NAME : BACKGROUND:
Community:

Career:

Past careers:

STAMINA: LUCK:

Career advances mark:
A Lower max. level

ADVENTURING SKILLS
LEVEL
O Appraise

O Athletics

O Bargain

O Blunt

O Bow.

O Brawling

O Command

O Crossbow

O Diplomacy

O Disguise

O Dodge

O Endurance

O History
O Incantation
O Intimidate

R Higher max. level

LEVEL
O Large blade
OLie
O Medicine
O Navigation
O Ostler
O Persuasion
O Pole arm
O Repair
O Sleight of hand
O Small blade
O Spot
O Stealth
O Streetwise
O Survival
O Swimming

O Language O Thrown
CAREER SKILLS:

WEAPONS:
POSSESSIONS: TRAITS:

SPELLS:




	The World of Warlock
	The golden rule
	Welcome to Warlock
	What is this game?
	What do we need to play the game?
	How does Warlock work?
	What do the players do?
	How you actually play?

	Creating
	Characters
	Creating a character
	Skills
	Stamina
	Luck

	Communities
	Human
	Elf
	Dwarf
	Halfling

	Careers and Skills
	The Adventuring skills
	Career skill
	Basic Starting Equipment

	The Basic Careers
	1.1 Agitator
	1.2 Beggar
	1.3 Boatman
	1.4 Bodyguard
	1.5 Bounty Hunter
	1.6 Entertainer
	2.1 Footpad
	2.2 Gambler
	2.3 Grave Robber
	2.4 Hunter
	2.5 Initiate
	2.6 Mercenary
	3.1 Militiaman
	3.2 Miner
	3.3 Noble
	3.4 Outlaw
	3.5 Pedlar
	3.6 Raconteur
	4.1 Rat Catcher
	4.2 Road Warden
	4.3 Soldier
	4.4 Thief
	4.5 Tomb Robber
	4.6 Wizard's Apprentice

	Character Traits
	Equipment
	The Gods
	The Thrice Blessed
	The Red King
	The Wild Wood
	The Heartstone
	The Dragon


	Core Rules
	Core rules
	Taking actions

	Making a skill test
	Basic skill test
	Opposed skill test
	Testing your luck
	Testing luck in opposed tests

	Improving 
	Careers
	Gaining Stamina
	Changing careers

	Advanced careers
	Assassin
	Bravo
	Watch Captain
	Charlatan
	Explorer
	FreeLance
	Highwayman
	Mercenary Captain
	Merchant
	Minstrel
	Outlaw Chief
	Priest
	Scholar
	Scout
	Spy
	Veteran Soldier
	Wizard


	Combat
	Combat
	Rounds
	Who goes first?

	Combat Actions
	Movement within actions
	The move action
	Attacking
	Ranged attacks
	Weapons and the damage roll
	Mighty strike

	Armour
	Effects of damage
	Critical hits
	Surrender or flee!

	Recovery

	Magic
	Magic
	The path of Priest or Wizard
	Casting spells
	Wrath of the otherworld
	Casting spells in combat
	Finding and keeping spells
	Spells at character creation

	Spells
	Alarm (3)
	Antimagic (4)
	Armour (4)
	Banish (5)
	Befriend (5)
	Blast (4)
	Blur (4)
	Burn (3)
	Detection (2)
	Dominate (4)
	Enchant (4)
	Fear (4)
	Feather (3)
	Fix (4)
	Foulness (4)
	Fumble (5)
	Hammer (3)
	Heal (2)
	Illusion (4)
	Lightning (4)
	Lock (3)
	Multiply (3)
	Night (4)
	Path (2)
	Read (5)
	See (3)
	Servant (4)
	Shield (2)
	Silence (3)
	Sleep (5)
	Speak (3)
	Swarm (4)
	Unlock (3)
	Unseen (4)
	Wall (4)

	Creating spells
	Magical items

	Bestiary
	Bestiary
	Special abilities
	Chimera
	Dire wolves
	Demon
	Dragon
	Dwarf
	Elf
	Ghoul
	Giant
	Goblin
	Griffin
	Halfling
	Hobgoblin
	Human
	Liche
	Manticore
	Ooze
	Ratman
	Skeleton
	Treemen
	Troll
	Wight
	Wraith
	Wyvern



