while
travelling in the wilds: an attack by wolves while travelling
through the woods, for example.

Or they may serve as the quest goal itself, ridding a hid-
den valley of creatures to loot the lost temple within.

Animals can be the final enemy of a Lair, like a giant spi-
der lurking at the bottom of a mines labyrinth of twisting
tunnels.

Lair of sword and sorcery is primarily focused on people,
and the enemies of the heroes will often be men, just like
them. Animals and the like should be considered more like
tools that the enemies will use against them, like the sorcer-
ers snake.

Animals could take up residence in the forgotten tunnels
and lairs that the heroes travel to, places where people do not
travel to. A place beyond mans knowledge may still be the
hunting grounds of a pack of wolves.

Known creatures of the wild:

The following animals are all considered to be natural and
common in the Winterlands.

There are many more natural creatures than these, but
this is a list of the ones that might pose a danger to the he-
roes. Their relative strengths and weaknesses are known to
all and few Winterlanders would be surprised to see them,
though they might not be too happy.

Vulpin (Rats):

These are the squeaking food supply of the larger Winter-
lands creatures. The Vulpins breed prodigiously and can feed
on anything. Larger and stronger than the common rat on
earth they can grow to 2 feet long including the tail. The tail
of the vulpine is shorter and thicker than that of the earth
rat and the head is larger, allowing for a more fearsome bite.

The vulpine can be said to be the source of the Winter-
land fighting spirit as all younglings learn how to kill them
quite early in life.

Luckily their larger size keeps them from invading well
built homes as easily as our earth rats but they are still a
scourge of the cities, making sleeping outdoors alone in a

human settlement a dangerous proposition.

They are relatively easy to deal with singly, though their
vicious bite will easily draw blood. Their heavy size keeps
them from jumping too high as well as preventing them
from climbing trees and up furniture.

Attics, cellars and other forgotten spaces can be crawling
with these creatures however.

Though they will attack any intruder that stumbles upon
them a successful blow will send one running,.

If they are encountered in packs however they can be
quite dangerous.

Def Attk End Dam Move Rank

o o] 2 o 5 12

Wolf wings (Bats)

The flying Vulpins of the Winterlands, less fragile than
our earth bats, they are also heavier and stronger. Not as fast
a flyer they prefer to wait in high places to swoop down on
their prey, or attack birds in flight.

They travel in small packs of 10 to 20 though they also
will fly solo for longer distances if food is scarce.

Once on the ground they tend to be slow moving and will
find it difficult to take off again, although they can if given
enough time.

They will try to take down their prey in the first attack,
often attacking with as many of their number as they can.
On the ground they are weaker fighters.

Once they have landed and are in combat they will not try
to take off again unless they are fleeing.

Their swooping attack can be fearsome and surprising but
once on the ground are easy to dispatch.

They have two move scores. The first is flying, the second
for walking.

When the wolf wing is encountered it will usually be ei-
ther flying or perched somewhere high.

It has 2 attack scores; the first is used when it makes its
swooping dive attack. The second is used after the dive on
the ground

It also has two damage scores, the first for the dive attack
and the second for after the dive.

Def Attk End Dam Move Rank

o s/o 2 +3/0 8h 2

Frost Bear

The Winterlands frost bear is smaller than our world’s
Polar bear though its appearance is similar. The Frost bear
1s 4. feet high at the shoulder and walks on all fours, rarely
rising up on its back legs.

It cannot climb well but runs quite quickly. They are
wider than earth bears with wide flat heads covered in short
horns.

They will attack with claws teeth and head butts and can
be extremely dangerous.

They tend to travel singly though sometimes a group of
3 or more are found.

Def Attk End Dam Move Rank

2 4 8 2 6 13
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ANIMALS OF THE WINTERLANDS

Boar
The Winterlands boar is large sleek and furred with a
coarse thick hair. Large hoofs allow it to travel across the
snow. Long tusks make it a fearsome enemy.
They travel in packs; have no fear of man, and attack fast
and without warning,
Def Attk End Dam Move Rank
o 2 4 I 6 4

Takket

The Winterlands domestic Takket.

4 feet tall, powerfully built, huge hoofs, and ram horns,
fast moving, powerful. Usually used for food, clothing and,
in teams of four, to pull large chariot sleds through the Win-
terlands.

They are domesticated and usually quite calm. If attacked
or sufficiently spooked they may bolt, if they are unable to
run then they may attempt to defend themselves against
their attackers.

Def Attk End Dam Move Rank

o o 4 o 8 2

Wild takket

The wild takket is smaller, sleeker, and meaner.

Wiry and stronger than their domestic kin they are also
likely to bolt when danger appears. If the herd is unable to
bolt or if they are directly attacked then they will definitely
attempt to defend themselves.

Def Attk End Dam Move Rank

o I 3 o 6 I

Wild takket bull
Any herd of wild takket will have a dominant bull; larger,
stronger, and more aggressive than the rest.
It will attack any stranger threatening the herd.
Def Attk End Dam Move Rank
o 2 5 I 6 5

Winterlands vulture

A large raptor-like bird, huge, with a wingspan of 6 feet
and large powerful talons, they can be either solitary flyers or
travel in groups. Groups will gather wherever a large kill lies.

They will usually wait until the prey is dead but if the prey
is injured they may swoop in to finish the kill.

The first move score is their flying score, the second is for
when they have landed. If given enough space they can take
off again easily.

Def Attk End Dam Move Rank

o 2 5 I 10/2 4

Reindeer

The reindeer of the Winterlands; the primal deer of our
prehistory, massive, powerful, towering over men.

Standing 6 to 7 feet tall at the shoulder, they are wild,
noble, and powerful beasts. Found deep in the woods or far
on the steppes, far from any settlements.

They are rarely hunted and hold a mythical place in the
legends and stories of the Winterlanders.

Huge, fast, dangerous if provoked, the Winterlands rein-
deer is a powerful and dangerous beast.

Def Attk End Dam Move Rank

I 2 10 3 6 13
They may be encountered singly or as a pair.

Winterlander saber cat

The Winterlander saber cat, or mountain cat, is not as
large or dangerous in combat as the Winterlander wolf.

Its danger lies in its cunning,

The saber cats coat allows it to hide nearly anywhere in
the Winterlands, it can manipulate its fur to expose the
various layers of coloring it has. It can hide in the snow, the
rocks of the mountain, or the dark green or brown wood of
the forests or the black wood of the curse woods.

Lying in wait, they choose the most opportune moment
to strike.

The attack bonus and damage stats have two scores, the
first to represent this surprise strike, the second for further
attacks once the prey is aware of its presence.

If the first strike does not take the enemy down and the
prey is alone, the cat will continue to attack. If the prey has
any backup the cat will need to make a choice whether to
continue the attack. Make a flee roll for the saber cat.

Def Attk End Dam Move Rank

o 8 5 6/o 6 9

Wolves

The Winterlands wolf is the scourge of the mountains.

Travelling in packs, fearless, they fear no man, animal,
or creature.

They will attack any group they outnumber, fearlessly
striking, running, and attacking again.

Their tactics and strategy when attacking in groups 1s
fearsome.

Each individual will flee for a short distance when sur-
rounded and return to attack an individual, in turn sur-
rounding them.

They travel in packs sometimes, small, sometimes large,
and may even attack villages and towns if food is short, and
the winter particularly harsh.

Their bodies are heavier stockier and shorter than our
earth counterparts, their heads wider and their jaws stron-
ger, having a greater number of, and larger, teeth than our
earth wolves.

Def Attk End Dam Move Rank

o I 4 o 6 2



MYTHICAL MONSTERS
OF THE WINTERLANDS

Making up your own creatures, rumored creatures and
mythical creatures

Kartharka is a vast land of Mystery and legend. In all its
forgotten valleys, and winding caves, any manner of things
may creep, crawl or leap.

Not seen or heard by most in the world these things con-
tinue to live on as legend and story.

The Heroes may encounter many things, however, in
their wandering of the world. What is only a legend in the
Winterlands may be a common creature in “The lost”, and
horrible things may be well known to those who live around
the Feistmere that are unknown to the people of Stroh-
Branoch.

What follows is a short list of what may lurk just around
the next corner of a world where science has but begun, and
where communication between two towns on the black road
1s dangerous enough much less travel to the next province.

Grants

Not the huge man shaped creatures but giant versions of
everyday things.

It is said, that in places where sorcery pools, ordinary
creatures can grow to enormous sizes. And that these things
may be worshipped as gods, kept as pets, or controlled as
fierce killers.

Giants are the easiest creatures for the Demonlord to cre-
ate, and the most common myths revolve around giant ver-
sions of common creatures.

Giant insects, beetles, ants, spiders
and centipedes.

Legends tell of these creatures in hidden groves, forests,
caves, mines or tunnels.

Stories of these things trickle in from travelers, miners,
or old men from the outskirts of the Winterlands.

None know just how big they could grow, if they do in-
deed exist. Whether they would attack in groups or singly, or
indeed what they would look like.

The Demonlord must decide for himself the stats of each
of these creatures. Some guidelines follow this section on
page I14. .

Giant animals, Rats, bats, ape/go-
rillas, or mountain cats.

These may live in forgotten valleys or have been hand
raised from babies, either created by sorcery, or bought from
traders from faraway lands.

They make suitable pets for powerful enemies, or the
protectors of ancient or hidden cities and tombs.

Ancient temples may be protected by special breeds of
apes, trained to leave the priests unmolested but attacking
all outsiders.

Again the actual stats for these creatures will need to be
decided by the Demonlord as they are heard of by the people
only in ancient legends and stories.

Grant repiiles- Dinosaurs, Giant
lizards or snakes.

The Winterlands are too cold a place for many reptiles to
live above ground.

However, myths of forgotten valleys and mountain
strongholds where the air is still warm are often discussed by
the old men around the fires. Memories of the time before
the coming of the winter perhaps, or they may be true.

Great sorceries and magics are now pouring into the Win-
terlands from below the earth, perhaps enough to be used
by a sorcerer or an ancient artifact to create a small place of
tropical heat, where the great reptiles can roam again.

Or they could be raised by a man, hatched from ancient
eggs merely waiting for warmth to return to life.

Kept as guards, pets, vicious killers or even revered as

gods by their worshippers.

The Mammoth

A giant, violent, mountain of a beast, said to be anywhere
from 7 to 20 feet tall.

Stories of Winterlanders tribes controlling vast herds of
these beasts are heard across the most northern parts of the
Winterlands. Fear of the herd destroying all in its path, dev-
astating villages, cities, and armies. Whether these are just
myths or rumors spread by the tribes to make the Winter-
landers fear them, or based in actual fact are not known.

SORCEROUS ENEMIES
AND MONSTERS OF
THE WINTERLANDS

Evil sorcerers may have many demons and spirits to serve
them. Some will have the power to appear before the heroes
and attack them. They may have special abilities, such as
breathing fire, moving through walls, enormous strength,
or multiple arms allowing them to attack with many weap-
ons at once, or multiple legs allowing them to run quickly.

These Sorcerers may also summon, create, or control
other bizarre and strange creatures, giant snakes, skeletons
and zombies, ghosts, skeleton dinosaurs, fire breathing pan-
thers, giant lizards, insects or anything else the Demonlord
can think of.

They may also have sorcerous items which can have any
power which the Demonlord can think of.

Sorcery 1s the great mystery of the world of Kartharka,
never to be understood and always to be feared.

The important thing to remember, when creating your
own sorcerers, 1 to have them always keep the heroes guess-
ing.

Just make sure to consult the balance guides earlier in
this book to keep you from overwhelming your poor heroes.
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NEcroMaNcY

SKELETONS,
ZOMBIES, UNDEAD
AND NECROMANCY

In LoSS each zombie, each skeleton, each fearful demi-
liche, is a unique creation. There is no one way to create
them and no one way to defeat them. Different places in
the Winterlands and throughout Kartharka have their own
myths legends, gods, and spirits. These are all called upon in
different ways by each necromancer.

The Bonecallers of the tribesman, the Tomb Wardens
of the first men, Ancient Necromancy of the time of the
Sorcery wars, the zombie thralls of Amun Tutaurch, all are
different and varied.

In this article we’ll focus on the most basic form of un-
dead control,

The Zombie!

Beware though, dread heroes, for the control of a Zombie
is a terrible and foul act.

STEP 1: FIND A HUMAN CORPSE.

This shouldn’t be too hard for your hero to do. He’s
probably created quite a few of them himself in his adven-
tures. The corpse must have been dead for no more than a
day or 2, the fresher the better!

I should point out here that heroes henchmen are off’
limits for raising as a zombie. Nothing destroys a groups
morale like watching your buddy get raised from the dead
and ordered about by your boss.

STEP 2: PREPARE THE BODY.

Unless the person died of natural causes (unlikely in the
Winterlands), the body will probably require some tender
loving care. Broken limbs must be splinted, Open wounds
sewn shut to keep the insides on the inside. Binding the
creature in tight rags or clothes will help keep them from
losing important bits to the wear and tear of serving their
new master.

STEP 3: SUMMON THE SPIRIT OF THE LOST
SOUL.

The Sorcerer now performs a summoning ritual in the
same way as they would for any other spirit, using the body
of the spirit as a talisman to summon the correct spirit.

Assume that the spirit is degree I for cases of your average
corpse of some dead thug,

A protective circle is likely unnecessary for the summon-
ing but may be helpful in case something unexpected is sum-
moned instead of the desired spirit.

STEP 4: COMMAND!

The Sorcerer uses the command skill to order the spirit
to enter its body once again.

If successful the Sorcerer now has a zombie to call their
own.

Uses for your zombie.

Well now that you’ve got a zombie what can you do with
it?

In game terms you control your zombie like any other
follower. You can move him up to his move and it can at-
tack like any other follower. Zombies can either be given a
weapon or can attack with their fists and teeth, either way
they will cause damage as if they were using a weapon.

Their move is only 2 however as their shambling gait
slows them down, though they can be pulled on a drag sled
if the group wishes though it will slow the hero doing the
dragging down one movement point.

ZOMBIE
Def Attk End Dam Move Rank Degree
o +I 7 I 2 I I

Zombies are not affected by morale and will attack anything
at any time as demanded. They may not perform Sota as
their spirits are in too much turmoil to do much more than
shamble forward and attack. Living within a rotting body is
a terrible thing and the spirits are none too happy about it.

As with any ”spirit” the Sorcerer may only command a
combined Degree of zombies equal to their Command Skill.

The sorcerer can only control the zombie when it is with-
in his control range, equal to his control skill in squares.

If the Sorcerer moves outside of this range then the
Zombie will be “uncontrolled” and will no longer move but
will attack anything that comes within range whether it is
’friend” or ”foe”

As for combat the Zombie takes endurance damage like
any other fighter, as the spirit tires their hold on the body
becomes more fragile.

They also have to make ”death” rolls like any other fight-
er with a permanent death freeing their spirit again to return
to the Other World.

Care of your Zombie

Remember that what your Sorcerer has is technically an
animated corpse. While the power of the Dread Compact
and the other side keeps the spirit trapped in the body it does
not keep the body from Rotting.

As the body rots it becomes more difficult for the spirit to
move and becomes less useful in combat.

If the Sorcerer wishes to keep their zombie fresh the best
way is to place them in cave, hole or room, packed in snow
and ice to keep them ”fresh” and then defrost them when
needed.

When travelling on the roads they will tend to ”freeze
up” in the cold climes of the Winterlands making them use-
less until they are thawed out next to a fire.

Most Lairs are warm enough for a Zombie to operate in
however.

Every time a Zombie is ”defrosted” to make it ready for
use the Demonlord should roll a die. On a roll of a 1 the
Zombie is too far gone to be useful anymore.

If left in an unthawed state a zombie will last for 7 days
before becoming too rotten to use.



CREATING YOUR
OWN ENEMIES

Creating Stats for creatures and
enemaies

The Demonlord has the power to create their own sce-
narios and enemies for those scenarios.

Enemies may be normal men, bandits, thieves, merce-
naries or whatever you can imagine. Tribesmen walk the
plains, traveling merchants and sages may attack the heroes.
Strange shadow cultists worshipping dark gods, anything
the Demonlord can imagine can be made. The hardest thing
is to come up with an idea.

The Demonlord need not only create other men for the
hero to fight, the animals of Kartharka are also formidable
enemies, and a number of them are listed in this book.

Add to that any of the creatures in legend and rumor and
the Demonlord has ideas aplenty for enemies for their he-
roes.

STEP1: DECIDE WHAT THE ENEMY IS.

STEP2»: DETERMINEITS STATS.

When making up your own villains, it can be difficult to
know how powerful to make them.

Keep in mind who the villain is and compare them to an
average man. A few small bonuses will make them extremely
powerful compared to a regular human.

Remember that an enemy is far more likely to have a
great number of minions than to be extremely powerful. A
warlord will not necessarily be able to kill an entire party of
heroes with his bare hands, but he will make his fortress with
many chokepoints to force the heroes to fight them one at
a time.

He will also have many well armed and armored soldiers,
who will be disciplined and unlikely to run.

So enemies need not be extremely powerful to be danger-
ous.

Loners may be more powerful, but an enemy with a lot of
high can be difficult to kill but also boring to fight.

Instead try to give your villains and enemies a special
power, ability or weapon. They will be weaker but still far
more interesting to fight.

Remember that the combat system of L.oSS is brutal
enough without using overpowered enemies. Try to keep
things interesting instead of difficult.

I find that the best way to measure the enemies stats are
to compare it to a normal man, not a hero, just an average
man of the realm.

Here is the average mans stats:

Def Attk End Dam Move

o o 6 o 4

Ifyou want a creature that is equal to a man but a little bit
stronger, then you can increase their attack.

If you want them to be large, have a thick hide, or perhaps
just be difficult to injure, increase their defense.

If you want a creature that is large, not incredibly dan-

gerous but will take some time to kill, like a cow on earth,
increase its endurance.

If it 1s a creature with very large claws, teeth, or some
other very dangerous attack, give it a bonus to damage.

If it moves faster than a man, increase its move stat.

Also ifitis weaker than the average man, or smaller, think
about either putting a minus in one of the stats, lowering the
endurance less than 6, or making the move less than 4.

STEP3: ENEMY OR CREATURE RANK

See pg 24 to determine the creatures rank in the same
way as finding the rank for a hero.

STEP 4 SPECLAL ABILITIES

If you decide to give a creature some kind of special abil-
ity over and above the normal combat stats then you will
have to make a call on what that will add to the creatures
rank.

If it is an extra attack then you can simply use the stats
of the attack.

If it is some kind of obscure power, like immune to cer-
tain attacks, the ability to control others, or put people to
sleep then some kind of a multiplier would be in order. In
most cases it would be to multiply their rank by 2, 3, or even

You will see in the animal section that some creatures
have stats with / in them. For example a flying move score
and a walking move score. For these stats I add the two to-
gether and divide by 2 to find a number which I add to the
rank. The same goes for /used in any of the other stats.

CREATING YOUR
OWN SPIRITS

There can be any number of spirits, demons, ghosts,
gods, or elementals. To try to create a list of every possible
one here would be a massive undertaking.

I think what would be more useful would be a set of
guidelines for creating your own spirits, similar to the ones
for creatures and monsters.

Spirits have stats, like other creatures. They also have
additional powers available only to spirits. They may have
a physical form or they may not. They may be able to affect
the physical world or they may not.

All of these things will be discussed in the following sec-
tions.

To create a spirit go through the following steps:

o Determine spirit type:

« Determine stats:

Assign additional powers:
Assign elemental powers if any:

o Assign mortal interaction:

« Determine Other World stat:

o Determine rank and degree:

All of these will be discussed; simply work your way
through the list and you will have your dread spirit ready to

terrorize your heroes.
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CrEATING Your OwN SPIRITS

Determine Sprrit type:

This is the creative part of the process. Decide if you want
your spirit to be a demon, a ghost, some kind of elemen-
tal spirit or anything else the imagination can devise. Use
this decision when working your way through the next few
sections. There are no limitations on any particular type of
spirit; a ghost can be as powerful as a demon if the Demon
lord chooses.

Typical choices would be:

«Demons from below the earth of Kartharka

“The ghost of a man, goblyn, half goblyn or something
else. They lived for a time and then they died. On death, for
whatever reason, they did not move on to the other side.
They may have existed long ago or have died recently.

«Elemental spirit of the Wild. There are many spirits
which are thought to be embodiments of great forces of na-
ture. Be they the trees, the air, the storms in the sky, or a
spirit of a specific forest or circle of stones.

It 1s not known truly where these spirits come from or
what keeps them where they are found. Most of them have
been worshipped for centuries by the various tribes of the
Winterlands or elsewhere in Kartharka. They may actually
be something else or something from the other side in dis-
guise. At any rate they tend to be mostly an ethereal force
with powers over plants, wind, or air, though sometimes
they will manifest themselves as a physical creature made of
theirﬁreferred element.

etermaine Statistics:

Each spirit will have all the usual stats of a monster or
creature, Defense, Attack, Endurance, Damage, and Move.

Even if they are never in our physical world or able to af-
fect it, their stats must be determined, even if they are only
Zeros.

Like any creature or enemy you can make these stats
whatever you want, but the higher the stats the higher their
rank will be.

Assign the spirit stats for defense, attack, endurance,
damage, and move. Remember an average man would have
zero defense, zero attack, 4 endurance, zero damage, and
move 4.

Assign Additional powers:

Demons and other spirits are considered to either be car-
rying spectral ethereal weapons, or to have claws (as in de-
mons) or due to their other world nature are considered to
be armed at all times. They will do damage as if they were
carrying standard weapons causing I dice of damage, unless
stated otherwise in another rule.

As if having all of this is not enough, spirits may have
some additional powers.

Common powers which a spirit may have are:

«FLIGHT: The spirit may fly. They move at their move
rate up, down, or in any direction.

«MOVE OBJECTS: Whether the spirit is ethereal or
not, or whether they are able to take on a physical body, they
may still move objects as if they were a solid creature. It can
be assumed that the creature can move objects in the same

way as a normal man unless otherwise stated.

-SOUND (illusions) or create noises:

The spirit may create noises whether they are ethereal
or not. Note that spirits would usually not be able to make
noise or make themselves understood by mortals unless they
have this power. The noises are not necessarily limited to
speech but may make any noises or sounds that they like.

-LIGHT (illusions) or create images:

In the same way that spirits cannot be heard while they
are ethereal they may also not be seen. But if they have this
power they may appear to mortals. Note that they do not
necessarily have to appear as they actually are; they may
change their appearance in any way in the same way as creat-
ing noises.

Assign Elemental powers:

Flemental powers allow the spirit to control an element
or use it for an attack. These are described in ranks like Vet-
eran skills.

The power may be given more than once. The first time
it is given allows the spirit to “control” that element in a
limited way.

For example: Fire rank 1, would allow the spirit to start

_Jeres on veadily combustible materials like an unlit campyire.

It also allows the creature to have 1 armor point against
that element. Additional slots of the same power can be used
to add another armor point against that element.

Another rand can be added to the power to allow the spir-
it to “attack” with that element for 1d6 of damage.

For example: Fire rank 2 could give a spirit fiery hands
which cause 1d6 of damage if they hit a hero.

For each extra rank taken the spirit gets to cause an ad-
ditional d6 of damage using their element

A rank can also be used to allow a spirit to “throw” a ball
of the element with a range equal to their move stat.

THE ELEMENTS AVAILABLE ARE: Fire, Ice,
Wind, Electricity, Stone, Water, Wood (Dead), and Plants
(Living). .

Assign Mortal [nteraction:

The word “spirit” refers to the class of otherworldly be-
ings, and not necessarily to whether they have a physical
form or not.

When creating a spirit you must decide if the spirit has
a physical form. If it does not, then you must decide how it
interacts with the physical world, if it can at all.

All spirits begin as an ethereal creature, having no physi-
cal substance. They are unable to affect the mortal world, to
be seen, heard or felt. They can move through doors, walls,
floors, etc. This does not necessarily mean they can “fly” or
“float”. To do this they must have the “flight” special power
above.

-SPIRITUAL ATTACK:

Some spirits, by growing their power, are able to affect
the mortal realm without a physical body. These spirits are
able to attack mortals using their other world stat as detailed
in the Other World section earlier in this book.

If this is the case with the spirit you are creating then you



should give them the “spiritual attack” power.

Some spirits will have a physical form, such as most
summoned demons. They may not use a “spiritual attack”
while in their physical form. If they are able to change from
physical back to an ethereal form then they can use spiri-
tual attack when ethereal and regular attacking when in their
physical form.

Demons prefer to remain in mortal form because if they
“die” they must start all over again as a spirit with all stats
being o and begin to build their power again.

Some spirits can take on a mortal form only when sum-
moned, many of the “gods” of Kartharka appear in this way.

Determane Other world stat:

Now decide what the creatures Other world stat will be,
keeping in mind that this is the stat which will be used for
spiritual attacks if the spirit has that power.

Determine the Spirits Rank and

degree:

Determine the spirits rank in the same way as heroes and
monsters using the usual method found on pg 24.

When determining rank compare the spirits Attack and
Other world stats. If it’s Other World Stat is higher than
it’s Attack, use that instead of Attack for determining rank.

Divide the spirits Combat Rank by 5 and you will have
it’s degree.
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PEMONDORD SGREED

CHARACTER CREATION
+§ points to stats
-5 points distributed to stats

STARTING EQUIPMENT

fur mittens

Fur or leather cloak

Fur foot covers

Two weapons (throwing weapons, bandolier of 5)
4 pieces of armour (a shield is considered armour)
Weeks supply of matten fuel for fires

Weeks supply of Matten flour

Flint and Striker

2 large items

s small items

Large leather carry sack (may hold up to 20 small items)

Drag sled may carry up to 5 Large items and 4.0 small items

REGULAR COMBAT

In combat attacker and defender each roll 2 dice and
add their attack bonus.

ATTACKER WINS:

If attacker wins he rolls a die cause 1d6 endurance
damage to the enemy adding any damage bonus. Deduct
any damage for the defenders defense bonus, but will al-
ways be a minimum of 1

The attacker also takes 1 endurance damage.

DEFENDER WINS

If the defender wins they cause 1d6 endurance dam-
age to the attacker, adding any damage bonus the de-
fender has and subtracting any defense modifier the at-
tacker has, but will always be a minimum of 1

Defender also takes 1 endurance damage.

TIE

Both attacker and defender take 1 endurance damage
regardless ignoring damage bonus and defense.

CARRYING LIMITS:

As much as the Large sack and Drag sled will allow.
Characters are considered to “wear” up to:

their armour

a coil of rope

two weapons

A bandolier of throwing weapons

Ammunition

Carry something in each hand

The rest is kept on the drag sled.

CONTAINERS
Large leather carry sack (may hold up to 20 small items)

DETERMINING RANK
Start with 1

Add Attk

Add Def

Add Dmg

Add Endurance-4.

Add Move-4.

Add # of 1d6 special attacks x T
Add # of 2d6 special attacks x 4.

Add # of 3d6 special attacks x 10

Drag sled may carry up to 5 Large items and 4.0 small items

0 ENDURANCE.
Once Endurance reaches o any additional damage
will force a death roll.

DEATH ROLL

1-3 stuck down. Unable to fight for rest of battle. De-
monlord minions are dead.

Heroes must make a fate roll after battle is finished.

4-6 able to avoid blow, continue to fight but still at
o endurance.

FATE ROLL

1-2 Hero has died. Sorry

3-4.severely injured: the heros role in the current ad-
venture is over, but may play again in further adventures

5-6 hero was stunned but able to continue, this
counts as a rest.

COMBAT SPECIAL RULES

Long weapons: Attack 2 squares away.

When attacking 2 squares away the defender does not
get to make a damage roll if they win. Both still take
miminum of 1 damage.

If 2 squares away and both have long weapons, com-
bat is normal.

Someone with a long weapon may attack through a
square with a friend

Long weapon, if attacked from bordering square
long weapon wielder fights as if unarmed.

Defense

3 pieces of armour=+1 defense

1 piece of steel armour-=1 defense

Shield gives +2 to attack

Negative Damage

a —damage score is subtracted from any damage the
hero does, still cause the minimum 1 damage




MISSILE COMBAT:

Bow: range unlimited

Throwing weapon: range 4. squares

Roll for combat in the usual way

If the shooter wins they cause the usual damage but do
not take the usual minimum 1 damage.

If the target wins the shooter takes no damage and thd
target takes no damage, not even the usual mimimum of 1.

Ties: same as a miss for the shooter.

AN AVERAGE FOLLOWER
Def Attk End Dam Move Rank
I o 4 o 4 2

FOLLOWERS:

Will be hired by the heroes.

In a city or when travelling, after 1 combat, followers
will demand another gold piece before fighting in another
combat.

When in a lair they will fight the first combat. After
that they are subject to flee rolls.

Flee Roll: player rolls a die add the heroes camaraderie.

On a total of 1-3 that players followers flee. Every turn
they will run toward the exit as fast as possible. They will
defend themselves if necessary but will run when they can.

Always Flee on a die roll of 1, always stay on a die roll
of 6

If fleeing followers are still on the board after all en-
emies are gone the hero may make a Rally roll

Same as flee roll, Instead of heroes camaraderie use
parties total camaraderie.

1-3 disappear forever

4-6 they return, place them next to the hero

How famous is your Hero?

Note, numbers may refer to fame or infamy, which-
ever is higher.
1=Well known in their local town
20=-Known within their local area (throughout the valley
of fangs for example)
30=Known throughout the province
40=Known through the land, for example the Winter-
lands
s0=Known throughout the world of Kartharka
+75=All sing the praises of your Hero throughout the land
(or curse their name if infamous)
100=Your legends will be told for generations. Time to
retire your hero!

RESTING:

Any time after a combat when there are no enemies on
the Demonboard the heroes may rest to recover half their
lost endurance (round up)

MONEY

10 coppers=I silver
10 silver=1 gold

10 gold-1 iron

IO iron-I platinum

SOTA:

Roll 2 dice

Add any stat bonuses the Demonlord deems applicable.
Fasy: 4 or higher

Difficult: 7 or higher

Very difficult: 10 or higher

Impossible: 14. or higher

FLEEING:

If at any time a hero leaves the demonboard they have
“fled” and may not return. Any Severely injured heroes
are considered to have been taken with them.

SPENDING VP

Buy a new skill toVP

Improve skill to 2nd rank 20 VP
Improve skill to 3rd rank 30 VP
Etc

UNARMED COMBAT

Creatures are considered “armed” with teeth and claws.

If two unarmed combatants fight each other conduct
combat as normal.

If an opponent has armour you cannot cause more
damage than the mimimum 1 point of damage.

If an opponent has a weapon they roll damage as nor-
mal and the unarmed combatant can cause only the mini-
mum 1 endurance damage.

SOTA EXCEPTIONS

Minions can undo Sota with the same roll

Minions may open unlocked doors as well but not into
areas that have not been revealed.

EARNING VETERAN POINTS

Earn 1 vp for:

Surviving encounter with a group of enemies of equal
or greater Rank.

Survive making any death roll

Successfully complete a Scenario.Scenario will state a
the reward.

Succeed at Impossible Sota roll which would have
harmed the hero had it failed

Impressive Role Playing moment

Players Dressing as their Character
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The following equipment list is a reorganization of all the
equipment from the Core game of Lair of Sword & Sorcery.
What follows is a list of items, their size, and their basic

cost.

The basic cost for most items is I gold coin but some

items will cost more.

The base cost shown will be for a standard item, with no
adornment, made of bronze, wood, leather, or fabric (which-

ever is applicable)

When a steel or iron option is available for an item it will
be listed and clearly marked, such as “sword, steel”.

Armor
ITEM

Helmet Cloth
Helmet Leather
Helmet Rings

Helmet Rings Steel

Helmet Plate

Helmet Plate Steel

Body Cloth
Body Leather
Body Rings
Body Rings Steel
Body Plate

Body Plate Steel
Arms Cloth
Arms Leather
Arms Rings
Arms Rings Steel
Arms Plate
Arms Plate Steel
Legs Cloth

Legs Leather
Legs Rings

Legs Rings Steel
Legs Plate

Legs Plate Steel
Shield

Shield Steel

SIZE
Large
Large
Large
Large
Large
Large
Large
Large
Large
Large
Large
Large
Large
Large
Large
Large
Large
Large
Large
Large
Large
Large
Large
Large
Large
Large

COST (GC)

Hand to Hand Weapons

ITEM
Axe 1 handed
Axe 1 handed Steel
Axe 2 handed
(2 handed weapon)
Axe 2 handed Steel
(2 handed weapon)
Sword 1 handed
Sword 1 handed Steel
Sword 2 handed
(2 handed weapon)
Sword 2 handed Steel
(2 handed weapon)
Throwing Axe
Throwing Axe Steel
Dagger
Dagger Steel
Knife
Khnife Steel
Kartharkan Mace
used 1 handed
Kartharkan Mace
used 2 handed
(2 handed weapon)
Kartharkan Mace Steel
used 1 handed
Kartharkan Mace Steel
used 2 handed
(2 handed weapon)
Kartharkan Fighting Spear
Kartharkan Fighting Spear Steel
2 Handed Hunting spear
(long weapon)
2 Handed Hunting Spear steel
(long weapon)
2 Handed War Spear
(2 handed weapon)
(long weapon)
2 handed War Spear Steel
(2 handed weapon)
(long weapon)
Halberd 2 handed
(2 handed weapon)
(long weapon)
Halberd 2 handed Steel
(2 handed weapon)
(long weapon)

SIZE  COST (GC)
Large 1
Large sso
Large 2
Large sso0
Large 1
Large sso
Large 2
Large sso0
Small 1
Small 550
Small 1
Small 550
Small 1
Small 550
Large 2
Large 2
Large sso
Large 550
Large 1

Large sso
Large 1
Large sso
Large 1
Large 550
Large s
Large 550



Missile weapons

ITEM

Winterlander Composite Bow

Winterlander Composite Bow
Steel Arrows

Knife Thrown

Knife Thrown Steel

Throwing Axe

Throwing Axe Steel

Kartharkan Fighting Spear
Thrown

Kartharkan Fighting Spear
Thrown Steel

Adventuring Gear

ITEM
Leather straps
Flask
Wineskin
Tarp

Dice

Candle

Torch

10 foot rope
Parchment
Writing sticks
Chalk

Spikes
Hammer

6 foot pole
Shovel

Pick

Snow axe
Snow shoes
Matten Fire Fuel
Matten Flour
Flint and Striker

Carrying gear
ITEM

Drag Sled

Shoulder Bag

Clothes

ITEM

Heavy Fur Cloak with Hood
Fur Clothes

Leather Clothes

Fabric Clothes

fur Mittens

Fur foot covers

Leather foot covers

SIZE
Large
Large

Small
Small
Small
Small
Large

Large

SIZE
Small
Small
Small
Large
Small
Small
Small
Large
Small
Small
Small
Small
Small
Large
Large
Large
Large
Large
Large
Small
Small

SIZE
Large
Large

SIZE
Large
Large
Large
Large
Small
Small
Small
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COST (GC)
2

y50

I
550
§50

550

COST (GC)
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Tue Epitor Speaks (EpITorIar)

LLETS PLLAY ABOARDGAME!
THE LAIR SKIRMISH GAME.

Let’s put all the roleplaying rules aside for a moment and
have a little fun playing a boardgame as I present to you the
Lair skirmish game.

In the skirmish game each player is given a small group
of warriors.

They then fight a battle against each other in a simple
Lair (any place mapped out on the demonboard is referred
to as a “Lair).

The purpose of the skirmish game is not only to have fun
but to learn the combat rules. In the skirmish game you get
to move many men around, get to attack with varying ranks
of heroes, as well as defend yourself from your enemies.

The skirmish game is a great way to learn the rules and
tactics of Lair of Sword and Sorcery without sacrificing
your precious heroes to do so.

How to play the skirmish scenario:

1: Setup the lair.

Get out your walls and demonboard and setup the walls
as they appear on the skirmish map. The map is marked out
with block walls but you will probably be using the scard
walls from the super simple Demonboard from this book.e
2: Gather your forces.

Every player should copy on a sheet of paper (in pencil)
the list of warriors to the right. This will be referred to as
your force.

Now each player grabs some miniatures, little plastic
men, or card counters, whichever you prefer to use.

Decide which ones represent the normal warriors and
which ones represent each of your heroes. Different colored
toys help here. Each player should write this on their sheet
with the stats.(Something like “silver guys with swords”
above the normal warriors, and “guy with axe” above one
hero, etc)

3: place your warriors

The first player chooses one of the player areas on the
map and may place all of his forces anywhere in that area.

The second players chooses one of the areas and does the
same

And so on...

4: See who goes first

Everyone rolls two dice, (re-rolling ties) to see who goes
first, play continues in a clockwise direction around the table.
&: On your turn:

Your turn will proceed in the order below.

Move: Move all of your warriors that you wish to move
up to their full move (4. spaces).

Attack: If any of your figures are in a square that is touch-
ing a square an enemy 1s in, they may attack.

6: Combat

The attacker rolls 2 dice and adds their attack score. The
defender rolls 2 dice and adds their attack score.

The person in the combat who has the highest score wins.

The winner rolls 1 d6. The total number is how much
damage is caused to the enemies endurance. The winner also

takes 1 point of endurance damage because they are getting
tired.

It is tricky to keep track of each of the normal warriors
endurance so you can use a die next to them to represent
their endurance if you like. Simply adjust the die every time
they lose endurance.

Keep track of your heroes’ endurance on a scrap of paper.

Defense:

When anyone takes damage they subtract their Defense
from the damage caused and apply that amount instead.
Their defense has absorbed some of the damage.

Note that if your defense causes the amount to be o then
you will still take 1 point of damage.

When you are done the combat for all of your warriors
then your turn is done. It is now the next players turn.

Death Roll: When someone is reduced to o endurance
they have become too exhausted to defend themselves prop-
erly and must make a death roll every time they take damage.

Roll a single die and consult the chart

1-3: Struck down, take the figure off the board

4-6: Continue to fight. Still has endurance o and still
must make death rolls whenever taking damage.

7: How to win.

This skirmish is a simple brawl so the game continues un-
til only one player has warriors still on the table.
8: Special rules for this skirmish

In the skirmish game there is no resting. Since there are
always enemies on the board.

No one may do ”Something other than attacking” (Sota).

Enjoy!

O: Force List

10 x Normal Warriors

Defense Attack Endurance Damage
I o 4 o

1x rank6 Hero
Defense Attack Endurance Damage
I 2 8 o

1 x rank6 Hero
Defense Attack Endurance Damage

2 I 8 o

I xrank13

Defense Attack Endurance Damage
4 2 IO 2

All warriors are armed with swords and are wearing ar-
mour.
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THE SUPER SIMPLE DEMONBOARD

To play LoSS you absolutely need a playing
surface of some kind. If you already have a bat-
tlemat of some sort with a one inch grid on it then
you’re all set.

But if you don’t here’s the easiest way to get
started.

SUPPLIES

First you will need a couple of things.

Scissors

A pen, marker, or pencil of some sort to make
lines.

A ruler

A large sheet of white bristol board, or poster
board or whatever it is called in your part of the
world. It’s thin cardboardy and super cheap at
your local dollar store or pound shop (standard
size 1s 22X28, that is the size you need)

A large sheet of coloured bristol board, the co-
lour is not important as long as it is a dark colour
of some sort, as long as it is not black. It will be
hard to see your lines on a black sheet.

THE DEMONBOARD

First take your white sheet and fold it in half.
Be careful and fold it exactly in half.

Now fold it in half again, being careful again to
fold it exactly. Now you should have something
similar to fig 2.

Using the ruler, mark off one inch increments
all along each edge of the board. See fig 3.

Now use the ruler to connect the marks, you
shuld be left with a grid of one inch squares all
along one quarter of the board. See fig 4.

Now continue on to the next quarter and do the
same for each quarter of the board. (If you have
a really long ruler you don’t need to fold it into
quarters first but very long rulers are harder to
come by.)

Now you should have a full sheet of board with
a one inch grid on it. See fig 5. Congratulations,
you have your first Demonboard!

It may not look like much but it will work per-
fectly fine.

FIG1

FIG2



WALLS

Now we need to make something that you can
use as the walls in your Lairs.

There are a few ways to do this and some of
them look just fantastic but I’m sure you just want
to get started and try out your fist game of Lair of
Sword and Sorcery.

To make your walls grab your colored sheet of
bristol board.

Next make a one inch grid on the board in ex-
actly the same way as you did with the white board.

When you are done you will have something
that looks like fig 6.

Now cut the board into one inch strips, right
along the lines. When your are done you will have
a big stack of one inch strips like fig 7.

Now you have to turn these into walls. Cut them
out into sections measuring different lengths. I
use a mix of /7 to 1 inch walls in my demonboards.
How many of each you cut is up to you, But if you
need longer walls later you can put two of them
together, and if you need shorter ones you can al-
ways cut them down. When you are done you will
have piles of walls like fig 8.

Now take all your walls and organize them into
bags to make them easier to use.
And that’s it you’re all done.
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Other things you can do is draw little doors on
some of the 1 inch squares, to represent doors. see
fig 9.

Or you can use some of the one inch squares to
represent the heroes and enemies until you can
find some figures that work for you. See fig 10.

You can also cut thinner walls if you like, they
can be handy for lairs with cramped quarters. See

fig 11.

FIG 10

FIG 11






Lair of Sword & Sorcery (LoSS) Core Rules
Welcome to the World of Kartharka, a world of Sword &
Sorcery Adventure!

Have you always wanted to play a “role-playing” game but

didn’t know where to start?

Didn’t want to deal with a lot of rules?

Didn’t want to spend a fortune on a “game”?

Well Lair of Sword & Sorcery is for you!

This is a game of Adventure!

Travel the world of Kartharka and its many realms.

After the cataclysm in the time before time the seasons of
the world have been locked.

The far north, trapped in an endless freezing winter, the
far south a scorching endless summer burning the land to
desert.

In this world you take the role of a mighty hero, striding
through the land searching for your fortune.

Will your hero master the arts of the fighter or the mys-
terious and deadly skills of the Sorcerer? It’s all up to you!

The LoSS game is meant to be played, not learned or
studied, so jump right in!

The combat 1s quick, fun and full of excitement and the
rest of the game is built just the same. Don’t spend your pre-
cious time messing around with bookkeeping and details,
the rules of the game are built so that the real thing that
matters, the adventure, is all you have to worry about.

You don’t need to read a bunch of rules to play LoSS,
you can create a character in minutes and get right into the
action, or use the basic hero included and start even sooner.

All you need are a couple of friends and someone to act as
the referee (the dread Demonlord of the LoSS game).

Unlike other games the referee doesn’t have to read a lot
of rules either.

Once they have read the rules of combat and moving they
are ready to go!

Each adventure (or “Lair” in the game of LoSS) con-

tains all the information they need to run a game on only a
few sheets of paper with all the pertinent rules included right
there for their reference.
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Lots of games promise the same thing, how is Lair any dif-
ferent?

The rules are created from the start to make great Adven-
tures easily, and to allow every adventure and encouter to be as
full of fun as possible.

A combat system that is quick and simple, even for encoun-
ters with 20 or 30 combatants, while still allowing the players to
do whatever they want.

A point based character advancement system that lets any
hero be anything they want.

The Lair adventure templates show a gamemaster exactly
what they need to add to make a game great. Just fill in the
blanks on two sheets of templates and you’re ready to go.

Want to run someone elses adventure? The two page tem-
plate format means that after 5 minutes of reading the game-
master can run the game.

Also included in this book is a full LoSS campaign (called
a “story” is LoSS terms). Included in this campaign are step by
step instructions for running their first game of LoSS.



