W T VLT e e P

OURVANDT - AYaP L @XOIOXIIOELHR® A

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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Combined Melee Weapons

and Parry Weapons Fumbles Dropped Oil Lamp Table
refl DO rigsilt
D100 Nature of Fumble, Effect on Fumbler 01-30 Lightisextinguished: lamp isunharmed.
31-70 Lamp continues to burn unharmed;
01-05  Losenext parry. roll for random beam direction
06-10 Lose next attack 71-75  Lamp breaks and is no longer usable.
11-15  Lose next attack and parry, E;"C'k!;";‘i* ki “’Ef_l”“’- l““;“‘s
1620 Losenextattack, parry, and Dodge. e
21-25 Lose next 1123 attacks. 7685 Lamp breaks irreparably and spreads
26-30  Losenext 13 attacks and parries, f’w'}_m";“ S s slick surface,
31-35  Shield strap breaks: shield immediately falls. 8600 Lamp b spreads buming oil
36-40  As31-35above, and also lose nextattack. across floor; treat flames as a small
41-45  Armor strap breaks: roll for hit location from where the armor fell. fireee T he World chaprert,
46-50  Armorstrap breaks: as41-45 above, and also lose next attack and parry.
51-55  Fall; lose parry and Dodge this round, and take 13 melee rounds to get up,
56-60  Twist ankle: halve movement rate for 50010 melee rounds.
61-63  Twistankle andfall: apply both 51-55 and 56-60 above,
64-67  Vision impaired: lose 25 percentiles from attacks and parries; fix helmet or clear eyes in 1D3 unengaged
melee rounds.
6870 Vision impaired: lose 50 percentiles from attacks and parries; fix helmet or clear eyes in 126 unengaged
melee rounds.
71-92  Vision blocked: lose all attacks and parries; fix helmet or clear eyes in 1D6 unengaged melee rounds.
73-74  Distracted: foes attack at + 25 percentiles effectiveness for next round.
7578  Attack—weapon dropped: recover in 1D2 melee rounds.
Parry —parrying weapon or shield dropped: recover in 1D2 melee rounds.
79.82  Attack—weapon knocked away: roll 1D6 meters for distance, 108 for compass direction, and recovery time
of 103 + 1 melee rounds.
Parry—parrying weapon or shield knocked away: roll 1D6 meters for distance, 108 for compass direction,
and recovery time of 1D3 + I melee rounds.
8386 Attack—weapon shattered: 100% chance if unenchanted, subtract 10 percentiles from chance per point of
spirit magic orsorcery on weapon; subtract 20 pe reentiles from chance per point of divine magic on weapon,
Parry—parrying weapon or shield shattered: 100% chance if unenchanted, subtract 10 percentiles from
chance per point of spirit magic or sorcery on weapon: subtract 20 percentiles from chance per peint of
divine magic on weapon.
B87-8¢  Attack— hit nearest friend for rolled damage; hit self if no friend is near.
Parry—wide open; foe automaticaily hits for rolled damage.
90-91  Attack —hit nearest friend for maximun rolled damage; hit self if no friend is near.
Parry—wide open; foe automatically hits for rolled damage.
92 Attack —Hit nearest friend for maximum rolled damage and ignore any armor; hit self if no friend is near.
Parry—wide open: toe automatically hits for rolled damage.
93-95  Attack—hitself: do rolled damage.
Parry— wide open: foe automatically hits for rolled damage.
94-97  Attack—hit self; do maximum rolled damage.
Parry —wide apen: foe autormatically hits for rolled damage.
98 Attack —hit self: do maximum rolled damage and ignore any armor.
Parry—wide open: foe automatically hits for critical success with weapon.
0g Attack or Parry—blow it: roll twice on this table and apply both results.
oo Attack or Parry— blow it badly: roll three times on this table and apply all three results.

Missile Weapons Fumbles

2100

01-10
11-20
21-30
31-40
41-50
51-60
&l-65
B66-70
T1=73
7480
f1-85

Bo-89
00-92
03-94
93-98
So-00

Weapon strap breaks: lose melee weapon.

Armor strap breaks; roll Far hit location to determine which piece breaks and falls.

Armor strap breaks; as per entry 41-50, and neither initiate action nor parry in the next melee round.
Fallto ground.

Weapon shatters: 100% chance if unenchanted, —10 percentiles per point of spirit magic or sorcery on

Hit nearest friend: do regular rolled damage, [f no friend is near, apply as per entry 81-85.
Hit nearest triend: do impaling damage. I nofriend isnear, apply as perentry 81-85.

Hit nearest friend: do critical damage, If no friend isnear, apply as per entry 81-85.

Blow it: roll twice on this table and appiy both results.

Blow it badly: roll three times on this table and apply all three results.

Result

Lose next attack,
Lose next 1024 attacks.
Lose next 1123 melee rounds for any activity.

Vision impaired: lose 50 percentiles (rom all attack chances for 103 melee rounds.
Vision blocked: cannot see for 103 melee rounds;
Dirop weapon: weapon lands 106-1 meters distant

weapon; - 20 percentiles per point of divine magic on weapon.
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Shlp Sheet

ShipName —
Hull Type )
Owner/Sponsor -
Year Built Age__
Length _ Capacity
Beam __ _ Crew __
Freeboard _ Draft
Crew Members pay Cargo tons
Captain

othersailors misc.
Engine SR Hange A% Damage ENC AP

Seaworthiness: 2 3 4 5 8
7 8 91011121314 15161718
192021 222324252627 2829 30

31 32 33 34 35 36 ( et )

Hull Quality: 1 2 3 4 5 6 7
8 910111213141516171819
2021 222324252627 28293031
323334355637:38( )

Structure Points: 1 2 3 4 5
6 7 8 91011121314151617
18192021 222324252627 2829
3031 323334353637 38394041
42 43 44 4546 47 48 495051 5253
54555657 58596061 62 63 6465
666768697071 727374757678
798081 82 83 84 858687 888990
91 92 93 94 95 ( )

Rurwa.ﬁur . EYar

uest

Shlp Sheet

ShipName
Hull Type .
Owner/Sponsor
Year Built Age
length ___ = Capacity
Beam _ _ Crew __ e
Freeboard _ Draft Sl
Crew Members pay Cargo tons
Captain
othersailors misc
Engine SR Range A% Damage ENC AP

Seaworthiness: 2 3 4 5 6
7 8 9]0]]121.’514[5]6I?]8
192021 222324252627 28 29 30

313233343536 (__ )

Hull Quality: 1| 2 3 4 5 6 7
8 910111213141516171819
2021 222324252627 28293031
32 33 34 35 36 37-38 ( )

Structure Points: 1 2 3 4 5
6 7 8 91011121314151617
18 192021 222324252627 2829
3031 323334353637 38394041
42 43 44 45 46 47 48 49 5051 52 53
545556 5758596061 62 63 64 65
666768697071 727374757678
798081 828384858687 888990
91 92 9394 95 ( )
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Crew Members pay Cargo tons
Captain
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7 8 91011121314 15161718
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8 910111213141516171819
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798081 82 83 84 858687 888990
91 92 93 94 95 ( )
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Shlp Sheet

ShipName
Hull Type .
Owner/Sponsor
Year Built Age
length ___ = Capacity
Beam _ _ Crew __ e
Freeboard _ Draft Sl
Crew Members pay Cargo tons
Captain
othersailors misc
Engine SR Range A% Damage ENC AP

Seaworthiness: 2 3 4 5 6
7 8 9]0]]121.’514[5]6I?]8
192021 222324252627 28 29 30

313233343536 (__ )

Hull Quality: 1| 2 3 4 5 6 7
8 910111213141516171819
2021 222324252627 28293031
32 33 34 35 36 37-38 ( )

Structure Points: 1 2 3 4 5
6 7 8 91011121314151617
18 192021 222324252627 2829
3031 323334353637 38394041
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WRVANOt AYor PP X = 10 % 104+ a g -

Personal Information | Equipment ENC
Adventurer Name Flayer Name pennies
Species Homeland/Clan | armor
Age_ Gender: ] Male [ Female ParentOccupation
Culture Adventurer Occupations
Religion

Characteristics

| current: STR____ CON ____  SIZ
| original: STR___ CON ___ SIZ

Selected Attributes
~ | Damage Modifier Move Rate DEX SRM +SIZ SRM = MELEE SRM

Skills
Agility Knowledge (- 3 Manipulation
Boat (05) [ Animal Lore (05) __ Conceal (05)
Climb (40) I & | Craft {10 Devise (05)
Dodge (05) [ ] Sleight (05)
Jump (25) ~ L _— Play Instrument (00}
Ride (05) - ] Evaluate (05) L
Swim (15) ] First Aid (10)
Throw (25) Human Lore (05)

Martial Arts (00} Perception
Communication { Mineral Lore (05) Listen (25)
Fast Talk (05) sl Flant Lore (05) Scan (25) i
Orate (03} O Read/Write Language (00) Search (25) E. Total ENC:
Sing (05} ] Track (05) LU (subtract total ENC from Fatique)
Speak Languages | _—_— e

S £30) — L _ — Attribute Tallies

ooy O Shiphandlingiooy [ Hide {10} | Magic Points: ¢ T
(00) [l wWaorld Lore (05) i Sneak (10) 3y o8 8 7 B8
I\'Iagic .. Spells Known (FreeINT )l 17 18 19 20 21 22 23
Ceremony (05) 1 H 26 25 26 27 28 29 30
Enchant (00) S — : : I # 31 32 33 35 36 37
Summion {00) L | Fatigue FPoints:
: Duration (00) i |
| Intensity (00) | 3 1 =
= Multispell (D0) L H 9
| Range (00) L I — || 16

| Weapon Skills (A% mod ) (P% mod___ )| 25 24
= 30 31
37 38

44 45

Weapon — Damage _

| sk DA% OP%w_____
Weapon ___ Damage_ ; Lo :
5K OA%_____ [OP% — Hit Points:
Weapon _____  Damage S e I

| sk OA%___ OP% 12 13 14
{ weapon __ pamage 19 20 21
1SR__ A%____ [P% ) B Ar_ — 26 28
| Weapon Damage 2 - 33 35
| sk OA%____ OFP% : 7

Missile __ Damage
Rate ___ DA% ____ DOP%__
Missile ___ Damage
Rate ___ [1 A% I P%

Shield ____ Damage
O P%
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= 30 31
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44 45
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Range Cost Duration Cost Sorcery Spells
Range MP Free Duration MP Free Spefl fgualifier) Pratective Circlé
Cost INT In Minutes Cost INT .:ni:m.ll‘l! lﬁ;:_shs.r.‘;nrz) i Reseneeate
# rentice Bonding—(ritual) } PRk m i ]
10 m 0 a 10 0 0 ﬁf;u:mp,]i:mhan’l‘i\ﬂ‘m-—-(rllua|i' Fifj:f: ,r-:::l,l‘::::ﬁ,
20m +1 20 “+1 1 Binding Enchaniment—(rituall Shapechange (Speciss] t {Speclest
40 m +2 2 40 +2 2 Cadie Skin of Lite
0 m +5 s 80 (1 hour + ! +3 3 E:I::F:::II‘:r {Characteristic) %mmltm 5
160m - +4 4 160 (2hours+)  +4 4 st Varupive Sl
220m e e 320 (4 hours+) +5 5 Damage Boosting it
640 m +6 6 640 (10 hours+)}  +6 & Dramage Resistance Stupefaction
128 L‘ i} v g 4 7 1280 (21 hours + } +7 7 D'er“g‘"Cf'”‘f'”m""'””r" INT/ PO Srrenpthening Enchantmenl—irluall
2.56km . +8 8 2560 {1 day +) +8 8 gf;:m"' ) _-lf-_l-'lr-lllz_-;‘n iGrestuct)
5.12 km +9 9 5120 (3 da}'s +) +9 9 Enhance (Characteristic except INT/POW) -r:t.m‘.th‘:_ranﬂlslIU
10.24 km  +10 10 10240 {1 week +) =Rl 10 Fly Teleport
20048 km +11 11 20480 (2 weeks+)  +11 11 Koy et easianc) Teeat Wounds
409km +12 12 40960i(4 weeks +) 412 12 e Venerm
81.92km +13 13 81920 (8 weeks+)  +13 13 Hides
163.84 km +14 14 163840 (16 weeks+)  +14 14 Haldfast
327.68km +15 15 327680 (32 weeks+) +15 15 Homing Circle
65536 km +16 16 655360 (1 year+) +16 16 s i L
131072 km  +17 17 1310720 (2 years+)  +17 17 eSS
2621.44km +18 18 2621440 (5 years +) +18 18 Neutralize Magic
5242 8B km  +19 19 5242880 (10 years+ 241 L ) Palsy
10485.76 km +20 @ 20 10485760 (20 years+) +20 20 Phaniom (Sense)
Common Divine SPEIIS Extension 1 point Cloud Clear 1 peint
Spell POW Cost Find Enerry 1 point Command (Species 1 point
Armoring Enchantment ritual PiiAbEatince] X pn:mr S Lo ? pwj.nt
Bicidiig Brchanmant e He&I_Wnund b l_pmnr Fear 1 po!_nt
Disiniss Magic 3 point M_ag:.l'-‘ulnt Matrix Enchantment mua_l Float 1 paint
RS ¥ Mindlink 1 paint Heal Body 1 points
I DALE AR 1_P°'m Sanctifty 1 paoint Nusory Motion 1 point
SEEmARon il Soul Sight 1 paint Musary Odar 1 poving
Spell Matrix Enchantment rituzal Musory Sight 1 paint
Spellteaching ritual IMyusory Sound 1 paint
. Spirit Block 1 point Musory Substance 1 point
Ceremony Time to Sk'i!l Sfmn,gthening Enchantment n:p:;:!l !lJusog Taste 1 ;oim
o Rl D i Summon (Species) ritual Lightning 1 point
uration ol uration (o) Warding 1 point Madness  points
1 106 144 11D6 Warship {Deity} ritual ;ﬂ:;iblm i po'tntg
. P sthon 1 point
§ §€§ i‘;’? iig"g Special Divine Spells Regrow Limb 2 points
Restore Health 1 point
g ggg zég %;g: e PO Cost Resurrect 3 points
13 &6 1507 1606 Absorption 1 point Shield 1 point
i 21 “Dé 2587 17D& Berserk 2 points Sunspear 3 points
a4 s 4181 1806 Bless Crops 1 point Sureshot 1 point
55 ale 6768 1906 Breath Air/Water 2 poinls Thunderbolt 3 points
&g 1006 10949 W06 Cloud Call 1 point True (Weapon) 1 point
When augmenting the changes of & non-ritual spell, the left
column number is melee rounds of time. When augmenting
the changes of a ritual spell, the left column number is hours
of time, spirit Spe'lls Glamour vanable
Spell Value Glue variable
Armoring Enchantment ritual Heal variable
dd 2 points Ignite 1 paint
Summons Encounters :;}’::,-,.;‘"M,mm ,t:.; Iranhand variable
Bladesharp variable Light 1 point
12100 Erte ounter INT POW Bludgeon variable Lightwall : dpoints
: Control (Species) 1 pdrit Magic Point Matrix Enchantment  ritual
o1 Bad Man 20 35 Coordination variable Mindspeech variable
0207 dqlamon L e D6+ 6 AL, Naridble Mability variable
08-17 disease spirit —_ BU{: +6 Darkwall 1 poifits Multirnissile variable
18-37 elemental = varies Demaralize 2 points Pratection variable
3857 gi‘lolﬂ 2D6+6 606 Detect Enemy 1 point Repair variable
5861 hEJllOD o A& 3De+e" Detect Magic 1 paint Second Sight 3 points
Qah !1eahng SP‘T'E i 406 Dhetect (Substance) 1 point Shimmer variable
W Do k| Cir
77-B1 pasEionpsmriT - D648 S 1,1“.":; shesdat i T.w;“
B2-86 Aol debirids on tpe Dullblade i Speil Matrix Enchantment rltu_a
5 Endurance variable Spirit Screen variable
B7-a1 power spirit - 20643 Extinguish el Shesrtiis Cariable
ggﬁ f::itg?-.mm Egﬁsfil 35%2..'. & Fanaticism 1 point Strengthening Enchantment ritual
) Farsee variable Summon {Species] ritual
*This refers to the hellion’s CON, which is also equal to its Firearrow 2 points Vigor variable
armor and magic points, Fireblade 4 points Visibility 2 points




Wind Measurement Armor Points for Objects
STR ~ Result Arnor
02 Calm, noairmovement, Object il
36 Light air, little movement; will gutter a Light Wooeden Furniture 5

candle, may not blow it out. Light Wooden Door &
7-12 Breeze; easily blows out a candle. Heavy Wooden Furniture a

13-18  Light wind, Lower limit tor good sailing Heavy Wooden Door 8

in boats, Hut Wall &

19:24  Moderate wind. Dangerous to flving Fence Rail 12

creatures and may knock them down. Farmhouse Wall (wood & plaster) 15
Birds always roostin such wind. Postern Gate 20
25-30  Strong. wind. Menacing to average Large Stone 20
humans; may knock them down. Upper Loose Stone Wall 20
limit for sailing ships to endure. Adobe 25
3136 Fresh gale. Impossible for average Castle/ Town Gate ki
humans o remain afool, Waooden Fallisade 30

37-45  Whole gale. Mortared Stone/Brick Wall 35

46-5¢  Hurricane.

Cloud Cover
% coter | scaleiof cover possibile previp.

Q10 none (e 10mm

1i-20 scant clouds 11-20mm:

21-30 seattered clovds 21-30mm (17 + )

3140 stightly overcast 31-40mm
4150 moderately overcast 41-50mm (27}

5165 mostly overcast 51-65mm
66-80 completely overcast b6-B0mm (37)

3100 dense clouds, little BL-100mm 147}
light Wind /Sea Damage
Wirtd Dumage.  Average
Bleseription to Craft — Damage
Calm -
Temperature Light Air 1 1
iy Breeze 1033 2
temp. referance degrees in C Light Wind 1D6 3
water freezes [} Moderate Wind = 2[06+3 10
water boils 100 Strong Wind 4646 20
human optimal range 17427 Fresh Gale aD6+12 32
human-acceptable 10740 Whole Gale Do +24 66
human-survivable —20/45 Hurricane 10De+as - &7

Terrain Effects on Perception

Light Medizom Heauy
Scrub Bush Treds Scrub Bush Trees Scrub Bush Trees
=0 =10 =10 ~10 =20 =20 —15 —30 50

If ground is I;rokén. halve Search and reduce Scan by 25%
hefore subtracting the terrain percentile.

Terrain Effects on Stealth
Light Medium Hreavy
Scrub Bush Trees Scrub Bush Trees Sceub Busl Trees

Hide = +5 +10 +10: 410 +20 +20 +15 430 +50
Sneak ' —5 —10 =10 —10 ~20 —20 =15 —30 —350

iFterrain is flat, halve the Flide percentiles betore adding the
terrain meditier,

If terrain is broken, double the Hide percentiles betore
aiding the terrain modifier.

Definitions of Headings

Light: Mo more than one ilem of the terrain type per 2 square
meters. Mormal vision range possble except bor ihems of lerrain.
Medinm; Mo more than five items: of the térrain tvpe per 9
square meters, Vision range cut to half of normal by owverlapping
lerrain ifems,

Heavy: More thap five items of the terrain fype per @ sguare meters,
Wision range culto 25% of normal by overlapping terrainitems.
Scrubs Ground cover perhaps wasst high, mostly grass and light
Brush, I does not impedie movement.

Bush: Ground cowver up to slightly above man height, with many
dense clumps of brush, [t will reduce movement by 15% (o 505,
dependmg on density

Trees: Forest of trevs several man-heights high. [t will impede move
mend as Bushdoes: the trees can support hurman weghi

Daily Movement Rates

Rate™
S0 km/day

Notes

Assumes an average of
10 hours of steady
walking, on road or
path with no.en-
cumirering wagons/
animals

Marching in organized
groups for 10 hours,
ready to Fight at the
end of the rarch

Moving at a walk,
possibly accompa-
nied by pack Lrain or
wagﬂ:nﬁ

Unhindered by
wagons/ pack animals
at a disciplined walk-
trot-walk pace

Type
Hiking

Marching 30 km/day

Riding 30 km/ day

Cavalry S0 kmoday

‘speterraineffects guidelines, just below.

Terrain Effects Guidelines

Effects
Adds one day per km to cross
unless bridged or on a very
shallow ford. Gamemaster should
call for Swim skill rolls and World
Lore rolls.
Depends an density of vegelation,
Mo effect if on road or well-used
trail.
Light —slows movement to
855 ot normal,
Medium—slows movement to
70%: of normal.
Heavy --slows movement to
50% ot normal.
Slows movement to 70% of
normal.,
Slows movement-1o 30 % of
normmal

Terrain
Major River

Vegetation

Ralling Hills
Mountains

These conditions are cumulative, Example: il
acdventurers attempt cavalry movement through
medium vegetation onmountains, movementiscul
1o 30 % for meuntains, and'to 709 of that medified
amount for vegetation, Instead of 50 km/day.
movement willbe 11 3km/day (50km X 30moun-
tains = 15km ¥ 70medium vegetation = 10.5km
actual movement ratel.

Disease Effects
Failures Degree of Illness

0 none

1 mild: lose 1 characteristic point weekly
i acute; lose 1 characteristic point daily

3 serious; lose 1 characteristic point hourly

4+  terminal; lose 1 characteristic point / minute

Aging and Inaction

206 pointslost  2D6 points lost

2 4 7 naone
3 3 ] none
4 2 9 1

5 i 10 2
6 nong 11 i

12 4

1010 characteristic

1-2 —=15TR

34 -1 CON
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Improvement Summary

Mithod g Roll “Add: . Time

Experience” iDe 3 one adventure
plusapprox. |
game week,

Training iPe-2 2 hoursequal to
skill

Rissearch® 162 1 hours equal 1o
skill %

[OW Gain® 13 1 one adventure
plis apprax, 1
game week.

Character- 1031 nbne ciirrent chiarac

sttt feristic %25 hrs.
*Must have suceesshul experience increase roll
**Mayincrease by trdining arby research,







