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“If you break down the walls that confine your view, and if the immensity and its
endless uncertainty inspire you with fear, then the ancient stupor awakens in you,
whose messenger is the white bird. There in the whirl of chaos dwells eternal wonder.
Your world begins to become wonderful! Man belongs not only to an ordered world, he
also belongs to the wonder-world of his soul.”

—Carl Jung, Liber Novus
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YTHOLOGY IS MORE THAN OLD LIES AND STORIES,

pseudo-scientific explanations for natural phenomena,
or hidden secrets of forgotten lore. It is a state of mind
and a way of life. It has a sentience and life of its own:
a power. RUNEQUEST: ROLEPLAYING IN GLORANTHA lets you
experience that state of mind and explore that way of life

through the mythic realm of Glorantha.

WHAT IS RUNEQUEST?

RUNEQUEST first appeared in 1978, as the first roleplaying

game published by The Chaosium, a quirky three-person
company from the San Francisco Bay Area. RUNEQUEST took
the young world of roleplaying games by storm; it cast aside
many of the approaches most other games took. RUNEQUEST
has no character classes, no experience points, no levels, and
far fewer restrictions on how weapons, armor, and spells
can be used. It uses a percentile-based D100 system instead
of one based on the twenty-sided D20. Most importantly,
instead of being set in a pastiche of medieval Europe and the
stories of J.R.R. Tolkien, RUNEQUEST is set in Glorantha, a
Bronze Age setting of myth and fantasy.

This book is the fourth edition of the RUNEQUEST rules
written and published by Chaosium (although other com-
panies have published licensed versions as well, most notably
The Design Mechanism).

WHAT IS GLORANTHA?

Glorantha is a Bronze Age world, where people hold

allegiance to tribe, city, and cult, not to abstract alignments
or ideologies. Although humanity is the dominant species,
their dominance is due only to the quarrelling of the Elder
Races, who still rule large parts of the world.
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Glorantha’s main theme is religion and the magical rela-
tion of man to god. In Glorantha, the gods and goddesses
are real, and through their followers and cults they play an
active and important part in most major events. The Sun,
Earth, Air, Water, Darkness, and Moon have powerful deities
associated with them, as do powers such as Death, Fertility,
Change, Stasis, Illusion, Truth, Disorder, and Harmony.
There are lesser deities associated with things as diverse as
cats, cows, boats, vengeance, and volcanoes.

Glorantha is a complete universe. It is self-contained, and
from its myths to its molecules it must be taken on its own
terms. You will find no worshipers of Zeus or Allah here.
There are no Romans, Vikings, or Huns; although there
are certainly empires, pirates, and nomads. Many creatures
commonly rooted in other fantasy settings have no repre-
sentatives here.

The world of Glorantha is fully described in THE GUIDE
TO GLORANTHA from Moon Design Publications, but a sum-

mary is presented in this book.

PURPOSE OF THE GAME

This game’s title, RUNEQUEST: ROLEPLAYING IN GLORANTHA,

describes its goal. Players create characters, known as
adventurers, and play them in adventures managed and
moderated by the gamemaster. Each player plays their
adventurer consistent with how the adventurer is described
on its adventurer sheet—defining the adventurer’s abilities,
personality, loyalties, loves, and hatreds. The rules model
the adventurers’ physical, mental, social, and spiritual
characteristics, governing any interaction they have with
the setting. This interaction is represented by the percentage

chance to succeed in an action.
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RUNEQUEST

Each RUNEQUEST adventurer is tied to several Runes,
the cosmic powers that define Glorantha and are manifested
by the gods. Adventurers join the cults of their gods, from
which they get magic and aid. As an adventurer progresses
in their cult, they strengthen their connection to the Runes,
gaining power and questing towards becoming a true Hero.

A RuNeQUEST adventurer is a member of society—a clan,
tribe, city or other community. Adventurers have duties, loy-
alties, and conflicts beyond being mere freebooters, with ties
to the world of Glorantha and the Runes as deep as they
are profound.

Together with the gamemaster, the players create and
negotiate the story. The result can be magical, like musi-
cians jamming and coming up with something completely
new and unexpected. A roleplaying game is not limited by
constraints imposed by technology—the only limit is the
imagination of those playing it!

Despite the breadth of situations covered by the game
mechanics, the rules of RUNEQUEST are robust, not complex.
Anyone new to tabletop roleplaying games should be able to

quickly and easily master the game’s mechanics.

MATERIALS

RUNEQUEST uses a variety of different dice—10 or 20-sided
dice, 8-sided dice, 6-sided dice, and 4-sided dice. Certain

combinations of or divisions of results rolled on those dice

create other die rolls. These different dice allow for various
ranges of probability.

Dice have standard abbreviations in these rules. “D”
always stands for the word “die” or “dice.” “D” is always
followed by a number denoting the number of sides of the
required die. D20 indicates a 20-sided die, D6 indicates a
6-sided die, and D100 indicates percentile dice.

Dice designations may be preceded by a number. That
number calls for the roll of a specific quantity of that kind of
dice. For example, 2D6 requires that two G-sided dice be rolled.

Whenever a result of more than one die is called for,
add the results together to form a single total.

Sometimes additions are made to specified die rolls. You
might see “1D6+1,” for instance. Add the number following
the plus sign to the result of the 1D6 roll. The “1D6+1”
means that the final sum must be between 2 and 7, though
the actual total depends on the result of the 1D6 roll. Sim-
ilarly, sometimes subtractions must be made to dice rolls.
You might see “1D6-1,” which results in a final sum of
between 0 and 5.

MAaximum GAME FuN

When writing, thinking, and gaming in Glorantha,
always ask yourself, “Now, in this situation what is the
most fun?” and then go with it. That’s Maximum Game
Fun (MGF). Keep this principle in mind whenever you
apply the rules of RUNEQUEST to any situation.

o

Occasionally, specified die rolls require that different
dice be rolled at one time. If a weapon does 2D8+1D4
damage, for instance, the actual damage is found by rolling
those three dice (two 8-sided and one 4-sided) and adding

their results.

READING THE DICE

D100: Called percentile dice. To generate a D100 result,
roll a D10 twice. The first roll is the “tens” roll, and the
second is the “ones.” If you roll a 5 the first time, and an 8
the second time, you've rolled 58. A roll of “00” equals 100.
Some types of D10s are numbered as tens (10, 20, 30, etc.).
These should be used as the “tens”, and a normal D10 used
for the “ones.” In such cases, a roll of “10” (tens) and “0”
(ones) means a result of 10, while “00” and “0” indicates a
result of 100.

D20: The result is the number facing up.

D10: The result is the number facing up. Alternatively,
use a D20 as a D10 by rolling a D20. If the number is
over 10, subtract 10. A result of 12 equals 2; a result of
20 equals 10.

D8: The result is the number facing up.

D6: Most people are familiar with the D6. The result is
the number facing up.

D4: Some D4s have the result number at the base of the
pyramid, while others have it on the bottom: always read
the number right-side-up.

D3: Simulate a 3-sided die by rolling a D6. Divide the
result by two, then round up.

D2: Any die roll can simulate a 2-sided die.

An odd-numbered result
equals 1; an even-numbered

result equals 2.




ROUNDING OF RESULTS

Occasionally you will need to divide numbers. Whenever
a division result creates a fraction, always round in favor
of the players. If an adventurer hits a monster for 7 points
of damage, and for some reason the damage of 7 is halved,
that would be rounded up to 4. If a monster hits a player

for the same amount and the same halving occurs, the 7

halved would be 3.

CHANCE OF SUCCESS
In most cases, determining the chance of success for any
given action is very easy in RUNEQUEST. Most adventurer
abilities, including skills, are expressed as a percentile chance
of success on a D100 (an ability with a rating of “0%” has
no chance of success). Just look at the adventurer sheet and

ou can determine your adventurer’s chance of success f
A b

INTRODUCTION

An individual worshiper may have a special relationship with
a chosen deity, but acknowledges and often worships other
gods. Other religious practices exist as well, such as shaman-
ism, philosophical materialism, and mystical illumination.

The omnipresence of magic in Glorantha means that
day-to-day life is different in many ways from that which
we experience. Life centers around a person’s cult or religion.
Magic is a source of both increased safety and ease of life,
but is also a source of conflict and terror.

In Glorantha, magic plays a decisive, even primary, role
in warfare. Priests cast bolts of lightning or call down flames
from the heavens; shamans unleash spirits like the all-con-
suming Oakfed; Rune Masters of war or storm gods shatter
regiments; and the Lunar Empire has units like the Field

chool of Magic, the Crater Makers, or the

awesome Crimson Bat that devastates

most actions.

UNIQUE FEATURES
OF RUNEQUEST

This edition of RUNEQUEST presents a nove

to roleplaying, magic, and adventurer progres

enjoy the game at its fullest you should us

game elements summarized below.

CONSEQUENCES OF VIOLE!
Combat is dangerous. It corresponds with what ‘
might happen in a melee: if someone swings a sword
adventurer, they are in big trouble unless tlfican'
that sword with a shield or another weapon, or ot
get out of the way. Human beings have a limited
hit points—and there are no hero points or luck
bail your adventurers out. In the end, every advei
mortality’s sharp bite.

No matter how skilled or powerful your adve
disaster is potentially always around the corner.
combat is not something undertaken lightly.

EVERYONE HAsS MAGIC
A central theme of Glorantha is the relationshi
mortals and the gods, between the myt

Mundane Worlds.

most prevalent religious practice in Glorantha is g

~ entire armies. In Glorantha, vic-

ry is often not on the side with
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RUNEQUEST

backed up by powerful shamans, can overwhelm a superior
civilized phalanx lacking magical support.

In melee combat, magic is similarly decisive. When two
equally-skilled weapon masters fight, the one with the better
magic usually wins. If you plan on having a combat-oriented
adventurer, it is wise to have that adventurer join the cult

of a war god!

RUNES

Runes are a key feature of RUNEQUEST and the Gloranthan
setting. They are cosmic archetypes—the elements, the
powers, and the forms that make up the universe. An
adventurer’s affinity with a specific Rune affects their magical
potential, personality, and even characteristics.

The Runes are the source of the gods” powers, and drove
the cosmogonic cycle known as the Gods War. The Elemen-
tal Runes are commonly conceived as being arranged on a
wheel, where Fire/Sky is overcome by Water, Water by Air,
Air by Earth, Earth by Darkness, and Darkness by Fire/Sky
before the wheel cycles again. Other Runes are inherently
conflicting polarities, such as Life and Death.

These Runic conflicts are themes embedded deeply into
the Gloranthan setting. As Rune affinities develop and the
magical potential of an adventurer increases, they become
Rune Masters, eventually taking part in the great cosmogonic

cycle of the Hero Wars.

MAGIC AND MYTHOLOGY

The gods are active forces in the world, spirits omnipresent,
and each year the mortal world must perform sacred rites
and actions to revive the dying world and give birth to a
new year. Gloranthan reality is defined by mythology, not
by hard logic or physics.

This mythological reality is a defining feature of both
Glorantha and RuNEQuEsT. Adventurers may undertake
actions that are in accordance with a myth, and their deeds
often create new myths. Even seemingly mundane adventures
such as looting an ancient tomb or stealing cattle may take

on mythological overtones.

IDEALS AND MOTIVATIONS

Heroic adventurers in Glorantha are often driven by powerful
emotions and their spiritual and religious impulses. They
have strong feelings about their world and are tied into the
ongoing and eternal cosmic conflict. In RUNEQUEsT, this
is represented by Rune affinities and Passions that give
significant bonuses and abilities. The gamemaster should

always ensure that players have a say in the behavior of their

adventurers, but players should also accept that high Passions
and affinities risk being weakened through contrary behavior.

This does not result in your adventurer being forced into
a mold, nor is it the intention of the system to take away
your ability to make decisions for your adventurer. The
system simply makes sure that adventurers act in ways that
are consistent with the Runes and Passions that drive them,
even when there is a cost.

An adventurer without deep Passions or strong Rune
affinities is always weak and at a disadvantage compared to
the passionate adventurers that throw themselves unreserv-

edly into the Hero Wars.

CuLts
An adventurer’s cult is often their most important resource,
providing communication between mortals and the cosmic
entities known as gods. A cult is a community as well as a
religion, and provides for the many needs of mortal beings.

Membership in a cult gives access to a fraction of its
deity’s power, manifested in the form of Rune magic. An
adventurer must have a strong affinity with one or more
Runes shared with a deity to join its cult. A cult also teaches
less powerful—but more ubiquitous—magic called spirit
magic to its members. In exchange, the member supports
the cult with sacrifices, worship, and loyalty.

In short, the cult provides support for the adventurer’s
way of life. By advancing within a cult, an adventurer gains

magical power and important temporal resources.

KINSHIP

In the violent world of Glorantha, an adventurer without
kin is a lonely and isolated person. Adventurers have their
immediate family—their parents, siblings, children, and
spouse—and a larger kinship group such as a clan.

An adventurer’s kin support them against enemies, ran-
soms them when captured, and avenges them when injured.
All these functions are important during play, not just con-
siderations for roleplaying.

For example, a blood feud is a threat to adventurers that
could injure others when carried out by the relatives of their
victims. A hapless herder might be avenged by their Rune

Lord kinsman.

PASSAGE OF TIME

Time can pass quickly. In RUNEQUEsT, the assumption is
that one season passes each time the adventurers have an
adventure. In little more than a month of playing every week,

a game year has passed. After a real year, the adventurers



may be a decade older. A long campaign may span a
generation or more.

Adventurers typically have social obligations beyond
adventuring. They are members of cults and clans, with
seasonal holy days and other events. They may have farms
to manage, warriors to command, or even tribes to lead. A

seasonal time scale permits acknowledgement (and even role-

playing) of these other obligations, without getting bogged

down in daily details.

>

INTRODUCTION

Eric SCALE

Adventurers are part of a larger world. The game is epic in
its scope and scale. Adventurers can participate directly in
the events of the Hero Wars. An adventurer may perform a
type of ritualized adventure called a heroquest to discover
new magical secrets and better learn how become a Hero, a

prominent figure in the great scheme of things.
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RUNEQUEST

HEROES AND HEROQUESTING

A heroquest is a magical act where mortals directly interact
with Gloranthan mythology. The participants endeavor to
reenact mythological events to bring some of that magic
into the Mundane World. Heroquests are fraught with
peril, as they are unpredictable and often deadly. Failure
can bring not only ruin to the heroquesters, but to their
communities and cults.

A heroquester simultaneously interacts with Gloranthan
mythology and with the Mundane World. A Hero is one
that has walked this dangerous path and has been changed
by it. The Hero is endowed with exceptional powers and
uses those gifts to battle against enemies that endanger the
peace and well-being of the community. And yet, the Hero

is not bound by the rules and restrictions of the civilization

they defend, and is rarely at home in the civilized world.

GAMING IN GLORANTHA

Glorantha is a world of colossal proportions and depth, yet it

has plenty of room for new ideas. If the gamemaster wishes
to put orcs on some island in Glorantha or invent a new
cult for a city, they should feel free. Everyone’s Glorantha
will vary, and should vary to match every individual
group’s play style.

With those caveats, here are suggestions players and the

gamemaster should consider when gaming in Glorantha.

THE IMPORTANCE OF
COMMUNITY
Adventurers fill the needs of their community, whether
that community is a band of hunters, a clan of farmers and
herders, a temple, or a cosmopolitan city-state. Without
a community, an adventurer is nothing more than a
] destructive outlaw. Within
- = a community, the

adventurers are avatars,
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personifications of a million dreams, prayers, and curses, and
the hopes and fears of the future made flesh. The gamemaster
should keep this in mind when planning the background of
the game, and the players should remember this in the way
they portray their adventurers.

Give the adventurers families, complete with siblings,
parents, and other kin. Having a few of the adventurers be
directly related either by blood or by duty helps reinforce
that sense of community. Give them connections to their
community and a reason to care about it. The adventurer
creation process provides plenty of opportunities for shared
relatives and social ties, as well as opportunities for adven-
turers to have fought alongside one another in past battles,
or even to have been on opposite sides.

A side effect of linking the adventurers to a community
is responsibility. Players will think twice about having their
adventurers act like destructive killing machines when they

need to consider the consequences.

KEEPING IT BRONZE AGE

Glorantha is firmly set in the ancient world, or even
prehistory. It is for the most part a Bronze Age setting,
characterized by: the ubiquity of bronze, instead of iron, as
the primary metal; by writing as the preserve of a narrow
professional elite (such as the Lhankor Mhy cult); and by the
flourishing of urban civilizations (such as Nochet, Boldhome,
and Furthest). Kinship groups or city-states are the usual
form of social organization; a chieftain, king, queen, or other
supreme authority holds power. The ruler is usually a priestly
figure as well, and priest-kings are the norm in much of
Glorantha. Temples are usually the most powerful institution
in any Gloranthan community!

Most Gloranthan societies are polytheistic, and recognize
multitudes of gods. Religions rarely proselytize. An adven-
turer belongs to the cult of their people by birth, social
position, or occupation: the notion of “conversion” makes
little sense to most Gloranthans. One can leave one’s cult
or join another, but one rarely completely abandons old
gods for new; far more common is to add a new god to the
existing multitude.

The Bronze Age elements of Glorantha are a good source
of color for the gamemaster and players. Bronze armor is
as much about protection as it is about displaying status (if
not more about the latter). Buildings and statues are often
brightly (even garishly) painted. Wine and other liquids are
not stored in barrels, but in ceramic amphorae, which are

sometimes decorated with painted designs or ornamentation.

As a game system, RUNEQUEST has been in active play since |
its original publication in 1978, and Glorantha is even more

acclaimed and widespread as a setting. It is likely that readers |§ k!

of this book are already, to some degree, familiar with this
game and its core concepts.

However, the following key features distinguish this edi-
tion of RUNEQUEST from prior ones:

= Extensive integration of the Glorantha setting
into the rules.

= Adventurer generation includes family background
and recent history.

= Passions, Reputation, and Runes as adven-
turer aspects.

= Augmenting abilities with Runes and Passions.
= Greater availability of Rune magic.

= Rune points as a resource.

= New rules for Sorcery and the Spirit World.

= Season-based campaign structure.
= Set in the year 1625, the dawn of the Hero Wars.

KEEPING IT FANTASTIC

Despite its similarities with the Bronze Age, Glorantha is
very much a magical and fantastic world. Demigods as
powerful as regiments of soldiers transform battlefields in
ways that have no equivalent to warfare in our ancient world.
The Lunar Empire has magical weapons such as a colossal
flying Chaos demon that devours entire armies, and units of
magicians who can call down comets to decimate their foes.
Dragon Pass is dominated by Kero Fin Mountain, which
at nearly twelve kilometers high is far taller than Mount
Everest and looks more like a needle than a mountain. There
are sleeping dragons many kilometers long that locals have
long mistaken for strange ranges of hills. There are talking
ducks and baboons, flying bulls, sentient fish, and numerous
immortal beings and races. The landscape is dotted with the
ruins of previous human civilizations, and even the ruins of
ancient God Time places.

When playing and gamemastering in Glorantha, let your
imagination go wild. Ignore that voice that demands rational
thought and empirical data, and draw upon your uncon-
scious fantasies. Draw upon dreams, folklore, and mythology.

Your Glorantha will vary, certainly, but just keep

it fantastic.
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LORANTHA IS A WORLD OF MAGIC AND MYTHOLOGY.
Everyone in Glorantha knows that mythology is real.
All known facts and opinions agree on some points: the
world is full of magical beings, both small and mighty,
who can interact in certain ways with living mortals. Not all
mythologies agree with each other but what is present here

is broadly accepted by nearly everyone.

THE RUNES

Runes are intrinsic to Glorantha. They are the cosmic

powers that define Glorantha and are manifested by the gods.
Known from the earliest prehistory, Runes suffuse everything
in and about the world. Some have even changed over time!

The earliest gods are associated with Runes. Some
philosophers hold that the gods themselves are merely per-
sonifications of Runic forces. The real relationship between
gods and Runes is likewise unclear: the very question uttered
aloud in the wrong context has caused blood to be shed.
Even the gods of knowledge are cryptic on this subject; the
relationship may simply be beyond human comprehension.

To the pragmatic, it doesn’t matter. Runes are symbols
with latent power. People mark their possessions and even
their bodies with Runes. Runes not only characterize real-
ity, but can be used to manipulate the world. Looking at
or writing a Rune isn't enough: these powers can only be
unlocked by those with extensive training and preparation,

such as shamans, priests, Or sorcerers.

TYPES OF RUNES

There are four types of Runes: Elements, Forms, Conditions,
and Powers. Each god has one or more specialties within the
forces described by the Runes. These are the areas in which

the god and its followers are the most effective and versatile.

To say that a god is a Fire/Sky Rune god, an Illusion god, or
whatever, is to say that the followers of that god specialize
in those areas.

The specific Runes, categorized by class, are as follows:

Elements
The Elements are what Glorantha is made of. Five
elements are widely recognized, though a sixth—Moon—

only grudgingly.

Powers
Said to symbolize the members of the Celestial Court, the
Power Runes are unique in that they are formed in mutually

antagonistic pairs, each balanced against

another at an existential and philosophical 7 .

level, such as Harmony and Disorder. 4 I'I".'."‘ e
Opposing cults often have oppos-

ing Power Runes as part of their

identities. A cult of great power

may be able to worship two

non-paired Powers, but it very

rarely has more than those two.

Cults rarely have

access to two

(d
paired Powers.



, ELEMENTS
i

NAME SYymsoL DESCRIPTION

R . " The most ancient Rune, the First Born, from whom all other Elements were born or descended.

Darkness was the first Element to arise out of the Primal Chaos.

W, Water was born of Darkness. As an Element, it is called Son of Darkness, Pathway to the Underworld,
ater

and Supporter of the Earth.

Earth is the third Element, Daughter of the Seas, Mother of the Sky, Wife to Many, Supporter of All. At
least half the cults in Glorantha include the Earth in some manifestation or other, as Life-Giver, Stone-
Father, Shaker, or Primal Ancestress.

Earth

The Sky is different from the Air, for Air separates the Sky and the Earth. After his defeat by his son, the
Sky has been aloof from mankind, although vestiges of his worship, such as the Sun Dome Temple, are
still present in the land.

Fire/Sky

Air is the Fifth Born, the Son of Earth and Sky (Sky was also the son of Earth). He is the Breaker of Laws,
Destroyer of Heaven, Fighter Against Darkness, and Liberator of the Sun. He usually manifests as a
storm god, such as Orlanth in Sartar or the Storm Bull of Prax.

Air

Moon is the Sixth Element, little accepted amongst her peers. Outside the Lunar Empire she has hardly

gancy any presence at all, though the Moon is sometimes considered a Condition Rune.

e 6 © O %
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NAME SymBoL DESCRIPTION

g s " " Said to represent the Divine Harp with which Order was separated from Chaos. It is quite ancient and
Y I revered throughout Glorantha.

| !
b
-;:\1' ‘ Bleorder I Directly derived from Chaos. Anarchistic cults claim that this was the first step of creation from Chaos,
:": 3 therefore Disorder is the First Born of the Powers and the foundation of the universe.

|

W # % : % b S y
v S sic This Rune is closely connected with the art of alchemy, and the dwarves. They claim that this is the First

= e e e N N ) T R I 0 i B

Rune, for it provided the foundation from which all else was created.

Denotes the ancient wheel. As usual, there are claims for it to be the First Rune, for there would have
Movement R’ been no growth from Chaos without it. Folktales speak of the World Bird which escaped from the
Maws of Chaos upon this wheel.

A Rune of the ancient, all-seeing Sky gods. Said to represent the torch that mortals used to escape from
Truth Y Chaos in the Great Darkness and to survive until the Dawn. Yet another candidate for First Rune, for its
3 constancy and order set creation apart from random, unsettled Chaos.
% g ' The Puppeteer Troupe, the major cult of the Father of Illusion, always claimed that this was the First
1l L lllusion ® Rune, for without Illusion, there would be none of us to think we ever were. They refuse to explain
Frik e ® 9 further.
1) :
] ;@ Fertilit X Symbolizes the Ancient Cup from which the whole world was poured at the dawn of creation. This is
1 AR’ y the symbol of growth and life.
]| B
oo i
.'{ S Known to be the First Sword, the immortal and cursed weapon which the god Humakt used to bring

Death 1' Death to the world. Others claim this to be the first of the Runes, citing the separation of the world
from Chaos as the first action in creation.
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NAME

Beast

Man

Plant

Dragonewt

Spirit

Chaos

v

SYMBOL

DESCRIPTION

This Rune is also called the Dragon’s Eye, and is supposed to represent the armor plate over
the eye of a dragon. Dragons are thought to be the progenitors of all beasts (at least those
with four or more legs) though no one has had the nerve to ask a dragon about it: It is
thought to have originally been a Dragonewt Rune, and its complexity would indicate this.

This Rune represents the humanoid shape and is common among all humanoid races. Some °
other races interpret it as “slave” or “food.” It is said to represent Grandfather Mortal, and
numerous folktales are told about him.

The symbol of the first life upon Glorantha. It is said to symbolize the first Plant god, a son of

the Earth and Sea. Many cults have a connection with the Plant Rune, such as Aldrya, whose
worship combines the Runes of Earth, Plant, and the Power Rune of Fertility.

As exotic as the race it represents, it is found only in the Dragon Pass area. Unlike most of
the other Form Runes, it-is never used with an Elemental Rune.

This Rune describes disembodied entities existing in the Spirit World.

Descriptive of beings tainted by Chaos. The Chaos Rune might be combined with any other
Rune, as nothing is totally safe from its influence.

CONDITIONS

NAME

Mastery

Magic

Infinity

Luck

Fate

SymsoL

L

R
co
AN
%*

DESCRIPTION

This all-purpose Rune can symbolize the mastery of mortals, of magic, or of elements. As

the mastery of mortals, it describes a Hero; as the mastery of magic, it symbolizes any cult of
reasonable power. The use of such Condition Runes usually masks the true identifying Runes of
the cult or person described, although it may also signify the independence of a Hero or powerful
magician from cult ties.

Almost redundant in this magic-rich world, this Rune describes how a cult or individual deals
with the power of another Rune. Since it is impossible to deal with Runes without magic, this
Rune is especially important.

The mark of the gods. One who possesses the Infinity Rune is almost like a god. This Rune is
not used lightly, as it implies total control of the power flow around the user, making them
invulnerable to almost all magic. It is characteristic of gods, dragons, and the greatest Heroes only.

Thought to be both an expression of Chaos as well as the stamp of approval of the gods, this
Rune is little used, except in the Holy Country, where the Masters of Luck and Death proudly
display the symbol of the chance they take with every breath.

Very few cults use this as an expression of the way of the world. Instead, it is used by
downtrodden cultures that have no other explanation for their status, and conversely by those at
the top, to justify their own positions.

L

Forms

These are descriptive Runes. A god is usually described as
being of a Power or Element, and the form determines how its
Power or Elemental force is expressed. The Form Runes have

many variants and sub-Runes, and are sometimes known by

Conditions

There are five widely acknowledged Condition Runes. They
indicate which aspect of an Element, Form, or Power is
favored by a cult. Some cults believe that other Conditions

exist, but they have not been as universally accepted.

other names, but these cover the ground adequately enough.
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RUNEQUEST

THE WORLD OF
GLORANTHA

Glorantha is not a globe, but instead is a slightly bulging,

squarish lozenge, like the Earth Rune’s shape. It floats upon
Sramak’s River, the Primeval Ocean that encircles the world.
The Sky overhead is an off-center bowl, rotating about the
Pole Star which marks its center and is the only stable point
in the celestial dome. Between the Earth and Sky is the
turbulent realm of the Air gods. Underneath both Earth
and Water is the dark, silent Underworld.

Beneath the Sky and the Air, and sitting on top of the
Earth, is the Middle World—the realm of mor-

tals. It has a northern and southern

continent, and many islands.

Beyond the Middle World are the lands of immensely
powerful supernatural races, such as Altinela, Vithela, or
Luathela. The beings of these lands occasionally come to
the world of men, but few men ever travel to them. Some
are areas of myth, like the Sea of Fire where the Sky fell to
Earth and set everything burning, or the Lands of Dawn and
Dusk where the Sun rises and sets each day. Only Heroes
can travel to such realms and survive, and from there they
can find their way to the very worlds of the gods.

Genertela is the northernmost continent. It is colder
than the southern continent, and the northern-most regions
are uninhabited except by ice demons and snow trolls. The

White Sea separates the permanent winter from
the northern lands of mortals. The




continent is temperate in climate, and in the south the sea-
sons are moderate.

The great central oceans of Glorantha are mild and almost
balmy, though seasons affect them. The many islands are
pleasant places, semitropical in nature. Magasta’s Pool, at
the center of the world, is a gigantic whirlpool which draws
all the waters of the world to it and drops them to the dark
primordial sea below.

The inhabited lands of the southern continent developed
independently from the north, though both cultures came
into violent conflict during the Second Age. The northern
coastal regions are extremely pleasant, but the temperature
increases the further south one travels. Beyond the lands
that men know are dense jungles and, finally, the arid and

unlivable Burning Wastes.

DRAGON PAss

Dragon Pass is probably the most important place in
Glorantha. It is an extremely strategic location, sitting at
the crossroads of Genertela. History has left it populated
with numerous distinctive groups: many are remnants of
bygone times. Recent history has brought in new invaders in
the form of the Lunar Empire, and the near future doubtless
provides more. Most important is the fact that Dragon Pass
is an extremely magical region. It is the center of the world
for many myths. Great events, magical and religious, occur
there even now. Several demigods live there. Many prophets
and scholars predict that the fuse of Dragon Pass will ignite
the Disruption Keg of the Hero Wars.

The actual Dragon Pass is a narrow valley that crosses the
continental divide near the sacred peak of Kero Fin, but over
the centuries the name has come to be applied to the whole
225-kilometer-wide gap in the Rockwood Mountains, and
to the region around this gap.

Dragon Pass is also one of the most militarily significant
regions in Genertela. It offers the only passage suitable for
armies to cross from Peloria (ruled by the Lunar Empire) in
the north to the rich lands of Kethaela in the south. Much
of the region is easily-defended terrain such as forests, hills,
and mountains. Most importantly, its warlike population
and many magical entities make it a daunting region for any

army to pacify or conquer.

GLORANTHAN SOCIETY

Glorantha has far more to do with Mesopotamia, ancient
China, Homer’s Greece, Robert E. Howard’s Hyboria, and
the Shahnameh than it does with medieval Europe, Le Morte
dArthur, or the Carolingian Cycle. Its heroes are the likes

GLORANTHA

of Conan, Gilgamesh, Heracles, and Rostam, not Lancelot,
Percival, and Roland.

Unlike some fantasy settings, there is no alignment, as
such. People have allegiances to nations, cities, religions, and
tribes, not to abstract concepts. It is also possible for people
within the game to survive quite well with no allegiances
whatsoever, except to themselves.

The gods, in the forms of their followers and cults, play an
active and important part in most major events in Glorantha.
However, most gods are complementary, and rarely oppose
each other directly. Only the gods of Power are actively

antagonistic; but only within their own spheres of interest.

ELDER RACES
The Elder Races of Glorantha predate the appearance of
humans in the world. The Elder Races include many small,
strictly local or otherwise insignificant creatures. Those
powerful enough to dominate significant parts of the world
are Aldryami (elves), broo, dragonewts, Mostali (dwarves),
merfolk, and Uz (trolls).

Many obscure or lesser creatures live in Glorantha. Cen-
taurs, giants, morokanth, newtlings, scorpion men, and

Wind Children are only a few of the many lesser Elder Races.

GLORANTHAN TECHNOLOGY
Technologically, Glorantha is like the Bronze Age of Earth’s
history. This general statement is meant to illustrate the
social development and cultural level of most of the people
of the world. Bronze is common, and can be mined directly
from the bones of the gods that died in the Gods War,
which provide a ready source of the metal. Bronze is used
throughout these rules to refer to the terrestrial metal to
which it is most similar, but Gloranthan bronze also has
some properties that are dissimilar from our earthly metal.
Unalloyed, or “pure” metals, such as iron, lead, tin, and
copper, prevent a person from using magic unless the item
it is made into is “sealed” to the Rune connected with that
metal. Note that all coins are alloyed, as are gold and silver

ornaments, and have no effect upon magic use.

GLORANTHAN MONEY

Gloranthan coinage is based on silver. While both gold and
copper are used as coins, silver is by far the most common
monetary metal. The Middle Sea Empire first introduced
silver coinage into Glorantha. The basic currency in Dragon
Pass and Prax is the lunar (abbreviated as L), a silver coin
weighing a little more than 4 grams (1/8 of an ounce). Most

coins in circulation were minted by the Lunar Empire and
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RUNEQUEST

are stamped with the symbols of the Red Goddess. Before
the Lunar Conquest, silver coins called guilders were minted
by the various city guilds in Sartar and Pavis. All these coins
are roughly equivalent in value. A cow is worth about 20 L.

The first coinage of the world was gold, brought to the
people by the enigmatic Gold Wheel Dancers. In their honor,
gold coins are still called wheels. Gold, however, is scarce
and very valuable. One golden wheel equals 20 L. Gold is
still mainly used as a means of settling debts between rulers
rather than by individuals.

The dwarves invented copper coins, but they were
adopted by Issaries to facilitate trade between peoples. The
copper coin is called a clack, or often just a copper. It takes
ten clacks to equal one lunar.

The bolg is a troll unit of exchange made of lead. Argan
Argar invented the bolg and it is the sole coinage used by that
cult in paying trollkin mercenaries. The lead bolg is unique
as a unit of money, for it is designed for use as a sling stone
as well as handy cash.

Exchange rates between these currencies are described

on page 403.

Hi1STORY

Glorantha was created from the Primal Void of Chaos by its
deities. At first, there was no history, for the initial creation
formed the period of magic and timeless simultaneity called
God Time. In God Time, the entire world was populated
with beings and races of the Golden Age.

The birth into this world of Umath, the Primal Air, shat-
tered the period of peace, bringing crowding, confusion, and
fear. This escalated into the Gods War. The universe exploded
with strife, and Orlanth the Storm God used Death to kill
the Sun God. Darkness shrouded the world and creatures
from the Underworld invaded, claiming their place.

At the edge of the world, the Unholy Trio—Ragnaglar
the Mad God, Thed the Mother of the Broo, and Mallia
the Mistress of Disease—let Chaos loose. All the cosmos
was turned upside down, as the Sun lay dead in Hell and
night demons ran amok in the skies. The herds of Chaos
came and devoured all the food, and people and their beasts
starved. Once-friendly spirits of nature—Air and Water,
Fire and Darkness—turned hostile, as each sought to take
a piece of the dying world for themselves. Utter destruc-
tion seemed near.

But Glorantha was not destroyed. Spurred on by Hope
and Chance, the Seven Lightbringers—Orlanth and his
companions Chalana Arroy, Eurmal, Flesh Man, Ginna

Jar, Issaries, and Lhankor Mhy—traveled through the

18

Chaos-ridden Cosmos and, after harrowing adventures,
liberated the life-giving Sun God. The joyful god leapt to
his rightful place in the sky and the Dark was banished.

To keep entropic Chaos from coming to their realm again,
the gods swore great oaths and compacts, resulting in the
Great Compromise. Men call this Time. By altering the
world, the gods saved it, and history began.

Time began with the Dawn Ages, periods of peace and
growth, as the survivors rebuilt and taught themselves the
way of the world inside Time. The Elder Races—Aldryami,
dragonewts, dwarves, and trolls—were as healthy and as
proud as humans. In Dragon Pass, on the continent of
Genertela, the First Council was a balanced organization,
including humans and non-humans, males and females,
mortals and divinities.

This age of innocence could not last. Ancient feuds were
remembered, and conflicts grew between peoples outside
the Council. Dissent inside and enemies outside forced the
formation of the Second Council, a warlike empire that
grew in arrogance and power until it dreamed of bringing
back the God Time.

The experiment ended in the birth of Gbaji the Chaos
God, whose reign of terror kept Glorantha at war with itself
for 50 years. This was the death-knell of the Elder Races:
they have never had the same stature in the world since. This
was the end of the Dawn Ages.

Out of this shattered world grew new political entities.
Among the most powerful was the state called the Empire of
the Wyrms Friends. This empire, centered in Dragon Pass,
lasted for 500 years, proud of and famous for its friendship
with the dragons and wyrms of the Pass. Its peoples and
places thrived, contacted two other continents, and delved
deep into spiritual byways. After 300 years, the traditional
rulers were replaced by a ruling body of men and gods called
the Third Council. Legends relate that there was no telling
the men from the gods in the Council chambers.

But the magic of the Council could not counter the mis-
eries of its worshipers, nor could they control the swords of
the rebels who did not sacrifice to them. Foreign gods gained
power and prestige as the provinces of the Third Council
revolted or were overrun by invaders.

At last, the Council turned its energies to defending its
worshipers. Epic battles raged across the land. Finally, in
1042, after being dormant for centuries, the dragonewts rose
against the Council and slew them all.

Less than a century later, the human allies aiding in the
destruction of the empire turned against the dragonewts.

With few allies, the dragonewts seemed helpless before the



+\VASANA'S SAGA~®

Scattered throughout the book, set aside from the regular text, are passages from the work My Life, or
more commonly, Vasana’s Saga, a first-person narrative of the Hero Wars written (or dictated) by Vasana
Ernaldoring, aWind Lord companion of Prince Argrath. Unfortunately, the later sections of this work have
been lost, and so the years from which all the excerpts are drawn were 1626-1627.

Vasana’s account is remarkable for its honesty, chronicling both her triumphs and her defeats, and on
several occasions acknowledging her own contribution to her failures. This makes My Life a pleasant
contrast from the ceaseless boasting of Ethilrist’s voluminous A History of My Black Horse Troop, which
too many scholars consider the pinnacle of Hero Wars-era chronicles. Vasana was a significant participant
in the early HeroWars, and participated in many rituals and inner workings of several cults beyond her own.

During the years selected, Vasana traveled throughout Dragon Pass, Prax, and Kethaela, and her accounts
contain useful descriptions of the places and people she encountered. Her full itinerary during this period
has been marked on the accompanying map. The places and dates are also included in this list.

PLACE/EVENT DATE Map CHAPTER

Battle of the Queens

Swenston/Pimper’s Block

The Block

The Paps

New Pavis

New Pavis

New Pavis
Assembly Rocks
Snakepipe Hollow
Sleeping City Ruins
Battle of Sword Hill
Whitewall

Nochet

Nochet

Clearwine

Fire Season, 1626

Fire Season, 1626

Fire Season, 1626
Earth Season, 1626
Darkness Season, 1626
Darkness Season, 1626
Storm Season, 1626
Sea Season, 1627

Sea Season, 1627

Sea Season, 1627

Sea Season, 1627

Fire Season, 1627
Storm Season, 1627
Storm Season, 1627
Sacred Time, 1627
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Game System

Skills

Combat

Runes

Passions

Reputation

Magic

Spirit Magic

Rune Cults

Shamans

Spirits

Spirit World

Sorcery

Equipment & Wealth
Between Adventures







might of the Invincible Golden Horde, an alliance of most
of the humans. Dragonewt nests were scoured with wildfire,
planted with seeds laid by Chaotic parasites, sealed by dis-
eases unnameable, and cursed by fear and loathing for any
that would mourn them.

Heartless and relentless, humans crushed and plundered,
but in 1120 when they closed in upon Dragon Pass, the
assembled human armies met those who would mourn the
loss of dragonewts. Dragons from across Time and Space
assembled in their ancestral home to preserve the purity
of their birthplace. The Dragonkill War got its name from
what the dragons did, not what they suffered. Despite dra-
conic indifference, humans have feared the dragons since
that time. Now none seek to smash the dragonewts’ eggs,
though humans might plunder a nest city.

Dragon Pass was abandoned by humanity. Elsewhere, old
empires shook and the seas were utterly closed to human
crossing. New kingdoms rose to fill the power vacuums and
new magics and deities broke free from ancient shackles.

North of Dragon Pass lies the land of Peloria, home of
the ancient Dara Happan civilization founded by Yelm the
Sun God in the Golden Age. After the fall of the Empire of
the Wyrms Friends, the cruel Carmanian Empire conquered
Peloria. The Carmanians threatened to extinguish the last
lights of Peloria until seven desperate heroquesters conspired
to revive a dead goddess—the Red Moon.

The Red Moon was a victim of the Great Darkness. She
was robbed of immortality and death at the same time,
making her unique among the gods in existing equally in
both worlds. The terrible shock had torn her asunder, scatter-
ing her throughout the worlds. After questing deep into the
Underworld along lost or forbidden paths, she was reformed
as the Red Goddess. In her were balanced Constancy and
Change, Life and Death, Love and Indifference, and all the
dichotomies of the Universe, including Chaos. Her arrival
in Time changed the face of the land. The Heartlands of
Peloria submitted to the Red Goddess and overthrew the
Carmanian Empire’s rule.

After living in Glorantha a short time, the Red Goddess
ascended to the heavens, where she remains in her cyclical
beauty, viewing the land she left to her family below. The
ever-reincarnating Red Emperor of the Lunar Empire is her
son and her pride.

The Lunar Empire expanded from its founding. When
defeated, it rebounded stronger than ever. The Lunars went
north to the icy wastes, east to the bounds of the horse barbarian
lands, and west until they were halted by the magical Syndics

Ban. But in the south, the empire continued to grow and grow.

GLORANTHA

When the Lunars reached Dragon Pass, they found it pop-
ulated again. Moreover, it was dominated by the Kingdom
of Sartar, ruled by a wise dynasty cautiously maintaining
the great and magical laws that gave it its strength. Despite
initial defeats, the Red Emperor eventually marched almost
unhindered into the Sartar capital of Boldhome in 1602. He
defiled the Temple of Sartar and ravaged the city. So far, it
was a typical Lunar conquest.

But the remnants of the Household of Sartar incited the
natives to rebel against the empire. Starbrow’s Rebellion in
1613 temporarily overthrew the Lunar Occupation. After the
latest rebellion was ruthlessly put down by General Fazzur
Wideread, a puppet Prince was installed in Boldhome.

To extend the Glowline and put an end to the uprisings,
the Lunar College of Magic began to construct a Temple of
the Reaching Moon in the foothills of the Storm Mountains.
The location of this temple would enable the Lunars to van-
quish the rebellious Storm God, winning the Middle Air as
the uncontested domain of the Red Goddess.

Complete Lunar victory seemed imminent after the fall of
Whitewall in 1621. But the final victory never came—rebel-
lions erupted in Sartar and Heortland, the Lunar Army was
routed in Esrolia by an alliance of rebels and Wolf Pirates, and
Pavis fell to a new warlord called Argrath. Worshipers of the
Death God assassinated the Lunar puppet, Prince Temertain.

In response, as the Lunars gathered to finally consecrate
the Temple of the Reaching Moon in 1625, the Sartarites
somehow summoned a True Dragon immediately beneath
the Temple’s foundations. It devoured the assembled priests
and priestesses performing the dedication ceremony as
well as half of the Lunar military in Dragon Pass. Called
the Dragonrise, this catastrophic event awakened ancient
draconic powers and thoughts quiescent since the Empire
of the Wyrms Friends. People and beings across the world
panicked at these terrifying phenomena and many set into
motion their ancient curses, cosmic defenses, secret plans,
and doomsday rituals.

Soon after the Dragonrise, Kallyr Starbow liberated Bold-
home and proclaimed herself Prince of Sartar. The bravery
and glory of Sartar’s fight for independence attracted thou-
sands of volunteers, and people from all over Glorantha
became adventurers to take their places in its ranks.

The year is 1625. Now begins the long-prophesized
period known as the Hero Wars: the fighting around Dragon
Pass draws the greatest collection of Heroes in one place the
world has ever seen. In these pages, adventurers begin their
first steps upon the path to becoming Heroes, to take their

places amongst others in the Hero Wars.
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HE IMAGINARY PERSONAE CREATED AND CONTROLLED BY
players are called adventurers. Those used by the
gamemaster are called non-player characters. When these
rules mention adventurers, the same rules almost always

apply equally to non-player characters. The gamemaster
controls all other characters in the game, from the Red
Emperor to the most witless food trollkin.

Your adventurer is not expected to be an ordinary member
of society (although you can certainly create one who is, if
you choose). Instead, your adventurer is someone that might
become a Hero, and take their place in the Hero Wars. The
adventurer creation process reflects that bias, creating com-
petent and resourceful adventurers early in their adventures.

Follow the steps below to create an adventurer. This pro-
cedure lets you create human adventurers from the greater
Dragon Pass region (Sartar, Lunar Tarsh, Old Tarsh, Prax,
Esrolia, and the Grazelands) that fit into their societies, even
if as outlaws!

Future supplements will provide additional guidelines
and support for creating adventurers from different lands,
religions, and even different species!

Additionally, the RUNEQUEST GAMEMASTER’S SCREEN
Pack provides an alternate quick adventurer generation

system which may be of interest when time is pressing.

GETTING STARTED

Before making adventurers, the players and gamemaster

should discuss together the roles the players would like to
take on and play. The gamemaster should let the players
know whether they will be playing in a focused campaign
with a specific theme, or whether the campaign will be open-

ended, with a loose framework and no overarching plot.

The players and gamemaster should determine what
Homelands are appropriate for the campaign. They may

decide that all or most of the adventurers should be from

the same tribe or clan. Some may even be brothers or sisters.

PROCEDURE

Follow these eight steps to create your adventurer. Each step

is explained in more detail in the pages that follow.

= Step 1: Homeland. Choose your adventur-
er’s Homeland.

= Step 2: Family History. Develop the family
history for your adventurer, and their own history
prior to their life of adventure.

= Step 3: Rune Affinities. Choose your adventurer’s
Runes. These quantify your adventurer’s connec-
tion to specific Runes and drive personality and
social impulses.

= Step 4: Characteristics. Determine characteristics
and secondary attributes.

= Step 5: Occupation. Choose your adventur-
er’s occupation.

= Step 6: Cult. Choose your adventurer’s cult.

= Step 7: Personal Skill Bonuses. Allocate personal
skill bonuses.

= Step 8: Other Information. Give your adventurer
a name and determine other information needed,

such as gender, equipment, family heirloom, etc.
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RUNEQUEST

SYASANA'S SAGA~

Consulting with the gamemaster about the
starting locales, Vasana’s player decides that
Vasana is going to be a Sartarite from the
Colymar tribe.

She reads the section about the Colymar
tribe on page 106, and determines that her

adventurer Vasana starts with the following
Passions at 60%: Love (family), Loyalty
(Colymar Tribe), and Loyalty (Ernaldori Clan).
Reading further, Vasana’s player sees that
members of the Colymar tribe get a +10%
bonus to their Loyalty (Colymar Tribe), so
Vasana's Loyalty (ColymarTribe) starts at 70%.

STEP I:
HOMELAND

Every adventurer has a Homeland, which helps determine

initial customs, language, and religion. An adventurer’s
Homeland may be suggested, determined, or restricted by
the gamemaster.

Six human Homelands surrounding Dragon Pass are pre-
sented in this book. Each Homeland has associated Rune
modifiers, cultural skills, and cultural weapons, all detailed
in later sections. Cultural stereotypes have been presented to
let players know how outsiders typically perceive members
of that culture. Players should feel free to defy expectations
and play contrary to stereotypes, if desired.

Further information for adventurer generation is con-
tained in the Homelands chapter.

Additional modifiers may be found in each homeland’s
writeup, under the Local Modifiers category. Once players
have determined their adventurer’s specific home region,
with the gamemaster’s consultation or approval, they can

add these modifiers to their existing abilities.

SARTAR

Sartar is the default Homeland for adventurers, a

mountainous kingdom made up of Storm-worshiping hill
tribes united by the royal house of Sartar. Sartar recently
liberated itself from the Lunar Empire, and in doing so
began the Hero Wars. It is now ruled by Kallyr Starbrow,
and is a hotbed of magical questing, petty feuds, and

would-be Heroes.

ey

Cultural skills for Sartarite adventurers are provided on
page 60, and the full writeup of Sartar, including local mod-
ifiers, is on page 103.

Cultural Stereotype: The Sartarites are quarrelsome,
reckless, and fiercely independent. Men are emotional,
often violently passionate, with swiftly shifting opinions
and feelings. Women are cunning, practical, and vengeful.
The Sartarites are devoted to Orlanth and Ernalda, and hate
the Lunar Empire with a burning passion.

Common Cults: Orlanth, Ernalda, Babeester Gor, Cha-
lana Arroy, Eurmal, Humake, Issaries, Lhankor Mhy, Maran
Gor, Storm Bull, Yelmalio.

Suggested Occupations: Farmer, Noble, Priest, Warrior.

ESROLIA

This rich and civilized land is ruled by a matriarchy. Esrolia

is the home of the Earth Mother Ernalda, and is the center
for Earth worship. Its capital city, Nochet, is the largest city
in Glorantha, ruled by the Queen of Esrolia.

Cultural skills for Esrolian adventurers are provided on
page 60, and the full writeup of Esrolia, including local
modifiers, is on page 109.

Cultural Stereotype: The Esrolians are civilized, curi-
ous, luxurious, and sensual. Their styles set the standards in
many lands, including Dragon Pass. They are cosmopolitan,
with knowledge of many distant realms. They dislike war,
and favor negotiation over open conflict. Esrolian women
are proud, ambitious, devious, and very practical. Men are
emotional, loyal, reckless, and quarrelsome.

Common Cults: Ernalda, Argan Argar, Babeester Gor, Cha-
lana Arroy, Eurmal, Issaries, Lhankor Mhy, Maran Gor, Orlanth.

Suggested Occupations: Healer, Merchant, Priest,
Scribe, Thief.

GRAZELANDS

The Grazelands are a region of grassy hills and valleys

inhabited by the Grazeland Pony Breeders. This semi-
nomadic tribe herds horses and rules over enserfed peasants
originally from Esrolia, Sartar, and Tarsh. They are
ruled in turn by the Feathered Horse Queen, a powerful
Earth priestess.

Cultural skills for Pony Breeder adventurers are provided
on page 62, and the full writeup of the Grazelands, including
local modifiers, is on page 114.

Cultural Stereotype: The society of the Pony Breeders

is rigid and patriarchal, with everyone’s place determined by



age and birth. The tribe is divided into a dozen clans; clan
chiefs are elected but few among the populace are eligible.
The Pony Breeders consider themselves innately superior to
all “groundsmen.”

Common Cults: Yelm, Ernalda, Humakt,
Issaries, Orlanth.

Suggested Occupations: Herder, Noble, Warrior.

PRAX

These barbarian nomads reside in the chaparral plains east of

Dragon Pass. Each tribe rides and herds the beast for which it
is named: bison, bolo lizard, high llama, impala, rhinoceros,
sable antelope, and even the horse-riding Pol-Joni. The horse
is strictly taboo for most Praxians (except for the Pol-Joni).

Cultural skills for Praxian adventurers are provided on
page 62—63, and the full writeup of Prax, including local
modifiers, is on page 118.

Cultural Stereotype: The Praxians are proud and warlike
nomads, who distrust outsiders and each other. They hate
Chaos with a passion and eschew civilized cults. They live
harsh, cruel lives in the wastes, in a state of near-constant war,
and consider the very environment they live in potentially
hostile. A popular refrain among the Praxians is “Life is War.”

Suggested Occupations: Apprentice Shaman, Herder,
Warrior (Light or Heavy Cavalry).

Note: Each tribe is described separately below.

BisoN

The Bison Riders are dependent upon their heavy and slow

animals for their livelihood. Like their beasts, the Bison

Riders are big and thick, slow to move but terrible on impact.
Common Cults: Waha, Daka Fal, Eiritha, Storm

Bull, Orlanth.

HiGH LLAmA

The High Llama Riders are the smallest Great Tribe, but can
be counted as the most powerful. Their beasts tower over
other Praxian steeds and can run down even the swiftest

skirmishers. They are said to fear no one on the plains.
Common Cults: Waha, Daka Fal, Eiritha, Storm Bull.

IMPALA

The Impala Riders make up for their diminutive size with

numbers, being the most populous tribe in Prax. They rely

on the speed and agility of their beasts to protect them.
Common Cults: Waha, Daka Fal, Eiritha, Storm

Bull, Yelmalio.

i

ADVENTURERS

The default adventurer creation process generates adventur- |§¥|

ers that have already survived and experienced the opening
moves of the Hero Wars. They are likely veterans of battle
and may very well have mastered a skill.

The gamemaster and players may prefer to create
inexperienced adventurers right after their initiation into
adulthood (about 15 or 16 years old). In that case, players
should not take any personal events in their adventurers’
family histories (because they were not adults until the start
of play) and should skip Step 7: Personal Skill Bonuses.

PLAYING MORE EXPERIENCED
ADVENTURERS

The default adventurer creation process generates adven-
turers around 21 years old. With gamemaster approval, a
player can start with an older adventurer, but must decide
to do so before family background is determined in Step
2: Family History.

Once you make this decision, subtract your desired age
from 1625, add 16, and begin your adventurer’s background
rolls with that date, representing an early start to adventur-
ing. If a parent is alive at that time, you should assume that
your adventurer took part in the same events as your parent.
Your adventurer survives any rolls that result in death (and
earns an impressive scar), though your parent is not so lucky
and meets their demise.

Older adventurers begin with additional skill points,
Rune points, and spells, but must contend with the rigors of
aging. The effect of additional age is described in Additional
Experience on page 81.

PLAYING RELATED
ADVENTURERS

With an emphasis on family, clan, and tribe, RUNEQUEST is
uniquely suitable for players wishing to play adventurers
related to one another. If players and the gamemaster agree,
they can elect to be siblings, half-siblings, cousins, or any
other relatives of the same generation or a similar age.

First, the players should determine how closely their
adventurers are related, and what grandparent or parent
they have in common.

The process of adventurer generation is nearly identical,
though closely-related adventurers can share events during
the generation of family history, rolling together rather than
rolling separately. This is determined on a year-by-year basis,
with players electing to roll for the experiences their grand-
parents and parents underwent together, such as going off

{|| towar together, enduring famine, etc.

Modifiers, Passions, or other results are applied equally
to each of the siblings, half-siblings, or cousins.
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RUNEQUEST

PoL-JONI1

The Bastard Tribe, the Pol-Joni are horse-riders from Dragon
Pass. They fought their way onto the plains, and have the
magical and martial strength to remain there. They are

sometimes considered one of the tribes of Sartar.
Common Cults: Orlanth, Humakt, Firitha, Storm Bull.

SABLE RIDERS

The Sable Tribe ride giant antelopes with curving horns.
When the Lunar Empire invaded Prax, the Sables sided with
them against the other Praxian tribes. The Sables later turned
against the Lunar Empire, showing once again the temporary

nature of any agreement among the Praxians.

Common Cults: Waha, Seven Mothers, Eiritha, Yelmalio.

LUNAR TARSH

The Kingdom of Tarsh is a province of the Lunar Empire and

its rulers and urban populations have adopted the civilized
culture and religion of the Lunar Heartlands.

Cultural skills for Lunar Tarshite adventurers are provided
on page 63, and the full writeup of Lunar Tarsh, including
local modifiers, is on page 126.

Cultural Stereotype: The Lunar Tarshites are proud and
arrogant: they dominated Dragon Pass for the last generation.
They are loyal to the Red Emperor and the Red Goddess
but are now torn between partisans of King Pharandros and
those of his uncle, the great general Fazzur Wideread.

Common Cults: Seven Mothers, Ernalda, Chalana Arroy,
Humakt, Issaries, Lhankor Mhy, Yelmalio.

Suggested Occupations: Noble, Priest, Scribe, Warrior.

0LD TARSH

Old Tarsh is a group of tribes centered on the foothills of

Mount Kero Fin that refuse to acknowledge the Lunar dynasty
of Tarsh, remaining loyal to the Shaker Priestess. Once the
core of the Kingdom of Tarsh, the tribes of Old Tarsh have
been marginalized, and survive by hunting and raiding.

Cultural skills for Old Tarshite adventurers are provided
on page 63, and the full writeup of Old Tarsh, including
local modifiers, is on page 131.

Cultural Stereotype: The Old Tarshites are poor, but
proud and fierce. They view themselves as the rightful rulers
of Tarsh and see the Lunar Tarshites as temporary usurpers.
They are notorious for being both vengeful and indulgent.

Common Cults: Maran Gor, Orlanth, Ernalda, Odayla.

Suggested Occupations: Bandit, Herder, Hunter, Warrior.
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ABILITIES—SKILLS,
PASSIONS, AND RUNES

The various steps of adventurer creation provide
bonuses and base values for abilities, which are added
together to eventually define the competency of the
adventurer. These are either Passions (Hate, Fear, Loy-
alty, Love, Devotion, Honor, etc.), skills (Battle, Dodge,
Ride, etc.), or Runes (Harmony, Earth, Darkness, Water,
Truth, etc.). A further type of ability is Reputation, a
rating of how well-known your adventurer is.

These aspects are measured with a percentage value
between 0 and 100 (or more), a range encompassing
complete lack of any ability (0) to overwhelming
competence or dominance of that aspect (100). A
rating of 0 is a 0%, meaning a complete lack of skill,
aptitude, or influence, while a 100% represents utter
mastery of a skill, or the overwhelming influence of a
Rune or Passion.

STARTING PASSIONS

Gloranthan epics are full of characters with conflicted
loyalties, deadly feuds, and raging Passions. This game
encourages such themes through qualities called Passions:
game mechanics for quantifying your adventurer’s emotional
propensities.

As a member of a Homeland, your adventurer starts with
three Passions at 60%. Depending on your family history,
these Passions may increase or decrease, or your adventurer
may get new ones from your family or personal history.

Passions and their use in play are described in the Pas-

sions & Reputation chapter.

Specific Passions Described

These are some of the more common Passions. Whenever
the focus of a Passion is a category written in parentheses
such as Devotion (deity) or Loyalty (tribe), pick a specific
entity within that category. For example, Devotion (deity)
may be Devotion (Orlanth) or Loyalty (tribe) may be Loyalty
(Colymar tribe).

Devotion (Deity): Devotion to a deity is a common form
of religious activity in Glorantha, and involves a personal
dedication of one’s life to a god.

Fear (Type or Individual): Fear is a powerful motivation,
as much as hate or love. Some sample fears include: Chaos,
Dragons, the ocean, or Undead. Fear can motivate an adven-
turer to flee or escape the object of that fear.

Hate (Group or Individual): Hatred motivates many
people in Glorantha. Common hatreds in Glorantha

include: Beast Men, Chaos, Dragonkind, Dwarves, a specific




individual, Lunar Empire, another clan or tribe, Trolls, Tusk
Riders, and the Undead.

Honor: Honor is the preeminent warrior virtue, a per-
sonal code of integrity, pride, and dignity. An honorable
adventurer keeps their word even when doing so is distasteful.

Loyalty (Temple, Leader, or Group): Loyalty is the basis
of all of society beyond the family. Loyalty such as that owed
to a temple, a leader, a kinship group such as a clan or tribe,
or a city forms the basis of social organization. Pick the

specific entity or entities that an adventurer owes loyalty to.

= Loyalty (temple) is the measure of an adventur-
er’s bond with the temple hierarchy of their cult,
as well as the loyalty owed to other worshipers at

that temple.

Loyalty (clan, tribe) is the measure of the bond
an adventurer has with their specific clan or tribe.
It typically includes an obligation to avenge slights

or injuries against that community or its members.

Loyalty (city) is the measure of one’s willingness
to live, fight, and die for one’s city. It is the defin-

ing feature of citizenship.

Loyalty (individual) is the measure of an
adventurer’s bond with a specific individual, such
as a king, chief, or other patron. For example, a
warrior owes personal loyalty to their warleader
even to the death; in return, the warleader rewards
their followers with compensation, support, or

other privileges.

Love (Individual or Group): Love of family or of a
lover is a natural emotion common to humankind in any

age or culture.

= Love (family) in most Gloranthan societies refers
to the immediate close family, the most important
community one belongs to. Family members are
expected to support, protect, and avenge each
other. Kin-strife is widely considered the worst
tragedy imaginable.

® Love (individual) indicates a deep feeling and
attraction for another person. It usually implies
physical and carnal commitment, although it may

also include unrequited or platonic love.

ADVENTURERS

HOMELAND
BASE PASSIONS
Sartar
Love (family): 60%
Loyalty (clan): 60%
Loyalty (tribe): 60%

Esrolia

Love (family): 60%
Loyalty (city): 60%
Loyalty (clan): 60%

Grazelands

Love (family): 60%

Loyalty (clan): 60%

Loyalty (Feathered Horse Queen
or Luminous Stallion King): 60%

Prax

Hate (Chaos): 60%
Love (family): 60%
Loyalty (tribe): 60%

! Lunar Tarsh
g Love (family): 60% |
q Loyalty (city): 60% ?
'h Loyalty (Red Emperor): 60%

» Old Tarsh

| Love (family): 60%

fl Loyalty (clan): 60%

, Loyalty (Shaker Temple): 60%

STEP 2:
FAMILY HISTORY

Your adventurer’s family history strongly influences their

drives and Passions. Occupations are largely hereditary in
Glorantha, as is membership in most cults (although many
notable exceptions exist). How a parent or grandparent lived
or died helps establish your adventurer’s identity.

This information can be written in the Notes section of
the adventurer sheet, or on a separate piece of paper.

You can also skip the family history process entirely, which
allows for a much faster adventurer creation process at the
cost of a fuller, more complex background and deeper inte-
gration into Glorantha and its recent history. See Skipping
the Family History (following) for guidance.

HOW TO USE THIS SECTION

This section can be used to generate a deep family

background for your adventurer, providing them with a rich

personal history, connections to their family and community,
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RUNEQUEST

Most Gloranthans belong to groups united by actual or |
perceived kinship and descent. The most common of these
groups is the clan. Clan loyalty is basic. If there is ever a
dispute between members or families within a clan, the
chieftain and council are expected to settle the matter
quickly and pragmatically. At the same time, anytime a
member becomes embroiled in difficulties with people or
things outside the clan, the chieftain is expected to judge
the situation properly and then rally or extricate the rest of
the clan from the problem.

Most clans are exogamous, meaning that they marry
people from outside the clan. Therefore, your grandpar-
ents came from different clans, and your parents are from
different clans from each other. An adventurer’s clan is
determined by their parents:

Patrilineal: In a patrilineal clan (most common in the
Grazelands), you belong to your father’s clan.

Matrilineal: In a matrilineal clan (most common in
Esrolia and among the Sable Riders), you belong to your
mother’s clan.

Mixed: In a mixed descent system (common in Sartar,
Tarsh, and most Praxian tribes), you belong to your higher
status parent’s clan.

and additional benefits to skills and Passions. Gamemasters

should keep in mind that this section is intended for creating
player character adventurers. This is not intended to create
the background for a typical resident of Dragon Pass!

1. Pick which family member had the most important
impact on your adventurer’s sense of identity. First, decide
the grandparent that is most significant to your adventurer’s
story. If in doubt, pick a grandparent from your adventurer’s
clan (instead of a grandparent that married into your clan).

Then, pick whichever parent is most significant to your
adventurer’s sense of identity (that parent may die early in
your adventurer’s life but still cast a huge shadow over their
life). If in doubt, pick the parent born to the grandparent
already tracked.

Roll for your grandparent’s occupation on the Occu-
pation table (page 63), or pick a result. If the occupation
seems unusual for that Homeland, roll again or pick an
appropriate result.

Your parent does not have to belong to the same Home-
land as your grandparent; similarly, your adventurer does
not have to belong to the same Homeland as your parent.
Your adventurer does not have to be biologically descended
from their parent, such as in the case of being adopted, the
product of an earlier marriage, a fosterling, etc. However, in

such cases, you should explain why or how this happened.

28

2. Determine the occupations of your grandparent and
parent. Use the Occupation table to choose or randomly
determine your grandparent’s and parent’s occupations.
Occupations tend to be hereditary, so if your adventurer’s
grandparent was a farmer but you then decide that your
parent was a warrior, you should explain why or how they
went against social expectations.

You can always pick your adventurer’s occupation regard-

less of what your parent’s or grandparent’s occupations were.

D20 OCCUPATION
1 Assistant Shaman
2 Bandit

3 Chariot Driver
4 Crafter

5 Entertainer
6-9 Farmer*

10 Fisher

11 Healer

12 Herder

13 Hunter

14 Merchant
15 Noble

16 Philosopher
17 Priest

18 Scribe

19 Thief

20 Warrior

* If Praxian or Grazelands Homeland, treat as Herder.

See Step 5: Occupation on page 63 for more information
on occupations.

3. Determine events. Determine what events your grand-
parent and parent participated in and the results that each event
had upon on your adventurer. Start with your grandparent’s
birth, then to the year 1582, going entry by entry until the
adventurer is born (by default this is the year 1604). After your
adventurer’s birth, switch to determining events for your parent.

Some events are important only to certain Homelands.
If your Homeland is listed as participating, you must roll
or pick a result. If your Homeland is not listed in the Par-
ticipating Homelands entry, you can skip the event if you
choose. You can still choose to roll, even if your Homeland
is not listed as participating. History has a way of affecting

everyone, no matter where they’re from.



You may choose the event or roll a D20 to get a
random result. Depending on your Homeland (or your
ancestor’s Homeland if you wish that to be different) there
may be modifiers to any dice roll. Modified roll results of 0
or less are treated as 1. Modified roll results of 21 or more
are treated as 20. When an event indicates that a grandparent
or parent is killed (or its equivalent), make no additional
rolls for that ancestor.

If an event indicates that someone takes part in a later
event, go directly to that event. If it takes place in the fol-
lowing year, do not roll for that year’s event—just go directly
to the event indicated.

Some events give the adventurer a Passion, Reputation,
or even wealth. Wealth is straightforward, but Passions and
Reputation are an additional type of inheritance, attitudes
learned from the words and deeds of your parents and their
parents. Write these down on your adventurer sheet.

If the event indicates that your adventurer gains a Pas-
sion (Love, Hate, Loyalty, Fear, Devotion, Honor, etc.)
that Passion starts at 60%, unless indicated otherwise.

If your adventurer already has the Passion, increase it
by +10%, unless indicated otherwise.

If more than one grandparent or parent experienced the
same event that gives a Passion, that bonus is not cumulative.
However, no Passion can be raised above 100% at this step.

If the event result indicates you gain Reputation, roll
the appropriate dice and write that down in the Reputa-
tion section of your adventurer sheet. Your adventurer can
gain Reputation thanks to the deeds of your grandpar-

ents and parents.

YOUR GRANDPARENT’S HISTORY

¢l If you want a quicker version of the family history section

ahead to the year 1622.

ADVENTURERS

Step 2: Family History is optional. It can take quite a while to |

If you do not want to use the family history section, do
the following:

= Add up to three additional Passions to
start at 60% each.

= Add +20% to one Passion of your choice.
= Add +10% to another Passion of your choice.

Short-Cut Version of the Family History

to only determine your adventurer’s prior background (but
not that of your adventurer’s parent or grandparent), skip

go through, and may be inappropriate for one-shot games. | __- _

o A e ———, e

e .u.‘Jp_.——.—.P- =

If your grandparent survives to the end of 1605, it is
assumed that you retire your grandparent from the event
table with dignity. Similarly, if your parent survives to the
end of 1621, it is assumed that you retire them and do not
continue subjecting them to the Family History table.

4. Determine your adventurer’s past. Once your adven-
turer comes of age in 1622, you should determine what
events they participated in.

Adventurers do not die during the family history pro-
cess, regardless of what the result states! The gamemaster
and player should improvise, modify, discard, or otherwise
manipulate the results of the Family History in the interest
of creating a more interesting or relevant background for

the adventurer.

The life events of your most important grandparent may present a background of normalcy that your life contrasts with.

Alternatively, their life may include events that triggered a cascade of conflict and feud that defines your life. Either way, your

personal history starts here—with that of your most important grandparent.

Your grandparents were born by this year.

Participating Homelands: All.

King Tarkalor and his wife the Feathered Horse Queen went to war with the Lunar Empire to aid the Old Tarshites, aided

by Praxian and Esrolian mercenaries and volunteers. The Red Emperor personally led the Lunar Army and when the armies

met at the Battle of Grizzly Peak, the Lunar Army swept the field with their vastly superior magicians. Both King Tarkalor

and his Queen were killed.

Of special note, your parents were born by this year.
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RUNEQUEST

Year 1582 Events

Modifiers

Esrolia, Prax: —5 to D20 roll.

Grazelands, Old Tarsh, Sartar: +5 to D20 roll.

D20 Event

1-10  Your grandparent was not present at the Battle
of Grizzly Peak.

11-20 Your grandparent was present at the Battle of
Grizzly Peak (below).

Battle of Grizzly Peak
Modifiers
Noble, Priest: +5 to D20 roll.
D20 Result
1-10  Survived. If Sartarite or Lunar Tarshite, continue
to Battle of Alda-Chur (below). If other, your

grandparent went home.

St ol S

BATTLE OF GRIZZLY PEAK (1582)

11-15 If Lunar Tarshite, your grandparent died in Battle of Alda-Chur

battle. Gain Loyalty (Red Emperor or King of D20 Result

Tarsh). If other, your grandparent was killed by 1-18  If Sartarite, your grandparent witnessed the Alda-
Churi acclaim Tarkalor’s son Terasarin as Prince
of Alda-Chur. Gain Loyalty (Sartar). If Lunar
Tarshite, your grandparent retreated home.
and +1D3% Reputation. Otherwise, your 19 Died in battle.

Lunar spirits. Gain Hate (Lunar Empire).
1620 If Lunar Tarshite, your grandparent died fighting
the royal bodyguard. Gain Honor Passion

grandparent died with great glory defending 20 Died with great glory. Gain Honor Passion and
the king and queen. Gain Honor Passion and +1D3% Reputation.
Loyalty (Sartar or Feathered Horse Queen). You

have a famous ancestor and get +5% bonus to

your Orate skill and +1D3% Reputation.

YEAR 1597

Participating Homelands: Esrolia, Grazelands, Lunar Tarsh, Sartar.

»
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Lunar assassins killed members of the Sartar royal house in the Holy Country, and many got entangled in the cycles of

murder and vengeance.

TS

I Year 1597 Events 20 Died with great glory. If Lunar Tarshite, died
7“.; Modifiers: trying to kill a member of the Sartar royal house.

e

Grazelands, Old Tarsh, Prax: —5 to D20 roll.
Noble, Priest: +5 to D20 roll.

Gain Loyalty (Red Emperor). If other, died
defending a member of the Sartar royal house.

R

D20 Event

1-9 A normal year.

10 Died of other causes, see Random Causes of
Death table (page 35).

11-17 Fought in the Holy Country, survived.

18-19 Fought in the Holy Country, witnessed murder
of a member of the Sartar royal house. Gain

Hate (Lunar Empire).

30

Gain Loyalty (Sartar) and +1D3 Reputation.
Either way, gain a +5% bonus to your Orate skill

because of your famous ancestor.



ADVENTURERS

YEAR 1602

Participating Homelands: All.

The Lunar army invaded the kingdom of Sartar with great success, although at high cost, seizing the supposedly impregnable

capital city by force and extinguishing the Flame of Sartar that united the legendary kingdom.

Year 1602 Events
Modifiers
Lunar Tarsh: +5 to D20 roll.
Sartar: +10 to D20 roll.
D20 Event
1-10 A normal year.
11-20 Boldhome Campaign (below).

Boldhome Campaign
Modifiers
Sartar: +5 to D20 roll.

Sartarite Noble, Priest, or Warrior: Additional +5 to D20 roll.

D20 Result

1-4  Plundered Boldhome. Gain 1D6x100 L.

5-13  Survived.

14-17 Killed in battle. Gain Honor Passion.

18-19 Devoured by the Crimson Bat. Your
grandparent’s soul no longer exists. Gain Hate
(Chaos) at 70% or Hate (Lunar Empire) at 70%
or add +20% to one of those Passions.

20 Died with great glory in the Battle of Boldhome.
Gain Honor Passion and Devotion (deity), and
+1D3% Reputation. If Sartarite, gain Hate
(Lunar Empire).

& to the birth of the adventurer. Alternatively, you can roll for
[l events but treat any result that kills the adventurer’s parents

VARIATIONS

The Family History presumes that your adventurer was born _
around 1604, comes of age at around 1622, and enters the |f _
game in the year 1625, at approximately 21 years of age. It |&
also assumes that your adventurer’s parents were born by at
least 1582. This could be earlier, but the adventurer’s parent
or parents need to be born by 1582 at the latest.

If you want to create an older adventurer, read Addi- |
tional Experience (page 81) first. There are significant
consequences if you make an adventurer over 40 yearsold. |

Once you have decided your adventurer’s age, adjust the
Family History accordingly. For example, if the adventurer
is to enter the game aged 30 in the year 1625, then the
adventurer was born in 1595 and their parents were born
by at least 1567 to be able to participate in events from
1582 and beyond.

Do not roll any events for the adventurer’s parents prior

prior to the birth of the adventurer as “nearly killing” the
adventurer’s parents.

o ———

INTERIM YEARS (1603-1604)

Participating Homelands: Esrolia, Lunar Tarsh, Sartar.

After the Boldhome Campaign, the Lunar Empire dominated Dragon Pass. Old rivalries reignited, and the Lunar authorities

encouraged the tribes to kill each other off.

1604 is the year of your adventurer’s birth, unless you have chosen to be older or younger. Your adventurer will be 21 in

1625, the year this game is set.

Interim Years Events
Modifiers
Esrolia, Lunar Tarsh: —5 to D20 roll.
Sartar: +5 to D20 roll.
(Roll once for the entire period.)
D20 Event
1-8 A normal year.
9-10 Died of other causes, see Random Causes of
Death table (page 35).

11-15 Survived despite widespread conflict and feuds.
16 Resettled in New Pavis to escape Dragon
Pass. Choose whether you pick your original
Homeland modifiers or Praxian modifiers. You
may return to Dragon Pass after 2D6 years
(your choice).
17-18 Killed by Telmori. Gain Hate (Telmori).
19-20 Killed by rival tribe. Gain Hate (other tribe).
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RUNEQUEST

Participating Homelands: Esrolia, Grazelands, Lunar Tarsh, Sartar.

A major thrust by the Lunar army to invade the Holy Country, striking at heavily populated Esrolia. Countering with

magical strength, the god-king Belintar stopped the Lunars by inflicting a decisive and humiliating defeat.

Year 1605 Events
Modifiers
Old Tarsh: —10 to D20 roll.
Prax, Sartar: —5 to D20 roll.
Esrolia: +10 to D20 roll.
D20 Event
1-5  Normal year.
6-10 Roll again on Interim Years Event
table (page 31).
11-15 Fought in the Feint to the Sea
Campaign (below).
16-20 Fought at the Building Wall Battle (below).

Feint to the Sea Campaign

D20 Result

1-17  Survived.

18-19 Killed at the siege of Karse. If Lunar Tarshite,
gain Loyalty (Fazzur Wideread).

20 Died with great glory. Gain Honor and +1D3%
Reputation. If Lunar Tarshite, gain Loyalty
(Fazzur Wideread).

Building Wall Battle

Modifiers

Lunar Tarsh: —5 to D20 roll.

Esrolia: +5 to D20 roll.
D20 Result

1-5 Killed by Belintar’s magic. Gain Hate (Esrolians).

6-9  Killed in battle.

10-18 Survived.

19 Killed when Belintar raised the wall. Gain
Devotion (deity).

20 Blessed by Belintar. Gain +1D3% Reputation,
1D6x100 L and Loyalty (Holy Country) at 70%
or +20% if your adventurer already has it.
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FALL OF BOLDHOME (1602)

BATTLE OF THE BUILDING
WALL (1605)



ADVENTURERS

YOUR PARENT’S HISTORY £ :
If your grandparent has survived this long, congratulations! MARRIAGE

You can retire them with dignity because now it is time to ) :
If your adventurer’s parents were married, they would

determine your parent’s history. have been married by the year 1605. Gloranthan
societies recognize many different types of marriage,
. 4 including Year Marriages (marriages intended to last
grandparent, determined by the Occupation table on page only one year, but which can be renewed), polygamy
63. However, you may always choose a different occupa- and polyandry (marriage to more than one partner),
and longterm marriages intended to ally two clans.

Your parent typically has the same occupation as your

tion, if desired.

If one of your parents dies, you may decide that the N r

surviving parent remarries.

YEAR 1608

Participating Homelands: Lunar Tarsh, Prax.
The Lunar Empire invaded Prax. The Lunar army hopped from oasis to oasis but was raided and harried until it accepted

peace before being allowed to enter the Paps. Despite propaganda, this was a nomad victory.

ik

PARENTAL SIBLINGS b

If you wish to determine the number of siblings for your
adventurer’s mother and father, do the following:

Year 1608 Events
Modifiers
Esrolia, Grazelands, Old Tarsh: —5 to D20 roll.
Prax: +10 to D20 roll.
D20 Event

= Father: Roll 1D6-1 to find the total number of your
1-9 A normal year.

father’s siblings. Next, roll 1D6 for each sibling: an
even number results in a male sibling, and an odd
number is female. These are your paternal aunts and
uncles who lived to adulthood.

10-11 Died of other causes, sece Random Causes of
Death table (page 35).

12-15 A normal year. ® Mother: To determine your mother’s siblings follow

the same process used for your father’s siblings.
These are your maternal aunts and uncles who lived
to adulthood.

DR

16-20 Fought in the First Invasion of Prax (below).

3
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First Invasion of Prax
Modifiers

Lunar Tarsh: —10 to D20 roll.
Prax: +10 to D20 roll.

The fate of your parents’ siblings can be determined by
rolling on the following table:

PE—
ol By

D20 Result D20 Al
1-8 Survived numerous ambushes. Gain 1-8 Alive and married. J .
Hate (Praxians). 9-12 Alive and unmarried. \' 4
9-11 Died skirmishing in the plains. If Lunar ' 13-18 Dead (was married). 2@, ]
Tarshite, gain Hate (Praxians). If Praxian, gain ) Rl
19-20 Dead (never married). FL
Hate (Lunar). | ll
A 4
12-15 Survived. You can give them names now or later, or the gamemas- &
16-18 Witnessed the Lunar submission to the Pap ter can do so when it becomes relevant. B
Priest e Bt o e e e ek ) Though determining so many potential aunts and uncles =
e Fan, BT Oy TRy <. | mightseem a needless detail, family is at the heart of the clan L 1py
If other, gain Devotion (deity). . and tribe, and these relatives provide a rich tapestry con- f! ?
19 Killed in battle. | necting your adventurer to their clan, as well as offering up | L |IE
’ ] . ] #] exciting opportunities for social maneuvering and adventure! WA
20 Died with great glory. Gain Honor Passion and .Tr'

=1

=5

+1D3% Reputation. 4 Pra— - R
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RUNEQUEST

YEAR 1010

Participating Homelands: Lunar Tarsh, Prax

The Lunar army, this time better prepared and equipped, marched into Prax and defeated the nomads in battle, then occu-

pied the surrendering city of Pavis. Jar-eel the Razoress, a Lunar demigoddess, came to Tarsh and liberated King Moirades to

transcend his mortal coil. Although she later gave birth to Moirades’ son, the king’s eldest son Pharandros became King of Tarsh.

Year 1610 Events
Modifiers
Esrolia, Grazelands, Old Tarsh: —10 to D20 roll.
Sartar: —5 to D20 roll.
Prax: +10 to D20 roll.
D20 Event
1-4 A normal year. If Lunar Tarshite, then you
witnessed Jar-eel Liberates the King (below).
5-9 A normal year.
10-11 Died of other causes, see Random Causes of
Death table (page 35).

12-20 Fought in the Second Invasion of Prax (below).

Jar-eel Liberates the King

D20 Result
1-14  Acclaimed Pharandros as King. Gain Loyalty
(Pharandros).

15-19 Witnessed Jar-eel elevate Pharandros as King,.
Gain +10% to Loyalty (Red Emperor).

20 Was blessed by Jar-eel the Razoress. Gain Love

(Jar-eel the Razoress).

34

Second Invasion of Prax

D20 Result

1-17  Survived.

18-19 Killed at the Battle of Moonbroth.

20 Died with glory at the Battle of Moonbroth.
Gain Honor Passion. If Lunar Tarshite or Sable
Rider, gain Loyalty (Red Emperor). If other, gain
Hate (Lunar Empire) or Hate (Sable Riders). If

your adventurer already has Hate (Praxian), add

+10% to that Passion.




RANDOM CAUSES OF DEATH

The following table can be used to determine a random cause of death for past
family members.

; Taking a Passion related to the cause of a family member’s death is appropriate and
e encouraged. Alternatively, you can always work with the gamemaster to decide the cause
| of death for past family members.

Killed in a personal feud with another clan. Gain Hate (other clan) or Loyalty

e (own clan). You can define these later.
4-6 Killed in battle with a neighboring land. Gain Hate (other Homeland).
Look at the map on page 134-135 and pick one.
7 Killed by Chaos (broo, disease spirit, ogres, scorpion men, etc.). Gain Hate (Chaos).
8-10 Killed by Elder Race (pick one: Aldryami, Beast Men, dragonewts, dwarves,

trolls, tusk riders). Gain Hate (Elder Race).
11 Killed by spirits.

12-13  Killed in an accident.

‘_ 14-17 Old age, illness.

18 Killed by monster.

2 19 Unknown cause, just disappeared.

|
’ 20 Killed in a magical ceremony.

Participating Homelands: Grazelands, Lunar Tarsh, Prax, Sartar. | ;;2:_.
Outraged by the Lunar presence and urged on by social unrest, the Sartarites rebelled in strength and temporarily expelled \;"

4
\'\'l\ L1 T

the Lunar army. The Lunars regrouped, and under the leadership of General Fazzur Wideread soundly defeated the rebels. The

o

55

Red Emperor appointed Fazzur Wideread the Governor-General of Dragon Pass.

Year 1613 Events Starbrow’s Rebellion g
Modifiers Modifiers
Esrolia, Old Tarsh: —10 to D20 roll. Lunar Tarsh: —5 to D20 roll. ; .
Grazelands, Lunar Tarsh, Prax: —5 to D20 roll. Sartar: +5 to D20 roll. \' :'
Sartar: +5 to D20 roll. D20 Result }3, 0
D20 Event 1-5 Killed in rebel uprising. Gain Hate (Sartarites). -:L: [
1-9 A normal year. 6-15  Survived. If Lunar Tarshite, gain Loyalty ;.’;7 i
10-11 Died of other causes, see Random Causes (General Fazzur). E;-!!"
of Death table. 16 Killed in battle. Gain Honor Passion. [ ;‘?{
12-20 Fought in Starbrow’s Rebellion (below). 17 Killed by Lunar magic. Gain Hate (Lunar Empire). ﬁ:

18 Aided Kallyr Starbrow’s escape from Sartar. Gain

e |
s

Loyalty (Sartar) and +1D3% Reputation.

19 Resettled in New Pavis after the rebellion was

S——

defeated. Choose whether you pick Sartarite or

=fi=a
a0

i

e e

Praxian modifiers. |
20 Outlawed by Lunars for 1D6 years. Gain Hate | ;
(Lunar Empire).

T
N
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RUNEQUEST

Participating Homelands: Grazelands, Lunar Tarsh, Old Tarsh.

A squabble between the Grazelanders and the Lunars broke into open war. The former, aided by King Ironhoof and his

Beast Men, managed to evade and frustrate two massive invasion forces.

Year 1615 Events Table

Modifiers

Prax: —10 to D20 roll.

Sartar, Esrolia: —5 to D20 roll.

Lunar Tarsh: +5 to D20 roll.

Grazelands: +10 to D20 roll.
D20
1-9 A normal year.
10-11

Event

Died of other causes, see Random Causes of
Death table (page 35).

12-20 Fought in the Grazeland Campaign (below).

Grazeland Campaign
Modifiers
Lunar Tarsh: -5 to D20 roll.
Grazelands: +5 to D20 roll.
D20 Result
1-5 Killed by Beast Men. Gain Hate (Beast Men).
6-15
16-19
20 Died with great glory defending the Feathered
Horse Queen. Gain Loyalty (Feathered Horse
Queen) and +1D3% Reputation.

Survived.

Killed in battle. Gain Honor Passion.

Participating Homelands: Esrolia, Prax.

A large army from the Holy Country was ambushed and slaughtered by the Ditali barbarians. At the same time, Harrek the

Berserk and his Wolf Pirates destroyed the Holy Country navy. The god-king Belintar disappeared and the Tournament of the

Masters of Luck and Death failed to produce a replacement. In Prax, a former slave of the Bison people founded the White

Bull Society; many Praxians of all tribes flocked to join it.

Year 1616 Events
Modifiers
Lunar Tarsh, Prax: —10 to D20 roll.
Old Tarsh, Sartar: -3 to D20 roll.
Grazelands: —2 to D20 roll.
Esrolia: +10 to D20 roll.
D20 Event
1 A normal year for all except Praxians. If Praxian,
go to the White Bull Society Formed (below).
2-9 A normal year.
10-11 Died of other causes, see Random Causes of
Death table (page 35).
12-15 A normal year.
16-18

19-20

Fought in the Lion King’s Feast (below).
Fought the Wolf Pirates Navy (below).

White Bull Society Formed
D20 Result
1-5  Refused to join the White Bull Society.
6-19 Joined the White Bull Society. Gain Loyalty

(White Bull).

36

20 Rode with the White Bull. Gain Loyalty (White
Bull) and Devotion (deity).

Lion King’s Feast

D20 Result
1-15  Survived.
16-19 Killed in battle. Gain Loyalty (Esrolia).

20 Died with great glory. Gain Hate (Western
Barbarians) and +1D3% Reputation.

Wolf Pirates Navy

D20 Result

1-10  Survived.

11-14 Drowned at sea. Gain Hate (Wolf Pirates).

15-18 Killed in battle. Gain Loyalty (Holy Country).

19 Saw Harrek the Berserk and survived. Gain Fear
(Harrek the Berserk) and +1D3% Reputation.

20 Killed by Harrek the Berserk. Gain Hate (Harrek
the Berserk).



ADVENTURERS

Participating Homelands: Esrolia.

The Solanthi warlord Greymane led a massive army through Ditali and deep into the Holy Country, taking great plunder

and avoiding a decisive battle.

DISMEMBERMENT OF THE
HoLy COUNTRY (1616)

Year 1618 Events
Modifiers
Esrolia: +10 to D20 roll.
All Others: —5 to D20 roll.
D20 Event
1-9 A normal year.
10-11 Died of other causes, see Random Causes of
Death table (page 35).
12-15 Stayed in Nochet and watched the Western
Barbarians pillage the countryside.
16-20 Fought Greymane’s Great Raid (below).

Greymane’s Great Raid
D20  Result
1-15  Survived.
16-19 Killed by raiders. Gain Hate
(Western Barbarians).
20 Died with great glory. Gain Honor Passion and
+1D3% Reputation.

Participating Homelands: Lunar Tarsh, Prax, Sartar.

The Lunar army invaded northern Hendriking lands and took the city of Karse. King Broyan of the Hendrikings retreated

to the fortress temple of Whitewall with his companions and withstood every Lunar attempt to take the city. The Crimson

Bat is sent to Dragon Pass to strike fear into any who would rebel against the Emperor.

Year 1619 Events Table
Modifiers
Esrolia, Grazelands, Old Tarsh: —10 to D20 roll.
Prax: —5 to D20 roll.
Sartar: +5 to D20 roll.
Lunar Tarsh: +10 to D20 roll.
D20 Event
1-9 A normal year.
10-11 Died of other causes, see Random Causes of
Death table (page 35).
12 Fed to the Crimson Bat. Your parent’s soul no
longer exists. Gain Hate (Chaos) or Hate (Lunar
Empire) starting at 70% or add +20% to one if
you already have both Passions.

13-20 Fought in the Hendriking Campaign (below).

Hendriking Campaign

D20 Result

1-16  Survived.

17-19 Killed in battle. If Lunar Tarshite, gain Loyalty
(General Fazzur).

20 Died with great glory. Gain Honor Passion and
+1D3% Reputation. If Lunar Tarshite, gain
Loyalty (General Fazzur).
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RUNEQUEST

YEAR 1620

Participating Homelands: Lunar Tarsh, Prax, Sartar.
The Lunar army decisively defeated the Malkonwal army in battle and accepted their surrender. The Hendriking king and

his companions held out at Whitewall, defeating everything the Lunar army threw against them, including the Crimson Bat.

Year 1620 Events (Lunar Empire) starting at 70% or add +20% to
Modifiers one if you already have both Passions.
Esrolia, Grazelands, Old Tarsh: —10 to D20 roll. 2 Killed in battle fighting Lunar Army. Gain Hate
Prax: —5 to D20 roll. (Lunar Empire).
) Lunar Tarsh: +10 to D20 roll. 3-9  Survived.
J ¥ D20 Event 10-11 Died. See Random Causes of Death (page 35).
] " | 1-9 A normal year. 12-16  Survived.
j » 10-11 Died. See Random Causes of Death (page 35). 17-18 Killed in battle.
] 12-20 Fought in the Heortland Campaign (below). 19-20 Devoured by the Crimson Bat after King Broyan
'__]] repels it. Your parent’s soul no longer exists. Gain
Heortland Campaign Hate (Chaos) or Hate (Lunar) Passion starting
g Modifiers at 70% or add +20% to one if you already have
T Sartar: —5 to D20 roll. both Passions.
1 Lunar Tarsh: +5 to D20 roll.
g D20 Result
_i 1 Devoured by the Crimson Bat. Your parent’s soul
jT : no longer exists. Gain Hate (Chaos) or Hate

YEAR 1021

Participating Homelands: All

<

A Giant’s Cradle floated down the Zola Fel to the sea. The Lunar army’s attempts to seize it were thwarted by its defenders.

After more than two years of siege and tremendous cost in blood, treasure, and souls, the sacred fortress of Whitewall and

et s i | 1

its Orlanthi defenders fell to the Lunar army. The gods Orlanth and Ernalda were proclaimed dead and the Great Winter came
to Dragon Pass, the Holy Country, and Prax. The Red Emperor decreed a full year of celebration.

]

allf Year 1621 Events 20 Escaped with King Broyan. Gain Devotion

:: ' Modifiers (deity) starting at 70% or add +20% if you

L Sartar, Lunar Tarsh: —5 to D20 roll. already have the Passion.

'-:Jl‘ All Others: +5 to D20 roll.

| D20 Event Great Winter, Year One

; 1-2  The Fall of Whitewall (below). Modifiers

J 3-20 The Great Winter, Year One (below). Lunar Tarsh: +10 to D20 roll.

% Esrolia: +5 to D20 roll.

-'_1l i The Fall of Whitewall D20 Result

j S’ﬂ Modifiers 1-4  Froze to death making sure others were warm.
B Lunar Tarsh: —5 to D20 roll. Gain Love (family) +20%.

]| —Pf‘ Sartar: +5 to D20 roll. 5-9  Starved to death making sure others were fed.
1 _? D20 Result Gain Love (family) +20%.

% :‘I:': | 1=5 Killed in assault on Whitewall. 10-11 Died. See Random Causes of Death (page 35).
j{ ;?E? 6-15 Survived. 1220 Survived.

7 ‘I\Q 16-19 Killed in battle. Gain Devotion (deity).

3%
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YOUR Hi1STORY

ADVENTURERS

If your parent has survived until now, congratulations! You should retire them with dignity, because now it is time to determine

your adventurer’s background.

An adventurer aged 21 in 1625 would have come of age in 1622 and can now roll on the Events table.

YEAR 10622

Participating Homelands: All.

The Red Emperor appointed Tatius the Bright as the Lunar governor-general of Dragon Pass, replacing Fazzur Wideread.

King Broyan reemerged and his Hendriking tribe rose in rebellion, joined by many volunteers. Hordes of scorpion men emerged
from Larnste’s Footprint, serving the Chaos demigoddess called the Queen of Jab.
The Great Winter continued until the Battle of the Auroch Hills, when Broyan’s rebel army ambushed and defeated the

Lunar army by partially reviving Orlanth and Ernalda. The pro-Lunar queen of Esrolia was overthrown in a coup dézat and

civil war erupted in that land.

Year 1622 Events
Modifiers
Prax: —5 to D20 roll.
Old Tarsh: —5 to D20 roll.
Esrolia: +3 to D20 roll.
Sartar: +5 to D20 roll.
D20 Event
1-3  Nearly died of other causes, see Random Causes
of Death table (page 35) and adjust the result so
that your adventurer just barely survived.
4-14 Great Winter, Year Two (below).
15-19 Fought in the Civil War in Esrolia (page 40).
20 Fought in the Battle of the Auroch
Hills (page 40).

Great Winter, Year Two
Modifiers
Esrolia, Lunar Tarsh: +5 to D20 roll.
D20 Result
1-5  Neatly froze to death. Kept alive by (roll D6
or pick one):
1. The love of another. Gain Love (individual).
2. The sacrifices of your family. Gain Love
(family) +20%.
3. Murder and burning of enemies. Gain Hate
(another clan or people).
4. Worshiping Oakfed to burn down local
woods. Gain Hate (Aldryami).
5. Joining rebels and fighting in the Battle of
the Auroch Hills (page 40)
6. Fleeing to Esrolia and fighting in the Civil
War in Esrolia (page 40).

6-10 Nearly starved to death. Kept alive by (roll D6
or pick one):
1. The sacrifices of your family. Gain Love
(family) +10%.
2. Going into the service of your chief or king.
Gain Loyalty (clan or tribe) +10%.
3. Stealing food from strangers. Gain Hate

(another clan or people).

4. Stealing food from your clan. Reduce Loyalty
(clan) by —20%.
5. Being fed by your cult. Gain Loyalty
(temple) 60%.
6. Being fed by the Ernalda Temple. Gain
Devotion (Ernalda) 60%.
11-20 Survived.

BATTLE OF AUROCH HiLLs (1622)
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RUNEQUEST

Use this table to create a random boon for your adventurer:

1-2

3-4  Fallin love. Gain a Love (specific person) Passion.

4 -0

Eal Loyalty.

15-16

19

page 249.

RANDOM BOONS

D20 EVENT

Befriend one of the Elder Races (centaur, dark troll, dragonewt, dwarf, duck, elf, fox woman, Telmori werewolf, or Wind
Child). Pick one. Gain +10% Lore (Elder Race), and the creature you befriended remains friendly towards you.

You gain a follower. Perhaps it is a free person who carries your shield and other weapons into battle. Perhaps it is a

e servant or slave who carries your stuff, makes your meals, or performs other manual labor. See Retinues on page 404.
7-8 Professional accomplishment. Gain +10% to any non-combat professional skill (choose this when you determine your
| adventurer’s occupational skills below) and add one year’s income to your starting wealth (see occupation descriptions).
i You were gifted with a Family Heirloom. Decide what it is (page 83) and why you received it. If it was given to you by a

person, gain a Loyalty to that person or add +10% to the existing Loyalty to that person.

11-12  Gain the favor of your temple. Gain Loyalty (temple), or add +10% to the existing Loyalty.

Your clan came strongly to your aid in a dispute with outsiders. Gain +10% Loyalty (clan) or add +10% to the existing
Your clan assigns you a hide of land (see page 404) for your services. Gain +10% Loyalty (clan) or add +10% to the existing
Loyalty. Depending on your occupation, you may need to have tenants farm the land. See Retinues, page 404.

17-18  You gain the blessings of your ancestors. Gain either +10% to Love (family) or +10% to the Spirit Combat skill.

Gain the blessing of your god. When you determine your cult, you start with 1 extra Rune point (see page 73) towards
that god. Gain Devotion (deity) or add +10% to the existing Passion.

You have a spirit bound into an animal or item. It has a POW of 3D6 and a CHA of 2D6. See Binding Enchantment,

Civil War in Esrolia
Modifiers
Lunar Tarsh: —5 to D20 roll.
Esrolia, Sartar: +5 to D20 roll.
D20 Result
1-5  Barely survived assassination by Old Earth
Alliance partisans. Gain Hate (Esrolians).
6-15 Survived. Take part in the Siege of
Nochet in 1623.
16-17 Barely survived assassination by Red Earth
Alliance partisans of the Lunar Empire. Gain
Hate (Lunar Empire).
18-19 Pillaged Red Earth supporters. Gain 3D6x100 L.
20 Fought gloriously protecting Queen
Samastina from Red Earth assassins. Gain
Honor and Loyalty (Queen Samastina). Gain
+1D6% Reputation.

4o

Battle of the Auroch Hills
Modifiers

Lunar Tarsh: —5 to D20 roll.
Sartar: +5 to D20 roll.

D20
1

2-5
6-15
16-17

18-19

20

Result

Nearly killed by rebel magicians. Gain Battle
+5% and Hate (Sartarites) 60%.

Nearly killed in battle. Gain Battle +5%.
Survived. Gain Battle +5%.

Wounded honorably in battle. Gain Battle

+5% and Honor.

Fought with great glory for the gods.

Gain Honor and Loyalty (temple). Gain
+1D6% Reputation.

Aided King Broyan in awakening Orlanth. Gain
+5% Battle and Devotion (deity); continue to
Civil War in Esrolia. Gain +1D6% Reputation.



ADVENTURERS

Participating Homelands: All.

The new Esrolian queen gained a new ally when King Broyan and his ragged army of volunteers arrived and defeated the

Grazeland Horse Army (the Feathered Horse Queen was killed soon after by her own bodyguards). The Lunar Army arrived

in Esrolia and besieged Queen Samastina and King Broyan in Nochet. In the north, a gigantic swarm of trolls, trollkin, insects,

and darkness creatures crossed Dragon Pass ez route to the Castle of Lead.

Year 1623 Events
Modifiers

Grazelands +5 to D20 roll.
Esrolia: +15 to D20 roll.

D20 Event

1-9 A normal year.

10 Nearly died of other causes, see Random Causes
of Death table (page 35) and adjust the result so
that the adventurer just barely survived.

11-12 Random boon, see Random Boons
table (page 40).

13-14 Nearly killed by Troll raiders. Gain Hate (Trolls).

15-16 Civil Strife (below).

17-20 Fought in the Siege of Nochet (below).

Civil Strife

D20 Result

1-5  Actacked and badly wounded by foreign soldiers
or raiders. Pick a foreign culture (any homeland
not your own or an immediate neighbor) and
gain a Hate (foreign culture).

6-10 Attacked and badly wounded by members of a
rival clan. Pick a neighboring clan from those
provided in the Homeland writeups. Your clans
now have a feud over the incident. Gain Hate
(rival clan).

11-15 Killed a member of a neighboring clan who now
seek vengeance. Gain Hate (rival clan).

16-20 Nearly killed by Elder Race (dragonewts,
dwarves, elves, trolls, or tusk riders). Pick one
and gain a Hate (Elder Race).

Siege of Nochet

Modifiers

Grazelands, Lunar Tarsh: —5 to D20 roll.
Esrolia, Sartar: +5 to D20 roll.

D20 Result

1 Fought with great glory. Gain Honor
Passion and add +10% to Battle skill. Gain
+1D3% Reputation.

2-5  Badly wounded by Earth magic. Gain
Hate (Esrolians).

6-17  Survived. Add +5% to Battle skill. Take part in
Battle of Pennel Ford in 1624 (page 43).

18 Nearly killed or temporarily driven insane by
Lunar magic. Gain Hate (Lunar Empire).

19 Fought with great glory alongside King Broyan.
Gain Honor and Devotion (deity) Passions,
and add +10% to Battle skill. Gain
+1D3% Reputation. Take part in Battle
of Pennel Ford in 1624 (page 43).

20 Blessed by Queen Samastina.

Gain Loyalty (Queen Samastina) S5l atel|
and add +5% to Battle skill. A =
Gain 1D6x100 L worth
of gifts from the queen
and +1D3% Reputation.
Take part in Battle
of Pennel Ford in

1624 (page 43).
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RUNEQUEST

Participating Homelands: All.

A new planet (called the Boat Planet) appeared in the Sky, prophesizing doom and change. Harrek the Berserk and his Wolf

Pirates arrived in the Holy Country after circumnavigating the world. They allied with Queen Samastina and King Broyan,

and routed the Lunar Army at the Battle of Pennel Ford. During the battle, Orlanth was freed from the Underworld and the

constellation called Orlanth’s Ring appeared with additional stars and quickly rose to the top of the sky.

After the battle, Harrek’s companion Argrath, a Sartarite from New Pavis, traveled with a small group of followers to the

border of Sartar and Prax and summoned the Praxian demigod Jaldon Goldentooth to recognize him as the White Bull.

That winter, Harrek and Broyan sacked the City of Wonders. That same winter, Humakti killed the Lunar client, King

Temertain of Boldhome.

YOUR SIBLINGS

If you wish, roll 1D6-1 to determine the number of your
adventurer’s own siblings. Then, roll 1D6 for each sibling: an
even number results in a male sibling, and an odd number
is female. Determine by choice or roll a 1D6 to determine
which son or daughter number you are.

Each sibling can be assumed to be two years apart in
age. If the parent’s death occurs before they would be able
to bear the indicated number of children, you may assume
that the surviving parent remarried or had children out-
side marriage, making any further siblings your half-sisters
and brothers.

If you have decided that another adventurer is a brother
or sister, they should be added to this figure.

You are free to determine the fate of your siblings. If

1§ il you wish to randomly determine their fate, roll on the
Sl Siblings table:

D20 FATE

1-10 Alive and married.
11-14 Alive and unmarried.
15-17 Dead (was married).
18-20 Dead (never married).

As with the determination of your adventurer’s parents’
siblings, these brothers and sisters represent a wealth of
personal connections, rivalries, and alliances tying your
adventurer to their family, and can be used by the game-
master as sources of drama and opportunity.

These siblings can be named by the player or the game-
master, as desired, as and when it becomes relevant.

In the event of your adventurer’s death, you may even

choose to use one of these siblings as your new adventurer, |f%

working with the gamemaster when creating their family
history to create backgrounds as similar as desired, but also

e

Year 1624 Events
Modifiers

Prax: —5 to D20 roll.
Esrolia: +10 to D20 roll.

D20
1

2-9
10
11-12

13-14
15-20

Jaldon
D20
1-10

11-15

16-18

19-20

Event

If Praxian or Sartarite, go to Jaldon Goldentooth
Summoned (below). For all others, it was

a normal year.

A normal year.

Nearly died of other causes, see Random Causes
of Death table (page 35) and adjust the result so
that the adventurer just barely survived.
Random boon, see Random Boons

(page 40) table.

Civil Strife (below).

Fought at the Battle of Pennel Ford (below).

Goldentooth Summoned

Result

Acknowledged Argrath as the White Bull

and returned to your tribe. Gain Loyalty
(White Bull).

Acknowledged Argrath as the White Bull.

Gain Loyalty (White Bull). Take part in the
Liberation of Pavis in 1625 (page 44).

Pledged undying loyalty to Argrath as the White
Bull and to Jaldon Goldentooth. Gain Devotion
(White Bull) and gain Loyalty (White Bull) at
70%, or add +20%. Take part in the Liberation
of Pavis in 1625 (page 44).

Killed a member of your tribe who opposed
allying with the White Bull. Gain Loyalty
(White Bull) at 70% or add +20% and modify
Loyalty (tribe) by —10%. Gain +1D6%
Reputation. Take part in the Liberation of Pavis
in 1625 (page 44).



Civil Strife
D20 Result
1-5  Attacked and badly wounded by foreign soldiers
or raiders. Pick a foreign culture from the map
(or ask the gamemaster for one) and gain a Hate
(foreign culture). Give yourself a distinctive scar.
Attacked and badly wounded by members of a
rival clan. Pick a neighboring clan from the map
(or ask the gamemaster). Your clans now have
a feud over the incident. Gain Hate (rival clan).
Give yourself a distinctive scar.
11-15 Killed a member of a neighboring clan who
now seek vengeance on your family. Gain Hate
(rival clan).
16-20 Nearly killed by Elder Race (dragonewts, dwarves,
elves, trolls, or tusk riders). Pick one and gain a

Hate (Elder Race). Give yourself a distinctive scar.

Battle of Pennel Ford
Modifiers

Lunar Tarsh: —10 to D20 roll.
Sartar: +10 to D20 roll.

D20 Result

1 Nearly killed by Harrek the Berserk. Gain a
hideous scar from the attack. Gain Fear (Harrek
the Berserk) and add +5% to Battle. Gain
+1D6% Reputation.

2 Saw Harrek the Berserk and survived. Gain Fear
(Harrek the Berserk) and add +5% to Battle.
Gain +1D3% Reputation.

3 Fought with great glory. Gain Honor or
Devotion (deity), and add +10% to Battle. Gain
+1D6% Reputation.

4-8  Nearly killed in battle. Add +5% to Battle and

gain a distinctive scar.

Participating Homelands: All.

The current year.

With the White Bull Society behind him, Argrath liberated Pavis from the Lunar Empire and was proclaimed King of Pavis.

Argrath led his Praxian allies to Dragon Pass but was defeated by Lunar sorcery and retreated to Pavis. At the same time, King

Broyan was killed by Lunar sorcery.

The Lunar Empire gathered thousands of magicians, priests, and nobles to consecrate the new Temple of the Reaching Moon
and extend the Lunar Glowline over all of Dragon Pass. A group of Sartarite heroquesters led by Kallyr Starbrow invaded the
Lunar ceremony and summoned a True Dragon beneath the temple. The dragon devoured the temple and the attendees; in

minutes, most of the military and magical might of the Lunar Empire in the Provinces was annihilated.

9-14
15-16

17

18

19

20

Sacking the City of Wonders

D20
1-5

6-8

9-14

15-18

19

20

ADVENTURERS

Survived. Add +5% to Battle.

Nearly killed in battle. Add +5% to Battle and
gain a distinctive scar.

Nearly killed or temporarily driven insane by
Lunar magic. Gain Hate (Lunar Empire) and
add +5% to Spirit Combat.

Fought with great glory. Gain Honor or
Devotion (deity), and add +10% to Battle. Gain
+1D6% Reputation.

Saw Harrek the Berserk in action. Gain Fear
(Harrek the Berserk) and add 5% to Battle.
Fought with great glory. Gain Honor or
Devotion (deity) and add +10% to Battle.

Gain +1D6% Reputation. Pick whether you
accompanied Argrath to Jaldon Goldentooth
Summoned (above) or aided Harrek the Berserk

in Sacking the City of Wonders (below).

Result

Betrayed and robbed by Wolf Pirates and left for
dead. Gain Hate (Wolf Pirates).

Cursed by guardians of the City of Wonders
and nearly killed by spirits. Gain +10% to

Spirit Combat.

Gain 1D6x100 L worth of plunder.

Stole a magic item. Roll 3D6+2 on the Family 2:%_!
Heirlooms table (page 83). ;fé
Nearly killed by Harrek the Berserk. Gain Fear ;‘:‘;

(Harrek the Berserk) and +1D3% Reputation.
Befriended Harrek the Berserk. Gain Loyalty
(Harrek the Berserk) and roll 3D6+2 on the
Family Heirlooms table (page 83). Gain

(L

— —

+1D6% Reputation.
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RUNEQUEST

The True Dragon then rose into the sky, revealing its impossible size—it was several kilometers long. It flew up high into
the Middle Air towards the Red Moon. Millions of observers across Genertela witnessed the event; those in Peloria, Ralios,
Kralorela, and the far West saw a “dragon-shaped cloud” obscure the Red Moon. Those closer saw and heard far more. Across
Dragon Pass, ancient draconic powers and thoughts quiescent since the Empire of Wyrms Friends were awakened. In the Lunar
capital of Glamour, the Red Emperor sacrificed much of his magic and power to drive the dragon back. The True Dragon
spiraled around Dragon Pass, circled Mount Kero Fin and then returned to the huge crevice it had made where once stood
the New Lunar Temple.

Kallyr Starbrow marched on Boldhome and proclaimed herself Prince of Sartar. A Lunar Tarsh army led by General Fazzur
Wideread indecisively fought the Free Sartar Army. The Lunar Tarsh army retreated after Fazzur learned that King Pharandros
(the King of Tarsh and Fazzur’s nephew) had murdered many of Fazzur’s kin and supporters while the mighty general was away
campaigning. General Fazzur returned to Dunstop and gathered allies. In Old Tarsh, the Shaker Priestess appointed a new

King of Wintertop, rather than allow Fazzur’s son Onjur to become king.

Year 1625 Events 3-8  Nearly killed in battle. Add +5% to Battle. Give

Modifiers yourself a distinctive scar.

Lunar Tarsh: —10 to D20 roll. 9-13  Survived. Add +5% to Battle.

Prax: +7 to D20 roll. 14 Fought with great glory. Gain Honor. Add +10%
D20 Event to Battle and give yourself a distinctive scar. Gain
1 Nearly killed in the Dragonrise. Gain Fear +1D3% Reputation.

(Dragons) at 80%. 15-19 Acclaimed Argrath as King of Pavis. Gain Loyalty
2 Fought against the Praxians in the Liberation of (Argrath) and +1D3% Reputation. Add +10% to
Pavis (below). Battle and gain 1D6x100 L in war booty.
3 Nearly killed in battle between Lunars and rebels. 20 Nearly killed or temporarily driven insane
Add +5% to Battle. Give yourself a distinctive scar. by Lunar demons when the Praxians came to
4-10 Witnessed the Dragonrise, survived. Gain Fear Dragon Pass to destroy the New Lunar Temple.
(Dragons). If Lunar Tarshite, go to Betrayal Gain Hate (Lunar Empire) and add +10% to
of General Fazzur (below). If Old Tarshite, Spirit Combat.
witnessed the Shaker Priestess Appoints a New
King (below). If Sartarite, participated in the Betrayal of General Fazzur
Liberation of Sartar (below). D20 Result
11-17 Witnessed the Dragonrise, survived. If Old 1 Nearly died with great glory fighting
Tarshite, witnessed the Shaker Priestess Sartarites. Gain Honor. Add +10% to Battle
Appoints a New King (below). If Sartarite, and give yourself a distinctive scar. Gain
participated in the Liberation of Sartar (below). +1D3% Reputation.
17-20 Participated in the Liberation of Pavis (below). 2-5  Nearly killed in battle. Add +5% to Battle and
give yourself a distinctive scar.

Liberation of Pavis 6-10  Survived. Add +5% to Battle.

Modifiers 11-14 Betrayed General Fazzur for King Pharandros.

Lunar Tarsh: —10 to D20 roll. Gain Loyalty (King Pharandros) and add +5% to

Prax: +5 to D20 roll. Intrigue. Gain +1D3% Reputation.

Sartar: +5 to D20 roll. 15-19 Remained loyal to General Fazzur. Gain Loyalty
D20 Result (General Fazzur) and +1D3% Reputation.

1 Sold into slavery. You may have later escaped, 20 An assassination attempt was made against
or you now belong to another. Gain Hate you on orders of King Pharandros. Gain
(Praxians) at 80%. Loyalty (General Fazzur) and Hate (King

2 Badly wounded, robbed, and left for dead by Pharandros). Add +5% to Intrigue and gain
Praxians or Sartarite rebels. Gain Hate (Praxians) or +1D6% Reputation.

Hate (Sartarites). Give yourself a distinctive scar.

yy



Shaker Priestess Appoints a New King
D20 Result
1 Offered as a sacrifice to the Cannibal Virgins but
somehow survived. Gain Devotion (deity) and
+1D3% Reputation.
2-6  Supported Onjur Fazzursson as king. Gain
Loyalty (General Fazzur).

7-18 Witness Shaker Priestess acclaim Unstey as King
of Wintertop. Gain Loyalty (Shaker Temple).
Nearly killed fighting followers of King Pharandros.
Gain Hate (King Pharandros) and +1D3%

Reputation, and give yourself a distinctive scar.

19-20

ADVENTURERS
Liberation of Sartar
D20 Result
1 Fought with great glory. Gain Honor and

Loyalty (Sartar), add +1D3% Reputation, and
add +10% to Battle.

2-5  Nearly killed in battle. Add +5% to Battle and
give yourself a distinctive scar.

6-10 Survived. Add +5% to Battle.

11-20 Witnessed Kallyr Starbrow acclaimed as Prince of
Sartar in Boldhome. Gain Loyalty (Sartar) and
add +5% to Battle.

STEP 3:
RUNE AFFINITIES

Every adventurer is tied to several of the Runes introduced

on pages 14-15. These Rune affinities represent the strength
and nature of your adventurer’s presence in both the Middle
World and the Gods World of Glorantha. Three categories
of Runes make up an adventurer: Elemental, Power, and
Form. This section describes the effects your adventurer’s
Rune affinities will have on them.

As with skills and personality traits, Rune affinities are
expressed as a percentile chance of success. A Rune affinity
with a rating of 0% has no chance of success, while an affinity
with a rating of 95% almost always succeeds.

Your Rune affinities are directly tied to your adventurer’s
ability to use your cult’s Rune spells, so keep that in mind

when assigning the initial values.

RUNES AND CULTS

To join your desired cult, your adventurer must have a score

of at least 50% in one of the Runes affiliated with that deity.
It is recommended that your adventurer share at least two
Runes with the deity (if possible). The higher the Rune
affinities’ ratings are, the better your adventurer is at using
the deity’s Rune magic.

The Runes of the gods described in this book are listed
below, and cult descriptions are provided on pages 288—331.

ELEMENTAL RUNES

The six Elemental Runes represent the raw essence of the

cosmos. The elements bind adventurers to the conflicts of

the Gods War, and are behind their most primordial drives.

An Elemental Rune may be used to increase your adven-
turer’s chance of success with another ability. This is called

an augment. The ability being augmented must be:

= A non-combat skill within the Rune’s Skill Category
= The sense skill associated with the Rune (see below)
= A combat skill using a weapon associated with that

Rune (see below)

Additional information such as the organs, color, metal,
and animal phyla associated with each Rune have been pro-

vided. You can find out more about augments on page 144.

CHOOSING YOUR
ELEMENTAL RUNES
Choose three Elemental Runes to be your primary, secondary,
and tertiary Rune affinities. The primary Rune starts at a
60% affinity, the second at 40%, and the third at 20%.
The other three Elemental Runes start at 0%, unless
otherwise raised.
Add any cultural Rune modifiers based on your adven-
turer's Homeland.
= Sartar: Air Rune +10%
= Esrolia: Earth Rune +10%
® Grazeland Pony Breeders: Fire/Sky Rune +10%
= Praxian Tribes
* Bison Rider: Air Rune +10%
* High Llama Rider: Water Rune +10%
* Impala Rider: Fire/Sky Rune +10%
* Pol Joni: Air Rune +10%
¢ Sable Rider: Moon Rune +10%
= Lunar Tarsh: Moon Rune +10%
= Old Tarsh: Earth Rune +10%
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RUNEQUEST

+UASANA'S SAGA~®

Rolling to determine her family history creates an
interesting background for Vasana, a lineage she
can draw strength from and be proud to continue.
Looking at the results of the rolls (and with
some assistance from the gamemaster), Vasana’s
player devises the following background for
her adventurer.

GRANDMOTHER

Vasana’s paternal grandmother was Kaladatha,
a scribe in the service of the Prince of Sartar.
When she was a young woman, she rode to war
alongside King Tarkalor and the Feathered Horse
Queen. At the Battle of Grizzly Peak, she witnessed
the death of her liege at the hands of the Lunar
Empire. Kaladatha survived, and after the Battle of
Alda-Chur, she witnessed the Alda-Churi acclaim
Terasarin as Prince.

In 1597, Kaladatha traveled to the Holy Country
as a companion of a member of the Sartar royal
house and witnessed his murder at the hands of
Lunar assassins.

In 1602, the Lunar army invaded the kingdom of
Sartar. Despite being a scribe, Kaladatha died with
great glory in the Battle of Boldhome.

FATHER

Vasana’s father Farnan was a temple orphan who
married Vareena, a priestess of Ernalda from the
Ernaldori clan. Vasana was born in 1604. In 1613,
Farnan abandoned the plow to join in Starbrow’s
Rebellion. After its defeat, he personally aided
Kallyr Starbrow in her escape from Sartar, and
then returned to Vareena’s farm.

In 1619, Farnan left the farm again to fight against
the Lunar Empire. His daughter Vasana wanted to
follow him, but was too young. Farnan rallied to
the rebel king Broyan of Whitewall, and fought
against the Empire in the Hendriking campaign.

In 1620, Farnan was one of the volunteer
defenders of Whitewall, then under siege by the
Empire. In the Lunar assault on Whitewall, the
Crimson Bat devoured Farnan, before it was
defeated in turn by King Broyan. Farnan’s soul was
annihilated and his daughter swore revenge.

VAasaNA FARNAN'S DAUGHTER
As soon as she was initiated as an adult, Vasana left
her mother’s farm to avenge her father against the

Lunar Empire. In 1623, she followed King Broyan
to the metropolis of Nochet, where she joined its
defense against a Lunar siege.

She spent a full year in Nochet. When the Lunars
broke camp, Vasana joined the pursuing army. At
the Battle of Pennel Ford in 1624 she fought with
great glory, and gained the attention of Argrath.
When Orlanth’s Ring rose in the sky, she devoted
herself to the Returned God. She followed Argrath
into Dragon Pass. When the White Bull summoned
Jaldon Goldentooth, she swore undying
loyalty to Argrath.

In 1625, Vasana joined the army of the White Bull
in the liberation of Pavis. Pursuing honor again, she
fought with great glory at the Liberation of Sartar,
and was nearly killed in the process of killing a
Lunar priestess. Here, she received a nasty scar
down the right side of her face, almost to the jaw.
After the Dragonrise, she returned to her mother’s
farm to recover.

We now know Vasana’s past and have a good
idea of the direction her life is taking. Her current
skill and Passion bonuses are:

Battle 25%

Devotion (deity) 70%

Hate (Lunar Empire) 90%
Honor 80%

Love (family) 60%

Loyalty (Ernaldori clan) 60%
Loyalty (Colymar tribe) 70%
Loyalty (Sartar) 70%
Loyalty (Argrath) 70%

Vasana also starts with a Reputation, based on
the following:

e Grandmother’s glorious death at Battle
of Boldhome: +2%
Father aided Kallyr Starbrow: +1%
Fought at Pennel Ford: +5%
Fought at Second Moonbroth: +2%

These total 10%, meaning that Vasana is not
completely famous, but is beginning to make a
name for herself.
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RUNEQUEST

Darkness
The element of Darkness was the first to withdraw itself
from Chaos, its birth attended by tales of
primeval wars of Darkness against Chaos.
It is the element of the Underworld, the

endless freezing darkness that preceded

creation and still lurks and hungers under

the earth and seas.

Characteristic: SIZ

Personality: To have a strong affinity with Darkness is to
be cold, cruel, patient, and secretive.

Sense: Listen

Skill Category: Stealth

Weapons: Club, mace, rock

Organs: Stomach, fat

Color: Black

Metal: Lead

Phyla: Insect

Water

Within Water lies all the potential of the universe

without darkness. It is the element of the M
seas, lakes, and rivers, and all the waters

of the world.

Characteristic: DEX

Personality: To have a strong affinity with Water is to be
mercurial, capricious, and mutable.

Sense: Taste

Skill Category: Agility

Weapons: Net, trident, whip

Organs: Heart, blood

Color: Blue

Metal: Quicksilver

Phyla: Fish

Earth

The element of matter and the terrestrial

world, Earth is associated with the sensual

aspects of both life and death. It is rich with

life and gifts, sometimes terrifying and deadly.

It is the Rune of physical things, and all things that live and

grow atop and within the earth.

Characteristic: CON
Personality: To have a strong affinity with Earth is to be

pragmatic, prudent, worldly, and sensual.

48
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WHAT DO THE ELEMENTAL
RUNES MEAN FOR MY
ADVENTURER?

Elemental Runes affect both the personality and the char-
acteristics of your adventurer. Your choice of your primary
Elemental Rune skews your adventurer towards the follow-
ing personality and characteristic:

® The Darkness Rune is characteristic of hungry, secre-
tive, and large adventurers (SIZ bonus).

# The Water Rune is characteristic of mercurial, change-
able, and quick adventurers (DEX bonus).

O The Earth Rune is characteristic of practical, worldly,
and sturdy adventurers (CON bonus).

@ The Fire/Sky Rune is characteristic of pure and intel-
lectual adventurers (INT bonus).

® The AirRune is characteristic of violent, passionate,
and strong adventurers (STR bonus).

¥ © The Moon Rune is characteristic of mystical and

magical adventurers (POW bonus).

Sense: Search

Skill Category: Communication
‘Weapon: Axe

Organs: Genitals, bone

Color: Green

Metal: Copper

Phyla: Reptile

Fire/Sky

The element of Fire/Sky is purification. It
destroys polluting matter and withdraws
upward from the Material World. It is the
Sky Dome and the stars, with its greatest
manifestation being the fiery Sun that brings

light and warmth to the world.

Characteristic: INT

Personality: To have a strong affinity with Fire/Sky means
to be pure, chaste, idealistic, and perceptive.

Sense: Scan

Skill Category: Perception

Weapons: Spear, bow

Organs: Brain, sinew

Color: Yellow

Metal: Gold

Phyla: Bird



Air

The element of strength and violence, Air
forever separates Earth from Sky. It is the woe
of the world and the savior of the cosmos. It

is the element of weather, storm, wind, and

the Middle Air.

Characteristic: STR

Personality: To have a strong affinity with Air means to be
passionate, violent, proud, and unpredictable.

Sense: Sense Assassin, Sense Chaos, Smell

Skill Category: Manipulation

Weapon: Sword

Organs: Lungs, muscle

Color: Orange

Metal: Bronze

Phyla: Mammal

Moon

The element of Moon was destroyed in the

Gods War but was reborn within Time as

the Red Goddess. Her secrets are woven into

balance and time, resulting in the Lunar

cycles laid upon the surface of this world. The

Moon accepts Chaos as part of the Cosmic Balance, and

thereby earns the enmity of much of the rest of the world.

Characteristic: POW

Personality: To have a strong affinity with the Moon Rune
is to seek spiritual liberation from the bondage of fear
and ignorance.

Sense: None

Skill Category: Magic

Weapons: Curved blades such as the sickle-sword
and the kopis

Organs: Inner eye, pineal gland

Color: Red

Metal: Silver

Phyla: None

POWER | FORM RUNES

The Power Runes represent the strength and nature of

an adventurers personality and their social impulses in
Glorantha. They are rooted in the cosmic dualities of the
Gods World but also affect the Middle World. These Runes
consist of four opposed pairs of Power Runes. They are not

only essential to an adventurer’s Rune magic; your scores

ADVENTURERS

+\UASANA'S SAGA~

Vasana takes the Air Rune at 60% —she wants
to be a member of the Orlanth cult. But
she decides to create some tension in her
adventurer and takes the Moon Rune at 40%.
As her third Elemental Rune, she chooses
Earth at 20%.

For Vasana’s Power/Form Runes, her player
chooses Movement at 75%, given Vasana's
love of adventure. That brings her Stasis
Rune down to 25%. She chooses Death as
her other Power/Form Rune, deciding that
Vasana eschews simple material pleasures
and that she is something of a “beggar
warrior priestess.”

As a Sartarite, her Air Rune is raised +10%
to 70%. With 20 of her 50 additional points,
she raises it further to 90%. She also raises
Moon to 50% and her Truth Rune to 70%,
reducing her lllusion Rune to 30%.

Vasana’s personality is starting to
emerge here—she’s passionate, violent and
unpredictable, rebellious, ambitious, and
impulsive, while being ruthless, relentless,
and ascetic. She views the truth as something
objective and describes things as they truly
are—even when others would prefer fictions.
Finally, there is some part of her that seeks
spiritual liberation from fear and ignorance.

in these Power Runes help you play your adventurer in a
consistent mannet, according to their actual activity in play.

Humans also have an opposed pair of Form Runes:
Man and Beast. These Runes are handled identically to
the Power Runes.

The Power and Form Runes are presented in opposed
pairs. The total value of the pair must always equal 100%,
and when one Rune increases the opposite side always
decreases by the same amount. For example, if your adven-
turer has a Man Rune of 75%, their Beast Rune is 25%.

A Power or Form Rune may be used by your adventurer
to augment any skill being used for an action in accordance
with that Rune.

CHOOSING YOUR

POWER|FORM RUNES

From the Power and Form Runes, choose two affinities to
start with a value of 75 (with their opposing Runes starting
at 25). The other pairs all start with values of 50/50.
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| Not all the Runes can be used by adventurers. Some belong
| to nonhumans, discorporate beings, and still others are con-
| ditions that modify Elements, Powers, or Forms.

The following Form Runes are associated primarily with
entities other than humans:

W Chaos: This Rune indicates the taint of Chaos.
t;! Dragonewt: This is the Rune of the dragonewt species.

I’ Plant: This Rune is associated with vegetable life,
including the elves.

R Spirit: This Rune identifies discorporate beings.

The Condition Runes modify other Runes, and some
philosophers claim that they are a status, and not an
inherent thing.

A\ Law: This Rune describes the immutable laws of the
universe and is typically associated with sorcery.

T 0 I L G L

L Mastery: The all-purpose Rune of heroes, it can

=

3 be a symbol of Mastery of Men, of Magic, or of

7 the Elements.

ol R Magic: The Rune of communication between the

3 worlds, this Rune is almost redundant in Glorantha.
j ©0 Infinity: The mark of godhood and of the God Time.

=

Starting human adventurers do not begin with any affin-

=

later. Upcoming RUNEQUEST sourcebooks will explore even
more Runes. Non-human adventurers may begin with these
runes, and are described in the GLORANTHA BESTIARY.

ST
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The total on the two sides of the slash must equal 100.
Subtract the values you've already assigned from 100. The

=

resulting number is the opposite Rune affinity, and should

be filled in on the adventurer sheet.

Harmony | Disorder

To be strong with the Harmony Rune
is to put the welfare of one’s self-

defined community (which might be

e s
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as small as a village or as large as their entire world) above

one’s own. Those aligned with this Rune are helpful, careful,
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compromising, generous, and compassionate—they make

)

peace, not discord.

To be strong with the Disorder Rune is to place one’s
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2y y own welfare, advantage, or pleasure above all others. Such
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| P'-[: adventurers may be described as individualistic, impulsive,
1 _? and contrary, or as greedy, thoughtless, and egocentric.
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ity in these Form or Condition Runes, but they can be learned !

Stasis | Movement
To be strong with the Stasis Rune
is to be resolute and unchanging. a
Such an adventurer may be
described kindly as determined or dogged, and less kindly
as doctrinaire or obstinate.
To be strong with the Movement Rune is to be change-
able, energetic, rebellious, and ambitious. Such adventurers

can adapt quickly to changing circumstances, but are also

impulsive and reckless.

Truth | lllusion
To be strong with the Truth Rune @
is to view the truth as something 20
objective, and outside of individual
biases, interpretations, feelings, and imaginings. Such
adventurers describe things as they truly are, both in matters
small and large, no matter what the consequences.

To be strong with the Illusion Rune is to distort truths
or fabricate untruths, for one’s own ends or on behalf of
others, or in some cases simply for the sake of doing so. Such

adventurers view reality as something subjective, and subject

to their imagination.

Fertility | Death
To be strong with the Fertility Rune is
to enjoy the pleasures of the flesh, most X T
notably sexual desire. Such adventurers
are generous and giving, often without personal commitment
between the persons involved.

To be strong with the Death Rune is to separate oneself
from the material world and seek to deny or even destroy the

world of the senses. Such adventurers are relentless, ruthless,

and ascetic, willing to deny others and themselves.

Man | Beast

Human adventurers may also
choose between a dueling pair of
Form Runes: Man and Beast.

To be strong with the Man Rune is to be civilized, settled,
sociable, and ethical. Such adventurers are uncomfortable in
the wilderness, preferring lands tamed by humanity.

To be strong with the Beast Rune is to be bestial, savage,

feral, wild, and untamed. Such adventurers are uncomfort-

able in cultivated lands, preferring the wilderness.



DISTRIBUTE
ADDITIONAL POINTS

You may now distribute 50 points among any of your

adventurer’s Rune affinities. Remember that if a Power or
Form Rune affinity is raised, the value of its opposing affinity
must be reduced so that the total equals 100.

A value of 80% or more in any Rune indicates that your
adventurer is strongly tied to the Rune. The Rune may affect
your own control over your adventurer; their actions may
be determined by the Rune and contrary to your wishes.

As the adventurer develops, these initial values may

change, and various rewards may become available.

STEP 4:
CHARACTERISTICS

Adventurers (and most other living creatures) are defined by

seven characteristics:

= Strength (STR)

= Constitution (CON)
= Size (SIZ)

= Dexterity (DEX)

= Intelligence (INT)

= Power (POW)

®  Charisma (CHA)

These characteristics are at the core of
every adventurer and form the basis for
determining attributes and skills
(described later in this chapter). | _
The following section explains what \";
each characteristic represents. i

STRENGTH (STR)

An adventurer’s STR represents raw
muscular power. STR helps determine
your adventurer’s damage bonus, the amount
of encumbrance your adventurer can carry
and still function normally, what weapons can
be used, and influences the starting value for
Agility skills (see page 58). STR is used for tests
of physical strength.

As explained in the Between Adventures
chapter, STR can be increased through training

ADVENTURERS

and research, but only up to the species maximum of 21.

See page 415 for more information.

ConsTIiTUTION (CON)
CON is the measure of the health of your adventurer. It is a
component in determining hit points and healing rate (see
page 55-56). The CON of your adventurer is used to stay
conscious when badly wounded, and to resist disease and
poison, and helps determine the amount of encumbrance
your adventurer can carry and still function normally.

As explained in the Between Adventures chapter, CON
can be increased through training and research, but only up

to the species maximum of 21.

S1ZE (S1Z)

SIZ measures the mass of your adventurer. It affects your
ability to inflict and absorb damage. SIZ is a component
in determining hit points and damage bonus: since mass
helps increase the force of a blow. SIZ helps determine
strike rank in combat. The Adventurer Sizes table (page

52) provides approximate

values for height and AN

. . 1
weight for a humanoid ¢ !
%

adventurer, but are not

intended to be restrictive.
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RUNEQUEST

These are suggested ranges. You can define your adventurer’s
actual height and/or weight higher or lower than these
ranges, though generally increasing one should result in a
corresponding decrease of the other.

As explained in the Between Adventures chapter, SIZ
cannot be increased through training, but may increase
through other means. As above, increases to SIZ do not
necessarily indicate an adventurer got taller—it might indi-

cate greater muscle mass or weight.

ADVENTURER SIZES

Sz Kc LBs Cm Fr/IN
1 0.1-5 0.2-11 1-30 0'3"-1
2 6-11 12-24 31-60 11"-2'
3 12-17 25-37 61-90 2'1"-3’
4 18-24 38-53 91-105 31"-3'6"
5 25-35 54-77 106-120 3'7"-3"11"
6 36-41 78-90 121-135 4-4'5"
7 42-49 91-108 136-150  4'6"-4'11"
8 50-54 109-119 151-155 5'-5'1
9 55-58 120-128 156-160 52"-5'3"
10 59-64 129-141 161-165 5'4"-5'5"
11 65-70 142-154 166-170 5'6"-5'7"
12 71-75 155-165 171-174 5'8”
13 76-80 166-176 175-178 5'9"-5'10"
14 81-85 177-187 179-182 5'11"-6'
15 86-90 188-198 183-186 61"
16 91-95 199-209 187-190 62"
17 96-100 210-220 191-194 6'3"-6'4"
18 101-115 221-253 195-198 6'5"-6'6"
19 116-130 254-286 199-202 6'7"-6'8"
20 131-145 287-319 203-206 69"
21 146-160 320-352 207-210  6'10"-6'11"

DEXTERITY (DEX)

This is the measure of how fast and accurately your
adventurer can perform different functions such as fighting,
dodging, and other athletic activities. DEX helps determine
strike rank in combat.

As explained in the Between Adventures chapter, DEX

can be increased through training and research, but only up

52

SPECIES MAXIMUM
CHARACTERISTICS

Species maximum amongst the various races portrayed
is the maximum dice roll plus the number of dice. For
example, the species maximum for 3D6 is 21 (6+6+6+3).
If the characteristic concerned has an addition, such as
2D6+6, the remaining addition is considered as one die.
Thus, a characteristic of 3D6+3 has a species maximum
of 21+4, or 25.

The combination of a Rune and a Homeland char-
acteristic modifier cannot increase a characteristic to
above the species maximum, so any points above the
maximum are ignored.

to the limit of the adventurer’s initial DEXx1.5 or the species

maximum (21 for humans), whichever is lower.

INTELLIGENCE (INT)

INT is a measure of your adventurer’s ability to deal
with abstractions and memorization. It is an important
characteristic modifier for Knowledge skills. It also
determines how many sorcery spells your adventurer
may memorize.

INT cannot be increased through training and research.

POwER (POW)

POW represents your adventurer’s ability to work magic. It
is also the measure of your adventurer’s soul. A high POW
shows the favor of the gods and integration with the universe;
alow POW shows proportionately less. When casting magic,
your POW is often pitted against others’ POW to see if your
spells have their desired effect.

POW can increase in several ways, as described in the
Between Adventures chapter. Though it may vary over time,
POW cannot normally rise above the total of the maximum
possible rolled POW plus the minimum possible rolled POW,

normally 21 for humans.

CHARI1SMA (CHA)

CHA is the measure of leadership and strength of personality.
This is the ability to say “Follow me!” and find oneself leading
a charge. It is more than mere appearance and should not be
mistaken for beauty. It helps determine the starting bonus
for Communication skills. It also limits how much Rune
magic your adventurer can potentially cast and how many
spirit magic spells they may possess.

CHA can be raised by a variety of means, but for humans,

only up to the species maximum of 21.



DETERMINING
CHARACTERISTICS

Each characteristic has a numerical value to determine how

potent it is. Human adventurers typically have STR, CON,
DEX, POW, and CHA between 3 and 18, and SIZ and INT
between 8 and 18. When creating adventurers, these values
are usually determined by rolling dice. These values are then
modified by the adventurer’s two highest Elemental Runes.

Roll 3D6 for STR, DEX, CON, POW, and CHA, and
2D6+6 for SIZ and INT. If the total of all these results is 92
or less, you may allot up to 3 more points to your adventur-
er’s characteristics, as desired. No human characteristic can
total more than 18 after you have allocated these extra points.

The GAMEMASTER’S GUIDE contains optional methods
of characteristic generation, and the gamemaster is free to
come up with their own methods or point values as desired.
It is strongly recommended that all adventurers use the same

method of determination.

RUNE MODIFIERS TO
CHARACTERISTICS

The Runes themselves influence an adventurer’s
characteristics, influencing behavior and development
physically, intellectually, spiritually, and even socially. Because
of this, each adventurer gets Rune Modifier bonuses to the
characteristics corresponding to their primary (highest) and

secondary (second-highest) Elemental Rune affinities:

= Darkness SIZ or CHA

= Water DEX or CHA
= Earth CON or CHA
= Air STR or CHA
= Fire/Sky INT or CHA
= Moon POW or CHA

Primary Elemental Rune: +2 to the corresponding
characteristic.

Secondary Elemental Rune: +1 to the corresponding
characteristic.

Charisma may only be chosen once for a bonus.

If the primary or secondary Elemental Rune affinity
changes, so does the characteristic affected by the bonus. If
there are two Elemental Runes tied as highest, then pick one
as primary, and one as secondary. If there are two Elemental
Runes tied as second highest, pick one as secondary, and the
other has no Rune Modifier.

RUNEQUEST is a game of extraordinary characters. An

adventurer with every characteristic at average or below ||

has little chance of survival. Adventurers should die because |

the players made a choice—whether to fight to the death, {§

or to take a foolhardy risk—not because they didn’t stand
a chance due to bad characteristic rolls.
Therefore, it is Perfectly All Right to:

= Reroll any die result of 1.
= Discard an adventurer whose characteristics aver-
age 12 or less.

= Roll again for a characteristic if the initial result is 6
or lower (or 9 and lower in the case of INT or SIZ)
and none of the other characteristics are above 13.

= Use some other combination of dice and choice, at
the gamemaster’s discretion.

These Rune Modifiers can result in a characteristic above

18. If the primary or secondary Elemental Rune affinity

changes, so does the characteristic affected by the bonus.

Rune Modifiers to characteristics are only applied during
the adventurer creation process: changes to Rune ratings

after play begins do not affect characteristics.

HOMELAND MODIFIERS TO
CHARACTERISTICS

Some Homelands have modifiers to the characteristics
of adventurers from that Homeland. Refer to the
Homeland Characteristic Modifiers table to determine
any modifiers. As with Rune Modifiers, these may adjust a

characteristic above 18.

HOMELAND CHARACTERISTIC MODIFIERS

HOMELAND MODIFIER

Sartar None
Esrolia None
Grazelands None
Bison Riders +2 SI1Z, -2 DEX
High Llama Riders +1SIZ, -1 DEX
Impala Riders -2SIZ, +2 DEX
Sable Riders None
Old Tarsh None
Lunar Tarsh None
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RUNEQUEST

+\UASANA'S SAGA~®

Now let’s roll up Vasana’s characteristics. Vasana’s
player rolls 3D6 for STR, CON, DEX, POW, and CHA.
The unmodified results are, in order: 15, 11, 11,
13, and 17. She then rolls for SIZ and INT, getting
results of 10 and 15. This is a pretty good spread,
and the gamemaster decides that no intervention
is required.

As the total of Vasana’s characteristics is below
92, she has 3 points to distribute among her
characteristics, so she decides to add +1 to STR,
CON, and POW.

Right now, her characteristics are: STR 16, CON
12, SIZ 10, DEX 11, INT 15, POW 14, and CHA 17.
That’s much better, and she will no doubt be highly
competent and formidable in play.

Now it's time to look at Vasana's Runes and
see how they influence her characteristics. Her
highest elemental Rune is Air, so Vasana’s player
can choose to add +2 to either STR or CHA. She
chooses CHA. Her second highest elemental Rune
is Moon, so she adds +1 to her POW.

Vasana is a Sartarite, so she gains no modifier to

her characteristics based on culture.

ATTRIBUTES

Attributes are qualities numerically derived from the values

of certain characteristics. Attributes include magic points, hit
points, healing rate, damage bonus, maximum encumbrance,
and skills category modifiers.

Movement is considered an attribute, but it is the same
for every human (8 meters per melee round walking or 24

meters running) and does not need to be calculated.

MAGIicC POINTS
An adventurer’s magic points equal their current POW.
Situations may result in magic points higher or lower than
that number. Magic points are expended to activate spells.
An adventurer using magic points to cast spells does not also
lower their POW.

An adventurer reaching 0 magic points falls unconscious,
and won’t wake up until they regain at least 1 magic point.

All adventurers regain magic points at the rate of 1/4 of
their current POW per every six hours—your adventurer can
completely regain lost magic points in 24 hours.

If a more granular recovery rate is desired, the gamemaster

may use the rate of 1/24 of your adventurer’s magic points
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Thus adjusted, Vasana’s characteristics are:

STR 16 -This is a very good start! Vasana is
really strong.

CON 12 - Slightly better than

average, but not bad.

SIZ 10 - Vasana is on the small side of
average. She's about 161 cm tall, and
weighs about 60 kilograms. Her player
decides that Vasana has grown up trying to
overcompensate for her small size, and does
not like to be taken lightly.

DEX 11 - Perfectly average.

INT 15 - Very good. She is quite smart.
POW 15 -This is also good (thanks to the
+1 bonus her Moon Rune gave her). As she
learns magic, she has a good number of
magic points, her chance of overcoming
others with her magic is good, and she has a
solid magical defense.

CHA 19 -This is an incredible characteristic!
Vasana is extremely charismatic and has an
excellent chance of persuading others.

recovered per hour. The Meditate skill (described on page

182) is also useful for recovering magic points more rapidly.

~UASANA'S SAGA~®

Vasana has a POW of 15, giving her 15 magic
points. Dividing her total magic points by 4
means that Vasana regains 3.75 magic points
per six hours, or 4 points every six hours and
24 minutes (if easier, round off in favor of the

adventurer, so it would be six hours).

If she’s in a situation where every hour
counts (and who isn’t, from time to time?),
it might be more useful to note that she
regains 1 spent magic point every hour
and 36 minutes.

Hit PoOINTS

Hit points represent how much damage your adventurer
can take before unconsciousness or death. The term refers
to the total hit points of your adventurer as well as their hit

points per body location.



= Total hit points are lost when your adventurer
takes damage not specific to a specific loca-
tion, like burns covering large areas, poison, or
other injuries.

= Hit points per body location are lost when injuries
are inflicted upon your adventurer’s body in a
specific part of the body, such as a head, chest,

abdomen, or a limb.

An adventurer’s hit points are equal to their CON, mod-
ified by SIZ and POW. The reason for the first is obvious:
the larger your adventurer is, the more they can soak up
damage before taking a mortal wound. Thus, an increase in
SIZ equals an increase in hit points. POW also represents
the favor of the gods, useful in many ways, particularly

avoiding death.

HiT POINT MODIFIERS

CHARACTERISTIC Siz POW

1-4 -2 -1

5-8 -1 —

9-12 — —

13-16 +1 =
17-20 +2 +1
21-24 +3 +2
25-28 +4 +3

Each +4 +1 +1

Each hit location’s hit points must be entered on the
adventurer sheet. The amount of damage each hit location
can sustain is determined in the Hit Location table below.
It distributes hit points per hit location for all humanoids.

Whenever your adventurer takes damage, you must cross
that amount off their total hit points as well as to the hit
location’s hit points. An adventurer dies when they lose all
their total hit points.

If an adventurer loses all hit points in a location,
that location is typically useless. The hit points
of a hit location can go negative—if it goes far
enough negative, that location may be maimed

or even severed!

ADVENTURERS

HiIT LOCATIONS

HiT

LOCATION ToTAL HiT POINTS
1-6  7-9 10-12 13-15 16-18 19-21 E:;"

Eachleg 2 3 4 5 6 7 +1
Abdomen 2 3 4 5 6 7 +1

Chest 3 4 5 6 7 8 +1
EachArm 1 2 3 4 5 6 +1

Head 2 3 4 5 6 7 +1

Hit points from the various hit locations can add up to
more than the total hit points of your adventurer. However,
when your adventurer has taken sufficient damage to surpass
their total hit points, they will die at the end of the combat
round unless healed to a positive hit point total when the
round ends. It is possible that your adventurer can still die
by bleeding to death, going into shock, etc. even though no
area of their body is completely disabled.

As a hit location heals, your adventurer’s total hit points

recover at the same rate, up to their hit point total.

+\UASANA'S SAGA~®

Vasana'’s CON is 12. Her SIZ of 10 and her POW
of 15 gives her no bonuses, so she has 12 hit
points. This is average for a normal person,
but for someone getting into danger regularly,
it's a bit less than ideal. Vasana will need to
fight more carefully than most, as she can’t
take a lot of damage in a fight.

The corresponding line of the Hit Location
table gives her 4 hit points in each leg, 4
for the abdomen, 5 for the chest, 3 in each
arm, and 4 for the head. These numbers are
entered in the corresponding locations in the
hit location diagram on her adventurer sheet.

Py 28 70D i
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HEALING RATE

Natural healing from wounds and injuries is based on the
adventurer’s healing rate. Depending on the severity of the
injury (page 146), the healing rate determines how many hit
points are recovered in each hit location at the end of each

week through natural healing.

HEALING RATE

CON HEALING RATE
6 orless 1

7-12 2

13-18 3

Each +6 points Additional +1

If the adventurer has multiple wounds in the same hit
location, points restored from healing rate are spread evenly
among those wounds, with any additional points going to

the lightest injury.

+\/ASANA'S SAGA~®

Vasana’s CON is 12, healthy enough. Under

normal circumstances, she has a healing rate
of 2 hit points per week.

DAMAGE BONUS
The modifier for damage an adventurer inflicts when
physically striking or applying force is known as their
damage bonus. This is an extra die roll, which is either
added to, or subtracted from, the damage inflicted by a
weapon or natural attack such as claw, bite, kick, etc. If a
negative damage bonus takes a weapon’s damage to 0 or
below, no damage has been inflicted.

Add your adventurer’s STR and SIZ together and consult
the Damage Bonus table:

DAMAGE BONUS

STR+SIZ DAMAGE BONUS

12 or less -1D4
13-24 =
25-32 +1D4
33-40 +1D6
41-56 +2D6

Each +16 points Additional +1D6
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\YJASANA'S SAGA~Y

Vasana'’s STR plus SIZ is 26, giving her +1D4

additional damage to her weapon use. This
is a good bonus, as only very large and/or
strong adventurers get a larger modifier.

SPIRIT COMBAT DAMAGE

The amount of spiritual damage your adventurer inflicts in
spirit combat. Add together POW and CHA and consult
the Spirit Combat Damage table:

SPIRIT COMBAT DAMAGE

POW+CHA DAMAGE

2-12 1D3
13-24 1D6
25-32 1D6+1
33-40 1D6+3
41-56 2D6+3

Each 16 points Additional 1D6+1

Maximum ENC

The total amount of stuff (such as weapons, armor, etc.)
measured in encumbrance points (or ENC) your adventurer
can carry or wear and still function normally is determined
by averaging their STR and CON. The maximum limit of
this, however, is your adventurer’s STR, even if it is lower
than the average of STR and CON.

See page 150 for more information about Encumbrance.

+UASANA'S SAGA~

Vasana’s STRis 16 and her CON is 12, averaging
to 14.That is the maximum encumbrance she
can carry without penalty.

If her STR was 12 and her CON 16, the
average would be the same (14) but she
would be limited to only being able to carry
12 points of ENC, due to her strength.




STRIKE RANK
Strike rank determines who acts first in a melee round. The
lower the strike rank, the sooner in each round of combat
your adventurer can act.

Your adventurer’s melee combat strike rank is a combina-
tion of their strike ranks from DEX and SIZ (as determined
in the tables below), and the strike rank for the weapon they
are using (provided in the Combat chapter). For missile
combat or spells, it is only the DEX strike rank and that of
the weapon or spell. Write down the DEX and SIZ strike
ranks on your adventurer sheet.

Later in adventurer generation, when you know what
weapons your adventurer uses, write down the strike ranks
for those weapons and add the DEX and/or SIZ strike ranks

for the final strike rank value.

DEX Strike Rank: Consult the DEX Strike Rank table
below to determine the DEX strike rank, then fill in the
“DEX Strike Rank” entry on your adventurer sheet.

DEX STRIKE RANK

DEX DEX STRIKE RANK
1-5 5

6-8 4

9-12 3

13-15 2

16-18 1

19+ 0

SIZ Strike Rank: Find your adventurer’s SIZ strike rank
on the SIZ Strike Rank table below, then fill in the “SIZ
Strike Rank” entry on your adventurer sheet

SIZ strike rank does not apply to missile fire. The size of
your adventurer has no effect on how quickly they can loose

arrows or throw weapons (see page 192).

SIZ STRIKE RANK

Siz SIZ STRIKE RANK
1-6 3

7-14 2

15-21 1
22+ 0

ADVENTURERS

Weapon Strike Rank: Each weapon has its own strike
rank listed in the melee or missile weapon tables in the

Combat chapter.

SYASANA'S SAGA~

Vasana’s DEX is 11, giving her a DEX strike
rank of 3, and her SIZ is 10, working slightly
against her and giving her a SIZ strike rank of 2.

If she uses a broadsword with a weapon
strike rank of 2, she attacks on strike rank 7. If
she uses a dagger (weapon strike rank 3), she
attacks on strike rank 8.

SKILLS CATEGORY
MODIFIERS

In addition to the base chances common to every human,

your adventurer’s skills may be increased or decreased by their
skills category modifiers. These simulate the natural ability
or raw aptitude with groups of related skills. It is possible for
skills category modifiers to add or subtract percentiles from
skills—or to leave them unchanged.

Skills category modifiers may change if the characteristics
from which they are derived also change.

Skills category modifiers also affect experience rolls, simu-
lating the benefits of natural abilities when trying to improve
a skill. This is explained in the Game System chapter.

To determine each skills category modifier, refer to
each applicable characteristic on the charts (the left
column), looking up its value (the top row), and totaling
up the suggested modifiers (the bonus or penalty). The
resulting number is the final skills category modifier.

Once determined, add the skills category modifiers to
the base chances for the skills listed on the adventurer sheet
which have a base chance greater than zero. Some of these
skills will also be increased later in adventurer creation.

The lowest value a skill can have is 00%, which represents
zero chance of success. A skill never has a minus value; if a
bonus would make a skill start below 00%, write in 00%.

An adventurer’s skills category modifiers do not apply to
a skill with a 00% base chance until they have gained the
ability, either through cultural, occupation, or cult bonuses,

allocating skill points to it, or through training.
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AGILITY SKILLS CATEGORY
MODIFIER
Agility skills are physical skills of general bodily effort: Boat,
Climb, Dodge, Drive Chariot, Jump, Ride, and Swim.

An adventurer’s Agility skills category modifier is deter-
mined by referring to the following chart, consulting each
relevant characteristic and its value, and adding up the

bonuses listed (if any):

AGILITY SKILLS CATEGORY MODIFIER

EACH
1-4 5-8 9-12 13-16 17-20 +4

STR  -5% = = — +5% +5%
SIZ +5% = = = -5% -5%
DEX -10% -5% — +5% +10% +5%
POW -5% = = — +5% +5%

+UASANA'S SAGA~

Vasana’s STRis 16, her SIZ is 10, her POW is 15,
and her DEX is 11. Checking the table against
Vasana's characteristics, we find that her STR
modifier is —, her SIZ modifier is —, her POW

modifier is —, and finally, her DEX modifier is
—.These total 0, meaning she gets no benefit
from her characteristics.
Thus, she has an Agility skills category
modifier of +0%.

COMMUNICATION SKILLS
CATEGORY MODIFIER
Communication skills impart a message or feeling from
one person to another: Act, Art, Bargain, Charm, Dance,
Disguise, Fast Talk, Intimidate, Intrigue, Orate, Sing, Speak
Own Language, and Speak Other Language.

An adventurer’s Communication skills category modifier
is determined by consulting each relevant characteristic and

its value, and adding up the bonuses listed (if any):

COMMUNICATION SKILLS CATEGORY MODIFIER

EACH
1-4 5-8 9-12 13-16 17-20 +4

INT -5% — — — +5% +5%

POW -5% — — — +5% +5%

CHA -10% -5% — +5% +10% +5%
58

+\VASANA'S SAGA~

Vasana has a CHA of 19. Cross-referencing
that on the Communication Skills Category
Modifier table, we see this gives her a +10%
bonus. Her INT and POW of 15 provide no
bonuses, so her final Communication skills

category modifier is +10%, applicable to all
her Communication skills above 00%.

This is actually pretty good, and she will
find that she’s able to communicate well with
others, to get her point across and express
herself well, even without training.

KNOWLEDGE SKILLS CATEGORY
MODIFIER
These mental skills require both formal knowledge and
individual judgment: all Lore skills, Alchemy, Battle,
Bureaucracy, Custom, Evaluate, Farm, First Aid, Game,
Herd, Library Use, Manage Household, Peaceful Cut, Read/
Write (language), Shiphandling, Survival, Treat Disease, and
Treat Poison.

An adventurer’s Knowledge skills category modifier is
determined by consulting each relevant characteristic and

its value, and adding up the bonuses listed (if any):

KNOWLEDGE SKiLLS CATEGORY MODIFIER

EACH

1-4 5-8 9-12 13-16 17-20 +4

INT  -10% -5% — +5% +10% +5%
POW -5% — — — +5% +5%

+UASANA'S SAGA~

Thanks to her INT 15, Vasana picks up a +5%
to her Knowledge skills category modifier.

Her POW offers her no bonus here. She's
smarter than many, but it’s already becoming
clear that she’s not going to be a scholarly
type of adventurer.




MaAGic SkiLLS CATEGORY
MODIFIER

With these skills users manipulate magical energies to change
the world: Meditate, Prepare Corpse, Sense Assassin, Sense
Chaos, Spirit Combat, Spirit Dance, Spirit Lore, Spirit Travel,
Understand Herd Beast, and Worship (deity).

The following magic skills are used in sorcery (see page
381) and are not commonly known to all adventurers: Com-
bine/Separate, Dominate, Invoke, and Tap

An adventurer’s Magic skills category modifier is deter-
mined by consulting each relevant characteristic and its value,

and adding up the bonuses listed (if any):

MAGIC SKiILLS CATEGORY MODIFIER

EACH

1-4 5-8 9-12 13-16 17-20 +4

POW -10% -5% — +5% +10% +5%
CHA -5% — — — +5% +5%

+\VASANA'S SAGA~

Vasana’s POW 15 and CHA 19 earn her
modifiers of +5% each, which combine
to give her a +10% Magic skills category

modifier. This is a great bonus, and Vasana’s
player decides that this means she’s intuitive
and has a spiritual center that she’s trying
to encourage.

MANIPULATION SKILLS
CATEGORY MODIFIER
Manipulation skills require good hand-eye coordination.
They include Conceal, Craft, Devise, Play Instrument,
Sleight, and all weapon skills, including shields, missile
weapons, and natural attacks.

An adventurer’s Manipulation skills category modifier is
determined by consulting each relevant characteristic and

its value, and adding up the bonuses listed (if any):

MANIPULATION SKILLS CATEGORY MODIFIER

EACH
1-4 5-8 9-12 13-16 17-20 +4
STR -5% = = = +5% +5%
DEX -10% -5% = +5% +10% +5%
INT  -10% -5% = +5% +10% +5%
POW -5% = — — +5% +5%

ADVENTURERS

+\UASANA'S SAGA~®

Vasana’s high INT of 15 gives her a +5%
Manipulation skills category modifier. This

will come in handy with her Manipulation
skills, but more importantly, means she gets
a nice bonus to her skill with any weapon she
tries to use.

PERCEPTION SKILLS CATEGORY
MODIFIER
With Perception skills, adventurers receive and understand
information from outside themselves: Insight (species),
Listen, Scan, Search, and Track.

An adventurer’s Perception skills category modifier is
determined by consulting each relevant characteristic and

its value, and adding up the bonuses listed (if any):

PERCEPTION SKILLS CATEGORY MODIFIER

EACH
1-4 5-8 9-12 13-16 17-20 +4

INT  -10% -5% — +5% +10% +5%
POW -5% — — — +5% +5%

+UASANA'S SAGA~®

Vasana’s INT 15 gives her a +5% bonus to

Perception skills. She is more perceptive than
most, which is always useful when adventuring.

STEALTH SKILLS CATEGORY
MODIFIER
Successful use of Stealth skills can protect the user from
detection by others: Hide and Move Quietly.

An adventurer’s Stealth skills modifier is determined by
consulting each relevant characteristic and its value, and

adding up the bonuses listed (if any):

STEALTH SKiLLS CATEGORY MODIFIER

EACH
1-4 5-8 9-12 13-16 17-20 +4
SIZ +10% +5% = -5% -10% -5%
DEX -10% -5% = +5% +10% +5%
INT  -10% -5% = +5% +10% +5%
POW  +5% = = = -5% -5%
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RUNEQUEST

Unlike many skills category modifiers, high characteristics
in SIZ and POW can work against being stealthy, as it’s easier
to notice larger beings or those that tend to stand

out in a crowd.

+\VASANA'S SAGA~

Once again, Vasana’'s high INT of 15 comes
to the rescue and gives her a +5% bonus
on Stealth skills. She's able to figure out

her surroundings quickly and determine
the quietest or most unobtrusive way to
move through her immediate environment,
as well as having a clue as to how others
would notice her.

SKILL BASE CHANCE

The base percentage chance for a given skill is expressed as a

parenthetical value, such as (05) or (00). The base chance is
the likelihood that any human would have to perform a skill
successfully for the first time: most skills have base chances.
A few skills have a base chance derived from a characteristic,
such as (DEXx3).

Add the base chance to the appropriate skills category
modifiers and to any cultural skill bonuses (see next section).
Then add any occupation and cult skills bonus (explained in
Steps 5 and 6), plus any personal skill bonuses (explained
in Step 7). The result is the adventurer’s current percentage
in that skill.

Some skills, especially Knowledge and Magic skills, have a
base chance of 00%, or zero. The adventurer’s characteristic
skill bonus does not apply to a skill with a base 00% chance
until they have gained the ability at 01% or higher through
cultural, occupation, or cult bonuses, allocating skill points
to it or through training. For example, an adventurer with a
+10% Communication skills category modifier does not auto-
matically know all new languages ar 10%. These skills will
remain at their base (00), or 0%, unless improved to 1% or
higher, at which point the skills category modifier applies.

Skills listed on page 61 in bold and shown on the
adventurer sheet with a [ can be improved during play
through experience, training, or research. Other skills
can only be improved through training or research, or by

extraordinary means.

60

HOMELAND CULTURAL SKILL
BONUSES
Each Homeland has cultural skill bonuses that should be

applied now to the skill base values on the adventurer sheet.

= Where there is a bonus—such as +10%—this
value is added to the existing base chance.

= A value in parentheses—such as (25)—is the
skill’s base chance, replacing its existing base

chance on the adventurer sheet.

Where the listed skill is a broad category of weapons (such
as 1H Axe), you should pick a weapon within that category
(such as Battle Axe).

Cultural Weapons: These are the different types of weap-
ons available to adventurers from different cultures. Where

two or more weapons appear on a line, pick only one.

Sartar
CULTURAL SKILLS CULTURAL WEAPONS
Ride (any) +5% Dagger +10%

Dance +5% Battle Axe +10%

Sing +10% 1H Spear +10%
Speak Own Language

(Heortling) (50) Broadsword +15%

Speak Other Language
(Tradetalk) +10%

Composite Bow +10%
or Sling +10%

Customs (Heortling) (25) Javelin +10%
Farm +20% Medium Shield +15%
Herd +10% Large Shield +10%

Spirit Combat +15%

Esrolia
CULTURAL SKILLS CULTURAL WEAPONS
Bargain +5% Battle Axe +15%

Dance +10% TH Spear +10%

Intrigue +5% Rapier +10%
Sing +5% Self Bow +10%
Speak Own Language Thrown Axe +10%

(Esrolian) (50)

Speak Other Language

(Tradetalk) +20% Small Shield +15%

Customs (Esrolian) (25) Medium Shield +15%
Farm +25%

First Aid+5%

Large Shield +10%

Spirit Combat +15%




Boat (05)
Climb (40)

Dodge (DEXx2)

Drive Chariot (05)
Jump (DEXx3)

Ride (mount type) (05)
Swim (15)

Communication
Act (05)
Art (05)
Bargain (05)
Charm (15)
Dance (10)
Disguise (05)
Fast Talk (05)
Intimidate (15)
Intrigue (05)
Orate (10)
Sing (10)
Speak Own Language (50)
Speak Other Language (00)

Knowledge
Alchemy (00)
i Animal Lore (05)
Battle (10)
Bureaucracy (00)
Celestial Lore (05)
Cult Lore (specific cult) (05)
Customs (local 25/all others 00)
Elder Race Lore (race) (05)
| Evaluate (10)
‘ Farm (10)
First Aid (10)
Game (15)
Herd (05)
Homeland Lore (local) (30)
Homeland Lore (other) (00)
Library Use (00)

BASE SKILL VALUES

Manage Household (10)
Mineral Lore (05)

Peaceful Cut (10)

Plant Lore (05)

Read/Write (language) (00)
Shiphandling (00)
Survival (15)

Treat Disease (05)

Treat Poison (05)

Magic
Meditate (00)
Prepare Corpse (10)
Sense Assassin (00)
Sense Chaos (00)
Spirit Combat (20)
Spirit Dance (00)
Spirit Lore (00)
Spirit Travel (10)
Understand Herd Beast (00)
Worship (deity) (05)

Manipulation
Conceal (05)
Craft (specific craft) (10)
Devise (05)
Melee Weapon (Base Value)
Missile Weapon (Base Value)
Play Instrument (05)
Shield (Base Value)
Sleight (05)

Perception
Insight (species/others) (20/00)
Listen (25)
Scan (25)
Search (25)
Track (05)

Stealth
Hide (10)
Move Quietly (10)

ADVENTURERS

Weapon Base Values

Melee Weapons
1H Axe (10)
2H Axe (05)
Broadsword (10)
Dagger (15)
Fist (25)
Grapple (25)
1H Hammer (10)
2H Hammer (05)
Kick (15)
Kopis (10)
1H Mace (15)
2H Mace (10)
Pike (15)
Quarterstaff (15)
Rapier (05)
Shortsword (10)
1H Spear (05) (includes Lance)
2H Spear (15)

Missile Weapons
Arbalest (10)
Axe, Throwing (10)
Composite Bow (05)
Crossbow, All Types (25)
Dagger, Throwing (05)
Elf Bow (05)
Javelin (10)
Pole Lasso (05)
Rock (15)
Self Bow (05)
Sling (05)
Staff Sling (10)
Thrown Axe (10)
Throwing Dagger (05)

Shields
Large Shield (15)
Medium Shield (15)
Small Shield (15)
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RUNEQUEST

Praxian Tribes

'S".’A SAN A’S SAGAY ' All Praxians start with Speak Own Language (Praxian) (50)
and Speak Other Language (Tradetalk) at +10%. All Praxians

As a Sartarite,Vasana starts with the following s TS L

cultural skills, picking specialties where they
are indicated, such as Bison for her Ride skill,
and choosing Composite Bow over Sling.

The base chances for each skill have BisoN RIDER
CULTURAL SKILLS CULTURAL WEAPONS

Praxians get additional skills depending on their tribe.

been included. Though her skills category
modifiers are listed, they have not been
added to the skills yet.

Ride (Bison) +35% Dagger +10%

Customs (Bison Tribe) (25) Lance +15%

Agility (+0%): Ride (Bison) 10%. Herd +30% Broadsword +10%
Communication (+10%): Dance

15%, Sing 20%, Speak Own Language Peaceful Cut +15% Javelin +10%
(Heortling) 50%, Speak Other Language Spirit Combat +20% Medium Shield +10%
(Tradetalk) 10%.

Knowledge (+5%): Battle 40%, HIGH LLAMA RIDER

Customs (Heortling) 30%, Farm
30%, Herd 15%.

CULTURAL SKILLS CuULTURAL WEAPONS

Magic (+10%): Spirit Combat 35%. Ride (High Llama) +35% Dagger +10%
Manipulation (+5%): Dagger 25%, 1H Customs .
Axe (Battle Axe) 20%, TH Spear (Lance) (High Llama Tribe) (25) tance +15%

() () H
15%, Broac-isword 25 A:,_Comp(?sne Bow ] 2H Dagger-Axe +10%
15%, Javelin 20%, Medium Shield 30%,
Large Shield 25%. Peaceful Cut +15% Pole Lasso +10%

Spirit Combat +20%

From her family history, Vasana also starts
with Battle (a Knowledge skill) at 40%. She
has skill with both medium and large shields,
but given her relatively small SIZ, Vasana
decides that she’ll focus on using a medium Ride (Impala) +35% Dagger +5%
shield versus a large shield, which she feels is
unwieldly on bison-back as well as a potential

IMPALA RIDER

CULTURAL SKILLS CULTURAL WEAPONS

Customs (Impala Tribe) (25)  Shortsword +10%

source of encumbrance_ Herd +30% Composite Bow +20%
Peaceful Cut +15% Dart +10%
Spirit Combat +20% Small Shield +10%
Grazelands
PoL-Joni
CULTURAL SKILLS CULTURAL WEAPONS
] CULTURAL SKILLS CULTURAL WEAPONS
Ride (Horse) +35% Dagger +10%
Ride (Horse) +35% Dagger +10%
Speak Own Language (Pure Lance +15%
Horse Tongue) (50) ? Customs (Pol-Joni) (25) Lance +10%
Speak Other Language Herd +30% Broadsword +15%
(Tradetalk) +10% Broadsword +10%
Peaceful Cut +15% Composite Bow +10%
Customs (Grazeland Pony C ite Bow +15%
Breeders) (25) Omposite Bow +157% Spirit Combat +20% Medium Shield +15%
Herd +35% Small Shield +15%
Spirit Combat +15% Medium Shield +10%
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SABLE RIDER

CULTURAL SKILLS CULTURAL WEAPONS

Ride (Sable Antelope) +35%  Dagger +10%

Customs (Sable Tribe) (25) Kopis +15% or TH Axe +15%

Lance +10%
Herd +30% or Short Spear +10%
Composite Bow +10%
(o)
Peaceful Cut +15% or Javelin +10%

Spirit Combat +20% Medium Shield +10%

Lunar Tarsh

CULTURAL SKILLS CULTURAL WEAPONS

Dance +5% Dagger +10%

Intrigue +5% 1H or 2H Spear +15%
Speak Own Language (New .
Pelorian) (50) e Il
Speak Other Language
(Tarshite) +20%

Composite Bow +10%
or Sling +10%

Speak Other Language

(Tradetalk) +10% Javelin +10%

Celestial Lore +5% Medium Shield +10%
Customs (Lunar Provincial) Large Shield +15%
(25)
Farm +25%
Spirit Combat +15%

Old Tarsh
CULTURAL SKILLS CULTURAL WEAPONS
Dance +5% Dagger +10%
Ride +5% Battle Axe +15%
Sing +10% 1H Spear +10%
Speak Own Language
(Tarshite) (50) Broadsword +10%
Speak Other Language Composite Bow +10%

(Tradetalk) +10% or Sling +10%

Customs (Tarshite) (25) Javelin +10%
Farm +15% Medium Shield +15%
Survival +5% Large Shield +10%

Spirit Combat +15%
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WHAT Do SKiILL
PERCENTAGES MEAN?

At this point it is helpful to have some idea what the
skill percentage ratings equate to. Some benchmarks
for comparison:

= Novice (25% or less): A skill rating in this range
suggests a largely untrained skill. The adage “knows
enough to be dangerous” applies well here.

= Amateur (26-50%): Ratings in this range indicate a
little talent, some rudimentary training, or dabbling
in the skill.

= Professional (51-75%): At this rating, the adven-
turer can make a living using the skill.

= Veteran (76-90%): Skills in this range indicate
advanced expertise.

= Master (91%+): Ratings of 91% or more indicate
mastery of the skill.

If you want your adventurer to be useful in melee, it
is recommended to take a weapon skill of 51% or higher.
If your adventurer intends to regularly be in the thick of
combat, it is suggested that your adventurer starts with a
weapon skill in the veteran range. Combat is deadly and |§ |
inexperienced fighters quickly die. If you want to play a ||
largely non-combat adventurer, that's perfectly fine—just |
try to make sure you have some veteran warriors around |
to protect you when there is no alternative but violence.

D e Y CY R O

STEP 5:
OCCUPATION

Occupations include all ways adventurers can feed and

N
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support themselves and their families. In Glorantha, most

d
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people follow in the occupation of their parents, although

some blaze their own paths.
Each occupation begins with a description of the occu-
pation, and then the following entries:

Homelands: The homelands where the occupation is

T ———

g

common. “All” indicates that the occupation is present in
all Homelands.
Occupational Skills: Add the listed bonuses to these

skills on your adventurer sheet. Where more than one bonus

o
S

Py
1)

could apply to the same skill (e.g., Cultural Weapon +30%

3

=

and Cultural Weapon +10%), two separate skills must be
chosen (e.g., Battle Axe +30% and Broadsword +10%).
Where a skill is bold italic, this is a skill typically used to

IS

=

earn the adventurer’s annual income.
Base Income: This is the basic annual income for the

occupation. This is explained fully in the Between Adven-

=5l

tures chapter.
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RUNEQUEST

the entire clan joins in.

for collecting it.

Standard of Living: This is the standard of living com-
monly associated with the occupation, and in some cases,
its legal status. There are four levels of standard of living:
Destitute, Poor, Free, and Noble. See page 403 for more
information on these.

Cults: The cults commonly associated with that occu-
pation. Cults that a significant majority of that occupation
belongs to are bolded. Cults written in italics are not
described in this book. Cults specific to a profession in a
particular region have that region in parentheses.

Favored Passions: An adventurer may take one favored
Passion at 60% or may increase one favored Passion already
possessed by the adventurer by +10%. No Passion may be
increased above 100%, however, during adventurer creation.

Ransom: The life price for members of that occupation.
See the What is Ransom? sidebar.

Equipment: All adventurers can be expected to have the
following gear: tunic/blouse, skirt/breeches, sandals/boots,
loincloth, warm cloak (hide or woven-grass), headgear/hat/
cap, belt knife, fire-making gear, and a water skin. In addi-
tion, each occupation lists the standard equipment that a
typical adventurer with that occupation would gain and
wear out every year. Write down any goods, coins, etc., in the
equipment portion of the adventurer sheet. The equipment
section also lists the adventurer as having their “cultural
weapons.” This means that the adventurer owns one of each
of the weapon that they can use. An adventurer could own
all the weapons listed if the player spread the adventurer’s
experience among all those weapon skills.

The gamemaster and players are encouraged to modify

these occupations to fit their purposes.
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Few Gloranthan societies have a centralized criminal justice system. Instead, crimes |
against a person are addressed by blood feud. If an outsider harms a member of a |
kinship group, justice requires that the rest of kinship group avenge the victim. Usually |

Ransom (also called “life price” or “weregeld”) is a method of ending a blood feud
by payment of goods and money in recompense for the damage done. The appropriate
amount is set by custom and is based on social status. The family of the victim can
refuse the ransom if they prefer vengeance, and if they accept it, they are responsible

One’s ransom is also a measure of social rank. It is more expensive to kill a noble
than a hunter! Standard ransoms are listed with each occupation.

Finally, one’s ransom is the customary amount paid to free someone when they
have been taken captive as the result of combat.
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ASSISTANT SHAMAN

The assistant shaman helps the shaman to perform ritual
duties, and in return is instructed in the deeper knowledge
of shamanism. This is a significant role within the tribe,
with considerable abilities and responsibilities, and should
not be chosen lightly.

Homelands: All.

Occupational Skills: Speak Spiritspeech +20%, Sing
+10%, Spirit Combat +30%, Animal Lore +15%, Spirit
Dance +10%, First Aid +15%, Spirit Lore +20%, Plant Lore
+20%, Spirit Travel +20%, Meditate +20%.

Standard of Living: Poor.

Base Income: 20 L.

Cults: Daka Fal, Waha, Yelm (Grazelands).

Favored Passions: Loyalty (shaman).

Ransom: 250 L.

Equipment: A set of local herbs and powders used for
healing and rituals, several small statuettes related to the sha-
man’s power animal or ancestors, crafted goods worth 25 L,
5 L in coin, loincloth and robe, appropriate cultural weapons.

Note: An assistant shaman begins with the Second Sight
spirit magic spell and another 2 points of spirit magic spells
(in addition to any spirit magic learned from their cult, see
pages 73). An assistant shaman does +1 spirit c%n_baﬂ{iamage.
See the Shamans and Spirits & LG
the Spirit World chapters for

additional information about

assistant shamans.



BANDIT

Bandits are found on the outskirts of many communities,
preying on them like a wolf would prey on a herd. Some
are there by choice; many more are outlaws and unable to
return to their homes without severe repercussions.

Homelands: All.

Occupational Skills: Intimidate +10%, Hide +30%, First
Aid +10%, Primary Weapon (pick a cultural weapon) +30%,
Lore (Animal or Plant) +10%, Secondary Weapon (pick
another cultural weapon) +10%, Survival +30%, Shield (pick
type) +10%, Track +10%.

Standard of Living: Destitute.

Base Income: None.

Cults: Babeester Gor, Black Fang, Eurmal, Maran Gor,
Odayla, Orlanth, Seven Mothers, Storm Bull.

Favored Passions: Love (family), Loyalty (band), or
Hate (authority).

Ransom: None.

Equipment: Cultural weapons, hide or quilted skirt (2
pts. protection), cuirboilli cuirass (3 pts. protection), sleeping
roll, booty worth 1D100 L.

CHARIOT DRIVER

Many tribes and temples use chariots to transport their Rune
Masters around the battlefield and to act as mobile platforms
for missile weapons and spell-casting. These charioteers are
the exclusive chauffeurs of nobles and priests. They are often
good warriors, but their primary goal is to be the finest
chariot drivers in the tribe or temple.

Homelands: Esrolia, Lunar Tarsh, Old Tarsh, Sartar.

Occupational Skills: Battle +20%, First Aid +10%,
Drive Chariot +40%, Whip +25%, Cultural Melee Weapon
(pick type) +20%, Dance +15%, Cultural Missile Weapon
(pick type) +20%, Scan +15%.

Standard of Living: Free.

Base Income: 60 L.

Cults: Orlanth Adventurous, Seven Mothers (in
Lunar Tarsh).

Favored Passions: Honor, Loyalty (leader), or Loy-
alty (temple).

Ransom: 500 L.

Equipment: Cultural weapons, whip, linothorax (3 pts.
protection), leather greaves and vambraces (1 pt. protection),
composite helm (2 pts. protection), 1D6 distinctive scars,
wineskin, largess from leader or temple worth 150 L. The

chariot itself belongs to the leader or temple.

ADVENTURERS

CRAFTER

Crafters make items or offer services; sometimes for sale,
more often for their clan, tribe, temple, or ruler. They
specialize in a type of crafting, such as bronze working or
pottery, each with its own Craft skill. In cities, crafters are
organized into guilds, and are often called guildsmen.

The following list of crafts is by no means exhaustive:

= Brewer: Makes beer out of grain or wine out
of grapes (depending on the location). Base
Income: 80 L.

= Carpenter: Woodworker. Base Income: 60 L.

= Jeweler: Makes jewelry out of gemstones and
precious metals. Base Income: 160 L.

= Leatherworker: Makes armor, horse tack, cloth-
ing, belts, etc. out of leather. Base Income: 60 L.

= Mason: Works stone for construction in buildings,
fortifications, and roads. Masons know about the
proportions of buildings, the process of assem-
bling them, and the construction of devices to lift
and move weights of stone. Base Income: 100 L.

= Potter: Makes pottery out of clay and paints it.
Base Income: 80 L.

= Redsmith: Works bronze for weapons, armor, and
other implements. Base Income: 80 L.

= Tanner: Makes leather out of skinned animal
hides. Base Income: 80 L

= Weaver: Weaves cloth out of linen or wool. Base
Income: 60 L.

Homelands: All (except Prax).

Occupational Skills: Art +10%, Evaluate +10%, Bargain
+10%, Craft (primary) +30%, Insight (Human) +10%, Craft
(secondary) +20%, Lore (any) +10%, Devise +15%, Manage
Household +30%, Cultural Weapon (pick type) +15%.

Standard of Living: Free.

Base Income: Depends on Craft.

Cults: Depends on the craft—Frnalda (potters and weav-
ers), Issaries (all), Gustbran (redsmith).

Favored Passions: Love (family), Loyalty (guild), or
Loyalty (patron).

Ransom: 500 L.

Equipment: A set of tools needed for the craft, crafted

goods worth 100 L, 20 L in coin, cultural weapons.
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GuILDS

Gloranthan guilds are quasi-kinship societies organized |

around a craft or occupation. In most cases, a member is |
“adopted” into a guild. Guilds also serve as cults to their |gF

patron spirit or founder, and offer regular sacrifices and
feasts. In most cities, one must belong to a guild to have
the right to practice a trade, but the guild has some sort of
collective liability to outsiders.

Each guild tends to be independent; belonging to the

' | Redsmith Guild in New Pavis does not make you a member
| of the Redsmith Guild in Boldhome! In large cities, there may

be more than one guild for the same occupation—Nochet
is notorious for street fights between rival guilds.

ENTERTAINER

Professional poets, musicians, and dancers are highly
respected by most Gloranthan cultures. They are regarded
for their learning, either real or fraudulent.

Homelands: All.

Occupational Skills: Dance +30%, Customs (any)
+10%, Orate +10%, Insight (human) +10%, Sing +30%,
Lore (any) +10%, Speak (own) +30%, Cultural Weapon
(pick type) +15%, Play (instrument) +30%.

Standard of Living: Free.

Base Income: Depends on occupational skill used: for
Singing, 100 L base income; for Dance or Play (instrument)
80 L base income.

Cults: Donandar, Ernalda, Eurmal, Orlanth,
Seven Mothers.

Favored Passions: Love (person), Loyalty (patron), or
Loyalty (tribe).

Ransom: 500 L.

Equipment: A musical instrument, 50 L in coin, 70 L in

goods, cultural weapons, costume if appropriate.

FARMER

Farming is the mainstay of most Gloranthan societies.
Farmers till or work specific local plots of land to raise crops
and animals. They plow using a simple scratch plow pulled
by two oxen. They raise a mixture of animals, grains, and
roots, and are mostly self-supporting.

Homelands: All (except Prax)

Occupational Skills: Lore (local) +15%, Jump or Climb
+10%, Farm +30%, Craft (any) +15%, First Aid +10%, Scan
+10%, Herd +15%, Cultural Weapon (pick type) +15%,
Manage Household +30%, Shield (pick type) +15%.

Standard of Living: Free.

Base Income: 80 L (for a free farmer, 40 L for a

tenant farmer).
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Cults: Ernalda, Orlanth, Seven Mothers (Lunar
Tarsh), Yelmalio.

Favored Passions: Love (family), Loyalty (clan), or
Loyalty (tribe).

Ransom: 500 L.

Equipment: Foodstuffs and livestock worth 120 L, cul-
tural weapons, sickle, hammer, two draft oxen, composite

helm (3 pts. protection).

FISHER
Anyone who principally lives by gathering food from the
waters is a fisher; for example, lake dwellers who cast for fish
with ring nets, spearmen who live besides river rapids rich
with leaping salmon, or boatmen who ply the rivers and lakes.

Homelands: Esrolia, Sartar, Lunar Tarsh, Old Tarsh

Occupational Skills: Boat +30%, Javelin, Self Bow, or
Thrown Net (pick one) +20%, Swim +30%, Short Spear
+10%, First Aid +10%, Shield (pick type) +10%, River Lore
+30%, Scan +10%.

Standard of Living: Poor.

Base Income: 60 L.

Cults: Engizi, Orlanth.

Favored Passions: Love (family) or Loyalty (clan).

Ransom: 200 L.

Equipment: Cultural weapons, 200 meters of rope or
line, bobbin, small boat, jig lines or nets, hooks, baskets,

gaff, salted or dried fish worth 60 L.

HEALER

Healers minister to the sick and afflicted, binding wounds,
treating disease, and aiding in childbirth. They are also
valued as peacemakers between feuding groups. Healers
typically use a combination of magic and chirurgery, and
are often literate.

Homelands: All.

Occupational Skills: Orate +10%, Treat Disease +30%,
Alchemy +10%, Treat Poison +10%, First Aid +30%, Devise
+10%, Plant Lore +30%, Insight (Human) +10%.

Standard of Living: Free.

Base Income: 80 L.

Cults: Chalana Arroy, Eiritha, Ernalda, Seven Mothers.

Favored Passions: Love (family), Loyalty (clan), or
Loyalty (tribe).

Ransom: 500 L.

Equipment: Healer’s kit (with lotions, ointments, salves,
herbs, soaps, razor, tweezers, bandages), 20 L in coin, mis-

cellaneous items worth 100 L.
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HERDER

Herders live by tending animals, whether on foot or mounted.
Herders may or may not own the animals they tend; most
of a community’s horses, cattle, sheep, and Praxian beasts
(bison, high llama, impalas, and sable antelope) are marked
and gathered into a single herd that is managed full-
time by a herder.

For Praxian nomads, herders guard the wealth and sus-
tenance of the clan, herding the tribe’s beasts, as well as any
taken in raids from others.

Homelands: All

Occupational Skills: Jump or Climb +10%, Scan +10%,
Animal Lore +10%, Track +10%, Lore (local) +10%, Cul-
tural Missile Weapon (pick type) +30%), First Aid +10%,
Cultural Weapon (pick type) +10%, Herd +30%, Shield
(pick type) +10%, Peaceful Cut +30%.

Standard of Living: Poor.

Base Income: 60 L.

Cults: Eiritha, Orlanth, Waha, Yelm, Yinkin.

Favored Passions: Love (family), Loyalty (clan), or
Loyalty (tribe).

Ransom: 500 L.

Equipment: Cultural weapons (including appropriate
missile weapon), herd animals worth 120 L, staff, herding

animal (typically a shadowcat or dog).

HUNTER
Hunters kill wild animals for meat, sinew, horn, and hide.
Hunters are experienced stalkers of mountain, wood, and
plain, culling bison herds, systemically killing local predators,
operating lines of traps for furs and so on.

Homelands: Grazelands, Old Tarsh, Prax, Sartar.

Occupational Skills: Animal Lore +30%, Scan +10%,
Lore (local) +10%, Track +30%, Conceal +10%, Hide +10%,
Listen +10%, Cultural Missile Weapon (pick type) +30%.

Standard of Living: Poor.

Base Income: 40 L.

Cults: Foundchild, Odayla, Orlanth, Waha, Yelm (Gra-
zelands), Yinkin.

Favored Passions: Love (family) or Loyalty (clan).

Ransom: 250 L.

Equipment: Cultural weapons (including appropriate
missile weapon), hunting animal (typically a shadowcat or

dog), snares, furs worth 120 L.

MERCHANT

Merchants ply the trade routes connecting the Lunar Empire

and the Holy Country. They can plan their trade seasons or

ADVENTURERS

caravans years in advance, and take advantage of financing
and bills of exchange. They might use loans to nobles to lever
special favors, or might find themselves being unbearably
extorted by the same.

Homelands: All.

Occupational Skills: Ride +10%, Customs (any) +10%,
Bargain +30%, Insight (Human) +10%, Speak Other Lan-
guage (any) +10%, Read/Write (any) +10%, Speak Other
Language (Tradetalk) +30%, Manage Household +30%,
Evaluate +30%.

Standard of Living: Free.

Base Income: Special (based on trade goods).

Cults: Issaries, Argan Argar, Eryries, Seven Mothers.

Favored Passions: Love (family), Loyalty (clan), or
Loyalty (tribe).

Ransom: 500 L.

Equipment: Writing equipment, fine clothes worth 40
L, cultural weapons, 500 L in goods, 150 L in coins, small
statuette of trade god, broad-brimmed leather hat (1 pt. pro-
tection), leather greaves (1 pt. protection), leather vambraces

(1 pt. protection), linothorax (3 pts. protection), staff.

NOBLE

Nobles live by the work of others. In return, nobles
coordinate, speak for, and protect their community. Rulers
and leaders often come to their position through merit, but
many noble offices tend to be hereditary. Nobles can be
surprisingly accessible, welcoming chances to display their
courage, prowess, generosity, and wisdom.

In Glorantha, many nobles are also priests. Among the
Orlanthi, chiefs and kings are also priests, and the martial
aristocracy called thanes evolved out of the priesthood in
the Second Age. During this time, it was discovered that an
armed militia of farmers and herders could be overcome by
a smaller band of elite troops. Chieftains chose their com-
panions to fulfill this martial role among the community
instead of the priests. It should be noted that thanes are
always thanes to someone else; such allegiances fit nicely
into the Orlanthi concept of loyalty to their chosen leaders.

Where nobility is also a priestly office, adventurers still
use the skills and equipment list given below.

Homelands: All.

Occupational Skills: Ride (any) or Drive Chariot +10%,
Insight (Human) +10% , Intrigue +10%, Read/Write (own)
+10%, Orate +30%, Manage Household +30%, Speak Own
Language +10%, Cultural Weapon (pick type) +30%, Cus-
toms (own) +10%, Shield (pick type) +30%.

Standard of Living: Noble.
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Base Income: Variable (most nobles have at least five
hides of land).

Cults: Ernalda, Orlanth, Seven Mothers, Waha, Yelm.

Favored Passions: Honor, Loyalty (leader) or
Loyalty (tribe).

Ransom: 1000 L.

Equipment: Bronze cuirass (6 pts. protection), bronze
greaves and vambraces (6 pts. protection), closed helmet (5
pts. protection), cultural weapons, two riding animals, noble
clothing worth 60 L, 200 L in coin, 450 L worth of jewelry,

vessels, and other luxury goods.

PHILOSOPHER
Philosophers can be found in urban centers throughout
Dragon Pass, seeking to understand the cosmos through
abstract reasoning. Many wander from city to city, supporting
themselves through teaching. Philosophers learn sorcery, and
start having mastered the understanding of one Rune and
one technique (see the Sorcery chapter). They also start with
three sorcery spells.

Homelands: Esrolia, Sartar, Lunar Tarsh.

Occupational Skills: Read/Write (any) +50%, (Sorcery
spell) +10%, Orate +25%, Lore (any) +30%, (Sorcery spell)
+20%, Library Use +10%, (Sorcery spell) +10%, Lore (any)
+10%, Meditate +20%.

Standard of Living: Free.

Base Income: 60 L.

Cults: Lhankor Mhy, Seven Mothers, Acolianism (see
page 389), Invisible God.

Favored Passions: Love (Wisdom)

Ransom: 150 L.

Equipment: Writing implements and materials (with
small wooden carrying case), blank parchments worth 50
L, one or two philosophical works, a bronze dagger, walking

staff, small portable platform, robes, 50 L in coin.

PRIEST
A priest is a specialist in using Rune magic for the benefit of
the cult members. They are representatives of their deity and
their cult forms the focus of their life. Some priests (popularly
called Rune Priests) are fully supported by the resources of
their temple (which often is treated as their own property).
Other priests are “part-time” and their activities only
partially supported by the resources of the temple. These
priests are popularly called “God-talkers,” and often support
themselves, at least in part, through a second occupation.
An adventurer can become a priest only if they meet the

requirements for acceptance. However, adventurers whose
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parents were priests or are priests in training use the skills
and equipment lists given below.

Homelands: All.

Occupational Skills: Any cult skill +10%, Lore (Culc)
+30%, Dance +10%, Read/Write (own) +10%, Orate +10%,
Manage Household +10%, Sing +30%, Worship (deity)
+30%, Meditate +10%.

Standard of Living: Noble.

Base Income: Variable (depends on temple’s resources
but most priests have at least five hides of land).

Cults: All (except Daka Fal, Eurmal, and Waha).

Favored Passions: Devotion (deity) or Loyalty (temple).

Ransom: 1000 L.

Equipment: Open helmet (4 pts. protection), heavy
scale hauberk (5 pts. protection), cuirboilli greaves and
vambraces (3 pts. protection), artifacts and regalia of deity,
noble clothing worth 60 L, cultural weapons, one riding
animal. 160 L in coin, 450 L worth of jewelry, vessels, and
other luxury goods.

Requirements for Acceptance: As per God-talker, Rune
Priest, or Rune Lord (see these in the Cults chapter). If the
adventurer does not meet these requirements, they are serving as

an assistant priest or are the favored kinsperson of a Rune Master.

SCRIBE

Literacy in Glorantha is largely confined to a small elite of
nobles, priests, and scribes. Scribes serve as the equivalent
of common civil professions—Ilawyer, teacher, bureaucrat,
accountant, engineer, scholar, and so on—and are typically
in the service of a Knowledge Temple or as part of the
household of a ruler.

Homelands: All (Prax is only Pavis).

Occupational Skills: Speak (any) +10%, Lore (any)
+30%, Bureaucracy +30%, Lore (any) +10%, Customs (any)
+30%, Read/Write (any) +30%, Library Use +10%, Read/
Write (own language) +50%, Evaluate +10%.

Standard of Living: Free

Base Income: Depends on occupational skill used:
Bureaucracy = 200 L base income; Alchemy or Customs =
160 L base income; Read/Write = 120 L base income.

Cults: Lhankor Mhy, Seven Mothers.

Favored Passions: Loyalty (temple) or Loyalty (tribe).

Ransom: 1000 L.

Equipment: Writing implements and materials (with
small wooden carrying case), three bundles of reports and
notes worth 100 L, blank parchments worth 50 L, a tin disk
carved with the calendar, an old letter of introduction from

a senior scribe, a bronze dagger, 80 L in coin.



THIEF
Though members of every culture steal, only civilized
lands have enough people to support internal predators.
A professional thief likely follows one or more of these
professions: burglar, cutpurse, henchman, pimp, pitchman,
racketeer, or smuggler.

Homelands: Esrolia, Lunar Tarsh, Sartar.

Occupational Skills: Climb +10%, Devise +10%, Dis-
guise +30%, Sleight +30%, Fast Talk +30%, Hide +10%,
Lore (local) +10%, Move Quietly +30%, Cultural Weapon
(pick type) +15%.

Standard of Living: Poor.

Base Income: 30 L.

Cults: Eurmal, Orlanth, Lanbril.

Favored Passions: Love (family) or Loyalty (gang).

Ransom: 250 L or none.

Equipment: Lock picks, jimmy, other appropriate tools,
appropriate light one-handed weapon, mask, 20-meter rope
with grapple, sack, hooded lantern, 30 L in coin, secret

thieves mark.

WARRIOR

Professional warriors are the bodyguards and personal
retinues of nobles and priests. Others are mercenaries
who hire themselves out to various employers throughout
Glorantha. War is their profession, for they do not need to
till fields or tend animals. Warriors fight as either infantry
or cavalry, which in turn can be divided into Heavy and
Light, as determined by weapons and armaments. With each
type of warrior, pick (or randomly determine) the weapon

combination used.

Types of Warriors

Heavy Infantry

These warriors specialize in heavy weapons and armor,
sacrificing speed for shock value. They typically fight
in a phalanx.

To determine the unit weapons, pick one set or roll 1D6:

HeAvyY INFANTRY UNIT WEAPONS
D6 UNiT WEAPONS
1-4 TH Weapon (pick type) and Large Shield.

2H Weapon (pick type). Yelmalio cultists may use pike
and shield.

Note: Unit weapons are normally also cultural weapons.

5-6

Homelands: Lunar Tarsh, Esrolia, and Sartar. The Sun
Dome Temples are famed for their heavy infantry.

ADVENTURERS

Occupational Skills: Sing +10%, Scan +10%, Battle
+30%, All Unit Weapons (including shield) +25%, First
Aid +15%, Other Weapon (pick type) +25%, Listen +10%,
Tertiary Weapon +15%.

Standard of Living: Free.

Base Income: 60 L.

Cults: Argan Argar, Babeester Gor, Humakt, Seven Moth-
ers, Yelmalio.

Favored Passions: Honor, Loyalty (leader) or
Loyalty (unit).

Ransom: 500 L.

Equipment: Heavy scale hauberk (5 pts. protection) or
disk plate cuirass (5 pts. protection) and studded leather
skirt (3 pts. protection), plate greaves and vambraces (6 pts.
protection), closed helmet (5 pts. protection), appropriate
weapons, 1D3 distinctive scars, sleeping roll, good clothing,
20 L in coin, war booty worth 2xD100 L.

Light Infantry

These are skirmishers and missile users, scouts and foragers.
They are often used as a skirmishing screen ahead of
the main army.

To determine the unit weapons, pick one set or roll 1D6:

LIGHT INFANTRY UNIT WEAPONS
D6  UniT WEAPONS
1-2 Sling, TH Weapon (pick type), Small Shield.
3-4  Javelin, TH Weapon (pick type), Medium Shield.
5 Self Bow, TH Weapon (pick type), Medium Shield.

6 Throwing Axe, TH Weapon (pick type), Medium Shield.

Homelands: Esrolia, Sartar, Old Tarsh, Lunar Tarsh.

Occupational Skills: Battle +30%, Hide +10%, First
Aid +15%, Move Quietly +10%, Survival +10%, All Unit
Weapons (including shield) +25%, Listen +10%, Other
Weapon (pick type) +25%, Scan +10%.

Standard of Living: Free.

Base Income: 60 L.

Cults: Babeester Gor, Humakt, Maran Gor, Orlanth
Adventurous, Orlanth Thunderous, Storm Bull.

Favored Passions: Honor, Loyalty (leader) or
Loyalty (unit).

Ransom: 500 L.

Equipment: Linothorax (3 pts. protection), cuirboilli
greaves and vambraces (3 pts. protection), composite helm (3
pts. protection), appropriate weapons, 1D3 distinctive scars,

sleeping roll, good clothing, war booty worth 2xD100 L.
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RUNEQUEST

Heavy Cavalry :
These mounted warriors engage in direct contact with the foe, ‘S",’A SAN A,S SAGAY

usually with lances, sometimes with swords, maces, or axes. Vasana is determined to be a Heavy

They are used for the charge, meant to break up infantry Cavalrywoman. She decides her unit used
formations and ride them down. Composite Bow, Lance, and 1H Weapon (she
To determine the unit weapons, pick one set or roll 1D6: picks Broadsword). She can pick one more
weapon at +20% and asks the gamemaster
if she can put that bonus towards a shield.
The gamemaster approves, so she applies the
bonus to her Medium Shield skill.
1 Composite Bow, Lance, TH Weapon (pick type). Because of her occupational skills, her
skills are now as follows (note that her skills
category modifiers have not yet been added):

HeAavy CAVALRY UNIT WEAPONS

D6 UNIT WEAPONS

2-5 Lance, TH Weapon (pick type), and Medium Shield.

6 Javelin, Lance, TH Weapon (pick type).

Agility (+0%): Ride (Bison) 45%.
Communication (+10%): Dance 15%,
Sing 30%, Speak Own Language
(Heortling) 50%, Speak Other Language
(Tradetalk) 10%.

Knowledge (+5%): Battle 70%,
Customs (Heortling) 30%, Farm 30%,
First Aid 20%, Herd 15%.

Magic (+10%): Spirit Combat 35%.
Manipulation (+5%): Dagger 25%, 1H
Axe (Battle Axe) 40%, 1H Spear (Lance)
40%, 1H Sword (Broadsword) 50%,
Composite Bow 40%, Javelin 20%, Large
Shield 25%, Medium Shield 50%.
Perception (+5%): Listen 35%,

Scan 35%.

B | O ) = ] O S R = R T | | ey s s e

=] LS L A

Her player decides that with an Honor of
90%, Vasana's favored Passions are high
enough, so she does not take any additional
Passions from Vasana’s occupation.

S L

Homelands: All. In Prax, the Bison, High Llama, Pol-
Joni, and Sable tribes all have Heavy Cavalry.

Occupational Skills: Battle +30%, First Aid +10%, Ride
(any) +35%, Listen +10%, All Unit Weapons +25%, Scan
+10%, Other Weapon (pick type) +20%, Sing +10%.

Standard of Living: Free.

Base Income: 60 L.

Cults: Humakt, Orlanth Adventurous, Orlanth Thunder-
ous, Seven Mothers, Storm Bull, Waha, Yelm (Grazelands).

Favored Passions: Honor, Loyalty (leader) or
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f Loyalty (unit).
,? Ransom: 500 L.
0:.' - Equipment: Heavy scale hauberk (5 pts. protection) or
E‘ A | disk plate cuirass (5 pts. protection) and studded leather
‘.\\! skirt (3 pts. protection), plate greaves and vambraces (6 pts.
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protection), closed helmet (5 pts. protection), appropriate
weapons, riding animal, 1D3 distinctive scars, sleeping roll,

good clothing, 20 L in coin, war booty worth 2xD100 L.

Light Cavalry

These mounted warriors are armed with missile weapons,
typically bows or throwing javelins. They skirmish with the
foe, withdrawing from any offensive only to turn around
and counterattack once the offensive is spent.

To determine the unit weapons, pick one set or roll 1D6:

LIGHT CAVALRY UNIT WEAPONS

D6 UNIT WEAPONS

1 Composite Bow, TH Weapon (pick type), Small Shield.
2-3  Composite Bow, Lance, TH Weapon (pick type).

4 Javelin, TH Weapon (pick type), Medium Shield.
5 Lance, TH Weapon (pick type), Small Shield.
6 Lance, TH Weapon (pick type), Medium Shield.

Homelands: All. In Prax, the Impala, Pol-Joni and Sable
tribes all have light cavalry.

Occupational Skills: Ride +35%, Listen +10%, Sing
+10%, Scan +10%, Battle +30%, All Unit Weapons
(including shield) +25%, First Aid +10%, Other Weapon
(pick type) +20%.

Standard of Living: Free.

Base Income: 60 L.

Cults: Humakt, Orlanth Adventurous, Orlanth
Thunderous, Seven Mothers, Storm Bull, Waha, Yelm (Gra-
zelands), Yelmalio.

Favored Passions: Honor, Loyalty (leader) or
Loyalty (unit).

Ransom: 500 L.

Equipment: Linothorax (3 pts. protection), cuirboilli

greaves and vambraces (3 pts. protection),

open helm (4 pts. protection), riding
animal, appropriate weapons, 1D3
distinctive scars, sleeping roll, good
clothing, war booty worth 2xD100 L.

ADVENTURERS

STEP 6:
CULT
Children become adults after a formal initiation ceremony,
parts of which are the most closely held magical secrets of the
community. Nearly every adult is initiated into the cult of a
specific deity. However, more important than being initiated
is the deity to which an adventurer is initiated.

An adventurer should start play as an initiate of a cult.
The player should select the cult of a deity that the adven-
turer has at least one Rune with a rating of at least 50% in
common with the deity.

As an initiate, your adventurer starts play with 3 Rune
points dedicated to that cult. Rune points measure the
connection between the cultist and the deity and determine
how much of the deity’s magic the cultist can call upon.

Additional points of POW can be sacrificed to increase the
number of Rune points (and Rune spells) at the start of play.

Each cult entry contains the following entries:

Runes: Only those Runes present on the adventurer sheet
are listed—many cults have additional Runes beyond this.

Cult Starting Skills: Each cult has starting skills taught
to its members. Add the listed skill bonuses to these skills.
Add an additional +20% to one of these starting skills and
+15% to another. In addition, all initiates start with the
following skill bonuses: Cult Lore (deity) +15%, Worship
(deity) +20%, Meditate +5%.

Suggested Special Rune Magic: Your adventurer can cast
all common Rune spells known by the cult. A summary list
of common Rune spells appears below.

Additionally, choose three special Rune spells available
to the cult and listed in this section of each cult description.
These are the special Rune spells your adventurer can use.
If your adventurer has sacrificed additional points of POW
to increase the number of starting Rune points, choose one
additional special Rune spell for each additional point of
POW sacrificed.

Not every spell available to the cult is listed—these are
suggested spells for starting adventurers. For more informa-
tion about the Rune spells available to the cult, refer to the
Rune Cults and Rune Magic chapters.

Cult Spirit Magic: If your cult teaches spirit magic,
choose 5 points of cult spirit magic. The spirit magic spells
taught by the cult are listed. An initiate can start with spirit
magic spells taught by an associated cult.

Cult Sorcery: If your cult teaches sorcery, you may start
with up to three sorcery spells from the cult’s list. If this

option is taken, you do not start with any cult spirit magic.
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RUNEQUEST

Favored Passions: An adventurer may take one favored

Passion at 60% or may increase one favored Passion already

E MAGIC

Common Rune magic is known to almost every cult. An
adventurer gains access to all common Rune spells available
| to the cult atinitiation—there is no need to gain each spell
| individually!

These spells can easily be divided into three categories:

increase above 100% because of this.

NIt EAT

Notes: Any special requirements or benefits gained by

the initiate are listed here.

O

Associated Cults: These gods are worshiped by the cult

in conjunction with the primary god. An initiate may learn

‘.P-l-

|
spirit magic from an associated cult. Associated cults listed g . BEEIis Abougehe Cults CORIBAN Culc Spiric, Divi-
i

nation, and Sanctify. These spells pertain to activities
common to every cult.

possessed by the adventurer by +10%. No Passion may |
l

in izalics are not detailed in this book. :
|

= Spells About Spells: Dismiss Magic, Extension, and
Multispell. These spells modify other spells.

ARGAN ARGAR

God of Surface Darkness . I"

Cult Starting Skills: Speak Other Language (Darktongue)

+20%, Read/Write (Darktongue) +15%, Sing +10%.
Special Rune Magic: Create Shadow, Dark Walk, Dis-

miss Darkness Elemental (small or medium), Enchant Lead,

= Generic Spells: Find Enemy, Heal Wound, Soul
Sight, Spirit Block, and Warding. These spells are so
common there is no need to gain each individually.

Spells using the Magic Rune (R) can be cast using any
Rune affiliated with the cult and god.

These Rune spells are known to most cults. Adventurers
know and can cast all these spells, as well as those specific
to their cults.

Safe, Summon Darkness Elemental (small or medium only),
and Suppress Lodril.
Cult Spirit Magic: Darkwall (2 pts.), Detect Magic (1
pt.), Glamour (2 pts.), Protection (var.), and Vigor (2 pts.).
Prohibited Spirit Magic: Light and Lightwall.

Favored Passions: Devotion (Argan Argar), Loy-

CommoN RUNE MAGIc SPELLS

SN SPELL RUNE POINT CosT

e d 2 H ) ISR i)
S ] S O R R S S

Command Cult Spirit 2 points
alty (temple).

Associated Cults: Ernalda Dismiss Magic 1 point

Divination 1 point

o S

Extension 1 point

BABEESTER GOR _I,
The Avenging Daughter D

=L

>3 i< Find Enemy 1 point
)| R Cult Starting Skills: 1H Axe +15%, 2H Axe :
1| PR | Heal Wound 1 point
i 4‘2., +20%, Intimidate +10%, Speak Other Language | .
] (Earthtongue) +10% . | Multispell 1 point

Special Rune Magic: Axe Trance, Berserker, Dismiss Sanctify 1 point
Earth Elemental (small only), Earth Shield, Shield, Slash,
and Summon FEarth Elemental (small only).

Cult Spirit Magic: Bladesharp (var.), Demoralize (2

pts.), Detect Enemies (1 pt.), Disruption (1 pt.), Heal (var.),

Soul Sight 1 point

Spirit Block 1 point
Warding

Strength (2 pts.), and Vigor (2 pts.). =/
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Favored Passions: Devotion (Babeester Gor), Loyalty

A e

3 I\ (temple), Hate (Oathbreakers). Healing Trance, Regrow Limb, Restore Health, Resurrect,
1 }5‘; . Notes: Only women can join. and Summon Healing Spirit.

';}l ::_E Associated Cults: Ernalda, Maran Gor. Cult Spirit Magic: Befuddle (2 pts.), Dullblade (var.),
j '!" Heal (var.), Light (1 pt.), Shimmer (var.), and Sleep (3 pts.).
= CHALANA ARROY Favored Passions: Loyalty (temple).

]I ﬁ'f’ Goddess of Healing I!l X Notes: Chalana Arroy cultists take an oath never to
1 '-1‘:- Cult Starting Skills: First Aid +20%, Treat Disease or Treat harm an intelligent creature or needlessly cause pain to any
g 4J:r' | Poison +15%, Sing +10%. living thing.

alf | Special Rune Magic: Comfort Song, Cure All Disease Associated Cults: Ernalda, Eurmal, Issaries, Lhankor

; pec g g, : , , ’

J i\! Cure Chaos Wound, Cure Poison, Harmony, Heal Body, Mhy, Orlanth, Storm Bull, Yelm.
3] ﬁ;; \ |
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DAKkA FAL
Ancestor Worship *
Cult Starting Skills: Speak Other Language (Spiritspeech)
+20%, Spirit Combat +15%, Sing +10%.

Special Rune Magic: Axis Mundi, Discorporation, Free
Ghost, Incarnate Ancestor, Restore Health, Resurrect (one-
use), Spirit Guardian, Spirit Melding, Summon Ancestor,
Summon Specific Ancestor, and Summon Spirit Teacher.

Cult Spirit Magic: All.

Favored Passions: Love (Family), Loyalty (Shaman).

Associated Cults: Odayla, Yinkin.

EIRITHA
Herd Mother X V
Cult Starting Skills: Understand Herd Beasts +20%, Herd
+15%, Sing +10%.

Special Rune Magic: Bless Animals, Dismiss Earth Ele-
mental (small or medium), Speak with Herd Beasts, and
Summon Earth Elemental (small).

Cult Spirit Magic: Farsee (var.), Heal (var.), Slow (1 pt.),
and Spirit Screen (var.). All initiates start with the Ignite spell
as an additional spirit magic spell that does not count against
their 5 points of starting cult spirit magic.

Favored Passions: Love (family), Loyalty (temple),
Loyalty (tribe).

Notes: Only female Praxians can join Eiritha’s cult.

Associated Cults: Ernalda, Storm Bull, Waha.

ENG1Zz1 . : Y &’
The Sky River Titan v

Cult Starting Skills: Boat +20%, Speak Other Language
(Boatspeech) +15%, Swim +10%.

Special Rune Magic: Breathe Air/Water, Dismiss
Water Elemental (small or medium), Fireshield, Strong-
net, Summon Naiad, and Summon Water Elemental
(small or medium).

Cult Spirit Magic: Coordination (2 pts.), Extinguish
(var.), Heal (var.), Mobility (1 pt.), River Eyes (1 pt.), and
Shimmer (var.).

Favored Passions: Loyalty (temple), Devotion (river god).

Associated Cults: Orlanth Thunderous.
ERNALDA

Earth Queen X D I!l

Cult Starting Skills: Dance +20%, Animal Lore +15%
or Plant Lore +15%, Sing +10%, Speak Other Language
(Earthtongue) +20%.

ADVENTURERS

Special Rune Magic: Absorption, Arouse Passion, Bless
Champion, Bless Crops, Bless Pregnancy, Charisma, Com-
mand Snake, Command Swine, Dismiss Earth Elemental
(any size), Earthpower, Gnome to Gargoyle (one-use), Heal
Body, Inviolable, Regrow Limb, Reproduce, Restore Health,
Summon Earth Elemental (any size), and Summon House-
hold Guardian.

Cult Spirit Magic: Befuddle (2 pts.), Demoralize (2 pts.),
Heal (var.), Second Sight (3 pts.), Shimmer (var.), Slow
(1 pt.), Strength (2 pts.), and Vigor (2 pts.). All initiates
start with the Ignite spell as an additional spirit magic spell
that does not count against their 5 points of starting cult
spirit magic.

Favored Passions: Devotion (Ernalda), Loyalty (temple),
Loyalty (high priestess).

Associated Cults: Argan Argar, Babeester Gor, Cha-
lana Arroy, Eiritha, Maran Gor, Orlanth, Storm Bull,

Yelm, Yelmalio.

EURMAL ®
The Trickster I L X R)
Cult Starting Skills: Dodge +20%, Fast Talk
+15%, Charm +10%.

Special Rune Magic: Illusory Motion, Illusory Odor,
usory Sight, Illusory Sound, Illusory Substance, Illusory
Taste, and Reflection. Plus, each shrine has its own special
Rune spell. See page 294.

Cult Spirit Magic: Varies with the shrine. Disruption (1
pt.), Glamour (2 pts.), Ignite (1 pt.), Shimmer (var.), and
Silence (1 pt.) are most common.

Favored Passions: Hate (Authority).

Associated Cults: Chalana Arroy, Issaries, Lhankor
Mhy, Orlanth.

FOUNDCHILD
Hunting God 1. Ill
Cult Starting Skills: Track +15%, Peaceful Cut
+20%, Sing +10%.

Special Rune Magic: Beastmaster, Draw Beast,
and Sureshot.

Cult Spirit Magic: Disruption (1 pt.), Mobility (1 pt.),
Multimissile (var.), Slow (1 pt.), and Speedart (1 pt.).

Favored Passions: Love (family), Loyalty (temple).

Associated Cults: Odayla, Waha, Yinkin.

75

?

[ L]

w p—

) 10 IR

.

SN
37

1
W
P
W
'
A
-
’
%
%
LA

2%
:

_.
A)
.

1)

(L

4

ot )
R

!"

12

=TT
=

=

T
w3

T

-

3
SR



By
N

',
A

R ey
TELY

-

J)

W QN

£,
)

N

PR

o dnin
EL]

=3

=/

.'ﬂ'f'Jl-'I

-~

=1}

s

7

OB,

D P

RUNEQUEST

HuUMAKT Y
God of Death and War 1.

Cult Starting Skills: 1H Sword (pick type) +20%, Other
Weapon (pick type) +10%, Intimidate +15%.

Special Rune Magic: Bind Ghost, Detect Truth, Morale,
Oath, Sever Spirit, Shield, Sword Trance, Truesword,
and Turn Undead.

Cult Spirit Magic: Bladesharp (var.), Coordination (2
pts.), Demoralize (2 pts.), Detect Enemies (1 pt.), Detect
Undead (1 pt.), Disruption (1 pt.), Fireblade (4 pts.), Heal
(var.), Parry (var.), Protection (var.), Repair (var.), Strength
(2 pts.), and Vigor (2 pts.).

Notes: Humakt initiates must take one of Humakt’s gifts
and its corresponding geas. See the description of Humakt
cult on page 296.

Favored Passions: Honor, Loyalty (temple), Devo-
tion (Humakt).

Associated Cults: None.

ISSARIES
God of Communication and Trade R’ I I l
Cult Starting Skills: Bargain +15%, Speak Other Language
(Tradetalk) +20%, Sing +10%.

Special Rune Magic: Create Market, Lock, Passage, Path
Watch, and Spell Trading.

Cult Spirit Magic: Countermagic (var.), Detect Enemies
(1 pt.), Farsee (var.), Glamour (2 pts.), Glue (var.), Mobility
(1 pt.), and Repair (var.).

Favored Passions: Loyalty (temple).

Associated Cults: Chalana Arroy, Eurmal, Lhankor
Mhy, Orlanth.

LHANKOR MHY Y
Lord of Knowledge

Cult Starting Skills: Read/Write (any) +20%, Lore (any)
+15%, Sing +10%.

Special Rune Magic: Analyze Magic, Clairvoyance, Find
(substance), Knowledge, Mind Read, Reconstruction, Trans-
late, and Truespeak.

Lhankor Mhy cultists may start with up to five points of
cult spirit magic or up to three cult sorcery spells.

Cult Spirit Magic: All Detect Spells (1 pt. each) and
Farsee (var.).

Cult Sorcery: Cultists trained in sorcery start as having
mastered the principles of the Truth Rune and the technique
of Command (see page 381). They may add +25%, +10%,
and +10% to any three spells chosen from the following
list: Enhance INT, Identify Otherworld Entity, Geomancy,

76

Logical Clarity, Logician, Reveal Rune, Solace of the Logical
Mind, Speak to Mind, or Total Recall.

Favored Passions: Loyalty (temple).

Associated Cults: Chalana Arroy, Eurmal,

Issaries, Orlanth.

MARAN GOR
The Earthshaker D I 1'
Cult Starting Skills: 1H Axe (pick type) or Mace +20%,
Dance +20%, Intimidate +10%, Speak Other Language
(Earthtongue) +10%.

Special Rune Magic: Blast Earth, Command Dino-
saur, Create Fissure, Dismiss Earth Elemental (small or
medium), Shake Earth, and Summon Earth Elemental
(small or medium).

Cult Spirit Magic: Befuddle (2 pts.), Bladesharp (var.),
Bludgeon (var.), Demoralize (2 pts.), Disruption (1 pt.),
Dullblade (var.), Heal (var.), Ironhand (var.), Strength (2
pts.), and Vigor (2 pts.).

Favored Passions: Devotion (Maran Gor), Loy-
alty (temple).

Notes: Any can join, though males cannot become Rune
Priestesses, and only eunuchs can become God-talkers.

Associated Cults: Babeester Gor, Ernalda.

OpAyLA
Bear God 6 V
Cult Starting Skills: Track +15%, Peaceful Cut
+20%, Sing +10%.

Special Rune Magic: Bear’s Skin, Bear’s
Strength, and Claws.

Spirit Magic: Detect Life (1 pt.), Disruption (1 pt.),
Heal (var.), Mobility (1 pt.), Protection (var.), Slow (1 pt.),
Speedart (1 pt.), Spirit Screen (var.), and Strength (2 pts.).

Favored Passions: Love (family).

Associated Cults: Daka Fal, Foundchild, Orlanth, Yinkin.
Storm King, God of Farmers, 6 R)
Warriors, and Kings

Cult Starting Skills: Orate +15%, Speak Other Language
(Stormspeech) +20%, Sing +10%.
Special Rune Magic: Dismiss Air Elemental (small or

ORLANTH

medium only), Increase/Decrease Wind, Summon Air Ele-
mental (small or medium only), Summons of Evil, and Wind
Warp available to all subcults. Each subcult has additional

special Rune magic spells



Cult Spirit Magic: Bladesharp (var.), Demoralize (2
pts.), Detect Enemies (1 pt.), Disruption (1 pt.), Heal (var.),
Mobility (1 pt.), Protection (var.), and Strength (2 pts.).

Favored Passions: Devotion (Orlanth), Hate (Chaos),
Honor, Loyalty (temple).

Special Note: Orlanth has two major subcults: Adven-
turous and Thunderous. The player must pick the subcult
their adventurer belongs to. See the description of these
cults, following.

Associated Cults: Chalana Arroy, Ernalda, Eurmal, Issar-
ies, Lhankor Mhy, Odayla, Storm Bull, Yinkin.

Orlanth Adventurous (Warrior Subcult)
Spirit Magic: Fanaticism, Protection.

Special Rune Magic (Adventurous subcult only): Dark
Walk, Earth Shield, Flight, Leap, Lightning, Mist Cloud,
Shield, and Wind Words. There is also an all-female vari-
ant of the Adventurous subcult called Vinga Adventurous,
which has access to all the above Special Rune Magic plus
the Fearless spell.

Special Note: Add +10% to any sword skill.

Orlanth Thunderous (Priest Subcult)
Spirit Magic: Extinguish, Second Sight.

Special Rune Magic (Thunderous subcult only): Cloud
Call, Cloud Clear, and Thunderbolt. An initiate of Orlanth
Thunderous has no limit to the size of Air Elemental that

can be Summoned or Dismissed.

Special Note: Add +10% to Dance.

SEVEN MOTHERS
Recreators of the Red Goddess 1' ® X
Cult Starting Skills: Speak Other Language (New Pelorian)
+20%, Read/Write (New Pelorian) +15%, Sing +10%.

Special Rune Magic: Dismiss Elemental (specific type
must be specified: no air elementals, small only), Dismiss
Lune (any size), Madness, Mindblast, Reflection, Regrow
Limb, Summon Lune (any size), and Summon Elemental
(specific type must be specified: no air elementals, small only).

Cult Spirit Magic: Befuddle (2 pts.) and Glamour (2
pts.) at the normal point cost. Any other spirit magic spell
at twice the normal point cost.

Favored Passions: Loyalty (temple), Loyalty
(Red Emperor).

Associated Cults: Red Goddess.

ADVENTURERS
STORM BuLL
The Chaos Killer 6 1' V
Cult Starting Skills: Cultural Weapon (pick type) +15%,
Sense Chaos +20%, Intimidate +10%.

Special Rune Magic: Berserker, Dismiss Air Elemental
(small only), Face Chaos, Impede Chaos, and Summon Air
Elemental (small only).

Cult Spirit Magic: Demoralize (2 pts.), Detect Enemies
(1 pt.), Dispel Magic (var.), Fanaticism (1 pt.), Heal (var.),
and Protection (var.).

Favored Passions: Devotion (Storm Bull), Hate (Chaos),
Loyalty (Storm Khan).

Notes: All Storm Bull cultists can learn the Sense Chaos
skill (see page 305).

Associated Cults: Chalana Arroy, FEiritha, Ernalda,
Orlanth, Waha.

WAHA
The Butcher % 1'
Cult Starting Skills: Peaceful Cut +20%, Spirit Combat
+15%, Sing +10%.

Special Rune Magic: Axis Mundi, Discorporation, Dis-
miss Earth Elemental (small only), Shield, Summon Spirit
of Law, and Summon Earth Elemental (small).

Cult Spirit Magic: Countermagic (var.), Detect Spirit
(1 pt.), Distraction (1 pt.), Heal (1 pt.), Protection (var.),
Second Sight (3 pts.), Slow (1 pt.), Speedart (1 pt.), Spirit
Screen (var.), and Vigor (2 pts.).

Favored Passions: Devotion (Waha), Loyalty (khan).

Notes: Restricted to male Praxians. Initiates may not learn
more than one point of the Heal Spell.

Associated Cults: Eiritha, Storm Bull.

YELM
The Sun Horse X O 1.
Cult Starting Skills: Ride +20%, Speak Other Language
(Firespeech) +20%, Sing +10%.

Special Rune Magic: Cloud Clear, Command Horse,
Dismiss Fire Elemental (small), Fight Disease, Shield,
Summon Fire Elemental (small), and Sureshot.

Cult Spirit Magic: Befuddle (2 pts.), Coordination (2
pts.), Detect Enemies (1 pt.), Disruption (1 pt.), Extinguish
(var.), Farsee (var.), Firearrow (2 pts.), Fireblade (4 pts.), Heal
(var.), Ignite (1 pt.), Light (1 pt.), Lightwall (4 pts.), Mobility
(1 pt.), Multimissile (var.), Slow (1 pt.), and Speedart (1 pt.).

Favored Passions: Honor, Love (Family), Loyalty
(temple), Devotion (Yelm).
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Notes: Restricted to male Pure Horse People. Members
of the cult must ride and herd only horses, and may not
practice agriculture. The god is called “Yu-Kargzant” by the
Pure Horse People, but is widely called “Yelm” by everyone
else. Female Pure Horse People usually worship the Feathered
Horse Queen, a representative of Ernalda.

Associated Cults: Chalana Arroy, Ernalda, Yelmalio.
YELMALIO

Sun God of the Frontier Q Y

Cult Starting Skills: Celestial Lore +15%, Speak Other
Language (Firespeech) +20%, Sing +10%.

Special Rune Magic: Catseye and Sunbright.

Cult Spirit Magic: Coordination (2 pts.), Detect Gold
(1 pt.), Farsee (var.), Lantern (1 pt.), Light (1 pt.), Lightwall
(4 pts.), and Repair (var.).

Favored Passions: Honor, Loyalty (temple), Devo-
tion (Yelmalio)

Notes: An initiate may take a gift and its geas from Yel-
malio (see page 308).

Associated Cults: Ernalda, Yelm.

YINKIN

Shadowcat God 6 V
Cult Starting Skills: Speak Other Language (Beastspeech)
+15%, Track +20%.

Special Rune Magic: Catseye, Charisma, Claws, and
Identify Scent.

Cult Spirit Magic: Coordination (2 pts.), Detect Life (1
pt.), Disruption (1 pt.), Glamour (var.), Heal (var.), Mobility
(1 pt.), Silence (1 pt.), Slow (1 pt.).

Favored Passions: Love (family), Loyalty (tribe).

Associated Cults: Daka Fal, Foundchild, Odayla, Orlanth.

STEP 7: PERSONAL
SKILL BONUSES

Adventurers have personal interests beyond that demanded

by their occupation, cult, and culture. Add +25% to any four
skills on the adventurer sheet, and +10% to five more skills.

No skill may be raised to above 100% in this step. If
your adventurer has a skill at 100% or greater through a
combination of base chance, history, boons, skill category
bonus, cultural skill bonus, occupational skill bonuses, and
cult skill bonuses, you cannot add additional personal skill
bonuses to that skill.

ADVENTURERS

+VASANA'S SAGA~

With her Air Rune of 90% and her Movement
Rune of 75%, Vasana’s player decides that
Vasana is an initiate of one of Orlanth’