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An S2HACK Roleplaying Game

THE SYSTEM

This game utilizes the S2HACK role-playing system as developed by Cody A. Menzies, and modified by Christopher Proudfoot.  It uses a combined stats roll, in which the player combines two appropriate scores that will range from 2 - 9, and attempts to roll under that score on a D20, with an unmodified 1 equalling a Critical Success, and an unmodified 20 equalling a Critical Failure.   

A Critical Success measures the absolute best possible outcome for a roll, giving the player bonuses to their results, including maximum damage for combat rolls against Non-Player characters.  If a Critical Success is landed against a player character, they will receive maximum damage as well, but get the opportunity to save themselves with either a Dodge or Shield roll.  

Critical Failures, however, are the opposite, and can often cause harm upon the player.  These actual results should be left up to the Game Master to decide what is appropriate for each situation.

Modifiers will be added to certain rolls; consult the rest of the manual to determine which rolls these will be.  These do not affect Critical successes or failures, however, and even if a character has a combined score that puts them over twenty, a 20 on the die roll still counts as a failure.  

The dice requirements for this game are a D20 (twenty-sided dice) and a D6 (six-sided dice.)

CHARACTER GENERATION

The following section is to guide a player through the creation of a Player Character.  Follow the steps under each heading and fill in the necessary details on the player’s Character Sheet, which can be found at the back of this manual.  

PROFESSION: This is the career the character considers themselves to follow.  Consult the Professions list for examples of some stereotypical professions that can be found in this setting.

RACE: This describes what race the character is.  The player can choose from Human, Elf, Half-Orc, Half-Elf, Gnome, Dwarf and Halfling.  Consult the Race Guide to learn more about these races.  Pay attention to the descriptions, a make note of any special abilities or penalties that race will get.  

APPEARANCE: A short description of what the character looks like.  This can include things like build, eye and hair colour, and distinguishing features.  

REPUTATION: This determines how well know any character is, including Non-Player Characters.  To use this skill, combine Knowledge+Reputation and roll under that number on a D20.  If successful, the roller has heard of the character.  This number is assigned by the game master and is increased and decreased at their discretion, depending on how each character fares.  

RACE GUIDE

Human: The most common of all the races.  Humans are renowned for their ability to learn and adapt quickly to new situations.  All character skills are considered 1 point higher than they actually are.

Elf: These are thin long-lived humanoids with pointed ears that tend to favour the forests to towns, and have a love of nature.  +1 Dexterity, -1 Ride.  Low light vision. Immune to sleep. +1 vs enchant.  Only need 4 hours of meditation each night.  +1 awareness.  Gets awareness check to spot hidden doors.  +1 to weapon proficiency longsword or rapier.  +1 weapon proficiency longbow or shortbow.

Half-Elf: These are the offspring of an Elf and a Human, ears are not as pointed as a full elf, and they don't live as long.  Low light vision.  Immune to sleep.  +1 vs enchantments.  +1 awareness.  +4 character skill points

Dwarf:  Short, bulky and tough as iron, Dwarves hail from caverns deep within the mountains.  Known throughout the land for their excellent craftsmen, and fierce fighters. +1 Strength, -1 Persuasion.  Darkvision 60ft. +1 on all checks to do with stone and metal.  +1 vs poison.  +1 vs spells.  +1 to hit orcs and goblins.  +2 dodge vs giants.  Speed 2/3 normal.

Half-Orc.  These are the offspring between an Orc and a Human, they are not as ugly as full orcs, usually having slightly greenish skin, and stunted tusks.  +2 Strength, -1 Dodge.  Darkvision 60ft.

Gnome.  A very intellectual race, gnomes are usually 3 – 31/2 ft tall, with wild tangles of beard.  Known for their strange interest in machines.  +1 Knowledge, -1 Awareness.  Small, +1 to dodge, +1 to attack, +2 stealth.  Speed 2/3 normal.  1/2 Strength when considering damage taken.  Low light vision.  +1 vs illusions.  +1 attack vs goblins and kobolds.  +2 dodge vs giants.  +1 Alchemy.  1/day speak with burrowing animals for 1 minute.  1/day use Cantrip

Halfling.  Nothing would suit a halfling more than a good meal and a pint.  Halflings form communities within the cities of the other races, using the larger community to help with defence.  +1 Dexterity, -1 Brawl.  Small, +1 to dodge, +1 to attack, +2 stealth.  Speed 2/3 normal.  1/2 Strength when considering damage taken.  +1 stealth. +1 Resistance.  +1 vs fear.  +1 Ranged.  +1 awareness.

PROFESSIONS

Battlerager:  You are one of the Dwarven elite, or perhaps just trained by them.  You use your anger as a tool in battle, cutting a swath through enemy forces, few will stand in your way.  Battleragers are recommended to have high Strength.  The base skills for a Battlerager are Rage and Intimidate.

Bard:  A teller of stories, and entertainer, you travel the world looking for new ballads to sing, and perhaps are involved in the creating of some.  Bards are recommended to have high Perception and Knowledge.  The base skills for a Bard are Artistry and Bardic.

Cleric:  One of those chosen to be a God's voice on Elwyn, you tirelessly pursue the ideals of your Religion, and use your God-given spells to aid in these endeavours.  Clerics are recommended to hav high Perception and Knowledge.  The base skills for a Cleric are Religion Lore and Meditation

Druid:  With spells granted from one of the Gods (usually Correlleon), you are a defender of nature, you punish those who show careless disregard for the natural world, and reward those who defend it.  Druids are Recommended to have high Perception and Dexterity.  The base skills for a Druid are Druidic and Nature Lore.

Mercenary:  You are a warrior who sells their services to the highest bidder.  Maybe a part of a company, or striking out on your own, you hone your skills in order to prove you are worth the money.  Mercenaries are recommended to have high Strength and Dexterity.  The base skills for a Mercenary are a Weapon Proficiency and Fast Draw

Soldier:  You work for a noble or country, and seek to defend them from their enemies.  If that means attacking them first, then so be it.  Soldiers are recommended to have high Strength and Dexterity.

Knight:  You are a noble and follow a code of chivalry and honor that some find hard to understand.   You strive to protect those who can't protect themselves, and to defeat those who would oppress.  Knights are recommended to have high Dexterity and Perception.  The base skills for a Knight are a Weapon Proficiency and Etiquette.

Monk:  Trained in one of the monasteries, you are a living weapon.  Having the rare fighting skill of Martial arts, you train always to better yourself.  Monks are recommended to have high Dexterity and Perception.  The base skills for a Monk are Martial arts and Monk.

Scout:  You have been trained to be sneaky and observant.  To gather information about enemy forces, and return with that information.  Scouts are recommended to have high Dexterity and Perception.  The base skills of a Scout are Stealth and Track.

Ranger:  An elite of one of the Elven nations, you have been trained to be supreme in the forest.  Tracking, hiding, following, all whilst remaining unseen, these are the ideals to which you aspire.  Rangers are recommended to have high Dexterity and Perception.  The base skills for a Ranger are Stealth, Survival and Track.

Thief:  Who needs a steady income when you can simply take what you want?  Surely you need the gold more than that rich guy?  Thieves are recommended to have high Dexterity and Knowledge.  The base skills for a Thief are Theft and Stealth.

Con-Man:  Master of disguise.  Glib of tongue.  The most trustworthy person anyone has met, honest.  Con-men are recommended to have high Perception and Knowledge.  The base skills for Con-men are Disguise and Connections.

Paladin:  The shining example of the races of good.  There is something about you that makes you stand out.  You are likeable, honest, trustworthy.  You are Good.  Paladins are recommended to have high Dexterity and Perception.  Base skills for a Paladin are a Weapon Proficency and Paladin.

Sorcerer:  A practitioner of magic, you need no books to cast your spells.  Weird and wonderful effects dance within your blood, simply waiting to emerge.  Sorcerers are recommended to have high Perception and Knowledge.  The base skills for a Sorcerer are Meditation and Magic Lore.

Wizard:  A practitioner of magic, you use ancient texts and books to focus the magic that you tap into.  Wizards are recommended to have high Perception and Knowledge.  The base skills for a Wizard are Meditation and Magic Lore.

ATTRIBUTES

These consist of a player's basic statistics: Strength, Dexterity, Knowledge, Perception, and Luck.  Attributes also cover a character's Magic ability.  The player gets 25 Points to spread around the five main Attributes however they see fit, with a score from 2 – 9 (players cannot have an scores with only a single point in them.)   If a player is capable of Magic, see the race description to determine what dice to roll.

STRENGTH: This determines a character's physical strength and endurance.  Will mostly come into play during fights involving brawls or certain types of melee combat.  Any character with a Strength score 7 or over will receive a +1 to their damage rolls, and anyone with a score under 3 gets a –1 penalty to damage.

DEXTERITY: This represents a character's speed and agility.  One of the most used Attributes, used for certain forms of melee combat, dodging and running away.  To determine a character’s speed while running, multiply their Dexterity by 2 and apply that to meters per round.

KNOWLEDGE: This is how much a character has in the way of general information.  This can be quite a useful Attribute, as it determines the number of Character Skills a player gets.  

PERCEPTION: This determines the character's alertness and focus.  Used for such activities as taking an aimed shot, investigation and people skills.  

LUCK: how damn lucky a character is.  Useful Attribute to cover skills not covered by the Skills List, and to add an element of chance into the proceedings.  

MAGIC: This is how many magic points a character has at their disposal.   Everyone has their Perception in Magic, but only those with spells or certain skills can access these points.  Magic training, such as that the Mage gets, gives 1d6 or more Magic points.

GENERAL SKILLS

These are basic skills that everyone in this setting will to have to some degree, and will allow the players to deal with most situations. The player gets 35 points spread around the nine  options as they wish, with a score from 2- 9.  

AWARENESS: The player uses this skill to notice things around them, such as spotting those who are hidden or hearing small sounds.  This skill is used by adding Perception+Awareness together and rolling under that total on a D20. 

BRAWLING: The most basic form of hand-to-hand combat, consisting of punches, kicks and head butts.  This skill is used by combining Strength+Brawling and rolling under that score on a D20.  See the Combat section for more detailed explanation of this.

DODGE: The player uses this skill to avoid enemy attacks.  This skill is used by combining Dexterity+Dodge and rolling under that score on a D20.  The player also receives a cumulative –1 penalty to each Dodge they must make for the end of a Combat Round.  See the Combat section for more details.

MELEE: This allows the player to attack and block attacks using such weapons as clubs, knives and swords.  This skill is used by combining either Strength or Dexterity+Melee (depending on the weapon type) and rolling under that score on a D20.  See the Combat section for more detailed explanation of this.

PERSAUSION: The ability to talk a NPC around to a player’s way of thinking.  This can be used to con them, barter for better prices or just convince them to help out.  This skill is used by combining Perception+ Persuasion and rolling under that score on a D20.  A critical failure will result in a hostile reaction from the target. (Note: This skill does not work on player characters.)

RANGED: The ability to use standard ranged weapon, such as bows and crossbows.  This skill is used by combining Dexterity+Ranged for random location shots and rolling under that score on a D20.  See the Combat section for more detailed explanation of this.  

RESISTANCE: This is a player’s natural ability to fight off poisons and certain magical attacks, or to operate in extreme conditions.  This skill is used by combining Strength+Resistance or Perception+ Resistance, depending on the situation, and rolling under that total on a D20.  If the player is successful on this roll, the effect is negated.  If the player makes a critical failure on this roll, the effects are increased. 

RIDING: How good a player is at riding horses and other large animals.  This skill is used by combining Dexterity+Riding and rolling under the combined total on a D20.  If the player makes a critical failure on this roll, the rider will be thrown off or the animal will bolt (Game Master discretion.) 

SHIELD: How good a player is at using their shield.  This skill is used by combining Strength+Shield and rolling under that total on a D20.  See the Combat and Armour rules for more information on this. 

CHARACTER SKILLS

These are the skills that help define the character.  The number of Character Skills a player can have initially is equal to their Knowledge score, plus four base skills (see Character Types.)  The player gets 9x their Knowledge in points, allocated however the player sees fit, again with scores ranging from 2 – 9.  Here is a list and brief descriptions of skills available to players, divided into which Attribute or General Skill they should be combined with.  This is by no means a complete list, so if a player wishes to have a skill that is not listed or covered by any other skill, or wants to specialize in one particular aspect of a skill, let them.

ACROBAT: This is the ability to avoid obstacles and enemy through leaps and rolls, and can allow a player to avoid multiple enemy at once.  This is used by combining a player’s Dexterity+Acrobat score, and rolling under that number on a D20.  If the player does not have this skill, they must make a singular Dexterity roll. 

ALCHEMY: This is the ability to mix chemicals and elements, as well as identify them.  To uses this skill, combine Knowledge+Alchemy and rolling under the combined total on a D20.  This skill also gives a player a +1 bonus to their First Aid rolls.  If the player does not have this skill, they cannot replicate its effects.

ANIMAL EMPATHY: The ability to calm and attract animals.  This is used by combining a player’s Persuasion+Animal Empathy score, and rolling under that number on a D20.  A Critical Success on this roll will cause the animal targeted to form a bond with the character, and may follow them back to civilization.  If the player does not have this skill, they must make a singular Persuasion roll.

APPRAISE: This is the ability to judge an items worth by studying it.  To uses this skill, combine Knowledge+Appraise and rolling under the combined total on a D20.  If successful, the player can guess the approximate value of the item, or the exact cost on a critical success.  If the player does not have this skill, they must make a singular Knowledge roll.  

ARTISTRY: This gives the player talent in the realm of the arts.  To uses this skill, combine Knowledge+Artistry and rolling under the combined total on a D20.  If the player does not have this skill, they cannot replicate its effects.

BARDIC: This is the ability to inspire others with song, as well as recalling important information from old stories and myths.  To use this skill, combine Bardic+Persausion and roll under the combined total on a D20.  The character can then inspire an emotion in others, be it Hope, Fear, Anger, Joy, or any variety of others.  The character can inspire an amount of people equal to his Bardic+Persuaion.  Also, roll under the combined Bardic+Knowledge to remember useful pieces of information, such as who won a famous battle, which creature killed a famous king, and other, more obscure pieces of information.

BATTLEMIND: This is the ability to gain insight into the workings of battle, and to limber up the body to use it more effectively.  To use this skill, combine Perception+Battlemind and roll under the combined total on a D20.  The character gains +2 Perception and +2 Dexterity, but has a penalty of –2 Luck, for the modified Perception in rounds.  After the Battlemind ends, the character suffers a –2 Perception and –2 Dexterity until they can rest for a few moments.  If the player does not have this skill, they cannot replicate its effects.  This skill can not be used at the same time as Rage.

BESERK: This allows a player to go into a berserker rage during combat, negating all damage but that that would sever a limb or kill outright.  This is used by combining a player’s Strength+Rage score, and rolling under that number on a D20.  If successful, the player gets +2 to their Strength and Dexterity scores, and –2 to their Perception for 10 combat rounds.  If an ally is near the player while they are Raging, the player must make a Perception+Luck roll in order not to consider them an enemy and attack them on sight.  At the end of Rage cycle, all the player’s Attributes take a –6 penalty, and must rest for at least 3 hours to recover (if Strength drops below 1 after Raging, the player collapses, and will immediate require healing.)  If the player does not have this skill, they cannot replicate its effects. 

BLINDFIGHT: The ability to fight while blinded or in total darkness.  This is treated as just using either the Melee or Ranged general skills, and therefore none of the special abilities a Weapon Proficiency would give apply.  This skill is used by combining a player’s Dexterity or Strength+Blindfight score, and rolling under that number on a D20.  If a player does not have this skill, the player can only use their Attribute to fight in melee combat.

CLIMB: This gives the character the ability to scale up or down walls and other surfaces with practiced ease.  This skill is used by combining Strength+Climb and rolling under the combined total on a D20.  The game master should apply penalties and bonuses depending on the difficulty of each climb.  If the player does not have this skill, they must make a singular Strength roll.

COMMAND: This skill allows a player to inspire their allies to do better in combat.  To use this skill, combine Persuasion+Leadership and roll under that total on a D20.  If successful, up to 10 characters, including other player characters will receive a +2 bonus to their attack and defence rolls.  The player receives a –1 penalty to this roll for every character over the initial 10.  This skill requires the player to have the Tactics and Leadership skills, and costs 1.5 times the character’s score in experience to upgrade.

CONNECTIONS (Specific): This allows characters to track down information from connections within various groups and organizations, such as Merchants, Criminals and Military.  This is used by combining a player’s Knowledge+Connections score, and rolling under that number on a D20.  If successful, the character has successfully made contact with a member of one of these groups and can use this to obtain information, help or supplies, depending on the game master’s discretion.

COOKING: This is the skill of making meals.  This is used by combining a player’s Knowledge+Cooking score, and rolling under that number on a D20.  If successful, they have made a meal that can feed up to five people.  The player must have at least the basic ingredients to work this skill, and the player will receive a –1 penalty for each person over the initial five.  If the player does not have this skill, they must make a singular Knowledge roll.

DISGUISE: This skill allows a character to change or hide their appearance in order to escape notice or fool other characters.  This skill is used by combining a player’s Knowledge+Disguise score and rolling under that total on a D20.  If another player character or a major NPC encounters a character after a successful Disguise roll, the can make a Perception roll on a D20 to find out if they can see through the disguise.  If the player does not have this skill, they cannot replicate its effects.

DRUIDIC: This is the ability to become closer to nature, and gain many useful abilities.  Combine Drudic+Knowledge and roll under the combined total on a D20, to discover information about any animal or plant.  Combine Druidic+Dexterity and roll under the combined total on a D20 to move through any normal vegetation unhindered.  Combine Druidic+Resistance and roll under the combined total on a D20 to not be charmed or affected mentally by nature's creatures.  If the player does not have this skill, they cannot replicate its effects.

ADVANCED DRUIDIC: Prerequisite – Druidic.  This is the ability to become even more closer to nature, and gain some very powerful abilities.  Combine Advanced Druidic+Resistance and roll under the combined total on a D20, to not be affected by a poison.  Combine Advanced Druid+Perception and roll under the combined total on a D20 to make an illusionary change to a characters own features.  Combine Advanced Druidic+Wildshape and roll under the combined total on a D20 to change into an elemental creature, instead of a normal animal.  All characters who have this skill stop aging, but still expire at the end of their lifespan.  If the player does not have this skill, they cannot replicate its effects.

EVASION: This is the ability to completely avoid large area effect spells.  To use this skill, combine Evasion+Dexterity and roll under the combined total on a D20.  Use this skill if the character is affected by a spell or other ability which would have him make a Resistance+Dexterity roll to half the Damage.  If the character succeeds in his Evasion+Dexterity roll he takes no damage from the attack.  Once he achieves a 7 in Evasion, he takes half damage from these attacks even if he fails the roll.  If the player does not have this skill, they cannot replicate its effects.

ESCAPE ARTIST: This ability is used whenever a character is restrained or imprisoned.  This skill is used by combining the character’s Dexterity+Escape Artist score and rolling under that number on a D20.  Penalties may be placed on the roll depending on the type of restraint.  If the player does not have this skill, they must make a singular Dexterity roll.

ETIQUETE: This skill gives the character the knowledge to act properly at formal occasions.  This skill is used by combining a player’s Knowledge+Etiquete score, and rolling under that number on a D20.  If the player does not have this skill, they must substitute with a singular Knowledge roll.  

FAST DRAW: This allows a character to pre-empt an opponent’s attack with one of their own before the opponent has a chance to strike.  This is done by combining the character’s Dexterity+Fast Draw score and rolling under that number on a D20.  This is done after an opponent has declared their attack, but before the opponent has rolled.  Note: Any character with this skill can draw their weapons without loosing an action in a Combat Round.  If the player does not have this skill, they cannot replicate its effects.

FAVOURED ENEMY (specific):  This is the ability to gain insight into the style of battle used by a particular race of creatures.  To use this skill, combine Perception+Favoured Enemy and roll under the combined total on a D20.  The character gains +1 to hit and damage creatures of that type, until the battle is over.  If the player does not have this skill, they cannot replicate its effects.  Also combine Knowledge+Favoured Enemy to get information about that creature type.

FIRST AID: The ability to tend to minor wounds sustained in combat.  This skill is used by combining Knowledge+First Aid and rolling under the combined total on a D20 for each wound location.  If successful, the player will have stopped the wound from becoming worse and will negate any penalties for a Level 2 wound or less.  If the would is worse than Level 2, the treated player will have their penalties reduced by 2 points.  A critical failure on this roll will result in the wound increasing to the next damage level.  If the player does not have this skill, they cannot replicate its effects.

FORGE (Specific): This gives the player the ability to make or repair specified items (Weapon, Armour, Jewellery etc.)  To use this skill, the character combines their Knowledge+Forge skill and rolling under that number on a D20, and must have the right equipment with them.  Players can take this skill multiple times.  Note: a player with the Forge Weapon skill cannot repair armour, or vice versa.  If the player does not have this skill, they cannot replicate its effects.  

INTIMIDATE: This ability allows characters to assume a threatening demeanour or tone that will influence others.  This skill is used by combining Persuasion+Intimidate and rolling under the combined total on a D20.  If a critically success, the target will receive a –2 penalty to all opposing rolls against the character in any further contacts.  If a player does not have this skill, they must make a Persuasion roll without the Perception modifier.  

INVESTIGATE: This ability allows the player to search their surroundings for clues and evidence, and to notice things that may not be apparent on first glance.  To use this skill, combine Perception+Investigate and roll under that score on a D20.  If the player does not have this skill, they must make a singular Perception roll.

LANGUAGE (Specific): This allows the player to speak, read and write other languages.  The use of this  skill is automatic, and though it costs 1 skill point per language,  these however do not count towards the 4+Knowledge pool, so learning multiple languages will not cost a player skills.  This skill can be taken multiple times.  Languages available are Lycen, Merkon, Jerlair, Ishter, Kahar, Elven, Dwarven, Halfling, Gnomish, Orcish, Drow, Goblinoid, Draconic.  If the player does not have a language, they cannot speak or understand it.

LEADERSHIP: This skill gives the player the ability to inspire non-player characters in battle.  To use this skill, combine Persuasion+Leadership and roll under that total on a D20.  If successful,  up to 5 NPCs will receive a +2 bonus to their attack and defence rolls.  The player receives a –1 penalty to this roll for every NPC over the initial 5.

LORE (Specific): This gives the player knowledge in the culture and history of a specific race or group, such as Elves, Orcs, or a specific Human kingdom, or on such subjects as Magic or Religion.  This skill is used by combining a player’s Knowledge+Lore score, and rolling under that number on a D20.  This skill can be taken multiple times.  If the player does not have this skill, they cannot replicate its effects.

MARTIAL ARTS: Specialized form of brawling that allows a character to utilize their dexterity in close combat.  A player using Martial Arts gets three actions during a combat round, and gets a +1 bonus to their Stunning  Damage rolls when kicking.  Otherwise, normal Brawling rules apply.  This skill is used by combining a player’s Dexterity+Martial Arts score, and rolling under that number on a D20.  If the player does not have this skill, they cannot replicate its effects.

MEDITATION: This skill allows characters to regain magic points without having to have a nights rest.  To use this skill, combine Perception+Meditation and roll under that score on a D20.  If the player is successful, they receive 3 Magic Points back.  If they roll a critical success, the player gets 6 Magic Points back.  A critical failure takes away 6 Magic Points.   If the player does not have this skill, they cannot replicate its effects.   (Note: This takes an hour of Game Time to perform.)

MONK: This is the ability to use your monk training to do several extraordinary things.  Combine Monk+Resistance and roll under the combined total on a D20, to not be affected by a poison or disease.  Combine Monk+Perception and roll under the combined total on a D20 to heal one level of damage, costs 1 magic point.  If the character does not have a magic score, then they get their Perception in magic points.  If the player does not have this skill, they cannot replicate its effects.

ADVANCED MONK: Prerequisite – Monk.  This is the ability to become a true master over your own body.  Combine Advanced Monk+Knowledge and roll under the combined total on a D20, to understand any language for 1 hour.  Combine Advanced Monk+Perception and roll under the combined total on a D20 to become ethereal for a number of rounds equal to Advanced Monk+Perception, costs 7 magic points.  Combine Advanced Monk+Dexterity and roll under the combined total on a D20 to land a blow on an opponent known as the Quivering Palm.  It can be released any time the character desires within the next 24 hours, at which point the subject must make a double resistance roll or die, costs 6 magic points.  All characters who have this skill do not age, and gain DR 4/+1.  If the player does not have this skill, they cannot replicate its effects.

MOUNTED COMBAT (Specific): This allows characters to do battle, either Melee or Ranged, while riding an animal.  This skill is used by combining a player’s Ride+Mounted Combat score, and rolling under that total on a D20.  If successful, the opponent takes damage the same as any other combat.  If a player does not have this skill, they must make either a singular Strength or Dexterity roll.

NAVIGATE CROWD: This skill allows a player to move with speed through crowded areas.  To use this skill, combine the character’s Dexterity+Navigate Crowd scores and roll under that total on a D20.  If successful, the character can navigate the crowd without penalty until opposed or the crowd disperses.  If a player does not have this skill, they move at single Dexterity in meters.

PALADIN: This is the ability to use a few powers granted by one of the gods.  Combine Paladin+Perception and roll under the combined total on a D20, to heal 2 levels of damage, costs 2 magic points.  Combine Paladin+Perception and roll under the combined total on a D20 to give all allies within 10 feet a +4 bonus to all resistance checks vs fear.  Combine Paladin+Dexterity or Strength and roll under the combined total on a D20 to hit with a weapon and cause 2 extra levels of damage to all Demons, Devils, and Undead, costs 1 magic point.  If the character does not have a magic score, then they get their Perception in magic points.  If the player does not have this skill, they cannot replicate its effects.

POLITICS: This skill gives the character the knowledge art of human politics.  This skill is used by combining a player’s Knowledge+Politics score, and rolling under that number on a D20.  If the player does not have this skill, they must substitute with a singular Knowledge roll.  

RAGE: This is the ability to use anger to gain Strength.  To use this skill, combine Rage+Strength and roll under the combined total on a D20.  The character gains +2 Strength, but has a penalty of –2 Dexterity, and –1 Perception.  This lasts for the modified Strength in rounds.  After the Rage ends, the character suffers a –2 Strength, and –2 Dexterity until they can rest for a few moments.  If the player does not have this skill, they cannot replicate its effects.  This skill can not be used at the same time as Battlemind..

RAPID SHOT: This skill allows a character to gain an extra ranged attack per combat round. To use this skill, combine the character’s Dexterity+Rapid Shot score and roll under that total on a D20.  When using this skill, at least two actions per round must be Rapid Shot.  This skill requires the character to have a Ranged Weapon Proficiency and the Fast Draw skill, and this skill can only be used with that weapon.  This score must be at least 1 point lower than the character’s Weapon Proficiency score.  If the player does not have this skill they cannot use it.

REBUKE UNDEAD: This is the divinely granted ability to either command undead or make them cower before you.  To use this skill, combine Rebuke Undead+Persuasion and roll under the combined total on a D20.  This will cost at least one Magic point for each undead, and a number of undead up to the character's Rebuke Undead+Persuasion are affected.  The undead cower before the character, and take no actions.  The Rebuking lasts for 10 minutes.  Some undead may be allowed resistance rolls to not be affected by the Rebuke.  If the character succeeds the roll by 5, the undead become permanent servants of the character and obey the character's commands to the best of their abilities.  If the player does not have this skill, they cannot replicate its effects.

RUN: This is the ability to run faster than those around you.  To use this skill, combine Run+Dexterity and roll under the combined total on a D20.  The character can then run double the normal distance for 1 round.  In non-combat situations use this skill to run double the normal distance for 1 hour.  However the character is winded after this, and suffers a –2 to all physical rolls until they have rested for 10 minutes.

SECOND WEAPON: The ability to wield a light melee weapon in a character’s offhand, thus giving them a third attack per round.  To use this skill, the character combines their Dexterity+Second Weapon or Strength+Second Weapon score (depending on the chosen offhand weapon,) and rolling under that number on a D20.  This skill requires the character to have a Melee Weapon Proficiency, though not necessarily that of the chosen offhand weapon.  This score must be at least 1 point lower than the character’s Weapon Proficiency score.  Consult the Weapons Guide to determine which weapons count as light.  If the player does not have this skill, they must make a Strength or Dexterity roll depending on the weapon being used.

SEDUCTION: This skill allows a character to charm another through overt sexuality.  To use this skill, combine the characters Persuasion+Seduction score and roll under that total on a D20.  If successful, the target is seduced, and will be unable to resist any successful persuade rolls from that character for the next day.  

SHIELDFIGHT: This allows a player to use their shield as a melee weapon during combat.  This skill is used by combining Strength+Shieldfight and rolling under that total on a D20.  This does Stunning Damage, unless the character has edged the weapon.  If a player does not have this skill, they must make a Strength roll.  

SLOW FALL: This is the ability to lessen the impact of a fall whilst next to a wall..  To use this skill, combine Slow Fall+Dexterity and roll under the combined total on a D20.  The character puts his hands/feet against the wall and with quick motions slows the rate of the fall.  The character will negate as much damage from such a fall as the roll was succeeded by.  If the player does not have this skill, they cannot replicate its effects.

SNEAK ATTACK: This is the ability to hit the vital, need to use parts of the body.  To use this skill, combine Sneak Attack+Dexterity or Strength and roll under the combined total on a D20.  Use Sneak attack when the target is unaware of the attack, or if he is sufficiently distracted to not put up a proper defence. If the Sneak attack is successful then roll the damage and add an extra two levels.  If the player does not have this skill, they cannot replicate its effects.

SURVIVAL: This skill gives a player the knowledge to find sustenance and shelter in hostile environments.  To use this skill, the character combines their Knowledge+Survival score and rolling under that number on a D20.  If the player does not have this skill, they must make a singular Knowledge roll.

SWIM: This skill represents how good a character is at moving through water.  This skill is used by combining Dexterity+Swim and rolling under that total on a D20.  A successful roll allows them to swim unrestricted through water, moving at 2xDexterity score in feet per round.  If the player does not have this skill, they must make a Dexterity x2 roll, and will move at their Dexterity score in feet per round.

STEALTH: This is the ability to sneak around unnoticed by other characters or NPCs.  This can also be used to fade into the background without others noticing.  This skill is used by combining Dexterity+Stealth and rolling under that total on a D20.  If the player does not have this skill, they must make a singular Dexterity roll.  

TACTICS: This allows the character to analyse their opponents in combat, giving them bonuses to attack.  This skill is used by combining Knowledge+Tactics and rolling under the combined total on a D20.  If successful, the player gets a +1 to their attack, which lasts for the length of the combat.  If any new opponents enter the battle, the character loses this bonus.  This skill must be rolled either before or in the first round of combat.  If a player does not have this skill, they cannot replicate its effects.

THEFT: This gives the character the ability to steal small objects (no bigger that a foot in length) without being noticed by NPCs or other characters.  This also allows the character to pick locks or  pickpocket another player.  To use this skill, combine the player’s Dexterity+Theft scores and rolling under that total on a D20.  If the player does not have this skill, they must make a singular Dexterity roll.

TORTURE: This skill allows characters to extract information from others by using painful means.  To use this skill, combine the characters Knowledge+Torture score and roll under that total on a D20.  The character will receive a +1 bonus to their roll when using a device to aid in the torture.  This requires the Intimidate skill to learn. 

TRACK: This is the ability to follow trails left by people through undergrowth or uneven terrain.  To use this skill, combine the player’s Perception+Track scores and rolling under that total on a D20.  This skill is also used for hunting.  If the player does not have this skill, they cannot replicate its effects.

TRAP: This skill allows a character to set or disarm booby traps.  This skill is used by combining Knowledge+Trap and rolling under that total on a D20.  If the player is setting a trap, they must have the appropriate materials.  If the player does not have this skill, they cannot replicate its effects. 

TURN UNDEAD: This is the divinely granted ability to make undead flee from the character.  To use this skill, combine Turn Undead+Persuasion and roll under the combined total on a D20.  This will cost at least one Magic point for each undead, and a number of undead up to the character's Turn Undead+Persuasion are affected.  The undead then flee by the most direct route.  If they cannot flee, they will not approach any closer than 10ft, unless the character approaches them, in which case the turning is broken.  The turning lasts for about 10 minutes.  If the character succeeds the roll by 5, then the undead are instead destroyed.  Some undead may be allowed resistance rolls to not be affected by the turning.  If the player does not have this skill, they cannot replicate its effects.

UNCANNY DODGE: This is the ability to sense an attack from an unexpected direction.  To use this skill, combine Uncanny Dodge+Awareness and roll under the combined total on a D20.  The character can sense the attack, and then gets to make a Defence roll at no penalty.  This skill can also be useful against Sneak Attacks.  Roll under Uncanny Dodge + Awareness after a failed defence against a sneak attack to negate the extra damage.  If the player does not have this skill, they cannot replicate its effects.

WEAPON PROFICIENCY (Specific): This allows a character to be particularly adept at using a certain type of weapon (Sword, Axe, Staff, Shortbow, etc.)  To use this skill, the character combines their Dexterity or Strength+ Weapon score (depending on the chosen weapon,) and rolling under that number on a D20.  This skill also gives the player the ability to Parry.    See the Combat rules and the Weapons Guide for more details.  Players can take this skill multiple times.  If the player does not have this skill, they must make Melee roll as normal.

MAGIC & SPELLS

It a fantasy setting, some character will be capable of magic, and can preform spells in order to help them on their journeys.  Spells are cast by a combination of Aracne phrases and complex hand gestures which, in combination, let loose the magic within the caster’s mind or channel the power of their god.  However, if a spell caster's hands are bound or restrained in anyway, or their focus removed, they will receive a –4 penalty to their spell casting ability, and cannot cast at all if gagged.  A spell can be cast without the Arcane phrases or gestures but the Magic points lost are double the normal cost, or without both gestures and Arcane phrases but the Magic points lost are triple the normal cost.

Casting spells in the game works by adding the caster’s score in the selected spell and current number of magic points together and rolling under that total on a D20.  If a 1 is rolled then either something special happens, or the spell's effects are doubled.  If a 20 is rolled, then the spell backlashes, doing the opposite to what the caster desired.  After each spell is cast, successful or not, the caster deducts the spell’s cost from their magic points.  This results in the spells becoming less and less reliable the more the caster uses their magic.  These points can be returned by having a night’s rest or use of the Meditation skill.  Spells with lasting effects can also be dispelled by the caster, of which they will get half the spell cost back in magic points (round down.)  Unless stated otherwise, spells have a range of 100 ft.  Most spells give the recipient a chance to avoid or lessen their affects, in one of four ways.  A Dexterity+Resistance check, a Strength+Resistance check, a Perception+Resistance check, or a defence roll to avoid the spell.

Also, if a caster does not have enough magic points to cast a spell, they can choose to either spend Perception points as spell points, or enlist the aid of other magic users to preform the spell together.  This works by having the primary caster as the focus of the spell, with the other character or characters chanting along with them to add their magic to the spell, thus deducting the points from their magic scores.  If the aiding characters do not know the chosen spell, the casting takes an extra round of game play as the primary caster tells them what to say.  Otherwise, the spell is preformed the same way, with the primary caster making the dice roll.

Arcane casters are divided into two types, Wizards and Sorcerers.  A sorcerer casts spells as normal.  A wizard must study their spellbook for an hour each time they rest.  If they do this, they get a +1 bonus to any spells they cast that day.  If they do not do this study, then they get a –1 penalty to any spells they cast that day.  A character must decide whether to be a Sorcerer or Wizard when they first receive their magical training.

Below is an example list of Spells that include effects, spell costs, and any special notes the spell may need.  These are bought at Character Creation and count as normal Character Skills, and can be upgraded the same way.  New spells require finding someone to teach the player, or for them to visit a Mages Guild or other place of learning.

All spells take one round to cast. Any spells with lasting magical effects can also be dispelled by their caster, giving half of the Magic Points cost back (round down.)  Any other prerequisite will be listed with the spell.  

SPELLS

ARCANE SPELLS

ACID ARROW:  This spell cause a glob of acid to go flying from the casters hand and hit a target within 30ft.  If it hits the acid first eats through any armor the target is wearing, at a rate of 1 AR/ round.  Once through the armor, the acid burns into the target, doing 1 level of damage per round.  This spell may be targeted, but if aimed at the head then a –2 penalty is applied to the roll.  The acid lasts for 1round/rank.  Costs 2 MP

BURNING HANDS:  A horizontal cone of fire bursts forth from the caster's hands reaching out to 30ft, burning all within it's path.  Caster aims for Head (-2 penalty to casting roll), Torso, or legs, and does a d6 –1 minimum 1 to that location.  Dexterity+Resistance to half damage.  Costs 1 MP.

CANTRIP:  Caster can do a variety of minor magics.  Detect magic or poison in a 60ft cone, give someone a +1 to their next resistance roll, shoot a ray of frost which does 1 level of damage, Daze a creature for 1 round, create small glowing lights, make a small flare burst in front of a creature, make torchlight which lasts for 10 minutes/rank, make minor sounds, shoot a ray which does 2 damage to undead, minor telekinesis, mend minor damage to objects, open/close small things, make a permanent small personalised mark on an object, read magical writing, and other smaller magical affects.  Costs 1 MP per effect.

CAT'S GRACE:  Increases the touched targets Dexterity by 2, even above the usual maximum of 9.  Lasts 1 hour/rank.  Costs 2 mp.

CHARM PERSON:  This spell will make the target the caster's friend.  The target does not become a slave, and will not lose his/her allegiance to his other friends, but views the caster in the same light.  Perception+Resistance to negate.  Lasts 1 hour/rank.  Costs 1 MP

COLOR SPRAY:  A cone of dazzling colours springs from the caster's hand out to 30ft affecting everyone looking towards the caster.  Roll a d6, on a 1-3 the target is stunned for one round and cannot take any actions in that round.  On a 4-6 the target is blinded for one round.  Perception+Resistance to negate.  Costs 1 MP

DISPEL MAGIC:  Disperses magical energies.  Either cast on a creature or an area or against a specific spell in a 30ft radius burst, up to a range of 100m away.  If cast on an area, then the most powerful spell on each creature is targeted. If cast on a creature, then all spells on that creature are targeted. If cast against a specific spell, then all instances of that spell are targeted.  Make an opposed Magic Lore+Perception roll with the caster of the spell for each spell to be dispelled.  If the caster of the dispel wins, then the spell ends.  Costs 3 MP.

ENDURE ELEMBNTS:  Gives the touched target an AR of 1 versus the element selected at time of casting.  Fire, Cold, Electricity, Acid or Sonic can be chosen.  Lasts 1 hour/rank.  Costs 1 MP.

HASTE:  This spell speeds the touched target up, giving them an extra action each round, and a +2 bonus to any Dodge rolls they make.  Lasts 2rd/rank.  Costs 3 MP

MAGE ARMOR: Creates an invisible tangible field of force around the subject, giving them and Armor rating of 2.  Lasts 1 hour/rank.  Costs 1 MP.

MAGIC MISSILE:  1 missile per odd rank shoots from the casters outstretched hand and automatically hits targets he chooses within 30ft of each other.  Each missile does a d6-3 level wound minimum 1 damage.  Costs 1 MP.

SEE INVISIBLE:  The caster's eyes are enchanted to be able to see those who are invisible, who appear as a cloudy form.  This effect lasts for 10 min per rank.  Costs 2 MP.

SHIELD:  Causes a shield of force to appear in front of the caster.  The caster can choose to have the shield face forward, backward, left or right side.  The shield does not in any way interfere with the casters actions.  The shield with automatically intercept any attack made against the side it faces, successfully blocking if the caster succeeds at a Perception+Shield spell roll.  The spell automatically blocks Magic Missiles, no matter which side it is on.  Lasts 1minute/rank.  Costs 1 MP.

SHOCKING GRASP:  Imbues the hand of the caster with an electrical charge.  The caster can then touch someone with a successful Brawl+Strength or Martial Arts+Dexterity roll, and do an additional d6 Electricity damage to the affected area.  Costs 1 MP

SPIDER CLIMB:  Gives the touched creature the ability to climb on walls and ceilings with ease.  The caster automatically climbs walls at his normal movement rate, and on ceilings at half his normal movement rate.  It takes a successful Strength roll to pull the caster off.  Lasts 10minutes/rank.  Costs 1 MP.

DIVINE SPELLS

BLESS:  Bless calls down the favour of the caster's god, giving all allies within 50ft a +1 to all attack rolls made, and a +1 to any resistance checks against fear.  Lasts 2rds/rank.  Costs 1 MP.

BLESS WATER: Caster blesses a small amount of water touched with the power of her god.  Water does 3 damage to point of impact on any undead it hits, and if thrown, splashes onto other undead for 1 level of damage.  Costs 1 MP.

CURE LIGHT WOUNDS:  Heals 1 level of damage to the touched creature.  Costs 1 MP.

CURE MODERATE WOUNDS:  Heals 3 levels of damage to the touched creature.  Costs 2 MP.

CURE SERIOUS WOUNDS:  Heals 5 levels of damage to the touched creature.  Costs 3 MP.

ENTANGLE:  Causes plants within a 40ft radius spread up to 400 feet away to grow and try to hold any creatures within in place.  A Dexterity+Resistance roll has to be made each round the creature is within the area to  keep the creature from becoming entangled.  If successful, the creature can move at half normal speed.  If caught, a single Strength roll must be made to break free.  Anyone trying to dodge while entangled may only use their Dexterity, and must take a –1 penalty to any roll involving movement.  Lasts 1 minute/rank.  Costs 1 MP.

HOLD PERSON:  Any humanoid affected by this spell is paralysed, and can not move his/her body, they can however still do purely mental actions.  Lasts 2 rds/rank, costs 3 MP.

INVISIBILITY TO UNDEAD:  The caster causes 1 creature/rank touched to be invisible to Undead, although the undead may be able to detect them in other ways.  The spell is ended for that creature if they attack an undead.  Lasts 10minutes/rank.  Costs 1 MP.

LESSER RESTORATION:  Heals 2 points of attribute drain, including that caused by overextended spellcasting.  Costs 2 MP.

ORISON:  Caster can do a variety of  minor magics.  Create water, Detect magic or poison, give a +1 bonus to the next roll the target makes, make torchlight which lasts for 10 minutes/rank, mend minor damage to objects, purify food and water, read magical writing, gain a +1 on the next resistance check the target makes.  Costs 1 MP per effect.

PASS WITHOUT TRACE:  1 subject/rank touched can move through any type of terrain and leave no tracks or scent.  Lasts 10minutes/rank.  Costs 1 MP.

REGENERATE:  Heals one level of damage per round to touched creature.  Will regrow lost limbs, and removes all scars.  Lasts for 2 rounds per rank.  Costs 7 MP.

SILENCE:  Sound does not enter into or out of this 15 foot radius circle, which can be cast up to 100 ft away.  Lasts 1 minute/rank.  Costs 2 MP.

SPEAK WITH ANIMALS:  Allows the caster to converse with animals.  Animals are not any more friendly to the caster, and are still limited by their intelligence.  Lasts 1 minute/rank.  Costs 2 MP.

SPEAK WITH DEAD:  The caster can converse with the spirit of a corpse.  The spirit is compelled to answer any questions truthfully.  Caster can ask a number of questions equal to his ranks in the spell.  Any corpse who would not have helped the caster in life gets a Perception+Resistance roll to negate. Lasts 1 minute/rank.  Costs 3 MP.

UPGRADING SKILLS

At the end of each session of play, the Games Master assigns players a number of Experience Points, depending on how well they did.  How many is up to the GM's discretion, but the average should be a point per session.  GM's can also assign extra points if a PC does something spectacular, such as an ingenious use of a skill or piece of equipment.  These Experience Points can be then be used to upgrade Skills and Attributes.  

These points can be spent at any time by Character on skills they use regularly (example: Melee, Dodge,) or they can "Fill Time" between missions training to better a particular skill.  In game, this means lots of training.  The can also take the time to learn new skills, but these will require some sort of teacher, and it will be up to the Game Master and situation to determine whether one is available, and may cost the player some coins.  If another player has the skills, however, that is not necessary, and they can teach the player themselves, at no cost.

In the context of the rules, to upgrade a skill the player  spends the same amount of points as the skill number they wish to achieve.  Players can only upgrade their Skills one point at time.  For new Skills, the player spends 4 point to gain the skill, and gain a starting level of 3 plus any racial bonus they may get.  New Skills cannot be upgraded until the next allocation of Experience.   Attributes are upgraded the same way, except they cost more.  For each increase, instead of the single point it takes for skills, it will cost the player 1.5 points, rounded down.  For example, to upgrade a Strength of 5 to 6, the player must spend 9 points.  This covers Magic points as well, with who get their Perception added to their Magic score only having to count the initial D6 roll as their base cost.

MONEY

As they characters travel, the will occasionally find money or receive payment for their deeds.  The currency of this setting is divided mostly into three forms of coinage: Copper, Silver, Gold and Platinum.  

Copper and silver are most often used by peasants, and other lower classes, while Gold is used by those of more wealth.  Platinum is mostly used for shifting large sums of wealth, or found in treasure hoards.

COMBAT 

In most heroic fantasy settings, combat is an inevitable part of the game.  When it takes place, combat is divided down into sections called Combat Rounds, which last for 3 seconds of game time, and allow a character to do two actions, such as draw their weapon or to attack.  Some weapons or skills can increase or decrease the number of actions a player gets, so pay attention to what is used.  Players can also use an action to move, travelling a distance equal to their Dexterity in metres. 

To determine who goes first in a combat round, players and NPCs must make an Initiative roll.  This is achieved by rolling a D20 and adding a characters’ Dexterity score.  The player with the highest score goes first, followed by second highest and so on, until each character has completed their 2 actions.  This order will continue until the end of combat.  If a player wants to, they can choose to purposely lower their Initiative to gauge what other characters will do first, but will loose one of their actions for that round and will stay at that act point for the rest of the combat.  

Once this is done, combat begins.  A player chooses a target to attack, and a way to attack them, choosing between Hand to Hand, Melee and Ranged combat (each of these choices are expanded in the sections below.) Once this is done, the player rolls the appropriate skill on a D20, and if they succeed, their target may get a chance to defend.    Like attacking, there are a several options on how to defends, including Blocking, Dodging or using a Shield.  These moves do not take up an action, but will receive cumulative –1 penalty for every attack they must fend off.  

Below are some rules for some of the tactics a character can use during combat:

CHARGING: A character can choose to charge an opponent, thus covering a larger distance than a normal combat round allows.  If a character charges, the can move three times their normal distance and still make either a Hand-to-Hand or Melee combat roll, and will get +1 bonus to any damage inflicted on their target.  This takes an entire round to preform, and they will receive a –1 penalty to all defensive rolls until their next action.

FEINTING: This is used either by working in partnership with another character, or with use of the Second Weapon skill.  When working in partnership, this is accomplished by throwing the opponent of guard by one player taunting them with a Persuasion +Melee roll.  If successful, the second player gets to attack next, regardless of their Initiative rating (though they cannot preform any other actions that round,) and the opponent loses their Attribute modifier to their defence roll.  This holds the same for Feinting with the Second Weapon skill.  If this is used against a player character or a major NPC, the target can make a Perception+Melee roll to avoid being fooled.  This must be declared at the beginning of a combat round.

FIGHTING DEFENSIVELY: The penalty gained from successive defence rolls can be negated somewhat by having a character fight defensively.  By this method, the character in question gives up their attacks in that round to lose the penalty on their defence rolls.  If an attack gets through the targets defence, Damage will be taken.  Consult the Dealing Damage section for more about this.  This must be declared at the beginning of a combat round.

Consult the sections below for details on how these forms of combat work.

HAND TO HAND COMBAT

This is when the player chooses to fight without weapons.  The player choose how they wish to attack, such as punching, kicking or grappling, and then rolls their Strength+Brawl roll to see if they are successful.  

Brawling damage on dishes out Stunning Damage, but a player can use this skill to kill an opponent once they are disabled.  With this form of combat, the player can choose to either roll a random location for the blow to land, or can call out a precise locations before rolling.  This does not affect damage, but can allow a player to take down an opponent quicker by concentrating on one location.

If the player is skilled in Martial Arts, they move much quicker and can get in more hits.  They have also focused their attack more, allowing them to do more Stunning Damage.  This accounts for the bonus to damage and the extra attack.  But unlike Brawl, a player with Martial Arts must call their intended hit location before making their attack roll.

All called shots to the head receive a –2 penalty to the attack roll, due to its smaller target area.

MELEE COMBAT

This involves combat with hand-held, short ranged weapons, which can be used to attack or defend with.  Depending on the weapon, the player will either use Strength+Melee (for clubs and other brute force weapons,) or Dexterity+Melee (for swords and other bladed weapons.)  Roll a D6 to determine damage.  With this form of combat, the player can choose to roll a random location for the attack to land, or can call out a precise locations before rolling.  This does not affect damage, but can allow a player to take down an opponent quicker by concentrating on one location.  All called shots to the head receive a –2 penalty to the attack roll, due to its smaller target area.

If a player’s weapon arm is damaged beyond use, the player can fight with their off hand.  If they have the Second Weapon skill, they can do this without penalty and use their Second Weapon score to determine their attack and defence.  If the do not have this skill, they use their Melee score without adding their Attribute modifier.

If a player has a Weapon Proficiency for their Melee weapon of choice, they get access to the ability to Parry.  This causes them to take a –3 penalty to their Block roll so they can affect an extra attack (a player with the Second Weapon skill can use that skill to Parry without penalty, but will lose an action from their next combat round.)  Below is a list of Parry moves the player can make, and their effects.  To se what type of Melee weapons are available, along with their Parry abilities and other bonuses or penalties, consult the Weapons and Armour section of the Equipment Guide.

PARRY

CLEAVE: The player follows through with a powerful downward cleave.  After a successful Parry, the player rolls an attack with a –3 penalty, aiming for the target’s body.  If they hit, and the target successfully blocks, the target is knocked down, and the defending weapon or shield destroyed.  If they fail, the target’s armour is destroyed and receives the equivalent of a Level 4 wound.  If they have no armour, they receive the equivalent of a Level 6 wound, and are out of the combat.

DISARM: The player uses their momentum to loosen their opponent’s weapon.  After a successful Parry, the player rolls an attack roll with a –2 penalty.  If successful, the target loses their weapon.  If the target is a player character, they may try to roll under their Strength on a D20 to keep hold of the weapon.  Note: This does not have to be done as part of a Parry, but as a straight attack.  Penalties and results remain the same.

KNOCKDOWN: The player follows through with a powerful stunning attack.  After a successful Parry, the player rolls an attack roll with a –2 penalty, aiming at the target’s body or head.  If successful, the target takes stunning damage with a –1 penalty to the damage roll, and is knocked to the ground.  They are then treated as being Downed until they can rise again.  Note: This does not have to be done as part of a Parry, but as a straight attack.  Penalties and results remain the same.

POMMEL STRIKE: The player slams their weapon’s pommel into their opponent’s face.  After a successful Parry, the player rolls an attack roll with a –2 penalty.  If successful, the target is stunned for D6 rounds, suffering a –2 penalty to all rolls for that number of rounds.  Note: This does not have to be done as part of a Parry, but as a straight attack.  Penalties and results remain the same.

RIPOSTE: The player follows through with an attack of their own.  After a successful Parry, the player gets a free strike without penalty, and the target takes a –1 penalty to their defence roll.  If successful, roll Damage as normal.

TRIP: The player follows through with a trip.  After a successful Parry, the player rolls an attack roll with a –2 penalty, aiming at the target’s legs.  If successful, the target is knocked to the ground and is treated as being Downed until they can rise again.  Note: This does not have to be done as part of a Parry, but as a straight attack.  Penalties and results remain the same.

RANGED COMBAT

This is when a player attacks from a distance.  To do so, combine Dexterity+Ranged (or Dexterity+Bow if you have that Weapon Proficiency,) to determine the player's score, and they must then attempt to roll under that number on a D20 to make the shot.  If successful, roll a D6 to ascertain where the location is of the hit.  If a player is moving while making their Ranged attack, they will receive a penalty of –4 if utilizing the general Ranged skill, or –2 if the have a ranged Weapon Proficiency.  Also, if either arm is rendered useless, the player becomes unable to preform ranged attacks.

If a player has a ranged Weapon Proficiency, they can now call their shot, and aim for a certain location on an opponent’s body.  To do this, combine Perception+Bow to determine the player's score.  If a success, the shot hits it target in the aforementioned location, and damage is taken.  If the player misses by  3 or less, the target will still be hit, but in a random location (See above.)  Aimed Shots take an entire round to perform, so the player's weapon must be all ready drawn, or the player must wait until the next round to fire.  To see what type of Ranged weapons are available, and their bonuses and penalties, consult the Equipment Guide.

If a player is trying to hit someone who has sought refuge behind cover, they will receive penalties to their rolls.  This requires the Games Master to determine what kind of cover they have, and to adjust the Location roll to reflect this as well.  These penalties remain the same for any character trying to preform a Ranged attack from behind cover.  Below is a list of types of cover and what penalties they give.

NO COVER: The character is totally exposed.  Any opponent trying to hit them receives no penalties to their roll.

LIGHT COVER: The character is partially hidden.  Any opponent trying to hit them will receive a –2 to their attack roll.

MEDIUM COVER: The player is half hidden.  Any opponent trying to hit them will receive a –4 to their attack roll.

HEAVY COVER: The player is mostly hidden.  Any opponent trying to hit them will receive a –6 to their attack roll.

TOTAL COVER: The character is totally hidden.  Any opponent trying to hit them will fail.

ARMOR & SHIELDS

In combat, Armour can offer protection from blows that the character failed to dodge.  It reduces the damage of melee weapons, and will completely stop all arrows save for critical hits or those with armour piercing values (such as crossbow bolts.)  Armour comes with a numeric rating that serves as damage reduction, knocking off damage levels equal to the Armour Rating.  For example: an enemy rolls a 6 on their damage dice against a player wearing heavy leather armour with Armour Rating 2; normally the blow would kill the player, but instead gets reduced to the equivalent of a Level 4 wound, leaving the player alive to escape or strike back.  If armour is hit by a Critical Hit, it will reduce the damage, but it will also have its Armour Rating reduced by 1, and will need to be repaired or replaced.  Armour also decreases the amount of damage done by some Magical spells, but only those that do actual physical damage.

Another form of armour is the Shield, which is worn on the player’s non-weapon arm.  The numeric rating remains the same as wearable armour, and penalties to Dexterity, but they also prevent the player from using two-handed weapons (see the Weapons Guide.)  A successful shield defence will stop a blow entirely, instead of the damage reduction wearable armour gives, but the player will receive a –1 Stunning Damage penalty to their shield arm from weapons with increased damage.  And like armour, a shield’s armour rating will be reduced if it is hit with a Critical Hit.  Also, if the player successful defends against a weapon with armour piercing capabilities, the player will take damage to their shield arm the number rolled by the attacker is even.  If this happens, roll damage as normal but reduced the level by 1.

Some Shields will add bonuses to a player’s Shield score due to their size, but will also penalize the character’s Dexterity, and the bigger the bonus, the greater the penalty.  Using a shield can also provide a saving roll for a character that fails their Dodge.  This is done by rolling the player’s Shield score on its own, without the Strength modifier.  

To see what types of Armour and Shields are available, and their bonuses and penalties, consult the Equipment Guide.

DEALING DAMAGE

Once attacks have been made and blows have landed, damage can be dealt.  This works by rolling a D6, which will reveal a level of damage dealt, and the penalty will be applied to the targeted location.  These penalty accumulate on each location,  and once a penalty falls below the injured party’s Strength, the limb is useless, or in the case of a body or headshot, they are either Dying or Unconscious.  Some items can modify the damage roll to increase or decrease the effect, so pay close attention to Armour and Weapons.

Damage itself falls under two categories – Stunning Damage, and Lethal Damage.  Stunning Damage is temporary, and will wear off over time, and the player will receive one point back per hour of light work or total rest.  Lethal Damage is more dangerous and can lead to death if not treated.  Without the aid of magic, Lethal Damage heals 1 point per day of rest.  Without rest, the damage remains, and could get worse.  If a character has received both forms of Damage, they go by the highest penalty, as Stunning Damage and Lethal Damage do not stack.

But before this can be done, the location of the attack must be determined.  This can be settled one of two ways.  If a person has not call their shot, consult the chart below to determine where an attack will land on a person.  Roll a D6 and match the result on the chart below to discover the location of the hit.

LOCATION TABLE

	Roll
	Location

	1
	Head

	2
	Body

	3
	Weapon Hand

	4
	Off Hand

	5
	Left Leg

	6
	Right Leg


Once the location of the would has been determined, roll a D6 to determine the amount of damage sustained from the attack.  The corresponding penalty is then applied to the target’s Wound Table on their Character Sheet, and will affect all following rolls.  The below charts list the type of damage and the penalties the player will receive.  They are divided up by the three main locations on the Wound Table (Limbs, Body and Head) and can be used for both forms of damage.

	LIMB DAMAGE
	
	BODY DAMAGE

	
	
	

	Roll
	Damage
	
	Roll
	Damage

	1
	-1 to Limb
	
	1
	-1 to Strength

	2
	-2 to Limb
	
	2
	-2 to Strength

	3
	-3 to Limb
	
	3
	-3 to Strength /-1 to all other stats

	4
	-4 to Limb
	
	4
	-4 to Strength /-2 to all other stats

	5
	-5 to Limb
	
	5
	-5 to Strength /-3 to all other stats

	6
	Severed/Useless
	
	6
	Dying/Unconscious


HEAD DAMAGE

	Roll
	Damage

	1
	-2 to Perception

	2
	-2 to Perception

	3
	-4 to All Stats

	4
	-4 to All Stats

	5
	Dying/Unconscious

	6
	Dying/Unconscious


CONDITIONS

These are some of the various conditions a character may find themselves in due to various reasons in the game, and what effects they have on the player.  

Blinded: The character cannot see.  They cannot use any Perception based skills that requires the use of their eyes, and they take a –7 penalty to all other rolls unless they have the skill Blindfight.

Deafened: The character cannot hear.  They cannot use any Perception based skills that requires the use of their ears, until the effect wears off.

Dying: The character is dying.  The character has received Lethal Damage penalties that take them below their Strength, and thus prevents them from taking any actions at all.  They have one minute from the time they are declared Dying to be healed or stabilized.

Encumbered: The character is weighted down.  The character can move at a third of their normal speed, and cannot preform any dextrous actions until they remove their burden.

Immobile: The character is unable to move.  The character is somehow held still, but take no penalties to Perception, Knowledge and Magic skills.  If a character is bound, successful singular Dexterity roll or a Escape Artist roll will free them.  If the Immobilization is magical, and the player has failed their Resist roll, they must wait for the effects to wear off or be Dispelled.

Grappled: The character is held.  The character has been successful grabbed by an opponent, and cannot act until they make a successful Brawl or Martial Arts roll to break the grapple.

Downed: The character has been knocked down.  The character uses only their Attribute on all physical rolls until they can stand up again.  This will take 1 Combat Round.

Silenced: The character cannot speak.  The character cannot issue commands or spells until the effect of this condition has abated.  If this is a spell, the character must wait for the spell to fade or have someone unaffected cast Dispel.  If the character is gagged, they may attempt to free their mouth by making a single Dexterity roll, or a Dexterity+Escape Artist roll with a –3 penalty.

Stunned: The character has taken stunning damage.  They will receive penalties to their rolls until the can recover.  This takes one hour per point of penalty. 

Unconscious: The character is unconscious.  They are unable to take any actions until the are revived.  This will take the character 2D6 minutes to do so, and then they must rest one hour per penalty until fully recovered.

Wounded: The character has been injured.  The character receives penalties to the wounded limb until healed.  This requires at least a successful First Aid before healing can begin naturally.

EQUIPMENT GUIDE

Before setting off on their adventures, players will need to stock up on supplies and equipment.  This section is to show what is available for purchase and is divided into sections for ease of use.  The first of these sections is Standard Equipment.  This list is compiled from the everyday items that can be useful in the player’s travels.  If a character is selling one of these items, they will get half the cost.

STANDARD EQUIPMENT

Backpack (2gp): This is a leather bag that the player can wear over their back to carry most of their items.  If a player is wearing one in combat, they will receive a –1 penalty to their Dexterity if it has few items in it, or –3 if it is full.

Healer’s Kit (50gp): A leather bag filled with bandages and bottled ointments to bind wound s and stop infection.  This also has all the equipment needed to brew potions.

Lantern (7gp): Small construction that has a wick dipped in oil to create a continuing flame beneath an open glass cylinder.  The can be hooded to prevent light escaping, and are safer if dropped.  

Manacles (15gp): Restraining device consisting of two thick metal bracelets connected together by a study chain.  This item gives a –3 penalty to their wearer’s Escape Artist skill.

Pick (3gp): Heavy, two-handed tool consisting of a four-foot shaft with a large metal spike coming off the end at a right-angle, designed for breaking rocks.  If the player wishes to use this as a weapon, they receive a –2 penalty to their attack and defence, and cannot use it for parrying.

Pitchfork (5sp): Long shaft with three metal prongs mounted on one end, designed for moving and mixing hay.  If the player wishes to use this as a weapon, the pitchfork is treated as a Spear, but receives a –1 penalty to the damage roll.

Quiver (1gp): Cylindrical container that can hold up to 20 arrows or crossbow bolts.  For buying just the arrows, deduced 5 silver pieces from the price.

Rations (5sp per day’s worth): These consist of small leather pouches filled with muesli and fruit to give sustenance on long journeys where food may be scarce.  

Rope, Hemp (1gp): A fifty-foot length of cord that can be used for climbing or restraints.  To use this, the character makes a Dexterity+Knowledge roll on tying the knot right.  If they have failed this roll, the knot is tied, but unstable, and is liable to come loose while the characters are using it.  

Rope, Silk (10gp): A fifty-foot length of cord, lighter than hemp, that can be used for climbing or restraints.  To use this, the character makes a Dexterity+Knowledge roll on tying the knot right.  If they have failed this roll, the knot is tied, but unstable, and is liable to come loose while the characters are using it.

Shovel (2gp):  Common tool consisting of a long staff with a flat metal head designed for moving earth and dirt.  

Toolkit (5gp): Standard tool kit consisting of a hammer, nails, chisel and saw.

Torch (1cp): A shaped piece of wood with the top wrapped in oiled cloth that can be set aflame to provide light in darkened places.  If a Torch is dropped, the character must make a Luck roll to determine when ever the surrounding area catches fire.  

Waterskin (1gp): Sealed leather pouch designed to hold up to a litre of water.  Handy for any time water may be scarce or undrinkable.

Woodcutter’s Axe (5gp): This is a sturdy, common tool used for cutting wood, consisting of a thick shaft of wood with a single axe head mounted on the top.  If the player wishes to use this as a weapon, they receive a –2 penalty to their attack and defence, and cannot use it for parrying.  

ALCHEMICAL CONCOCTIONS

Alchemy is a way to mimic magical effects through natural means.  These effects are often rather mild, especially when compared to their spell counterparts, but they provide a way for those without magical ability to mimic supernatural acts.  Some of these concoctions can be used to cause harm, and will be restricted on their sale.  If a character has the Alchemy skill, and has access to the right ingredients, they can  make these concoctions (this will take three consecutive successful rolls.)  All concoctions that directly affect the user can be Resisted, and if a concoction is consumed during combat, the character will lose an Action.  Below is a list of concoctions that can be found in this world.  This by no means a complete list, so feel free to create concoctions of your own device.

Acid Flask (10gp): This can either be thrown or applied to an object to destroy it.  If thrown, it does 3 damage to the point of impact, and 1 damage to everything around it.  

Holy Water (25gp): Created by the Bless water spell, this water is especially good against undead.  If thrown, it does 3 levels of damage to the point of impact on the undead, and 1 level of damage to any nearby undead.  

Antitoxin (50gp): This potion is particularly good against poisons, giving the drinker a +3 bonus to resistance checks against poison for 1 hour.

Slow Poison (50gp): This poison is usually mixed in with food or drink, and then given to an unknowing recipient to consume.  It acts by giving the drinker a –1 penalty to all of their Strength, Dexterity and Perception stats per hour until one reaches zero, at which point they will be rendered unconscious.  An hour later, without intervention of some kind, the drinker is declared dead.  If they succeed at a Strength+Resistance roll the Attribute loss happens once every two hours.

Fast Poison (50gp): This quick acting poison is commonly used on the end of a weapon to increase it’s effectiveness.  This concoction works by inflicting a –1 penalty to all of their Strength, Dexterity and Perception stats each round until one reaches zero, and they will be rendered unconscious.  An hour later, without intervention of some kind, the victim is declared dead.  If they succeed at a Strength+Resistance roll the Attribute loss happens once every second round.

Strength Potion (100gp): This potion gives the character a burst of strength for a short period of time.  Once consumed, the character gets +2 to their Strength, and this lasts for 2D6 rounds.  However, once the potion wears off, the character will receive a –2 penalty to their Strength that will last until they can next rest.  

Smokestick (20gp): When broken a heavy smoke fills an area approximately 10 ft cube, which reduces vision.  The stick is useless once broken.

WEAPONS & ARMOUR

This list covers weapons and armour that can be found in this setting, including their penalties and bonuses, what attribute they use, and special moves they are capable of.  Weapons can also vary in quality, so when a character finds a new weapon,  roll a D6 to determine its quality and new cost.  Note: If Weapon and Armour penalties take a character’s Dexterity  below 1, they are Encumbered (see Conditions.)

Weapon Quality Chart

1
 Inferior weapon (-2 to use/ ½ the cost)

2
 Inferior weapon (-1 to use/ ¾ the cost)

3
 Normal weapon (no bonus or penalty)

4
 Normal weapon (no bonus or penalty)

5
 Superior weapon (+1 to use/x1½ cost)

6
 Superior weapon (+2 to use/x2 cost)

MELEE WEAPONS

Bastard Sword (40gp): Medium bladed weapon that can be used with one or both hands, consisting of a three foot blade and a longer handgrip.  This weapon does +1 Damage when used two handed, though otherwise has no modifiers.  This is a Dexterity based weapon. 

Parry: Riposte, Disarm, Pommel Strike, Cleave (Two-handed only.)

Battle Axe (10gp): Medium, single-handed weapon with a two-foot haft and a large, crescent-shaped axe head.  Favoured weapon of Dwarves, especially in combination with a shield.  This weapon gets a +1 bonus to its Damage roll if used with both hands.  This is a Strength based weapon. 

Parry: Riposte, Disarm, Cleave (Two-handed only.)

Longsword (15gp): Medium, single handed sword with a three foot, double edged blade, which is the standard weapon of the land.  This weapon has no modifiers.  This is a Dexterity based weapon. 

Parry: Riposte, Disarm, Pommel Strike.

Club (Free): The most basic of Melee weapons, made of wood, and consisting of cylindrical base with a rounded cap.  This weapon can be fashioned by anyone with the Woodcraft skill, and is considered to be free.  Clubs also get a +1 bonus to their Damage roll, but only do Stunning Damage.  This is a Strength based weapon. 

Parry: Riposte.

Dagger (2gp): Small, common weapon that consists of a handgrip with an 8 inch blade.  Barely ever used in combat as a  Melee weapon, but is easily concealable, and can also be used as a Ranged Weapon.  Has a –1 penalty to its Damage Roll, except to any blows to the head.  This is a Dexterity based weapon.  

Parry: Cannot be used to Parry unless used as a second weapon.

Great Axe (20gp): Heavy, two-handed weapon with a haft of three to four feet long, with a large, double bladed axe head mounted on top.  The Great Axe gets a +1 bonus to its damage roll, but receives a –1 to the wielder’s Dexterity, and takes an entire round to use.  This is a Strength based weapon.

Parry: Riposte, Cleave, Disarm, Knockdown. 

Greatsword (50gp): Heavy, two-handed weapon with a foot-long grip, wide hilt and a four foot, double-edged blade.  The Greatsword gets a +1 bonus to its damage rolls, a –1 to the wielder’s Dexterity, and takes an entire round to use.  This is a Strength based weapon.  

Parry: Riposte, Cleave, Disarm, Pommel Strike.

Hatchet (6gp): Small, common weapon that consists of a foot-long handgrip with a small axe head at one end.  Favoured by those who spend much of their time in the woods, the Hatchet makes an excellent second weapon, and can also be used as a Ranged Weapon.  Has a –1 penalty to its Damage Roll, except to any blows to the head or when thrown.  This is a Strength based weapon during Melee combat, and is Dexterity based when used as a Ranged weapon. 

Parry: Cannot be used to Parry unless used as a second weapon.

Kama (2gp): Light weapon consisting of a foot-long shaft with a sharp blade that extends at a right angle mounted on top.  Not very common but very effective in close quarters, they are occasionally used in place of Shortswords.  This weapon has no modifiers.  This is a Dexterity based weapon.

Parry: Riposte, Disarm.

Kukri (8gp): Small, exotic weapon that consists of a handgrip with a foot-long blade that curves sharply.  Better in combat situations than a normal dagger, as it does more damage, but because of its shape, it cannot be used as a Ranged weapon nor to parry.  This weapon has a –1 penalty to hit.  This is a Strength based weapon.  

Parry: Cannot be used to Parry.

Mace (12gp): Heavy, single-handed weapon that consists of a two foot long haft with a heavy iron ball on the top.  Specially designed for taking on metal shields and armour.  The Mace gets a +1 bonus to damage, but will add a –1 penalty to the wielder’s Dexterity.  This is a Strength based weapon.

Parry: Riposte, Disarm, Knockdown.

Punching Dagger (2gp): Small, arrow-shaped  weapon that consists of a handgrip with an 9 inch blade designed to be used with a punching.  Short ranged, but it can be effective.  This weapon gets no modifiers.  This is a Strength based weapon.  

Parry: Cannot be used to Parry unless used as a second weapon.

Quarterstaff (Free): Basic weapon consisting of a seven foot long shaft of solid wood.  The Quarterstaff receives a –1 penalty to its damage roll, and only does Stunning Damage, but gives anyone with the Staff weapon proficiency three attacks per round.  This weapon can be fashioned by anyone with the Woodcraft skill, and is free.  This is a Dexterity based weapon.  

Parry: Riposte, Disarm, Trip.

Rapier (20gp): Light sword with a thin, slightly curved, single edged blade, designed primarily for duelling.  The rapier gets a –1 penalty to Damage rolls when used as a slashing weapon (except at the head,) and a +1 bonus when used to skewer an unarmoured opponent (otherwise treat as normal damage.)  This is a Dexterity based weapon. 

Parry: Riposte, Disarm.

Shortsword (10gp): Small, single-handed sword with a two foot blade.  Common in use amongst the small town militia, and can make an excellent second weapon, the Shortsword is also useful for close-up combats in cramped spaces.  This weapon has no modifiers.  This is a Dexterity based weapon. 

Parry: Disarm, Riposte, Pommel Strike.

Spear (5gp): Long, two-handed weapon consisting of a six foot shaft and a foot long spearhead.  Though it receives heavy penalties when used in close quarters, the Spear can be used as a Ranged weapon.  The Spear gets a –3 penalty when used in enclosed spaces, and a +1 bonus to its damage roll when throw or braced.  This weapon is Strength based weapon.

Parry: Riposte, Disarm, Trip.

War Hammer (12gp):  Heavy, two-handed weapon with a three foot haft with a solid, blunt steal head mount on one end, with the weapon forming the shape of T.  The War hammer gets a +1 bonus to its damage roll, a –2 to the wielder’s Dexterity, and takes an entire round to use.  This is a Strength based weapon.

Parry: Riposte, Cleave, Knockdown.

RANGED WEAPONS

Blow Dart (10cp x5 darts): Small, foot long cylinder that fires a tiny, poison tipped dart.  A sneak attack weapon, with a range of 10 feet.  Poison is bought separately, see the concoction section for effects and timing.  This is a Perception based weapon, and can be used to make Aimed Shots without the Weapon Proficiency.  

Bolar (5gp): Entangling weapon that consists of a 12-foot cord with a heavy leather ball on each end.  This is thrown at the target from at least 20 feet away, and has a maximum distance of 50 feet.  Upon impact, it wraps its target upon impact and gives the target –2  penalty from Stunning Damage to their Strength and Dexterity, and renders the target Immobile.  This is a Dexterity based weapon.

Crossbow (50gp): Medium, T-shaped range weapon that has a slow reload time but ignores armour.  Crossbows receive a +1 bonus to Aimed Shots, but can only make one attack per round.

Longbow (75gp): Heavy ranged weapon consisting of a seven foot curved shaft with a line strung between both ends, used for long Ranged attacks.  The Long bow gets a +1 bonus to its Damage roll during long ranged attacks, but gets a –1 penalty to its attack when in under a range of 60 feet, and has a maximum range of 1000 feet.  

Shortbow (30gp):  Lightweight ranged weapon consisting of a five foot curved shaft with a line strung between both ends, used for close up Ranged attacks.  This is the most common ranged weapon.  This weapon is effective from ten feet, and has a maximum range of 50 feet.

ARMOR

Light Leather (5gp): Cheap, standard armour that protects the wearer’s chest and arms.  This has an Armour Rating of 1, and provides no penalty to the wearer’s Dexterity.

Heavy Leather (20gp): More padded version of  leather armour that protects only the wearer’s chest.  This has an Armour Rating of 2, and provides a –1 penalty to the wearer’s Dexterity.

Greaves (5gp): The pants version of light leather, protecting the legs and abdomen.  This has an Armour Rating of 1, and provides no penalty.

Chain Mail (150gp): Lightest of the human-used metal armour, and one of the most expensive, comprised of a weave of steel ringlets that protect the chest and arms.  This has an Armour Rating of 3, and provides a –1 penalty to the wearer’s Dexterity.

Plate (600gp): Solid metal armour that provides the wear with sturdy chest protection.  This has an Armour Rating of 3, and provides a –2 penalty to the wearer’s Dexterity.

Full Plate (1,500gp): Solid metal armour that provides the wear with full body protection.  This has an Armour Rating of 3, and provides a –3 penalty to the wearer’s Dexterity and a –1 to their Perception.

Leather Helmet (5gp): Hard leather cap that provides partial head protection.  This has an Armour Rating of 2.  

Steal Helmet (25gp): Light steel cap that provides full head protection.  This has an Armour Rating of 3, provides a –1 penalty to Perception, and reduces any damage taken to Stunning Damage.  

SHIELDS

Bracers (15gp): Metal bands that protect the wearer’s forearms, the smallest form of shield.  These have an Armour Rating of 2, but give a –1 penalty to the wearer’s Shield skill.

Small Wooden Shield (3gp): Two foot high, two feet wide square shield that provides moderate cover.  This shield has an Armour Rating of 1, and provides no penalty to their Dexterity.

Large Wooden Shield (7gp): Four foot high, two feet wide rectangle shield that provides excellent cover.  This shield has an Armour Rating of 3, and gives the wielder a +1 to their Shield skill, but also provides a –1 penalty to their Dexterity.

Small Steel Shield (9gp): Two foot high, two feet wide round shield that provides moderate cover.  This shield has an Armour Rating of 3, and provides no penalty to their Dexterity.

Large Steel Shield (20gp):  Four foot high, two feet wide oval shield that provides excellent cover.  This shield has an Armour Rating of 4, and gives the wielder a +2 to their Shield skill, but also provides a –1 penalty to their Dexterity.

Spiked Shield (30gp): Three foot high, two foot wide steel shield with large spikes mounted on the front.  This has an Armour Rating of 4, with a –1 penalty to the wearer’s Dexterity, and allows the wielder to do Lethal Damage on their Shieldfight rolls.
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