Use of these tables will speed game play. They are grouped by color. Remove the center forms and use them as
masters with which to make copies for gamemaster use.
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RuneQuest ShlpSheet

ShipName Seaworthiness: 2 3 4 56
Hull Type 7 8 9101112131415161718
Owner/Sponsor 192021 222324252627 28 29 30
Year Built Age__ 3132333435 36 ( )
Length Capacity Hull Quality: 1 2 3 4 5 6 7
Beam Crew 8 91011121314151617 1819
Freeboard Draft 2021 222324252627 28293031

32333435363738(_____ )

Crew Members pay Cargo tons

Structure Points: 1 2 3 4 5
6 7 8 91011121314151617
18192021222324252627 2829
3031 32 3334353637 38 39 40 41
42 43 44 45 46 47 48 49 50 51 52 53
B e — 54 5556 57 58 59 60 61 62 63 64 65
Engine SR Range A%  Damage ENC AP 666768697071 727374757678
e e g T e e 798081 82 83 84 8586 87 88 89 90

/

Captain

S S B 91929394 95 ( )

RiineQuest Shlp Sheet

ShipName Seaworthiness: 2 3 4 5 6
Hull Type 7 8 9101112131415161718
Owner/Sponsor 192021222324252627 2829 30
Year Built Age___ 31323334 35 36 ( )
Length Capacity Hull Quality: 1 2 3 4 5 6 7
Beam Crew 8 910111213141516171819
Freeboard Draft 202122232425262728293031

32333435363738 ()

Crew Members pay Cargo tons

Structure Points: 1 2 3 4 5
6 7 8 91011121314151617
18192021 222324252627 2829
3031 323334353637 38394041
42 43 44 45 46 47 48 495051 52 53

Captain

__othersailors . misc_____ || 5455565758596061 62636465
Engine SR Range A%  Damage ENC AP 66 67 68697071 727374757678
— - :g ——— ———|| 798081 8283848586 87 88 89 90
. o T Tl 9192939495 ¢ )
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Personal Information

Equipment

ENC

Adventurer Name Player Name
Species
age

Culture

Gender: [J] Male [J] Female

Religion

Homeland/Clan

pennies
armor

Parent Occupation
Adventurer Occupations

Characteristics

Siz .
Siz =

STR ___
STR

CON ____
CON

current:
original:

Selected Attributes

Damage Modifier Move Rate DEX SRM

Skills

Agility
Boat (05)
Climb (40)
Dodge (05)
Jump (25)

Knowledge
Animal Lore (05)
Craft (10)

(——)

Evaluate (05)

+SIZ SRM

= MELEE SRM_

Manipulation

Conceal (05)

Devise (05)
Sleight (05)

Play Instrument (00)

Ride (05)

Swim (15) First Aid (10)

Throw (25) Human Lore (05)
Martial Arts (00)
Mineral Lore (05)
Plant Lore (05)

Read/Write Language (00)

Communication (____ )
Fast Talk (05)
Orate (05)

Sing (05)

Speak Languages
Own (30)

Shiphandling(00) ______ [
World Lore (05)

Magic Spells Known

Perception

Listen (25)

Scan (25)
Search (25)
Track (05)

Total ENC:

Stealth
Hide (10)
Sneak (10)

Magic Points:
3.4 8- 6
101112 13
17 : 38,19, :20
24 25 26 27

(Free INT

Ceremony (05)
Enchant (00)

31 32 33 S5&

Summon (00)

Fatigue Points:

Duration (00)
Intensity (00)

| R o W O -

| Multispell (00)

6 7 8

| Range (00)

1011 12

| Weapon Skills (A% mod___) (P% mod___)
| Weapon

Damage
O P%
Damage
O P%
Damage
O P%
Damage
O P%
Damage
O P%

| SR AP
‘ Weapon
| SR
'3 Weapon
SR
' Weapon
SR
Weapon
SR

O A%

0 A% AP

0 A% AP

0 A% AP

0O A% AP

Missile

Bate- .. (1A%, .
Missile

Rate ___ (JA%

Damage
O P%
Damage
O P%

Shield
SR

Damage
O P%

0 A%

17 19
24 26
31 33
38 40
45 47

Hit Points: 1
5= 67 8
2 ESE e IS
19-520 271-:22
26 27 28 29
33,54 .35 356

0]
7
14
21
28

35

1
8
15
22
29
36

Hit Location Table

humane

yid

Melee Location Missile

1-04 R Leg

(subtract total ENC from Fatigue)

Attribute Tallies

2
9
16
23
30
37







Metal Armor Costs (complete

Large City Armor Prices

The wilds: metal armor unavilable. type small medium large X-large

Resafe gl o suits) bezainted 420 525 630 735
A o spaE UPavpablc, brigandine 3500 4400 5300 6200

Small City Armor Prices chainmail 3840 4800 5760 6720

type small medium large X-large lamellar 2900 3600 4300 5000

bezainted 420 525 630 735 plate r Sggg ?Zg f;‘z‘g ;’gig

brigandine* 8750 11,000 13,250 15,500 S i 4 i o r

chainmail* 9600 12,000 14,400 16,800 sca'e 192

lamellar 2900 3600 4300 5000

plate* 13,500 16,875 20,250 23,625

ringmail 880 1100 1320 1540

scale 1920 2400 2880 3360 Leather Armor Costs

*25% chance to find this metal armor.

(complete suits, all market)

ENC per Hit Location
Hit Location  Percent of Total ENC
Head 1/10
Arm 1/10 each
Chest 2/10
Abdomen 1/10
Leg 2/10 each

type small medium large X-large
cuirbouilli 180 225 270 315
soft leather 60 70 80 100
Adventurer's Gear Costs stiff leather 80 100 120 140
Standard Traveler's Pack: 50p
Waterskin (4 liters), 30m weak rope, peasant clothes, hand
axe, hammer, tarpaulin, fish hooks, fishing line, sack, cheap Weapons Costs
knife, bandages, cookware, blanket. The whole pack weight p
14 ENC. the : small large
¢ , -
Chain: 120p S;'l]le& chain (m) ‘;’;’;; n;::)‘ :;(y) “Z:O
A st.andard 10m»lor!g iron chain,‘ which is capable of sup- battleaxe (m) 600" 240* 100 100
porting a SIZ 60 weight. The chain weighs 14 ENC. bolas 50 50 50 50
Strong Rope: 45p boomerang, hunt 20 20 20 20
2 s 4 b A 30 30 30 30
SAl ;tandarc_i iOm Tf}l‘ber rope, \{vhxch is capable of supporting a bgz’r‘:?m"g 0:: 250 250 250 350
30 weight. The rope weighs 6 ENC. bow, long 350 350 350 150
bow, self 150 150 150 150
broadsword (m) 900* 350" 150 150
club, wood 4 4 4 4
dagger (m) 200" 80 33 33
Saddle Costs il il (m) 1440°  S76* 240 240
S e ail, 3-chain (m) 14400 576 240 240
type price the wilds/rural/S. city/L. city glad;u}: (m) X Jt;gg‘ 1%' (l)gg. ;%
knight's saddle 2500 na/05%/50% /100% oy Ragor A Gioa - e e
light saddle 200 na/25%/100% /100 % FaiEdlin 1500* 600* 250 250
nomad’s saddle 1000 15%/15%/05% /na hatchel Slooe 25 25 =5 e
hatchet (m) 150* 60 25 25
javelin 100 100 100 100
knife 10 10 10 10
lance (m) 9200°* 360 150 150
Tool Costs (all markets) mace, heavy 220 20 220 220
type cost type cost mace, light 100 100 100 100
awl 2 lantern® 35 pike (m) 390* 156 65 65
axe, wood 35 lamp oil* (liter) 4 pilum (m) 750" 300 125 125
5-hour candle 1 scythe 10 poleaxe (m) 900" 360 150 150
hammer 5 sickle 15 quarterstaff 1 1 2 5
hatchet 15 spade 20 sling 10 10 10 30
hoe 5 5-hour torch 1 sling, staff 10 10 10 80
knife 5 spear, 1H short 20 20 20 20
£ i Iy i dcits spear, 2H long 30 30 30 30
available only in towns and cities. swiRts Bastind T 1380° 800* 230 230
warhamimer (m) 900" 360 150 150
war maul (m) 900 360 150 150
4 = *25% availability in the wilds; 50% in rural.
Domestic Animal Costs
the wilds/
animal rural small city  large city
burva 500 $00 1250 Shield Costs
cat, common S 0.5 free
dog, common 0.25 0.25 0.25 the small large
:08' :unt‘ing o 5 20 20 type wilds rural city city
5 SUNHNE bre ba 190 100 buckler (wooden) 60 60 na na
horse, average 2400 2400 6000
: buckler (m) na 288 120 120
horse, racing na 10,000 + 15,000+ A
o 750 750 3750 heater (m) 360 144 60 60
i 4 hoplite (m) 900° 360 150 150
kite (m) 720° 288 120 120
target 120 120 60 60
target (m) na 375 150 150
viking round (m) 720 288 120 120
*50% chance of availability.
Armor Table
Armor ENC (total cost)
Armor Armor Cost Small Medium Large “Troll”
Type Points  per ENC (6-10) (11-15) (16-20) (21-25)
Clothes 0 varies 2.0(40) 2.5 (45) 3.0 (50) 3.5 (60)
Soft Leather 1 20p 3.0(60) 3.5 (70) 4.0 (80) 5.0 (100)
Stiff Leather 2 20p 4.0(80) 5.0 (100) 6.0 (120) 7.0 (140)
Cuirbouilli 3 45p 4.0(180) 5.0 (225) 6.0 (270) 7.0 (315)
Bgzaintgd 4 70 p 6.0(420) 7.5 (563) 9.0 (630) 10.5 (735)
Ringmail 5 110 p 8.0(880) 10.0 (1100) 12.0 (1320) 14.0 (1540)
Lamellar 6 200 p 14.0(2800) 18.0 (3600) 21.5 (4300) 25.0 (5000)
Scal_e 6 120 p 16.0(1920) 20.0 (2400) 24.0 (2880) 28.0 (3360)
Chammail 7 240 p 16.0(3840) 20.0 (4800) 24.0 (5760) 28.0 (6720)
Brigandine s d 200 p 17.5(3500) 22.0 (4400) 26.5 (5300) 31.0 (6200)
Plate 8 270 p 20.0(5400) 25.0 (6750) 30.0 (8100) 35.0 (9450)

Armor Cost by Piece

Armor Type
Material

Greaves (pair)
Leather

Hard Leather
Cuirboilli
Bezainted
Scale
Ringmail
Lamellar
Chainmail
Brigantine
Plate

Pants/ Trews
Leather

Hard Leather
Bezainted
Ringmail
Scale
Chainmail
Brigantine

Skirt
Leather
Hard Leather
Cuirboilli
Bezainted
Ringmail
Scale
Lamellar
Chainmail
Brigantine
Plate

Hauberk
Leather

Hard Leather
Bezainted
Ringmail
Scale
Lamellar
Chainmail
Brigantine

Byrnie
Leather
Bezainted
Ringmail
Chainmail

Cuirass

Hard Leather
Cuirboilli
Scale
Lamellar
Brigantine
Plate

Sleeves (pair)
Leather
Bezainted
Ringmail
Chainmail

Vambraces &

Rerebraces (pair)
Hard Leather
Cuirboilli
Scale
Lamellar
Brigantine
Plate
Coifs/Hoods
Leather
Bezainted
Ringmail
Chainmail
Helms

Hard Leather
Cuirboilli
Scale
Lamellar
Plate

Cost by Size
Small/ Medium/ Large’ X-Large

24/28/32/36
32/40/48/56
72/90/108/126
168/210/252/294
768/960/1152/1344
352/440/528/612
1160/1440/1720/ 2000
1536/1920/2304/2688
1400/1760/2120/2480
2160/2700/3240/3780

30/35/40/45
40/50/60/70
210/262/315/368
440/550/660/770
960/1200/1440/1680
1920/2400/2880/3360
1750/2200/2650/3100

6/7/8/9
8/10/12/14
18/23/27/32
42/52/63/73
88/110/132/154
192/240/288/336
290/360/430/500
384/480/576/672
350/440/530/620
540/675/810/945

18/21/24/27
24/67/81/94
126/157/189/220
264/330/396/462
576/720/864/1008
870/1080/1290/1500
1152/1440/1728/2016
1050/1320/1590/1860

12/14/16/18
84/105/126/147
176/220/264/308
768/960/1152/1344

16/20/24/28
36/45/54/63
384/480/576/672
580/720/860/1000
700/880/1060/1240
1080/1350/1620/1890

12/14/16/18
84/105/126/147
176/220/264/308
768/960/1152/1344

16/20/24/28
36/45/54/63
384/480/576/672
580/720/860/1000
700/880/1060/1240
1080/1350/1620/1890

6/7/8/9
42/52/63/73
88/110/132/154
384/480/576/672

8/10/12/14
18/22/27/31
192/240/288/336
290/360/430/500
540/675/810/945




Range Cost Duration Cost Sorcery Spells
Range MP F :
8 ree Duration MP  Free Spell (qualifier
Cost INT In Mi pell (qualifier) :
n Minutes Cost INT Animate (Substance) Protective Circle
10 m 0 0 10 0 Apprentice Bonding—(ritual) e
20 m e 1 20 0 T ) (Sense) Projection
40 m S 2 e | 1 Binding Enchantment—(ritual) (Beme) Gubstancel
sl 40 47 2 CastBack Sh_apechange (Species) to (Species)
160 +3 3 80 (1 hour+ ) +3 3 Create Basilisk Skin of Life
m +4 4 160 (2 hours+) o 4 Create Familiar (Characteristic) zmother :
320 m +5 5 320 (4 hours+) +5 s Create Vampire S:;: ;‘{"afﬂ‘x Enchantment —(ritual)
640 m Damage Boostin ell Resistance
1.28 km ig 67, 640 (10 hours+) +6 6 Damage Resistangce :pm' R's'is"‘“"
256 k 1280 (21 hours+) +7 7 Diminish (Characteristic except INT/POW) Yrpetaction
. B -8 8 2560 (1 day +) +8 8 Dominate (Species) Strengthening Enchantment —(ritual)
5.12 km +9 9 5120 (3 days +) +9 o Drain ;ummon (Creature)
R ap (Ch, istic)
;gig ll:: -_::'i(l) 12 10240 (1 week +) +10 10 :E:]r;hance(Charauenshc except INT/POW) Telipalhayracterlst <
: 20480 | s
4096 km +12 12 409601 Ei Joar S ot =i i Wounds
81.92km +13 13 81920 (8 weeks+)  +13 13 i s
163.84km +14 14 163840 (16 weeks+) +14 1 Hinder
327.68km +15 15 327680 (32 week . ey
655.36 k weeks+) +15 15 Homing Circle
: m=sh16 - 16 655360 (1 year+) G Lo et . Immortalit
;21072 km +17 17 1310720 (2 years+ ) +17 17 Magic Poiny( Matrix Enchantment—(ritual)
21.44km +18 18 2621440 (5 years+) i8-8 Mystic Vision
5242.88km +19 19 5242880 (10 years +) +19 19 Neutralize Magic
10485.76 km K Palsy
+20 20 10485760 (20 years+)  +20 20 Phantom (Sense)
Common Divine Spells  Exension Sk
Spell POW Cost Find Enemy 1 l:,::: SOUd Crl‘;ar 1 point
0O 1 9
Armoring Enchantment ritual Find (Substance) 1 point Crer:::a Ghoﬁmnes) 1 point
Binding Enchantment ritual Heal Wound 1 point ook 1 point
Dismiss Magic s Magic Point Matrix Enchantment  ritual Float o
Diviese 1 point Mindiink 1 point Heal Body =i
Excommunication ritual Sanctify 1 point Illusory Motion 1 2pia
Soul Sight dnaink 1 point
Spell Matrix Enchantment ri:::lln musory Qdor Lpaint
Spellteaching ritval m:sory g’shl 1 point
Ceremony Time to Skill Spirit Block s ot m‘;g S::;‘:m 1 point
: Strengthening E.nchankmem ritual fiiisory Taste ; pofnt
Duration  Roll Duration  Roll a‘;m:‘"“ (Species) ritual Lightning . p°f":
arding 1 point PE
1 106 144  11D6 Worship (Dei 2 N 2 po
p (Deity) S y points
377 H 29,8 ection 1ol
: e T T Special Divine Spells Regrow Limb e
23 5Dé 987 15D6 Spell POW.Cost :estom Health 1 point
. 6D6 1597 16D6 Absorption 1 point o 3 points
7Dé 2587 17D6 Berserk e 1 point
34 8D6 4181 18D6 Bless Crops g s 3 points
55 9D6 6768 19D6 Breath Air/Wa o et 1 point
ter 2
8  10D6 10949 20D6 Cloud Call L, - R v 3 points
X poin W 3
When augmenting the changes of a non-ritual spell, the left R a0
column number is melee rounds of time. When augmenting
tl';et ‘changes of a ritual spell, the left column number is hours
of time.
Spirit Spells
Spell Value g:::‘"“' iner
g iab!
su Armoring Enchantment ritual Heal ::::b::
mmons Encounters Befuddle 2 points Ignite S oalnE
Binding Enchantment i b
8 ritual Ironhand variable
1D100 E ladesharp variable Light 1 point
= B";":A"' o INT  POW gludsﬂ;n _ variable Lightwall 4 ‘;ths
B -t e e g Magic Polni bt Enchantment. — ricos!
08 5 =5 3Dé 3Dé6+6 ; van-able Mindspeech bl
17 disease spirit =3 Countermagic B
P 3D6+6 variable Mobility variable
18-37 elemental = . Darkwall < Y
e varies - 2 poifits Multimissile variable
ghost 2D6+6 6D6 Demoralize 2 points Protection e
58-61 hellion 4D6  3Dé+6" Detect Enemy 1 point Repair -
62-66 healing spirit = 4Dé Detect Magic 1 point Second Sight ;am :
67-71 intellect spirit ~ 1D6  2D10 Detect (Substance) 1 point i gres
72-76 e et Dispel : Pe Shimmer variable
agic spirit 3D6 4D6+6 ispel Magic variable Slow iabl
77-81 passion spirit = 3D6+6 Disruption 3.point S i S
82-86 nymph P Dullblade variabl : . it
2 e pends on type riable Spell Matrix Enchantment ritual
87-9 3
1 power spirit = 2D6+3 Endurance variable Spirit Sci g
92-96 spell spirit r spell 3D Extinguish s i variable
: per spell 3Dé6 riable St h -
97-00 wraith 2D6+6 SD6+6 Fanaticism S pengt variable
*This refers to the hellion’ ; Farsee vpél:l SEAT Bt Fockihotag ritual
bl m(.,a i ce : llton s CON, which is also equal to its Fiaarraw Zar:int: S{xmmon (Species) ~ithal
gic points. i 2 zoims st‘or” variable
Visibility 2 points







Attack, Parry
and Dodge Results

Attack: an adventurer can make one attack and
one parry during a melee round, unless attacker’s
weapon skill is greater than 100%, or if he is using
two-weapon use rules.

miss no damage; attacking weapon may
bedamaged by parrying weapon.

fumble  no damage; attacking weapon may
be damaged by parrying weapon;

attacker suffers effects of roll on

weapon absorbs current AP in dam-
age. If weapon AP exceeded by
damage then AP reduced by one. Ex-
cess damage passes to defender’s
armor. Sword parry will do normal

simple

PB—Players Book MB—Magic Book

secH e, Missile / Melee Fumble Table or weapon damage to unsuccessful at-
critical  weapon does maximum possible pi Natural Weapons Fumble Table. tacking weapon.
::::;: m?:i?f‘iaef,ei g‘:\l::i ntgh;] :::‘L: Parry: One parrying weapon can be used against miss  any successfulattack hits.
and all but critical dodge results; one attack. Except for 2H weapons, no weapon fumble  any successful attack hits, plus
target suffers automatic knockback; used to parry can be used to attack in the same MR. defender suffers effects of roll on
critical parry will completely block success  result Parry Fumble Table.
critical attack. J = :
. d al q critical  stops critical attack, parrying wea- Dodge: Each point of ENC carried reduces dodge
special  weapon does r‘\or(;'n weapond.fz_zm- pon suffers no damage. C.he'ck skill by 1 percentile. Dodge is effective against all
age.p l_“s e ARENICC R knockback. $words, axesandsimilar attacks from a single source, but must be rolled
thrusting weapons (spear, short- weapons will do normal weapon i
Tes 5 gainst eachattack.
sword and missile weapons) (arrows, damage to unsuccessful attacking
sling stones will also impale); target weapon. success  result
;l:féeg:s:,;;:T:;;iﬁ:g:‘;:;itﬁpeclal special  viking shield, sai, and specially- critical avoidcritical attack.
constructed weapons entangle at- special  avoidaspecial attack.
simple  weapon does normal weapon dam- tacking weapon. Swords and axes or simple  avoidnormalsuccessful attack.
age plus user’s damage modifier. If similarly-bladed weapons will do miss  anysuccessful attack hits.
total damage is greater than target's normal weapon damage to unsuc- fumble  automaticnormal hitunlessrolled hit
SIZ, then target isknocked back. cessful attacking weapon. isbetter,
Aimed Blow (PB 48) that weapon knocked from user’s hand to dis- cannot replace severed or maimed limbs, cannot

Specify hit location to be hit during Statement of
Intent. On SR 10rollattack at 2 chance.

Damage (PB 40)

An adventurer will fall unconscious if only 1-2
total HP remain, and also loses all positive fatigue
points. He or she will die at end of MR if total HP
are equal to or less than zero. Damage Equals or
Exceeds Location HP (PB41):

Head: Adventurer unconscious. Lose all positive
FP. Make CON X 5orlose 1 HP/MR (blood loss).
Blood loss stops OR character can be Heroic if
CON X 1rolled (gain no experience).

Chest: Adventurer falls, cannot fight. Can crawl,
magically Heal, or use First Aid. Make CON X5
or lose 1 HP/MR (blood loss). Blood loss stops
OR adventurercanbe Heroicif CON X1rolled.

Abdomen: Both legs useless, adventurer falls.
May fight from ground. May magically Heal or
First Aid self. Make CON X5 or lose 1 HP/MR
(blood loss). Blood loss stops OR adventurer can
be Heroicif CON X1rolled.

Arm: Limb useless, drop item, continue standing
unless knockback. May magically Heal or First
Aidself.

Leg: Limb useless, adventurer falls. May fight
fromtheground, magically Heal or First Aid self.

geEq orE ds( Location HP

Head, Chest, or Abdomen: Adventurer un-
conscious, lose all positive FP and 1 HP/MR. No
CONroll, Heroicaction, orotheraction.

Limb: Limb is maimed or severed, adventurer is
unconscious. Lose all positive FP and 1 HP/MR
(blood loss). 1If CON X1 rolled can be Heroic,
will not stop blood loss. Must be Healed to +HP
within 10 MR or lost permanently. No more than
2% location HP can be done as damage to total HP.

Disarm (PB 58)

Attacker states that opponent’s weapon is target
of attack; opponent automatically parries if that
was his declaration during Statement of Intent.
Attacker retains normal success chance against
SR 0 weapons: he loses 10 percentiles against SR 1
weapons; 20 percentiles vs. SR 2 weapons; and 30
percentiles against SR 3 weapons. He has these
options:

Strike to Damage Weapon: each point of damage
in excess of weapon armor points reduces AP by
one. Purely thrusting weapons will not damage
other weapons.

Hit With Flat of Weapon: match rolled damage
vs. target's STR (or STR X1.5 if he uses 2H
weapon using resistance table. Success means

tance in meters equal to difference between
damage done and target's STR.

Entangle Target Weapon: entanglement occurs
when the user of awhip, lasso, flail, etc. achievesa
special result. Then match STR of attacker vs. STR
of target to wrench weapon from target’s hand.

Swordbreaker Tactics: usable with viking
shields, sias, and specially-made weapons (dou-
ble cost). User must achieve special parry result
with swordbreaker: success means either that at-
tacker’s weapon is entangled as above or match
swordbreaker user's STR vs. remaining armor
points of attacker's weapon usingresistance table.
Success indicates broken attacker weapon.

Fatigue (PB 43)

Total FP equals STR +CON. Subtract 1 FP for
each point of ENC carried or worn. Lose 1 FP for
each melee round of action, or each hour march-
ing, oreach 1.5 hoursriding. Subtract one percen-
tile from each skill roll, resistance table roll, or
characteristic roll for each negative FP. Reaching
a negative FP total equal to STR+CON causes
unconsciousness (exhaustion), Unconscious
character must recover to positive FP to awaken
1D3-1 FP regained per MR of rest (can ride, walk
1m/MR).

Grapple (PB 60)

Successful grapple skill use catches random hit
location (shield if defender makes successful
shield parry roll). Grapple attack is blocked if
defender succeeds in grapple or fist roll or
defender can dodge grapple attack. After initial
attack, base MR SR on combatant’s DEX alone
(do not include SIZ). A successful roll by each
cancels the other's action. A solely successful
grapplermay:

Throw Foe: match thrower's STR + DEX vs. op-
ponent’s SIZ+DEX on resistance table. Success
means that opponent must make DEX X5 roll or
suffer 1D6 damage to random location (armor
protects). Failure means opponent not thrown,
but attacker maintainsgrip.

Immobilize Limb: succeed in STR vs. STR roll.
Failure means that limb not immobilized, but
attacker maintainsgrip.

Healing (PB 42)

Healing removes damage. An impaled adven-
turer cannot be healed until impaled weapon is
removed. Natural Healing (PB 43): recover 1D3
HP per location per week. If adventurer is work-
ing while healing rate is 1D4-2 for each location.
Total hit point damage will heal after all hit loca-
tionsare healed.

First Aid (PB 75): can be used once per wound,

be used on adventurers with negative HP. One
melee round is needed to stop bleeding. Five melee
rounds and normal success heals 1D3 HP; special
success heals 2D3 HP; critical success heals
1D3+ 3 HP; fumble causes 1D3 additional dam-
age. Any other action by user during process sub-
tracts 2 HP from those healed. First Aid will work
against total hit point damage (asphyxiation,
poison).

Magic Healing (MB 21, 34, 51): can be used any
number of times against a wound. If used within
10 MR, any spell that restores HP immediately
can be used to cure a maimed or severed limb.
Spells will not work on total HP damage that is
unrelated to location damage; can be used on
adventurer suffering from negative HP if applied
before SR 10.

Knockback (PB 49, 56)
Every 5 points of damage in excess of target SIZ
knocks the target back 1 meter, target will fall
unless DEX X5 roll is successful. A special hit
automatically knocks a target back 1m/5 points
of damage regardless of SIZ.

Knockback Into Small Objects or People:
primary target must make second DEX X5;
secondary target must also make DEX X5. If
primary target suffered at least a 3 meter
knockback, both he and secondary person suffer
1D6 points of random damage per 5 meters to be
traveled (i.e. 1D6 damage per 25 points of
knockback).

Knockback Into Solid Objects: target suffers ad-
ditional 1D6 random damage per meter traveled.

Intentional Knockback: state intention to knock-
back; at fist-attack SR attacker matches his
STR +SIZ vs. SIZ+DEX of target. If successful,
treat attacker STR+SIZ as if weapon damage.
Unsuccessful attacker is knocked back as if
defender SIZ + STR isweapon damage.

Martial Arts (PB78)

User must roll D100 less than both natural
weapon skill percentile and martial arts skill
percentile. Martial arts doubles natural weapon
damage (roll twice the dice); it does not affect
user’sdamage modifier.

Other Melee Maneuvers

PB62 Area-Effect Attacks PB47 Multiple Activities
PB57 Close Combat PB59 Opportunity Melee
PB53 Darkness PB62 Overhead Blow

PB59 Disengaging PB52 SetSpearvs. Charge
PB64 MissileFireIntoMelee PB51 StunDamage

PB65 MissileFire Vertically PB62 Sweep Attack

PB51 Mounted Combat PB59 Two-Handed Weapon
PB59 Movingand Melee PB59 Two-Weapon




