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Foreword

Foreword

Over the last 12 years, during the creation of this game, the gaming
industry has changed greatly. When I began writing The World of
Synnibarr, there were relatively few games on the market; today
there are many, the majority of them quite good as far as their orig-
inality and production are concerned. However, the idea of high-
powered and multigenre gaming systems is just beginning to
emerge. People are showing a greater interest in games where
players’ characters can become as entertaining as their favorite
comic book characters or adventurers in their favorite novels. But
until now, no games have been published that responded to those
interests yet still maintained balance and playability.

Over the last decade, the Synnibarr gaming system has been
tested by thousands of players and hundreds of referees. So after
five revisions, from 1980 until now, I think we have finally got it
right. I hope you will agree.

The text is referenced in detail to simplify using this book; also,
five indexes have been added. _

The idea I want to convey is that Synnibarr is old but almost
completely unexplored. A devastating plague erased most of civi-
lization, and the world is just beginning to crawl out of the Dark
Age. A more advanced civilization has arisen again only within the
last 500 years. The greatest secrets of science were preserved, but
science has now acquired the status of a religion, giving mankind a
supertechnology that many consider occult in nature. This su-
pertechnology coexists with a medieval world in which some of its
population can manifest all kinds of supematural powers. When
combined with the mysteries and dangers of the lost civilizations of
the past, these elements make Synnibarr more than just a gaming
system; they create a place of constant wonder filled with a uni-
verse of entertainment.

—Raven c.s. McCracken, author

Editor's Rote

When I was first introduced to Raven McCracken, I was fairly set
in my ways as far as what kind of role-playing games I wanted to
play. Being a player and a referee for several different types of
games for more than 10 years, I thought I knew pretty much what I
wanted and what to expect from a gaming session experience.
Although initially I was a bit awed by the wide variety of strategies
and techniques involved and the amazing number of characters and
abilities, by my second time of playing the game, I was hooked! I
have been playing Synnibarr at least once a week since then. The
rules are such that any type of campaign setting can be played, from
swords and spells to lasers and starships to swords, spells, lasers,
and starships. Nothing is impossible.

In this book, we have tried to cover all the bases of role playing,
from allowing players the freedom to build their own characters to

explaining as many different elements and situations as is practical
to eliminate as much guessing on the part of the player as possible.
It’s all there in front of you. Even with a book as detailed as this,
you still have plenty of freedom to improvise. Using your imagina-
tion can only spur further creativity, itself an unlimited asset.

This second edition of The World of Synnibarr is substantially
revised and improved over the previous publications. It has been
completely reorganized so that you may easily find the relevant in-
formation needed during the course of the game.

Playing Synnibarr will open avenues in your imagination for
which you probably did not even know you had an address.

—Bryce Thelin, editor










Jntroduction

and because the avatar was a force of good,
it seemed natural to worship it. In this des-
perate hour of need, the people of Earth ap-
pealed to Aridius’s avatar. The avatar
replied, “I do not have the power to teleport
everyone on this planet across vast dis-
tances to another inhabitable world.
However, I can build you a ship, an ark that
will transport you all safely.”

So doing, the avatar used the first por-
tion of its power to pull Mars from its orbit.
Tt then set about hollowing and enlarging
the sphere until it had created a worldship
double the size in volume of Earth. The
avatar transformed the excess matter into
vegetation and oceans, both interior and ex-
terior. Then the organic electronic network
that would control the environment and
gravity internally and externally was em-
bedded within the 30-mile-thick skin cover-
ing the worldship’s surface. The avatar
named his creation the Worldship
Synnibarr, after the color of Mars, the
planet from which she was made and after
the color of her first sunset.

Within this planet, the avatar also cre-
ated a city with massive engines that would
run Synnibarr, with a hydrogen fusion
generator to provide unlimited natural light
and power to its systems. It named the city
The Womb, for it was to hold the seeds of
Earth. The avatar then rested for 3 months.

Legend says the reason the avatar cre-
ated Synnibarr from Mars was because the
people on Earth used to fight continually
over possession of territory. It decided to
teleport the people to a neutral world that
had no borders to force the people of Earth
to leave behind their nuclear weapons so
they would not destroy this new world.

After the avatar rested, it teleported all
the animals from Earth to the new world. It
then selected 400 men and women and
transformed them into adventurers who
were gifted with special powers and abili-
ties. Each class of adventurer had different
powers, yet each class was dependent on
the others for survival. It created these ad-
venturers to defend the seeds of Earth from
potential dangers.

During the generations of deep space
travel, the avatar knew that radiation could
possibly alter human and animal life. It also
knew that an alien race could discover
Synnibarr and attack. Therefore, to defend
the adventurers, it created a well-protected
city for them to live in and enclosed the
Worldship in a Werestorm to protect it dur-
ing its initial takeoff and while in flight.

After again resting for 3 months, the
avatar used its remaining power to teleport
every man, woman, and child on Earth to
their new home; most were transported to
the interior of the Worldship. It implanted a
suggestion in their minds as they were be-

ing transported: “Work in harmony and
survive.” Then the avatar went to sleep for
30,000 years, leaving the commencement
of the journey to the people.

By the time Synnibarr was finished and
ready to take off, the stellar storm was only
2 months away. But before Synnibarr could
depart, a child was born whose heart was as
black as hell itself. The young child was
born a Mutant. Her powers were unknown
and never fully understood.

After she was born, she aged to adult-
hood within 15 minutes. She appeared to be
drawn, for no known reason, to the fusion
reactor as a moth is to a light. Once in con-
tact with it, she attempted to draw and con-
tain its power, but this proved too much for
her abilities to handle; the resulting disaster
almost forestalled the launch of Synnibarr.

The great reactor was severely dam-
aged. It leaked deadly radiation that filled
the Center of the World, killing every seed
of Earth within it, except for 1,500 humans
near the Antarctic tunnel entrance. Had
these survivors not crossed the Antarctic
and sailed to the Terra Isles, Synnibarr
would have been vaporized by the energies
of Earth’s sun going nova.

By the time they reached the Terra Isles,
there was only 1 week left. To the humans
it seemed hopeless, and indeed it might
well have been if not for the courage of an-
other Mutant named Steelbreeze. His pow-
ers were Invulnerability and Super Speed.
He ran the distance between the Terra Isles
and the Antarctic and found and entered
The Womb. He then braved deadly radia-
tion and fought off several mutated mon-
sters until he reached the main control
room. There he repaired the damaged reac-
tor within the time remaining.

The central computer core had been in-
cinerated and several of Synnibarr’s inter-
nal systems were destroyed, causing the
self-repair systems to malfunction on a
grand scale. Consequently, the Werestorm
has never faded from around the Terra
Isles. However, the navigation computers
all remained intact and the reactor contin-
ued to produce enough power for the voy-
age. The internal and external environmen-
tal control systems were also all intact, with
only minor repairs needed.

However, when Steelbreeze started the
warp engines, he discovered Synnibarr had
been crippled. One engine was damaged
beyond repair, leaving her a top speed of
one-half normal velocity. At best, the jour-
ney would take at least 45,000 years.
Steelbreeze nevertheless started the drive
and piloted the Worldship out of harm’s
way. Such is the stuff of which adventurers
are made!

As Synnibarr crawled through space,
she was bombarded with various types of

radiation. The atmospheric systems on
board were functioning only at minimum
capacity. As a result, a small amount of
gamma radiation was released and mingled
with the radiations emitted by the damaged
drives and power plant within Synnibarr.
This caused the creation of the first drake-
type creature, the paradrake.

This creature was discovered by an
Alchemist whose name is known only to
his greatest creations—Lord Midnight and
the 72-headed chameleon hydra. This
Alchemist created several different species
of hydras and drakes, intending to build a
vast and powerful army. When he finished
his last two projects, he found that the fam-
ily of hydras were made all too well. They
had learned that he was not overwhelm-
ingly powerful after all, that inside he was
actually quite weak. In a surprise attack,
they dispatched their master and stole his
books of knowledge.

Using this acquired knowledge, the
dominating hydras (known as the midnight
sunstone hydras) granted the other hydras
and drakes the gift of intelligence and es-
tablished a strict social order. This order
lasted for 26,000 years, before The Great
Rebellion of the Drakes. This rebellion
came after the massacre, known as The
Purging, of 20 million innocent humans.
After the rebellion, the forces of Terra at-
tempted to annihilate the creatures but
without success. This conflict still contin-
ues today, 24,000 years later.

There have been six different attempts
to conquer Synnibarr: two by alien races,
three by Dark Lords and great evil powers,
and one by a group of evil mages and
Alchemists who founded the Forbidden
City. However, in all cases, their plans met
with defeat at the hands of some good ad-
venturers from Terra and elsewhere.

After her long voyage, Synnibarr en-
tered orbit around the Planet of Peace,
Shalom, her new home, where she has re-
mained without incident for 5,000 years.

Within the last 18,000 years, a genetic
plague struck the Worldship, affecting all
intelligent life forms. This disease severely
affected the intellects of its victims, reduc-
ing their intelligence levels to grossly sub-
normal and nearly destroying all of civi-
lization. A cure was finally found and the
plague eradicated. Along with the loss of
intelligence was the loss of many historical
records. However, the Dwarves and a few
other races managed to preserve their
archives.

And so this world exists, with adventure
awaiting in every valley. Lost cities are
scattered throughout the jungles, and hid-
den civilizations thrive, just waiting to be
discovered and explored.
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Chronology of DHistorical Events

Year
0-10

11

12-20

21

22-54

55

100-205

206-1560

1501

3042

3065-5000

5001
5050

5064

5999

60006301

6302

History

The crippled Worldship leaves the Sol solar sys-
tem. Civilization within Synnibarr is decimated
and the interior is uninhabitable. Qutside, the
1,500 survivors and 400 adventurers begin to es-
tablish civilization on their new home.

Synnibarr’s stardrive begins to malfunction,
slowing down at every star system. The
Worldship is misinterpreting each solar system it
encounters as its destination, although it discov-
ers the error and continues on.

Giants discover other continents. They establish
Ships Home and regular exploration voyages.

The first paradrake is discovered along with
other monsters.

Alchemists discover how to mimic organic elec-
tronics and engineer in the powers and genetics.
The first true drake and true hydra are created.

The Order of Drakes is established. Terra
Council is formed, and adventurers begin to rid
the world of dangerous and hostile creatures.

Iloka’seen attempt to colonize the Worldship.
Struggle lasts over 100 years; Synnibarr’s popu-
lation is reduced by 60%. Radiation inside
Synnibarr subsides.

Era of Peace. Civilization flourishes; population
increases to 10 billion. World is partially tamed.
Interior (the Garden) is tamed and mapped.

Age of Decay begins. Attempt by the God
Bi’reel to spoil Aridius’s creation. Involves the
use of Dark Lords. Population is reduced by
80%.

Discovery of Venderant Nalaberong by Selen.
Shadow Masters create the Shadow Warriors.

The Selen Dynasty. Magic and alchemy flourish
and the Raise From Death spell is created by
Selen. Shadow Warriors are granted freedom
and admitted as a guild. The war with Bi’reel is
won. The Selen Academy of Art is established,
and the knowledge of magic is forever pre-
served. Population on Synnibarr increases to 16
billion. The zombie virus is created.
Bendra’katar land on Synnibarr—war begins.
Terra Council surrenders after civil war is
caused by the Bendra’katar virus. Population is
reduced to three million.

Pure Psionics are secretly discovered in the
Alchemist Guild. The rebellion against the
Bendra’katar begins.

The Bendra’katar are vanquished. Population on
Synnibarr is 600,000.

The Terra Police force is formed. The city Terra
reestablishes itself.

The Forbidden City is established and the One
Day War is waged. The Alchemist Guild opens
its doors to all students of engineering.

Year

6302-7130

7140

7141-9995

9996

10,000-25,000

25,026-26,010

26,090
27,000
27,014

27,015-30,980

30,990

31,401-49,500

History

The Worldship nearly collides with a comet;
many historical records and most of civilization
are destroyed. Only Terra and the Forbidden
City still stand. Synnibarr’s population is 38,000
on the surface, five million inside.

Year of Hope. Aridius himself arrives, freed
from war. He enchants Synnibarr so that she will
be undetectable to aliens.

Age of Aridius. Civilization is reestablished.
Trade routes are reopened with the Garden.

Lord Midnight, Emperor of the Hydra and Drake
Alliance, demands and receives a seat on the
Terra Council. Mutant drakes come into being.

The Purging begins, and 20 million die.
Civilization is conquered by the Alliance 5 years
later.

Weremen are created. Sirius the Vampire Lord
appears. Aquarians come to Terra. Both enter
the conflict and the Alliance crumbles.

United Drake Force (U.D.F.) is formed, and war
breaks out between the hydras and the drakes.

Terra is freed. Population on Synnibarr has been
reduced to 327,000.

U.D.F. dissolves because of internal conflict,
forever ending the threat of a combined force.

Civilization flourishes once again. Weremen are
freed by the Alchemist Guild. Xiapathians are
contacted. They trade stardrive technology for
Psisha’ Adreemus. The construction of the first
starship manufacturing center is begun. The first
case of the plague virus is detected.

Civilization begins to deteriorate. The Terra
Council is disbanded. Guilds begin to close. The
last fully competent student graduates.

The Dark Age. Civilization completely col-
lapses. Aridius’s avatar appears and begins the
task of eradicating the plague. The plague virus
lowers victims’ intelligence scores to 8 and be-
low. Synnibarr reaches Shalom and establishes
orbit.

01 ADA (49,501) After Dark Age. Alchemists are the first to open

01-100 ADA

101-150 ADA

151-200 ADA

doors, claiming technology to be their religion.
Population is three million, though 85% are
plague victims.

Trade routes are opened and the Forbidden City
is rediscovered. The Biogladites start war.
Exploration begins. The first Chameleon Drake
is hatched.

The Center of the World and Mountain Isles, as
well as the Arctic Continent, are discovered.

The Alchemists open doors to engineering
schools. All other guilds begin training.
Venderant Nalaberong is rediscovered. The
Chameleon Drake Guild is established.
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Year

316 ADA

317-321 ADA
322 ADA

History Year History

201-315 ADA  The first starship is constructed and successfully =~ 372-400 ADA  Shadow Masters rediscover the Wish spell.
tested. Colonization of Shalom begins. Organic electronics is rediscovered along with
Engineers launch Bio Star I and the Alchemists- Pure Psionics.
place the Magic Eye satellite in orbit. 401-403 ADA - Neria Bendix attack the Worldship and are erad-
Tuch is the first Synnibarr adventurer to reach icated by Terra forces. King Arell dies and is
Godhood. Emerald Downs crowns King Arell. succeeded by his son Kell.
The Upheaval. The People’s Party is formed. 404-475 ADA  The last trace of the plague is discovered and
Guild-trained adventurers are required to regis- eradicated. The Dwarf library is found.
ter. 476-500 ADA  (Present). The Alchemists discover civilization
The People’s Party is disbanded. Adventurers before the Dark Age. Colonies are begun on

330 ADA

331-340 ADA

341-370 ADA

371 ADA

Tarn and Caltoose. The total Synnibarr popula-
tion is 13,800,500 (13,700,000 exterior, 145,000
interior).

are granted freedom.

War between the cave demons and tree demons
takes place. Trade routes are closed.

The Biogladites attempt to conquer the entire
Worldship.

The Mage Warrior Deneb creates time control
spells in both magic and earthpower. The B.S.C.
Guild reopens. }
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What Rind of a Game
ds The World of
oynnibarr?

The World of Synnibarr uses the conven-
tions of science fiction, fantasy and horror
adventure gaming and takes them to new
levels of enjoyment and challenge. With the
roll of a die, you can enter another world
created from, and limited only by, your
own imagination. Your characters are yours
to choose and shape, from their species
right down to their gender and the color of
their hair and eyes.

Your characters will begin the game
with special attributes and skills, which
they will be given the chance to add to or
increase as the game or games progress.
One person, chosen as referee, creates the
scenario in which the adventurers find
themselves. This player sets the stage,
drawing the maps and establishing the con-
ditions of the adventure, while the other
players use their characters to solve a mys-
tery, rescue a character in trouble, or act out
whatever adventure they choose to devise
within the limits of their capabilities and
the dictates of “Fate.” It is like acting a
character in a play, only the referee is the
director, telling you what is happening and
what you see (refer to chapter 15 for more
information).

Whether you are exploring an unknown
island or rescuing a family from a pack of
wolves, the object of the game is to enjoy
the adventure with all its challenges and
mishaps. No one actually “wins” the game.
The object is to survive and grow in skill so
you can continue onto another, even more
hair-raising adventure. The gaming points
you acquire with each adventure may be
used to advance to a higher level of skill.
The parameters set by the game establish
how fast you can fly, who will attack first
(you or your adversary), how many of the
attackers will strike at the same time,
whether your character will dodge or block
the attack, and so on.

The variables are many, but the gaming
system shows you how to play the situa-
tion, with little effort and with extreme
accuracy.

How to Use This Book

Read first this section and “In the
Beginning...” In the Beginning... is a his-
tory of the Worldship Synnibarr, with a
chronology of historical events included.
Proceed next to the glossary, where you
will find the important concepts and terms
of the game explained. Much information is
in the glossary that is not elsewhere in the
book. Then, on to the sample adventure,

where you will get a feel for the game in
action.

The remainder of the book provides you
with all the information you will need to
create your characters with their appropri-
ate abilities and skills. A character creation
sheet is enclosed in chapter 1, which can be
photocopied for your use during the game.
Once you have created your character, you
may wish to spend your character’s money
to buy equipment. After that, all that re-
mains is for someone to play the role of the
referee, or “Fate,” and let the game begin.

Rote to Referees

The World of Synnibarr makes use of all
aspects of adventure gaming: It is a manual
that gives the basics of creating characters
with all their abilities, descriptions of
provisions and equipment and how to create
your own (see chapter 11, “Engineering’),
the details of skills and training, and
descriptions of several cities and the
territories surrounding them. We have even
created random star systems and a few
aliens and their “toys™ accompanied by the
rules for interstellar combat, not to mention
instructions for creating starships.

The combat system is explained in de-
tail, as are all types of gaming parameters,
to create a universe complete in virtually
every aspect.

For the referee, or Fate, we have created
all the rules needed to play the game, with
accompanying charts and tables, and a spe-
cial section that gives a number of helpful
hints on how to use the system. We have
also included a lengthy sample adventure to
familiarize players with almost every gam-
ing situation they may encounter. We have
also included five indexes: one for spells
and abilities, one for monsters, one for
skills, one for provisions, and one for ev-
erything else.

We suggest you study the rules about
combat, including the rules for encounters
with monsters. The Worldship’s history is
fully described, but enough leeway has
been left for players to create any situation
they desire in any setting. The setting of
Synnibarr is not carved in stone; it can be
altered to suit whatever scenario is pro-
posed. A map of the World of Synnibarr,
both interior and exterior, is included and
lots more besides.

What Will You Reed to
Play the Game?

Very little—some paper, pencils, a calcula-
tor, and this manual. However, you will
also need unusual dice. These are available
at most hobby stores. Just ask for gaming
dice and get a complete set. You will need

one four-sided (pyramid type), six-sided,
eight-sided, 12-sided, and 20-sided die, and
two 10-sided dice of differing colors.

1d12

1420

From the Training
[MTanual Ior

Advenfturers

This is an excerpt from a book by Aridius
upon the creation of Synnibarr,

Some worlds are a pain in the neck. Others
an ache in the heart. But a special few are
the apple of Fate's eye. Such a world is
Synnibarr. Your duty is to defend the
Worldship; let not temptation draw you
down the path of greed and desire. Be the
bastion of strength and power that you are.
It is your duty to meet all challenges with
heart, hope, courage, honesty, and honor.

Rote From Cragwarren,
Official Bistorian of the
Terra Council

Only recently has the truth of our origin
surfaced. The Dark Age all but removed
any trace of our 50,000-year history, and, if
not for the great library and museum, the
past would have been completely forgotten.
Now we know some of our origin and pur-
pose, and with courage and dedication, we
will tame the Worldship once more, and
civilization will thrive again.
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Glossary

1x/day/level—This is an abbreviation. It
means, can be used one time during a 24-
hour period for each level or number of
levels designated. Another example is
3x/day/2 levels, which means, can be done
three times every 24 hours for every two
levels that a character has.

10ths—Armor and damage resistance on
Synnibarr are measured in 10ths. For each
10th of protection, the number of life points
of physical damage inflicted is divided by a
factor of 10. For instance, one 10th of pro-
tection against 10 LPD will result in only
one point of damage being sustained from
the attack. Three 10ths will allow up to
1,000 LPD to be taken before effectively
receiving 1 LPD. Unless otherwise speci-
fied, 10ths protect the victim against physi-
cal and energy damage only. The maximum
damage resistance possible for a character’s
unprotected body is four 10ths; a maximum
of four additional 10ths of protective armor
can be worn for a total of eight 10ths of
maximum protection. 10ths that are created
by a power, such as the Ninja’s Chi
Invulnerability, can be canceled by the nul-
lification of the power base. Natural 10ths,
such as those of a Chameleon Drake’s
body, cannot be nullified.

Adv—Abbreviation for advantage.

Advantage—A roll made at the beginning
of a turn of combat to determine which
character or monster will attack first.
Advantage is rolled on a 10-sided die, to
which a character’s bonus is added. A char-
acter is said to “have advantage” if he
rolled highest. The combatant with the
highest advantage of all goes first on attack
segment one (see the chapter §, “Combat,”
for complete details).

Agility—This ability affects how well
characters can dodge or block incoming at-
tacks. Also, it affects the number of times
they can attack in one turn and the likeli-
hood of their being allowed to strike first
(see “Advantage™).

Alchemy—This is a force within the
Centiverse similar to technology but more
akin to magic. It is generated by different
types of physical matter: gems, metals, and
special organic substances such as mage
tree bark, which has a small amount of la-
tent magical power. Special organic sub-
stances create different energies. Acts of
concentration focus all these forces into one
power. Alchemy is very powerful, in most
cases dominating the basic forces within
the Centiverse.

Attack Segment—Another term for seg-
ment; defines time in a combat situation
(see “Segment™). ‘
Attacks—The number of times a character
or monster is able to strike at something in
one turn under the best conditions. The ac-
tual number of attacks a character gets may
vary depending on advantage, on whether
the character has to dodge someone else’s
attacks, on the type of attack used, and so
forth (see chapter 8, “Combat,” for full de-
tails).

Aura—A reflection of a character’s per-
sonality type. Auras may change with mood
or state of mind but will always revert back
to their original color when stress is re-
moved.

B.A.—Abbreviation for beam attack.

B.A.D.—Abbreviation for beam-attack
dodge.

B.S.C.—Abbreviation for Bio Syntha
Cyborg.

Balk—A tie when rolling advantage. The
players who balked keep their original
scores for comparing with anyone who did
not balk, but they roll again versus each
other. The second roll indicates which of
the balked players will attack first. A sec-
ond balk is also rerolled. If two players
manage to balk three times in a row, their
attacks are simultaneous.

Base Fate Roll—This is the starting per-
centage fate roll score for characters.
Modified fate rolls cannot be brought be-
low their base score (see “Base Fate Roll”
in chapter 8).

Beam Attack—This is an attack that is
moving 250 mph or faster. It must be
dodged with a beam-attack dodge (see be-
low).

Beam-Attack Dodge—This is 75% of the
normal dodge score. It is used instead of a
normal dodge when an incoming attack
moves at the speed of a bullet or faster (see
“Dodge™).

Bio Syntha Cyborg—This is a synthetic
reproduction of a human being. They are
organic electronic machines with incredible
abilities. They can be played as characters
(see “Bio Syntha Cyborg™ in chapter 1).
Block—A character’s chance to put some-
thing in the way of an incoming attack be-
fore being hit. The “something” may be a
shield or a weapon already in hand or a
field created by a spell, special ability, or
technology. A character’s chance to block

is often better than his chance to dodge (see
“Dodge™).

Caprenium Radiation—See ‘“Powers.”
Caprium Radiation—See “Powers.”

Centiverse—All the universes of all the
dimensions. The Centiverse consists of 100
dimensions, each of which has 100 subdi-
mensions, and, in addition, the Elemental
Planes that separate them.

Chi—Pronounced “kee,” this is a form of
life force generated only by living beings of
an organic nature. It is not easily harnessed
and may require many years of study to
control even the most basic of its functions.
Chi power does not draw from an outside
force but comes completely from within, so
it is difficult to cancel. In most cases, chi
can be prevented from leaving the body of
the user, but it cannot be stopped from
functioning within. Ninjas, Amazons, and
Golden and Scarlet Tigers all possess this
ability.

Con—Abbreviation for constitution or
constitution points.

Constitution—Points that are spent when
using most special abilities. Once spent,
constitution is regained by sleeping for 6
hours and eating a good meal or by using
various spells and natural substances. A
character’s constitution score directly af-
fects his metabolic shock roll (see
“Metabolic Shock”).

Damage—The units for this are life points,
and they apply to any object or creature.
Weapons, spells, and special abilities may
do a certain number of life points of dam-
age (LPD). The LPD is subtracted from an
object or creature’s total life points.
Damage can range from 1 point to 1 billion
points, which reflects the wide range of
possible attacks from the slap of a small
child to several torpedoes launched from
our favorite starship. Disintegration de-
stroys matter and does not do a life point
range in damage. It instead affects a certain
number of pounds, specific to the spell or
ability’s description.

Death—When a character falls below zero
life points and is not helped with some
manner of first aid or healing spell, he or
she will be unconscious (no metabolic
shock roll) and will continue to lose life
points at a rate of 200 per minute (10 per
turn). When a negative 1,000 life points is
reached the character is dead.
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Dexterity—This influences the character’s
chance of hitting a target when attacking
and of being surprised (see “Surprise™). It
also gives additional bonuses, increasing
the character’s chance to dodge and block
attacks and to strike first (see
“Advantage”).

Dice—Several dice are needed: one each
four-sided (pyramid), six-sided, eight-
sided, 12-sided, and 20-sided and two
10-sided of different colors. “1d4" means to
roll one four-sided die. Other examples of
abbreviations are 1d6, 1d8, 1d10, 1d20, and
1d100. The latter case, 1d100, signifies that
two 10-sided dice may be rolled together.
One die is designated the 10s and the other
the 1s. So, for example, a roll of four on the
10s die and a seven on the 1s die would
equal 47. A zero on both dice (00) equals
100. Percentile dice are used for most rolls
in the game of Synnibarr. If told to roll a
percentage, you would use these dice.
Always check whether you have to roll low
or high. The number in front of the “d”” may
indicate more than one roll; for example,
3d10 (three 10-sided dice are rolled and the
results summed).

Disarm/Throw—Special combat moves
executable only by certain character
classes. If any of these are not listed in the
character-class description, then that char-
acter cannot use them, unless they are ac-
quired later through learning a skill. These
moves are used in place of a dodge or block
(see “Dodge™).

Dodge—A character’s chance to get out of
the way of an incoming attack. The player
must roll a number on percentile dice that is
less than or equal to the dodge score (see
also “Beam-Attack Dodge,” “Block,
Disarm/Throw,” and chapter 8 for more de-
tails).

Earthpower—Earthpower. functions basi-
cally the same way as magic, except the
power comes from all life force, not from
the basic power of the Centiverse itself,
This life energy is created and generated by
every living thing, from plants to energy
beings, and it exists almost everywhere, It
is one of the most difficult powers to
cancel.

EGs—Electrons in gravametric suspension.
One EG is equal to 10,000 kilowatt-hours.
EGs are contained within magnetic bottles
and made into clips or larger pods. Once
stored, an EG will last for 1,000 years. The
electrons may be used as needed as long as
high technology functions. If exposed for
more than 6 hours to an area where high
technology does not work, the magnetic
containment bottle will erode and the
electrons will dissipate.

Ego—Intelligence + wisdom. Ego is a
rough measure of mental strength. A char-
acter’s ego score directly affects his psychic
shock roll (see “Psychic Shock™).

Energy—Any form of nonmystical energy,
no matter how it is generated. This includes
such forms as natural electricity, radiation,
and lasers. Energy can also be produced by
using other types of power. Some examples
are the mutation Energy Cocoon, the spell
Ball Lightning, and the psi spell Kinetics
(Major Photon). These effects can only be
stopped by shields that stop energy. Fate is
rolled versus energy, not versus the type of
power creating the energy. Physical armor
and 10ths reduce the damage from energy
attacks.

Fate—The referee or games master. This
person creates the adventure and will play
the parts of all creatures encountered by the
players. Fate rolls are sometimes referred to
as fates (see “Fate Roll,” below).

Fate Roll—Rolled on percentile dice. This
represents the chance of changing an unfa-
vorable situation to a favorable one.
Whenever something is about to happen to
a character that the player doesn’t want to
have happen, the player can choose to make
a fate roll. However, a fate roll isn’t neces-
sary if a player wants his character to re-
ceive an effect. For example, if someone is
casting a Heal spell, the recipient does not
need to roll a fate. This is always the play-
er’s choice. There are a few types of effects
for which there are no fate rolls (see “Fate
Rolls™ in chapter 8, “Combat”). Al fate
rolls have a base 10% unless otherwise
stated (see “Base Fate Roll”).

Flat Advantage—An advantage roll made
without any bonuses added. It is used to de-
termine advantage against machines and
robots or in a sacrifice or heroic attempt
(see “Advantage”).

Free Sacrifice—When opponents attack
and miss, the target of the attack receives a
“free” sacrifice. This means the target char-
acter may make a sacrifice attempt without
incurring a penalty for failure, as the oppo-
nent’s attack will not be successful in any
case (see “Sacrifice”).

Gaming Points—These represent experi-
ence gained by a character during an
adventure. When the character returns from
the adventure, gaming points are “spent” to
advance to higher levels (see “Gaming
Points” in chapter 15).

God Power—This is a very special form
of power. It is as powerful as Venderant
Nalaberong. However, the two powers can-
not affect each other in any way. Though
God Power can dominate all forms of
power, even Pure Psionics, it will not block

or even hinder Venderant Nalaberong.
Likewise, V.N. cannot affect God Power.

God Roll—The last roll made when a
character is about to die. If the roll suc-
ceeds, the character’s God intervenes and
saves him (see “God Roll” in chapter 8).

Heroic Attempt—An attempt to snatch a
comrade from the jaws of death, often at
the risk of one’s own life.

Intelligence—This affects the number of
spells that a mage-type character can mem-
orize, defining the number of spell memory
units at first level.

Karma—There are two types of karma:
good and bad. Good karma is earned when
a character dies while attempting to save
someone else or acting above the call of
duty within the limits of the character’s
aura. Bad karma is earned when a character
commits suicide or acts in direct opposition
to his aura. These points affect the next
character created by the player (see
“Karma” in chapter 1).

Level—The term level is used in a couple
different ways within the game. It applies
to the rank or experience of characters and
monsters, and to the difficulty of spells.

As characters adventure, they rise in
levels. This means that they have acquired
more life points, dodge better, do more
damage with their attacks, and cast more
difficult spells and other abilities. Applied
specifically to characters or other intelligent
creatures, level can mean the overall level
of their class, their level of Practitioner in
an Art, or their level of engineering for a
particular study.

The level of a spell or ability indicates
the minimum level a character must have
reached to use that ability. Spellcasters can
sometimes cast spells above their level, but
there is a probability of failure, and the re-
sults can be fatal.

LP—Abbreviation for life points,

Life Points—The amount of damage an
entity can sustain before being destroyed.
Life points increase as characters and mon-
sters rise in levels.

LPD—Abbreviation for life points of dam-
age. This is the amount of damage an attack
may cause.

MS—Abbreviation for metabolic shock.

Mag/Psi/EP—Pertains to the forces of
magic, psionics, and earthpower.

Magic—This is the control of energy and
matter in all forms. It is managed by ma-
nipulating the energies that affect and con-
trol the functions of matter and energy as
they exist. These controlling energies are
generated by the Centiverse and are tapped
by the mind, body, and life force of the



Glossary

user. Several elements cause each type of
magical effect to function. The particular
type of effect or power is channeled into
the body, in much the same way a radio
channels a particular station. The user’s
subconscious draws the power into the
body with the help of specific hand ges-
tures. These gestures also help in aiming
the spell at the beginning of the casting,
once it has been channeled into the body
and metabolized there. Then the conscious
mind processes and shapes the intent of the
spell with the words uttered and thought by
the user, whatever a particular spell de-
mands. The higher the level of spell, the
more words are thought and said. Some
first-level spells require only thought and
gestures. The power is then drawn in,
shaped, and focused. Sometimes the power
is so great, the use of life force is necessary
to help contain it. For this reason, some
spells drain constitution from the spell-
caster.

Metabolic Shock—This is rolled when-
ever a character’s body undergoes severe
physical stress, such as being electrocuted,
losing half his life points, or using half of
his current constitution points in one attack.
The player rolls percentile dice. If the roll is
more than the character’s metabolic shock
score, he loses consciousness, or “passes
out.” This usually lasts for at least 1d6
minutes, unless the character is awakened
or healed. For example, a high-frequency
sound may cause the brain’s chemical
balance to go haywire even if the damage
can be withstood. Metabolic shock is based
on the current constitution score. If a
character has spent constitution points on
using abilities, the metabolic shock roll is
lower.

Midnight Sunstone—This is one of the
hardest substances that exist. It is a Crys-
talline metal that may be found growing in
areas where midnight sunstone creatures
exist. It may be used to generate midnight
sunstone energy (see below).

Midnight Sunstone Energy—Also known
as Pure Psionics, this power is generated by
midnight sunstone. It manifests itself as a
blue-black beam with a pure white light at
its core. This power passes through any
shields that are not specifically identified as
being able to stop it. It is similar to V.N. in
that the victim has only a base fate roll of
10% and no higher. The beam can be gen-
erated artificially only by an organic elec-
tronic blaster, which only an Alchemist can
create. It costs between 1 billion and 10
billion dollars. The damage is at least
10,000 life points at a drain of 3 EGs.

Mutations—These are genetic anomalies.
Combined with special elements within a
Mutant’s biochemical structure, mutations
allow mutant cells to metabolize invisible
ambient radiation and combine it with their
life force. The result is the manifestation of
mutant abilities of various types. Examples
of these abilities are being able to discharge
large amounts of raw power in the form of
energy bolts, flying at superspeeds, con-
trolling gravity, and changing physical
shape. However, mutations are more easily
canceled because they require outside
radiation, which can be disrupted.

N/A—Abbreviation for “not applicable.”
OE-—Abbreviation for organic electronics.

Organic Electronics—This is a form of
electronics that uses protein molecules to
replace conventional integrated circuits as
well as artificial synapses and neurological
processes similar to those of the human
brain. Organic electronics are alive and
have a delicate metabolism, one that mim-
ics life itself. An organic electronic device
can petform functions impossible for mi-
croelectronics, such as generating magic or
even life force. Conventional functions can
be performed with half of the power drain
and with a unit 10% of the size normally
required.

Percentages—These are the type of num-
bers most often used within the game,
which are rolled with two 10-sided dice
(see “Dice”). Modifications to character at-
tributes and other gaming mechanics are
termed as: “subtract 10% from the score” or
“something equals a score plus 10%.” This
usually means to subtract or add 10 per-
centage points to the score instead of 10%
of the score itself. All dodges, blocks,
throws, disarms, fate rolls, surprises, and
other scores that are percentages are han-
dled in this way. If the score or attribute is
not a percentage then an actual percent of
the score (which is a fraction of the total
amount) is subtracted or added when modi-
fied. Percent scores and attributes are al-
ways modified by percentage points unless
explicitly stated otherwise.

Percentile Dice—See “Dice.”

Phazed Attacks—This is an attack that
has been shifted into a subdimensional
state. It will pass through most defenses,
including 10ths and any form of armor.
Two phazed objects encountering each
other are considered a normal attack. Both
are in the same state. If a character is
phazed and projects a power, this power
will no longer be phazed once it is 5 inches
from his body.

Physical—This applies to any nonpower
attack; for example, boulders, spears, rocks,
wind, or bullets. As with energy, it doesn’t
matter what type of power made the attack.
Sound is also considered a physical attack,
but it has special properties. Any sound at-
tack on living creatures, electronics, or or-
ganic electronics causes metabolic shock,
even through a protection of 10ths.

Point Blank—This is a distance of 5 feet
or less.

Power Base—This type of power creates
an effect. The effect may be a totally differ-
ent form of power, such as a bolt of energy
caused by a mutation.

Powers—This term encompasses magic,
psionics, earthpower, alchemy, mutations,
and chi and may also include V.N., Pure
Psionics, and God Power. Each type of
power in Synnibarr is created by different
forces. These forces are harnessed by the
body, shaped by the character’s life force,
then projected outward. These forces are
conducted through the atmosphere or vac-
uum by the radiation emitted by the sub-
stance caprenium. Caprenium radiation
comes from the combination of caprium
and technentium. It takes both technentium
and caprium to allow powers to function,
Technentium and caprium are present ev-
erywhere. However, if there is another
source of radiation near that is superdomi-
nant, such as special star types, then the ef-
fects of the technentium and caprium
combination may be diluted or even
nullified. For this reason, some powers will
not function in some areas, solar systems,
or dimensions.

Psi Spells—Another term for psionics
(psionic spells).

Psionics—This power is generated,
shaped, and molded by a user’s mind. Most
psionics require only thought, not gestures,
and so can be used even if the caster is
bound. However, the caster must be able to
see the target to aim. Psionics require the
radiation of technentium to function,
Consequently, psionics can be canceled.

Psychic Shock—This is rolled whenever a
character’s mind is under severe stress,
such as dodging and casting a spell at the
same time; it is equal to a character’s ego.
A player must roll less than or equal to the
psychic shock score on percentile dice. The
results of failure are generally listed with
the explanation that requires the psychic
shock roll. If no special results are listed,
the character loses consciousness.

Pure Psionics—Another name for
Midnight Sunstone Energy.
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Example Adventure

This scenario is presented for the beginning adventurer and referee
(Fate) to show what it is like to run or play an adventure, from first-
level characters that are just leaving school to the end of their first

adventure,

These particular adventurers are a Mage Warrior, a Ninja, and a

sters that will be encountered and a detailed description of where
the characters will be adventuring and what they will see. This in-
cludes the types of terrain they will be traveling through and how it

affects each character’s movements (see chapter 15, “Adventure

Chameleon Drake. The referee (Fate) has already created the ad-  gin.
venture and written it down. Recorded are the names of the mon-

Creation”). When this has been completed, the game is ready to be-

FATE: “You have just left school. Where
in town are you going and what are you
doing? Oh! What type of drake form is
the Chameleon Drake in?”

MAGE: “Well, we each have $500, so I'm
going to buy provisions and a pack or
something.”

NINJA: “I want to stop at a weapon shop.
I need a sword and some throwing
stars.”

DRAKE: “Thermal drake, and all I want is
some food and a bullwhip.”

FATE: As Fate turns to the equipment and
provisions costs, he tells the adventur-
ers, “Well, there’s an Alchemist shop in
town nearby. Will you be going there?”
The location of the shop is found on the
map of the city Terra. The numbers on
the buildings are used to locate the de-
scription of the shop, which is listed in
the description of the Terra shops.

ADVENS (all three): “Yes!”

FATE: Rolls a 1d20 to determine whether
the Alchemist will be helpful to the
party. A roll of 3 indicates that the
Alchemist is in no mood to haggle about
the price of anything (see chapter 6,
“Reactions™). Fate then says, “The
Alchemist seems grumpy and not in the
mood to bargain. Just pay the standard
price listed and get out of there.”

ADVENS: “Okay, now let’s go get a
drink.”

FATE: Holding the map of Terra open,
“Which bar will you go to?”

ADVENS: Choosing a tavern they say,
“There, the Blind Owl. We will walk up
to the bar and order three large milks in
dirty glasses.”

DRAKE: “I'll take mine with a broken
straw.”

FATE: Looks at the number on the map
indicating the name and the description
of the bartender or owner of that shop.
Looking in the book under Terra Shops
in Chapter 7, “Lands and Worlds,” Fate
reads the description. In this way, Fate

can act out the part of virtually every
shop owner in Terra. Once this is done,
Fate rolls the reaction of the bartender
on a 1d20. A resulting roll of 8, plus the
reaction bonus, indicates a favorable re-
action. Fate then begins to act the part of
the bartender named Halfhan,

HALFHAN: (Fate) “Well, three milks it
is. Hey, you guys looking for an adven-
ture?” Whispering, “I know of a cave
where a paradrake lives. The paradrake
is guarding a temple or something. I'm
not sure exactly what.”

MAGE/NINJA: In unison, “Oh yeah!”

DRAKE: “And where is this lowly cousin
of mine?”

HALFHAN: “Only 3 days sail by Giant
ship after you’re through the
Werestorm. The ship passes very near
that island.”

ADVENS: “When’s the next ship out of
town?”

HALFHAN: “There’s one leaving in
3 hours.”

ADVENS: “Then we’re going to have to
make that ship.”

FATE: “Once you leave, the only thing
that disturbs you on the ship is the con-
stant singing of the Giants.” Fate pauses
and then says, “Well, your voyage is
over, the Giants are within sight of your
island, and they have prepared a small,
25-foot sailboat for you. The skies are
clear, and there is a steady breeze.” Fate
then asks “What will you do? It’s about
3 hours to sunset.”

NINJA: “Sail the boat, Fate. What do you
think? After all we’ve all learned
Sailing, Climbing, and, and ...”

DRAKE: “And Basket Weaving! Could
we get on with this?”

FATE: “Well, I just rolled the first chance
of a fate-caused encounter.” The result-
ing roll of 2 on a six-sided die equals no
encounter as they sail toward the island.

Halfway there, Fate rolls another chance
encounter. The resulting roll of 5 equals no
encounter, so they are nearing the island.

Fate now looks at the adventure page where
he placed the terrain descriptions and the
movement and random-cover variables.
Then drawing a simple map, Fate explains,
“The island is rocky and volcanic. You
don’t see a safe place to land, but you do
see a place where you might be able to
without destroying the boat.”

Then Fate rolls the last of the fate-caused
encounters. The resulting roll of a 1 indi-
cates that there is an encounter. Fate then
looks at the prerolled encounters listed on
the adventure sheet and says, “First roll
your surprise class B ambush!”

The resulting rolls indicate that only the
Ninja is not surprised (she rolls a 94); the
others will be surprised until segment five.
Fate then tells the Ninja, “You see a
nigeel’s head rising out of the water, and
it’s about to bite the ...” (Fate rolls a 1d6 to
randomly determine who’s getting bitten).
“The Mage Warrior, who is totally sur-
prised and who can only make a random
dodge roll. Ninja, roll your advantage. And
the rest of you should also because you can
attack after five segments have passed from
the moment you are surprised.”

NINJA: “I’ve gota +3, and I rolled a 6. 1
have a 9 on my advantage roll.”

FATE: “I've got a +2, and I rolled 2 5. I
have a 7 on my roll. I lost.”

NINJA: “With three attacks available, I'll
use my first free attack to get to it and
the other attacks to cut it with my
sword. I’ve got a 45 on my first shot,
and a bonus of 25 on my shot, which I
add to the score of 45, equaling 70 on
my shot and strike.”

FATE: Both the Ninja and the nigeel have
three attacks and the Ninja won. Combat
starts on attack segment one and goes to
five and so on. At every instance, the
Ninja may attack first. Rolling the
nigeel’s dodge, “I rolled a 72. I don’t
dodge the first strike. What’s your dam-
age?”
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NINJA: “My sword does 100 to 1,000 life
points of damage times 10 from my
strength.” Rolling the percentile dice the
Ninja says, “200 times 10, which equals
2,000 life points of damage. What a
crummy shot.”

FATE: Writing this down, he rolls the
number of life points a nigeel can have
(from 1,000 to 4,000 and a 10th damage
protection). The resulting roll of 2 1 in-
dicates 1,000 life points, and because
the monster also has a 10th, the blade
causes only 200 actual life points of
damage. “It attempted to dodge by div-
ing under the water, so as it is hit, it
continues beneath the waves. When it
surfaces again, the time elapsed is about
3 seconds, so it’s a new turn, and we roll
advantage again.”

NINJA:“6.”
MAGE: “8.”

DRAKE: “11. I won, and I'm going to
blast the worm.”

FATE: “4, Yes, you all win. The drake at-
tacks on segment one, essentially
receiving a free attack this turn. Roll
your shot.”

DRAKE: “I’'m using my fire breath be-
cause I'm in my thermal form right now.
I have a 94 on my shot. One more per-
centage point and it couldn’t dodge.
Well, at least it’s double damage.”

FATE: “That’s a beam attack! Gulp!” (See
“Beam-Attack Dodge.”) The resulting
roll of 30% indicates a successful
dodge. “Subtract the constitution points
for the Fire Bolt. Now we move to seg-
ments two, three, four; four, anyone on
four? Then five. Well now, because the
Ninja has three attacks and goes on
segments five, 10, and 15, on segment
five the Ninja swings with her sword,
and the resulting roll of 01 indicates a
clean miss. Now its segment six and ...”

MAGE: “Wait! We’re on segment six,
then I get a shot! It still has to roll its
beam-attack dodge versus my attack.
I’'m using my Hex Bolt, and my shot is
123 with my bonuses—double dam-
age!”

FATE: Rolling a 60 on the nigeel’s dodge,
Fate shakes his head and says, “I don’t
dodge; what’s your damage?”

MAGE: “900 times 2 because of the dou-
ble damage, equaling 1,800 life points
of damage. Is it still alive?”

FATE: Rolling the nigeel’s fate roll, a
score of 29 indicates the nigeel didn’t
make its fate and is definitely not alive.
“The nigeel’s 10th doesn’t stop magic!”
Then Fate looks up how many gaming

points the creature is worth and says,
“It’s dead, shot right between the eyes.
You all split one-half gaming point.”

ADVENS: “Yeah! Pull it on board and
we’ll eat it for dinner.”

FATE: “You still have to land.”

DRAKE: “No we don’t! We can drop an-
chor near the shore, and I can carry the
Ninja while flying, and the mage can
use his minor levitation spell. That
should get us to shore without any
problems.”

FATE: “As you wish.” Fate then makes a
percentile die roll to determine whether
the empty ship will be safe or not. The
first roll is a 33. This indicates there is
only a 33% chance of the boat remain-
ing safe. Fate then rolls again. The re-
sulting roll of a 40 indicates that their
ship won’t be there on their return. How
and when the ship is lost is up to Fate.
All of this should take place without the
knowledge of the adventurers. After all,
two quiet die rolls shouldn’t draw atten-
tion. Also, Fate rolls a chance encounter
when they reach the island. A roll of 2
indicates no encounter. Fate then points
to the map and says, “Exactly where are
you landing?”

ADYVENS: “What do we see?”

FATE: “You see volcanic terrain, jungle,
and a tall mountain with what could be a
cave.”

ADVENS: “We are going to explore the
cave. Let’s go! By the way, how long of
a hike is it?”

FATE: “At least 2 to 3 hours.”

ADVENS: “Then we take the simplest,
most direct course,” indicating their trail
on the map.

FATE: “You are now halfway to your des-
tination,” Fate says, rolling another
chance encounter, “and you don’t see
any signs of trouble.”

ADVENS: “Then we continue on, always
looking out for a possible ambush.”

FATE: “Well, in that case, who is in front
and who is in back? You notice you
must pass through a narrow canyon, and
you must walk single file.”

NINJA: “They have to walk single file. I'll
climb the walls.”

FATE: “Then roll your percentage chance
to climb the walls.” The resulting roll of
3% indicates the Ninja can climb easily
with no problem. “Then you continue
on? Ninja, you will have to make a
climbing roll three times if you stay on
the wall; any failures and you slip, giv-

ing you only a fate roll to save your-
self.”

MAGE: “T'm going to cast my Invisibility
spell just in case we’re ambushed.”

FATE: “Subtract the constitution points
for the spell, and remember, you can
have only three duration spells on you at
any one time. Then you start down the
canyon. You don’t see any trouble, and
you are approximately halfway
through.”

Fate next rolls a chance encounter. The re-
sulting roll of a 6 indicates that the adven-
turers have company. Checking the list for
the island encounters, Fate finds that the
main creature, the paradrake, is the chance
encounter.

Fate then says, “Roll your surprise class B

ambush.” The resulting rolls indicate only

that the mage is not surprised. Fate then
says, “You see a paradrake flying at the
party!”

MAGE: “Then the paradrake rolls its sur-
prise because I'm invisible. By the way,
how far away is it? They may have time
to get over the surprise.”

FATE: Rolls percentile dice. Each 20%
indicates a turn’s distance away from
the party. Fate says to the mage, “They
won’t be surprised when it’s within
range.”

Then Fate determines how fast the
paradrake can move in a turn. This is listed
in the Monster descriptions in chapter 17.
The resulting roll of 51 indicates the
paradrake is two turns away, and the
distance is about 1,758 feet, close to the top
of the canyon. Because the drake is too far
away to attack the party, they can fire at
will if they have an attack that can reach it.
MAGE: “I’'m waiting till it’s within 100
yards, and I'll cast three Hex Bolts, aim-
ing at its wing. The constitution I'm us-
ing for my Hex Bolts is drawn from my
mage staff.”

The mage then rolls his shots. One is a
double-damage shot, and a double-damage
shot is required whenever an adventurer
tries to hit a specific area. The other shots
hit also. The 1d6 rolled with the percentile
dice indicates where the other shots land
(see “Hit Locations™ in chapter 12.).

FATE: “First I'll roll my class A surprise.
The resulting roll of 36 indicates—yes,
you guessed it-—the paradrake is sur-
prised and does not make any of its fate
rolls.”

Determining the percentage of damage the
drake’s wing can take and rolling the num-
ber of life points the paradrake has alto-
gether, Fate then states, “Its wing has only
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6% of its total life points, and so, because it
has only got 6,000 points, its wing has 360
life points. How much damage do you do
with your Hex Bolt?”

MAGE: Smiling, “I have 500 times 2, giv-
ing me 1,000 life points of damage. The
paradrake’s wing is history.”

FATE: Rolls the paradrake’s metabolic
shock. The resulting roll of 81 indicates
that the paradrake loses consciousness
and falls.

NINJA/MAGE: Yell in unison, “Drake
burgers!”

DRAKE: “I beg your pardon?”

ADVENS: “Where did it land? And if it’s
not dead, we want double gaming
points.” .

FATE: Rolls the percentage chance that
the paradrake is dead. The result indi-
cates that it is not dead. At this point
Fate says, “You’ll receive your points
after the adventure.”

This is to keep the adventurers from know-
ing what happened to the paradrake. This
type of action should be taken whenever
something happens that the adventurers
have no way of knowing. Fate would say
something if the adventurers could see
where the paradrake landed or if they took
the time to look.

ADYVENS: “Let’s see where it landed, just
to keep track of it. We don’t want Fate
causing it to sneak up on us when we
least expect it.”

FATE: Grumbling, shows the adventurers
where the creature landed—very near
the cave.

NINJA: “Let’s see whether we can sneak
past it.”

FATE: “Roll your chance of being heard.
Under 20% and you are heard. Will the
Chameleon Drake and the mage fly
there? After all, they don’t move as qui-
etly as you do. Well, the drake is quiet,
but the mage isn’t.”

DRAKE: “I have a 35 strength. Can I
carry both?”

FATE: Checking the lifting capacity of the
drake’s wings, Fate states, “Yes, but
your maximum speed is 10 mph, and
you are flapping extremely rapidly” (see
“Warfare in Flight” in chapter 12.).

DRAKE: “As I have excellent eyesight,

does the paradrake appear as though it’s
awake or unconscious?”

FATE: Rolls the paradrake’s metabolic
shock versus its crash landing. The re-
sulting roll of 61 indicates it’s com-
pletely unconscious. “Its eyes are

closed, and it’s breathing deeply; that’s
what you see.” .

NINJA: “Then it’s unconscious. Let’s go.”

And so the Chameleon Drake lifts off and
manages to make it to the cave entrance. As
she passes over the paradrake, the Ninja
says, “I'm pulling out a throwing star with
my free hand, just in case the beast wakes
up as we fly near.”

FATE: “You arrive without incident.”

NINJA: “I"'m looking for traps.” Rolling
the percentile dice, “I have rolled a 07,
and I have a 60% chance, which means I
find a trap if there is one.”

FATE: “No traps.”

NINJA: “Well, I guess we go forward. I'm
tossing rocks in front of us just in case.”

FATE: Checking the adventure sheet, Fate
notes that there are no traps and says,
“You travel on without difficulty until
you reach a very large cavern. There is
light there from a large crack in the ceil-
ing. You see the remains of a temple.
The drake can smell a strong paradrake
scent about 1 or 2 hours old. Also, you
can see the entrance of the temple is
open slightly. It appears as though part
of the door has crumbled away. What do
you do?”

DRAKE: “Is the scent I detect the same as
the scent of the paradrake I shot down?”
FATE: “Yes.”

DRAKE: “Well, we had better get going
before Fido wakes up. After all, he is 50
feet long and probably quite upset.”

MAGE/NINJA: “Then let’s get to it,
troops!”

NINJA: “I'm going through the door, be-
ing very careful and looking for traps

with a ...” (rolling the percentile dice)
“42%.”

FATE: “No traps! You see a dimly sil-
houetted, large statue against a wall and
a stone altar.”

MAGE: “I’ll use my Ball Lightning to
shed some light on things.”

FATE: “You see hieroglyphics on the
walls. The altar appears as though it’s
covered in blood—very old, dry blood.
The statue is unrecognizable due more
to damage than to age.”

NINJA: “I'm looking for a secret door
with my scanner. With a 39%, do I find
one?”

FATE: “Where exactly are you looking,”
drawing a quick sketch of the room.

NINJA: “On the north wall.”
FATE: “Nothing.”

NINJA: “South wall.”
FATE: “Nothing.”
NINJA: “I’m scanning the floor.”

FATE: “You find a hollow space 10 feet
down but no secret door. You’ll have to
look in a specific area, and I believe
your scanner is out of power.”

NINJA: “One last try, over by the statue.
My scanner lasts for five turns.”

FATE: “Yes, you find a secret door behind
the statue. It is well concealed.”

DRAXKE: “Door, what door?” as he disin-
tegrates it with his fire breath.

FATE: “How much damage did you do?
And subtract the constitution points.”

DRAKE: Rolling the 1d10, the resulting
score of 9 equals 900 life points of dam-
age. “And if the door doesn’t appear as
though it’s going to give, I drain 1 more
constitution point.”

FATE: “The door gives on the first blast.
Each 1 inch of wood has 100 life points,
and the door is only 1 inch thick, and as
it’s rotten, it’s gone. Oh, by the way, roll
your class B surprise.”

DRAKE: Rolling the percentile dice, the
resulting roll of a 17 indicates the drake
is completely surprised.

FATE: “Everybody else roll surprise. If
you are not surprised, you may be able
to rescue the drake by using a heroic at-
tempt.”

The resulting rolls indicate that neither the
Ninja nor the mage is surprised, and Fate
tells the players to roll flat advantage versus
the trap. The resulting rolls indicate that
both players lose to the trap, and the only
way they will be able to help their friend is
with a heroic attempt. If they had won, they
could have simply moved the drake out of
harm’s way. “Well then, what do you do,
and who is the closer? I guess the Ninja
would have been because she was locating
the door with her scanner.”

NINJA: “Thanks, Fate. I sweep the legs of
the drake, angling his fail so he will land
clear of the doorway. Do I roll under my
regular or my beam attack?”’

FATE: “Beam attack.”

NINJA: “Iroll 2 41%”

FATE: “That’s a heroic attempt. Roll your
flat advantage.”

NINJA: “8 and a 46% on my shot, plus I
make my dodge, so I save the drake
without getting hit by the attack in-
tended for him.” (See “Heroic Attempt”
in chapter 8, “Combat.*)
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FATE: “You see several large metal ar-
rows sticking into the back of the statue,
and you receive 1 gaming point for sav-
ing the drake,” checking the section on
heroic attempts. “Well, what do you
do?”

NINJA: “I'm looking for traps.” The re-
sulting roll of a 72 indicates the Ninja
can’t locate the trap if there is one.

FATE: “Well, what do you do? You don’t
see any traps.”

MAGE: “T’ll go first. I can conjure up the
Brilliant Defender spell and the Armor
of Mist. With these, I can defend against
magic, psionics, and earthpower. And
the armor will stop physical, energy, and
mutations, just in case I walk into a
Spell Trap.”

FATE: “So, you’re heading down the
hall?” ’

MAGE: “Yes! What do we see?”

FATE: “First you see a flash of blue light
as the mage strikes a Spell Trap. Then
the Armor of Mist erupts into yellow
and green flame.” The Spell Trap holds
the mutation Disintegration Beams.
Now Fate must determine how much
damage a mutation does to the armor
(see “Non-Damaging Effects Versus
Shields” in chapter 9). Upon determin-
ing that the mutation is equal to a 15th-
level spell, and if the person who placed
this trap was skilled but not a God, we
will assume that the level of the Mutant
who was paid for this was an 11th level.
So we use the base-times-level formula;
that is, 15th level equals 15,000 multi-
plied by the spellcaster’s level (11th),
which equals, “165,000 life points of
damage to your armor. Quch!”

MAGE: “Th ... th ... the armor can only
withstand 10,000 life points before I
need to put con points into it. I subtract
16 con points. Now I wobble on down
the stairs with 1 con point left. Is the
trap gone?”

FATE: “Yes. Because you used up more
than one-half your con points to stop the
spell, you must roll metabolic shock,
and as your con score is now 7, you
have only a 10% chance. (The resulting
roll of 6 brings cheers from everyone at
the table.) Now, who’s in back, and
who’s in the middle?”

NINJA: “Middle.”
DRAKE: “Last, but I'm listening so that I

can hear anyone approaching from the
rear.”

FATE: “You continue onward with no
surprises. At the bottom of the stairs,
there’s a door.”

NINJA: “Is it locked? No? Then I open it
carefully. Oh wait, I check for traps
first.”

FATE: “You should have done that before
you opened it carefully. Foolish Ninja, if
you live, you will know better next time.
Roll your surprise. Is anyone not sur-
prised making a heroic attempt?”

MAGE: “Yes. I'll attempt to pull the Ninja
away from the door and cast my
Brilliant Defender spell to block the at-
tack if it’s magical. If it’s physical, then
too bad.” The resulting roll indicates no
heroic attempt.

FATE: “Besides the bad luck, you still had
to roll surprise class C before your
heroic attempt. If you’re surprised, you
can’treact.”

NINJA: “What happens to this miserable
wretch?”’

FATE: “It is an arrow trap, firing four ar-
rows.” Rolling the percentile dice, Fate
finds that only one arrow strikes the
Ninja. As Fate rolls the amount of dam-
age the arrow does and where it lands,
he says, “You are struck by one arrow.
Roll your fate.” The resulting roll indi-
cates that the Ninja does not make her
fate. “The arrow did 300 life points
times 10 for the strength of the trap
sprung, and it struck your right arm,
completely incapacitating it. Now roll
your metabolic shock versus passing
out.” The resulting roll of 74 indicates
the Ninja loses consciousness.

DRAKE: “Good, Ninja burgers!”
MAGE: “I bind her wound and remove the
arrow. Does the pain awaken her?”

FATE: “Roll your metabolic shock,
Ninja.” The resulting roll of 25% indi-
cates the Ninja awakens. “Now what do
you do?”

ADVENS: “What do we see?”

FATE: “You see a small room. A chest has
been slid into the corner on the floor.”

NINJA: “What’s on the ceiling?”

FATE: “You see holes in the ceiling, per-
fectly round.”

NINJA: “Irolled a 16 on chance to deacti-
vate the traps. Do I find one?”

FATE: “Yes, you see a torch holder and
spare torch holder. You fiddle around
and find the deactivation mechanism.
Now what do you do?”

ADVENS: “We approach the chest and
carefully open ...”

NINJA: “Wait! We first look for traps—
30%. What do I find?”

FATE: “Nothing but a strong lock, which
you can easily open. You see small
pouches inside with two or three gold
and pelleum pieces, totaling $10,000,
and a small diamond ring. At the bottom
of the chest, you find a very old piece of
paper that has been folded; opening it
might destroy it.”

MAGE: “Save it, we’ll take it to a Mage
Warrior and maybe she or he can restore
it for us. So, let’s divide the money and
get out of here.”

NINJA: “Wait, I'm looking for a secret
hiding place, such as a safe or some-
thing. I'm taking my time and being
very careful.”

FATE: The resulting roll indicates that the
Ninja does find what Fate has hidden in
the room. “You find a small door made
of stone that matches the stone wall it-
self. Behind it is a scroll and two very
old vials of liquid. You read the scroll’s
inscription: ‘Controls Emotions of All
Creatures.” This scroll can be used only
once, and it’s an earthpower spell. The
potions you recognize as distilled heal
spring melon and blood orange juice.”

MAGE: “The potions are just what the
doctor ordered. The Ninja needs the
melon juice and I need the blood orange
juice to restore my constitution. As for
the scroll—I can’t memorize it, but I can
read it off and cast it. And we only need
it to work once. Here Fido. Heeeere
Fiiidooo.”

FATE: “Well, then what do you do?”

ADVENS: “We sneak back to the temple
entrance and look for the paradrake.”

DRAKE: “Do I smell anything? I'm stick-
ing my snout out of the door and
smelling for a very fresh scent, like that
of our ride, Fido.”

FATE: “Well, since Fido, the paradrake, is
there, the drake has a 95% chance of
smelling it.” Fate then says, “Roll your
percentile dice.”

DRAKE: ‘“For what?”

FATE: “I don’t have to tell you, just roll.”
The resulting roll indicates the drake can
smell Fido. Fate then says, “You smell
the paradrake.”

MAGE: “Well, I'll use my Invisibility
spell on myself and stand up so I can
read the scroll without being attacked.”

FATE: Then Fate rolls the paradrake’s
class A surprise. The resulting roll of 42
indicates the paradrake is completely
surprised. Fate then says, “The
paradrake does not seem to notice you
as you’re standing up, and you see the
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paradrake lying in wait for the party.
What do you do?”

MAGE: “Cast the spell, dummy! Roll your
resistance and your fate, Fate.”

FATE: “Okay.” The resulting rolls indicate
that the paradrake is affected. Fate then
says, “What emotion do you want it to
feel?”

MAGE: “Absolute love for all of us. It can
tow us back to a giant ship or near home
anyway. I don’t think there’s room on
the sailboat for it to sleep.”

NINJA: “We can build a raft or something
and tow it while it rests. Can the drake
talk to it in any way?”’

DRAKE: “I think so.”

FATE: “You are a Chameleon Drake. You
have a different dialect.”

DRAKE: “Will my Hypnosis Gaze help us
communicate?”’

FATE: “It will understand your com-
mands, yes.”

DRAKE: “Good, now let’s see to its wing,
Fate. Is it too badly damaged to fly?”

FATE: “Yes, and it will require up to a
month to heal.”

MAGE: “What was this a temple of, and
what does it look like it was for? Can 1
get a clue from the markings on the
wall?”’

FATE: “Well, you see the Face of Tet, and
that’s not good. Aside from that, you
can’t make out the writing unless you
have a Translation spell.”

MAGE: “Well, I'll splint the paradrake’s
wing. Could the drake scout the island?”

DRAKE: “Okay, I'll be back soon.”

FATE: Then rolls a chance encounter. The
resulting roll of 2 indicates no
encounter. However, he rolls a 1 for the
mage and Ninja. As soon as the drake
has disappeared from view, Fate rolls
the dice for the next predetermined
group of encounters (encounters that
will happen no matter what). Fate is us-

ing a Non- Classed Adventurer and -

rolling the character’s chance to accom-
plish concealment ambush. Both scores
indicate that the attacker is hidden and
can surprise both the mage and the
Ninja. Fate then says, “Roll your class B
surprise ambush and advantage.” The
Non-Classed Adventurer has won ad-
vantage. Fate then states “On attack
segment one, I release an Earth Shock
spell, which will paralyze the target.”
Fate rolls a d6 to determine who will be
attacked: Ninja 1 to 3, mage 4 to 6. The
roll is a 4 and the shot roll is 02: a clean
miss.

NINJA: “Chump.”

MAGE: “Wimp.”

FATE: “Attack segment four; I shoot
again.”

NINJA, MAGE: “Gulp.”

FATE: “At the Ninja this time.”

NINJA: “Can I roll forward as I dodge. I

can make at least 10 feet an attack seg-
ment. My roll is a 42.”

FATE: “Yes, you dodge and move forward
attack segment five.”

NINJA: “I draw my sword and cut with a
90 double damage.”

FATE: “He raises his forearm and blocks
with a 23. Roll your damage.”

NINJA: <900 times 10 for strength damage
adjustment equals 9,000 life points.”

FATE: Notes this down and then says,
“His arm appears to have armor plating,
perhaps cybernetics. Segment six.”

MAGE: “Hex Bolt. With a 99 he can’t
dodge, only block.”

FATE: “He blocks with an Earth Sphere.
Its green, shimmering surface lights up
the area. Segments seven and eight.
Now he drops the shield and releases
another Earth Shock spell. With a shot
roll of 00 or 100, no dodge or block is
possible, and I shoot at the mage. Roll
your fate.”

MAGE: “A 52. Now Fate, how long am I
paralyzed?”

FATE: “One hour.”

MAGE: “Hope the Ninja can take him or
we’re both dead.”

FATE: “Segments 9 and 10.”

NINJA: “I go on 10. I need to take him out
now, so I use my Darkblade ability and
cut him, My shot roll is a 62; remember,
with weapons, I'm a beam attack.”

FATE: “He rolls a 15 on his dodge and on
segment 12, he releases another Earth
Shock spell.”

NINJA: “I dodge with a 47.”

FATE: “On segment 15, I draw and cut
with my sword. My shot is a 70.”

NINJA: “I block with a 21 and its advan-
tage.”

FATE: The resulting rolls indicate that the
Ninja has the advantage “What do you
do for segment one?”

NINJA: “I attack with the Darkblade.”

FATE: “I block, and in segment four, I
strike with my sword.”

NINJA: “I'm attempting to disarm with a
30. Roll you class C surprise.”

FATE: “T’ll only have to do this once dur-
ing the fight. Next time I'll be looking
for it. 30. I'm surprised. Next I roll my
fate versus physical attacks. 02, Yes. I
keep my weapon. Segment five.”

NINJA: “What’s this guy look like?”

FATE: “Indian male, good-looking, black
hair, violet eyes, about 6 feet, medium
build. He’s wearing some type of com-
bat jumpsuit but no armor. He’s carrying
a sword, and other weapons are hanging
from his belt.”

NINJA: “I pull off my hood, as I am good-
looking, and say “Stop, stop.” Have him
roll his reaction. I get a +4.”

FATE: Rolling d20, the result is a 20 plus
4 equals 24. “Aaagh. He stares into the
Ninja’s eyes and promptly falls in love
and stammers ‘I’'m, I'm sorry, I ... *”

NINJA: “And on segment 10, he rolls
class C surprise as I sucker punch him.
My shot is 82. Almost double damage.
Incidentally, instead of a punch, I run
him through.”

FATE: Rolls a 25 and is completely sur-
prised. “How much damage do you do?”
A roll of 69 indicates no fate.

NINJA: “Awww, minimum damage is 100
points plus 1/4 of his strength and con.”
FATE: Noting the damage, then says “On

segment 12, release another Earth Shock
spell witha 75.”

NINJA: “And again I dodge. Next is seg-
ment 15 and I’ve won advantage. My
shot is a 26. With my bonuses, it’s a hit.
I’m using the Darkblade again.”

FATE: “I sacrifice with a 41. That makes
it and my flat advantage is a 5.” The
Ninja rolls a 4 and loses. “He strikes
with his sword, rolling a 99. No dodge.”

NINJA: “But I can block with a 20.” Cold
steel meets the Ninja’s chi sword as the
battle continues.

FATE: “Advantage, 4-1/2.”

NINJA: “Eight. I drop my Darkblade and
kick for the head. I'm tying to knock
him out. My shot’s a 101 with bonuses.
Ihit” _

FATE: “I roll an 82 for a dodge and your
damage is ... 77

NINJA: “Four hundred times 10.

However, I only want to subdue, not
kill.”

FATE: “The subsequent rolls indicate the
assailant is completely unconscious.
What do you do now?”

NINJA: “Bind him securely and wake him
up. Now it’s time to use my
Interrogation skill.”
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FATE: Checking the Non-Classed
Adventurer’s skills he finds interroga-
tion resistance. The Ninja succeeded in
her Interrogation skill. However, the
Non-Classed Adventurer succeeds in re-
sisting. “Now what do you do?”

NINJA: “Check on the mage. Is he okay?”

FATE: When the Ninja turns her eyes
away, he rolls the chance for the Non-
Classed Adventurer to escape using the
Escape Artist skill. Succeeding, he is

able to grab a tesseract twig and snap it.
“As you look away, you hear a snap,
and your captive disappears via tesser-
act.”

NINJA: “Shoot. Do I sense his life force
anywhere?”

FATE: “No. Not within your range.” The
Fate rolls the Non-Classed Adventurer’s
chance to move silently. Failing the roll,
Fate states, “However, you do hear
someone moving in the woods.”

NINJA: “Coming toward us or moving
away?”

FATE: “Away.”

NINJA: “I let him go, but I keep a close
eye on the woods. Then I take up a de-
fensive position near the mage.”

FATE: “Now for the drake.”
DRAKE: “What do I see?”

FATE: “Well, you cross the rocks to the
other side of the island. You see a small
valley with a forest and a small stream
and steaming pond approximately 30
feet wide.”

DRAKE: “I know, what do I do? I land
near the shore of the pond. What do I
see?”

FATE: “You see a smiling face attached to
a small body peaking out from under a
bush. It looks like an Elvome. It says,
‘How are you today?””

DRAKE: ‘“Fine, how are you?”

ELVOME: “I'm well, though I seldom get
visitors. This is quite the surprise.”

DRAKE: “I'm keeping an eye on him,
Fate.”

ELVOME: “Are you looking for a safe
place to rest? This area isn’t very safe
except for this small forest, There is a
paradrake living on the other side of the
island.”

DRAKE: “Yes, I know. We have made
friends, but now it’s hurt, and it can’t
fly. I was looking for something to heal
it with,”

ELVOME: “Yes, help you I can. We can
travel there easily, and I can cure any
wound the creature may have. But as |
understand it, your kind has no love for
any drake but their own mutant
species.”

DRAKE: “T don’t, but my friends do.
Please, let’s get moving if you’re going
to help.”

FATE: Reading the description of the
Elvome listed in chapter 17,
“Monsters,” Fate finds that it can heal
and will help. So Fate plays the Elvome
and gives the drake a hint to help the
party. *“You see the drake returning with
someone.”

ELVOME: (Fate) “Are you the creatures
that came in the boat?”

DRAKE: “Why, yes.”
ELVOME: “It’s good your friend will be
healed. He can fly you to your destina-

tion because your boat was destroyed by
a 200-foot-long sea drake.”
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ADVENS: “Groan!”

ELVOME: “Carry me to them. I’ll make
us invisible.”

FATE: “You arrive and the Ninja and the
mage have just finished the crude splint
for the paradrake’s wing. The Elvome
heals the creature and then asks why
they have come to this place.”

NINJA: “We heard that Fido here was
guarding some type of temple ruins. By
the way, you wouldn’t know the history
of this place would you?”

ELVOME: “No, but I know someone who
does. She lives in the World Veins (see
“Dark Continent” in chapter 7). There’s
an entrance near the third mountain—
you can’t miss it—with a river flowing
out of the mouth of the cave.”

MAGE: “Wait, aren’t you going to go with
us?”

ELVOME: “Are you out of your mind,
human? I’ll tell you the way, but that’s
it. Adventuring’s your job, not mine. I
stick to basic survival.”

DRAKE: “Then stop yer yakkin’ and let’s
get trackin’. I’m spoiling for a reecaaall
fight.”

ELVOME: “As you wish. The cave travels
inward, and you will see a big pit
heading straight down. This is the en-
trance. Head down it, and you will find
a stone dwelling carved in the wall of
the pit. Speak the name Denton, and you
shall be granted admittance. A Giantess
named Carewillow will greet you. She’s
very friendly and an excellent cook, if
you like meat. Though I haven’t seen
her for over 100 years, I’'m sure she’s
still there, for this island has a special
romantic interest for her. Something
about her and my father.”

NINJA: “Let’s ride the paradrake on the
ground to the temple and leave it there.
There’s no sense in riding on it; we
might draw too much attention. And if
we travel with it on the ground, it’ll get
to do all the fighting.”

ADVENS: “Okay.”

FATE: The referee should choose how the
paradrake will react. It might follow
them anyway, for this would be great
fun. However, for the sake of this ad-
venture, we shall say that it will coop-
erate and await their return. At this
point, Fate relays this and then asks the
party, “What do you do now?”

MAGE: “We start in the direction of the
temple, but first I want to ask the
Elvome if he will teleport us to the base
of the mountain?”

FATE: Rolling the Elvome’s reaction, Fate
finds that he will. And to be of further
assistance, he will keep the paradrake
for them so they don’t risk its getting
lost.

ADVENS: “Then let’s get going!”

FATE: The Elvome casts the spell, and the
party appears at the base of a steep cliff.
Fate then tells the players that their
characters see that the mountain is ap-
proximately 3,000 feet tall and very
steep.

DRAKE: “I’ll carry my companions as I
fly upward toward the cave entrance.”

FATE: Rolls for random encounters and
rolls a 5: no encounters. “I’ve got to get
new dice! You make it to the cave on
the other side of the mountain with no
problem. Once you arrive it’s about
dark, and the drake is very tired. You
see a sheltered valley, which has been
created by the river. The valley is filled
with forest and thick vegetation.
However, it’s completely isolated from
anything that can’t fly or climb sheer
cliffs. What do you do?”

MAGE: “We land and look for a suitable
place to make camp near the river.”

FATE: Checking the description of the
valley and the terrain variables, Fate
gets a fairly clear picture of the area.
From this point, he must improvise what
the characters see. “You find a curve in
the river from which a tributary forms a
small stream that meanders to a dry, flat
area of thick grass.”

NINJA: “I check the grass for any bones.
Do I find any? No, well then I scout the
perimeter while the drake and the mage
set up camp.”

DRAKE: “Why did he check the grass for
bones?”

MAGE: “Phaze grass is very nasty stuff.
Grows through your feet. I set up a
small cook fire and start dinner. The
drake will get last watch, so he’ll eat
first.”

FATE: To the Ninja, “You find only signs
of winged deer or elk, nothing else
whatsoever.”

NINJA: “Then I return to the camp and
eat. Once dinner is over, I'll take my
post in a nearby tree.”

FATE: “You have a very restful night with
no problems. What do you do after
breakfast?”

MAGE: “We pack up and head for the
cave. What’s the terrain and the weather
like?”

FATE: “The morning is very clear and
crisp and the terrain is fairly dense. You
may travel at 40% of your normal
speed.”

MAGE: “Right, let’s go then towards the
river and on to the cave.”

NINJA: “I’ll take point. I am unsheathing
my short sword to cut a path through the
foliage.”

FATE: “You don’t run into anything on
your trip, which takes you 1 hour.
However, as you enter the cave, the
drake smells a very fresh scent though
he neither sees nor hears anything at all.
You see the pit the Elvome mentioned
in the floor of the tunnel. It’s about 10
feet in diameter although very irregular
in shape. The sides are covered in
glowing moss that provides light in the
World Veins. It also makes excellent
handholds and footholds for the travel
downward. Even the mage could make
it with no difficulty. What do you do?”

It is at this point that the players withdraw
to decide their plan of action. Fate should
recheck the information on the adventure
sheet, making a few false dice rolls to
throw a little of the fear of Gods into the
players.

DRAKE: “I am going to fly over the
mouth of the pit and look down. What
do I'see?”

FATE: “A pit going downward and curv-
ing out of sight to the right after about
100 feet. You also notice that the tunnel
is getting wider.”

DRAKE: “I return and tell the others what
T’ve seen.”

MAGE: “I guess we head into the tunnel
and down the pit, keeping a tight hand-
hold on the moss.”

DRAKE: “While the others climb down
the walls, I want to swoop down the pit
until it gets wide enough for me to cir-
cle. Once there I'll wait for the other
land-bound slobs.”

FATE: “You travel downward for about 3
miles, then the pit widens to about 500
feet in diameter. Again you smell the
strong scent that you caught at the
cave’s entrance. It is here that you see a
large dwelling carved out of the side of
the tunnel. It has a wide, docklike pro-
trusion that appears to be for landing on.
What do you do?”

DRAKE: “T’li circle and look for traps. Do
I find any with a 7%? I made my roll.”
FATE: “No.”

DRAKE: “Then I land and motion to the
others to join me.”
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NINJA: “I leap onto the dock and draw
both swords.”

FATE: “There is no place for the mage to
climb onto the dock. The structure
comes away from the walls of the pit,
and the dock protrudes from the front of
the structure.”

DRAKE: “I grab him and we land. What
does the front appear like?”

FATE: “The front is mostly smooth stone
with a large double door at the bottom
15 feet tall and 15 feet wide. Above the
door is a wide pane of polished crystal
40 feet wide and 10 feet tall, Above the
crystal is a frame of steel 5 feet square.
As you approach the door a face appears
in the frame. It is an old female. She ap-
pears to have been crying. She speaks
with a voice that sounds as though it
were as old and chafed as Atlas’s shoul-
ders. “Welcome travelers. How may I be
of assistance?’ ”

MAGE: “We come in the name of Denton,
and we seck the history of the temple.”

FACE: “What? Denton?” She starts to
scream hysterically. “You speak to me
of the betrayer, the destroyer of love!
His leaving without explanation or
words at all have caused untold suffer-
ing and despair. And your reminder has
ground salt into the wound. For this you
shall all die!”

DRAKE: “So I take it we’re not welcome
for dinner?”

FATE: “As she finishes her last sentence,
the crystal flashes like a camera flash,
and a flying grizzly (see chapter 17,
“Monsters™) soars out of the light, head-
ing straight for the party.” In this in-
stance, the players knew that the face
was going to attack their characters or
something similar. So, when the bear
appears, then advantage is called for,
and the bear rolls a 6-1/2. As Fate no-
tices, the grizzly is a fourth level and
therefore has only two attacks. “Oh, by
the way, this is the scent you caught be-
fore.”

MAGE: “10-1/2, and I'm casting a Hex
Bolt.”

DRAKE: “7-1/2, and 1 attack on segments
five, 10, and 15. On attack segment five,
I want to breathe a Fire Bolt if I'm
within range.”

NINJA: “13-1/2. Yesssss. It’s the best 1
can get, and 10 plus 3-1/2. One bear
salami comin’ up. I leap up to try to cut
it with my sword. I get three attacks per
turn, same as the Chameleon Drake, but
I won advantage, so I go first on seg-
ment one. My shot is a 76%.”

FATE: “I dodge with a 52%.” Next is
segment five, and the Ninja and the
drake both go. The resulting rolls indi-
cate that the bear dodges. Next is seg-
ment six and the mage goes.

MAGE: “Iroll a 01! That’s a clean miss.”

FATE: “In that case, I'm sacrificing (see
“Sacrifice” in chapter 8), and I can do it
because you are actually attacking me.
Furthermore, I have nothing to lose as
you would in normal sacrifice situations.
If I fail, I won’t get hit by your attack,
‘cuz you missed me, you missed me,
nana, nana, na.”

Fate rolls a beam-attack-dodge sacrifice of
89, and the chance has been lost.

The turn progresses to segment 10, and the
Ninja attacks.

NINJA: “Irolled a 40% on my shot.”

FATE: “I rolled an 18% on my beam-at-
tack dodge. The drake goes next.
However, he will have to use the attack
to move over to the prey.”

DRAKE: “I blast it! My shot is a 102 to-
tal, and it’s a solid hit.”

FATE: “Iroll a 61 on my dodge, and I fail.
What’s your damage?”

DRAKE: “900 life points times 2 for the
double damage.”

FATE: Checking the monster’s descrip-
tion, Fate finds that the monster has
10,000 to 40,000 life points. The die roll
indicates 30,000 (this is going to be a
long fight). Rolling the monster’s fate,
Fate says, “I’m hit for 1,800 life points.
Next segment is 11, and the mage goes.”

MAGE: “Iroll an 89 total, and I’m using
my Ball Lightning spell, which will do
metabolic shock and stun him.”

FATE: “I roll a 65 on my dodge, and I
don’t make any of them. You could hit
me with a slow-moving blimp. I make
my metabolic shock roll, and I’'m not af-
fected. Now it’s segment five, and the
Ninja and the drake attack.” The result-
ing rolls indicate that the bear is ex-
tremely lucky and dodges them both.

MAGE: “I'm starting a spell that will
come off next turn on segment 11 unless
I win advantage. It’s a second-level
spell, and I'm only first, but I can do it
(see-“Using Spells” in chapter 9). There
will be a 10% chance of spell backlash
plus an additional con point for the level
above. The spell is Manacles of
McCracken.”

FATE: “Roll advantage.” The resulting
rolls indicate that the mage does not
win, so the spell will go off on segment
11. During segments five and 10, both

the Ninja and the drake try unsuccess-
fully to hit it.

“Well, then, if you’re casting a spell,
then the grizzly is not being attacked on
segments six and 11, and he attacks on
segments six and 11. Isn’t this conve-
nient?”” Rolling the 1d6, Fate determines
that the bear is going to swipe at the
mage. This makes sense, for the mage’s
hands are glowing as the spell is being
cast. “I’'m attacking the mage with a 20
on my roll. Just barely a hit, I add
+15%, totaling 35. I'm using my eye-
beams, which are chi based, and they do
100 to 600 life points of damage. Roll
your beam-attack dodge.”

MAGE: “Iroll 39%. I make it. Now I have
to roll my fate versus breaking concen-
tration while dodging, and I fail, so my
spell is broken, but I'm alive.”

FATE: “Then we move to segment 15, and
the Ninja goes first.”

NINJA: “I’'m going to attempt to leap on
the bear and grab hold.”

FATE: “You will have to roll your shot on
the bear and your grab, both of which I
might dodge. And if I dodge, then you
will go over the edge of the dock into
the pit.”

NINJA: “You only live a couple’a times.
Sixty percent on my shot for the leap
and 52% on my grab.”

FATE: “I roll a 90% on my dodge and an
88%, 50 you’re on, you lucky shmuck.”

DRAKE: “Where did the Ninja land?”

FATE: “On the back between the wings.
Her head is facing its tail. The grizzly is
almost on top of the two of you. It’s

about 10 feet away and 8 feet off the
ground.”

DRAKE: “I use my fire blast and cook his
chest through with a 53% on my shot.”

FATE: “I barely miss my dodge, and I
don’t make my fate. You do how much
damage?”

DRAKE: “100 to 1,000 ...” Clack ...
clack ... “1,000! Wahooo!”

FATE: “Now we roll advantage once
again, and I'roll a 1 plus 3-1/2.”

MAGE: “10.”

DRAKE: “3-1/2. Do you know of a dice

store that delivers, a dice delight or
something?”

NINJA: “8-1/2.”
MAGE: “And I start another spell.”

FATE: “Then I attack the drake. I’ll teach
you to not yell at strangers. 1roll a 94 on
my shot with my laser vision.”
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DRAKE: “And T make my dodge with a
12%, and we move to attack segment
10. 1 attack after the Ninja.”

NINJA: “I’m going to use my Nerve Pinch
and try to stun it.”

FATE: “I'm going to do a hard barrel roll
and plunge off to the side of the dock
and down into the pit, trying to scrape
you off against the stone edge as we fall.
Iroll a 67,n000...”

NINJA: “Yesss ... You get hit with a
123%. That means I make my shot with
no problem. Then I roll my chance to
pinch you—02 and you are out’a there.”

DRAKE: ‘I fly down after them.”

MAGE: “Don’t bother, my spell will stop
the bear’s fall, and the Ninja can jump
from there.” And with that, the mage
casts his manacles on the bear and halts
its downward acceleration.

FATE: “Roll your class D surprise again
as soon as the Ninja leaps up.” The re-
sulting roll indicates that no one is sur-
prised. Fate then explains: “You see
another flash and out pops grizzly num-
ber two. Roll advantage!”

MAGE, NINJA, AND DRAKE: 9;
4-1/2; 6-1/2.

FATE: “The bear rolls an 8-1/2 and the
turn starts with the mage first.
Incidentally, the bear is flying at you
very quickly.”

MAGE: “I’'m shooting my Hex Bolt with a
64%.”

FATE: “I'm ignoring the attack and claw-
ing you anyway with a 91% on my
shot.” This tactic may be used by any-
one or anything that thinks it can take
the damage from the given attack. In
this case, the maximum damage a Hex
Bolt could do is 2,000 LPD. The bear
has a minimum of 10,000, so it’s safe to
assume the grizzly can take the attack.
“Roll your dodge, mage.”

MAGE: “I roll 97%. I don’t make it,
but ...” Clack ... clack ... “03%! I do
make my fate.”

FATE: “Well, in this case, the damage you
sustain is deflected by your pack as the
claws of the grizzly shred it off your
back. And as the contents of the pack
spreads out, the old piece of paper flut-
ters out into the open. When the wind

hits it, the paper is forced open, and this
causes it to break, with the two halves
separating. As the inner fold is exposed,
a gold seal catches the moss light. And
at the sight of this, the face shouts,
‘Stop!” and the bear vanishes. ‘Bring
that to me!” “

MAGE: “I grab the pieces and head for the
door very carefully.”

FATE: “The door opens and a tall figure
steps from the shadow. She is clothed in
a robe of gray, shimmering cloth. She
takes the pieces and casts a reconstruc-
tion spell on them. Once done, she asks
the adventurers to read it. ‘I cannot bear
to have any hope. Please spare me the
pain of the reading, less it be another be-
trayal. The golden seal is the sign of my
once-loved Denton.””

MAGE: She begins, “Dear Salenda ...”

TALL FIGURE: “Aieee, my name is
Carewillow,” and with that she collapses
into a silent wail followed by copious
tears.

MAGE: “Wait, Carewillow, there is more.
“You must forgive me, my dear, but our
time has passed, for now I have met my
heart’s desire, and I must spend my life
with her. Our time together was good,
and I will remember it always. Here is a
map to the location of a small amount of
treasure hidden on the island. Signed
Denton.” And there’s more. It appears
like another letter. ‘Dear Carewillow,
my love, I’m sorry that I can’t deliver
this in person, as I'm off on an adven-
ture to make enough for us to settle
down in Terra and send our children to
school. I'll be back in 2 or 3 days. Love
forever, Denton.””

NINJA: “I guess he never made it back?”

DRAKE: Whispering, “Anyone bring the
violin?”

CAREWILLOW: “T ... I...1... can’t be-
lieve it! Denton, did you really love me?
Oh my.” She appears to be steadying.
“Oh my guests, can you ever forgive
me? 1 am eternally in your debt.
Anything I can do, just name it.”

DRAKE: “Got any milk?”

CAREWILLOW: “Yes, please do come
in.QQ

FATE: “She is a very gracious host,
though poor. She feeds you and plays
music. She explains that the map indi-
cates a very dangerous part of the island
and warns the party away until they’re
higher in level. And the temple was used
as Denton’s home after he drove the
Priests of Tet or Ta’set away. After a
thousand thank-yous, she teleports you
back to the glade where the Elvome
lives. He is there with your paradrake
and a cold jug of crystalberry wine.”

DRAKE: “Hi, ya little pipsqueak, pass the
jug. Hey, ya got any dirty glasses?”

FATE: “Well, what do you do now?”

ADYVENS: “We tell the Elvome the story,
and we drink the wine, then we head for
home, promising to return soon as we
can and avoiding any encounters. How
many gaming points did we get?”

FATE: “Well, the Ninja gets an extra point
for saving the Chameleon Drake, 1/2
point for the nigeel times 2 for the
paradrake the first time and then 3 more
for when the Control Emotions spell
was cast. That’s 9-1/2 points plus the
flying grizzly that was subdued. The
grizzly is worth 4 gaming points. Total
for the adventure is 12-1/2. Dividing
that by 3 equals about 4.16 each. That’s
enough to raise the party one level (see
chapter 2, “Rising in Levels”). You
don’t run into anything on the way
home. You see the Werestorm ahead:
what do you do?”

ADVENS: “We fly through, starting in as
high as we can or as high as the
paradrake can lift us.”

FATE: “You passed through within 2
hours of entering. The paradrake is a
very strong flier. Once inside, you feel
the paradrake lifted, and you see one of
the Terra Police antigravity cars. A door
opens and the policeman yells, ‘Need
any help?’”

ADVENS: “Nope.”

POLICEMAN: (Fate) “Then Terra
Airport will telekinetically carry you in.
Have a nice day.”

DRAXKE: “Fate, we want to return and buy
as many weapons as we’ve got money
for. Plus, the Ninja, mage, and I have to
return to school to rise in levels. So let’s
go, for we’ve a Worldship to tame!”

The End

Here the story pauses until the adventurers rise again to do battle another day.

This is a simple example of a game from beginning to end. The time required to play an entire adventure can be as short

as a 1/2 hour or as long as 365 days. It’s up to you.
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