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y my words, cities burn.

In my youth, I carried the sword, led from the 
front, charged the gap and showed the soldiers 

around me that I would risk death at their side. 
Those days their shed blood mingled with that 
of royalty. I killed men face to face, in the clash 
of arms, and at night I drank in victory and 

slept in perfect tranquility.

I miss those days.

War taught me well how to 
seize men’s hearts with words, 

and in the peace I traveled our 
new lands, telling all they were 

now free, they were now part 
of a greater nation, they were 
partaking in a triumphant destiny 
that would remake the world. I 
spoke my grand words and they 
believed, they endured the taxes on 

their labor and the exhaustion of their 
fields and, in time, they gave me their 

children for the next war. The last war, I 
promised them. I gave them my word, my 
royal vow.

Those nights I drank to be cordial. Most 
nights I slept, having listened only to the 
very fanatics I’d persuaded. Most nights I 

believed it all.

That next war I served as general and I came to 
understand why my youth had been a series of triumphs, 

that a good war is not built on fair fights but on maneuver and 
advantage and the treachery of the frightened. I welcomed 
betrayers and I poisoned brave champions before they could 
shake my ranks’ confidence. I countenanced atrocity to terrify 
my enemies, I led sorcerers who could sweep the land with 
plague, bring the dead back hungry, shatter walls in on the 
children, the wives, the frail elders huddled within. Given the 
choice to crush everything the enemy fought for, I accepted it 
and eagerly. 

Those nights, I slept poorly. Or I drank.

Now I wear the crown. My father fell to an assassin 
who was never captured, who may well be a laborer 
in my very castle. The people who once adored me 
whisper that by my hand this deed was done. The 
whispers are fed by the mothers whose sons never 
came back, by the soldiers who saw their compatriots 
made monstrous by enchantment, by the paupers 
taxed into penury by the army’s hungry demands.

I cannot sleep, and I dare not drink.

The conquered lands have rebelled, and the riots are 
beginning even here. My own people cry out against 
me. My people, for whom my blood fell, and that 
of so many others. The people call me a liar and a 
murderer, when everything I have done is for them, 
for the land, for my country.

But the troops who looted and came home rich in 
my employ, they are loyal. The wizards answer my 
call, for gold or power or simply a chance to test 
their twisted might. I speak the word, sign the paper, 
gesture with my royal scepter and all the horrors I 
have raised can descend on those cities, my cities, the 
cities I won. At my command they too can fall.

If I do it, I know what the passionate speakers will say, 
and I know what cause will call the brave swordsmen. 
If I turn on my own in wrath, there is no turning back 
until the land is completely broken, chained with 
despair, sapped of will like a whipped and  
whimpering dog. 

It may be the only way.
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elcome to REIGN, a game 
of excitement, intrigue, 
mass battles, tough choices 
and dramatic personal 
responsibility. It’s a 

fantasy game, so you can 
expect bizarre creatures and 

glint-eyed barbarians with 
battle-notched swords. It’s 

also a political game, so 
you can expect deceitful 

ambassadors, wretched 
betrayers, cunning 

spies - but also loyal 
governors, heroic 
generals and stern, 

implacable kings. 
Moreover, REIGN is designed 

from the ground up to let you be one of the movers 
and shakers. Your character can become the High 
Priestess, the general or even the ruler of a nation. 

You do this with a Company. Most roleplaying games pit a small 

mismatched band against the evil cult or the brainwashed army or 

the mindless hordes of twisted Servitors of the Dark Ones. In REIGN, 

you get some servitors of your own. Your Company is larger and more 

infl uential than a few oddball adventurers, and you can use it to work 

your will on the world at large. There’s a price, of course: The power 

your followers give you is balanced by your responsibility to them. 

REIGN is based on the One Roll Engine, and I’ve tried to leave the 

system open. There are other One Roll Engine games out there 

— GODLIKE, NEMESIS, and WILD TALENTS. The Company system 

from REIGN should easily sit on top of those, allowing you to add a 

layer of government to those games’ personal focus. In fact, I’ve tried 

to make the Company rules portable enough that you could easily 

stack them on top of any other RPG you play. 

�� Introduction
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“T he hand is my sword,” the 
martial expert explained.

Laughing Midnight furrowed his brow. 
“Your hand… is a sword?” he repeated.

The expert nodded. 

Midnight turned to Barthus and switched into 
his native language. “Maybe I’m not following 
something,” he said. “I think that man just 
said his hand is a sword. Is that right?”

“That’s what he said.”

The old man leaned in with a look of 
intense interest and whispered, “Ask 
him how he wipes his backside!”

Barthus looked at the martial expert, 
who seemed increasingly uncomfortable 
and suspicious. He cleared his throat 
and said “My elderly friend has heard 
of your honored discipline and is quite 
curious about how your train your hands 
to withstand the rigors of battle.”

“Oh well, lots of punching and striking 
practice,” he responded, making some 
sample gestures. “And to toughen them, 
we jab down into buckets of sand. As you 
advance in training, you use hot sand.”

The old swordsman goggled at the 
movements with horrified fascination. 
“What did he say?” he asked Barthus.

“He said his hand is also a hand.”

The Order of the Book

A
lmost every roleplaying 

game is a mixture of setting 

and system. This one’s no 

different. The system 

               components are broken 

down into chapters, and so are the elements 

of the setting. Since every game book is also a 

reference manual, I’ve tried to make it as easy 

as possible to fi nd what you’re looking for, 

whether it’s the optional rule for severing a 

leg or the details about Truil drug rituals. 

REIGN’s default setting is a pair of continents 

named Heluso and Milonda. Home to many 

nations, I’ve detailed four of them in this 

book, ranging from a ragtag and diverse 

group of primitive nomads up through the 

world’s greatest political entity, The Empire. 

Each nation gets its own chapter — hopefully 

that makes it easier to digest and understand. 

There’s a fi nal chapter that gives an overview 

of the entire setting and explains the biggest 

differences between life there and life here.

Maybe this sounds backwards, starting with 

the immediate and only then expanding out 

to the general, but my intention is to make 

everything clearer. By the time you reach the 

chapter on the continents, you should already 

have a good understanding of the daily 

concerns of the people living on them, and 

that’s ultimately where your stories are going 

to play out. 

But, if you think that’s confusing, go ahead 

and read “The Entire World” fi rst. It’s your 

book, after all.
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What is the One Roll Engine?

T
he One Roll Engine (or ORE 

for short) is a set of rules for 

deciding whether an event 

happens in the shared setting 

            of the game. Players 

and the Game Master roll dice. The 

results of those rolls determine events 

that aren’t otherwise obvious.

These aren’t rolled for actions that are 

trivially easy, or for actions that are clearly 

impossible. You can’t roll to shoot down the 

sun. You don’t need to roll to tie your shoes. 

You only have to roll during an archery 

contest if someone cares about the outcome 

and if it matters to where the game is going. 

But if an event is in some doubt and matters 

to the course of events, you roll dice to see 

what happens.

Which Dice, and How Many?

The ORE uses ten sided dice (or d10s). In 

most cases, you roll a number of dice equal 

to a character’s Stat (a measure of general 

natural talent) plus a Skill (which measures 

training, experience or narrow intuitive 

ability). This combined number is called 

your pool for that task. If, for example, my 

character is trying to convince a merchant to 

give me a break on a large purchase, I’d roll 

my “haggle pool.” This consists of my Haggle 

Skill (which measures mercantile bullying) 

and my Command Stat (which shows how 

generally impressive and overbearing I can 

be). If my Haggle Skill is 4 and my Command 

Stat is 2, my pool for haggling is 6 dice. (The 

abbreviation of this is 6d.)

Reading the Result

You want to look for matches — dice in your 

pool that turned up the same number. If I roll 

2,3,5,6,9,10 then I got no matches and the roll 

failed. If I roll 1,1,4,5,7,7 I got two matches. 

One is a pair of 1s (abbreviated 2x1) and one 

is a pair of sevens (2x7). It’s a little like poker, 

where you’re looking for pairs and treys, and 

where higher cards are generally better. 

There are two measures of success with this 

system: How many dice turned up in a set 

(the set’s Width) and the size of the number 

itself (its Height).

The most common set is the smallest, a pair. 

That’s a match with Width 2. A pair of twos, 

a pair of nines, a pair of fi ves — they all have 

different Heights but the same Width.

Higher and Wider are both desirable, though 

in different ways. A 4x1 result has poor Height 

but great Width. A 2x10 result has great 

Height but poor Width. Which is better? That 

depends on the situation, because Height and 

Width indicate different things.

Width usually indicates speed and 

competence. Wide sets happen before narrow 

sets — so that 4x1 indicates something done 

with much greater speed than that 2x10. In a 

fi ght (for a common example), Wider sets go 

fi rst and do more damage when they hit. 

Height usually shows how favorable 

circumstances were at that exact moment, 

and how well the character took advantage of 

those circumstances. Sometimes the poorly 

skilled guy (the one with the small pool, who 

can’t get Wide results) still gets lucky. In a 

fi ght, Height indicates where a blow falls. Low 

results strike less vital areas like the arms and 

legs. Higher outcomes are strikes to the body 

or even the head. 

To sum up then: You want to get results that 

are both Wide and High. If I roll fi ve dice, the 

best possible result is a 5x10. I may wind up 

having to choose between Width and Height 

— that same 5d pool could turn up 2,2,2,9,9 

giving me a 3x2 and a 2x9. The set I pick 

depends on what I’m trying to accomplish at 

the moment.
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time limit, or if the action itself is draining. 

A perfect example is trying to swim across a 

river. You take your fi rst roll normally and, 

if that fails, you manage to struggle back to 

shore. If you try again immediately, your 

GM may ask for a Body+Endurance roll to 

see if your lungs quit on you, or she may 

assess a penalty or put on a Diffi culty rating 

because you’re tired. But the important 

thing about static contests is that success or 

failure all comes down to your roll. You’re not 

interacting with anyone else’s results.

It’s often a good idea for GMs to be pretty 

generous with static contests, imposing low 

penalties and Diffi culties, if any are assessed 

at all. Moving the story along is a good thing. 

Blocking characters because they can’t get 

up the hill rarely accomplishes anything 

other than to waste time and annoy players. 

The time to make static contests harder is 

when achieving it gives them a signifi cant 

advantage. If, for example, scaling a tall, sheer 

and deadly cliff lets them come at a fortress 

from a poorly-defended back side, then the 

roll should be challenging. After all, if they 

succeed, they’ve made things substantially 

easier for themselves, and substantially easy 

stories aren’t very involving.

Dynamic Contests 

A dynamic contest is when two people are 

trying to do the same thing at the same time, 

and only one of them can. An example is a 

footrace (two or more characters using their 

Body+Run pools), but it could also be a battle 

of wits as two swains each try to impress a 

mysterious and beautiful stranger. (In that 

case, it could be dueling Charm+Fascinate 

pools.) Or two advisors could attempt to 

sway the opinions of a king by making 

Charm+Fascinate (or Command+Intimidate, 

or Charm+Plead) rolls.

Regardless of the type of contest, the rules 

all work the same way. All the involved 

contestants roll their pools and choose the 

Types of Rolls

D
ifferent circumstances pose 

different challenges. Thus, 

different types of rolls are 

called for. For instance, 

trying to overcome an inanimate obstacle — 

outwitting a cunning death-trap, translating 

a document, perfecting a fi nicky souffl é 

recipe — is different from a competition 

with something that’s alive and thinking (or, 

at least, reacting). Both are different from 

striving against an adaptive creature whose 

goal is not to accomplish something, but to 

prevent you from doing something. These 

differences are handled with Static, Dynamic 

and Opposed rolls.

Static Contests 

These are the simplest challenges. It 

doesn’t mean they’re the easiest, but the 

situation you’re trying to overcome isn’t 

actively adapting to what you’re trying. In 

a static contest, it’s your character against 

circumstance. Perhaps he’s trying to swim 

across a river, lift a big boulder, carve an 

exquisite statue or get out of the way of an 

avalanche. It’s a one-time event in which he 

either succeeds or fails.

To get the result, roll your pool. Got a match? 

Good. You succeeded. It’s that simple.

If it’s not that simple, meaning your GM 

wants to make the challenge more offputting, 

there may be a Diffi culty to your roll or a 

Penalty to your pool. (They’re explained 

below, under “What if it’s Really Tricky?”) 

That is, you may need to get a minimum 

Height in your set, or you may roll a smaller 

pool than you otherwise would. But still, it’s 

one roll, you either get it done or you don’t.

If you fail a static contest, you can try again if 

you’ve got the time. The Diffi culty or penalty 

doesn’t change, if there is one, so you can 

generally just keep trying to scale that cliff 

until you fi nd a way up or give up because 

it’s too hard. The exception to this is if you’re 

in the middle of some peril that gives you a 
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sets they’re going to use. Then those sets 

are compared and the best one walks away 

with the prize — the trophy of the race, the 

attention of the stranger, the will of the king.

Which set is ‘best’? That depends on the 

nature of the competition. In a foot race, the 

GM might say that the Widest set is the best, 

because Width generally indicates speed. 

With the struggling suitors, Height might 

be a better gauge, as it shows who’s favored 

by fortune, and who’s adapting better to 

events. To persuade the king, it might be 

Height if each side has plenty of time to set 

out arguments and provide evidence. If the 

barbarians are at the gate and the debate is 

over “fi ght or fl ee,” then Width might serve, 

as a tersely-stated case plays to the king’s need 

for decisiveness.

The GM should always make it clear 

beforehand whether Width is the deciding 

factor, or Height… or whether there are 

different rewards for each. Perhaps the quick 

wit wins the fair maiden’s eye, but the narrow/

High result keeps his dignity and impresses 

the onlookers, who dismiss the Wide/low 

character’s result as desperate clowning.

Opposed Contests 

The fi nal type of contest is when one 

character wants to climb the rope, present his 

evidence, or bury his sword in somebody’s 

spleen. Another character wants to pull 

him down, get his testimony dismissed as 

unreliable, or avoid that lethal sword thrust. 

These are opposed contests and they are 

handled with a mechanic called Gobble Dice.

The character attempting the action (climb, 

debate, stab) rolls his pool normally. 

In these instances, we’re looking at 

Coordination+Climb, Command+Inspire 

and Body+Fight. The blocking character who 

wants to drag, obfuscate, or jump back, rolls 

her pool as well. She’d be rolling Body+Fight, 

Command+Inspire, or Coordination+Dodge.

Types of Rolls

“H onored judge, do not do this 

thing,” the old priest said.

“I’m not a judge any more. My title

is ‘Thubor.’”

“That is their name for you. To me you 

will always be a judge, elect by law, 

servant of the people. Don’t do this. 

It’s not our way.”

The other man shifted on his seat, 

uncomfortable. The rack upon which the 

priest lay stretched was new. It still smelt 

of fresh-cut pine. “I wondered how long it 

would take you to beg mercy.”

“I ask not for my sake, but yours. 

Once you torture me, it will change you 

forever.” The ropes were steady, but not 

yet taut. “You fought them, once. That 

sword at your side has shed Opetkan 

blood. Why did you surrender?”

“I saw their armies blacken the land. 

We could never win, and they… respected 

me. I got us a better peace for having 

shown courage.”
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If the active character fails his roll, the 

blocker’s roll doesn’t matter. If that guy can’t 

get up the rope on his own, he sure as hell 

can’t do it with someone grabbing at his legs.

If the active character succeeds and the 

blocker gets no successes, then the attempt 

succeeds, just like you’d expect. He gets up, 

gets heard, or spills a little blood. 

It gets interesting when both succeed. Then the 

dice in the blocker’s pool become Gobble Dice. 

Each Gobble die can counteract one die in an 

opponent’s set, as long as that die is of equal or 

lesser value. Once a set is broken down to one 

die or fewer, it no longer has any value.

Example: The active player rolls 1,2,7,7,0 to get up the 

rope. The blocker rolls 8,8,9, Both her eights 

become Gobble Dice. By gobbling one die out 

of his 2x7 set, she reduces it to 1x7 — 

no match.

But if timing matters, as it so often does, 

even a High set may not work if it’s not 

Wide enough.

Example: The attacking character rolls a 2,2,2,6,8,9 

in his Body+Fight roll, for a 3x2 result. The 

defender tries to dodge and rolls 2,4,6,9,9. 

She has a 2x9 set of Gobble Dice, but because 

Width determines speed, his strike occurs 

before she can react. Even though her dice 

were big enough, they weren’t fast enough.

Thus, a Gobble set must often be at least as 

Wide and at least as High as any set it’s trying 

to spoil. That’s a pretty serious drawback to 

being reactive instead of active. (In fairness, 

too much of “I’m going to stop him doing 

what he’s doing!” does tend to slow play to 

a crawl, so burdening the naysayer is a story 

issue as much as a mechanical one.) 

It’s not always the case, however. If it’s a 

debate or discussion and you both get plenty 

of time to make your arguments, the Width 

of your Gobble set doesn’t matter. But 

remember that you can only Gobble if you’re 

trying to discredit his argument — not make 

“N ow you kill us for them. Is 

that a better peace?”

“Yes.” The judge, the Thubor turned and 

glared and raised his voice, a little. “You 

have not seen them lay pyramids of skulls. 

I have. They have traditions for brutality, 

old man, protocols for the way to burn 

men alive! They… the piling of bodies is a 

language to the Opetkans. If they lay a 

three-sided pyramid of heads before a 

village, it means one thing, and if it has 

four sides, that’s something else. Can you 

imagine what they must be like to have 

their massacres so orderly? I don’t doubt 

that you hate them, but you can’t hate 

them more than I. I’m sure you despise 

me, but no more than I despise myself. But 

in the night, when I wake sweating, it’s 

not from dreams of what they do now, but 

what they would do if we resisted again.”

“The gods never neglect a righteous cause.”

“They have gods too.” The Thubor 

glanced at the soldiers. “Is he 

made fast?” They nodded.

Types of Rolls
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an argument of your own. If your opponent 

is trying to convince the Empress that the 

Dindavarans are massing to attack, and all 

you have to do is provide reasonable alternate 

explanations for their movements because 

she doesn’t really want to believe it, then it’s 

an opposed contest. 

Furthermore, the advantage to Gobble Dice 

is that once you have them, they’re more 

effi cient — especially against multiple actions. 

Example: Instead of just climbing the rope, the active 

character is trying to do two things. He’s trying 

to seize a precious emerald off a pedestal 

and then climb up the rope, but if he can’t 

get the gem he’ll still try to fl ee the emerald’s 

guardian. He rolls a multiple action (as 

explained on page 22.) hoping to get two 

sets — one to grab the gem, one to go up 

the rope. He gets his two sets, a 2x2 and a 

2x5. The guard, however, only has to roll one 

Body+Fight pool to interfere with what he’s 

doing. She rolls a 2x7, which lets her respond 

to everything he tries. Her two sevens become 

Gobble Dice. With one, she knocks a single 

die out of the 2x5 set, reducing it to 1x5 and, 

therefore, nothing. With the other, she takes a 

die out of the 2x2 set. Just by grabbing him, 

she’s prevented him from taking the stone and 

from climbing the rope. 

“T ake him before the crowd, 

but wait for me before 

you begin the… before you begin.”

“You are a fool to give me an 

audience,” the priest said.

“Am I? When your gods leave you to die,

I think the people will lose their courage.”

“My son will carry on the battle.”

“Your son is an impressive warrior, 

but slow of speech. He can win fights, 

but not hearts. No, of the two of you, 

he is the pest. You are the peril.”

“If you kill me before their eyes, 

their anger is sure to boil forth and 

destroy you, the invaders, and their 

entire corrupt enterprise.”

The judge met his gaze. “So it’s a good 

plan either way then,” he said.

Types of Rolls
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as high as you should go for anything other 

than the most utterly demanding and 

outrageous stunts.

Example: Rugris is trying to fi nd a misfi led scroll 

in a vast and poorly-organized library. 

Normally this would be a Knowlege+Lore 

roll, and Rugris’ pool for that is a measly 

3. Since the GM assesses this search as 

imposing a –2d penalty, Rugris is out of 

luck. With only 1d in his pool, he cannot 

make a match. A character with a large 

pool — 8d, say — would only roll 6d while 

trying to fi nd that confounded document.

There is a vital difference between penalties 

and Diffi culties, and it’s not immediately 

apparent unless you’ve crunched lots of 

probability math. To spare you that, I’ll just 

write it out: Diffi culties make things harder 

for everyone to an equal degree, regardless of 

pool size. Penalties are far harsher to people 

with small pools than those with large pools. 

As a GM, you’re almost always better off 

using a Diffi culty and saving the penalties for 

situations where (1) they’re in the rules or 

(2) it’s something that should be damn near 

impossible for an amateur but not nearly as 

tricky for someone heavily trained.

Note that with penalties, Expert Dice and 

Master Dice are removed from pools fi rst. 

(Expert Dice and Master Dice are explained 

on page 19-20.) 

There are refi nements of the system, but 

that’s the core of it. If you’ve got a grip on 

that, there’s more detailed explanation in the 

Player’s Chapter.

What If It’s Really Tricky?

C
limbing a ladder is easier than 

climbing a greased pole. Since 

the same pool refl ects both tasks, 

the rules have to accommodate 

         varying challenges. There are 

two ways to do this: The GM can assess a 

penalty or can impose a Diffi culty.

Diffi culty

A task’s Diffi culty indicates how hard it is 

for everyone, novices and experts alike.  It’s 

indicated by a number, such as “Diffi culty 

3.” Any matches whose Height is under that 

number aren’t suffi cient to get the job done.

Example: Boyles needs to get down the cliff fast, and 

it’s muddy. The GM decides climbing down is a 

Diffi culty 3 task. Boyles rolls his 4d Climb pool 

and gets 1,1,1,1. While it’s a nicely Wide set, 

in this case it’s useless because its Height is 

lower than the Diffi culty.

Diffi culty is best for problems that make a 

task more tricky, but which don’t preclude 

great results, and which affect everyone 

equally. Minor stumbles rate Diffi culty 1-2. 

Diffi culty 3 is pretty typical. Diffi culty 4-5 is 

imposing, and Diffi culty 8 is appallingly hard.

Penalty

A penalty is when the GM knocks some dice 

out of your pool. This indicates a problem 

where someone of lesser skill is unlikely to 

even have a chance, while even an expert 

isn’t going to get the kind of superb results 

one expects. A –1d penalty is typical for 

something that’s a little more obscure or 

complicated, while a –3d penalty is about 
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Game Terms

T
here’s a specialized vocabulary 

for the mechanics of the ORE. 

If you’re just starting out, 

it may look like a lot. Don’t 

sweat it: You don’t need to know all of it at 

once and the learning curve has been built 

into both the rules and the setting. 

Types of Dice

Area Dice: When an attack or effect does 

damage to all the people within an area, its 

damage is measured in Area Dice. Everyone 

in the area of the effect rolls that number 

of dice and applies the appropriate type of 

damage to every hit location that comes up.

Example: While besieging a tower, the heroes get a 

cauldron of scalding oil dropped on them. This 

is an Area 4 Killing attack. Everyone under 

the oil rolls 4d and applies a point of Killing 

damage to each hit location that turns up.

Armor does not protect against Area Attacks.

Expert Dice: These are a special kind of Skill 

die that indicate an unusual degree of talent. 

Instead of rolling an Expert Die (or ED, for 

short) you set it at whatever number you 

want, before you roll the other dice in your 

pool. You can never have more than one 

ED in your die pool. You can never have an 

Expert Die in a pool with a Master Die.

Example: When using the Fight Skill, you have a pool of 

fi ve regular dice and one expert die. (This is 

abbreviated 5+ED.) You’re fi ghting a powerful 

warrior who has good armor on everything 

except his legs, so you decide to swing at 

his leg. The legs are hit locations 1 and 2, so 

before you roll you set your Expert Die at 2. 

Your normal dice come out 2,3,4,9,8. You can 

match the rolled 2 with your ED 2 and get a 

hit on his vulnerable ankle.

Gobble Dice: Skills that directly counteract 

other Skills (mainly Counterspell, Dodge 

and Parry skills) produce Gobble Dice. 

When you roll those Skills successfully, 

the dice in the set you use become Gobble 

Dice, which can suck dice out of your 

enemy’s pool and spoil his attacks.

There are two limits on the use of Gobble 

Dice. First, you can only use them against 

dice that are equal to or lower than their 

own Height.

Example: Tud swings his axe at Gorda the sorceress. No 

fool, she tries to get out of the way. He rolls a 

2x6 on his attack roll. She gets a 2x8 on her 

dodge roll. The two dice that came up in a set 

become Gobble Dice. Since the Height of one 

of her gobblers (8) is greater than the Height 

of Tud’s attack (6), she can counteract it. With 

one of the dice in his pair gone, it’s no longer 

a pair and his attack fails. 

Second, you can only use a Gobble die when 

the timing of an event allows it.

Example: If Tud had rolled a 3x6 against Gorda’s 2x8, 

she would have gotten hit, because Width 

determines the timing of events. His Wider set 

goes fi rst, so he hits her before she even has a 

chance to react.

Remember, some uses of Gobble Dice are not 

time sensitive. This is particularly true with 

social Skills.

The advantage of Gobble Dice is that you can 

use them against more than one attack, even 

if you only got a pair.

Example: Gorda gets a friend and they attack Tud 

together. This time, he’s the one parrying. He 

rolls a 2x10, while Gorda gets a 2x7 and her 

friend gets a 2x2. Their sets are all the same 

Width, so Height acts as a tiebreaker: Tud goes 

fi rst. His two tens become Gobble Dice, and 

he’s able to take a seven out of Gorda’s set 

and a two out of her friend’s set. With just one 

pair, he’s wrecked two attacks.

Most other dice only work in sets of two 

or greater: Gobble dice are a special case. 

Once they’ve changed, they can be used 

individually. However, unless you do a 

multiple action (explained on page 22.), 

you can only turn one set into Gobble Dice 

every round.
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Example: Tud’s defending himself and his Parry roll 

produces a 3x4 and a 2x6. He can only 

change one of these sets into Gobble Dice. 

Does he pick the 3x4, which gives him an 

additional die and lets him act faster? Or 

does he choose the 2x6, which is Higher and 

can counter attacks of greater Height? Such 

decisions are a key part of the game…

Master Dice: Master Dice (or MDs) are 

special dice that indicate tremendous 

profi ciency. Like an Expert Die (see above) 

you don’t roll an MD: You can set it to any 

number you want. Unlike an Expert Die, you 

roll the normal dice in your pool before you 

set your MD. This means that you can always 

get a set when your pool has an MD. You can 

never have more than one MD in your pool, 

and you cannot have a Master Die and an 

Expert Die in the same pool.

Example: You have a Master Die in your Stealth Skill, 

along with four regular dice in that pool. (This 

is abbreviated 4+MD.) When trying to fi nd a 

hiding place in the forest, you roll your four 

normal dice and get 3,4,6,10. You can now 

change your MD into another 10, match it 

with the naturally rolled 10 and have a pair 

of tens — you’ve successfully hidden. If you’d 

rolled 3,4,4,10, you’d have had a choice 

to make. You could either match with your 

10 and get the 2x10, or you could change 

your MD to a 4 and get a 3x4. Remember, 

sometimes a Wide set is better than a tall one.

Waste Dice: Any time you roll, the dice that 

do not match up are called ‘Waste Dice’. Some 

effects still make use of them. 

Example: I have 9d in my pool. I roll and get 

2,5,6,6,7,7,7,8,9. The sets are 2x6 and 3x7. 

The 2,5,8 and 9 are Waste Dice.

Note that dice in a set never count as Waste 

Dice, even if that set isn’t used. Similarly, if a set 

gets ruined (by Gobble Dice, for example), the 

remainder isn’t a Waste die.

T here was a low and ugly sound from 
the crowd as the priest was wheeled 

out.  The Thubor had stripped him of his white 
robes, embroidered with the names of his 
followers.  Those robes had long trains, the 
names stitched tiny with care but now his 
flesh, graying with age, was naked to the sun.  
The Thubor had not even left him a loincloth.  

When the Thubor emerged, there were a 
few boos and hisses.  Despite the armed men 
lining the courtyard- the judge’s personal 
guard, he had persuaded the foreigners 
this was an internal matter unworthy of 
their attention- the people shook fists and 
yelled curses.  The Thubor ignored them.

“This man has led the people astray,” he 
bellowed, hand on sword hilt, glaring out at 
his people.  “Rather than concern himself with 
the righteous instruction of souls, he has seen 
fit to dabble in politics.  Sure that his position 
of honor would protect him, he committed 
acts of treason against the Opetkans, who 
have brought the blessings of peace to our 
land.”  As he named the invaders, the jeers 
redoubled.  “Now it is time for him to learn 
that when a priest dishonors his cloth, its 
protection is withdrawn.”  He turned to the 
rack and said, “What are your last words?”

Game Terms
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Example: Gorda the sorceress casts a spell that does 

Width in Killing damage, and a point of 

Shock damage to each location shown by a 

Waste die. The pool she rolls is huge — ten 

dice. She rolls 1,1,2,2,3,4,4,6,8,9. She has 

a 2x4, a 2x2 and a 2x1 when she hurls this 

spell against Tud the Barbarian. But Tud hits 

her fi rst, and getting hit costs you a die from 

one of your sets. She takes a die from her 

2x1 set, reducing it to nothing. When it’s her 

turn, she activates the spell with her 2x4 set. 

It does 2 Killing to Tud’s arm (hit location 4). 

It also does a point of Shock to the locations 

indicated by 3,6,8 and 9. It doesn’t effect 

location 1, even though that die is no longer 

in a set, and it doesn’t effect location 2, even 

though that set wasn’t used.

Other Terms

Armor: Armor is a factor, be it physical or 

occult or miscellaneous, that protects your 

body from getting clobbered. No matter 

its source, armor works the same. It has a 

numerical rating, and all Killing and Shock 

damage to the protected location is reduced by 

that rating. 

Example: A character has one point of armor on his 

head. He gets hit there with an attack that 

would normally do 3 Killing and 1 Shock. 

Instead, it does 2 Killing and 0 Shock because 

the armor reduces the harm.

Armor rating is abbreviated AR. If you have 3 

points of armor, that’s “AR3.” 

Bonus: A bonus is anything that raises a 

numerical element of the game. If you get 

a +2 armor bonus and your armor rating is 

usually 3, you’d get armor rating 5. If your 

Graces pool is usually four dice and you get a 

+1d Graces bonus, you roll fi ve dice.

T he man took a deep breath and 
the crowd fell silent.  Somehow, 

at that moment, naked and fragile, he 
was more dignified than the man who 
held him captive.  “Do not hate this man, 
though he bears a title from our despised 
oppressors,” he began.  “He loves this 
land and, in his way, seeks to protect her 
people.  Any wrongs he does, emerge 
from misplaced loyalty and not malice…”

The Thubor gritted his teeth.  There were 
tears in his eyes.  It was time.  “Break 
him,” he whispered to the guards.

“But sir, he’s still…”

“Do it now.”

The guards had sick expressions as they 
turned the wheel, as the ropes tightened 
and groaned, as the priest’s deep 
and resonant words turned to shrieks 
and screams.  The Thubor had his back 
turned, watching the crowd, watching 
some faces eager for bloodshed and 
some horrorstruck and grieving…

Then the arrow struck.

Game Terms



22Chapter One

Craving: A Craving is a defi ned character 

element that indicates an irrational drive 

towards some activity, condition or 

substance. While in pursuit of a Craving, 

a character gets a +1d bonus to all rolls. 

While foregoing a Craving, the character 

gets a –1d penalty to all rolls. Cravings 

are explained in depth on page 38-39.

Duty: When a character is dedicated to a 

certain code of conduct or set of beliefs, it 

can be considered a Duty. When acting in 

accordance with his Duty, all his rolls are 

made at +1d. When he is ignoring his Duty, or 

acting disgracefully according to his code of 

behavior, all his rolls suffer a –1d penalty. Duty 

is explained in depth on page 22.

Game Master: Or “GM” for short. This is the 

person who is running the game, describing 

the setting, controlling every character except 

the PCs (q.v.), setting the Diffi culties and 

basically overseeing the rules’ use to provide 

maximum satisfaction for everyone.

Height: The number shown on the dice in a 

matching set. If four of my dice turn up sevens, 

that’s a set, and the Height of that set is 7.

Mission: A Mission is a short-term goal that 

the character has decided to accomplish. While 

pursuing her Mission, she gets an extra die 

added to all pools. While she’s intentionally 

taking an action that jeopardizes the Mission, 

or that causes her to miss a chance to pursue it, 

she takes a –1d penalty to all rolls.

Multiple Action: When a character attempts 

to do two or more things in the time usually 

required one thing, that’s called a multiple 

action. For example, trying to seduce someone 

while racing against her on horseback is a 

multiple action involving the Fascinate and 

Riding pools. A more common example 

— trying to hit two people in quick succession 

— is a double use of the Fight pool. 

“T ake him alive!” the Thubor cried, 
drawing steel and diving towards 

the people, who were now suddenly roiling, 
chaotic.  There were screams, fists thudded 
his armor but he made straight for the man 
in the green cloak, the priest’s son.  He 
was armed with a small bow, something he 
could hide, and with that weapon even his 
legendary aim had needed short range to 
part the rope binding his father’s hand.  
The crowd scattered, fell, his men were 
closing in and this was his chance to seize the 
revolutionary leadership entire, to bring 
peace, the crowd was fleeing and he could see 
the son, the deadliest archer for a hundred 
miles around, nocking a second arrow.

The plan was all down to this.  Where 
would he shoot?  Would he sever the 
second rope and save his father from 
an agonizing death?  Or take aim at the 
charging Thubor and throw the nation 
into chaos?  He’d only get one shot, but 
at this range he could hardly miss.

Rushing to death or victory, the Thubor 
wondered what would happen next.

Game Terms
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When trying to do two things at once, use the 

lower pool, take one die out of it, and hope 

for two sets. If you get two sets, you can apply 

one set to each action as you see fi t.

If you keep an Expert or Master die in your 

smaller pool but not in the larger pool, you 

must assign at least one set to that pool’s 

action. If you don’t get any sets, obviously 

this isn’t an issue.

Example: Mouray’s Dodge pool is 3+MD while his 

Fight pool is 8d. He also possesses a Martial 

Technique that lets him make multiple actions 

with Dodge and not take the multiple action 

penalty. When he tries to hit someone and 

dodge, he rolls his 3+MD pool. If he gets two 

sets, he can assign them as he wishes. If he 

only gets one set, he has to use it to dodge.

For each additional action, you take another 

die out of the pool and hope for another set. 

Thus, if a character tries to hit four people in 

the time it would usually take to get a decent 

stroke at one, his roll is made at a –3d penalty 

and the player is hoping to get four sets. 

Good luck.

Passion: Missions, Duties and Cravings (q.v.) 

are collectively known as Passions. These are 

things your character cares deeply about, so 

much that fulfi lling them makes her stronger 

and failing at them makes her weaker.

Penalty: Whenever a factor is reduced 

by some number, that’s a penalty. It’s the 

opposite of a bonus (q.v.).

Player Character: Or “PC” for short, the 

Player Characters are the main characters in 

the game, the most important people in the 

story, and the only characters not overseen by 

the Game Master (q.v.). 

Pool: The total number of dice you roll when 

attempting to accomplish a task. It’s almost 

always a Skill (q.v.) plus a Stat (q.v.). 

Round: A very fuzzily-defi ned amount 

of time used to keep track of who hit 

whom fi rst in a fi ght. It’s best thought 

of as “the time it takes every character 

involved to do one thing.” If a character 

tries to do more than one thing in a 

round, that’s a multiple action (q.v.).

Set: When you roll dice, and some of those 

dice show the same number, that’s a set. If 

I roll seven dice and get 1,2,4,4,6,8,8 then I 

have rolled two sets — a pair of fours and a 

pair of eights.

Skill: Skill ratings measure how competent 

a character is in certain narrow areas 

of activity such as swinging a sword, 

playing music, hearing faint sounds 

or begging for mercy. Your Skill rating 

contributes to your pool (q.v.).

Slow: Some things you might want to do in 

combat (mostly spells) take extra time. This 

is represented by a Slow rating. For each 

point of Slow, you have to spend a combat 

round (q.v.) preparing before you make your 

roll. A heavy crossbow is Slow 1: It can fi re 

every other round. A spell that’s Slow 3 can 

only be cast every fourth round.

Stat: A Stat rating measures a character’s 

innate ability to accomplish broad categories 

of tasks. Stats combine with Skills (q.v.) to 

form the pool (q.v.) of dice rolled when 

undertaking an action. The six Stats are Body, 

Coordination, Sense, Knowledge, Charm 

and Command.

Squishing: Exchanging Height and Width.  If 

you can squish a result two points, you can 

change a 4x5 to a 2x7 or a 6x3.  If you squish 

something down to 1x, it’s no longer a set.  

You can’t squish a set above Height 10.

Width: The number of dice that compose a 

set determine its Width. If four dice are in a 

set, its Width is four. If two dice are in a set, 

its Width is two.

Game Terms





our player character (PC for 
short) is your proxy in the game 

world. Your PC influences how that 
setting is described, and how you are 

able to influence it. You want a character 
you’ll enjoy. (Note that I didn’t say ‘like’. 

Most people prefer to like 
their PCs, but playing 

an unscrupulous 
lowlife has its charms 
as well.) 

At the simplest level, your 

PC is a collection of statistics 

that measure how well she 

performs various tasks under 

various circumstances. Some 

players are content to quit with 

that, which is fi ne. But for 

some, a PC is much more than 

one numericized element in 

game world. Some players want 

a deeper level of detail, one that 

explains who their character is, 

not just what she can do. They want 

a character with the depth and personality of someone from 

a novel or play. That’s also fi ne. Or maybe you want a character 

whose function is primarily to interact properly with the setting, 

someone through whom you can explore a grand and spacious 

world. That’s fi ne too. 

But it’s important to know what you want from your character 

(and thus, from the game) before you put pen to paper. It’s 

important to be on the same page as your GM. If you’re expecting 

a grand, emotional epic of shifting political alliances and unreliable 

personal loyalty, and she’s busy arraying a set of purely tactical, 

military challenges, then you’re both in trouble. You’re in trouble 

because you’re not getting what you want. She’s in trouble because 

she isn’t prepared for how you’re going to interact with the setting.

25 Character Generation
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it. When it starts to drag down the plot, so 

the GM isn’t enjoying it, or when it’s starting 

to soak up so much gaming time that the 

other players are drumming their fi ngers, it’s 

time to shift the focus elsewhere.)

Second, it means you should build characters 

who get along. In some games, the struggles 

between strong-willed PCs can take center 

stage, but in this one, it’s more external. The 

character confl ict should be a side dish, not 

the main course.

Third, it means you should build characters 

who work together. If you wind up with fi ve 

really sneaky and defensive characters, you’ll 

be able to infi ltrate any enemy stronghold: 

You just won’t be able to do anything 

meaningful inside. Or if you all (for some 

peculiar reason) built characters who were 

soothsayers, you’d all be able to foresee the 

future really well. Unfortunately, that future 

would probably be something along the lines 

of “You’re going to get smacked because you 

have no strong fi ghters and you won’t recover 

well because you have no healers.”

There are two different options for character 

generation listed here. Point Buy is the 

simplest option. You pick Stats, Skills and 

other factors you want, and then pay for 

them. No drama, no fuss, no muss, and you 

know exactly what you’re getting.

One Roll is completely random. You roll 

11d10 and, by reading the results, get Stats, 

Skills, Advantages and life history (with some 

assembly required). It’s certainly fast, and 

it can give you a character you might never 

have chosen or thought up on your own. 

Whether that’s an advantage or a problem 

depends on you. Considering everything I 

just said about party unity, etc., the One Roll 

system may seem like a bad idea, and it is if 

you take the fi rst character you roll as gospel. 

But it’s pretty quick, especially once you get 

the hang of it. So, if you get a small fi sh with 

your fi rst roll (or just one who won’t swim 

with the school) throw it back and try again 

until you get something you like.

In the same spirit, make sure you build a 

team player. Roleplaying games are social 

activities, and there’s nothing less conducive 

to socialization than fi ve players all whining 

about how their�character is the most 

important. Collectively, the PCs are the center 

of the story, but individually no one’s the most 

important. Give a little and you get a lot.

In fact, I’m going to take that a step further 

and assert that your responsibility to 

the party as a whole is greater than your 

responsibility to your character. You are 

expected to take hits for the team. This can 

suck in the short term (when you decide to 

modify your ultimate ass-whomper character 

concept because no one in the party has 

any healing ability and someone else called 

‘ultimate ass-whomper’ while you were in the 

bathroom) but it’s worth it in the long term 

(when the guy with the UAW voluntarily 

leaves his character to die so that the others 

can escape). This will happen, if everyone can 

grasp the concept that the collective matters 

more than the individual.

Think of it mathematically. Suppose you’ve 

got fi ve players in your group, and each one 

is looking out for Numero Uno. That means 

you’re looking out for your PC and that’s it. 

But if everyone accepts that the party matters 

more than individual PCs, suddenly you’ve 

got fi�ve guys looking out for your character 

instead of just you.

That’s all very sweet and feel-goody, but it’s 

got some concrete implications. 

First, it means you should start play with 

reasons to stick together. In many gaming 

traditions, it’s “unify or die” — which is a 

compelling reason, it explains why varied 

characters are together and it can even 

provide for some intra-character bickering 

as the soulless mercenary fi nds himself 

having to make nice with the bleeding heart 

religious type.

(Intra-character bickering is good… up to a 

point. It’s good as long as everyone’s enjoying 

Heluso and 
Milonda

Throughout the text 
there are references to the 
default setting for REIGN, 
a fantasy world with two 
continents called Heluso 
and Milonda. There’s 
plenty of information 
about them in the setting 
chapters, but for now you 
can make do with the 
occasional teaser. The rules 
chapters are about the 
REIGN rules and how you 
can use them to make your 
game. The setting chapters 
show you how to use them 
with my pre-fabricated 
setting. Even if you’ve got 
plans for a world of your 
own, Heluso and Milonda 
may be useful as models.
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Common Elements

N
o matter what system 

you pick, there are 

some things common 

to both of them. They 

both use the same set of Stats, Skills, 

Advantages and so forth. These are 

explained and described in detail below.

Stats

There are six Stats in the ORE. They describe 

the general, inborn qualities of your character. 

Body is a general measure of how big, strong, 

tough and able to work your character is. 

A high Body character is better able to tote 

bales, overcome illness and smack around 

punier specimens. A low Body indicates 

indolence, lethargy or general scrawn.

Coordination is what you use to keep your 

balance, control your limbs, move gracefully, 

aim, and climb up trees. A character with 

poor Coordination is a klutz. A character 

with good Coordination moves smoothly and 

with skill.

Sense measures your alertness and how 

well-attuned you are to the world around 

you. An intelligent character might still be 

very absent-minded and oblivious to her 

surroundings — she has high Knowledge, 

low Sense. 

Knowledge describes your character’s  

ability to learn and remember. An 

untutored character may still have a high 

Knowledge score: She just learned a lot 

through observation instead of study. 

Similarly, a person who’s not naturally 

bright but who has had extensive 

schooling may have a low Knowledge Stat 

but make up for it with high Skills. 

Command is a measure of presence. 

A low Command character is easy 

to overlook and ignore, while a high 

Command character always gets your 

attention if he wants it. You may not like 

him, but you listen to what he says.

Charm measures how generally pleasant you 

seem. People with high Charm are likeable, 

sympathetic and fun to be around. Low 

Charm people are crass, boring, irritating and 

uncomfortable to spend time with.

You cannot get Expert Dice or Master Dice 

attached to a Stat. You cannot start with a 

Stat higher than fi ve.

Skills

If Stats represent broad aptitudes, Skills 

represent narrow applications of them. There 

are brief descriptions here: More specifi c 

rules for using them are in Player Chapter.

When you combine a Stat number with a 

Skill number, you get the total number of 

dice you roll when trying to use that Skill. 

This total is called your pool. For example, 

Fascinate is a Charm Skill. Suppose your 

character has Charm 2 and Fascinate 3. 

When trying to convince the Deputy 

Minister that you can fi nd the lost emerald 

mines of Pula Thark if she just fronts you 

a stake to hire donkeys, you roll fi ve dice 

(abbreviated 5d), because the pool is Charm 

2+Fascinate 3. You have a 5d Fascinate pool.

You cannot start out with a Skill higher 

than fi ve.

With Skills you can buy Expert Dice (EDs) 

and Master Dice (MDs). They count towards 

the number of dice in your pool, but you 

don’t roll them the way you do normal dice. 

Instead, you can set your ED to the number 

you wish before you roll your other dice. Or, if 

you have an MD, you can set it to the number 

you want after you roll your other dice.

Note that it’s possible to have only one die in 

a Skill, but have that be a Master Die. That 

represents someone who is quite able, but 

in a narrow way. They perform excellently 

under the circumstances for which they were 

trained, but they are poorly equipped to deal 

with unpredictable obstacles.
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Common Elements

Using Skills with Other Stats

Usually, a Skill combines with the Stat under which 

it’s listed. Almost every time you use the Parry Skill, 

it’s going to be paired with the Body Stat. However, 

there may be times when you want use a Skill in an 

unusual way. Your character might watch someone 

dueling and wish to evaluate her blocking ability. 

In this case, you could combine your Parry Skill with 

your Sense Stat, since you’re trying to sense how well 

someone parries. Similarly, Knowledge might work 

better than Charm with Jest if you were trying to make 

a particularly obscure in-joke to an audience of scholars.

Most of the time, Skills go with their associated Stats. 

For the odd times out, it’s the GM’s call whether they 

can be used with another Stat and, if so, which Stat 

comes into play.

Each Skill has a notation at the end listing 

“Expected possessions.” These are the tools 

or items that someone who’s competent in 

that area would reasonably have. You don’t 

get these just for taking the Skill. But if you’re 

good at it — meaning, you have an ED, an 

MD, or 5 dice in it — your character starts 

play with that item or collection of items. 

Don’t get too excited. None of them have “pile 

of gold coins” as an expected possession. In 

no instance should any of these possessions 

have any great value. You want something 

expensive, buy the Possession Advantage.

Keep in mind that every character starts with 

a Master Die in his or her native language.  

Thus, no PC enters the world completely 

naked.  If you want other normal items in your 

possession as you commence, just ask the GM.  

GMs should be cool about normal items (a 

pet mongrel, a stiletto, seductive underwear) 

and skeptical about anything that qualifi es as a 

Possession (a ship, a crown or a home).  

T he game board looked incongruous in 

the middle of the desolate battlefield.  

Some effort had been made to haul away the 

dead soldiers and the pieces thereof but, of 

course, many chunks were overlooked among 

the ridges and cracks of the rugged ravine.

One army held the north passage.  

Another was massed at the south.  Their 

collision the day before had trampled 

the grass, sprayed the stone walls with 

blood, drastically increased the local 

fly and maggot population, but had not 

otherwise altered the strategic situation.

When the general from the north offered to 

settle the matter over a board game, the 

southern leader had been confused, and then 

angry, but he’d agreed.  He figured that if 

he refused, his men (who were unaccustomed 

to his command, many of them mercenaries 

and some foreign allies who had to take 

orders through translators) would think 

him weak.  If he lost, he planned to break 

his word and attack immediately, and he 

expected the same of the enemy.  It was, 

he suspected, a gambit to buy time and a 

rapid betrayal would give none.  Besides, 

he might win and it was not quite impossible 

that the other man might keep his word.



29 Character Generation

Getting Better

As you play the game, you get rewarded with 

experience points, abbreviated XP. You can 

spend XP to improve your Skills and Stats, 

or to buy Advantages, or to improve your 

Company. They’re essentially the currency 

of the game mechanic (as opposed to the 

currencies of the game setting, which are 

Wealth and Treasure, described on pages 37. 

and 132. respectively). Using XP is described 

in full on page 87.

In one sense, XP are a concrete representation 

of narrative progress.  There are the events 

of the game sessions, in which battles are 

won or kingdoms are lost, but the it’s up to 

the players to decide what those events teach 

their characters, what they mean and how the 

characters grow in response.  For example, if 

your character spent several sessions at court 

plying his wiles to get a trade agreement 

passed in preparation for a diabolical betrayal 

he intends later, it’s perfectly fi ne to raise 

his Sword skill with those sessions’ XP, even 

though he never even held a weapon during 

any of the described action.  Groups who lean 

towards the story-focused end of gaming may 

want an explanation, in which case you can say, 

“Clearly he’s mastered the arts of conversation 

and, beset by ennui, practices his fencing 

in private.  He’s searching for new skills to 

master.”  Alternately, “He knows that when his 

plan comes to light, people are going to try to 

kill him.”

Not every group is so concerned with having 

the mechanics of the game perfectly map to 

events of the story, of course.  If your group 

tends more towards the “the game is a game” 

end of the story, the attitude is likely to be 

“they’re your XP and spend them however 

you want.”  If you feel better justifying practice 

of this Skill or growth in that Stat during the 

many hours your character isn’t ‘onstage’ go 

ahead.  It’s an opportunity for characterization, 

but not really necessary.

A s events transpired, the southern 

commander never got the chance 

to find out.  He lost, he stormed out and 

launched his surprise attack which, to no 

one’s great astonishment, was as expected 

by the northern defense as it was by the 

southern attackers.  There was more bloody 

conflict, and the day after, the northern 

troops had withdrawn, ceding the pass.

With great celebration the southerners 

swarmed through and occupied a nearby 

town, which had also been abandoned, 

and it was there that the northern leader 

counterattacked, killing or maiming a 

quarter of the invaders, capturing another 

third, and sending the rest routing south.  

One of the captives was the southern 

general.  When his rival visited in prison, 

the man of the north said, “It really came 

down to the game.  I could tell you were 

far better at attack than defense.”

From his gloomy chains, the southern 

warrior asked, “Care for a rematch?”

The northern leader pulled a board from 

behind his back.  “I thought you’d never ask.”  
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Body Skills

Athletics: This is a catchall for most physical 

tasks that aren’t common enough to merit a 

Skill of their own. If it’s not running, climbing, 

riding, or enduring, it’s probably Athletics. Use 

it to jump, throw and lift heavy weights. 

Expected possessions: none.

Endurance: Roll Endurance to keep running, 

or walking, or swimming long past the point 

where less burly (or less driven) individuals 

collapse to pant, groan or drown. 

Expected possessions: none.

Fight: This is the Skill for broad-based, 

untrained, naturally vicious brawling. 

Someone with a high Fight Skill may lack the 

fi nesse and technique of someone with a more 

sophisticated Weapon Skill (see “Weapon 

Skill,” below) but that’s rarely a comfort when 

he’s buried his axe in your ribcage.

Fight can be used with any hand-to-hand 

weapon where it’s obvious how you hurt 

someone with it. Even if you’d never seen a 

sword before, Fight would let you fi gure it 

out without penalty. Now, missile weapons 

are another matter — practice and, more 

importantly, control matter there. Also, 

exotic weapons that aren’t dangerous without 

training are also useless for the Fight Skill. 

So don’t try using it with a butterfl y dart or a 

kusurigama. 

Expected possessions: none.

Parry: When you try to knock a weapon 

away before it impacts on you, or block it by 

meeting force with force, that’s a parry. You 

can use this Skill to protect yourself or others 

near you. However, Parry presumes that you’ve 

got something hard to parry with — a mailed 

forearm, a shield, a weapon of your own. If 

you try to parry a weapon with nothing but 

your bare hands, you’re quite likely to get a 

nasty cut on your elbow. Which still may be 

preferable to a nasty cut on the throat. (See 

“Parry” on page 189. for more information.) 

Expected possessions: A shield or a dagger.

Run: Cowards run away from fi ghts. Brave 

men run towards them. Cruel men run down 

their fl eeing enemies. The Skill they all need 

is ‘Run’. Roll this to move fast on your feet. 

(To keep running for a long distance, roll 

Endurance instead.) In a fi ght, you can move 

15 feet every round automatically. If you want 

to move farther than that, roll Body+Run. A 

success lets you move farther — fi ve feet for 

every point of Width. (See “Move” on in the 

boxed text on page 189.) 

Expected possessions: A comfortable pair of 

shoes.

Vigor: This is not a Skill that is learned 

or studied. Instead, it represents how well 

you overcome injury and illness. You make 

Body+Vigor rolls to recover from combat (it’s 

described in detail on page 180.) so this is 

often a good bet for belligerent types. It’s also 

what you roll to resist sickness and poison. 

Expected possessions: none.

The Expert Skill

If you want a Skill that’s not listed on here, and nothing seems to cover it, just take 

a Skill in “Expert ______” with your desired talent fi lling in the blank. Then fi le 

it under whatever Stat works best. If you want to be a great chef, you could put 

“Expert Cook” on your sheet (probably under Sense, since you need a discerning 

nose and palate). You could put “Expert Animal Trainer” under Charm (or Command, 

depending on your methods). Or you might want to put a “Jump Expert” Skill under 

Coordination instead of relying on Body+Athletics. Just be sure to check with your 

GM so she can veto “Blow People Up With My Mind” if it doesn’t fi t her setting.

The Knowledge version of “Expert” is “Student,” just to be exacting.



�� Character Generation

Coordination Skills

Climb: You can travel vertically with some 

confi dence. Scaling trees, cliffs, or a ship’s 

mast are all the same to you. In combat, 

you can you can ascend fi ve feet per round 

for every point of Width in your set, if the 

surface is easy to climb on. If the conditions 

are inclement, it’s fi ve feet for every two 

points of Width. Or, if you’re not in 

immanent danger and can take your time, a 

successful roll or two just gets you to the top.

Expected possessions: A coil of rope.

Dodge: You move your body away from a 

source of pain or injury, so that it does not 

pain or injure you. Ducking punches, diving 

for safety, and leaping over bonfi res without 

singeing all require Dodge rolls. You cannot 

use Dodge to protect anyone but yourself. It’s 

described in greater detail on page 188. 

Expected possessions: none.

Perform ________: You can put on a good 

show for the crowd. Pick a broad category 

of entertainment when you select the Skill. 

It could be that you’re a juggler, acrobat, or 

dancer. You can buy this Skill more than once 

for different specialties. 

The Perform Skill is listed under Command 

as well, but that’s for putting on a show that’s 

mostly about who you are, not what you’re 

doing. If there’s any question, just pick a Stat. 

Expected possessions: A costume.

Ride: When you’ve got a lot of ground to 

cover (or a short distance really fast), you can 

get a dumb animal to do the work of hauling 

you around. Roll this to beat the other riders 

in a race, to guide your horse through the 

forest, and to charge down on your opponent 

in a tournament.

Riding is a very general Skill. If you’re riding 

an unusual creature — something you’ve never 

mounted before — you may face a Diffi culty 

on your rolls until you get used to the quirks 

of riding a giant bat, seahorse or rabbit. 

Expected possessions: A decent saddle and a 

horse of no great worth.

Stealth: A quiet step? Check. Remaining 

unseen while the household searches for you? 

Check. Pilfering, purloining, and picking 

pockets? All covered. This Skill is the one-stop 

shop for burglars and adulterers alike. (Okay, 

you might want some Climb and Lie in there 

as well.)

Stealth is a remarkably versatile Skill, useful 

for all manner of deviousness and mischief. 

If this sort of skulking and skullduggery is 

going to be a major part of your game, your 

GM may break Stealth up into a variety of 

Skills — moving unseen, moving unheard, 

confounding traps and so forth. But for 

most games, one broad Skill is good enough. 

Expected possessions: A black cloak with 

hood and scarf. 

Weapon Skill _______: Pick a category of 

weapons like “bows” or “axes” or “swords” or 

“pole arms.” Congratulations: You’ve been 

trained to hurt and kill with weapons of that 

type. You can choose “empty hand striking” 

or “grappling” as Weapon Skill, too, instead 

of using the broader Fight Skill.

While the categories encompass a lot 

(there’s no separate “bow” and “crossbow” 

Skills) they’re still narrower than the generic 

Fight Skill. The difference between training 

and natural talent is that a trained fi ghter 

can learn special maneuvers that a generalist 

has no chance to know. Specifi cally, you can 

follow Martial Paths, learn Techniques, 

and get special advantages when using a 

Weapon Skill. You can never use a martial 

technique with the Fight Skill. That’s the 

drawback to treating a sword, a club or an axe 

as if they’re interchangeable.

(Martial paths and techniques are covered 

in greater detail starting on page 217.) 

Expected possessions: A weapon of the 

appropriate type.
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Knowledge Skills

Counterspell: It’s possible to learn how to 

snarl the lines of occult force from which 

spells are woven... if the spellcaster is weaving 

them around you. Some people do this 

intuitively (just as some people can naturally 

catch a ball without being taught) while others 

receive expert instruction in counterspelling. 

Both work the same way: Just as a Dodge 

roll can let one avoid a sword-blow, so can a 

Counterspell roll avoid an arcane lightning 

bolt. However, counter-casting only works 

on spells that focus on the counterspeller. 

If the sorcerer collapses the tower you’re in, 

counterspelling won’t save you.

Some GMs design their worlds without ready 

access to counterspelling. If that’s the case in 

your game, cross this Skill off your character 

sheet and ask exactly how characters can 

avoid magical doom. 

Expected possessions: Lucky charm or 

talisman.

Healing: This is the mundane ability to clean 

wounds, apply bandages, whip up dubious 

herbal remedies that always seem to work, 

and pat foreheads in a soothing manner. 

The Skill of helping people get less sick and 

injured is often one that can make you very 

popular with your fellow PCs. 

Expected possessions: Bandages, splint 

materials and herbs of various potencies.

Language ________: Every character starts out 

with one Master Die in his native language. 

If you wish, you can buy additional dice, 

which help you explain complex concepts, 

or understand them, or read. You can also 

purchase this Skill multiple times, picking a 

different language each time. Language Skills 

are unique in that you combine your Skill with 

your listener’s Skill and roll that as a pool. This 

is explained in greater detail on page 81. 

Expected possessions: A set of decent, if 

unremarkable, clothes.

Lore: You’re educated. You know legends, 

history, folk tales, the great myths of the 

major religions — you’ve studied it all. 

Given that the people of Heluso and 

Milonda don’t usually separate “fi ction” from 

“history” from “occult allegory,” you may 

have trouble sorting out exactly how your 

knowledge is to be understood. But you do, 

indisputably, know.

The GM may not allow you to roll Lore for 

some facts, simply because they are unknown 

to any but experts. If you want to really 

specialize in some fi eld of knowledge, be a 

Student of it. (See the “Student” Skill, below.) 

Expected possessions: Several fragile books 

and scrolls.

Strategy: Where a tactician fi ghts battles, 

the strategist fi ghts the war. Past the level of 

yelling for the cavalry to shore up a faltering 

fl ank is the larger picture of controlling 

supply lines, encircling or bypassing 

fortresses and encampments, choosing 

propitious battlegrounds, or winning by 

avoiding confl ict altogether. 

Expected possessions: None.

Student of _________: When you want to 

be knowledgeable about something that’s 

not already on the list, cram it in here. Like 

the “Expert” Skill, it’s a way to let people 

have characters who are wise in the ways 

of identifying birds or designing aqueducts 

without having to list every conceivable fi eld 

of human study. 

Expected possessions: Depends entirely on 

the fi eld of study.

Tactics: You’re an expert at the allocation 

of unit-scale military force. You know 

when a frontal assault is a bad idea, you can 

construct a pincer movement, you’re familiar 

with false-fallback counterattack. It’s not 

much good for engagements involving fewer 

than ten people or more than a hundred, 

but that covers an awful lot of encounters. 

Expected possessions: A game with pieces 

and board of decent quality.
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Command Skills

Haggle: You are an expert at driving a hard 

bargain. By alternately debating, wheedling, 

cajoling, brow-beating and feigning 

indignation, you can get the best price for 

items, whether buying or selling. 

Expected possessions: A rather nice hat with 

matching belt and gloves.

Inspire: You can provoke the higher, nobler 

(or crueler, coarser) emotions in those who 

listen. An inspiring speech could convince 

the jury to let your friend off with just a 

cautionary branding, by inspiring mercy. Or 

you could give the rousing address that spurs 

your army into making that last, doomed 

charge against the ramparts. On the other 

hand, maybe you just want to rile up the 

crowd so that they riot while you start looting.

Inspire is predicated on sympathy. It’s the 

Skill of getting people to feel what you feel 

(or, more deviously, to feel what you appear 

to feel). It can also be used to taunt people 

into being very angry with you, but by and 

large it’s used to get people on your side.

This Skill is only useful when used on crowds 

or groups. If there is a conversation with 

give and take, it’s probably more a Fascinate 

situation. Inspire appeals to mass sensation, 

intending to sweep people up in a common 

swell of feeling. Even if you’re answering the 

questions shouted out by the audience, you 

can still use Inspire because, after all, you 

can convince the group without convincing 

everyone in it. The guy demanding answers 

may not be fooled by offputting language, but 

if you can get enough of the crowd to care, he 

doesn’t matter. 

Expected possessions: none.

Intimidate: Where Inspire provokes a broad 

range of emotions, Intimidate focuses on one 

only. Fear. When you make your Intimidate 

roll, you present yourself as a person whom 

it would be foolish to cross. The nature of 

the threat doesn’t matter — anything from 

political ruination to magical revenge to a 

brutal beating is covered by Intimidation. It 

can be used on groups or individuals. 

Expected possessions: none.

Perform ________: You can put on a good 

show for the crowd. Pick a category of 

entertainment when you select the Skill. It 

could be that you’re a mesmerizing storyteller, 

an actor or a musician. You can buy this Skill 

more than once for different specialties. 

Perform is also listed as a Coordination 

Skill, but that’s for full-body action 

performances. With Command, it’s more 

an issue of being a spellbinding speaker or 

having compelling expression. 

Expected possessions: An appropriate 

musical instrument or two, for a musician. 

Otherwise nothing.

Magic

There’s no “magic” or “enchantment” or “sorcery” Skill listed under any of the Stats.  

That’s intentional.  Many people like designing their own setting and deciding how 

magic works and what it is – which is another way of looking at what it means.  In a 

magical world, enchantment underlies societies and history and what people expect.  

A generic Skill description isn’t going to cover that.

If you’re building your own REIGN setting, think hard about what you want magic to 

do and be good for, and work hard at explaining that to the players.  
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Direction: Your sense of direction gives you 

a general feel for your location. Some part 

of you is constantly aware of travel, height, 

weight, and direction. You can intuitively fi nd 

North, retrace your steps easily, and guide 

your ship back to port by dead reckoning, 

even under cloudy skies. 

Expected possessions: A map of the local 

region.

Eerie: This measures your ability to sense the 

uncanny, the unnatural and the unwholesome. 

It won’t protect you from a lurking footpad, 

but it might alert you that you’re in a haunted 

(or cursed, or ill-omened) house. Sorcerers 

hate people with this sort of mystic sensitivity, 

unless those people have been co-opted as 

apprentices. 

Expected possessions: A good-luck charm. 

Empathy: This social sense permits you 

to gauge those with whom you speak and 

interact. Use it to see through lies, detect 

when people are attempting to infl uence your 

mood with guile, and spot the envious ex-

lover at the wedding. 

Expected possessions: A memento of 

bittersweet love affair.

Hearing: Your perception of sound is 

exceptionally good. You’re superb at 

eavesdropping, hearing muffl ed footsteps in 

dark alleys, and recognizing which string on 

your friend’s violin is just a trifl e sharp. 

Expected possessions: none.

Scrutinize: Rather than a single ability, 

Scrutinize measures your character’s ability 

to look around a locale and reconstruct what 

happened there, or to glean information that 

isn’t immediately obvious. Use it to track 

someone in the forest, fi nd the hidden panel 

in the smuggler’s chest, or get a clue from a 

crime scene. 

Expected possessions: none.

Sight: You possess clear, keen vision — often 

a fi ne advantage, since neither Heluso nor 

Milonda have developed eyeglasses. This 

Skill improves your chances of spotting the 

trapdoor you’re about to step on, the sail on 

the distant horizon, or the stealthy assassin 

taking aim at the Lord High Chamberlain 

from that high minaret. 

Expected possessions: none.

Sense Skills

Heluso and Milonda:

 Sorcery
There are dozens or hundreds of different schools of enchantment on Heluso 
and Milonda, and they all work differently. Some spells combine your Sorcery 
Skill with Knowledge, or Coordination, or even Charm. Underlying all these 
schools, however, is the basic ability to gather magic power into yourself. 
(When someone makes an Eerie roll to detect spellcasting, that’s what they 
sense — the infl ux of power.) Knowing individual spells allows you to send 
that power forth to change the world (otherwise it just gradually bleeds off). 

Some sorcerers know spells from all different schools, and combine their Skill 
with a variety of Stats. Others concentrate on a single school (often becoming 
attuned, which is explained at length in the Magic chapter) and use their 
Sorcery Skill solely with one Stat.

Both ways work, and both use the same Skill. If you’re going to specialize, write 
“Sorcery” under the appropriate Stat. If you’re going to be skipping around, write 
it under one Stat but understand that you can use it with different ones. You do 
not need to relearn the Sorcery Skill for each Stat!

That’s the good news. The bad news is, spells are ‘sold separately.’  You buy them 
as Advantages or learn them as you go. But once you know a spell, you can cast 
it as often as is practical. If you learn “Tentacles of Infernal Doom,” it’s not 
something you can do just once: You can cast it about as often as a swordsman 
can swing his blade.
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Fascinate: With this Skill you can talk and 

make someone want to keep listening to you. 

Where the Inspire Skill is useful for riling up 

a crowd, Fascinate is used more intimately. 

It measures your conversational fi nesse, your 

talent for listening (or making people think 

you’re listening) and your general ability to 

help people like you. If you want to charm, 

seduce, recruit, persuade or simply amuse an 

individual, this is the Skill you want. 

Expected possessions: A mirror.

Graces: Short for “social graces,” this 

measures your manners. It’s not just obvious 

stuff like “Never pinch the hostess’ husband 

right in front of her,” though that’s in there 

too. It also indicates knowledge of foreign 

and exotic cultural mores. Take this Skill 

and you know how to dine cordially, dance 

passably, fl irt acceptably, and accept (or 

decline) a royal gift graciously. You’ll also 

learn which fork must never, ever be touched 

or even alluded to when you dine with the 

Emir of Rumzallih. 

Expected possessions: A set of fi ne clothes.

Jest: “So these two barbarians walk into a 

barber shop…” This measures your ability 

to make people laugh, whether it be through 

high-minded literary sophistry or low-brow 

fart gags. 

Expected possessions: none.

Lie: Whether you’re stretching the truth, 

fraudulently name-dropping, fabricating 

plausible claims of valor or telling huge 

whoppers, this is the Skill you need to remain 

unfl ustered, consistent and reasonable. 

It is typically countered with Empathy. 

(Some lies may be detected by other means 

— Knowledge+Tactics or Strategy if 

someone’s gassing about a famous battle, 

or Sense+Haggle if someone’s making a 

fi nancial bluff. The GM judges and should 

tell you which pool to roll.) 

Expected possessions: none.

Plead: Plead is rarely a Skill you want to use, 

but it may be one you have to use. Plead is 

concerned with playing on the kindness or 

sympathy (or even disgust) of someone you 

cannot sway through other means. You can 

plead for your life, plead for a loan, plead for 

the good of the country, plead for the mercy 

of the court… all covered by this single, 

shameless Skill. 

Expected possessions: none.

Charm Skills

Optional Rule:
Jest and Straight Lines

If you like movies and books where the hero always has a snappy comeback, you can 

use the Jest Skill to set this up. Here’s how. 

Before every game session, each player can present the GM with a number of written-

out “straight lines” equal to his Jest score. The GM should make a good-faith effort 

to provide these, and the player (presumably) has some clever rejoinder prepared.

Example: Joey’s character Bo has Jest 1. Before the session starts, he hands his GM 

a slip of paper that says ‘Indignant woman says “Well! I never!”’ During the course 

of the game, the GM arranges the requested line from the right type of character, so 

that Joey can come back with “And with that unfriendly attitude, you never will.”

Enjoying this so much, Joey raises Bo’s Jest to 2. Next session he hands the GM two 

straight lines, anticipating a confrontation with a hated enemy. “You! But… you’re 

supposed to be dead!” and the other is “When you’re in my power, your suffering will 

be legendary!” When these come up, he responds with “Yeah, well, I’m supposed to 

brush my teeth every night too” and “Legendary suffering? And here I expected a nice 

foot rub.”

It’s too bad if the GM can’t fi nd a way to insert the line, but she shouldn’t feel like 

she’s supposed to contort the plot to work in bon mot opportunities.
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A fter the ambush, she stared at her 
Wu-hra bodyguard and said, “That 

was remarkable.”

He shrugged, and frowned at his saber.  
There was a new nick in the blade.

“We should move,” he said.  “There may
be more.”

“The one who snuck up behind you while you 
were distracted, fighting… how did you do 
that?  How did you reach back and kill him 
without looking?  How did you even know he 
was there?”

“I must have heard him,” he said, pushing her 
to her mount.

A hurried ride later, as they paused to 
water their horses she said, “You couldn’t 
have heard him.”

“Who?”

“The man you killed without looking.  You said 
you heard him but you couldn’t have, not 
above the shouting and the clash of blades.”

“Then I must have felt his footsteps through 
the ground.”

“Set aside your jests and tell the truth.”

“The truth is, we shouldn’t delay.  I know a 
safe place.  It isn’t far.”

Martial Paths are narrow groups of 

techniques, often secret, that warriors learn 

to give themselves an edge in combat. Paths 

start out with simple maneuvers that provide 

a small advantage, and work their way up to 

almost inhumanly useful attacks or defenses.

Esoteric Disciplines are the non-combat 

equivalent of Martial Paths: They’re 

specialized knowledge that let you use some 

Skills better.

To learn any technique from a Martial Path 

or an Esoteric Discipline, you have to know 

all the lower techniques. That is, to learn 

the Four Legs Kick (the third technique in 

the Path of Twin Fury) you must already 

know the fi rst and second techniques in the 

path — Double Fist and Brothers in Wrath 

respectively. Until you master those, you 

don’t have the background to learn the Four 

Legs Kick. 

The cost of each technique is equal to its level 

in the path (or discipline). The fi rst technique 

is like an Advantage that costs 1 point. The 

third technique costs 3 points and the fi fth 

costs 5 points. Thus, to master an entire 

Martial Path, or an entire Esoteric Discipline 

you have to spend 15 points (1+2+3+4+5). 

You can never learn more than fi fteen 

esoteric techniques and fi fteen martial 

techniques — up to thirty total, but no more 

than fi fteen of each.

A variety of Martial Paths are described in 

the Player chapter, starting on page 217. 

Esoteric Disciplines are in the Player chapter, 

and their description starts on page 90.

Martial Paths and Esoteric Disciplines
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Money

M
oney should not be 

that important in 

fantasy games.

I realize that this statement 

will shock and confound many readers, but 

there it is. While poverty is often a motivating 

force for fantasy heroes, the actual handling 

and management of cash are not heroic actions. 

Do you want to spend your precious gaming 

moments tracking your nickels and dimes, or 

gloriously conquering your neighbors?

Money has its place. It’s important to know 

whether your character has the funds to arm 

that peasant uprising, and it’s fun to wow the 

local gentry by strewing diamonds about as if 

they meant no more to you than earwax. But 

double-entry bookkeeping is contrary to the 

spirit of the genre, so a simplifi ed system has 

been devised: The Wealth rating.

The Wealth rating is an abstraction. Its 

mechanics are on page 109. If you want to get 

rid of it and replace it with a more classical 

dollars and cents (or gold and silver piece) 

model, go right ahead. There are rough 

guidelines for cash equivalents on page 112.

Your character’s Wealth rating goes from 0 to 

10 and is a general guide to how well-off she 

is. If she has Wealth 0, she’s a pauper without 

two thin copper coins to clink together. If she 

has Wealth 10, she could ransom a kidnapped 

prince, outfi t an army, or simply live in 

decadent luxury for the rest of her pampered 

natural life.

During character generation, you cannot 

raise your Wealth above 5. You buy it like an 

Advantage. Spend two points, you start with 

Wealth 2. Spend 5 points, you start with 

Wealth 5. Simple.

Wealth is similar to Treasure (described on 

page 132.), but it operates on a small, personal 

scale. You can turn Treasure into Wealth 

and vice versa, but that’s all covered in the 

Companies chapter. Similarly, the way the 

Wealth rating operates is in the Player chapter.  

There’s an Appendix listing prices for various 

trade items.

H ours later, when they were at the 
safe place and huddled back to 

back for warmth, not daring to light a fire, 
she said, “You didn’t feel his tread.”

“If you must know,” the Wu-hra said, 
as he tried to sharpen the notch out of 
his weapon, “I saw him reflected in the 
whites of the other man’s eyes.”

She turned against him to glare at the 
back of his head.  “That’s impossible!”

“Then I don’t know!  I don’t know 
how I sensed him!  I just knew he 
was there and I struck!”

She turned back and let him work, 
for she herself was too weary to 
argue.  But she did not forget.
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P
assions are clearly defi ned 

personality drives, things so 

important to a character that 

they actually have an in-game 

             effect on the rules. There are 

three kinds of Passions, and you can have one 

of each. The three types are a mission, a duty 

and a craving. 

Here’s what those are.

A mission is something that you very 

much want to accomplish. It’s a concrete 

task, something like “Master the Plunging 

Hawk Style of spear fi ghting” or “Avenge my 

master’s death” or “Get a meaningful peace 

treaty signed between my country and the 

neighboring empire.” If you complete your 

mission, you get a bonus experience point 

and you can pick a new mission.

Duty is something more nebulous — it’s a 

way you live your life, the ethical principles 

by which you abide. These are hard to 

change: It’s stuff like “Never take an action 

that would smirch my family name with 

dishonor” or “Always aid women in distress” 

or “Defend the Empress to my dying breath” 

or “Always enrich and glorify my country.” 

You can get rid of a duty, but it costs 10 XP. If 

you don’t have a duty, you can only get one if 

it’s offered in the plot. 

A craving is something more personal — a 

selfi sh, egotistical goal. “Get drunk whenever 

no one’s counting on me,” or “Make love 

with as many willing partners as possible” 

or “Amass tremendous wealth” are all good 

cravings. You can only get one of these at the 

beginning, and you can never�be rid of it.

Here’s how passions work: Whenever you’re 

in the direct pursuit of a passion, you add 

a die to your pool. If you’re in the pursuit 

of two passions, you add two dice. If you’re 

ever obeying all three passions at once, you 

add three dice. Alternately, instead of adding 

dice, you can offset penalties. (This may seem 

like the same thing, but when a penalty is 

Passions

going to take away your Master Die, you’ll 

understand just how different it is.)

The downside, if you’re acting against a 

passion, you lose a die from your pool. The 

more passions you resist, the more indecisive 

and unsure you become, and the more 

your dice pool suffers. It’s perfectly possible 

— hell, I’ll call it desirable — to have your 

passions confl ict. Rules-wise, they just cancel 

out, but it makes for good characterization.

Example: Barney’s character Yao is a young, hot-headed 

nobleman and sword-fi ghter who has been 

assigned guard duties to his clan chief’s 

daughter Nui while she travels towards her 

marriage to a foreign prince. He decides 

that “Protect Nui until she arrives safely” is 

a good mission. (Just having it be “protect 

Nui” would be bad because it’s open ended, 

not the kind of thing that you can ever 

accomplish.) He decides to take a duty as 

well — “Never do anything that would cause 

my family name to be remembered with 

dishonor” is a good one. But running contrary 

to that (sometimes) is his craving, “Have sex 

with as many women who will have me.”

In the course of a session, a chamber maid 

at an inn makes a pass at Yao and suggests 

he desert his guard post that night to make 

some sweet sweet love in the dairy pantry. If 

Yao does so, he’s disobeying his duty and his 

mission, losing two dice from his pool, but 

he’s obeying his craving, which offsets one 

of the lost dice. All his rolls take a one die 

penalty while he’s away from his post with 

the maid.

If, on the other hand, he stays and gets into a 

fi ght with some marauding assassin, he gets 

no bonus. He’s accomplishing his mission, but 

because he’s sexually frustrated that distracts 

him from truly magnifi cent swordplay.

The next day, however, he’s with Nui and a 

fl irtatious handmaiden when three bandits 

attack their carriage. If he springs to the 

attack, he gets a whopping +3d bonus: One 
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because he’s protecting Nui, one because 

he’s going to look good in front of a potential 

sexual conquest, and one because running 

away would shame his family name.

Later it turns out that his courage impressed 

more than just the handmaiden. Nui suggests 

that she’d like a last fl ing with a real man 

before she gets married to some wizened old 

goat. This does not confl ict with his mission 

and it’s certainly in keeping with his craving, 

but it’s up to the GM to decide if his duty is 

transgressed. If it’s found out that he violated 

the supposedly-virginal Nui, he looks bad. On 

the other hand, he might never get discovered, 

in which case no shame accrues to his family. 

Duties, Missions and Cravings do not cost 

anything. In theory, they’re just as likely to 

harm your character as help her: They’re 

really there to reward you for staying in 

character (or punish you for going astray). 

How balanced that punishment/reward ratio 

is depends on how you play and how sneaky 

your GM is about throwing confl ict and 

temptation in your path. Be warned: Most are 

very sneaky. But a +1d bonus (or the ability 

to offset the loss of a special die) is nothing to 

sneeze at.

Your GM may opt not to use Passions. That’s 

fi ne. The rules are equally balanced with or 

without them.

Passions

S udlow turned back towards the 
flaming manor house, but Glory’s hand 

on his arm stopped him. “Don’t!  Cat must 
already be dead. Don’t die yourself, chasing 
after her.”

He turned his head, but his body stayed. 
facing the fire. Glory’s face was contorted 
in the flickering yellow light, shaped by fear 
and desperation but strangely lovely for all 
that. Was she abandoning Cat simply to rid 
herself of a rival? The thought stung Sudlow, 
remembering his flirtations with both, the 
swelling of his vanity as they strove to catch 
his eye.  

“Don’t,” she repeated, and her grip 
tightened. He could feel the roughness of her 
right hand on his arm, thickly scarred from 
the burns of her childhood. How different 
it was from the smooth caress of her left… 
Surely he was judging Glory too harshly. One 
so hideously marked had good reason to fear 
fire. Besides, she might be right. Cat might 
already be dead.

Or she might be gasping and fighting for her 
last breath, hissing and striving until the end 
like her namesake.

Sudlow shook off Glory’s hand and started 
forward. “I can’t leave her, any more than 
I’d leave you.” He couldn’t look at her as he 
said, “If you love me, you’ll help me.”
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A
dvantages are things which 

benefi t your character, but 

which don’t fi t under any other 

category. As with all character 

               generation stuff, Advantages 

have point costs, depending on just how useful 

they are. The point costs are listed in parentheses 

next to the name of the Advantage.

You can acquire more Advantages during play, 

but only if the GM feels it’s reasonable. If you 

make it very clear to your GM that you’d like 

to buy an Advantage after play begins, the GM 

may decide to allow it (for something you can 

do yourself like “Cannibal Smile”) or not (for 

something over which you have little control, 

like “Thick Headed”).

Animal Companion (Varies): You’ve 

got a horse, a dog, a hunting falcon or 

some other trained animal. It helps you 

out. If you want to be a knight with an 

outstanding horse, take it as a companion. 

Ditto if you’re a wizard with a familiar.

You can just purchase a horse (or a falcon or 

whatever) of course, but Animal Companions 

are part of your character in a way that some 

swayback you stole from the caravan isn’t. 

Your GM is well within her rights to callously 

slay any bought animal to advance the plot, or 

decide you got cheated and the critter has the 

dreaded Wormhoof disease, and so on. Animal 

Companions can’t be so summarily dismissed. 

They aren’t invulnerable by any means — you 

take it with you when you storm the castle and 

you’re taking your chances — but their loss or 

death should mean something within the terms 

of the plot.

These are just examples, but from there you 

should be able to gauge a cost for your critter. 

The GM has veto power over any unreasonable 

companions (“My pet basilisk adores me and 

petrifi es any who attack me!”) If you want to 

bump up an animal’s intelligence to the level 

that it obeys orders beyond the ability of an 

ordinary creature (something like Trigger or 

Lassie), add a point to the cost. 

Advantages

Good, loyal warhorse

Friendly dog

Trained hunting falcon (adds 2d to your pool 

when you’re hunting food in the wild)

Dancing monkey 

Exceptionally strong warhorse (+1 damage box in each hit location)

Exceptionally vicious dog (+2 Fight and Dodge Skills)

Stealing monkey, trained to climb into homes and lift jewels

Superb hunting pack (fi ve dogs, add 3d to your 

pool when you’re hunting food in the wild)

Superb racehorse (when racing, it increases 

the Width of your Ride sets by 2)

Protective orangutan (Use the Stats for an 

Alpha Primate, as listed on page 318.)

Master warhorse (as the exceptionally strong, but you get 

a +1d bonus to all Ride rolls while mounted on him)

Talking cat of human level intelligence

Giant fl ying mount of animal intelligence 

Trained riding mammoth 

AnimalCost

1

1

1

1

2

2

2

3

2

2

3

4

5

5
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Beauty (1,3 or 5): You’re gorgeous. If you take 

one point in this, you’re above average — the 

prettiest boy in your village, someone who 

gets a second look on the street, but that’s 

it. Three points is exceptional — the sort of 

thing where a decadent noble might want to 

marry or abduct you, depending on culture 

and personal inclination. Five points is 

spectacular and unforgettable. Painters want 

you to pose, singers write songs, and non-

artists can be inspired to far more foolish and 

dangerous acts. Five points of beauty gets you 

a face that can launch a thousand ships, so 

watch out.

In game terms, any time you roll a low 

success with your Fascinate or Graces Skills, 

there’s a minimum Height to your set. If you 

roll under it, your Beauty raises it. The new 

level depends on how much you spend on 

your Beauty Advantage.

Cost

1

3

5

Minimum Success

3

7

10

So, suppose you have a Charm+Fascinate 

pool of 5d and you have the 1 point 

Beauty Advantage. Chatting up the 

archduchess, you roll a 2x1. Normally 

that would make you mildly diverting. 

But because you’re beautiful, it’s treated 

at a 2x3. If you had the 5 point version 

of the Advantage, it would act like a 2x10 

success, keeping her absolutely enthralled.

Note that you still have to roll a success. 

If you’re beautiful but have poor Graces, 

you’re going to look like you just don’t care 

and can’t be bothered with proper manners. 

People are often jealous of good looking 

folks, and need only the slightest pretext to 

vent their feelings of inadequacy.

It’s possible to purchase this Advantage 

with XP, but you have to explain why your 

Advantages

previously plain character is now more 

attractive. It doesn’t have to be anything 

special. We’ve all seen the movies where 

the heroine librarian lets her hair down 

and suddenly she’s ravishing. Perhaps your 

character just needed a chance to clean up and 

get a decent wardrobe, or has matured, or is 

more self-confi dent. Or maybe that facial scar 

is just really dashing.

Cannibal Smile (1): For some reason, you 

have strong jaws and sharp teeth. By making 

a successful Body+Fight roll, you can bite 

someone for Width Shock damage, 1 Killing 

damage. Furthermore, you can add 1d to 

your Intimidate pool when you’re trying to 

scare someone who knows you’re a biter.

Followers (Varies): You’ve got a group of 

people who follow you around, obey your 

orders (usually), do your bidding (for the 

most part) and expect you to lead and 

provide for them in return.

For specifi c rules regarding followers 

(particularly for an explanation of Threat), 

look at “Followers” on page 198 along with 

“Unworthy Opponents” on page 191. The 

following chart shows how many followers 

you get for your investment.

Cost

1

2

3

4

5

Threats

10

20

30

40

50

1 2 3 4

5

10

15

20

25

3

5

10

12

15

2

4

6

8

10

Of course, keeping your lackeys in liquor, 

livery and limes isn’t cheap. Every month, 

there’s an upkeep cost for your followers, 

as listed on page 357. Depending on 

background and GM lenience, you may 

be able to use the Status Advantage to 

keep unpaid followers around for a while. 

It depends on the nature of the followers 

and their relationship to your status. 
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For followers, “Threat” is used as a general 

measure of competence. When you pick out 

your followers, you can select a job for which 

they are all trained. In addition to fi ghting 

at the Threat level described, they can roll a 

pool equal to their Threat when doing that 

job. (That is, if you pick out a crew of eight 

Threat 4 sailors for 4 points, they individually 

roll 4d when climbing or sailing or tying 

knots. If your 30 Threat 2 followers are 

monks, they roll 2d for Lore or Eerie tasks.) 

Fool Lucky (5): You can re-roll a pool, but 

it costs you an XP every time you do it. You 

can only re-roll each pool once. You have to 

accept the second result, even if it’s worse 

than the fi rst.

Knack for Learning (5): Pick one Skill. 

Whenever you improve that Skill, whether 

by buying more ranks in it or by promoting 

dice into Expert or Master dice, the XP costs 

for the improvement drop by 1. (That is, if 

you have a Knack for Dodge, getting your 

second level of Dodge Skill costs 1 point 

instead of 2, promoting a die to Expert is free 

and promoting that ED to Master costs 4XP 

instead of 5.) 

Leather Hard (5): You have an extra wound 

box in every hit location.

Lucky (1): Once per session, you can re-roll a 

pool when no matches turned up.

Patron (Varies): You’ve got someone 

thinking about you, advising you and (to 

some extent) protecting you. This could 

be a meddling parent, an employer, or 

simply a person to whom you’ve become 

useful. In any event, it’s somebody who’s 

in a position to aid you… sometimes.

Advantages

K ranach preened his feathers 

and elaborately yawned at the 

fortress before him.  “Easy,” he said.

“Easy,” repeated his employer, 

skeptically.  Her name was Illurya and 

she’d hired the stormtongue magician 

to help her dig out a troublesome Ob-

lob rival.  As long as the island fortress 

stood, her ships would never make it 

up the river to the markets beyond.  

“Primitives like the Ob-lobs won’t have 

any experience with an aerial assault,” 

Kranach said, his tone pedantic.  “Look at 

their architecture.  It’s open to the sky.  

There’s nothing to keep me from simply 

flying over there, swooping in and burning 

out their siege engines from above.”

“Nothing but those engines’ discharge.”

“The big catapults can’t be aimed upwards.  

I’ll fly over the arc of any loose shot.  As 

for the scorpions, I can dodge those bolts 

easily.  Machinery like that is constructed 

to aim at large, slow targets like your 

ships - not a single, swift individual.”
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I llurya didn’t like Kranach, but 

he came highly recommended 

and from what she’d seen he certainly 

knew his sorcery.  She gave him the 

sign and felt a ripple of enchantment 

as he surged up into the air.  

She squinted, cast a spell of her own 

and saw his distant form as if it was a 

short bowshot away.  She blinked as the 

lightning stroked down from his mouth 

and as he’d predicted, the stones of the 

war machines were low and ineffective.  

She smiled.  Could it be he was doing it?

Then she frowned.  Something was coming 

out of the open fortress top.  Was it 

smoke?  Steam?  No, it boiled out and 

moved against the wind, a cloud but a 

purposeful one, like a flock of birds but 

denser and darker.  She squinted at 

Kranach as the black shapes enclosed 

him, as he spat lightning out to no 

visible effect.  He turned and began 

flapping back towards her ship, taking 

sharp cuts in the air, trying to shake 

off a multitude of inky shadows, finally 

plunging down to dive into the water…

Example Patron

Village Chief

Wealthy Merchant

Prosperous Regional Governor

Wizard, City Ruler

Powerful and Infl uential Wizard, Minor King

Cost

1

2

3

4

5

This is not quite the wonderful setup it may 

appear to be. While you have your patron’s 

resources to draw upon, the cost is that 

you’re one of those resources. Your patron 

expects things of you — the nature of this 

expectation depending, of course, on the 

nature of your relationship. A king who 

favors a knight is going to trust him with lots 

of important missions. A wizard who aids 

you may need you to perform some quest 

she cannot complete herself (for whatever 

reason). Even that village chief may call upon 

you for aid when he’s in danger from a bandit 

gang (or a corruption investigation).

Possession (Varies): You own an item of value. 

Not only do you own it but, as with an Animal 

Companion, it’s an important part of your 

character. It thus has limited plot immunity, 

meaning the GM can’t wreck it, steal it or 

seriously devalue it without good reason. 

To fi nd the cost for a Possession, check out 

the price list for various items. It starts out 

on page 356. Find the type of item you 

want (or something you and your GM can 

agree is roughly of equal value). Look at the 

lowest Wealth level it can cost, and reduce�

that�number�by�one. That’s the cost of the 

Possession Advantage.

Example: Trincula starts out having inherited a mansion 

in the city from Trinculo, the father she never 

met. A used mansion of this sort usually costs 

6-8 Wealth. The lower end of the range is 6, 

and reduced by one, Trincula’s house is a level 

5 Possession.

Advantages
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Secret (Varies): You know something that 

people would kill to protect. The cost of the 

secret depends on how many people would 

kill to protect it. As a guideline, consider the 

Company that wants the secret preserved. 

For every fi ve points that Company has in its 

combined Qualities (rounding down), the 

Secret’s cost rises by 1. Thus, the nation of 

Dindavara considers it an issue of national 

security to keep the means to forge a Dinda 

sword secret. Dindavara has 21 points in 

Qualities. The Secret of the Dinda is a 4 point 

Advantage.

Status (Varies): For some reason or another, 

people have a reason to respect you. (This 

doesn’t mean they do respect you, but there’s 

a reason.) Perhaps you’re a scholar of note, 

or have a good reputation (deserved or no). 

Maybe your family name is associated with 

honor and deeds of renown. Whatever it 

is, you get intangible but real advantages 

because you’re one of the elite.

Example Status

Minor squire, village sage, certifi ed 

instructor of some skill or other

Knight, priest of a large temple, town mayor

Lord, high priest of a capital temple, 

head of a large merchant clan

Duke, Admiral, world famous for _______

Crown prince, head of a lesser religion

Cost

1

2

3

4

5

Note that this Advantage doesn’t confer any 

of the material benefi ts of position — you’d 

need Wealth and Followers and Possessions 

for that sort of thing. If you take this without 

those you could be a dispossessed noble who 

trades on his family’s good name, a deposed 

prince-in-exile, or maybe just a clever 

impostor who happens to resemble Angrovad 

the Arch-mage.

Thick Headed (1): You have an extra wound 

box in your head. (This Advantage is, quite 

possibly, the best bargain in the game.)

Advantages

J ust as a shower of stones arced 

through the air, blanketing him 

and the sea for a thousand paces 

around him.  He hit the water like 

deadweight and she scanned the 

surface, waiting for him to come up 

again.  She’d just resigned herself to 

another failed assault (with the slim 

consolation that she wouldn’t have to 

pay the final installment of his fee) 

when he broke the surface, his wings 

draggled and stroking weakly.  There 

were swift Ob-lob chase boats coming 

from the docks, setting a course 

towards him, but they retreated 

as Illurya gestured her own ships 

to close and ready weapons.  

An hour later, Kranach was on 

the deck of her flagship, shivering 

under a blanket, bruised, covered 

with tiny circular bites and sipping 

hot rum with quivering hands.  

“Easy, huh?” Illurya said.
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Advantages

Heluso and Milonda:

 Spells
Spells (Varies):  You know a spell, or several. By spending 
more points, you can know more spells or better spells.

Starting characters can’t know spells above Sixth Intensity.

You can (and probably will) buy this Advantage multiple 
times, getting different spells each time.

Example: Vanessa’s character Shido needs some spells. Noting 

that it’s a lot cheaper to buy doubles than singles, she 

decides to get two Level 5 spells, two at Level 3 and two 

at Level 1. This costs her a total of nine points. If she 

decides she just has to have a particular Level 4 spell 

but can’t afford to get two at that level, she can buy it 

for 3 points.

Just to be clear, it’s possible to begin play with a character 
who knew a spell at one time, but who has since forgotten it. 
This means that if you buy the Attuned Advantage (described 
in the Magic chapter) you don’t need to buy the spell that 
produces it.

One at Intensity 2

One at Intensity 3

One at Intensity 4

One at Intensity 5

One at Intensity 6

Spells PurchasedCost

1

2

3

4

5

Single Spell Multiple Spells

Two at Intensity 1

Two at Intensity 2

Two at Intensity 3

Two at Intensity 4

Two at Intensity 5

Heluso and Milonda:

Secrets
Secret of the Aqueduct (3 Pts.): The masons of 
Uldholm are the most advanced in the world, and currently 
they alone possess the building techniques that let them 
construct aqueducts. Aqueducts, in turn, are what allow 
Uldish cities to be unusually clean and healthy, and therefore 
large. Even the masons don’t understand just how important 
their development is, but they still try to keep it proprietary. 
Only characters with an Expert: Mason Skill at three or 
higher have the background to understand this secret.

Secret of Kratig (3 Pts.): The concoction that gives the 
Blue-Face tribe of Truils its name is more than just a drug to 
them. It’s a sacrament. The Secret of Kratig is only available 
to characters who have at least three points in the Student of 
Herbalism Skill.

Secret of the Dinda (4 Pts.): The swords that gave 
a nation its name are the fi nest known to mankind. They 
undoubtedly give an advantage to the nation that developed 
them, but more, there’s a point of pride in keeping outsiders 
from making swords of equal quality. A character must have 
at least an ED or fi ve points in the Expert: Blacksmith Skill 
to learn the Secret of the Dinda.
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Problems

P
roblems harm or inconvenience 

your character. Because they 

make trouble, they don’t cost 

points. Instead, they earn you 

experience points. Any time your Problem 

(or Problems) affect play, you get an extra 

XP at the end of the session. Note that you 

can never get more than 1XP per session 

from Problems, no matter how many you 

take. Sometimes the player decides when a 

Problem comes into play, sometimes the GM 

decides, and sometimes it’s up to the dice.

You can never take more than three Problems.

Example: Wingu has the Problems “Missing Arm,” 

“Drunken Blackouts,” and “Jinx.” During the 

course of a session, Wingu’s player decides to 

activate his Drunken Blackout Problem and hands 

the character off to the GM for a while. The next 

day, a group of armed men are after him, and 

Wingu can’t remember why. While they try to 

beat on him, one of them rolls a 2x3 which would 

usually hit Wingu in the arm. Since Wingu’s arm 

is missing, it goes straight into his torso instead. 

Finally, when Wingu tries to dodge their blows, 

the GM decides to invoke the Jinx and nullify 

Wingu’s Dodge set. Wingu’s in terrible trouble 

— he’s getting pounded and doesn’t even know 

why. All this trouble for that one extra XP at the 

end of the session. He’d have gotten the same 

reward if he’d just taken the Drunken Blackout, 

but those are the breaks when you ask for 

trouble.

Drunken Blackouts: When you drink, you do 

foolish, dangerous and/or illegal things. Then, 

after sobering up, you don’t remember any of 

them. The player decides when a Blackout kicks 

in, but once that decision is made, the GM 

controls that character until the binge is over. 

When this behavior causes trouble, you get the 

1XP reward. (If you fi nd a way to black out 

without causing trouble — say you hire a skilled 

team to ‘babysit’ you while you’re boozed up 

— you don’t get the XP.)

Gruesome: You’re not just homely or plain. It’s 

actively unpleasant to look upon your face, and 

people don’t like really ugly people. Your GM 

may give –1d penalties to Command or Charm 

Skills at her discretion, if she feels that being 

appallingly hideous might impact them. You 

cannot take this and the ‘Beauty’ Advantage. 

You get a bonus XP in any session where this 

penalty is levied. 

Hated Enemy: Someone hates you. Maybe you 

know who it is, maybe you don’t. Whenever 

this enemy acts against you, and his acts harm 

or inconvenience you, you get a bonus XP.

Jinx: Once per session, the GM can nullify one 

successful set you’ve rolled. You cannot appeal 

or re-roll. 

Manifest Density: You can only take this 

Problem if your Knowledge score is 1. You can 

never raise your Knowledge above 1, and that’s 

not even the issue. The real pain is that your 

dumbness is instantly apparent to everyone 

you meet. Every session in which your dimness 

leads someone to mistrust you, take advantage 

of you or ignore your warning nets you 1 XP.

Misplaced Confi dence: Pick a Skill in which 

you have misplaced confi dence. Any rolls 

against that Skill are made at Diffi culty 3, 

and any rolls that are already hard have their 

Diffi culty increased by 3. If you fail a Skill roll 

because of that Diffi culty, you get an extra XP.

Missing Arm: You can’t use two-handed 

weapons, you can’t play the fi ddle and you can’t 

perform any action which absolutely requires 

two hands. If you attempt a task where you’d 

normally use both arms (trying to climb a 

tree or pull a rickshaw), your GM can assess a 

Diffi culty — something around 3-5 is typical. 

Finally, if someone hits you in hit locations 3-4 

(if you’re missing your left arm) or 5-6 (if it’s 

your right) the damage goes straight into your 

torso. Any time one of these diffi culties arises, 

you can expect an extra XP at the session’s end.

Missing Hand: Similar to Missing Arm, but not 

as bad. You still have the arm, it’s just tipped 

with a hook or some other sort of prosthesis. 

You still may face Diffi culties for two-handed 



�� Character Generation

actions, but you still have wound boxes in 

your arm. Nevertheless, when a hit turns up 

at location 4 (if your left hand is gone) or 6 

(if it’s right) the damage goes into your torso.

Peg Leg: Instead of a leg, you’ve got a shoddy 

wooden prosthesis. Any time you try to run, 

climb or perform some other leg-intensive 

action, you face a Diffi culty of 3-5 (GM’s 

discretion). Any time a hit turns up that 

would strike you in your missing limb, the 

damage goes right into your torso instead.

Repulsive to Animals: All your Expert 

Animal Trainer and Ride rolls are against 

Diffi culty 3 or have their Diffi culty raised by 

3. If you fail a roll because of this Diffi culty, 

you get an extra XP at the end of the session. 

Furthermore, wild animals or even tame ones 

are more likely to attack you. Any time this 

happens, you can expect the XP payoff at 

session’s end.

Stupidly Forgiving: Your character is foolishly 

forgiving. Instead of polishing off a helpless 

foe, you’re much more likely to give him a 

lecture and let him go. It’s up to you to try and 

activate this Problem. You have to say you’re 

letting someone off with a warning. Your GM 

shouldn’t stop you from administering that 

coup de gras if you really want to (though 

a reminder about this Problem isn’t out of 

line). Once you decide to show mercy to an 

enemy, it’s up to the GM to decide if this 

comes back to haunt you. Who knows? Maybe 

your onetime foe straightens up, fl ies right, 

becomes a credit to her community and saves 

your bacon in gratitude some day… 

Unwholesome: The fi rst time you meet 

someone, they roll their Eerie pool. If they 

get a success, something about you just makes 

them feel creepy. You can still win them over 

with charm or bribery or an obvious display 

of good deeds, but you start out with one 

social strike against you. 

“I ’m sure the trails connect,” 

Laughing Midnight said.  “I’ve 

been this way a half-dozen times.”

“Remember the time we got lost in the 

mountains because you had the map turned 

sideways?” Barthus asked.

“That was different.  The map was flawed.”

“Mm.  What about the time you took us 

through the forest shortcut and we wound 

up losing two days, plus a bear ate all 

our food?”

“I killed the bear didn’t I?”

“That’s not the point.  What about the 

roads through North Hold?  You said

you knew them like your tongue knows

your teeth.”

“What is the point, then?  A soldier 

doesn’t survive to my age without being 

able to orient himself.” 

“The point is, you were sure those

times too.”

The old man grunted in reply and kept 

pushing forward through the weeds.

Problems
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N
ow that you understand 

Stats, Skills and Advantages, 

here’s the fi rst of the two 

character generation 

methods: The quick and dirty, goal-oriented 

one. You have a budget of points, you buy 

what you like, you go. 

This tends to create characters who do one 

or two things superlatively well and who 

are almost hopeless outside their areas of 

expertise. (Why is this? Because in character 

generation, buying the fi fth level of a Skill 

costs the same as buying the fi rst level. 

When you’re actually playing, the standard 

experience rules make that fi fth level far 

more costly. This is intentional.) It’s therefore 

a very good idea to consult with the other 

players so that you don’t end up with fi ve 

expert warriors and no one literate enough to 

negotiate a surrender treaty.

Step�One:�Baseline

Start with 1 in each of the six Stats and one 

MD in your character’s native language.

Step�Two:�Buy�Stuff

You get a number of points to spend, based 

on the scope of your campaign.

Beginner — 85 points

Serious Adventurer — 120 points

Epic Hero — 150 points

You buy Stats, Skills and Advantages based on 

the following costs.

Increasing a Stat by 1: 5 points.

Increasing a Skill by 1: 1 point.

Promoting a Normal Skill die to an Expert 

Die: 1 point.

Promoting an Expert Die to a Master Die: 5 

points.

Acquiring an Advantage: Varies, but the cost 

is listed.

Acquiring a Problem: Free, but you can’t 

have more than 3 Problems.

Step�Three:�Make�up�a�Background

Where your character was born, how he was 

raised, why he turned out the way he is, what 

he likes to eat, wear and sleep with… the 

other character generation options provide 

plenty of inspiration for this kind of thing. 

But if you’re a gamist player who just wants 

to saddle up and slay some dragons, this step 

may be optional.

An Example:
Rugris�the�Text�Raider

Darren’s GM tells him that she’s planning 

a Renaissance toned game — stilettos, 

masquerade balls, politics, brocade, 

swashbuckling, treachery and decadence. 

She also explains that, in the nation she’s 

designed, the study of magic is expressly 

forbidden by both church and state, meaning 

that it’s all practiced and taught underground 

(often by conspiracies of both state and 

church). She’s vaguely planning for the PCs 

to wind up leading one of the many scheming 

power groups.

With the setting in mind, Darren comes 

up with a character concept: A thief who 

specializes in acquiring books of forbidden 

magic. He likes the idea of someone sneaky 

but scholarly, and whose victims can’t report 

their losses. He decides his character is 

named Rugris.

Darren starts out with 1 in each Stat and an 

MD in his native language. He immediately 

decides to raise Body and Charm to 2, just to 

get him up to average. Each Stat raise costs 5 

points, so raising two Stats costs him 10. Next 

he fi gures that Coordination and Sense are 

going to be the key Stats for his booknapper, 

so he raises them to 3 and 3 — another 20 

points gone. He has 55 points left.

With his Stats in a good place (for now), he 

starts thinking about the Skills he actually 

needs to steal books. Obviously Stealth 

fi gures prominently. He spends two points to 

get Stealth 2, then another point to raise one 

of his dice to an ED, then another fi ve points 

Method 1: Point Buy
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to get an MD. He now has Stealth 1+MD. 

Coupled with his Coordination pool, he rolls 

4+MD when trying to hide, creep and fi lch. 

Very reliable. He also envisions doing a lot of 

climbing, so he blows 5 points on Climb 5. 

He has 42 points remaining.

Lying, running and dodging are also likely to 

fi gure prominently in his career. He considers 

taking one MD in each (which would cost him 

7 points per Skill — 1 for the regular die, +1 

to raise it to Expert, +5 to raise it to Master). 

He decides to do that for Lie and Run, since 

they’re unlikely to ever get combined with 

other Skills. Instead of a Dodge MD, he just 

spends 5 points to be very good at it, but not 

an expert. Spending those 19 points leaves him 

with 23 he can still spend.

Sword seems like a good choice for someone 

as coordinated as Rugris, so he puts three 

ranks in that and raises one of his dice to 

Expert, for a total cost of 4 points. He also 

wants to be able to do something with the 

books he steals, so a Knowledge score of at 

least 2 is appealing. That Stat boost costs 

him 5 points. A pair of old languages at 2 (to 

decipher the texts) and Sorcery 2 (to use what 

he puzzles out) costs him another 6 points. 

Eight points remain, and while he’s tempted 

by the Martial Paths, he realizes that his 

budget is running low and there are other 

things which will serve him better. First and 

foremost, Hearing and Scrutinize. Tempted 

by MDs again, he decides instead to put 

two in each — good for searching stacks 

by starlight while listening for guards (or 

rival intruders). He puts a couple points in 

Empathy too, just to keep from being lied to 

easily. With his last two points he gets a point 

of Lore (because he’s educated) and a point 

of Graces (because he doesn’t want to be an 

utter clod).

None of the Problems really appeal to 

Darren, and his GM isn’t using Passions, so 

Rugris is ready to play.

Rugris the Text Raider

BODY            2 COORD.  3 SENSE  3

Run               MD  Stealth  1+MD Scrutinize  2
  Climb  5 Hearing 2
  Dodge  5 Empathy 2 
  Sword  2+ED
  
KNOW.     2 COMM. 1  CHARM  2

Native Lang.  MD    Lie MD 
Lang. #2        2    Graces 1
Lang. #3        2
Sorcery          2
Lore              1 

Method 1: Point Buy
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I
f you’re really in a hurry, or don’t like 

making decisions, or feel like playing 

a character who’s a radical departure 

from the type you know you’ll design 

if you make a lot of choices… well then there’s 

the one roll system. It was suggested by Jared 

Sorenson, who posed the so-obvious-everyone-

else-missed-it question: “If it’s the One Roll Engine, 

why not have character generation based on one 

roll?” For those in love with chaos, here it is.

Step�One:�Baseline

Start with 2 in each of the six Stats and one MD in 

your character’s native language.

Step�Two:�The�Roll

Roll 11d10. Normally, you can never roll more than 

10d in a pool because you’re absolutely guaranteed a 

match with eleven or more dice. But in this case, that’s 

exactly the point.

Step�Three:�Professions

You will generate at least one match, probably two, 

possibly three or more. The Height of the match (or 

matches) shows what profession (or professions) 

you’ve practiced in your life. The Width of the 

matches shows how accomplished you were at the 

job you chose (or, just as likely, the job circumstance 

thrust upon you).

Note that each level includes all the preceding levels. If 

you roll 4x1, it’s not just that you get… 

+2 Stealth, +1 Dagger, +2 Lie

You get that, plus…

+1 SENSE, +2 Plead, +1 Run, +1 Sight, +1 Dodge

…from the 2x1 level, along with…

+1 Dodge, +1 Run, +1 Fascinate, +1 Jest, +1 Endurance

…from the ‘Canny Beggar’ stage.

If you got a match of 6x or Higher, take the extra dice 

and reroll them.

Note that Stats are listed in CAPITALS so that you won’t 

look for them under the Skill lists. Advantages are 

listed in italics.

2x1 Lowly Beggar:

+1 SENSE +2 Plead
+1 Run +1 Sight 
+1 Dodge

3x1 Canny Beggar:

+1 Dodge +1 Run
+1 Fascinate +1 Jest
+1 Endurance

4x1 Experienced Beggar:

+2 Stealth +1 Dagger
+2 Lie

5x1 Beggar Monarch: 

+1 CHARM

2x2 Petty Thief:

+1 COORDINATION +1 Dodge
+3 Stealth  +1 Run 

3x2 Cutpurse:

+1 Dodge +1 Dagger 
+1 Run +2 Climb

4x2 Burglar:

Change one Stealth die and one Climb
die to Expert
+1 Wealth +2 Lie

5x2 Criminal Mastermind:

Change your ED in Stealth to an MD.

2x3 Street Entertainer:
+1 CHARM +2 Perform
+2 Fascinate +1 Jest

3x3 Traveling Bard:

+1 COMMAND

4x3 Successful Player:

Change one Perform die and 
one Fascinate die to Expert
+1 Graces +1 Inspire
+1 Language

Method 2: One Random Roll

Not So Very 
Random

You can, if you wish, take 

as many dice as you wish as 

EDs for your random roll. In 

this fashion, you can decide 

you want a character who’s 

commanding and scary 

and regal, and therefore 

set three (or even fi ve) dice 

to 10, leaving the rest to 

chance. This is a good way 

to get some randomness in 

but still build a character 

who fi ts with the rest of the 

party. If you know they need 

someone who sneaks, set a 

couple dice on 2 and let the 

rest fall where they may.
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5x3 Renowned Performer:

Change one of your EDs (your choice) into
an MD.

2x4 Miserly Merchant:

+1 CHARM +2 Haggle
+2 Possession (pick a form of transport)
+1 Wealth 

3x4 Canny Tradesman:

+1 Language +2 Lie
+1 Haggle +1 Student of Navigation

4x4 Banker:

Change one normal Haggle die to Expert.
+2 Wealth +1 Direction 
+1 Lie

5x4 Captain of Industry:

Change your Haggle ED to an MD.

2x5 Able Seaman: 

+1 COORDINATION +1 Fight
+2 Climb  +2 Student of Sailing

3x5 Weathered Tar:

+1 Athletics +2 Endurance
+2 Vigor

4x5 First Mate: 

+2 Direction +1 Sight
+1 Language +1 Student of Navigation

5x5 Captain:

+1 COMMAND 

2x6 Foot Soldier:

+1 BODY +2 Fight
+1 Dodge +2 Parry

3x6 Veteran Warrior:

Change one Fight or Weapon die to an ED.
+2 Weapon (you choose)
+1 Dodge +1 Parry

4x6 Front Line Fighter: 

Learn the fi rst two techniques on one
Martial Path, and the fi rst technique on a 
different Path.
+1 Weapon

5x6 Champion:

Change your ED into an MD.

2x7 Lowly Sage:

+1 KNOWLEDGE +2 Languages
+1 Lore +2 Heal

3x7 Canny Sage:

+5 ranks of Student in whatever 
fi elds you choose.

4x7 Expert Sage:

+1 Heal +2 Lore
+2 Fascinate

5x7 Master Sage: 

+1 KNOWLEDGE

2x8 Squad Leader:

+1 COMMAND +1 Fight
+1 Ride +1 Tactics
+2 Inspire

3x8 Offi cer: 

+2 Parry  +2 Tactics
+1 Endurance

4x8 Commander: 

+1 Sight +1 Direction
+2 Strategy +1 Lie

5x8 General: 

+1+ED Strategy +1 Tactics   
+1 Status.

2x9 Sorcerer’s Apprentice:

+1 Lore +1 Eerie
+1 KNOWLEDGE (or whatever Stat helps with 
magic in your setting)
+3 Sorcery OR +1 Sorcery and +2 
Spells (if spells have to be acquired 
separately in your setting)

3x9 Hedge Wizard: 

+2 Counterspell +1 Eerie
+2 Sorcery OR +1 Sorcery and +1 Spells

4x9 Adept:

Change one Sorcery die to Expert. 
+2 Eerie
+2 Spells OR +2 Counterspell

5x9 Master Enchanter:

Change Sorcery ED to MD.

2x10 Noble Byblow

+1 COMMAND +1 Wealth 
+1 Status +2 Graces 
+1 Sword

3x10 Minor Noble: 

+1 Intimidate +1 Lie 
+1 Status +1 Graces 
+1 Wealth

4x10 Prominent Noble:

Change one Intimidate die to an Expert Die.
+1 Wealth +1 Intimidate
+2 Status

5x10 Of Royal Blood: 

Change your Intimidate ED into an MD.

Method 2: One Random Roll
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Chart�A

1 Exiled: You are no longer welcome in 
some province, country or region. Just 
what did you do that was bad enough 
to get kicked out, but not bad enough to 
merit summary execution?
+3 Plead, +1 Dodge, +1 Run

2 Robbed!: Someone has stolen pretty 
much every cent you have in the world. 
How was this done? Stealth? Confi dence 
trickery? Simple brute force? However it 
was accomplished, it’s made you more 
watchful. 
+1 SENSE. If you’ve gotten any 
levels of Wealth, you lose them all. 
However, for each lost Wealth level, 
you can take a level in any other 
Advantage you wish. 
(Note: If you had some wealth and really 
want to keep it, just stick this event into 
your character’s history before the event 
that gets you the wealth. It’s okay. You 
have my permission.)

3 Someone Got Spurned: You either 
rejected or got rejected by some potential 
lover. Regardless of who denied whom, 
regardless of whether it was swift and 
painful or slow and gentle (and painful) 
or cruel and heartless (and really painful) 
someone’s heart got crushed. 
+1 CHARM 

4 Racer: You have, at some point, spent 
a lot of time jockeying an animal along 
a track while being cheered on (not to 
mention bet on) by a feverish crowd of 
fans. What kind of animal was it? Why’d 
you quit?
+3+ED in Ride

5 Outstanding Cook: Says it all, really. 
You’re a great cook. You make food 
taste good. +5 Expert: Cooking

6 Gladiator: You’ve fought for the 
entertainment of others. Maybe you were 
willing, maybe not so much, but you’ve 
known the pressure of having people hoot 
and cheer while someone else tries to stick 
a trident in your thigh.
+3 Weapon: Spear, Thick 
Headed, the fi rst martial 
technique in a Path based 
on Spear, Dodge or Parry

7 Rescued an Injured Animal: At some 
point, you saved a critter and nursed it 
back to health. Probably when it was 
young. Now it adores you.
+2 Student: Animal Training, 
+3 Animal Companion

8 Kidnapped by Barbarians: ‘Barbarians’ 
in this case meaning ‘Someone of a culture 
not your own.’ Why did they kidnap you? 
How did you escape? Did you escape? 
Did you come to share their beliefs, or 
were you always sullen and resentful? 
+1 Ride, +1 Endurance, +1 Plead, 
+2 Language of Your Kidnappers

9  Gnostic/Mystic/Religious Experience: 
You’ve experienced something that 
fundamentally changed the way you look 
at the world, nature, spirituality and the 
underlying order of existence. Or maybe 
you were just possessed by evil spirits for 
a year. In any event, you’ve been up close 
and personal with the alien and bizarre. 
+2 Eerie, +2 Lore, +1 Sorcery

10 Served the Decadent Rich: Maybe you 
played the nose-fl ute behind a screen in a 
brothel, or were the towel steward at the 
Empress’ private bathworks, or were the 
door guard at the royal seraglio. Whatever, 
you got to see society’s best at their worst. 
+1 Fascinate, +2 Graces, 
+1 Plead, +1 Lie

Step�Four:�Unusual�Experiences

Chart�B

1 Mistaken Identity Shenanegans: You 
were, at some point, embroiled in zany 
misadventures when someone mistook 
you for someone else. You still may not 
know exactly what was going on, but you 
came out of it okay. 
+1 Wealth, +2 Lie, +2 Stealth

2 Imprisoned: Maybe you were locked up 
for your political views. Maybe you were in 
a prison camp after your cowardly general 
surrendered. In any event, you were jailed 
somewhere crowded and unpleasant. Or 
maybe you were crammed in a madhouse, 
with or without good reason. (Ask yourself 
this: Why was your character imprisoned, 
rather than killed out of hand?)
+2 Fight, +3 Vigor

3 Love Triangle: At some point, you were 
in love with her and she was in love with 
him. Or maybe she was in love with him 
and he was in love with you. Or maybe 
they were both in love with you and you 
didn’t want either. Whatever happened, 
there were lots of hurt feelings and 
regrets and probably at least one really 
embarrassing public scene.
Beauty (3), +1 Lie, +1 Plead, 
Mission: Find True Love

4 Caravan Debacle: You were in a 
caravan that never went to its intended 
destination. Instead, it went terribly, 
terribly wrong. This could be due to 
bandits, horrifi c weather, disease, monster 
attack, loss of food which forced you all to 
resort to cannibalism… the details are up 
to you, but they were nasty. 
+3 Student: Navigation, +2 Direction

5  Press Ganged: Against your will, you 
were forced onto service aboard a 
warship. How’d you get out of that one? 
+1 BODY, Craving: Beat On Sailors

For each of your Waste Dice (that is, dice that didn’t come 

up in a set) consult one of the three following charts to see 

what an interesting life you’ve led — and what abilities or 

benefi ts that has given you.

Which chart you use — A, B or C — doesn’t really matter. 

A has the least-bizarre events, and C has the most, if that 

infl uences you. Only B has entries for passions, if you’re 

using the passion rules. 
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6  Vengeance Quest: They murdered your 
father! (Or maybe it was your husband, or 
sister, or child.) You’ve spent years honing 
yourself into an engine of vengeance. Now 
they must pay! 
+2 Sword, the fi rst two 
techniques of a Martial Path. 
The Path is up to you, but it must 
relate to Sword, Dodge or Parry.

7  Magnifi cent Garden: You had a really 
great garden, once. It was your pride 
and joy. It brought you happiness and 
tranquility. Now, it’s gone. 
+5 Student: Plants and Herbs

8  Stolen Birthright: You were destined for 
better than this. Maybe you’re supposed 
to command a merchant fl eet, or rule a 
barony, or own Apple Blossom Ranch. But 
you’ve been tricked or conned or forced out 
of what’s yours by right. Now, you’re going 
to take it back. 
+1 COORDINATION, Duty: Sustain 
Your Family’s Traditions.

9  Survived Hideous Occult Ritual: 
Blasphemous religious ceremony? Arcane 
experiment? Whatever it was, it went 
really, really wrong. Really. The question is, 
were you performing it, or just there to be 
sacrifi ced? 
+2 Counterspell, +3 Eerie, 
Problem: Unwholesome

10 Diplomatic Incident: No matter what 
your current social station, or what 
your social station was when the… 
unpleasantness… occurred, you managed 
to create tremendous antagonism between 
two states, nations or tribes. Did you intend 
to be an agent provocateur? Or was it just 
sheer mischance? Whatever it was, you’ve 
attracted somebody’s attention. 
Patron (5 points), 
Problem: Enemy 

Chart�C

1  Raised Wild: Perhaps you were 
abandoned in the woods as a child and 
were nursed by wolves (or a bear, or an 
ape, or whatever). Maybe primitives who 
have no real language of their own raised 
you. Whatever it was, you’re used to living 
on the edge.
Lose the normal MD everyone has 
for their native language — and 
note that your GM now has the right 
to make you roll any time you 
want to explain something.
+3 Hearing, +2 Sight, +3 Language, 
+2 Expert: Throwing, +2 Endurance

2  Escaped a Death Sentence: Maybe 
you fought free against incredible 
odds. Maybe you snuck out through 
a lucky break. Or maybe the rope just 
broke at the right time. Fool Lucky

3  Star Crossed Lovers: Well, a parent just 
didn’t approve. Or maybe it was a spouse. 
Or maybe events just conspired to trap 
you, hundreds of miles away from your 
beloved. In any event, it was not to be, 
leaving you sadder, wiser, and unusually 
attentive to the quickest exit from any 
bedroom you enter.
+1 Lie, +1 Stealth, +1 Run, 
+1 Dodge, Beauty (1), 
Problem: Enemy 

4  Unexpected Windfall: You’ve come to 
own something of great value. Maybe you 
won it at cards. Maybe it ‘fell off the cart.’ 
Maybe you just found it.
+4 Possession, +1 Wealth

5  Stranded: You could have been 
shipwrecked, the lone survivor of an 
exploration mission, or simply gotten lost 
somewhere desolate. In any event, you 
had to survive solo for a really long time.
+3 Throw, +1 Endurance, +1 Athletics

6  Saved Someone’s Life: That’s got to 
feel good, huh? How’d you do it? Cure 
the fever no one else could? Pull her from 
in front of runaway horses? Swim him to 
shore? Scare off the wolf pack? Whatever 
it was, you’ve got a friend for life. And 

your friend is a good friend to have! 
Patron (5 points)

7  Unlikely Education: At some point, you’ve 
gained a great deal of knowledge about 
some subject that’s completely unrelated 
to your professions and other experiences. 
Maybe you were apprenticed to someone. 
Maybe you have an abiding interest. Maybe 
you were imprisoned in a specialized library 
for an extended period. 
+5 in a Student Skill you 
don’t already possess

8  Disastrous Mountain Expedition: Similar 
to the Caravan Debacle (above), you were 
involved in a horrible mission that went 
awry. Maybe you were exploring uncharted 
lands, or trying to fi nd a profi table new pass, 
or were guiding mercenaries in to aid your 
beleaguered people. But by mischance or 
mischief, it all went awry. Leather Hard

9  Strange Birthmark: You never thought 
too much about that birthmark on your neck 
(or ankle, or shoulder-blade, or wrist). You 
know — the one that looks like a fi sh (or 
an anchor, or a crown, or a tree). But a few 
people who’ve seen it have had very strange 
reactions, ranging from eagerness and awe, 
to anger or even fear. What does it mean? 
You have no idea. Knack for Learning, 
Problem: Enemies. You can pick 
the Skill to which your knack applies or, 
if you prefer, leave it up to the GM.

10 His Majesty’s Personal Cobbler: You 
made the most beautiful, most comfortable, 
most durable shoes in the entire kingdom, 
and as a result you are one of the relatively 
few people to have seen the monarch 
barefoot. Do you still have this exalted 
position? If not, what happened? If so, 
where’d all your money get to? (This result 
gives you a Skill in Student: Cobbler that 
costs more than you should really get from 
a single die, but… come on, it’s cobbling. 
You can make and fi x shoes and other 
leather goods and that’s it. It’s not quite the 
lifesaver that a 4+MD Dodge Skill can be.)
+4+MD Student: Cobbler.

Method 2: One Random Roll



5�Chapter Two

again. Similarly, 2x6 and 2x8 (Foot Soldier 

and Squad Leader) could indicate someone 

who got promoted for competence, or 

someone who got demoted due to corruption, 

scandal or simple politics.

When you’re putting all this together, it’s 

often a good idea to talk to the other players 

to see what narrative they’re constructing. 

Unless you’re going to start out as strangers 

and build trust from scratch, you can 

take this opportunity to decide that your 

character already knows (and trusts) one 

or more of the others. For example, if you 

both have the Entertainer profession, you 

might decide you were in an orchestra 

(or traveling theater troupe) together. Or 

if you rolled the “Sailor” profession and 

another player got the “Stranded” event, 

you two might decide that your character 

was on the ship that rescued him. In this 

fashion, you can jump right into play with 

characters who know and trust one another.

Once you have a story from start to fi nish 

that incorporates all your events and 

professions, your character is ready to go!

Example: Lilith 
Parandrogasinas

Becky is getting ready for a game which her 

GM assures her will be wild, wooly, fast, 

loose, over the top and charmingly madcap. 

Everyone’s using random generation with 

the vague instructions to “come up with a 

character fi tting for ‘Raphael Sabatini writes 

Alice�in�Wonderland’.” With a shrug and an 

interested grin, Becky rolls 11d10. She gets a 

3x3 and a 3x8 in sets, with 2,4,5,7,10 on her 

Waste Dice. 

A lot of her dice are outside sets, so Becky 

decides to assign at least some of them to 

moderately-plausible Chart A. She’s not that 

crazy about the idea of picking up random 

Passions, so she’s going to avoid Chart B. 

Chart C certainly sounds appropriate for 

Alternate Charts, Alternate Professions

It’s perfectly possible to tinker with this system so that it’s customized to 

your setting. Fun, too. 

Suppose your GM has built a setting that’s an academy of arcane study, and all the 

PCs are going to be instructors there. It’s expected that they will be wizards. She 

could, therefore, write up a chart where x1 matches indicate training in magic based 

on altered perception, x2 matches show that you’re an oracle, x3 matches are for fi re 

magi and so forth.

There are a couple guidelines to make this work smoothly.

Every Die is Worth 5 Points: Remember that the fi rst level in a profession 

is formed from two dice, not one — that 2x4 match indicates 10 points worth 

of goodies, not fi ve. However, that 3x4 match only adds another 5 to that. 

Loose “Event” Dice Should Resemble the Profession: Check out the 

charts in place. All the 7 events give you some kind of Student Skill, and two out of 

three 6 events give you combat Skills. This is no accident. When writing up charts 

A, B and C, I knew that anyone who had a loose 7 die necessarily had no x7 match. 

Since the x7 match has all the brain Skills, I knew that putting brain Skills on events 

that came up 7s wouldn’t produce redundancies. Similarly, anyone who has a loose 6 

doesn’t have an x6 match and, therefore, could probably use a combat Skill or two. 

Step�Five:�Organize

Now you’ve got a pile of professions and 

experiences, as well as your complete Skill 

list. What your character lacks, at this point, 

is coherence. That’s easily acquired, however: 

All you need to do is look at the list of events 

and put them in order. For instance, if you 

roll a 3x4 and a 2x4, you’ve got someone 

who has (at some point) been a sailor and a 

successful merchant. It seems a reasonable 

progression to start out manning the yardarm 

and, eventually, make enough money to buy 

your own ship and become a merchant. But 

you could just as easily go the other way and 

decide that the merchant lost his money and 

has had to become a sailor — he’s just now 

earned back enough to strike out on his own 
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the larger-than-life setting, so that should 

get some play too. She decides to alternate 

between charts A & C with her random 

events. With this decision made, she looks up 

her results.

3x3     Traveling Bard: 

 +1 CHARM  +1 COMMAND

 +2 Perform  +2 Fascinate

 +1 Jest 

3x8    Military Offi cer:

 +1 COMMAND +1 Fight

 +1 Ride   +3 Tactics 

 +2 Inspire   +2 Parry

 +1 Endurance

2A      Robbed!

 +1 SENSE, trade in all Wealth

4C      Unexpected Windfall

 +4 Possession  +1 Wealth

5A      Great Cook 

 +5 Student: Cooking

7C      Unlikely Education  

 +5 Student: _______?

10A    Served the Decadent Rich

 +1 Fascinate  +1 Plead,

 +1 Lie    +2 Graces

With a frown, Becky asks her GM if women 

are allowed in the army in his game. He 

thinks about it and decides it would be far 

more interesting if the answer is “no.” “If you 

want to play a woman,” he says, “Perhaps she 

enlisted and rose through the ranks while 

disguised as a man.”

As a fan of Shakespeare, Becky is intrigued. 

Military Offi cer in drag it is! And that seems 

to play well with “served the corrupt rich” 

— perhaps her character (whom she names 

“Lilith Parandrogasinas” in a fi t of profl igate 

polysyllablism) got the unlucky task of 

bringing bad news to the rulers after failed 

military escapades? Sounds promising. 

She now has to puzzle out the order of 

Lilith’s life. Does she want to get robbed 

before or after she has her unexpected 

windfall? She decides to put it after 

— Wealth doesn’t appeal that much, 

especially if it’s just one point. And if 

she loses Wealth 1, she can buy Beauty 1, 

which could provide a lot more leverage 

in both her life story and the game itself.

After some thought, she puts things in the 

following order.

Military Offi cer
Served the Decadent Rich
Unexpected Windfall
Great Cook
Robbed!
Traveling Bard
Unlikely Education

To explain this, she tells the following story.

“When the army came to conscript my sickly 

brother, I went in his stead, knowing that war 

would surely kill him. To my great surprise, 

I was successful and rose through the ranks. 

Noting my great personal charm, the generals 

decided that their capricious noble overlords 

would prefer to hear about our disastrous 

military failures from me. Indeed, I was so 

successful at making our routs and repulsed 

sieges sound amusing that I became a court 

favorite. One great noble rewarded me for 

a particularly rousing account with a bag of 

gold and a ruby pendant in the shape of a 

monkey, which he assured me would keep 

me from harm. But alas, my masquerade 

was imperfect, another noble uncovered my 

femininity and declared himself smitten with 

me. He was nice enough, but I just couldn’t 

bring myself to share his couch, however 

ardently he implored me. To put him off, I 

used my prodigious cooking skills to stuff 

him fat every breakfast, lunch and dinner. 

Overwhelmed by food, his libido was kept 

in check until the next feast. I continued this 

ploy until he was too fat to ride astride, then 

fl ed in the dark of night.
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“Unfortunately, while fl eeing I was set 

upon by a trio of blind river robbers, who 

despoiled me of my bag of gold. I kept the 

pendant hidden from them, but was forced 

to fall back upon the jesting and japery skills 

that had won me such acclaim at court. 

“It was in the course of this second career a 

freelance jester that I encountered Irwise the 

Rugose, an astrologer of exceptional skill. He 

claimed that his star charts had led him to 

me, an astrological prodigy who was destined 

to learn his craft and eventually excel him. I 

was dubious at fi rst, but when he added that 

I was also destined to be his cook, I became 

a believer. And so I have learned the secrets 

of astrology from Irwise while stuffi ng him 

with the same fatty fare that freed me from 

my previous paramour. Sadly, my cooking 

once again had ill effects for the consumer 

— in Irwise’ case, it lead to weight gain, gout 

and eventually a seizure. Now his nephew has 

claimed Irwise’ home and possessions and 

has unceremoniously turned me out into the 

street. If only I’d understood my horoscope: 

‘Bad fortune falls between mealtimes.’”

Mix and Match

There’s no real reason that everyone has to 

use the same character generation methods. 

As long as the points are the same, you end 

up with “fair” starting characters (if that 

designation has any meaning whatsoever 

in this context). It may even be desirable 

to change it up. For example, if three of 

the players have randomly rolled up well-

educated sages with other, minor talents, it 

might behoove one player to point-buy a 

character with competencies that the GM 

(or the party) feels are wise. Or perhaps a 

player needs to generate a new character 

when joining a narrative-produced gang, 

either because the player’s new to the group 

or to replace a dead PC. More narrative 

isn’t the answer, but a story-based character 

could provide plenty of reverse-engineered 

continuity. (“A letter has arrived, and it says 

the Dovo’s brother Godo has embarked to 

get revenge for Dovo’s murder!” “Did he ever 

mention having a brother?” “Sure he did!”)

All the methods produce characters that work 

the same way. Some may be more focused 

and some broader, but they’re generally on a 

level. The biggest differences are (1) detail of 

backstory and (2) interconnectedness with 

other characters. As long as one character’s 

sketchy backstory, or another’s rich epic 

history, don’t actively interfere, there should 

be no problem.

Lilith Parandrogasinas

BODY                   2  COORD.  2 SENSE  3

Parry                       2  Ride  1  
Fight                       1  
Endure                    1   
      
KNOW.                 2  COMM. 4 CHARM  3

Native Lang.           MD Perform  2 Fascinate 3
Tactics                    3  Inspire 2 Graces 2
Student: Cooking    5    Jest 1
Student: Astrology 5    Plead 1
     Lie 1

Possession 4: Ruby Monkey Necklace
Beauty 1
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W
ith both of the character 

generation systems, you 

can end up spending 

points to buy Skills and 

     Stats. If you’re not 

familiar with the system, you may feel like 

you’re making uninformed purchases. Is a 

Master Die really that much better than an 

Expert Die? Should I focus on one Stat, or 

have a broad array of Skills? Just how good is 

a 5 die pool, or a 3 die pool, or an 8 die pool?

The ORE has many advantages, but 

instantly graspable probability is (alas) 

not one of them. Bigger pools are 

obviously better. What’s not apparent at 

fi rst blush is just how�much better they 

are. So to help you out, we’ve done the 

math. The following chart compares and 

contrasts pools without special dice.

Odd of Getting One 
or More MatchesPool Size

1

2

3

4

5

6

7

8

9

10

0%

10%

28%

50%

70%

85%

93%

98%

99.6%

99.9%

As you can see, the odds change radically at 

the bottom of the chart, and minimally at 

the top. In terms of simple, succeed-or-fail 

matchmaking, raising your pool from 3 to 4 

is a much greater payoff than raising it from 

7 to 8. (Now, the higher pools are also much 

likelier to produce Wide sets and multiple 

sets, both of which are highly desirable in 

some circumstances. Combat is defi nitely one 

of those circumstances.) 

Keep this chart in mind when you’re trying to 

decide if it’s really worth it to have a 3d pool 

instead of raising another pool from 4 to 5.

Stats or Skills?

Stats cost fi ve times as much as Skills, but 

each Stat has (on average) about fi ve Skills 

under it. So superfi cially, it’s a wash, right?

Not necessarily. 

Both Stats and Skills contribute to the size of 

your dice pool, but pricey Stats contribute to 

pools much more often. The trick to deciding 

is to fi gure out if you a high pool for only 

a few Skills in an area, or if you want to be 

pretty good at all of them.

Take, for instance, a character who wants 

to be a great seductress. She needs a 

big Charm+Fascinate pool. Fine. She 

can spend fi ve points for a single point 

of Charm, or fi ve points for fi�ve�levels 

of Fascinate. No contest, right?

But what if she wants her character to 

be generally persuasive? The kind who’s 

comfortable in any situation? The sort of 

woman who can instantly persuade anyone of 

just about anything? Whose tearful entreaties 

can sway the coldest heart? Graces, Lie and 

Plead, all of which are also under Charm, 

cover those acts. Let’s see how getting cool 

pools works out with a Stat-heavy and a Skill-

heavy approach

Trait         Cost            Trait     Cost

Charm 2  5    Charm 4  15

Fascinate 4  4    Fascinate 2  2

Graces 3  3    Graces 1   1

Lie  4   4    Lie 2    2

Plead 2   2    Plead 0    0

TOTAL   18    TOTAL    20

Going Skill-heavy gets her exactly the same 

pools for two fewer points. Now, the Stat-

heavy version can use a Jest pool at 4d too… 

and if you add Jest 2 to the Skill-heavy 

column, both come in at exactly 20 points. 

So the answer to the Stat vs. Skill question is 

really this: Do you want to be good at every�

Skill governed by a particular Stat? If the 
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answer is yes, boosting that Stat is a good idea. 

But if you only want to use one Skill under 

the Stat (Stealth under Coordination, say, or 

Perform under Command) you’re much better 

off raising the Skill.

Just by counting the number of Skills 

available under each Stat, you can see that 

having high Body and Knowledge pay off 

better than high Command. If you’re just 

looking for immediate dice pool payoff, those 

Stats are where it’s at.

But remember this, too: Raising Stats with 

XP is hard — harder than raising Skills and 

harder than buying Stats during character 

development. Raising your Stats at the 

beginning may limit you at the beginning, but 

your pools can grow faster when you’re buying 

Skills (which are cheap) and your friends can 

only improve by getting expensive Stats.

Conclusion: All else being equal, you’re 

generally better off with Skills than 

Stats. However, for a Stat whose Skill 

set is going to see heavy use, buying 

it up is worthwhile — not just for the 

present, but for future development.

Specialist or Generalist?

Is it better to have a few really reliable Skills, 

or a bunch of borderline ones? Do you want 

to be a narrowly-focused expert, or a jack of 

all trades?

The answer depends on the type of game 

you’re going to play. In a light-hearted game 

where failing can be as fun as a succeeding, 

an array of low Skills is amusing because the 

uncertainty heightens the fun. But in a game 

where success and failure mean life and death, 

generalists often die.

Something else to consider is your character’s 

future. Buying the fi fth rank of a Skill at 

character generation costs the same as 

getting the fi rst. When you’re developing 

your character with experience points 

(something explained in the next chapter,) 

the costs increase with expertise. That is, 

during character generation, going from 

rank 4 to rank 5 in Fight costs 1 point, the 

same as going from 0 to 1 in Stealth. When 

you’re buying Skills with XP, going from 4 to 

5 costs much�more than going form 0 to 1. So 

by being a specialist, you get your high ranks 

when they’re cheaper.

There are dangers to being a specialist, of 

course, and the most obvious is that you 

might need a Skill you just don’t have. But 

that’s where the strategy of play comes in 

(as opposed to the strategy of character 

building). Try to always position your 

character so that his strengths can be used to 

solve problems. (Provided, of course, that you 

don’t have to screw the rest of the party in the 

process.) If you can’t fi ght, negotiate. If you 

can’t sneak, do frontal assaults. Or rely on the 

Skills of other party members.

A less-considered, but possibly worse risk to 

over-specialization is the risk of specializing 

in something useless. Dialogue with your GM 

can avoid this nine times out of ten, but make 

sure you go into the game with your eyes 

open. If it’s going to be a slaughterfest, those 

fi ve dice in Graces won’t get much use.

Conclusion: It’s impossible to be good 

at everything and very easy to be lousy at 

everything. It is, however, eminently possible 

to be very good at several things. It helps if 

they’re controlled by the same Stat, so that 

you can buy that Stat up, but you can afford 

several high pools built on Skills alone — if 

you’re willing to let your character be worse 

than average in other areas.

Expert or Master?

Master Dice sound cool. But are they really 

that cool? They’re cooler than Expert Dice, 

but are they fi�ve�times cooler?

The answer is, it depends on the Skill, and it 

depends on what you’re doing with the Skill.
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If you have an MD and at least one other die 

in your pool, your roll succeeds. Period. You 

won’t necessarily do great, but you cannot�

fail. That 100%costs you 7 points (1 for the 

regular Skill die, +1 to make it Expert, +5 to 

make it Master). If you spent 5 points to get 

that Skill at level 5, and it combined with Stat 

1, you have a 6d pool and an 85% chance 

of success. That’s pretty good. If that’s good 

enough, or if you’ve raised the Stat to 2, you’re 

probably all right. But if you really want to 

never�fail, only an MD can guarantee it.

It does not, however, guarantee any degree 

of success. Therefore, MDs are good for 

Skills where degree of success doesn’t matter 

— stuff that’s usually yes/no. Vigor rolls are a 

good example: Roll a success once per day to 

heal the Width of the roll in Shock damage. It 

doesn’t matter if you get a 2x10 or a 2x2, the 

success is what counts. An MD there is going 

to guarantee you some healing every day, 

with additional dice giving you the potential 

for exceptional Width.

EDs are better used for controlling the degree 

of success. They can’t improve your chances 

of getting a match, but they can alter the 

odds of getting the match you want. For 

Skills where Diffi culties are often assessed, 

Expert Dice are worth a point. They’re also 

good for Skills that are usually Dynamic 

Contests — stuff like Lie where you’re not 

opposing a static circumstance, but the 

efforts of another person. 

Both EDs and MDs have tremendous effects 

in combat. EDs let you pick your target. If 

you set your ED to 10 before taking a shot, 

you’ve dramatically increased your odds of a 

head hit (with its chances for rapid victory). 

As for MDs, the advantages of being the 

archer who cannot�miss seem self-evident.

The trick is, EDs and MDs get dropped fi rst 

when you do multiple actions. At the most 

basic level of combat, you may not do many 

of those, but the bigger your pools are, the 

less daunting a -1d penalty becomes and the 

more attractive it becomes to hit and dodge 

in the same round (or to hit twice). For the 

cost of an MD you can have a pretty good 

pool. On the other hand, there are a number 

of ways to offset multiple-action penalties 

(some Martial Techniques allow it, as do 

Passions if you’re using them). If you’ve got 

that stuff on your side, trick dice become a 

better deal.

Conclusion: EDs help most in dynamic 

contests, or events where you’re facing a 

Diffi culty. MDs help as much as EDs, but are 

even better in static contests where reliability 

is more important than the degree of success. 

But neither one is that great if you’re doing 

multiple actions, because they probably just 

get penalized out of your pool.

Character Generation Strategy



Uldholm

Lightless Jungle

Orfum

Lumcrof

Croftvale

Sulderholm

Chew
the leaves.

Cover your head.

Keep a knife 
with you.

Arrows will do 
you no good.

Keep out of 
deep forest.

T he worthy shall 
not pass.

Always haggle.

Leave your
   purses behind.

If you are 
 propositioned,

accept.

Ruled by
changeling boy.

Unhallowed.

The lake is alive.

Talk to the 
frogs.

But don’t listen to what 

they have to say.

Ulfnacht
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The First Nation

Uldholm

“T he Ulds build cities like 

cages and lock themselves 

inside, they let their daughters be 

whores, they bow and grovel to 

their ‘masters’ in hopes of one day 

being groveled to, and they call us 

madmen for following our Goddess 

instead of following a plow.”

  Kurnak, Heartsinger

of a Night Hunter Truil tribe
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This is the ballad the Uldfolk sing.

“Clever Criff was a baker’s son, a bold and dissatisfi ed lad

For The Empire was marching in Uldholm and the ladies loved men at arms.

He slipped off in the darkness and was soon in armor clad.

They marched all night and day and then engaged the foe at noon.

Then Criff learned the labors of war outweigh any maiden’s charms.

“One hard blow to his helmet, and Criff collapsed in a swoon.

He awakened hours later to a crowfeast and a shout,

‘I’m blind! Oh god of Pahar, bring me home, give me this boon!’

Criff answered him in his own tongue, ‘I’ll help you if I can!’

For he could see we’d lost the day, with only invaders about.

“Criff entered the enemy camp disguised and aiding the Pahar man.

He spun them quite a tale of being ‘Criff the Imperial Wizard.’

They led him to the General to confer on the battle plan

Where Criff was much distracted by the general’s lovely daughter.

He swore, ‘I’ll win her favor tonight,’ and he was good as his word.

“As the girl lay dreaming of all the joy stout Criff had brought her

Criff dressed and crept away in darkness, towards the storage quarter.

He’d pocketed their battle maps and then, to make things hotter

He lit their food stores all afi re, save one cart he could fl ee in.

He chuckled, ‘Baker? Mage? Translator? Now I’m an exporter!’”

It goes on like that, with Criff the clever thwarting the Imperials at every 
turn, exploiting his cunning to get money, seduce various ladies, and always, 
ultimately, help his homeland. There are fi fteen verses in the ballad, and by 
its end Criff has functioned as a member of all fi fteen Uldish guilds. (Often 
fraudulently or incompetently, but he does manage all fi fteen jobs.) A self-
made man operating on brains and boldness, Criff is the culture hero for 
modern Uldholm. Without kings or nobility or a state religion, the Ulds 
place their trust in effort and merit. Ulds believe anyone fortunate enough 
to be born in their nation has the chance to earn the highest levels of power, 
provided he works hard enough or she’s got the requisite wit. This faith fuels 
their ambitions, and it’s almost true.
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Overview

U
ldholm considers itself the most egalitarian of all nations 
– and to be fair, they’re way ahead of their feudal neighbors. 
The egalitarianism is not unleavened, however: The split in 
Uldholm is not between the nobles and the commoners, 

           but between the guildsfolk and the guildless. Believing 
themselves to be a meritocracy, the guild members who make the decisions 
feel perfectly justifi ed in taking advantage of non-members. After all, the 
guildless are only suffering because they’re too lazy or unskilled to join 
guilds. (Or because they weren’t born in Uldholm – only native Ulds can 
join guilds. Or it’s because they practice a trade with no guild. Or because 
they’ve been blackballed by guild politics. But few inside the guilds consider 
these exceptions.)

Values

I
n general, Ulds value ambition, loyalty and personal excellence. 
Just about everyone agrees on those. However, within Uldish 
culture there is a division on just how one can best attain the 
excellence at which ambition aims and which earns one the  

     loyalty of peers.

One group holds that with enough time, sweat and effort one can 
accomplish anything. Another holds with suffi cient brilliance, foresight and 
vision, one can get others to accomplish anything.

The divide between “visionaries” who are always looking for a better way 
to do things, and the “traditionalists” who hold that the old ways are tried 
and proven, exists both inter- and intra-guild. Some guilds are heavily 
conservative. The Butchers, the Weavers and the vastly powerful Cultivators 
are generally resistant to change. Arrayed against them are guilds who 
embrace the new  – Traffi ckers, Physicians, Translators and Sages all tend 
in that direction. Still other guilds have signifi cant internal splits. While the 
bankers and lawyers are usually very hidebound, they also have a (historically 
deserved) reputation for manipulating others with guile. The mercenary 
wing of the Bankers, Lawyers and Mercenaries’ guild is, if anything, even 
more extreme. A similar divide exists between those Blacksmiths who take 
pride in Uldish know-how and those who envy Dindavaran secrets and 
eagerly seek to learn or emulate them. And among the Masons, some hold 
that only sweat can truly raise a great building, while others constantly 
search for better and easier ways.
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Culture

T
he Ulds are a modern culture, almost aggressively so. 
“Classic” music, stories and dance (meaning, those from the 
days of the old Uldish Kingdom) are guilty pleasures at best. 
A very few of the unguilded still preserve the old ways and 

cling to misty-eyed tales of a golden age, when the nobles ordered all wisely 
and none ever went hungry or knew abuse or injustice.

But most buy into the notion of upward mobility and, consequently, enjoy 
hearing stories about how those who worked hard (or were clever innovators, 
or triumphed through trickery) and found success. Every guild has its 
versions of these tales, skewed to their particular craft. 

More broadly popular stories include “Rolf’s Battle,” a Dindavaran-style 
military epic, but with an Uldish twist. The ‘Rolf’ of the title is General 

Rolf Sorgersaard, the fi rst of the old 
guildmasters to seize control from the 
nobility. The general was in command of 
a large force arrayed against the Imperial 
invaders, and as The Empire’s Bloodcutters 
decimated the nobility, he found himself 
with more and more discretion to wage 
the war as he wanted. The epic makes it 
crystal clear that the more freedom he 
had, the more successful he was. General 
Sorgersaard was the fi rst to defy what little 
authority the royal house had left. With the 
fi eld commanders increasingly given their 
head, what had been an organized struggle 
turned into bitter guerilla warfare – which 
turned out to be a fi ght The Empire was 
ill-equipped to win. 

“Rolf’s Battle” has almost become a literary 
category of its own. In addition to the 
story, there is a lengthy song and a number 

of shorter songs and stories that purport to “fi ll in details” of the epic, or 
present edifying (or hilarious) anecdotes from the characters’ childhoods. 
There are paintings and sculptures of General Sorgersaard, but (given the 
Uldish focus on practical crafts) you’re far more likely to see his visage 
carved onto a newel-post or on the side of a wagon than you are to see a 
portrait or monument built solely for decoration. The Ulds like decorations 
and monuments, but they insist that they be commemorative or educational 
or have some other practical purpose.

Uldish music is upbeat, peppy, and (often as not) very shallow. Ulds work 
hard, they play hard and they have no time or patience for dreamy romance 
or angst-drenched tragedies. A different aesthetic applies in theater, and 

Ulds value ambition, loyalty and personal 

excellence... A very few of the unguilded 

still preserve the old ways and cling to 

misty-eyed tales of a golden age, when the 

nobles ordered all wisely and none ever 

went hungry or knew abuse or injustice. 
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is tremendously popular. While a great number of plays are slapstick 
buffoonery or over-the-top military extravaganzas (sometimes with real 
spells used to spice up fi ght scenes), there are also signifi cant numbers of 
heavy romantic tragedies, sometimes with singing, sometimes without. 
There is an interesting parallel between theater and cuisine, incidentally. The 
“anguish plays” are almost universally enjoyed by the same class of citizens 
who seek out exotic foods like butterfl y soup and shrew’s-heart bread – that 
is, the wealthy, prominent, and well-connected. (Incidentally, actors are 
unguilded, unless it’s musical theater. The popularity and wealth that has 
accrued to some playwrights and actors despite their lack of legal status 
has made for some guildspeople uncomfortable and there have been a few 
very unfortunate situations, one of which inspired the popular tragedy, “The 
Lawyer, the Jackal and the Snake.”)

In the area of craft arts, the Ulds are superlatively skilled. Their guild system 
exerts a lot of pressure to produce excellence, and excellence is rewarded 
regardless of whether the artisan’s parents were guild notables or hanged as 
thieves. It’s a system that produces a lot of dashed hopes, but it also produces 
a lot of innovative techniques. Anything that has guild patronage – weaving, 
woodcarving, stonework (and ceramics, which falls under the Masonic 
rubric), music, leatherwork and any form of metalsmithing – all have their 
well-paid and coddled masters. (Some of these masters parlay their prestige 
into political power, but most are far too busy honing their craft.) 

Cuisine

The Uldish food staple is bread in a bewildering profusion of styles, densities 
and fl avors. Walk down an Uldish bazaar and within a mile you’ll be offered 
fresh sweet rolls with honey glaze, thick black bread reputed to promote 
virility, fi ne-crusted bread fi t for the daintiest of teeth, chewy sourdough pies 
with meat baked in the center, long rolls, hard rolls, fl aky and delicate pastry 
rolls… any sort of bread one might imagine and some (like the peculiar 
“horse hair string bread,” an acquired taste) that one might rather not.

To go with their bread, Ulds like their fruits fresh and their vegetables 
cooked. Leafy greens are eaten, but rarely by themselves. Instead they garnish 
the meat or the fruit or serve to offset yet another type of bread roll.

The real centerpiece of every Uldish meal is the meat. Beef, pork, mutton, 
poultry, venison, turtle, rabbit, fi sh… If it fl ies, walks, swims and can’t 
actually talk back, the odds are good that some Uldish chef considers it a 
delicacy. Oddly, as one rises in social standing (that is, gets richer) there is a 
distinct tendency to eat stranger and stranger viands. The guildless and the 
apprentices make do with pork and beef, often in sausage form. (The poorer 
one is, the more greasy and mysterious one’s sausage contents become.) 
The journeymen may still eat simple fare for most meals, but as they come 
to afford it, many branch out into game foods snared for market, and exotic 
foods like oysters, crayfi sh, sparrow’s brains (considered by many to provoke 
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alertness) and frog’s legs. The truly wealthy gourmand has recourse to lizard 
tongues from the Truil wastes, snake meat from the Lightless Jungle’s deadly 
Tuumblahd Strangler, or the livers of rare Pucklish monkeys. 

Sweets have a market in Uldholm, but they come with cultural baggage. It’s an 
unstated rule that the only people who really like sweets are children… and 
people who never fully grew up. An adult may enjoy a cookie now and again 
in a measured fashion, but having a real sweet tooth is considered a sign of 
laziness, decadence and immaturity. 

Instead of candies, an adult is expected to enjoy liquor. In the west, beer 
predominates – thick beer, yellow beer, warm beer, cold beer, any kind of 
beer except that weak and useless Dindavaran beer. Wines (light, dark and 
some syrupy sweet) are enjoyed everywhere, but more commonly in the 
east. The Imperial fashion for hard liquor has fallen on fertile ground in 
Uldholm as well, with mashes of various fruits, grains, and miscellaneous 
tubers being jealously guarded to produce unique beverages.

Clothes

Observers from the Heluso Confederacy sum up Uldish garment design as 
“wear your heart on your sleeve, beside anything else that will fi t.” It’s all 
about display, color, attention and ostentation. Therefore, an Uld dressed to 
impress may fl aunt fringe, feathers, tassels, contrasting fabric inside slashes, 
fur, buckles, elaborate buttons, braid, beads or (two seasons ago) even small 
bells. It’s rare that you see all those ornaments on one outfi t, but given the 
arms race of elaboration within the Weavers and Woodcarvers’ Guild, it may 
only be a matter of time.

It all ties in to the Uldish belief that moral rightness – working hard, being 
clever, staying honest and loyal – is the surest path to material success.
Not every Uld believes that everyone with material success is, therefore,
a paragon of virtue, but they’re more likely to give the rich the benefi t of 
the doubt. 

This belief readily lends itself to ostentation. Looking rich is considered 
an important benefi t of being rich, and even if you aren’t rich, the look 
can’t hurt. This is one reason why Ulds spend more money on jewelry 
than any other race on their continent. It’s not just ornamentation: It’s a 
badge of social rank, and an important one in a society that lacks houses of 
noble blood.

Embroidery has, perhaps, reached its world-wide apex at the hands of the 
Uldish Guild of Weavers and Woodcarvers. Brocade clothes are eagerly 
sought, and tapestries are frequently used to display one’s income (along 
with whatever scenes from history or literature one wishes to evoke). 

The poorer an Uld is, the less ornate his clothing – though even the most 
menial may keep a set of expensive clothing for special occasions (or for 
when they want to pass themselves off as their betters). The Dindavaran 
fashion for ‘right’ and ‘left’ shoes has only caught on among the wealthier 

The Empire, the Old Kings, 
and the Bloodcutters

Before the Imperial invasion, Uldholm 
was a traditional monarchy, where a 
royal family claimed a divine mandate to 
rule. They might still be in power, had it 
not been for Imperial ambition and, more 
crucially, evil sorcery.

When The Empire began devouring its 
neighbors, it had a mighty army led by a 
brilliant general, and with those tools it 
might have seized a nation or even two. 
But the problem with wars of conquest, 
even when the battles are one-sided, is 
one of administration. Without enough 
troops to hold the seized territory, it 
devolves into a quagmire of insurgent 
resistance. But if your soldiers are tied 
up policing the new lands, they can’t 
be used to push further. The choice, 
traditionally, is to consolidate what you 
have or risk overextension.

The Empire found a way around that. 
They employed a native school of 
enchantment called ‘bloodcutting.’ It 
concerned itself with the bonds of family 
and generation, and its most pertinent 
ability was that it could use one person 
of any family to strike at his relatives 
– no matter how distant. If a Bloodcutter 
captured your son, he could stab the 
son and have the wound appear on you. 
Then he could stab him again and put 
the wound on your wife, and repeat the 
process for all your children and anyone 
else related by blood to the captive. 
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class, with many Ulds pooh-poohing such foolishness. Weather permitting, 
many Ulds actually prefer to go barefoot, even the rich. This habit is common 
to cities and countryside, and is not followed much in cities without the Ulds’ 
highly advanced methods of waste removal.

The Uld at work wears trousers or a simple skirt, along with a pull-over 
shirt and usually a broad-brimmed hat to keep off the sun. Even the poorest 
are likely to make the effort to sharpen their image with a fl ower in a 
buttonhole or a feather in a hat-brim. An Uld who can’t bring herself to 
primp is one in sorry straits indeed.

Winter wear is essentially the same as summer wear, only thicker. Ulds turn 
up their noses at Dindavaran blanket wraps, preferring thick quilted coats (or, 
better, quilted coats with embroidery). Very long scarves are also traditionally 
worn, not only around the throat and mouth, but also wrapped like a turban 
up over the ears and the top of the head. While the poor may secure these 
head-dresses with a knot or a tuck, almost everyone can afford some kind of 
broach or pin to keep it in place.

The Political Situation
The fi fteen guilds are in charge, with their members exclusively composing 
the Senate and the Council.  They are the legislative, executive and judicial 
branches of the Uldish government. Senators serve as ambassadors, while 
members of the Council take on the roles of kings. The good of the guilds 
is seen as the good of the nation as a whole, even though more than half the 
population lives outside the guilds and is, therefore, disenfranchised.

Guild Membership

There are several requirements before one can join a trade guild and get the 
benefi ts membership bestows. First, one must be a native-born Uld. Second, 
one must pay a one-time entry fee. (This ranges from Wealth 3 for most 
guilds, to as high as Wealth 5 for the most exclusive.) Thirdly, one must be a 
member in good standing of the profession in question.

Guild membership is for life, and guildpeople are taxed a percentage of their 
income according to their profession. (Masons pay the most. Cultivators and 
Soldiers pay the least.) 

New members are ranked as apprentices, and lack the right to vote, but 
they are permitted to attend meetings and they can propose measures. 
Furthermore, if they’re arrested for a crime they can petition to be tried 
by their guild instead of by the civil authorities. About half such petitions 
are granted, and only about half of those are dismissed or found innocent. 
But it’s still an option, and the more politically popular you are the more 
attractive it is. Furthermore, apprentices are technically eligible to serve in 
the Senate or even the Council. (There has never been an apprentice in the 
Council, however, and only four have served on the Senate. Three of those 
were Cultivators.) 

(Continued from previous page.)

Uldholm was the fi rst to fall. Once 
a nobleman got captured, his entire 
line was wiped out in a fortnight. 
Learning of this ghastly capacity, the 
other Uldish lords fl ed and sent their 
children into hiding, but without their 
leadership the war went poorly. The 
nobles returned, hoping to turn the tide, 
but Imperial High Command ruthlessly 
pursued anyone of royal blood, even the 
weakest child or a rumored bastard. 
Eventually, they got one, and the royal 
line was destroyed. Legends persist of 
survivors, but as a leadership factor 
they’re fi nished.

With the power of the Bloodcutters 
demonstrated in Uldholm, other 
conquered nations quickly came to 
terms. Ruling families could retain 
much of their power and privilege… 
as long as they pledged loyalty to the 
Empress, and sent their tribute, and sent 
a child or cousin to the Center Kingdom 
to be “schooled in Imperial Graces.”

The kings kept their countries in line, 
and the Bloodcutters were the leash on 
the kings. It was only Uldholm, with no 
crowned head to direct it, that continued 
the bitter war against the invaders 
– now led by men of common blood, 
distinguished only by their ability.

The Empire, the Old Kings, 
and the Bloodcutters
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To become a journeyman (and get a single vote) a guild member must pass a 
competence test (and, in some cases, pay a test fee).

Masters get two votes for their representation. To get this benefi t, 
a journeyman must pass another competence test (and maybe pay 
another fee). Most Councilors are masters, though it has long been 
an axiom among the Cultivators that there’s a big difference between 
raising corn and raising votes. Furthermore, masters who are accused 
of crimes have the right to demand a trial by the Council – though 
this is seldom invoked because it has a tendency to backfi re.

While every Senator and Councilor would like to lower the bar for Master 
status, the Masters in every guild tend to vote it down because they want to 
maintain their prerogatives.

The Senate

The Senate has, at the current moment, two hundred and twenty-
two members. Its function is to propose, debate and pass legislation. 
Furthermore, on most minor capital matters the Senate serves a judicial 
function, with all Senators periodically sitting on four-person juries to 
decide criminal cases. 

There’s a complex (and frequently revised) formula that determines how 
many Senators each guild gets to represent it. At the current moment, each 
master is worth 20 apprentices and fi ve journeymen. This is a good deal 
for guilds with a high percentage of masters (such as the Physicians and 
Musicians) and bad for those with a low percentage of masters (such as the 
Cultivators). The Cultivators have been pushing for a revision, but this is a 
doubly unusual issue in that (1) the Cultivators are almost unanimously for it 
and (2) that’s not enough to get it passed. 

(Another way to artifi cially infl ate the membership of a guild would be to 
lower the barriers to mastery, but as discussed above, the current masters 
are having none of it.)

The Council

The Council of Fifteen is the Uldish executive branch. They have broad 
discretionary powers when they act in concert… but they rarely act in 
concert. Certain Councilors have individually appointed rights and duties, 
but these can change with a whim of Council or Senate – so a Councilor 
with (say) the right to appoint tax assessors in a given town is likely to 
appoint as many as he can quickly, before that right is taken away.

The Council makes legal judgments on matters of national importance. They 
also get roped into some cases involving masters, but they tend to be extremely 
strict in order to discourage masters from cavalierly wasting their time.

Critical Issues

In everyday running of things, the Senate 
and Council make the specifi c decisions, 
with the Senate passing laws and the 
Council implementing them.  Guild 
members control the nation at a remove, 
through their Senators and Councilors.  
Any guild member can propose legislation 
to their Senator, but the Senators can 
impede a bill from a rival within their 
guild, even a popular one, simply by 
presenting it tepidly in chambers.  

Some issues, however, are deemed 
‘critical,’ either to a particular guild 
or to all the guilds.  When a bill is 
proposed as a critical measure, everyone 
in the guild gets a chance to vote it 
up or down, and their representatives 
are required by law to vote in 
accordance with the general will.  

Proposing a critical measure isn’t as 
easy as presenting an ordinary bill, of 
course.  To force a critical vote, the bill 
needs to have the equivalent of fi fty 
guild signatories.  (Masters, as usual, 
are counted twice.)  Critical measures 
also take longer than normal bills to 
resolve, since it takes some time to inform 
everyone in a guild, throughout the 
country, and give them a chance to vote.  
When a bill is critical to every guild, 
it takes even more time.  That’s without 
ruling on complaints from guildsfolk 
claiming their votes weren’t counted, 
or were miscounted, or that there was 
corruption.  Court cases arising from 
those charges can drag on for years.



69

Local Government

Ironically, local mayors and governors (who are appointed by the Senate, 
or by the Council for major cities) are required to relinquish their 
guild memberships while they serve. This ensures their impartiality… 
in theory. There’s little real power or tenure in these positions, though 
they can be lucrative (especially for the corrupt). Often they’re 
sinectures for lackeys, or trainer jobs for ambitious would-be Senators. 
Governors can request aid from the Soldiers at their discretion, and 
these requests are usually granted, but some are more comfortable 
with private armies (hired at bargain rates from the Bankers). The 
mayors with the greatest longevity are (1) dishonest, often in regions 
no one particularly cares about, or (2) guild lapdogs or (3) both.

The Fifteen Guilds

The Cultivators’ Guild (71 Senators): Fractious, disorganized, 
often ignorant or apathetic, they are many, and each new generation is 
increasingly shrewd. Once a crowd of 
hollering bumpkins, decades of experience 
have put farm Senators in offi ce who’ve 
never smelled a pig or touched a plow. All 
they’ve done for their whole lives is learn 
how to get power, keep power, and profi t 
from power. There’s a right wing with about 
25 dedicated Senators, who predictably vote 
for: More military funding; less military 
intervention; tax cuts for farmers and small 
villages; Truil incursions; less government 
infrastructure; and higher taxes on those 
sectors of society that have the least to do 
with farms. There’s also a left wing with 
about 20 reliable Senate Cultivators who 
vote for: Less military funding; greater 
international involvement (military if necessary); tax cuts for farmers 
and small villages; fewer Truil incursions; more government oversight; 
and higher taxes on those sectors of society that have the least to do with 
farms. Other than those 45 predictable Farm Senators, the rest are all over 
the political map. It’s a rare issue indeed that can unite the farm guild.

The Merchants’ Guild (30 Senators): By and large, they’re stingy, 
pacifi stic and reluctant to change things. They see eye to eye with the 
Soldiers’ Guild about the role of military force, but unlike the Soldiers 
they don’t like to spend money on warfare. They’re isolationists because 
they’ve fi gured out that any time more territory gets claimed, the 
population sector that grows the most is the farmers.

Ironically, local mayors and governors 

are required to relinquish their guild 

memberships while they serve. This ensures 

their impartiality… in theory.
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The Guild of Miners and Gemcutters (21 Senators): Aggressively 
expansionist in any direction they perceive weakness. They’re the second 
richest guild, after the Bankers, and with twice as many votes they’re a 
force to reckon with. They have a love/hate relationship with the Masons.

The Guild of Weavers and Woodcarvers (16 Senators): They are, 
perhaps, the most unifi ed voting bloc, and the most politically neutral. 
Often their entire guild is available to the ally of the day who gives them 
the sweetest concession. They’ve earned the ire of just about every other 
guild by getting all involved parties to concede things to them before 
they vote. (Well, every guild except the Cultivators, who are too big and 
diverse to insult as a group.) They’re the local mastermind manipulators, 
everyone knows it, but… sixteen votes. Sixteen reliable votes, moving in 
unison. That’s enough to sway even internal farm guild politics.

The Masons’ and Builders’ Guild (12 Senators): They’re peacefully 
expansionist but usually draw the line when blood starts to spill. They 
have a reputation for being sentimental, due perhaps to their keenness for 
big monuments. They’re the tax-and-spend bloc, eager for international 

prestige and accomplishments to last the 
ages. But they walk the walk. A Builder pays 
guild dues and taxes at a higher rate than any 
other guild member.

The Guild of Butchers, Teamsters
and Tanners (11 Senators): 
Another expansionist group, but only 
against the Truils.

The Bakers’ Guild (10 Senators): Timid 
and disorganized, the Baker Senators are 
often individually co-opted by stronger 
groups, or bullied by them.

The Guild of Bankers, Lawyers, and 
Mercenaries (9 Senators): While they’re 
small, they’re disproportionately infl uential. 
They’ve got money, they’ve got clout and, 

when the chips are down, they’ve got a lot of armed men who aren’t shy 
about putting the steel in. Since the mercenary arm of the Guild tends to 
profi t from war, they’re often quite hawkish. They’re bitter rivals of the 
Enchanters and the Soldiers.

The Blacksmiths’ Guild (9 Senators): They’re aggressive, but 
politically shrewd enough to be selective about it.

Being home to both Flame Dance and 

Stormtongue sorcery, the Uldish army has 

the ability to get where they’re going fast 

and kill a lot of people when they arrive.
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The Guild of Soldiers (8 Senators): Conservative, authoritarian, 
defensive but generally more reluctant to fi ght than some who would 
incite war from the safety of a walled compound at the capital. They’re 
friends with the Masons and get along well with the Enchanters. While 
they have fewer votes than the Mercenaries’ guild, they still have more men 
under arms, because the Mercenaries are only about a fi fth of that guild’s 
membership. Furthermore, since they’re the enforcement arm of the law 
they can often apply a lot of unoffi cial pressure to other guilds, when they 
care to. 

The Guild of Traffi ckers (7 Senators): This is the guild for people who 
import goods into Uldholm, or who export goods into other countries. 
They’re pacifi sts and internationalists. They’re also widely mistrusted by 
everyone but the Musicians, Brewers and Enchanters.

The Physicians’ Guild (6 Senators): Fragmented politically, but often 
passionate. They’re infl uential on health matters, but on nothing else.

The Guild of Enchanters, Sages and Lifelong Students (5 
Senators): Small in numbers, but extremely infl uential. Rivals to the 
Bankers and allies of the Soldiers.

The Guild of Musicians and Translators (4 Senators): Big afi cionados 
of foreign adventure, be it peaceful or warlike. They have a reputation for 
being spendthrift, and are about as well-trusted as their allies the Traffi ckers.

The Guild of Brewers, Innkeeps and Givers of Hospitality (3 
Senators): The smallest guild is disorganized, ignored, and primarily 
wrapped up in its battles with its own constituency.

Uldholm at War
Uldholm relies heavily on sorcerers in its military engagements. Being 
home to both Flame Dance and Stormtongue sorcery, the Uldish army has 
the ability to get where they’re going fast and kill a lot of people when they 
arrive. Powerful sorcerers are the problem-solvers and go-to troops for 
military diffi culties. 

Uldish bulk troops are generally adequate. They’re numerous, they’re as 
well armed as any of their neighboring foot-sloggers, but their culture has 
a tradition of self-interest, which tends to produce less bloody-minded 
soldiery than Dindavaran discipline, Eastern March stubbornness, or Sunless 
Plains fatalism and mania. The most common Uldish troops wear boiled 
leather with iron helmets and carry a shortspear and shield. The nation also 
uses a lot of similarly dressed heavy crossbowmen trained for high mobility.
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The middle level of warrior between the powerful sorcerers and the masses 
is rather thin in Uldholm. Great champions, forward scouts, brilliant 
tacticians and crafty saboteurs… the Uldish army doesn’t have that many, 
leaving them poorly equipped for forward missions behind enemy lines.

On the other hand, the Ulds have turned their aggression towards the Truils, 
who have yet to mount any kind of unifi ed defense. The great sorcerers can 
generally rout any but the most fi erce Truil war bands, and the foot soldiers 
are good enough hold the small parcels of land the Ulds fence in and try 
to farm. But the Truils still roam at will through much land that the Ulds 
consider “conquered.” In the west, the Ulds are facing an enemy who can 
fade into the landscape at will. Sometimes Uldholm dispatches large masses 
of normal fi ghters who can be seen coming for miles and who are fairly easy 
to avoid. Sometimes they send a small band of enchanters who can cover 
a lot of ground unobserved and make devastating attacks when they fi nd 
enemies… but that “when” is highly signifi cant. The Truils themselves are so 
spread out that sending Stormtongues out to confront usually produces a 
few one-sided surprise raids before the enemy just makes itself scarce in the 
face of sorcerers who, whatever their other powers, can’t be everywhere at 
once. Assuming, of course, that the Truils don’t simply fi nd the enchanters’ 
camp by moonlight and launch a surprise attack of their own.

The Ulds’ more sophisticated rivals are The Empire to the east and 
Dindavara to the north. They’ve responded to Dindavaran sword rattling 
with decades of fortifi cation. An attack from the north has to come through 
mountains to attack large, stout castles packed with every kind of weapon 
that Uldish ingenuity has devised. 

A similar approach has been tried along the Imperial border, but it’s much 
harder to police. To the north, there are only a few narrow passes. To the east, 
it’s broad, open plains. They put castles in where feasible, but during the last 
war, The Empire proved dismayingly adept at sealing off castles with one army 
while marching another right past them. The Ulds hope their improved magic 
and merit-based military will win the day next time. If there is a next time.
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Uldish Names

Male  

Holk
Holm
Ivar
Nord
Oleg
Rolf
Rugo
Satavo
Seld
Svar
Turbläd
Ulrike
Urfus

Female

Efl a
Ersis
Frulith
Malva
Mino
Nina
Nora
Rinka
Tulia
Ulis
Ulsa
Una
Vudia

Uldish Character Concepts

…outcast Flame Dancer fallen on hard times

…skilled mercenary, exiled from the guild for refusing to 
countenance atrocity

…Cultivator manipulator

…unguilded revolutionary plotting the end of guild rule

…commander of a fort, unwisely located far too deep in the
Truil Waste

Uldish Company Concepts

…the overworked police of a Truil ghetto.

…the dirty job squad for the Guild of Weavers and Woodcarvers.

…a cross-guild conspiracy to provoke a war between Dindavara and 
The Empire.

…followers of an obscure new religion.

…the new face of law and order in a previously ungovernable city of 
vice and debauchery

Uldish Plot Complications

…the Cultivator’s Guild proposes a law to allow admission of 
non-Ulds into the guilds.  It’s presented as a critical measure
for all guilds.

…a single leader arises over the Truils, welding the Blue Faces and 
Night Hunters into a unifi ed fi ghting force.

…plague isolates Rulfoun, the city where the Stormtongue college
is located.

…rumors that Confederates have made common cause with the 
savages of the Lightless Jungle become credible enough that 
someone has to investigate.

…The Empire invades.





ou’ve created a character who 
works with the other PCs and your 

GM says it’s a decent fit for the plot 
she has planned. That’s good. You’ve also 

read enough of the core rules that you 
feel you understand what 

matches are, why you 
want them, and 
what the difference 
between a �x2 and 

a 2x� is. Splendid. 
What follows are the 

specific rules governing 
Skills, along with 

character development 
material and some of 
those neat Esoteric 
Disciplines that make 
Skills more useful and 
interesting.

While the Character 
Generation chapter 

explains what the Skills are 
and what they do, this chapter has particular 
rules for how they work under the ORE. (Combat 
Skills like Fight and Dodge are exceptions. They’re 
mostly covered in the Combat chapters.) 

�5 The Players’ Chapter
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Athletics

Rather than include a battery of charts for 

lifting and jumping and other obscure deeds 

that come up once or twice in a month of 

gaming, the defi nition for Athletics is left 

intentionally vague. Someone with a high 

Athletics pool should be able to perform 

some impressive feats – without even a roll 

if the GM’s generous. Otherwise, a straight 

static contest roll is suffi cient for most 

ordinary tasks. If you roll a match, you did 

it, full stop. If you’re in competition with 

another character, you engage in a dynamic 

contest, as described on page 14. Other than 

that, the GM is encouraged to adjudicate 

this Skill with common sense – which, in 

this case, means she should probably let the 

PC succeed with a simple match unless (1) it 

harms the plot or (2) it reduces the general 

coolness and fun instead of increasing it. 

Throwing is a special case, since characters 

may fl ing things in fi ghts and (reasonably 

enough) be uncomfortable with “GM 

decides.” Lots of factors impact on how 

far and how well you chuck an object 

– its size, your strength, height advantages, 

aerodynamics and density, et cetera. Rather 

than bother with all that, use the following 

rules of thumb.

Light objects can be accurately thrown out to 

Short range. (Short range is defi ned on page 

186. of the Combat chapters, but it’s about 

twenty paces). A ‘light’ object is anything 

your character could comfortably heft with 

one hand – a candlestick, an axe, a stool. If it 

hits, it does Width in Shock damage. Items 

that are unusually dangerous – they’re pointy 

or white-hot or something – might add a 

point of Killing damage or might even do 

their Width in Killing damage.

Heavy objects (things that the character needs 

both hands to lift) can be accurately thrown 

out to about ten feet. When they hit, they do 

Width+1 in Shock, unless they’re somehow 

unusually nasty (bladed, spiked or dripping 

acid) in which case they might add a point of 

Killing damage or do Width+1 Killing. 

Usual Stat: Body

Climb

In combat, you can ascend fi ve feet per round 

for every point of Width in your set, if the 

surface is easy to climb on. If the conditions 

are inclement, it’s fi ve feet for every two 

points of Width. 

Or, if you’re not in immanent danger and 

can take your time, a successful roll or 

two gets you to the top. Hard climbs are 

represented with Diffi culties. Really good 

equipment can offset Diffi culty, but rarely 

actually improves results. 

Usual Stat: Coordination

Direction

With a successful roll, you can intuitively fi nd 

North, retrace your steps easily, and guide 

your ship back to port by dead reckoning, 

even under cloudy skies. Heluso and Milonda 

have unusual geography. When this makes 

navigation easier (like when a character can 

see the sky, where every object is fi xed) the 

GM may give a +1d bonus to Direction. 

When the sky isn’t visible (and sometimes 

characters look up and see ocean) a –1d 

penalty can be assessed. But maybe not, if the 

character grew up in one of the dark lands. 

In any event, a roll with this Skill can fi ll 

in for all the usual rigmarole of consulting 

maps, fi guring movement rates, buying feed 

for horses and so forth. Good roll = quick 

trip. Failure = lost in swamp where you have 

an exciting encounter with crocodiles. 

Usual Stat: Sense

Rules for Specifi c Skills
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Dodge

This beloved Skill of avoiding damage is 

thoroughly covered in the Combat chapters, 

specifi cally on page 188. The most prominent 

mechanical difference between this and Parry 

is that you can dodge without touching the 

incoming weapon, and you can’t protect 

anyone but yourself by using it. 

Usual Stat: Coordination

Eerie

Eerie is used to sense the distortion of energy 

when a spell is being prepared. It can also 

be used to determine if a particular item is 

enchanted. (It cannot normally be used to 

scan a person or animal for enchantment 

– living creatures are too complicated.) 

Detecting spellcasting is passive: The GM 

usually asks you to roll when you’re in an area 

where you might notice someone doing it. 

Checking items requires active concentration 

– meaning that it doesn’t matter how 

powerfully magic that sword is, you’re not 

going to sense it with Eerie unless you take 

some time to really examine it. 

Most people have very poor Eerie senses. 

While they might detect a sorcerous fl ux, 

they normally have no way to determine its 

direction, intensity, or its intended use.

They can typically tell if it’s aimed at them

or not, but other than that they just know 

it’s occurring. 

This is described in greater detail in the 

Magic chapter, starting on page254.

Usual Stat: Sense

Rules for Specifi c Skills

Empathy

Empathy is the Skill of understanding people 

– not, perhaps, in the sense of understanding 

every word they speak but at the subtler 

emotional level of gauging their posture,  

expressions and the infl ections of their words.

When someone is attempting to sway your 

opinions with Fascinate or Inspire, a simple 

Empathy roll is usually enough to let you 

intuit their intentions. This does not mean the 

attempt doesn’t work. After all, when you try 

to persuade someone, don’t you do your best 

to make the pitch sweet? In any event, nothing 

a GMC rolls can make your character change 

his mind. All that Inspire and Fascinate can 

do is make him want to believe.

A far more common use for Empathy is 

“dishonesty detector.” When you suspect 

someone is lying to you, roll Empathy. Your 

GM then rolls some dice in secret – either the 

other character’s Lie roll or his Fascinate or 

Intimidate or whatever else seems reasonable 

for telling the truth. If the character is lying, 

his Lie dice become Gobble Dice and go 

at whichever set you pick (if you get one). 

If more than one person is squinting and 

trying to fi gure if the slick talker is for real, 

the Lie roll only has to destroy the Highest 

and the Widest roll by reducing them to a 

single point of Width. (This is described at 

greater length under Lie). If you get no sets 

or your sets are destroyed, the GM tells you 

something like “He seems to be telling the 

truth.” If your sets remain and he’s honest, 

the GM tells you the same thing. If your 

sets remain and he’s lying, the GM says, “He 

seems to be hiding something” or a similar 

line. When a character scans honest, the 

GM should never, of course, tell you if she’s 

ruining your Empathy sets or whether there 

was nothing to ruin them.

Usual Stat: Sense

Taking Time and 
Doing It Right

When you’re trying to 

bullseye someone with a 

crossbow bolt, you add +1d 

to your pool for every round 

you spend aiming, up to a 

maximum of +2d. This same 

idea can apply to almost any 

Skill. If you take twice as long 

to investigate the crime scene 

before rolling, you can give a 

+1d bonus to your Scrutinize 

pool. If you have all the time 

you want to get secreted 

away you can add two dice to 

your Stealth pool. There are 

clearly some circumstances 

where this doesn’t work, 

but by and large taking 

your time and approaching 

a situation calmly makes 

success far more likely. 

As with the crossbow, no 

more than two dice should 

be added to a pool. 
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Endurance

If you’re trying to do something hard for a 

very long time, roll Body+Endurance. If you 

succeed, you can keep going unimpaired. If 

you fail, you take a penalty. Endurance can 

also be rolled in a contest against torture. 

Your Endurance successes become Gobble 

Dice that overwhelm the successes your 

torturer got in his Knowledge+Healing (or, 

as likely, Expert Torturer) roll. This is not a 

time-sensitive use of Gobble Dice, so if you 

get 2x7 and he got 4x5, you can apply those 

gobblers to cut him down to a 2x5 and at 

least lessen the impact. 

Usual Stat: Body

Fascinate

This personal-interaction Skill doesn’t need 

a lot of rules for its use. Roll a success and 

your listener is more inclined to like you or be 

interested in what you’re saying or agree with 

your argument. Use common sense, of course: 

Fascinate can’t overcome circumstances like 

“She saw you kill her mom” but less traumatic 

problems (like, you belong to one political 

group and he belongs to its rival) may just 

require you to beat a Diffi culty. 

Usual Stat: Charm

Fight

Fight makes attacks, as described throughout 

most of the Combat chapters. It’s a versatile 

Skill that can be used to wrestle, punch, or use 

any hand-to-hand weapon, as long as its use is 

unsubtle and obvious. Anything that requires 

fi nesse, special training or an explanation 

can’t be used with Fight. It’s the crude Skill of 

hard clobbering, so weapons like whips, bows 

and lassos are beyond its purview. 

Usual Stat: Body

Graces

Any successful Graces roll keeps you from 

making a fool of yourself. Therefore any 

failure means you committed some kind of 

faux pas. Even if you’ve never met someone 

before and have no clue about their culture, 

Graces makes you suffi ciently sensitive to 

nuances of posture and expression that you’re 

able to abort rude actions before completion 

– or perform them in a way that it’s clear you 

intend no offense.

There is a subtler use of Graces. People who 

have a well-practiced set of calming and 

mediating behaviors can fall back on those 

in times of stress. Because they’ve rehearsed 

how to make personal conversations go 

easier, they can use their élan to mask more 

devious activities. If you talk to someone and 

deliberately make a successful Charm+Graces 

roll to incline him to trust, like and believe 

you, his next Sense+Empathy roll against 

you is at a –1d penalty. He cannot use 

Sense+Empathy to detect this manipulation 

because the only thing he’d detect is you 

acting the way everyone really ought to. 

Usual Stat: Charm

Rules for Specifi c Skills

B efore each battle, Jihui the battle 

maiden drew her sword and 

threw aside her scabbard. “Things after 

the battle,” she said “Living or dying, 

triumph or defeat - these things are 

distractions so I put them out of my mind.” 

Yet when she dueled Nang Ningwen to 

decide the fate of the Basalt Fortress, she 

was easily defeated. When asked about it, 

Ningwen said “She paid too much attention 

to ignoring things.”
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Haggle

Use this to get a better price – lower if you’re 

buying, higher if you’re selling. You can 

browbeat, wheedle to, cajole, confuse, mislead 

or simply wear down merchants or clients 

with this Skill. A simple roll with it can 

determine the relative value of an object if 

your character has any excuse for being able 

to appraise it. (Someone who owned jewelry 

at some point can evaluate gems, but a beggar 

who spent her whole life in the gutter has no 

way to know how much a rare perfume or 

exotic poison is worth.)

You can also use Haggle when you want to 

buy something with a Cost equal to your 

Wealth rating. Normally, if you bought it 

your Wealth would drop by 1. You can choose 

instead to bargain for it and make a contested 

roll against the seller. If you get the Higher 

set, you get the object and keep your Wealth 

rating stable. If the seller rolls Higher, you 

can’t get the object at all. Alternately, if the 

object or the merchant or your Wealth rating 

don’t matter much in the larger scheme of 

things, your GM may give you the bargain 

with just a simple success. 

Usual Stat: Charm

Healing

When you want to help someone recover from 

an injury, you roll Knowledge+Healing. There 

are a couple ways to apply this, however.

Once per day, you can fuss with the bandages 

and splints on your friends (or yourself) and, 

with a successful roll, remove a number of 

Shock points equal to the Width of the roll. 

For the more seriously harmed, you can roll 

to help them after they’ve spent a full day 

resting and recuperating. If this roll succeeds, 

you can change one point of Killing damage 

into Shock. The healer decides the location 

for the changed point.

Successful Healing rolls can alleviate the 

effects of some poisons or illnesses – possibly 

even removing them altogether. This is 

discussed at length in Chapter Eight, but 

the rule of “what’s good for the story” can 

alter how easy (or possible) such aid is. If 

the GM has told you that only the oil of the 

rare Gilded Mandrake can save you, and it 

grows only on battlefi elds defended by unruly 

ghosts… well, you can be pretty sure she’s 

not going to let you off with just a Healing 

roll. On the other hand, if the sickness or 

poison is a drag and not producing any 

particular intrigue for the party, a simple 

Healing success may well cure it.

Of course, the greatest kindnesses become 

the vilest vices when perverted, and healing 

arts are no exception. If applied to torture, 

the Healing Skill can be used to extract 

information, though this is always done at a 

–1d penalty. (If you want to lose the penalty, 

take Expert: Torturer.) This is a contested roll 

against Body+Endurance, with the victim’s 

Endurance successes becoming Gobble Dice. 

Before rolling, the torturer says what body 

part he’s working on. For every point of 

Width the torturer rolls, the victim takes a 

point of Shock to that location. Furthermore, 

every time the interrogator gets a set past 

the defense of Endurance, any Lie rolls the 

victim makes take a –1d penalty until he 

recovers from all damage. (These penalties 

are cumulative.) If the torturer rolls no 

successes, he does Killing damage equal to 

his pool to the affected area. This means it is 

quite possible for an experienced physician 

to have a bad day and kill the person he’s 

supposed to be interviewing. Needless to say, 

commanders who countenance duress are 

unlikely to accept “Ooops, the needle slipped” 

as an excuse.

Usual Stat: Knowledge

Rules for Specifi c Skills
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Hearing

Hearing helps you notice things. The usual 

static contest rolls (see page 14.) are used 

for hearing things like the an incriminating 

conversation on the other side of a door or 

the twang of a tripline releasing a trap.

If someone is hiding from you, you roll your 

Sense+Hearing pool, and the hidden spy 

uses his Coordination+Stealth successes as 

Gobble Dice against your successful sets. 

If multiple people are searching, the hider 

only has to beat the Widest and Highest set. 

(This is described, with examples, under 

“Stealth,” below.) Environmental factors that 

make hidden people hard to hear (the sound 

of wind, or waves on the shore) are usually 

modeled with dice penalties. If you’re inside 

a metal structure during a violent hailstorm, 

your GM may not let you make Hearing rolls. 

Usual Stat: Sense

Inspire

For general purpose rabble-rousing, a 

successful roll produces some sort of 

emotional response, with greater Height 

indicating increased passion. If your game 

doesn’t need any more detail than that, there 

it is.

A far more concrete use of Inspire is to raise 

the Threat level of allied troops. If you can 

give a grand speech before a fi ght, any success 

is suffi cient to give them the Morale bonus to 

their Threat (described on page 191 of the 

Combat chapters) – but only if they don’t 

already have it. 

If you don’t get a chance to fi re them up 

before the battle, you can still give your 

mooks the Morale bonus during the fi ght. 

If your character spends a round yelling 

encouragement and direction, your soldiers 

gain the Morale effect for all of that round, 

starting with the Declare phase, and you 

don’t need to roll. If you want to direct them 

while doing something else (dodging or 

attacking, say) you need to make a multiple 

action between Inspire and whatever else 

you want to accomplish. This is described in 

detail, with examples, on page 198. 

Usual Stat: Command

Intimidate

Use of this outside of combat can produce 

various effects, but they’re up to the GM to 

adjudicate, based on the toughness of the 

person being glared at and the ramifi cations 

of the actions the intimidator is requesting. 

Attempting to browbeat a defenseless peasant 

into telling you which way the harmless-

looking old man went is pretty simple. 

Scowling at the hardened guard at a fortress 

who knows his liege will kill him if he lets 

the wrong people in – that’s got to be against 

some Diffi culty. Its uses in combat are 

discussed in Chapter Six. 

Usual Stat: Command

Jest

If you just state “My character laughs and 

jokes with the servants” but don’t come up 

with any particular ha-ha examples, you can 

roll Jest. Any success elicits some laughs, 

ranging from mild chuckles (for x1 sets) to 

thigh-slapping guffaws (for a x10 result). If 

you get no sets, your reward is fl op sweat. 

If you actually come up with a funny joke 

and tell it, you succeed without rolling. If 

you think it’s funny and the GM doesn’t, roll 

without penalty to see if the audience agrees 

with you, or her. 

(On page 35. in the Character Generation 

chapter, there are optional rules for using Jest 

to get free straight lines.)

Usual Stat: Charm

Rules for Specifi c Skills
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Language

Language rolls work differently because 

they’re cooperative between the speaker 

and the listener. It doesn’t matter how sharp 

one’s comprehension is, or how eloquent 

the other, if there’s no common vocabulary 

at all. Therefore, if two characters don’t 

share a Language, neither can make Inspire 

or Fascinate rolls (the other Charm and 

Command Skills can be made through gesture 

and facial expression, though Diffi culties may 

be assessed). Furthermore, characters without 

a language in common can only exchange the 

simplest pieces of information.

If characters do share a language, the pool is 

formed of each character’s Skill (instead of 

one character’s Knowledge+Language). If 

either character has an MD in his pool (that 

is, she’s a native speaker) you don’t need 

to roll and can proceed to seduce, mislead, 

mesmerize and encourage at will. If there’s no 

MD available, roll. With a success, they can 

communicate simple ideas and try to outwit 

or bamboozle each other in some fashion.

Example: Tud’s native language is Truil but he has 

Language: Imperial 1. He encounters Kipo, 

who has an MD in Futai but only 3d in his 

Language: Imperial Skill. Any time they 

want to have a conversation they roll Tud’s 

Skill+Kipo’s Skill, or 4d.

Penalties are assessed to these combined rolls. 

Drop a die from the combined pool if (1) the 

subject is particularly complicated, baroque 

or specialized (such as a conversation about 

detailed military strategy or magical theory) 

or (2) one of the characters is trying to read 

something the other wrote. (Heluso and 

Milonda both have very primitive writing 

systems, as explained on page 290., so even a 

smart reader can have trouble with something a 

smart writer wrote.) If it’s a written document 

about something complicated or highly 

involved, it’s a –2d penalty. 

Example: Tud has a single MD in Truil and he’s trying to 

read a complicated religious text. It’s written in 

Truil runes, and the writer’s Language: Truil Skill 

was an impressive 4+MD. However, since it’s 

both complex and written, both the reader’s MD 

and the writer’s get removed. Rolling 4d, Tud has 

a fi fty/fi fty chance of grasping its concepts.

Keep in mind that taking extra time can add 

dice or offset penalties.  If you take twice as 

long as normal, you can add a die or avoid 

losing one from your pool.  If you take three 

times as long, you can add two dice or protect 

two from penalties.  Of course, you may not 

always have time to laboriously pantomime 

your meaning.

At the GM’s discretion, Diffi culties might 

come into play if the Language roll that 

establishes the dialogue has low Height. This is 

especially appropriate for Fascinate or Inspire 

rolls. On the other hand, if it’s going to be a 

pain, don’t bother. 

Usual Stat: Knowledge

Rules for Specifi c Skills
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Lie

Lying is a contested action between the liar’s 

Lie Skill and the listener’s Empathy Skill. 

The roll off doesn’t happen if the listener 

isn’t suspicious (or simply doesn’t care, for 

that matter). Depending on the nature of 

the falsehood, of course, other Skills can 

be used to detect it: Knowledge+Lore if 

someone’s gassing about a historical event, 

or Knowledge+Graces if they’re fraudulently 

claiming to have spent a summer at the 

palace. You can suggest variant truth detection 

Skills, but the GM has the fi nal say.

The liar rolls and turns his results into Gobble 

Dice, which he uses to offset the Highest 

and/or Widest sets generated by his listeners. 

It’s just like Stealth (see page 84-85.). If you’re 

lying to multiple people, you just have to 

wreck the Widest set and the Highest, and 

you take no penalties for ‘multiple actions’ 

when trying to fool more than one listener. 

Liars do have to take a multiple action penalty 

when two different lies collide – for example, 

when a liar gave a false name to his new wife 

and his old wife shows up asking who the 

other woman is. (Of course, the bigamist may 

actually pull it off if the women don’t have a 

language in common.) 

Keep in mind that telling a lie is not time 

sensitive. If your Gobble Dice are 2x10 and 

your patsy rolled a 3x3, you can apply two of 

your tens to two of his threes, wreck his set 

and leave him none the wiser.

Furthermore, just because someone got Lie 

successes doesn’t mean you have to decide 

your character trusts her. As always, the 

opinions of the character are up to the player. 

Usual Stat: Charm

Lore

Lore is a very versatile Skill that can serve 

as a catch all. For this reason, it often has 

a Diffi culty or penalty, depending on how 

obscure the question is. For example, 

knowing the proper etiquette for a given 

circumstance in a foreign land usually falls 

under Graces, and any successful Graces 

roll could yield the right answer. But if 

you don’t have the Graces Skill, you might 

want to fi gure it out with Lore. When using 

Lore for something that’s offbeat, or which 

would usually be covered by another Skill, a 

Diffi culty is in order. It can be as low as 2 (for 

something fairly well known, like the title of 

a foreign land’s ruler) to as high as 10 (for 

something incredibly arcane and obscure 

– like the name of the mother of the founder 

of an ancient city that has long since been 

destroyed, with even its location a mystery). 

Usual Stat: Knowledge

Parry

Parry maneuvers are covered in much detail 

in the Combat chapters, but they generally 

produce Gobble Dice (see page 15.). They 

differ from Dodge maneuvers in that you 

can use Parry to protect someone other than 

yourself, but you usually need a hard object 

with which to block 

Usual Stat: Body

Perform ______

Often, this can be used without a roll. If 

someone has the Skill, assume they can play 

a pretty tune or remember their lines in a 

play, unless it’s desirable to produce tension 

(or comedy) by introducing the possibility of 

embarrassing failure or spectacular success. In 

that case, roll. A failure means the performer 

humiliates himself. A low success means he 

performs ably. A high one means he plays 

well. 

Usual Stat: Coordination or Command 

Rules for Specifi c Skills
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Plead

If you roll a success while pleading, the 

person to whom you plead feels really, 

really bad if they don’t do what you want. 

Depending on their Passions and general 

character they may well do it anyhow, but a 

good Plead roll may lead them to do it in a 

half-hearted fashion – it might even distract 

them enough to produce a Diffi culty or die 

pool penalty, at the GM’s discretion. (This 

usually won’t work on PCs unless the plea 

really plays to one of their Passions, however. 

If you say “My character doesn’t give a damn 

that he’s about to kill her brother,” then the 

GM ought to respect that.) 

Usual Stat: Charm 

Ride

Roll this as a dynamic contest to beat the 

other riders in a race, to charge down on your 

opponent in a battle, or as a static contest to 

guide your horse through the forest. 

Usual Stat: Coordination

Run

In a fi ght, or in other time-sensitive 

circumstances, you can move 15 feet every 

round automatically. If you want to move 

farther than that, roll Body+Run. A success 

lets you move farther – fi ve feet for every 

point of Width. (See “Move” on in the boxed 

text on page 189. of the Combat chapters.) 

You may also use the Run Skill outside a 

fi ght when it’s important to move faster than 

someone else – a chase scene or a foot race, 

for example. In that case, simply do it as a 

dynamic contest (described on page 14.) or 

a series of dynamic contests for longer or 

more dramatic pursuits. For very lengthy 

runs, Body+Endurance rolls can be used as 

well. The easiest way to do that is to give a 

–1d penalty to Run rolls for people who’ve 

failed their Endurance tests, while those who 

succeed have no such penalties. 

Usual Stat: Body

Rules for Specifi c Skills

T he crowning of Empress Radiance 

III was the only time that King Kuch 

of Uldholm and Queen Pje of Opetka met. 

The Empress brought them together at 

one of the feasts and offered each a cup 

adorned with moonstones and emeralds.

“ Your majesty,” the Empress said to King 

Kuch, “Your lands are threatened from 

the north, a famine has swept through 

the eastern quarter and you have no heir 

to your throne. Yet your people adore 

you.” She then turned to the Queen and 

said, “Your land is prosperous, peaceful 

and admired from without, yet within 

your borders there is much discontent 

and grumbling because you rule and not 

your uncle or his son.” She raised her own 

goblet to both of them and said, “I would 

very much like to know how you govern.”
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If you’re trying to fi nd something hidden, 

you roll Scrutinize and the character who hid 

it rolls Stealth. His successes become Gobble 

Dice, applied to the set you picked. (If you 

want to really search hard in a short period, 

do a multiple action.) If more than one 

investigator is on the case, the Stealth roll only 

has to defeat the Highest and Widest sets. 

Naturally, circumstances often levy 

Diffi culties. Trying to fi nd a trail in the dark, 

or fi nd the one scroll you need when the 

library is on fi re can deter even the most 

perceptive seeker. 

Usual Stat: Sense

Sight

The Sight Skill is used to notice things. If 

you’re trying to determine if the ship that’s 

coming over the horizon is fl ying the Upunzi 

fl ag, use the standard rules for static contests, 

as described on page 14. Diffi culties may 

apply, as usual.

If someone is hiding from you, you roll 

your Sense+Sight poll, and the hidden spy 

uses his Coordination+Stealth successes as 

Gobble Dice against your successful sets. 

If multiple people are searching, the hider 

only has to beat the Widest and Highest set. 

(This is described, with examples, under 

“Stealth,” below.) Environmental factors that 

make hidden people hard to spot are usually 

modeled with dice penalties. 

Usual Stat: Sense

Stealth

When you roll Stealth, you produce Gobble 

Dice (described on page 15.) which you use 

to counteract the Sight, Hearing, Scrutinize 

or other detection rolls of the person you’re 

trying to outfox. Essentially, it works like 

Dodge or Parry, only instead of avoiding an 

attack, you’re avoiding notice. 

Rules for Specifi c Skills

T he Queen said, “I rise at first light 

and strive until midnight, doing a 

thousand things, and in this fashion I let no 

small problem grow into a large one.”

The King said, “I get up when there is 

good light to paint by, paint for an hour 

or so after breakfast, speak with my few 

counselors, then hunt or listen to music or 

play at strategy with my brother. After that 

I typically take a warm bath for an hour 

before dinner. All this time I think only of the 

large things. I take care to solve no problem 

until it is critical, but then solve it quickly. 

Otherwise, I find it won’t stay solved.”

The Queen stared at the King. The King smiled 

at the Queen. “Ah, how I wish your countries 

could go to war!” exclaimed the Empress.

Scrutinize

This is the Skill of closely analyzing your 

surroundings in order to reconstruct events 

that took place in the past. In short, it makes 

you a detective or a tracker. Even someone 

with poor sight and hearing can be good at 

reading the signs of passage, because it’s more 

a matter of analyzing patterns than having 

exceptional eyes or ears.

To detect something simple where there was 

no attempt to disguise it, take a few minutes 

to look at the scene and roll any Scrutinize 

success. This is how you roll pursuit of 

mounted fugitives, for example.
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When you’re trying to hide from a group, you 

don’t have to gobble up every set that every 

person in that group rolls. Instead, you only 

have to beat (at most) two sets: The Highest 

and the Widest. If all the sets are of equal 

Width, you only have to beat the Highest. 

If there are a variety of Widths and Heights 

(say, your searchers roll 2x3, 2x10, 3x4, 4x5 

and 4x7) you only need to beat the single 

Highest set and the Highest of the Widest sets 

– in the above example, the 2x10 and the 4x7.

If your Gobble Dice are suffi cient to reduce 

both the Highest and Widest set to only a 

single die, you’ve remained hidden. You only 

get to use the one set you picked (unless you 

tried a multiple action to generate more sets), 

but using these dice isn’t time sensitive. Thus, 

if you get a 2x8 result and the pursuer gets a 

3x8, you can ruin that set by reducing it to 1x8. 

Example: Luovis is fl eeing across a sunlit fi eld, fi nds a 

scant hiding place and rolls his 7+MD Stealth 

pool. He rolls 1,1,3,4,6,6,6,8. With a 2x1 and 

a 3x6, he decides to make his MD a 6 as well. 

He now has four Gobble Dice at the value 6. 

There are six Xingh clan soldiers following 

him, and because they’re Threat 4 elite guards, 

the GM decides to roll 4d for each of them. 

She rolls as follows.

Xingh 1: 2x3

Xingh 2: no match

Xingh 3: 3x6

Xingh 4: no match

Xingh 5: 2x7

Xingh 6: 2x3

Luovis only has to beat the 3x6 (because it’s 

Widest) and the 2x7 (because it’s Tallest). 

Unfortunately for him, he can only handle the 

3x6 set. He has enough dice, but they’re not 

tall enough to manage the 2x7. Now he has 

to either fi ght, run or surrender.

The best friends a spy can have are cover 

and distraction. If there are impediments to 

sight (such as clutter or darkness or glare) 

and hearing (such as rain on the roof or 

Rules for Specifi c Skills

nearby speech or music in the distance) the 

GM should give –1 or –2d penalties to the 

searchers. Unless, of course, she has a good 

reason not to.

Example: Having seduced the jailer’s naïve daughter, 

Luovis is on the run from the same elite 

guards, only this time there’s eight of them 

and they’ve been ordered to kill him instead of 

just dragging him back in chains. But this time 

he’s fl eeing by night along a thickly forested 

riverbed, so each guard only rolls 2d. Now 

his 7+MD pool yields him 1, 2, 2x4, 2x6, 10. 

He decides to make his MD a 10 and chooses 

his 2x10 set against his enemies, who get the 

following results. 

Xingh 1: no match

Xingh 2: 2x1

Xingh 3: no match

Xingh 4: no match

Xingh 5: 2x8

Xingh 6: no match

Xingh 7: no match

Xingh 8: 2x6

2x8 is the Widest and Highest, and he can 

easily surpass it. Now, Luovis could just as 

easily have chosen to make his MD another 

6, giving him three Gobble Dice at six which 

wouldn’t have helped him against that 2x8 

but might have defended him against a Wider 

set. Of such decisions are the game made…

If neither hunter nor quarry rolls a set, the 

runner remains undetected. 

Stealth also applies when you hide an object 

or disguise yourself. As with all Stealth 

attempts, you don’t need to roll your pool 

until someone is trying to see through your 

costume or fi nd that box of blood-sticky 

goldmarks you buried. This means that you 

might be required to roll Stealth months or 

even years after hiding an item. In cases like 

that, the GM typically rolls your old Stealth 

pool without telling you, since your character 

has no way of knowing someone’s digging up 

his old stomping grounds.

Usual Stat: Coordination
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-His Tactics levels if you see soldiers carry out 

a plan he executed. 

You can also identify any Martial Technique 

you see someone use – if you make a Tactics 

roll whose Diffi culty is the effect’s point cost. 

That is, to recognize Spinning Steel, which 

costs 1XP to learn, any set would suffi ce. 

To recognize the use of Ghost Draw (which 

costs 5XP) you’d need to beat Diffi culty 5. 

Recognizing a technique gives you at least a 

vague idea what it does. 

Usual Stat: Knowledge

Vigor

This is what you use to recover from fi ghts. 

Once per day, after a good night’s rest, you 

can make a Body+Vigor roll. If it succeeds, 

you recover a number of Shock points equal 

to the Width of the roll, or you can convert 

one point of Killing damage into Shock. You 

may make more Vigor rolls if you’re exposed 

to illnesses or poisons: A simple success 

shakes off minor stuff, while serious diseases 

or toxins have Diffi culties. If you’ve taken 

damage to a Stat (from poison or magic or 

exposure or whatever else your GM cooks 

up) any success on your once-a-day Vigor roll 

can restore a lost Stat point instead of healing 

Shock damage. 

Usual Stat: Body

Weapon Skill _____

Almost exclusively used to make attack 

actions. A vast menu of attack choices is 

available in the Combat chapters, but the 

basic description of making an attack with a 

weapon Skill starts on page 188. 

Usual Stat: Coordination

Rules for Specifi c Skills

Strategy

The most obvious use of Strategy is this: 

When your Company gets into a military 

engagement with another Company, each 

side’s commander rolls Strategy. The higher 

roll gets a temporary +1 Might bonus. 

Usual Stat: Knowledge

Student of ______

This Skill is very much like Lore, except that 

since you defi ne it, it’s narrower. As a result, 

your GM is far less likely to assess a Diffi culty 

when you use this Skill to see if your 

character can recall a relevant datum. Even if 

the GM does give you a Diffi culty, it’s likely 

to be lower than the Diffi culty for a Lore roll 

(if the GM permitted a Lore roll to know 

information that specialized at all). 

Usual Stat: Knowledge

Tactics

With a successful Tactics roll, you can get a 

yes or no answer to a question like “Given 

what we know of the defenses, is a frontal 

attack a good idea?” There’s rarely a Diffi culty 

for Tactics. But remember that phrase 

“given what we know.” You can’t use Tactics 

to evaluate something’s importance when 

you’re unaware of it. So your expertise may 

tell you that a pincers movement is a great 

idea – because you don’t know an ambush is 

lurking in the region through which you plan 

to send your left wing. 

With a successful Tactics roll, you can 

determine, simply by observation, one of the 

following facts about an individual.

-His Body or Coordination Stats if you see 

him fi ght.

-His Skill level at any combat Skill you see 

him use (Fight, Weapon, Dodge, Parry, 

Throw and so forth.) 
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O
nce you’re done with 

character generation, you 

actually start playing. 

Your PC may encounter 

marvels and tragedies, wonders profane and 

exhilarating. Triumphs and setbacks are 

certain: Stasis is impossible. For better or 

worse, your PC is going to change.

Your GM is likely to attend to the “worse” 

aspect of those inevitable alterations, so here 

are the rules for improvement: At the end 

of every game session, you get experience 

points, abbreviated as XP. XP are the currency 

of your character’s power: You can earn them 

in a variety of ways, and you can spend them 

to make your character better. 

Earning XP

XP are, in a sense, your bribe for playing the 

game well (or just playing at all). Accordingly, 

your GM may opt to give you an XP for just 

about anything that enriches the game or 

makes it more fun. But the default sources of 

XP are the following.

Attendence: Just for showing up for a game 

session, you get 1XP.

Thespianism: If you play your character so 

engagingly, so winningly, so convincingly 

that your GM or fellow players are tempted 

to burst into spontaneous applause, you get 

another XP. (A hint: The line “And the worst 

part is… I�never�learned�to�read!” usually only 

works once. If that.) 

Out of Character Enhancement: Maybe 

you’re too shy to emote up a storm like Meryl 

Streep and Jack Nicholson having a scene-

chewing contest. That’s fi ne. You can add to 

the ambiance other ways. If you’re artistically 

inclined, draw dramatic (or humorous) 

images of the characters or events. If you like 

to write, keep an in-character journal or an 

out-of-character chronicle. Or maybe you 

just bring a pizza and a six-pack every week. 

Anything along these lines enhances the fun 

and is, therefore, deserving of an XP award.

Problems: As described under “Problems” 

on page 146., you can get an extra XP for any 

session in which one of your self-infl icted 

troubles comes back to bite you.

Dramatic Plot Alteration: Any session 

in which a really dramatic, climactic (or 

abysmal) plot event occurs is worth an XP, 

if�it�was�the�PCs�who�spurred�this�event. This 

could kick in when you fi nally overcome 

a hated foe, or when you conclude some 

lengthy plot episode. Alternately, you could 

get it for dropping the hammer on your own 

feet. In any event, this is not an award you 

can expect every session, but it is one that 

should go to every player who was present.

With these factors in play, you can expect 

to earn between 1-5 XP per session, and it’s 

more likely to hang around the middle of 

that range.

Spending XP

As the poet once said, “Getting and spending, 

we lay waste our natural powers.” Now it’s 

time for the delightful spending phase of that 

equation.

Improving Skills: You can permanently raise 

a Skill by spending XP equal to its new level. 

That is, if I’m raising my Direction Skill from 

3 to 4, it costs me 4XP. 

(You can’t skip levels doing this – to raise a 

Skill from 1 to 4, you have to fi rst raise it to 2, 

then 3, then 4, spending a total of 9XP. Just so 

you’re clear.)

Promoting a Skill die to an Expert Die costs 

1XP. Promoting an Expert Die to Master 

costs 5XP.

By spending XP, you can raise a Skill to 6, but 

no higher. If this gives you a pool bigger than 

10, you don’t roll more than 10 dice. Instead, 

you use the overfl ow to offset penalties. 

Character Development
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Example: With 6 Body and 6 Fight, Ublon the Overslayer 

has a 12d Fight pool. When fi ghting, he only 

rolls 10d. But if he takes an action that would 

usually give him a –1d or -2d penalty, he can 

take it without dropping a die from his pool. 

For example, Ublon can take two extra attacks 

(which usually infl icts a -2d penalty) and still 

roll 10d because his actual pool is 12.

Improving Stats: You can permanently raise 

a Stat by paying 10XP. Every 10XP you spend 

raises the Stat one level. Again, you can raise 

your Stats to 6 using XP, with the implications 

for pools above ten described above.

Buying Advantages: You can buy Advantages 

by paying their price in XP… if they’re 

available. It’s up to the GM to decide if the 

plot has made it possible for you to gain a 

given Advantage by buying it. For instance, 

your PC is unlikely to become heart-

wrenchingly gorgeous overnight just because 

you decided to spend points on the Beauty 

Advantage. (Or he might, if you describe 

the total makeover or explain how recent 

events have conspired to make him far more 

attractive.) However, if you got along well 

with a GMC and want to spend XP to make 

him a Patron, that’s perfectly reasonable.

It’s the same with Martial Techniques and 

Esoteric Disciplines. Their XP cost is the 

same as their cost at character generation, 

but in play you�cannot�learn�them�without�

being�taught. (If you take them at character 

generation, however, you can teach them to 

the other PCs.) 

The fl ip side of this limited availability is 

that the GM may (at her discretion) give 

you Advantages for free. If you organize 

the orderly retreat from an earthquake-

devastated town, you could well wind up 

with some followers from the deal. Or if you 

engineer a brilliant heist, your Wealth can go 

up. So that’s to the good.

Optional Rule: Carousing for XP

Ever notice how a lot of fantasy stories end with the hero nabbing 

some huge cache of jewels, only to be fl at broke – again – at the start 

of his next adventure? They have these tremendous skills and seem 

able to accomplish any feat… except basic money management.

The reason for this is that a rapidly increasing spiral of money doesn’t always 

make for great stories – especially episodic short stories that may not be read 

in the order the author intends. Therefore, the characters “lose” their money 

– by gambling, being robbed (while passed out, of course), getting tricked in 

confi dence schemes, investing their money in cockamamie get-rich(er)-quick 

schemes, wasting it in foolish generosity while drunk or enamored, and so forth.

RPG players tend to be a lot more cautious with their imaginary funds than 

the heroes in the source fi ction. (To be fair, those fun-loving murderous 

vagabonds rarely wind up with a castle and army at their disposal.) But to 

tempt you away from amassing the kind of Wealth that turns into Treasure 

and improves your Company, here’s a reward for squandering money. 

By lowering your Wealth by one point, you can get 1XP in return.

Now, you can only do this when it’s plausible – not in the middle of a siege, 

not between sessions when a cliffhanger is unresolved. But if you can fi nd a 

reasonable excuse for losing money, you can turn that lost money into XP. 

When you spend these XP, try to fi nd a connection between the Skill you buy 

and the money you waste. A straightforward example might be someone 

who drops his Wealth by 2 to get 2XP so he can buy up his Sword Skill. What 

happened? Well, perhaps he spent the money getting expert instruction. Or 

maybe he got robbed and had to fi ght his way free. If he lost it gambling, 

he could increase Sight (to spot marked cards more adroitly in the future) 

or Stealth (as his card-sharping skills improve by observing his betters). 

Character Development
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You can’t gain the Wealth Advantage by 

spending XP, unless your GM decides to 

allow it in some special circumstance.  You 

can only gain the Possession and Animal 

Companion Advantages by paying XP 

appropriate to the magnifi cence or power 

of something you’ve already obtained: 

If you get a magic sword, it’s easy come 

and easy go unless you spend the XP 

to make it part of your character as an 

Advantage — which may not be necessary 

at all if you keep a close eye on it.

Junking 

You may generate a character who has Skills 

you never use. Skills that aren’t meaningful 

in your campaign. Skills you don’t like, Skills 

that come to mock you from the character 

sheet like leering imps of wasted potential. 

Should you be stuck with Direction 5 just 

because you got distracted during character 

generation? Maybe in other games, but not 

this one.

If you suffer from creator’s remorse, you can 

junk Skills. But there’s a catch: You can only 

junk a Skill that is genuinely�useless. 

If you decide you want to ditch a Skill, tell 

your GM and put a mark next to the Skill. 

Any session where you don’t roll that Skill at 

all, add another mark. But any time you do 

roll that Skill, erase all the marks next to it. 

Once a Skill has two marks, meaning you 

decided you didn’t like it and went a session 

without using it, you have the option to 

decrease that Skill and get 1XP for every level 

you drop. If you want a drastic plunge in Skill 

– like converting your entire Graces 5 at one 

swoop – you need an explanation for why a 

character who was previously so suave is now 

so obnoxious. Of course, if you haven’t been 

using it, presumably there’s no evidence of 

his suavity.

As a note to GMs: There’s no particular point 

in engineering situations where you force 

someone to roll a Skill they want to junk. 

Maybe if you know that Skill will become 

much more interesting and useful down 

the line, but other than that it’s probably best 

to just go along. This isn’t to say you 

shouldn’t call for rolls that emerge naturally 

from the narrative, but if your player has 

come to despise a Skill enough to mark it 

for destruction, it probably hasn’t gotten 

much use.

There’s no limit to the number of Skills you 

can slate for junking, but watching more than 

two is probably more trouble than it’s worth.

Character Development

P eople see a fight, or hear of one, 

and they draw their conclusions. 

I have never seen those conclusions be 

anything but wrong. Wrong about what 

it’s like to kill, wrong about what it 

means, wrong about how to do it. Some 

people study or train in an army or 

pursue ‘hidden doctrines’ and there learn 

an entirely different set of errors. But 

those carefully tutored mistakes are much 

easier to forget than the native ones, and 

in this lies the virtue of study. If you can 

manage to forget everything you know 

about fighting, you might get good at it.

 -Laughing Midnight, quoted 

while inebriated
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S
kill determine how well you do 

most normal actions – climb a 

wall, make pleasing small talk, 

berate an underling, or 

                         dodge a crushing blow to the 

cranium. There are some actions, however, 

that most people cannot make because 

they don’t know how. These actions, while 

tied to a particular Skill, are unusual and 

esoteric: Most people can stumble through a 

speech, but a trained orator knows the tricks 

of breath, elocution, delivery and posture 

that make the same words more resonant. 

The people who can do the extraordinary 

with ordinary skills are those with access to 

esoteric disciplines. Because they have studied 

and trained, they can perform unusual feats.

Keep in mind that there’s a difference 

between being able to perform an action and 

being able to do it well. An obscure fi eld of 

study can show you how to run with good 

posture and proper breathing, but it’s no 

guarantee if your die pool is low. 

That said, many techniques simply give 

bonuses to Skill pools in narrowly defi ned 

circumstances. If those bonuses raise the pool 

above 10d, only ten dice are rolled, but the 

excess can be used to buy off penalties. It’s 

exactly like having a Skill higher than 5, as 

described on page 88.

These esoteric disciplines are written to 

the fl avor of Heluso and Milonda, but the 

mechanical effects can work just as well if you 

change “Pure Breath Techniques” into “Yoga” 

and “The Divine Regimen” into “Attended the 

Olympic Training Center.”

Unless otherwise stated, only one Esoteric 

Discipline at a time can apply to a roll.

Esoteric Disciplines

“H e doesn’t even know we’re 

pursuing him yet,” the King said. 

The Prince frowned down at the tracks, 

wondering what his father saw and he missed. 

He was supposed to be leading this chase, 

but he and his father both knew that, sharp 

though the young man’s eyes were, his father 

saw far more. 

“To horse,” he said, and the five women 

with them obeyed. They were harriers, 

elite cavalry who could, if needed, outrace 

any man who wasn’t willing to geld himself 

riding their way. The two royal men mounted 

sidesaddle, and the Prince whistled for his 

dogs. They were chasing a thief.

At this stage, they were following footsteps 

in spring mud, while the dogs kept to his 

scent. Their horses walked, the riders 

confident that the animals’ endurance would 

overmatch a single man on foot.



9� The Players’ Chapter

Pure Breath Techniques

Monks seeking enlightenment through 
spiritual purity have practiced this set of 
stretches, breathing exercises and calisthenics 
for at least a hundred years. Only in the 
last few decades have soldiers noticed the 
advantages of staying healthy and healing 
faster, but the word is spreading quickly

Pure Breath is used when you make 
Body+Vigor rolls.

Cleansing Respiration (1 Point): Once 
per day, you can make a Body+Vigor roll to 
regain Shock damage, even if you didn’t get a 
good night’s sleep.

Stretch of the Wakening Cat (2 Points): 
If you perform this series of postures in the 
morning, you heal a point of Shock damage. 
You get this regardless of whether you failed 
or succeeded at a daily Body+Vigor roll.

Blossom Exhalation (3 Points): You can 
use your Vigor Skill instead of Endurance to 
continue performing an effortful task. You 
still have to use Endurance to resist torture.

Invigorating Stance (4 Points): When 
you master this technique, you can ignore all 
Diffi culties to your Vigor rolls when dealing 
with illness or poison.

Supple Power (5 Points): Once per day, 
you can add your Vigor Skill to your Athletics 
Skill for one action. Doing so puts a point of 
Shock damage on your torso.

Example: Rewis has Body 2, Vigor 5 and Athletics 2. A 

heavy cart has tipped over on his friend, and 

a 4d Athletics pool isn’t much for this task, so 

he uses Supple Power for a burst of strength. 

Adding his Vigor 5 to that 4d pool gives him a 

hefty 9d to shift the cart.

Supple Power cannot be used in combat.

Optional Rule: Burning XP

Some games (those in “Narrativist” style) benefi t from giving players control over the plot. 

Maybe a little control, maybe a lot. If you want to raise the Narrative-ness of your game, 

you can allow players to burn XP.

Burning an XP means spending it to get some immediate in-game effect. It lets the player 

tip the odds, or even just dictate them, on events that would otherwise be perfectly random. 

If this sounds like cheating to you, Narrativism isn’t your bag and you can skip the rest of 

this sidebar. But if it sounds like common sense to give PCs an option when a lousy die roll 

could kill a character who has otherwise been ably played, read on.

By spending an XP, you can get any of the following one-time effects.

Squeak By: You can replace a failed roll with a 2x1 result. It’s the absolute bare mini-

mum, but it’s an automatic success. (Naturally, you can’t make this part of a multiple action.)

Power Through: Add 1d to a pool or offset a -1d penalty.

Shake it Off: Negate one point of damage that you just received. 

You can’t spend multiple XP to ignore loads of damage or add buckets of dice. 

Esoteric Disciplines

T he thief was a cunning one, not some 

common highway robber or marketplace 

purse filcher. He’d penetrated the very heart of 

a ducal palace, stealing an enchanted necklace, 

a pendant in the form of a ruby monkey, from 

the duchess’ bedside table. Upon his capture 

the King had remarked how lucky they were that 

the burglar had no taste for military secrets or 

documents of state.
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Leap of the Gazelle (2 Points): You 
can add a +2d bonus to your Athletics roll 
whenever you jump. 

Immobile Position (3 Points): If you have 
a chance to get positioned, you cannot be 
pushed back or knocked down unless your 
opponent beats a Diffi culty equal to your 
Body Stat. If you use Immobile Position in 
combat, it requires a full round to establish, 
and its protection ceases if you dodge or 
move from that spot. You can still parry and 
attack, however.

Athletic Perfection (4 Points): Any time 
you roll Body+Athletics, you can change the 
Height of one set to 10. If any of the previous 
techniques apply to the situation at hand, you 
may use them as well.

Example: While trying to jump a chasm, Baron Castelle 

rolls Body+Athletics while using Athletic 

Perfection. His Body+Athletics pool is 7, but 

since he’s jumping he can use Leap of the 

Gazelle to raise it to 9. Rolling superbly, he 

gets 4x3, 2x5 and 2x10. He can change his 

4x3 to a 4x10. It does not combine with his 

natural 2x10, but it’s easily suffi cient to clear 

the gap. 

Unyielding Vigor (5 Points): You may 
continue to use an arm or leg normally, even 
when it’s fi lled with Shock or Killing damage. 
(If the limb has actually been severed, you 
can’t use it, of course.) Furthermore, any 
time you roll any Body Skill, your pool cannot 
be reduced by fatigue or injury. Penalties for 
attempting maneuvers (including multiple 
actions) are assessed as usual.

Svrana Run

Horses are not native to Milonda, and 
Opetkan culture was resistant to their 
introduction – in part because they had the 
svranas, a class of citizen who worked as 
trusted couriers and messengers. Svranas 
were particularly important in large combat 
actions, where they carried orders through 
danger to troops spread wide across the 

The Divine Regimen 

It’s not literally a divine regimen, unless 
you believe some of its more wild-eyed and 
fanatical proponents. The name refers to 
a series of athletic contests held to honor 
various gods – games hosted by numerous 
countries and watched by hundreds or 
even thousands of spectators. One country 
developed a set of exercises that gave their 
athletes a decided advantage.  At least, it did 
until the other competitors stole their secrets.

The Divine Regimen is used when you roll 
Body+Athletics.

Lifting Stance (1 Point): If you have a 
chance to plant yourself well, adjust your grip 
and get at just the right balance point, you can 
add a +2d bonus to your Athletics roll when 
you’re attempting to lift a heavy object.

Esoteric Disciplines

“T he dogs have lost the scent,” the 

Prince said at a stream’s edge. 

Everyone around him would know that from 

the dogs’ attitude, of course. The five women, 

their lances now capped and stowed, had 

accompanied the royal men on many hunts-

boar, deer, fox, bear, all manner of prey fit 

to hone the hunter’s skill. 

The Prince trailed his hand in the spring. It 

was icy winter runoff from the Dindavaran 

mountains. Even a fugitive wouldn’t want to 

stay in it long. He’d wade across, even swim, 

trying to break the scent trail, but he’d know 

he couldn’t afford an illness raised by a cold 

and difficult immersion.
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battlefi eld. Though the horse has grudgingly 
been accepted in Opetka, the running skills of 
a svrana are still taught and used.

Svrana Run is used with Body+Run rolls. 

Instant Start (1 Point): Characters who 
have mastered the Instant Start get a +2d 
bonus in any contested Run roll when both 
contestants are starting immobile.

With the Wind (2 Points): Instead of 
moving the standard 15 feet in a combat 
round, the character can move 20 feet 
without a roll. 

Tireless Step (3 Points): The character gets 
a +2d bonus to any Endurance rolls related to 
running without rest.

Inexorable Tread (4 Points): The 
character takes no penalties to his Run pools 
from injury, illness or poison, until a leg is 
broken, severed or pulped.

Unsurpassed Fleetness (5 Points): When 
the character rolls to improve his movement 
rate in combat, each point of Width improves 
his speed by 10 feet, instead of fi ve. 

Proper Climbing

The methods of slowing an unexpected 
descent and reducing the injuries from impact 
started in the mountains and mesas where 
the continents of Heluso and Milonda meet. 
Eventually, sailors started learning them to 
protect themselves from falls off masts and 
out of sail-lines. They’re hardly well known, 
but you never know when a student of this 
peculiar form of acrobatics will turn up. 

These techniques are used with 
Coordination+Climb.

The Proper Fall (1 Point): Any time you 
take damage from falling, the Shock and 
Killing damage to each limb is 1 less. 

Catlike Balance (2 Points): Any time you 
are downed (see “downed,” page 187. in the 
Combat chapters) you can instantly regain 
your feet without any penalty.

Flawless Grace (3 Points): The Diffi culty 
of any Climb roll is always 1, even if you 
don’t have equipment or if conditions are bad.

Rapid Ascent (4 Points): If you make a 
successful Climb roll, you can change the 
Height of one set to 10. (This works just like 
Athletic Perfection on page 92.) 

The Perfect Way to Fall (5 Points): 
Instead of normal damage from falling, you 
take one point of Shock to each arm and 
each leg. If you happen to fall into or onto 
something perilous – broken glass, molten 
lead, a pool of acid – those factors may 
complicate the injury. But anything you could 
walk on without harm, you can fall on with 
minimal harm, from any height.

Esoteric Disciplines

H e looked across at the steep bank, 

at the calm lake downstream and the 

rapids up above. His instinct told him to go up. 

This was a cunning man, after all.

“We’ll swim across at the lake’s delta,” he said, 

bracing himself for the icy spray. At least he’d 

have the heat of his mount to warm him.

Across the river, they cast up and down the 

bank, until the dogs were once more barking 

with excitement. The horses cantered, even 

through the uneven scrub, chasing after, when 

the Prince reined them in, whistling for the 

pack. The hounds whined and kept their bodies 

pointed south, where they’d run, but their 

heads turned back and, at a beckoning gesture 

and second whistle, they grudgingly returned.
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Truil Bodywork

The Truil people’s medical tradition is 
somewhat different from that practiced by 
their neighbors. While they still bandage cuts 
and value medicinal plants, they also believe 
that the body’s own healing ability can be 
accelerated by outside manipulation. Where a 
Dindavaran would immobilize a strained joint, 
many Truils believe that twisting and fl exing it 
(if done properly) puts it in a position to heal 
straight. Similarly, bruises are directly rubbed 
to ‘get the bad blood out’ while tiredness, 
aches and blurred vision can all be cured 
by vigorous (and often agonizing) massage, 
pinching, poking, slapping and pressing of 
seemingly-unrelated points on the body.

Some Truils argue, quite seriously, that 
bodywork functions by compressing a 
month’s suffering into ten or fi fteen minutes. 
The bodyworkers themselves just roll their 
eyes at this jibe. 

Bodywork applies to Knowledge+Healing 
rolls. A character who knows bodywork 
cannot use it on herself, only on other people.

Shaking Out the Poison (1 Point): By 
applying this technique, the bodyworker does 
two points of Shock to the character’s torso, 
but permits the character to immediately 
make a Body+Vigor roll to overcome poison 
or illness. The Vigor roll is made with a 
+2d bonus. This only works if the poison 
is something that can normally be resisted 
with Vigor. This discipline requires only a 
single combat round, but it can’t be used 
on characters in Medium or Heavy armor. 
Shaking Out the Poison can’t be used on a 
character who resists it.

Strong Medicine (2 Points): The 
bodyworker can add her Body trait to her 
Knowledge+Healing roll. If this improved 
pool still yields no successes, the character 
being treated suffers two points of Shock to 
randomly determined locations.

Straighten the Bones (3 Points): 
The bodyworker may, when making a 
Knowledge+Healing roll to remove Shock 
damage, use the Height of the roll instead of 
the Width to determine how many points of 
Shock are removed from a given limb.

Limb Livening Pressure (4 Points): The 
healer can make a roll to convert a point 
of Killing damage to Shock even when the 
injured character has been active all day.

Full Alignment (5 Points): Instead of 
rolling once per day per character to heal 
Shock damage, the healer may roll once 
per location every day. Any successes have 
to be applied to that location, and each roll 
represents ten minutes’ work on that body 
part. (For the purposes of Full Alignment, a 
location is a single limb, not a number rolled. 
The torso is one location, even though it can 
be hit with any blow of Height 7-9.) This 
cannot be used in conjunction with Limb 
Livening Pressure.

Esoteric Disciplines

“H e knows he’s pursued,” the Prince 

said.  The King raised an eyebrow.

“Surely you see the blood,” the young man 

said, dismounting. The King shrugged, as if to 

suggest the man had cut himself in the course 

of his escape. The Prince sniffed the crimson 

daub, looked at the dirt and smiled.

“Deer,” he said. “Either our man managed to 

wound one with a cast stone, or he’s acquired 

a bow and tried for supper. Or, it’s just 

possible that he blooded it on purpose, to 

confound any hounds on his scent.”
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The School of Perpetual Readiness

One feature of the Imperial armies is their 
use of great swarms of mass-trained troops. 
While there are drawbacks to using warriors 
who are many but comparatively weak, 
there are advantages as well. Over the years, 
Imperial commanders studied what worked, 
what didn’t, and codifi ed their fi ndings. These 
lessons are taught at the two Imperial war 
colleges, but have been successfully stolen by a 
few other cultures as well. 

Perpetual Readiness is used with 
Knowledge+Tactics.

Basic Mobility (1 point): During the 
Declare phase of combat, state that you’re 
giving orders to your followers or to other 
Unworthy Opponents under your command, 
and describe what you’re ordering them to do. 
This should, ideally, be something too clever 
for them to think of on their own. (“Don’t just 
take turns attacking the big guy. Swarm him!”) 
Roll Knowledge+Tactics and if you get any 
success, your minions can keep one 4x set or 
5x set at its original Width instead of dividing 
it into 2x or 3x sets.

Bring Fear (2 points): If you prepare an 
attack plan and spend a couple hours making 
sure your followers understand it, you can 
make one Knowledge+Tactics roll before 
battle is joined. If you get a success, your 
troops produce a Morale Attack equal to your 
Tactics roll’s Height during the fi rst round of 
combat, because they’re so fi erce and resolute.

Improvised Arms (3 points): If 
your followers are unarmed and have no 
armor, you can give them the +1 Threat 
bonus conveyed by equipment. You have 
to spend an hour setting traps, building 
makeshift fortifi cations or improvising 
weapons. If you describe this entertainingly, 
no roll is required. Otherwise, any 
Knowledge+Tactics success gives the benefi t.

Fortifi ed Force (4 points): If you prepare 
a defense plan and spend at least an hour 
personally overseeing the preparations and 
explaining the plan to your soldiers, you can 
make a Tactics roll before combat starts. Your 
defenders can keep one 4x or 5x set unsplit 
each round for a number of rounds equal 
to either the Height or Width you rolled. 
However, those unsplit Wide sets must be 
used as Gobble Dice (that is, they can only be 
used for defense).

Master Mobility (5 points): When you 
roll the dice for your followers’ actions, you 
may use one of their dice as an MD. You do 
not need to roll or take an action to do this, 
as long as you either trained the troops rolling 
the pool or gave them orders before the fi ght.

Esoteric Disciplines

“Y ou think so?” the King asked, his 

voice neutral.

“Behold the tracks,” his son replied. The deer 

had set off south. The single smudged boot-

track was pointed northeast.

Then, as one, both men’s heads came up and 

turned. “Smoke,” the Prince said, although 

again, everyone must have noticed it. 

Squinting, he could see it atop a distant hilltop.

One of the women laughed. “Sire, this man is 

poor sport for royalty.” It was a familiarity, 

but in the field the men let such things go. 

“He’s given himself away clean.”
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The Tyrant’s Command

These rare techniques are the proprietary 
secrets of a royal family. From childhood, the 
ruling scions are taught that commoners are 
innately cowardly and stupid, especially in 
the face of danger. These methods are used to 
enhance one’s own followers, while terrifying 
and confusing one’s opponents.

Tyrant’s Command techniques are used with 
Command+Intimidate.

Shout of Doom (1 point): You can use 
Command+Intimidate when making a 
Display Move (see page 204). Any Morale 
Attack you produce with any maneuver gets a 
+1 bonus.

Air of Dreadful Command (2 points): 
You can use Command+Intimidate instead of 
Command+Inspire to raise the Threat of 
your followers.

Visage of Terror (3 points): As Shout of 
Doom, but any Morale Attack you produce 
is increased by your Command Stat. Adding 
Command+Intimidate to a multiple action 
does not produce the normal -1d penalty. 

Example: Prince Myrnock is a sorcerer and casts a 

spell which produces a Morale Attack equal 

to its Height. At the same time, he’s using 

Visage of Terror on the enemy mob before 

him. His Command+Intimidate pool is 9d, 

while his pool for casting the spell is only 

6d. He still has to use the lower pool, but 

it’s not penalized, so he rolls 6d for his spell. 

He gets a 2x2 and a 3x2 – he succeeds at 

both tasks, but neither result is enough to 

terrorize attackers with Threat 3. However, his 

Command Stat of 5 gets added to that Morale 

Attack 2, raising it to 7. Seven of the attackers 

fl ee in fear.

Think Not, Obey! (4 points): When a 
Morale Attack has frightened your followers, 
you can emit a rallying cry which brings 
them to their senses. (Or, at least, switches 
them from senseless fear to senseless 
obedience.) When you use Think Not, Obey!, 
a number of terrifi ed followers equal to 
the combined Width and Height of your 
Command+Intimidate roll come to their 
senses. 

You cannot use Think Not, Obey! as part of a 
multiple action.

Example: Myrnock, at war with his cousin, sees some 

of his troops running away after a number of 

them got incinerated. He takes his next action 

to yell at them. “If you’re worried about dying 

fast fi ghting him, you should worry more 

about dying slow for disobeying me!” He 

rolls Command+Intimidate and gets a 2x6. 

Eight of the fl eeing troops see the logic of his 

argument and return to their positions.

Esoteric Disciplines

“P erhaps he trusts too much the 

luck of his escape.” The harriers 

were among a very few people in the nation 

who knew that the Hunter Kings sometimes 

permitted criminals to escape, so that they 

might better test themselves. 

“No,” said the Prince. “Look at the hill. It’s 

steep - easier by far for a man than a 

horse. Far simpler for a man during the day 

than anyone at night. Our man, I wager, 

has set us a snare for our precious time. If 

we struggle to the top of that hill, stepping 

slowly and cautiously to approach a man who 

might have a bow to shoot or stones to fling, 

we’ll find only an abandoned fire.”
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Absolute Domination (5 points): Morale 
Attacks (see page 192.) have no effect on 
your followers. Your followers must be able to 
see or hear you standing and participating in 
the fracas to gain the protection of Absolute 
Domination. However, as long as those 
conditions are met, they are protected. You 
can use other Martial Techniques or Esoteric 
Disciplines and still sway your followers with 
Absolute Domination.

The General’s Visage

Flashy martial techniques to hew limbs and 
catch arrows are fi ne in their place, but lands 
are usually taken and lost by the movements 
of masses, not solely the heroics of one great 
warrior. To truly make an army effective, it 
must be courageous, bold and obedient. Many 
offi cers of The Empire have made a study of 
instilling those virtues in their subordinates.

These abilities are used with Command+ 
Inspire, and they affect the rolls of companies 
(see Chapter Four.) rather than individuals.

Words of Iron (1 Point): By speaking to 
the offi cer corps in private, and by addressing 
the troops before a battle, a speaker who 
makes a successful Inspire roll against a 
Diffi culty equal to the Company’s current 
Might can give it a +1d bonus that lasts for 
one day.

Heart-Hardening Rhetoric (2 Points): 
With a passionate speech to the troops about 
to carry out an unpleasant mission, the 
character can convince them that the greater 
good justifi es any dishonor, dishonesty or 
tragic acts they must commit. This requires 
about an hour and a Command+Inspire 
roll. If the roll succeeds, the troops’ 
Might+Infl uence pool does not drop 
when attempting to escape after an act of 
unconventional warfare. (See page 153. for 
Unconventional Warfare.) In other words, if 
their pool for the action is 6d, they’d usually 
roll 4d to escape, since both Might and 
Infl uence would drop by 1 with use. After 

Heart-Hardening Rhetoric, the escape pool 
would stay at 6d, although the Company 
qualities of Might and Infl uence would 
decrease as usual.

I Say Only Endure (3 Points): When 
leading the battle during a defensive action, 
the character can add one Gobble Die to a set 
from a Might+Territory roll. This die cannot 
have a Height greater than the size of his 
Knowledge+Strategy pool. He doesn’t need 
to roll to do this.

Example: Vance is defending his fl eet from 

wave upon wave of pirate attacks. His 

Knowledge+Strategy pool is 6. While rolling 

the Company’s Might+Territory to defend, he 

gets a 2x8 and a 2x4. He can turn that 2x4 

result into a 3x4 by adding another Gobble 

Die to it, because 4 is less than his Strategy 

pool. He can’t add another die to the x8 pool 

because it’s too high for him.

Esoteric Disciplines

“T hat’s careless wilder-craft,” 

observed the King. 

“Is our quarry a woodsman?” asked the 

Prince. “We’ll take the dogs along his trail 

here, watching for footsteps too. It’ll go to 

the hill, and then we’ll find where he left it.”

“It’ll be dark soon.”

“Then he won’t see us coming.” The Prince 

grinned. He hated to admit it, but this was 

excellent sport.
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The Illness of Cowardice Spreads 
by Mouth (4 Points): By speaking with 
members of an enemy fi ghting force and 
making a successful Command+Inspire 
roll, the speaker can sap their will to fi ght, 
spreading insidious rumors that travel with 
stunning haste through the ranks. Even if the 
character is a captive, uses this while being 
tortured, and only tells the truth, the effect is 
the same: The Company takes a temporary –1 
Might penalty for a month in contests against 
one Company of the speaker’s choosing. 

Hell Marches With Me (5 Points): With 
a successful Command+Inspire roll, the 
character can squish any Might+Treasure 
roll he makes during an attack action by any 
amount. (Squishing is explained on page 
23.) To alter the roll, the character must fulfi ll 
three conditions: (1) be in command of the 
troops, (2) be at the front of the army, in the 
thickest part of the fi ghting and (3) be injured 
from enemy action. 

Troubadour’s Fortune

These techniques aren’t part of a formal path, 
but they represent the way that musicians, 
actors, cooks and poets have (over the decades) 
found methods of applying their skills to areas 
outside the kitchen or stage.

While typically used with Perform pools and 
Charm+Fascinate they can be used with other 
Skills such as Sense+Expert: Cook, if the 
GM permits it. These techniques can only be 
learned to apply to one Skill at a time, unless 
the character decides to learn how to seduce 
with cooking and with dancing separately. (In 
other words, unless the character buys the 
technique twice, associating it with different 
Skills each time.) 

Words Fail, My Beloved (1 Point): 
If you’re trying to use your Skill to cajole 
someone into a romantic entanglement 
with you, you can either (1) get rid of all 
Diffi culties to your roll or (2) add an extra die 
to your pool.

The Taste of My Tears (2 Points): You can 
use your Skill to infl uence the emotions of 
your audience. Pick a sensation you want and 
then make your roll: If it succeeds, you’ve 
shifted their mood in the direction you desire. 
This may not make someone despair on her 
joyous wedding day, but it can add a worrying 
undercurrent to her festivities. Similarly, it 
won’t make someone at a loved one’s funeral 
feel chipper and bright, but it may relieve their 
misery somewhat. 

The truly interesting element of this discipline 
is that it’s untraceable. It operates on an 
unwitting level, so those affected have no 
real explanation for their mood. While this 
necessarily keeps it from being attached too 
closely to issues or to any subject of thought, 
the ability to make an invading offi cer corps 
feel uneasy and depressed simply by cooking 
them ‘suicide soup’ is often a useful one.

Esoteric Disciplines

T hey did not catch the thief that night, 

nor the next day. He led them into 

deeper forest to reduce the advantage of 

their mounts, he left traps and tricks and 

decoys behind while still making a good pace. 

The climbing skills that had gained him the 

Duchess’ chamber served him in dense woods 

as well - more than once, the royal pursuit 

followed him by leaves and twigs strewn on 

the forest floor as he leaped from one tree-

top to another, leaving his scent far beyond 

any dog’s reach.
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Romantic Outlaw Charm (3 Points): You 
can roll the Skill you perform with instead 
of Graces. It’s not so much that you know 
the proper thing to do and do it. Rather, 
you apply your charisma and outré-ness so 
stylishly that no one considers it rude.

The Barbarian Has No Clothes (4 
Points): Even if you fail at your roll, you 
do so with such blithe confi dence and 
aplomb that people generally behave as 
if you succeeded. Your apparent failure is 
interpreted as a clever mockery of failure, or 
it’s considered an integral part of a higher 
message, or… or anything, really, that puts 
a good face on it. Perhaps most commonly, 
the audience member blames himself for not 
being sophisticated enough to understand: 
He assumes, not that you performed a lousy 
dance, but that his tastes are too crude to 
appreciate you. 

This doesn’t mean that you totally escape 
the results of failure. You won’t get any overt 
reward for your wretched performance. But 
it certainly mitigates your disgrace.

It Would Be A Crime Against Art (5 
Points): Anyone who has been present when 
you made a successful roll with the relevant 
Skill – someone who heard your fascinating 
anecdotes or who saw your magnifi cent 
juggling – forgives you one gross breach of 
trust. One. After that, the technique doesn’t 
work on them any more. Furthermore, 
it won’t get you forgiveness for truly vile 
crimes like murder or torture (though 
they might get your sentence reduced to 
imprisonment instead of death). However, 
for thefts, embezzlements, inconvenient 
seductions, vandalizations, blasphemies, 
minor treasons and even some non-violent 
social uprisings, you can escape most 
consequences of your actions. It may refl ect 
poorly on your reputation as a human being, 
but by the same token, it may improve your 
reputation as a cook, speaker or dancer. 

Relentless Pursuit

The vast forests of the Confederacy gave rise 
to a class of wide-ranging harrier troops. 
Excelling at unconventional defense and 
attack, they move far, they’re fast, and they’re 
hard to track. In pursuit of bandits, deserters, 
spies or other troublemakers, they’re 
relentless.

This set of mingled abilities is used with 
Sense+Scrutinize.

Pursuer’s Eye (1 Point): When rolling to 
track someone, the Width of your Highest set 
automatically increases by 1. 

The Second Set of Clues (2 Points): 
People who fl ee leave signs. People who 
attempt to disguise their fl ight leave an 
entirely different set of signs. Trained to see 
through this deception, harriers can read the 
truth behind hasty lies. When rolling Stealth 
to oppose the pursuer’s Scrutinize pool, it’s 
handled as if the Stealth is time sensitive. This 
does not combine with Pursuer’s Eye.

Esoteric Disciplines

B ut in the end, he was one man on 

foot, against two keen hunters, five 

chasers, and a string of excellent hounds. 

They cornered him in a ravine, with three 

of the women riding ahead to its other end, 

boxing him in while the royal pair walked his 

same trail.

The dogs started growling at the same time 

the royal men spotted stones without dust 

- rocks that must have been disturbed from 

years of stillness by the footsteps of the thief.
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Follow Even the Breeze (4 Points): 
While following tracks, the Height of your 
lowest set automatically increases to 10. If 
you have another x10 set in addition to the 
low set, they do not combine. You can apply 
this discipline and The Second Set of Clues at 
the same time, but no others.

Omniscient Pursuit (5 Points): When 
tracking quarry, you can squish one set as 
much as you like in any direction, though you 
cannot combine it with other sets. This can be 
used in conjunction with Tireless Tracking and 
Pursuer’s Eye.

Inner Senses

The Matriarchal society on The Empire’s 
eastern border has poor magic of its own, 
but they are experts at spoiling the magic of 
others. In order to spoil it, of course, they 
must know about it. Therefore they trained 
the innate sense for sorcery that everyone has, 
focusing it to an unusually keen degree.

These three techniques are used with 
Sense+Eerie.

Inner Listening (1 Point): In addition 
to detecting the presence of something 
unearthly, you get a hazy idea of its relative 
intensity – whether it’s a weak, “soft” effect or 
a powerful “loud” one.

Inner Compass (3 Points): As Inner 
Listening. You also have a general idea which 
direction the effect is from.

Inner Flavor (5 Points): As Inner Compass. 
You also get a vague sense of what effect the 
spell or enchantment actually does. 

Political Whispers

The Uldish and Pahar experiments in 
governance through “merit” have had many 
unusual effects, not the least being the entry 
into the ruling class of those normally barred 
from it. While they weren’t raised with the 
arrogance of blood nobles, many of these 
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Example: Luovis is on the run again, and this time he’s 

got a highly trained bounty hunter on his trail. 

The bounty hunter has a 5+MD Scrutinize 

pool and knows The Second Set of Clues. 

Luovis rolls his 7+MD pool, getting 1, 2, 4, 

2x5, 6, 8. He turns his MD into an 8, having 

assumed that he’s facing another posse. 

Instead, the bounty hunter rolls 2x1, 4, 10 and 

turns his MD into another 1.  Against a less 

canny foe, Luovis’ hasty misdirection would 

work and he’d use his two 8 Gobble Dice to 

ruin the 3x1 set. But since time now matters, 

the tracker’s 3x1 is resolved before the 2x8. 

Run Luovis. Time is of the essence. 

Tireless Tracking (3 Points): When rolling 
to track someone, you can add your Direction 
Skill to your Scrutinize roll. This combines 
with Pursuer’s Eye but not The Second Set 
of Clues. This addition cannot put more than 
one Master or Expert die in the pool. Excess 
special dice are rolled as normal dice.

“W ill you flush him with the 

brutes, sire?” asked one of the 

remaining soldiers.

“No.”

“Shall we precede you?”

“No. Wait here.”

“Bows strung?”
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politicians have become quite as arrogant on 
their own, though it’s pride with a less grand, 
more personal fl avor. Learning to apply this 
pride, or squelch it, has become a powerful 
advantage.

Political Whispers are used with the 
Charm+Fascinate pool. Its affects apply to 
companies more than to human beings.

Proportional Listening (1 Point): Part 
of being a good conversationalist is knowing 
when to stop talking. A well timed pause or a 
meaningful lacuna in speech can draw out the 
listener and persuade her to fi ll in the gaps, 
possibly without even thinking about what she’s 
doing. Through artfully crafted but apparently-
spontaneous conversation, a whispering 
courtier can learn a great deal about the 
interests, aims and access of another Company.

After speaking with a member of another 
Company for an hour or two, roll 
Charm+Fascinate. If you succeed, you 
can learn whether the other Company’s 
Infl uence is greater, less than, or equal 
to your Company’s Infl uence.

Coincidental Allusion (2 Points): 
By making a Fascinate roll while talking 
to someone of a different Company, the 
diplomat can raise his own Company’s 
Infl uence score by 1 for the remainder of 
the month. This only works if the person 
addressed is (1) powerful in the other 
Company and (2) that Company has equal 
or higher Infl uence than the speaker’s. 
Coincidental Allusion cannot improve 
any Company’s Infl uence more than once 
per month. It can’t ever provide a bonus 
greater than +1. Its benefi ts can’t arise 
from more than one person using it.

Timely Confession (3 Points): The stock 
in trade of the power-monger is proprietary 
information, which can be anything from 
knowing which city manager out of a dozen 
is crooked (or honest) to knowing what the 
internal tensions are among Dindavaran 

blacksmiths, to knowing what particular 
viand a Matriarch judge requires every 
morning to preclude intense grumpiness 
all day. One who has mastered the timely 
confession can bargain away one such nugget 
(or let it slip, seemingly by accident) in order 
to draw out similar information in return, or 
to lend credence to some other statement that 
accompanies it. Information released in this 
fashion almost always becomes worthless in 
a few weeks or months – and usually would 
have done so even if the timely confessor 
hadn’t told it.

By passing this information on to informers, 
spies and diplomats, or by using it himself, 
a character earns a Charm+Fascinate roll. 
If it succeeds, someone took the bait: The 
character either immediately gets, or soon 
receives, an accurate indication of what 
another Company he’s examining is doing 
with its Infl uence.
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“Y es, do that.” From the corner of his 

eye, the Prince watched his father for 

signs of disappointment, or satisfaction. 

He saw neither. 

“I know this is my task, father,” said the 

Prince. “Would you come with me or have me 

face it alone?”

“I am beside you in this, as in all things,” said 

the King, loosening his sword in scabbard. 
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That Reminds Me of a Story… (4 
Points): When making any Fascinate roll 
to attempt to alter an Infl uence score, the 
character may add his Jest Skill to the pool. If 
this would result in more than one Expert or 
Master die being in the pool, excess special 
dice are rolled as normal dice. This can be 
combined with all the other techniques in 
this path except Spellbinding Discourse.

Spellbinding Discourse (5 Points): 
By spending at least two hours talking to a 
leader of another Company, the character can 
temporarily decrease its Infl uence by 1 for a 
month. No roll is required. If someone in the 
other Company directly suspects some sort 
of social sabotage, it’s a Knowledge+Graces 
roll against a Diffi culty equal to the speaker’s 
Charm+Fascinate pool to fi gure out how it 
was done. Even if someone is expecting it, 
however, there is no way to avoid it: Someone 
using Spellbinding Discourse can easily 
incorporate suspicion and doublethink into 
his verbal strategy. 

Respectful Clarity of Speech

Formality is a fact of life at every court, and 
no court is grander, more opulent, and more 
extravagantly mannered than the Imperial 
court. Layers of etiquette and protocol encrust 
even the simplest interactions: It is a rare skill 
to cut through those amorphous baffl es without 
giving offense. Naturally, foreign guests have 
learned these painful lessons and taken them 
home to other diplomats.

This set of disciplines is applied to companies 
via a Charm+Graces roll.

Patient Explanation (1 Point): 
Misunderstandings abound, especially 
when people of different cultures, different 
backgrounds or different social castes try to 
work together. Someone who understands 
the needs and desires of all sides can ensure 
that what the workers in the fi eld hear is what 
the leader meant… or, if necessary, that what 
they think the leader meant is something that 
incites them to work as the leader wants. 

The character must spend a day per point 
of Territory speaking with both leaders and 
followers, in order to ‘clarify’ their positions 
to one another. After this, if the character 
makes a successful Charm+Graces roll, he 
may apply a one-point squish to a set that 
arises from his Company’s Territory roll. 

Example: Kiao the diplomat is helping his Riyan prepare 

for a Confederate invasion. His gruff and 

surly Riyan barks orders at the lieutenants 

and becomes enraged when they ask for 

clarifi cation. Kiao, on the other hand, knows 

how to engage the Riyan in long, discursive 

conversations about strategy and history, 

and thereby learn what he’s really planning. 

Dindavara has Territory 5, so Kiao spends fi ve 

days talking to the Riyan and then smoothing 

the ruffl ed feathers of the lieutenants. 

When the battle is joined, the Dindavaran 

defenders roll Might+Territory and get 

a 3x9 set. While good, it’s too slow to 
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T he Prince commanded the unwilling 

dogs to stay, and the two men 

went on alone. At first, he thought the 

man had used some enchantment to 

disappear, or fly off into the air, for the 

crevasse seemed utterly abandoned. But 

there was a crack in the rock, slender, 

surely not big enough for a man...?
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protect against a blisteringly fast but sloppy 

Confederate charge, which got a stunning 

4x3 attack result. By squishing the 3x9 into a 

4x8, Kiao’s diplomacy turns defeat into victory. 

Alternately, if the attackers had gotten a 2x10, 

Kiao could have turned the 3x9 into an equal 

set and won that way, too.

Sincere Apologies (2 Points): The 
character can, without a roll, offset a –1 
temporary penalty to Territory for one month. 
Doing this, however, precludes using any other 
disciplines from Respectful Clarity of Speech 
on behalf of the protected Company.

Negotiation From Gratitude (3 Points): 
It’s important to remember where power 
really comes from, and more important to 
acknowledge it. By spending a week speaking 
with community or society middlemen, 
the character tells how thankful the leaders 
are for their support… and communicates, 
without baldly stating it, what sort of support 
the leaders need next.

With a successful Charm+Graces roll, the 
character may add a +1 temporary bonus to 
a Company’s Territory that lasts for the next 
month. No Company can get more than a 
+1 bonus once per month from Negotiation 
From Gratitude. However, characters can use 
this multiple times with multiple Companies. 
Furthermore, if one character fails for a 
Company, another character can attempt to 
use it for that Company.

Set a Good Example (4 Points): Two 
groups that get along should talk to one 
another. Open lines of communication are 
the only way that they can negotiate their 
differences and, eventually, come to some 
agreement. Of course, it may sometimes 
happen that the plainspoken sincerity of 
one negotiator has a stronger effect on the 
followers of a Company than its leader – 
especially if that leader looks bad by contrast.

To use this technique, the character must get 
into a negotiation or, at worst, a conversation 
with the leader of another Company. There 

must be at least three underlings present to 
witness what occurs. If the character can get 
a Higher set in a dynamic Graces roll against 
the leader, he has tricked the leader into some 
kind of misstep and made him look weak, or 
impulsive, or foolish, or unethical in front of 
his followers. This trickles down until the other 
Company has a –1 Territory penalty the next 
month. 

Restructuring and Retitling (5 Points): 
The character goes through the entire 
organization and, through gentle persuasion 
and appeals to loyalty, puts people into 
positions where they can work the most 
effi ciently, where they deal with people they 
can most easily tolerate, and where they reap 
the type of rewards they most desire. This 
can be done in three months if the character 
does nothing else. If the character takes a year, 
she can do this while working on it for only a 
couple hours a day.

A Company that has undergone Restructuring 
and Retitling permanently gains a point of 
Territory. No Company can benefi t from this 
discipline more than once or use it to raise a 
Quality above six.
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W ith care, the Prince looked within. 

“Come out,” he said. When there 

was no reply he said, “Come out or I shall 

build a fire in with you.”

“Will you swear me no harm if I comply?”

“No,” said the King, before the Prince

could speak.
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The Jester’s Course

It was long held that some people were simply 
funny, and others weren’t. Perhaps that’s true 
for a tiny percentage of the population, but for 
most others, humor is  something that can be 
learned and improved. A troupe of performers 
whose livelihoods depended on reliable laughs 
studied the matter, and the Jester’s Course 
explains their conclusions and the practice 
thereof. These techniques are (naturally) used 
with Charm+Jest.

Surely I Jest (1 Point): One solid comic 
foundation is, of course, to “not be hated.” 
While it’s irrational to expect traveling clowns 
to understand every nuance of every society 
they encounter, it’s certainly reasonable to 
have a plan in place to deal with inevitable 

blunders. A well timed smirk and exclamation 
of “gotcha!” can defuse potentially lethal 
misunderstandings.

Whenever you fail a Graces roll, and are 
aware that you failed, you can immediately 
make a multiple action Graces and Jest 
roll. If you get one set, you understand 
how you offended and can offer some weak 
excuse that it was all a joke. It won’t get a 
laugh, but it can get you the benefi t of the 
doubt. If you get two sets, you not only pass 
your error off as a joke, it’s a good joke.

Defusing Pratfall (3 Points): You can only 
attempt this ‘maneuver’ immediately before 
a combat, or as your fi rst action during a 
combat. It can’t be combined with an attack, 
unless you deliberately plan to fail the attack. 
With a successful Charm+Jest roll, you do 
something ludicrously funny, something that 
makes you appear laughably inept. (If you’re 
willing to take a point of Shock damage to a 
location of your choice, you can accomplish 
this even if your roll fails.) 

Seeing this breaks your enemies’ 
concentration. It has no effect on major 
characters, but any minions who witness the 
Defusing Pratfall have their Threat lowered by 
1 for a number of rounds equal to the Width 
of your roll. (If you took the damage, it’s 
two rounds.) This does not work on inhuman 
enemies who have no sense of humor, such as 
wolves or zombies. Inhuman enemies who do 
have a sense of humor might be affected, at 
the GM’s discretion.

The Highest Comedy (5 Points): If you 
succeed at a Charm+Jest roll, you make your 
target laugh. In fact, he laughs so hard that 
his next roll is at Diffi culty 2. (Assuming, 
of course, that he makes that roll before he 
gets a chance to compose himself.) If you 
make another Charm+Jest roll, he laughs 
even harder, and his Diffi culty rises to 3. 
Make nine Charm+Jest rolls in a row, and 
he’s so paralyzed with mirth that he can’t do 
anything. The only way he can protect himself 
is to avoid hearing and seeing you.
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“B ut I give my royal vow that I 

will harm you if you resist,” the 

Prince added.

The man who emerged was a miserable sight. 

He was lean, with red and weary eyes. 

The Prince had expected youth, given the 

exertions and agility he’d observed through 

the remove of the man’s trail. 

But this man had a wrinkled visage, a tan 

pate showing through thinning hair, and it 

was a gray beard in which a lone green leaf 

was tangled.
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Path of the Moistened Eye

Used with Charm+Plead, these techniques 
were once the provenance of the skilled 
diplomatic corps of a small, weak 
and perpetually impoverished nation. 
Unfortunately, all their pleading could 
not stop an invasion – but it did keep the 
invaders from executing the diplomats. 
Instead they were stripped of lands and 
titles, then kicked into the streets to beg.

It was a task for which they were uniquely 
suited.

Exquisite Whine (1 Point): Any time 
you succeed with a Plead roll, the result is 
marginally better than would ordinarily be the 
case. For instance, if a normal roll would keep 
your captor from killing you, an Exquisite 
Whine might keep you alive and win your 
freedom (after he beats you and steals anything 
of value, of course). If a normal success 
would get a coin fl ung in the dust at your feet, 
an Exquisite Whine produces two coins. 

Dogged Persistence (2 Points): If you fail 
in your fi rst attempt to gain someone’s mercy, 
you can immediately roll again with no 
penalty. If that second roll fails, you’re stuck.

Infi nite Sorrow (3 Points): You can use 
Plead without penalty even when you are 
demonstrably better off than the person with 
whom you’re pleading. For instance, you 
could have a captive tied up and starving in 
your dungeon and elicit feelings of sympathy 
from him while you strut before him eating 
peeled dates from a silver tray. (It won’t make 
him like you, but he’ll feel some pity.) You 
still must, in character, come up with some 
explanation for why he should feel sorry for 
you, but even an outlandish rationale can be 
made to work with this technique.

Wide-Scope Imploring (4 Points): 
One of the original uses of the Path of the 
Moistened Eye was not to beg for oneself, 
but to plead for one’s country. By spending 
a number of days equal to the Company’s 
current Treasure rating in heavy negotiation 

with bankers, rich merchants, nobles, churches 
and other members of the moneyed class, the 
character can make a Plead roll and, if successful, 
give his Company’s Treasure a +1 bonus for 
the rest of the month. This can only affect a 
Company once per month. However, if multiple 
people with this discipline practice it at the same 
time for the same Company, the diplomat with 
the best Plead pool makes the roll, and they can 
overlap their efforts in order to take less time. 

Example: Ward and Grant are diplomats for The Empire, 

which has Treasure 5. They both know the 

discipline. Ward spends two days talking to the 

priests, while Grant goes to the nobles. On the 

third day, Grant sees to some other matters while 

Ward plies his wiles with the bankers. In this 

fashion they can get a roll after three days, where 

one of them working alone would have needed 

fi ve days. If they had three comrades who also 

knew the discipline, they could temporarily infl ate 

the entire Empire’s fi nances in just one day. 
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“R oyal vow?” their quarry 

asked. “Forgive me, but you 

hardly look princely.”

“Birds and bears care little for crowns,” 

said the King.

“And we have had a hard chase with little 

food or sleep,” added the Prince with a 

small smile.

“And now?” asked the criminal.
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Note that this skill does not guarantee access 
to people with money to lend. It can only be 
applied once a discussion has been arranged 
by some other means.

Generosity Is Selfi sh (5 Points): Through 
a combination of dazzling obfuscatory 
rhetoric, pretzel logic that indicates how 
losing money actually yields long-term profi t, 
and rationalizations that make base selfi shness 
and saintly altruism appear to arise from the 
same action, the character convinces debtors 
and creditors alike that their interests are 
the entire focus of the Company’s fi nances, 
and that after just one more month a harvest 
of golden profi t impends… and that if it 
somehow fails to materialize, it is due entirely 
to the listener’s lack of faith and effort.

Once per month, after spending one day 
per point of Treasure talking to the rich and 
important, the character may make a Plead 
roll with no Stat added. If the roll succeeds, 
she may turn one normal die into a Master 
die when the Company is rolling a pool that 
contains Treasure. This can only be done once 
per month.

Strategic Education

Used with Knowledge+Strategy, these 
techniques were developed in the Center 
Kingdom ages ago, and are part of the reason 
that Center became The Empire. 

Fight Another Day (1 point): By 
deliberately losing a battle, you can 
ensure that you personally escape, along 
with a number of people equal to your 
Knowledge+Strategy pool. Essentially, you 
use the rest of your army as a distraction 
while you fl ee.

Stoke the Fire (2 points): Before battle 
is joined, tell your GM that you’re using this 
discipline and explain how you’re escalating 
the danger of the confl ict for both sides. For 
instance, you might maneuver to fi ght in a 
swamp or on steep, freezing, avalanche-prone 
hillsides. You might choose to commit all 
your reserves to a total charge, forcing your 
opponent to either do the same or withdraw.

Once you describe your strategy, the other 
side usually has the option of withdrawing 
from battle or surrendering. (If you have 
them cornered or they’re demonic fanatics or 
something, this may not be an option – it’s up 
to the GM.) If battle is joined, any reductions 
of Might to the losing side are doubled. If 
you would normally lose a point of Might 
permanently, you lose two instead.

Condemn Tomorrow (3 points): 
A king who’s willing to lavishly spend 
the lives of his troops can win the day 
at the cost of tomorrow. Of course, 
sometimes there’s no tomorrow if you 
don’t win, and sometimes there are no 
more battles to fi ght unless you lose. 

By using Condemn Tomorrow, you may give
a temporary Might increase to your 
Company for a single roll. The amount of 
the increase depends on the sacrifi ce you’re 
willing to make.

You can add +1d to your roll at the cost of 
permanently losing a point of Might.
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“N ow your life belongs to my son,” said 

the King. “It is his to dispose of.”

“I offer you complete and utter surrender,” the 

thief immediately said, falling to his knees and 

raising his hands. The Prince sighed.

“This is difficult,” he said. 
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You can add +2d to your roll if you 
permanently lose a point of Might and a point 
of Sovereignty

You can add +3d to your roll if you 
permanently lose two points of Might and 
two points of Sovereignty.

Strategic Adaptation (4 points): At 
any battle where you’re personally present 
and calling the shots, your Company has 
+1 Might. This is independent of any other 
bonuses or the results of Strategy rolls.

Strategic Priorities (5 points): Whenever 
your Company would permanently lose 
Might as a consequence of losing a battle 
(and not because you used something like 
Condemn Tomorrow) you can reduce that 
Might loss by 1, at the cost of permanently 
reducing another one of your Company’s 
Qualities by 1.

Financial Sophistication

Used with Command+Haggle, these 
techniques are the provenance of the bankers 
in the Ob-lob families’ merchant fl eets. They 
were the fi rst ones to realize that vast sums of 
money behave very differently than the small 
amounts usually collected by individuals. 
In the same way that a battle with armies 
requires different tactics than a one-on-one 
confl ict, so does the management of collective 
treasures differ from the handling of mere 
personal wealth.

Water Seeks the Lowest Point (1 Point): 
It does not take a lot of brains to spread 
money around and hope for the best. It does 
take some intelligence to fi nd the person 
who most ably combines access and low low 
prices. Those who’ve mastered this technique 
have refi ned that search down to an art. 

When using Treasure along with Sovereignty 
to improve Infl uence, the Height of all sets 
rolled automatically rises by 1.

Calculated Show of Avarice (2 Point): 
By seeming greedy at an importune time, the 
crafty merchant leads his unsuspecting target 
to let slip valuable information in return for 
what is only an apparent fi nancial opportunity.

To make a Calculated Show of Avarice, the 
character must be involved with and at the 
front of an intelligence gathering operation 
in foreign territory, or operating in the 
domain of someone else’s Company. (In other 
words, she’s got to be there during an action 
that would yield a Treasure+Infl uence roll.) 
With a successful Command+Haggle roll, 
the character can, by fl ashing a relatively 
small amount of money (the GM decides, but 
usually 1-2 less than the character’s personal 
Wealth) raise either the Height or Width 
of the Treasure+Infl uence roll by one, to a 
maximum of 10.

“You could strike off his hands and leave 

him,” the King suggested. “That’s as 

good as a death sentence.”

“Yes, or the dogs. But what I mean is, 

who am I to say this man dies?”

“Who are you to say he ought live? A 

Prince. One day you will be King.”

Esoteric Disciplines
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Calculated Show of Generosity (3 
Point): Spending money to improve loyalty 
to a cause is a tricky business. Done poorly, 
it simply looks like a hamfi sted attempt 
to reward lickspittles and sycophants. 
Done well, everyone involved sees society 
admirably paying back those who admirably 
deserve rewards. Those who understand a 
Calculated Show of Generosity do this well.

When rolling Territory+Treasure to improve 
Sovereignty, you can always use your full 
Treasure rating, even if you’ve already taken an 
action (or actions) with Treasure that month.

Timed Incentive (4 Point): The arrival 
of fresh provisions, newly-crafted weapons 
or a large cash bonus can work wonders on 
the morale of an invasion force. After making 
a successful Command+Haggle roll, the 
character can temporarily improve the army 
during one attack action (not defense or 
unconventional warfare, only a direct attack) 
the following month. This improvement 
takes the form of turning one die in the 
Might+Wealth pool into an Expert die.

The Shadow of Giants (5 Point): The 
Company’s Treasure score can be used in 
pools with other qualities twice per month 
without decreasing. This does not apply to 
buying things with Treasure, and can only be 
used if the character using it has total control 
over the Company’s fi nances. It does not 
require a roll.

T he Prince looked at his pleading 

captive, desperate fear sitting on a 

face whose lines bespoke suspicion, anger and 

disdain. He knew that if he showed mercy, he 

would be responsible for anything the thief 

did thereafter. That was his family’s law.

“One day you will decide many lives,” said 

his father.

Esoteric Disciplines
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A
s I said in the last chapter, 

money should not be that 

important. Nevertheless, it 

is. In the spirit of trying to 

               match the importance of 

personal wealth in a game of group politics 

with some rules that don’t sandbag the course 

of play, I offer the following.

Buying Things

There’s a list of objects you might wish to 

purchase, and it starts on page 356. Each 

object has a price (or range of prices) listed. 

Understand that prices fl uctuate greatly 

in fantasy settings: Instead of overnight 

delivery, items travel to distant lands via 

caravan or risky sea voyage. The markup 

for transport is substantial, so you’re 

better off buying local goods unless they’re 

desperately inferior. The GM decides which 

direction to slide the price of an object, 

depending on local factors. In barbarian 

lands where the people barely know how 

to smelt iron, a steel sword is going to be 

pricey – if those who have them are willing 

to sell at all. In more civilized countries, that 

same sword won’t be nearly as expensive.

(By the same token, gems or spices or other 

trade goods have wildly fl uctuating values. 

Rather than set up an elaborate system 

for tracking the relative worth of every 

commodity in the game, we’re crunching 

everything you have into Wealth and letting 

the GM decide on the prices of everything 

you don’t have. It may frustrate you 

sometimes, but it’s one of the tools the GM 

needs to keep the game running quickly at a 

good challenge level. Otherwise, instead of 

sacking temples, your character could wind 

doing the fantasy equivalent of reading the 

Wall Street Journal all day.) 

The abstraction that measures personal 

cash is the Wealth score, which you 

can purchase at character creation as 

an Advantage. If you don’t get that 

Money

Advantage, you have Wealth 0 and are, if 

not fl at broke, certainly getting there.

If your Wealth score is greater than an 

object’s price, you can buy it. Ta da. It’s yours. 

Your Wealth score doesn’t change.

If your Wealth score is less than the 

object’s price, you can’t get it and are 

stuck looking at it longingly while the 

shopkeeper memorizes your features in 

case the item in questiongoes missing.

If your Wealth score is equal to the object’s 

price, you have a choice. One option is to 

simply pay full price. If you do that, you get 

the object but your Wealth drops by 1.

The other option is to bargain for it. If you do 

this, you can either roll your Wealth as a pool, 

or roll Command+Haggle. This is a contested 

roll against the seller. If you get the Higher 

match, you get the object and your Wealth 

doesn’t change. If you don’t get a match, 

you can’t get the object at all – not even by 

dropping your Wealth rating. The merchant 

has decided to teach you a lesson. Naturally, 

if you decide to sell something this can work 

in the opposite direction, but unless it’s a 

dramatic matter that’s going to illuminate a 

character or establish a rival or lead to a new 

adventure, it’s probably easier for the GM 

to avoid having haggling GMCs. If the PC 

wants to buy something and there’s nothing 

compelling hanging on him getting it or not, 

a simple success in the Command+Haggle 

may be suffi cient to get it on the cheap.

This is all very straightforward for buying a 

single item. But astute players will quickly 

realize the vulnerability in the fi rst option: If 

they have Wealth 5, and want to buy a sword 

that costs Wealth 2, they can automatically do 

so. If there’s no limit to the number of times 

they can do that, there’s no reason that they 

can’t buy a hundred swords, or a thousand, 

and outfi t an army on the cheap. Right? 



��0Chapter Three

Well, no. There’s a separate chart for 

purchasing multiple items. Sometimes you 

get a bargain for buying in bulk. More often, 

you pay a premium because each purchase 

depletes the available supply, thereby 

making every unsold item more valuable in 

comparison. 

Wealth converts to Treasure at roughly a 3-to-

1 ratio, so you can outfi t an army with private 

monies. However, using Treasure to arm 

your people is more effi cient. Presumably, an 

organized group has a cart to haul the spears 

away with, not to mention a quartermaster to 

hand them out.

Losing Wealth

The most obvious way to lose Wealth is to 

buy really expensive stuff. But there are 

other ways.

First and foremost, there’s robbery. The 

richer you are, the more likely you are to fall 

prey to burglars, crooked accountants, or the 

old smash ‘n’ grab. These are all acts of GM 

caprice which should be used sparingly, of 

course, and which should generally provide 

some interesting plot turn in exchange for the 

lost lucre.

More commonly, there are infrastructure 

expenses. Unlike the modern world with 

stock markets and banks, being rich in a more 

primitive economy actually costs money. You 

pay for guards, and traps on your treasure 

vault, and thief-takers to recover your lost 

goods… or you just write off the losses.

Then there are taxes. Local rulers always, 

always, take a keen interest in those with 

copious wealth.

In game terms, then, these factors mean that 

there is a natural tendency for riches to erode. 

Any time your Wealth score is 4-6, it drops by 

1 every season. (Not every game session, every 

season.) If it’s 7-10, it drops by 1 every year. 

However, this only happens if you fail to raise 

or lower your Wealth in that time period. 

Only stagnant funds depreciate.

T he matter of pillage is one to be 

handled with utmost delicacy.  The 

promise of reward can lend courage more 

reliably than strong drink and with greater 

vigor than stirring poems of patriotism.  

Yet soldiers with unbridled license to rob 

are prone to lose discipline.  At worst, 

they may disobey orders to leave off 

looting and fight, for only a very loyal man 

will step away from the promise of gold for 

the promise of bloodshed, or a cruel one. 

Furthermore, once they begin to take those 

things that can be held in the hand, they 

may be emboldened to commit indignities 

against the population, and once that is 

the rule, you are no longer fighting battles 

but policing an insurgency.  Rein in your 

men, find reliable provisioners among the 

conquered, feed your troops well after 

victory, strike deeply at civic treasuries 

and don’t fear to plunder the vaults of 

hated merchants.  But first find who among 

the rich are hated and who beloved.  

Money
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This may seem cruel, but it’s really an 

incentive to (1) keep adventuring so that 

you can improve your resources and (2) 

to spend your money rather than sit on it. 

Activity is rewarded. Miserliness is punished. 

Don’t blame me, blame the invisible hand of 

the marketplace.

Another way your Wealth can drop is if 

you share it. By voluntarily decreasing your 

Wealth by 1, you can give one person Wealth 

equal to your newly lowered Wealth rating.

Example:  When Jubelus the Merchant marries off her 

only daughter, she provides a dowry equal 

to half her riches. Jubelus has Wealth 6. 

By dropping to Wealth 5, she can raise her 

previously penniless daughter to Wealth 5 

as well.

Gaining Wealth

In the course of your adventures, you’re likely 

to encounter troves of treasure, mounds of 

coin and small piles of semi-precious stones. 

These have Wealth levels (or ranges) attached 

to them. 

The reason for ranges is that (1) a treasure 

may have greater or lesser value depending 

on the buyer and (2) its value may also 

fl uctuate depending on the ability of the 

seller. If your GM assigns a changing value, 

it’s because she has a plan in mind – either 

for you to get a bigger payoff if you fi nd the 

right seller, or by roleplaying a good story 

about getting rid of it, or by using that good 

old Command+Haggle pool. Note that your 

GM may not tell you what the Wealth range 

of a particular treasure is, unless you have 

some skill or knowledge that would let you 

appraise its value.

Once the item’s Wealth level is set, you can 

decide what to do with it. 

If your current Wealth is higher than the 

level of the treasure, you don’t change your 

character’s Wealth by taking it. (You get the 

goodies as�objects, but they have no effect on 

C ritically, send only officers 

you trust to seize the wealth.  

Distribute it personally, to those whose 

behavior you would have the bulk soldiers 

emulate.  Promising a hundredweight 

of gold to the first man to bring you an 

enemy captain alive motivates clever 

tactics.  Allowing all your men to enrich 

themselves at will impoverishes the land 

and leaves your reavers more inclined to 

desert and slink home rich than stay and 

fight.  The promise of gain is better, and 

less expensive, than actually rewarding 

the men.  Keep them eager until you 

have no need of their eagerness, then 

pay them generously so that their sons 

will crave glory in another ten years.

 -General Stead, “Precepts”

Money
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your character sheet because they’re not signifi cant 

compared to your overall bankroll.) 

Example:  Vados the Merchant has Wealth 5. While on a 

trading mission, he acquires a trove of spices valued 

at Wealth 3. He can take the trove, but it doesn’t 

raise his overall Wealth. 

Vados’ player could note down “Wealth 3 spices” 

on his character sheet and later give them to a 

poorer PC or GMC. That’s perfectly kosher and 

probably a good idea. But they don’t signifi cantly 

impact his personal wealth.

If your current Wealth is lower than the level of 

the treasure, you can take it and jump up to the 

Wealth level of the treasure.

Example: Smelly Rahn the beggar is lucky enough to fi nd an 

emerald the size of a hen’s egg! It’s got a Wealth 

range of 3-5. Rahn goes to sell it. Sadly for him, 

the jewel merchant is unimpressed by his rags and 

wretched odor, so Ron’s only going to get Wealth 3 

for it. If he manages (by some strategem) to clean 

up and get some good clothing, he might be able to 

get Wealth 4, because the jeweler would no longer 

take him for an ignorant, desperate man. If Rahn 

cleans up and makes a good Command+Haggle 

roll, or if he arranges to sell the thing at auction, he 

could jump up to Wealth 5.

If your current Wealth is equal to the level of the 

treasure, you can sell it and raise your current 

Wealth level by 1.

Example: The merchant who bought the emerald has Wealth 

5. If he can get the emerald’s full value of 5 when 

he sells it in turn, his Wealth rises to 6.

What this means is that if Vados (Wealth 5) fi nds 

out about the emerald, he has a great incentive to 

buy it. Even if he has to drop his own Wealth to 4 

in order to raise Rahn to 4, he can still get up to 

Wealth 5 again by taking the emerald and selling 

it wisely. While this would appear to be a wash 

(since he started at 5 and ended at 5) it’s actually 

a smart move because changing his fund keeps it 

from getting taxed (or offsets the tax, or whatever). 

If you’d like to see some things to actually 

purchase, check out Appendix A.

Wealth Dindavaran  Imperial  Uldish   Confederate
   Goldmarks  Pounds  Wreaths  Pounds

1   1-2     1-2    5    2-3
2   2-3     4-5    10    5-6 
3   4-5     8-10   20    10-12 
4   8-10    15-20   40    20-25 
5   15-20    30-40   80    40-50
6   30-40    65-80   160   80-100 
7   65-80    130-160  320   160-200 
8   130-160   250-300  640   320-400 
9   250-300   500-600  1300   640-800 
10   500-600   1000-1500 2500    1300-1600

Just How Much Money Is It?

As advertised, the Wealth system is fuzzy and imprecise, based on the 

premise that there’s a tension between the character’s inclination to 

carouse and debauch and the player’s tendency to hoard.  With that in 

mind, here are rough guides to exactly how many coins of a given type 

are represented by a particular Wealth rating.  (You will note gaps.  Don’t 

worry about them.  They’re there to explain why you can sometimes buy 

a Cost 4 item with Wealth 4 and not drop, and sometimes you can’t.)  

It’s not precise and it won’t stand up to rigorous examination – but did 

you really start playing REIGN so that you could rigorously examine the 

monetary model?  These sums are here so that when your characters 

crack open a chest and see a thousand Uldish Wreaths, they know 

they’ve struck it rich.  The currencies listed are from nations in Heluso and 

Milonda and, as with the real world, some are more valued than others.

Money
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Step lightly
in the sand.

Do not make camp under 
any circumstances

Travel only
at night.

Ride no 
animals here.

Eat only meat,
drink only ale.

Bleed at entry to forest,
or bleed more later.

Pay no respect except    
      to the headman.

Move overland only 
with caravans.

Ride no Ride no 

  Don’t expose the 
bottom of your feet.

Always 
wear red.

Littered with
fi ngers.

Stop at 
every shrine.
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              unfriendly  
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The Truil 
Tribes

“M any Truils compare well to the 

Uldish, as a wolf compares 

well to a mule. They are fierce, loyal to 

each other, and tenacious. But the Ulds, 

at least, can be taught useful trades. 

The Truils are essentially animals -

and they’re harder to train than kill.”

 Riyan Xivo Burai

The Second
Nation
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This is the story the Truils tell.

“In the beginning of all things, Raungmüt and her husband the 

Truilfather, aided in some part by the gods Dindakuan and Adnolim, 

along with the goddesses Uldsech and Congma, slew the evil giant 

Osuleh and made the world from his corpse, changing its name to Heluso. 

“Each celestial pair married and bore offspring, that they might people 

this new land. In time, Raungmüt gave birth to the glorious Truils who 

were better in every way than the muddy offspring of Dindakuan or 

Uldsech. Because Raungmüt and her husband had landed the killing 

blows on Osuleh, their children were given the best of the lands, while 

Dindakuan’s children got the second best and sly Uldsech’s brood got the 

barren wastes they deserved.

“Uldsech the cunning was not happy with this state of affairs and went 

to Dindakuan to conspire against Raungmüt’s husband. ‘If we both 

strike him,’ she said, ‘Surely he will fall.’ But Dindakuan was no fool and 

knew that the Truilfather could fi ght both him and Uldsech at once. So 

Uldsech hatched an evil plan.

“Knowing that her husband Adnolim coveted Raungmüt’s beauty, Uldsech 

told him when she would be bathing in the ocean. While otherwise useless, 

Adnolim was the most handsome and charming of the gods, and coming 

upon Raungmüt he succeeded in winning her heart and convincing her 

to be untrue to her husband.

“Uldsech told the Truilfather that Raungmüt was untrue, but he did not 

believe her. So she wagered him that if he learned of his wife’s infi delity, 

his descendents would exchange their lands for the wastes where her own 

children now huddled. 

“Easily out-thinking her husband and the love-bedazzled Raungmüt, 

Uldsech led Raungmüt’s husband to the bushes, hiding and watching 

the moon maiden’s second tryst with her lover. Enraged, the Truilfather 

sprang forth, and while he was distracted, Uldsech and Dindakuan struck 

him from behind and killed him.
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“Seeing the bloody result of her foolish emotions, and learning that she 

had doomed her children to live in the wastelands, Raungmüt vowed 

she would never love again. Then she swore that some day, her children 

would rise up and sweep the spawn of Uldsech away, casting them into 

the fi re. When Uldsech said no such thing would happen while she 

lived, Raungmüt cursed her to die, and have no worship, with her name 

forgotten like the Truilfather. 

“Then she retreated to her palace, the moon, where she resides, chaste and 

sorrowing, to this day. Her husband’s name was forgotten, as she said it 

would be.

“Uldsech’s children had their new and fertile lands, but their father 

Adnolim could no longer be content with his shrewish and whining wife. 

Pining for Raungmüt, he killed himself, and his body became the second 

continent, Milonda.

“What Adnolim never knew was that Raungmüt was heavy with his 

children, whom she bore in secret and set off on rafts upon the sea to keep 

them safe from Uldsech. Those children, stunted by Adnolim’s weak blood, 

were small of stature, but they still bore Raungmüt’s beauty on their 

features. Today, as the Ob-lobs, they yet roam the seas.

“As for Uldsech, the prophecy has come to pass. The Imperials slaughtered 

her beloved children, she is worshipped no more, and soon even her name 

will be forgotten.”

Overview
There is no “Truil nation.” Old legends speak of one, when the tribes 
were united and governed by a single just master in the once-great city 
of Truilmeit. More than a king, this governor was also the high priest of 
Raungmüt. He was titled “Peacemaker” and, depending on which tribe’s 
myths you believe, the last of the line was slain by an Uldish assassin, felled 
by false Dindavaran allies in a war against demons, poisoned by a scorned 
Ob-lob, or betrayed by a close counselor whose tribe went on to rebel 
against the order and break the nation into uneasy factions.

Every tribe secretly (or overtly) believes they are the rightful heirs to the 
Peacemaker’s throne. But his throne and crown are long lost, Truilmeit is in 
decline and the Peacemaker’s palace is a ruin.

Truilmeit, the Lost City

The Ulds and Dindavarans know of the two 
Truil tribes whose roaming patterns adjoin 
their native lands. Those two (the Night 
Hunters and the Blue Face tribes) are in 
contact with a third, the Mountain Riders. 
The Mountain Riders know a fourth tribe, 
who live beyond the mountains. This fourth 
tribe is different from the other three, in 
that it farms and mines and is settled. Its 
capital is the decaying city of Truilmeit. 
They are the source of the highly-valued 
moon opals and starstones. (Because the 
dwellers in Truilmeit are so different from 
the other tribes, they’re not described here.)

The Truilish word “meit” can be translated 
as “home” or “town” or “city” but it has a 
deeper and more specifi c meaning. A meit 
is a place where all your needs are met, a 
place where you no longer need to travel. 
Practical Truils of the three nomad tribes 
shrug dismissively at the very idea. To them, 
freedom is a new horizon each dawn and 
home is anywhere your family rest their 
heads. But a few have spirits that long for 
something more than a good hunt and kind 
weather. They have seen the great Uldish 
cities, perhaps, and wonder if their people 
could build something to equal them... or if 
the Ulds are right after all, and the Truils 
are degenerate by nature. To those Truils, the 
idea of a meit seems equal parts lure and 
threat. It is the lure of greatness, and the 
threat of becoming weak and slavish like 
their enemies.

To the Night Hunters and Blue Faces, 
Truilmeit is a distant place wreathed in 
mystery, regarded with awe and reverence, 
or suspicion. To the Mountain Riders, it’s an 
exotic city, odd and foreign and strangely 
un-Truilish. To the Ulds, Dindavarans and 
cultures beyond, it is only a myth.
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There are three  Truil tribes, though it’s important to understand that 
they’re not always very distinct. They all share a language, a religion and 
many traditions, and there is a great deal of intermarriage between them. 
Sometimes, as a gesture of respect or amity, two clans exchange a few 
children of similar age, each fostering the other for a period of years, so 
that what might have been a temporary friendship has a chance to develop 
deeper ties. But when the time of testing comes, tribal bonds override these 
sorts of clan alliances. A Blue Face family will, if necessary, war against a 
Night Hunter family they love on behalf of a Blue Face family they despise. 
Tribal ties run deep.

When a couple of different clans or different tribes gets married, the couple 
must choose where to live. The choice is permanent: Thereafter they are 
members of that family and that tribe.

The Night Hunter clans have the strongest history of religion, and since 
a Truil sorcerer (known as a “kugmit”) learns her arts within a holy 
framework, a Night Hunter is likely to know a spell or two – even if she’s 
not a full blown, wolf-calling skinchanger. Hand in hand with their moonlit 
enchantments go the silent tread and still patience that give them their 
name. Fighting a Night Hunter family is typically a frustrating exercise in 
fruitless pursuit, spiced up with alarming midnight ambushes.

The Blue Face Truils were once feared as the most brutal and fearless of all 
Truil combatants (which is saying quite a bit). Their tribal elders know the 
secret of a drug called “kratig.” It’s more than just a substance or a trade 
good to these Truils. (Indeed, only lawless renegades would soil the stuff 
by exchanging it for something as sordid as money or gems.) Kratig is a 
sacrament, a gift from Raungmüt to bring peace to the suffering while 
stirring the complacent from their stupor. Kratig’s forceful change of 
perspective is undeniably useful in battle as well, but the Blue Face history 
of direct confrontation has left them battered and torn against the Uldish 
tendency to take land, settle it, and install thick defensive bulwarks. The 
Blue Face tribes are depleted from generations of throwing themselves 
against a foe with great sorcery and a greater advantage of numbers. 

In the face of a gradual invasion that seems inevitable, many Blue Faces and 
Night Hunters have made an uneasy peace with the Ulds. At the very best, 
some Truil clans have a free pass to go through their own former lands 
unmolested. A very few even go deeper, into the Uldish homeland and the 
great Uldish cities. These Truils trade peacefully, offering furs (or, rarely, 
opals and starstones) for grain, produce or (again, rarely) tools and weapons 
of steel. But a much more common pattern is for Truils to bully and threaten 
when the Uldish villages seem weak, and resort to raids and arson against 
strong settlements. Rarest of all are families who learn the Ulds’ agriculture 
and build villages of their own, forsaking their wandering ways for steady 
crops, peace, and the promise of “meit.” It’s often an elusive promise, 
since their relatives see them as weak and submissive while the Ulds they 

The Reversal of Names

Truilish tradition frowns on the use of 
a name from life to refer to someone 
dead. Instead, the name is reversed. 
Once Tud the Truil dies, he is referred to 
as “Dut.”   “Olfen” becomes “Nefol” and 
“Stuhir” becomes “Rihust.” (It’s not an 
exact palindrome in English because 
Truils don’t speak English. Instead, it’s a 
reversal of sound.)

Referring to someone who is dead by 
her life name is bad, even if it’s done 
in ignorance. It’s seen as an attempt to 
draw her back from beyond the grave, an 
insult to her spirit’s rest. Referring to a 
living man by his death-name is, as one 
might expect, a dire insult and a vicious 
challenge.

Because of this suite of beliefs, Truils 
who know one another but who have 
been apart for some time often use the 
greeting, “And none of yours are dead?” 
The most common answer is “Praise 
Raungmüt, none yet.” If there has been 
a funeral since their last meeting, it 
can be explained before any accidental 
misnaming occurs. This is also the reason 
that when a Truil is off on a raid, his 
fellows avoid speaking his name, instead 
using indirect phrases like “Fuar’s son” 
“Nobe’s father” or “The one who walked 
to The Empire.”
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copy regard them with distrust and unease. Nevertheless, there are rising 
numbers of children along the borderlands whose skin is darker than the 
average Truil, while still not as earthen-black as a native Uld.

The Ulds are just now breaching the lands of the Mountain Riders, whose 
name arises from their primary work animal: Trained woolly mammoths. 
While these creatures would quickly sicken in warmer climes, in the dark 
depths of the Waste they pull huge wagons, fell timber to build lodges, and 
sometimes apply their great strength to mining. Their most dramatic use, of 
course, is to scatter and trample enemies in time of war. Other Truil tribes 
know that two or three Walking Mountains on 
a battlefi eld are terrifying to behold, but so 
far the Ulds who’ve even heard of such things 
dismiss them as Truilish superstition or as a wild 
story concocted by border soldiers to justify 
their own cowardice.

A Mountain Rider clan typically only has one 
Walking Mountain. A very rich and numerous 
clan might boast three, but while they bring 
prestige, mobility and tremendous strength, 
they have to be fed all the time, and their 
appetite is prodigious. Mountain Riders are thus 
a tribe likely to till the soil and cultivate the 
land, and to pursue trade. With their mounts 
helping them navigate the mountains that lead 
to towns governed from Truilmeit, they are 
in a unique position to carry goods between 
the fourth tribe and the remaining two. As the only Truils who know all 
three other tribes, they monopolize trade. With the high maintenance their 
mounts demand, they need to. More and more, however, the Mountain 
Riders come into confl ict with clans pushing into their territory in reaction 
to Uldish settlement. So far, these confl icts have been minor, but there could 
be a full-on war between the Mountain Riders and their eastern cousins. Or, 
just maybe, they could be the surprise weapon that turns the tide, at long 
last, against the Ulds.

Values
The Truils revere stoicism, chastity, fi erceness in battle and loyalty to family 
and friends. Above all, they value freedom. There is no word for “master” 
in the Truil language, nor “servant,” though there is a rich and nuanced 
vocabulary of obedience, debt, gratitude and respect. Often a grim people, 
the Truils see life as a trial, one they must endure to pay for their mother’s 
moment of weakness. Yet though they blame Raungmüt for their exile in 
the darkness, they love her for making them strong, brave, clear of eye and 
with minds unfogged by the lechery, abasement, greed and foolishness of the 
lesser nations.

There is no word for “master” in 

the Truil language, nor “servant,” 

though there is a rich and nuanced 

vocabulary of obedience, debt, 

gratitude and respect.
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Truilish Trade Goods

Most Truil trade, both within the tribe, with other tribes, and with outsiders, operates at 
the level of food, hides and necessities. Truil gems, foreign treasures, or well-made tools 
and weapons are a rarer high level of trade. There are two commodities that are unique 
to the Truils. They seldom trade them with each other, and it is a rare outsider indeed 
who can persuade the Truils to trust her with one of these cultural treasures.

The fi rst is the Truil hornbow, or strongbow, described on page 187. These weapons 
are cultivated over the course of years from a tree that thrives only in the Wastes. It is 
unlikely that foreigners could duplicate them, unless they transplanted an entire grove of 
the bow-trees into a dark land like the Sunless Plains, and then kept them at unusually 
low temperatures year-round. It’s possible with sorcery, but presumably sorcerers of that 
puissance have more effi cient ways to arm people. There’s a rare trade in strongbows with 
outsiders, who prize them for their power, but it’s a matter of respect as much as money 
to obtain one. Unless, of course, you scavenge it off the battlefi eld, but Truils tend to take 
that sort of thing very seriously and have been known to follow an Uld with a stolen 
bow hundreds of miles in order to retrieve it and bury it with its owner.

Even rarer is the holy drug kratig. A fi ne, cobalt-blue powder, it’s absorbed by 
soft tissue. The Blue Faces usually take it by rubbing it the eyes, the nose, and along 
the lips and gums. It has the side effects of producing tears and clearing the nose, thus 
producing the dark drizzles down the face that gives the tribe its name. It is given to the 
grievously ill or injured, women in labor, and warriors going into battle.

Kratig’s Potency (see page 296.) depends on the skill of the maker, but 5-9 is typical. 
Its minor effect, in addition to brief tears and a runny nose, is that the sensation of pain 
becomes pleasurable for 2-20 minutes. The major effect is the same, except that it lasts 
for 1-10 hours.

While under kratig’s infl uence, the burning lungs of exhaustion, the sore muscles of 
the weary, even the agony of a broken limb – all those sensations are transformed 
into exquisite delights. It is important to understand that this shift of perspective is 
kratig’s only serious effect. It does not make the user hallucinate. It does not impair his 
judgment. It does not give a false sense of immortality or profundity and it does not 
make him mindlessly pursue magnifi cent agony. A Blue-Face using kratig knows full well 
that the spear through his chest is bad, is probably killing him in fact. But the body’s 
usual instincts to fl ee or go into shock are suppressed by the confusion of sensation.

In game terms, a person using kratig can continue to use a limb normally even when it’s 
fi lled with Killing damage, making him an exception to the rule on page 179.  (Unless, 
of course, the limb is all the way off.) A head full of Shock does not knock the character 
out, and a torso full of Shock does not give any penalty. Filling the torso or head with 
Killing damage has the usual effect, however.
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Culture
Nomads, the Truil tribes have little time to stage elaborate theatrical 
entertainments or construct intricate musical instruments. To them, 
such things are decadent and wasteful. But though their neighbors may 
deride them as barbarians, the Truils have arts and crafts of their own. 

Music is an important, even crucial part of Truil life. They sing in 
elaborate harmony, with exquisite contrapuntal rhythms. Almost all 
of them do, since singing is free, it’s a good way to pass the time while 
covering the miles, and a nice loud chant tends to scare away predators. 
The best vocalist of a tribe may be given the title of Heartsinger, with 
the concomitant duties of learning the many religious tunes and epic 
verses about ancient battles. The Heartsinger’s most important duty 
is to use music to guide the emotions of the tribe, whether that be 
through a song of acceptance at a funeral, or through a war-hymn that 
fuels bloodlust.

Craft skills have a similar place in 
Truilish culture. Where an Uldish guild 
journeyman excels at one task, and is 
ignorant of all others, a Truil typically 
knows a bit of this and a bit of that. 
Carving, leatherwork, cooking and 
weaving are all eminently practical 
abilities for a wanderer living off the land. 
In every tribe, of course, there are a few 
who show a knack or interest for one such 
job. There may not be a particular title 
for the best woodcarver in the tribe, but 
generally everyone knows who it is and might approach him for advice 
or even offer him something in exchange for a particularly decorative 
gift. A Truil spending an evening around the fi re is likely to work a 
fi erce face into the leather of his quiver... if he’s not carving a doll’s 
head for a child.

Cuisine

Some Truils of the eastern Wastes are adopting the farming techniques 
of the Ulds, but traditional Truilish agriculture has been a process 
of benign neglect. Roaming over hundreds of miles in their yearly 
migration, they might pause for a week to plant some grains here, or 
clear weeds from the berry patch they planted last year. (This same sort 
of philosophy applies to architecture. Truils construct simple buildings, 
use them, then abandon them to any other family or tribe that comes 
along. Those tribes typically tend to and improve the structure for the 
next guest, but no one claims it forever.)

The most notable component of

the Truil diet is human fl esh.
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Truils don’t apply the intensive labor that the Ulds use to scratch 
subsistence out of rotten Waste soil. Instead of working hard on fi ve 
acres to raise a year’s subsistence, they spend a day or a week apiece 
on hundreds of acres spread through their territory. Passing through 
later, they reap what they sowed. Or, possibly, what someone else 
sowed. Technically, the Truil who plants a tree has no particular claim 
to its fruits, so any Truil passing through can claim food from the land, 
regardless of whether he nurtured it, or someone else, or whether it’s 
the soil’s spontaneous bounty. In practice, it’s more complicated. If a 
Truil clan fi nds a cultivated area, it’s accepted for them to take food 
from it, but it’s terribly uncouth to strip it bare. They’re also expected 
to pay for their bounty by tending the area, weeding, irrigating or 
leaving behind some durable goods. It’s not considered a one-for-one 

exchange, but it’s a matter of some pride. 
Arriving, taking and leaving nothing behind 
is tantamount to admitting that you’re unable 
to take care of yourself – that you’re weak 
and dependent, which is only a short step 
from being cringing and servile. Many Truils 
would prefer to leave more than they take. 
That’s the sort of behavior that Truils expect 
from a leader, as long as it’s not done to the 
point of waste or foolishness.

Truil meals, then, have a lot of scavenged 
fruits, roots and occasional planted crops. 
Game meat is a large part of it as well 
– deer, elk, birds of all types, rabbit when 
necessary, porcupine on special occasions. 
Never wolves, of course. In fact their penalty 
for killing a wolf is the same as for killing a 
man. Fruit’s eaten raw or preserved in clay or 

metal pots, grains are baked into bread, meat is smoked or cooked or 
jerked to last on the road. It’s not a complicated cuisine, though many 
Truils get good mileage out of recognizing some wild herbs.

The most notable component of the Truil diet, however, is human fl esh.

Every Truil tribe considers cannibalism an acceptable practice in one of 
two narrow circumstances. The fi rst is funerary, the Truilish tradition of 
nähimmen or “loving consumption.” When a Truil of good standing dies, 
his fl esh is cooked and is the main course at the banquet remembering 
him. Tradition dictates that everyone in the family gets part, though 
immediate family are given the best portions. It is a grievous insult to 
refuse to partake if you’ve been accepted into the clan. It means that 
you have a grievance that even death cannot resolve.

Arriving, taking and leaving nothing 

behind is tantamount to admitting that 

you’re unable to take care of yourself 

– that you’re weak and dependent, which 

is only a short step from being cringing 

and servile.
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Cannibalism is also accepted on the battlefi eld, in two forms. 
There is stuhimmen or “hot consumption” and dränghimmen, “cold 
consumption.” The fi rst is when a Truil bites a living enemy. Many 
prefer this tactic, even if they fi nd no particular savor in the taste of 
blood, because it frightens their most common enemies, the Ulds. 
Truils feuding with one another rarely resort to stuhimmen unless it’s a 
deep personal grudge. 

Dränghimmen is the rarest form of Truil cannibalism, because they 
believe that consuming uncooked fl esh from the dead is an act that 
pollutes both the dead and the biter. The Truils believe that a body 
desecrated with dränghimmen dooms its spirit to torment, until the 
one who defi led the body is, himself, lying dead and unconsumed. 
(If the devourer is given a proper Truilish 
funeral, or is himself victim of dränghimmen, 
the torture continues.) A Truil who performs 
dränghimmen is willing to sin deeply in order to 
torment his enemy in the afterlife. 

Clothes

Truils dress for practicality in all things. Long 
pants are standard for both genders, usually 
made of animal hide, usually closed with laces 
along one or both hips. They wear high boots,  
with the cuffs of their pants tucked inside 
against the cold Waste winds. From the waist 
up, two shirts are typical, an ordinary outer 
shirt and what’s called a “close-shirt.” For daily 
wear, the outer shirt is hide or leather, fur-lined 
in the bitter Waste winters, perhaps decorated 
with a little fringe or some modest beadwork, 
but just as likely plain. It might lace along the 
side or be closed in the front with wooden or 
horn buttons. 

On special occasions – a birthday, funeral, wedding or other ceremony 
of honor – the Truil at the center of matters wears a woven over-shirt 
with bright colors, decoration and intricate patterning. These shirts 
are also worn by Truils in positions of honor, such as elder negotiators, 
leaders of family groups, lore masters and revered heartsingers.

The close shirt has elbow-length sleeves and ends at the bottom of the 
rib cage. It is completely hidden by the outer shirt, and is often brightly 
colored and decorated with embroidery, beadwork, or feathers. When 
a Truil is relaxing in a warm, safe place, he removes his outer shirt 
and lets his close-shirt show. Contrary to the usual Truil austerity, 
an elaborate or even gaudy close-shirt is seen as tasteful – it’s a sign 

Dränghimmen, “cold cannibalism,” is the 

rarest form of Truil cannibalism. The 

Truils believe that a body desecrated with 

dränghimmen dooms its spirit to torment, 

until the one who defi led the body is, 

himself, lying dead and unconsumed.  

A Truil who performs dränghimmen is 

willing to sin deeply in order to torment 

his enemy in the afterlife. 
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of prosperity and status. Most Truils change their close-shirts daily, 
keeping three or four for daily wear and one of particular beauty for 
special occasions like weddings, important negotiations with other 
Truils, and high religious events.

Over the shirts comes a coat in cold weather. For scouting or battle, the 
coat is hip-length and tight, so that it can’t snag and impede movement, 
or catch on a twig to make a tell-tale sound. (The Blue-Face Truils are 
an exception, preferring to go into battle bare-chested or wearing only 
armor, even in the coldest weather.) In the deep winter, long coats 
lined with fur or quilted cloth protect the entire body.

When traveling the borderlands where sunlight falls, the Truils adopt 
broad-brimmed hats woven of stiff grass. In the colder reaches of the 
wastes, a heavy hood replaces this. These hoods have a long fl ap in 
back to protect the neck, and two ends in front that can wrap around 
like a scarf. If a Truil wants to be visible at a distance (if he’s a tactician 
directing troops, for example) his hood, or a lightweight war-bonnet 
worn over a helmet, is tall, light, and elaborately colored. It’s what they 
use instead of war banners.

Truil jewelry is usually worn inside the top shirt, so that it only 
becomes visible when speaking in comfort. Gold is used, but silver 
is more common. Starstones and moon opals are the most common 
gems, though diamonds and other clear stones traded from the black 
peoples are prized more highly. Truils also use carved bone, ivory 
and wooden decorations. These are acceptable for wear outside the 
top shirt, or even over a coat. It’s all right to let strangers see your 
carved ornaments, because they’re a testament to your family’s skill 
(or your own). Wealth is displayed only intimately, as a sign of trust.

The Political Situation
The tribes are fragmented, quarreling with one another and with 
themselves. The Blue Faces and Night Hunters each have some families 
who are making accommodations with the Uldish invaders, even while 
others continue to raid, raze and ruin their settlements. Each of those 
tribes harbors clans who blame the other tribe for the weakness of 
making peace, and clans who blame the other tribe for the stubborn 
waste of making war. The Mountain Riders remain aloof, making trades 
with both sides and very occasionally acting as an impartial mediator, 
but they’re under pressure from clans within both tribes who are 
pushing into Mountain Rider territory in order to stay ahead of the 
Uldish frontier.

Most Truils despise the Ulds as invaders and usurpers, though many 
must grudgingly admit that they are potent sorcerers and cunning 

Hob-Truils and City Truils

“Hob” is Truilish for “half,” so a hob-Truil 
is someone with one Truil parent and one 
something else – most commonly Uldish, 
sometimes Dindavaran.  (Offspring with 
Ob-lobs are technically hob-Truils, but 
since their skin’s the same color only 
the outstanding racists bother making 
the distinction.)  As with most people 
of visibly mixed heritage in primitive 
cultures, hob-Truils aren’t fully accepted 
by either the tribes or by “civilized” people.  
Sometimes they’re regarded as worse than 
either.  Racist Ulds revile hob-Truils as 
abominations against nature, and racist 
Mountain Riders have the same opinion.  
But other Ulds think a hob-Truil is 
superior to a fullblood Truil, though still 
not quite to the level of an Uld.  

Straddling two cultures, these exotics 
sometimes serve as go-betweens between the 
nations of their parents.  Sometimes, they’re 
pariahs.  Sometimes they travel to far 
distant lands where they’re still outsiders, 
but at least they’re outsiders who don’t 
embody volatile confl icts and who aren’t 
saddled with confl icting stereotypes.

A city Truil is more likely to be a hob, 
though there are many who have full 
Truil ancestry.  They’re Truils who live in 
cities (in Uldholm, Dindavara or farther 
afi eld) and have departed, wholly or 
partially, from the beliefs and traditions 
of their tribal cousins.  Some Truils have 
lived in Uldholm or Dindavaran cities for 
generations, long enough to have most of 
the same beliefs as their host culture.  The 
people they live among rarely accept them 
fully, but they’re far more tolerated than a 
tribal Truil would be in the same town.
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builders. A few have resigned themselves to a 
mixed future and are simply trying to fi nd a way 
to combine their traditional migrations with the 
Uldish ideal of settled towns. It confuses matters 
further that many Ulds can’t tell the difference 
between one Truil clan and another, or even 
different tribes. Some who could fi gure it out if 
they cared simply don’t bother, as they plan to 
exterminate the pests in the fullness of time.

The border between the Truil Wastes and 
Dindavara is, in contrast, peaceful and secure. 
There is a high range of diffi cult mountains 
serving as a fence, but the greater protection 
is Dindavara’s indifference. Unlike the Ulds, 
they have no burgeoning population to occupy 
and no cultural imperative towards constant 
growth. There is some trade, but not a great 
deal. The Truils have little that the Dindavarans 
want, though occasionally furs or gems or 
even a hornbow or two make their way over 
the border. In return the Dindavarans might 
rarely exchange food, but getting large quantities of grain through the 
mountains is challenging, especially when compared to moving the high 
quality metal goods for which Dindavara is justly famed. They wouldn’t 
dream of selling dinda swords to savages, but they’re quite content to 
trade iron or even steel weapons. After all, they’re most likely to wind 
up in the guts of an Uld.

The Truils at War
The Truil army is almost the diametric opposite of their chief rivals, 
the Ulds. Where the Ulds rely on sorcerers, and a large number of 
foot soldiers with mediocre training, the Truils tend to fi eld smaller 
groups of highly skilled infi ltrators, archers, and ground fi ghters. 
Theirs is a hunter/gatherer culture. If a Truil can’t shoot straight, set 
a trap, or spot subtle signs on the ground, he’s going to spend a lot of 
time hungry. These traits also make the Truils skilled guerilla warriors. 
Where an Uld has to train to become a soldier, most Truils have been 
learning the arts of the bow and the quiet step since childhood.

The Truils, then, spend a lot of time watching their enemies, picking 
off stragglers, ambushing forward observers, making sure any scouting 
parties never come back and always, always waiting for the mistake. 
It’s hard to keep discipline among soldiers, and the bigger your army 
the harder it becomes to police every spearman. The Truil eyes pierce 

The Truil eyes pierce the darkness waiting 

for that one guard on the picket to sleep. 

When he does, a dozen Truils are among 

the sleeping soldiers, slitting throats, 

burning stockpiles, scattering animals and 

stealing supplies before the alarm can even 

be sounded.
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the darkness waiting for that one guard on the picket to sleep, 
and when he does a dozen Truils are among the sleeping soldiers, 
slitting throats, burning stockpiles, scattering animals and stealing 
supplies before the alarm can even be sounded.

Truils rarely stand and fi ght unless they’ve no choice or it’s ground 
of their choosing. This makes aggression against them a frustrating 
and ominous undertaking. By the same token, they can cause a lot 
of trouble for a settlement and probably raze a village or isolated 
farm, but a town or a fort that can stomach the discomfort will 
probably repel a Truilish attack. They have the skills, but they lack 
the numbers needed to really bunker down and survive a siege, or 
lay one.

The exception to this would be the Mountain Riders, whose 
terrifying mounts are just about the perfect tool for cracking open 
Uldish fortresses. But they have not, as yet, been brought into the 
confl ict. If they step away from their neutrality, they could be the 
factor that puts the Truils on an even footing with the invaders, for 
the fi rst time. On the other hand, if they allied with the Ulds, it 
would almost certainly doom the nomad life of the Night Hunters 
and Blue Faces.
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Truil Names

Male

Bäus
Lank
Meil
Nähim
Ölfen
Rauf
Rold
Spei
Stäng
Tursel
Verin
Vorges
Zwiche

Female

Äuden
Drichil
Druten
Fraufi t
Freitte
Meifi t
Nobe
Rechel
Ril
Stuhir
Tig
Weift
Zausam

Truilish Character Concepts

…last survivor of a Night Hunter family, strangely allied with an 
Ironbone priestess to fi ght demons

…Heartsinger in love with her clan chief

…hob-Truil child of a dead Dindavaran noble, who went native
when exiled to the Wastes, now curious about the ‘civilized’ side
of her heritage

…leader of a Blue Face nomad pack trying to survive between 
encroaching Ulds and Mountain Riders

…drunken beggar city Truil burglar

Truilish Company Concepts

…conclave of enchanter/priests and priestesses, trying to unite the 
tribes against the Ulds.

…Night Hunter explorers seeking a legendary lost southern route
to Truilmeit.

…ambassadors from the Mountain Riders to Dindavara.

…bandit gang preying equally on Truil villages, Uldish settlements, 
and nomad packs.

…insurrectionist cabal within the capital of Uldholm.

Truilish Plot Complications

…several Night Hunter families are stricken with a terrible illness.  
It’s clear that they caught it from Uldish farmers new to the area.  
It’s also clear that the Ulds control the access to the cure for it.

…a volcano erupts, spewing out a high-phase demon.

…strange predators are hunting in the Wastes, creatures that walk 
like men but have four-toed feet like lizards.  No one has seen or 
captured one, but they’re thinning out the game. 

…a neighboring tribe with a bad reputation is pressing hard for an 
alliance cemented by marriage.

…an ambassador, with full retinue, arrives from The Empire.
She wishes to speak to “the king of the Truils.”





n REIGN, your group of characters can 
be more than the sum of its parts. If you 
and your comrades aren’t just a gang - if 
you’re together for a purpose and have a 
common goal - you become a COMPANY.

For the purposes of REIGN, Company doesn’t mean a 

business enterprise (like “the gas company”), though 

you could focus on fi nance. Instead, it means a group, 

faction or party who are joined together in pursuit of 

some shared objective. 

Your Company could be a religion, a political 

cause, a mercenary troupe, a secretive 

conspiracy… even a government. Any 

group of people who have common 

cause are a Company.

Forming a Company welds your 

strengths together and offsets your 

weaknesses. For this reason, companies get some 

advantages that individuals just can’t. By the same token, 

however, companies are more fragile and less fl exible than 

people by themselves.

�29 Companies
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What is a Company?

J
ust as a character is defi ned by 

Stats, Skills and Advantages, a 

Company is defi ned by its goal 

and by its Qualities.

Goal

Companies aren’t just social clubs. They 

exist to do something, though that goal often 

changes over time. Nevertheless, it is this goal 

that keeps the group united, be it as vague 

as “Seek knowledge wherever it’s found” or 

as concrete as “Assassinate the Hai Riyan of 

Dindavara and plunge the nation into chaos!”

While a goal is very similar to a mission or 

a craving for a player character, it cannot 

be used to add or subtract dice from the 

Company’s pools. Companies are unlikely to 

ever contradict their goals, and with just one 

goal there’s no confl ict.

But even without mechanical effect, having 

a stated and agreed-upon goal is critical 

for the Company. Unless it stands for 

something, even something selfi sh (“enrich 

all members”) or sedentary (“prevent the 

discovery of the lost Temple of the Uld Kings 

Undying”) or just silly (“get together once 

a month for small beer and the wearing of 

elaborate hats”) it’s not going to grow or 

appreciate in power. 

I have seen, again and again, great 

crowds of bulk soldiers chased from 

the field by a small company of powerful 

enchanters, or even a single skilled magus 

well-protected. Yet these same puissant 

sorcerers easily fall prey to unconventional 

soldiers - those who can range forth 

unseen, approach obliquely at speed, 

and take the spellworkers unaware. 

Then again, those combat experts are 

ill-equipped to face a mass rush by even 

marginal troops, and certainly they lack 

the stamina and wherewithal to hold 

out long when greatly outnumbered and 

surrounded. From this, I have deduced a 

triangular tactical maxim:

Magic splinters numbers.

Stealth destroys magic. 

Numbers overwelm stealth.

-General Stead, “Precepts”
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E
ach Quality refl ects your 

Company’s ability to get 

things done in the world. 

“Get things done” is vague, 

and there’s a reason for that — companies 

are versatile. Spying out secrets, changing 

governments, waging war and making a 

fortune — all these are actions that can be 

attempted and accomplished by a Company. 

The fi ve Qualities (Infl uence, Might, 

Treasure, Territory and Sovereignty) are 

discussed in detail later, but each is measured 

on a scale of 1-6.

Qualities are highly abstract, because there 

are so many elements that determine the 

wealth of a nation or the value of its lands. 

Keeping track of them all would be incredibly 

tedious, and thereby counteract this game’s 

goal of being incredibly fun. Instead of 

tracking exactly how many battle sorcerers 

and infantry and light cavalry your army 

contains, it’s much simpler to give you a 

single digit and be done with it. You certainly 

can keep track of details like that — it adds 

a great deal of verisimilitude and makes 

the illusion of the situation much more 

convincing — but accept that it all boils 

down to a Might rating and that adding more 

rules may just encumber the system. (If you 

want to add rules of your own and think your 

group would dig them, go ahead. But for 

now, we’re keeping it simple.) 

Instead of getting advantage by 

focusing on the minutiae of what your 

Sovereignty Quality of 3 means, the 

game’s designed to encourage situational 

actions to give your nation, gang, cult 

or conspiracy temporary advantages.

The actions of the player characters have a 

direct and dramatic impact on the fate of the 

Company. If their Company has Qualities of 

5 or 6, they are literally the people on whom 

the fate of nations hinge. By acting smartly 

and succeeding, you can add ordinary dice, an 

ED or an MD to your pools rolling for your 

Company. On the other hand, PCs who make 

gross misjudgments or fail miserably in their 

strategies penalize their Company’s pools.

Might

Might is a crude gauge of a Company’s 

martial prowess. It encompasses the number 

of soldiers active at a given time, their degree 

of training and equipment, their access 

to enchantment, and the brilliance (or 

foolishness) of their commanders. A vast and 

unruly mob of peasants infl amed by dodgy 

religious dogma can have the same Might 

score as a group of a dozen well-armed, 

veteran cavalry soldiers. 

Quality Example

1 Well-meaning but poorly trained 

spearmen, possibly with leather caps.

2 A thin rank of untrained soldiers with 

adequate weapons, or adequate 

soldiers with poor weapons. 

3  The typical large city guard, a small 

corps of elite soldiers, or a huge 

gaggle of undisciplined scrappers.

4 Good troops with excellent 

leadership, or vice versa.

5 A well-honed, confi dent, experienced, 

superbly balanced fi ghting force.

6 Tough, experienced veterans, well 

organized and commanded, with 

plenty of magic backup.

Temporary�Raises�for�Might

Gaining temporary advantage is what being 

a good commander is all about. (During 

the war, anyhow. In peacetime it seems to 

be all about looking good in uniform and 

getting lots of funds.) Some ways to get the 

advantage include…

Fight From Entrenchments: A force that’s 

holed up in a fortress bristling with siege 

engines is a lot harder to eliminate than 

one in the open fi eld. Getting your enemy 

to attack when you’re defending from 

some impregnable fastness can directly 

improve your chances of fending him off. 

Unfortunately, it’s not an option for 

attackers (unless you seize a fort and 

     provoke a counterattack). 

The Qualities of a Company

Followers & 
Might

If you have the Followers 

Advantage at rank 5, that 

is roughly equivalent to 

Might 1. If you assign your 

Followers to the Company 

as a whole instead of having 

them obey you, well, there 

it is. You can’t personally 

lead more people than is 

represented by Followers 5 

without forming a Company.

This does mean that if you 

have Might 3+, you can 

pretty much assign some 

followers to come with you 

on private missions and, 

voila, instant Followers 

without paying the cost for 

the Advantage. That’s fi ne, 

it’s one of the benefi ts of 

having loads of troops at 

your beck and call. If you 

keep withdrawing followers 

and getting them all killed, 

your GM may decide to 

give you a temporary Might 

penalty, as your troops 

become demoralized. Or 

she might take it out on 

you in Sovereignty. 
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Surprise Maneuver: If you can keep some 

grand plan secret and spring it at the last 

moment, you can dismay and confuse an 

opponent. Dismay and confusion are not 

conducive to effective brain-smashing and 

gut-sticking. If you successfully conceal that 

you have a cavalry platoon on the hill, waiting 

to descend on his fl ank, then said fl ank is 

going to much softer when the charge comes 

down. Keeping secrets is, of course, hard.

Head Hunt: Sneaking in and murdering 

highly visible fi gures in the enemy command 

structure is a great way to get an advantage, 

if you can do it. Even if the general you 

assassinate is actually a fi gurehead, while 

his aide did all the strategizing… well, it’s 

still demoralizing to know your leader is 

vulnerable. Not to mention how nervous that 

aide’s going to be, wondering if his noggin’s 

next on the block.

Scare Tactics: If you can get the enemy 

troops spooked before the engagement, by 

exaggerating your own fi ghters’ prowess or 

ruthlessness or eeriness, your enemies are 

more likely to collapse in a rout. Of course, 

this does pose the question of how you’re 

going to get them to trust your assertions.

Be Smarter: In the spirit of old fashioned 

roll-playing, here’s a gamble. Your 

commander rolls Knowledge+Strategy 

against their commander. The Higher set gets 

a temporary +1 to Might.

Hire Mercenaries: Make a pure Treasure roll 

with no other Quality. If it succeeds, you’ve 

raised your Might by a point for one specifi c 

military action. (GMs may not permit this 

action if it’s unreasonable that mercenaries 

would be acting freely in the area.) Even with 

high Treasure, this roll is likely to be dodgy, so 

you may want to fi rst boost that Treasure roll 

through some character play. Keep in mind 

that this erodes your Treasure rating for a 

month, just like rolling it in conjunction with 

another Quality. (The erosion of Qualities 

through use is explained on page 141.)

Treasure

Treasure is an easy Quality to understand, 

for the most part. It measures how much 

money a group can access, be it in the form 

of promissory notes or big jingly bags of coin. 

More than that, however, Treasure represents 

a certain intangible fi scal infrastructure. At 

the higher reaches of power, money is as 

much about appearance as actuality. In one 

famous example, the Empress Illumine III 

built a huge treasure vault on credit, and was 

able to put off her creditors for two decades 

with promises of payment. They assumed 

that she could afford it — if not, why build 

the vault? Eventually, she nationalized their 

merchant guilds and used the vault to store 

what she had seized.

Quality Example

1 Every level of the operation is visibly 

pitiful — worn out tools, ragged clothing, 

scurvy livestock, bad haircuts and so on.

2 A struggling Company working very 

close to the margin, with little in 

the way of a fi scal safety net.

3 Perhaps a small but tightly run 

enterprise, or a large and shabby 

one, or a variable settlement with 

areas of poverty and prosperity.

4 A prosperous organization, well-

managed and profi table.

5 With deep reserves and a strong 

record of success, the Company can 

take greater risks without the chance 

of being utterly wiped out.

6 The Company radiates casual opulence, 

and possesses not only such signifi cant 

reserves that it cannot count them, but also 

an evolved fi scal system for exchanging 

(say) quarried stone for milled wheat, pig 

iron, cut timber or the services of an expert 

builder. On top of that, there’s plenty of 

potential for lending to and borrowing from 

other companies of equivalent stature.

The Qualities of a Company

Wealth & Treasure

Wealth turns into Treasure at 

a 3 to 1 ratio, rounding down. 

That means that if you have 

Wealth 3-5 you can invest it 

into a Company as if it was 

Treasure 1. Wealth 9-10 is 

Treasure 3. No individual can 

manage Wealth above 10 

without a Company (and may 

have trouble even then). 

In the same way that a 

leader can requisition 

Followers without signifi cantly 

dropping his Company’s 

Might, characters can make 

purchases with Treasure 

that, while meaningful to 

an individual (“A diamond 

bracelet? Oh Rugris, you 

shouldn’t have!”) are trivial 

to a Company or king. Just 

withdraw Wealth at a level two 

or more below your Treasure 

level and have a good time.

In the same way that abusing 

followers can backfi re, so can 

fi scal irresponsibility. If the PCs 

are cavalier about dipping into 

collective funds, GMCs might 

decide to advance themselves 

loans to get baubles for 

their lovers, resulting in 

temporary (or permanent) 

Treasure drops. Alternately, 

too much of a ‘let them eat 

cake’ attitude can lower 

Sovereignty like little else can.
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Temporary�Raises�for�Treasure

Treasure is fi endishly diffi cult to increase 

for only a short period — ask anyone who’s 

ever needed a loan until payday. It’s no easier 

when you’re a trading cartel with empty 

coffers. But some possibilities include…

Ask for a Loan: Find another Company 

whose Treasure is suffi cient that they can give 

you some. Work out terms. If an agreement is 

reached, they transfer some Treasure to you 

for a pre-determined term, after which you 

either give it back or default on the loan. If 

you default, you’d better hope their Might is 

insuffi cient to raid you in redress. 

The terms vary from loan to loan. Some 

expect a return with interest. Others expect 

the same money back, accompanied by 

concessions of some other kind. 

Issue Bonds (or Debase Currency): 

Issuing bonds is a bit like getting a loan, 

only you’re asking your own citizens. 

If you’re a business, the equivalent is 

asking your workers to accept deferred 

payment. For churches, you shake down 

the congregation. It works like a normal 

loan, only you permanently lose a point of 

Sovereignty if you default on the debt.

Nations can also debase their currency, 

if they’re sophisticated enough to 

be using credit or paper money. In 

that case, you borrow from Territory 

— it’s just that your people are pretty 

much forced to give you a loan. 

Threaten: By making a pure Might roll 

(with no other Quality) you can shake down 

your creditors or your debtors or just some 

timorous bystanders into extending you some 

credit. This erodes your Might like any other 

use of Might (as explained on page 141.), so 

you may want to roleplay some to boost the 

pool. If the roll succeeds, you get a temporary 

raise and avoid any serious blowback — there 

might be some ill will, but no one sneaking 

into your bedroom at night with a stiletto. 

Some GMs may roll this in secret and extend 

you the credit even on a fail — only to 

have repercussions crop up later, either in 

the form of covert attack, open attack, or 

the choice between those and a temporary 

Treasure penalty when the account comes 

unexpectedly (and persuasively) due.

Infl uence

Infl uence is less tangible than Treasure 

or Might, since it measures how much a 

Company knows and how easily it can learn. 

More than that, it gauges how powerfully 

(and subtly) a group can sway the opinions of 

other groups. This is not the power to redraw 

national borders directly, but the power to 

learn what the Prince believes, and perhaps 

persuade him otherwise. 

Quality Example

1 Self-absorbed and unknown, your 

Company has negligible pull.

2 A group like this might stumble on a fact 

now and then, or through sheer luck 

change the mind of someone noteworthy.

3 Your Company can make its opinions 

known directly, and can learn of major 

events in a fairly timely fashion.

4 Well-informed of current events for a 

decent sized area, your group understands 

the intangible connections between 

people and groups and social trends. Your 

knowledge lets you choose arguments 

most calculated to persuade.

5 An array of sources can be checked against 

one another for maximum accuracy, while 

your legions of advisors (or blackmailers) can 

make your will felt throughout a nation.

6 For your Company, the walls have ears 

and the hills have eyes. When you whisper, 

generals shout and soldiers scream.

Spending Treasure

In addition to combining with 

other Qualities to take actions 

such as waging war, Treasure 

can be spent fl at-out.  Naturally, 

the things that cost Treasure 

tend to be either breathtakingly 

unique or enormously expansive 

-- adornments such as magic 

artifacts or a private navy.

When you spend Treasure, it’s 

just like spending Wealth, with 

the exception that you can’t 

haggle with it.  If the cost is less 

than your Treasure, you can buy 

it without losing Treasure.  If it’s 

greater than your Treasure, you 

can’t have it.  If it’s equal to your 

Treasure, you can have it at the 

cost of permanently reducing 

your Treasure by one point.

It’s important for GMs to 

understand that it’s quite 

reasonable to say “no” to some 

requested Treasure expenditures, 

limited simply by availability.  

A character may want a fi re-

shooting sword and lead a 

Company with suffi cient Treasure 

to buy it, but that doesn’t mean 

that a rare artifact like that is on 

the market.  Similarly, a Company 

that can afford to buy a fl eet 

may still have to wait for the 

ships it wants to be constructed, 

if there aren’t enough vessels 

for sale at that time.

The Qualities of a Company
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Temporary�Raises�for�Infl�uence

Some fi ne ways to temporarily improve 

Infl uence include the following.

Impress the Gentry: If your characters 

are charming, suave, debonair and 

respectful to foreign dignitaries and 

opinion makers, without seeming fl ighty, 

smarmy, foppish or ingratiating, it can 

give you pull with them. They have pull 

with others, and, if you keep at it long 

enough, you can pull just about anything.

Bluff: If you create a convincing illusion of 

wealth, prestige or force beyond what you 

actually possess, you can infl uence others by 

playing to their misplaced greed, envy or fear.

Threaten: Reminding others of past military 

exploits, while subtly touching upon 

preparedness for future military exploits, can 

often make people remarkably pliable. This 

can backfi re, of course, if you get someone 

hard-headed or aggressive who’s just looking 

for an excuse.

Promise: The fl ip side of the threat is the 

promise, in which you play up your vast 

wealth, staggering infl uence or lush tracts 

of land in order to get the greedy to aid you. 

Keep in mind, however, that the greedy are 

fi ckle without some eventual reward.

Territory

Another very abstract Quality, Territory 

measures more than just acreage (though 

that’s part of it). Territory means population, 

it means the strength of the land and its 

fertility, it means mills and workshops and 

cattle. Good Territory indicates educated 

followers and effi cient workers. It is the 

measure of your Company’s physical ability 

to grow and to recover from setbacks.

Quality Example

1 A village and the surrounding farms, a 

small town, or a neighborhood within 

a city. It could also be a small church, 

a minor organization of tradespeople, 

or a single large ship with crew.

2 A town, a modest duchy, legitimate 

authority over a large part of a big city. 

Alternately, a caravan of decent size, or a 

broad-but-shallow national conspiracy.

3 A very small country, a fair sized region or a 

very large independent city. If not physical 

land, this could stand for a prominent 

regional religion, or a national merchant 

empire, or a very large mercenary troupe. 

4 A large region within a large nation, 

or a nation of medium size in its 

entirety, or a huge independent 

city and its surrounding area.

5 A large country.

6 A vast and varied nation with a proud 

history and a highly-developed culture.

Temporary�Raises�for�Territory

It’s hard to accelerate the productivity of 

something as big and amorphous as a fl eet 

or a nation or a noble family, because any 

obvious improvements have already been 

made. But there’s one way to squeeze out a bit 

extra — if you’re willing to pay the price.

Exhaust the Fields: Or make your craftsmen 

work sixteen-hour shifts. Or mortgage your 

property for a second time. Or borrow 

against money that’s already earmarked for 

something else. There are many ways to milk 

short term improvement at the cost of long-

term damage. If you think of one and the GM 

agrees, the mechanics are like this: You get 

a temporary 1d Territory increase that lasts 

3 months, or until used, whichever comes 

fi rst. When it’s been used, you temporarily 

lose 1d of Territory for six months. 

The Qualities of a Company
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Sovereignty

Perhaps the least-tangible Quality, 

Sovereignty indicates the inner strength of 

your society. It measures the loyalty of the 

people to the Company and its leaders, and 

more, their dedication to one another. It is, 

essentially, their identity as followers of the 

Spider King, or students of the Path of Twin 

Fury, or vassals to the Autumnhost family. 

Companies with high Sovereignty can expect 

a great deal of voluntary aid from even its 

lowliest followers — acting not from hope 

of reward, but out of a sense of pride or civic 

duty. Companies with low Sovereignty may 

dissolve from within, even when there’s no 

external threat.

Sovereignty is different from every other 

Quality in one important way: Every 

Company must have at least one point in it 

every month. It can be a temporary point 

caused by strenuous leadership, but it has to 

be there. Otherwise the Company dissolves. 

You can survive hitting zero in anything else. 

If your group identity dies, your group dies.

Quality Example

1 Barely-suppressed hatred and rage.

2 Grudging obedience with more 

resentment than initiative.

3 Typical loyalty: The followers gripe about 

the leaders to one another, but band 

together and demonstrate patriotism 

when an outsider makes remarks.

4 Unusual dedication, due perhaps to 

personal charisma, positive events, or the 

abject terror of those under a tyrant. 

5 The commoners take actual pleasure in 

promoting the nation, and feel pride when 

they do their civic duty. If there’s rule by 

fear, it’s backed with equal amounts of 

glorious rhetoric, probably something 

about having a manifest destiny. 

6 Total cultural cohesion to the 

point of xenophobia (or at least 

condescending snobbery). Profound 

devotion to the ruling clique.

The Qualities of a Company

Temporary�Raises�for�Sovereignty

Being such a fl uid Quality, there are several 

good ways to raise Sovereignty.

Declare a Holiday: Once a year you can 

get away with declaring a holiday for 

some reason or another — high priest’s 

anointment, the birth of an heir to the 

throne, important wedding, to honor this 

dignitary or that historical fi gure. People like 

an excuse to quit working and put on their 

good clothes, so their Sovereignty goes up by 

at least 1 the month after the holiday. If you 

give them a really good reason to celebrate 

— the long-unwed king fi nally fi nds a queen, 

and she’s pretty and nice to people, or you’ve 

fi nally bested a long-grudged enemy — the 

bonus might increase or the effect last longer.

Dispense Justice: Oftentimes, the leader of a 

Company is expected to adjudicate confl icts 

within said Company. If you do this justly 

and personally, if you care (or at least put on 

a good show of caring) and avoid confl icts 

of interest (or, again, make with the good 

show) and generally present an image of 

Solomon-like wisdom, then the people 

become more likely to trust your judgment in 

other matters. On the other hand, if it looks 

like you’re helping your cronies or selling out, 

your Sovereignty may suffer. 

Permit Them to Ignore You: If your Territory 

is greater than your Sovereignty, and you do 

nothing with Territory for a month, you may 

(at the GM’s discretion) get a +1 Sovereignty 

bonus on your next roll, for no reason other 

than the people have a vague sense that 

you’re less demanding than other monarchs, 

employers or conquerors. It won’t get you 

cheers and fl owers strewn in your path, but 

apathetic people don’t agitate for change. If 

things are going poorly for the Company, 

you won’t get this bonus. But if things are on 

an even keel, or are going well, it’s probably 

something you can expect. 
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General Company Rules

A
ll companies, from the tiniest 

village to the mightiest 

empire, use the same rules. At 

the ‘mighty empire’ side of 

               the scale, however, one 

Company may actually be composed of many 

smaller companies. As one might expect, 

infl uence fl ows from the top downward. For 

instance, the Kingdom of the Sunless Plains 

is composed of several domains, and is part 

of The Empire. Lords of those domains can 

apply the potencies of their lands as they see 

fi t… unless ordered otherwise by the King, 

or by Imperial authority, which trumps even 

the royal will. Given the way that Qualities 

tire out through use, the timing of actions can 

become quite a political football — simply by 

prioritizing his Infl uence task before his king’s, 

a Sunless Lord makes his task more likely to 

come to fruition. On the other hand, Sunless 

Kings aren’t noted for tolerating failure, so it 

all balances out in the long run…

Combining Companies 

The Quality scale is not a strict, linear 

mathematical progression, alas. That 

simplicity has been sacrifi ced on the altar of 

effi ciency, with some serious nods to play 

balance as well. Here’s why: Dice in the ORE 

don’t operate on a strict, linear mathematical 

progression. Your chance of getting a set when 

you roll two dice is one in a ten. When you roll 

four dice, it’s one in two. Clearly more dice 

aren’t only better, they’re increasingly better 

the more you have.

Now that I’ve justifi ed why it works, here’s 

how it works: In order to raise a Quality by 1, 

you have to combine it with an equal Quality. 

If a Quality is combined with a higher Quality, 

it just goes to that higher level. 

(If you understand how the Wealth rating 

works back on page 109., this�is�exactly�the�

same.)

Example: Grant, Duke of Harfast, is marrying Melody, the 

Duchess of Welterwood. The joy of marital bliss 

will soon be theirs, but that’s nothing compared 

to the joy of combining two adjoining duchies 

in the Western Marches. 

Harfast has the following Qualities: Might 3, 

Treasure 2, Infl uence 1, Sovereignty 2, Territory 

2. Welterwood has: Might 1, Treasure 2, 

Infl uence 3, Sovereignty 3, Territory 2.

As they integrate their domains into the 

Grand Duchy of Welterfast, their Qualities 

stack up like this. Harfast’s signifi cant Might 

really overshadows the minimal forces of 

Welterwood, swallowing it whole. The 

combined Company will be Might 3. Their 

tied Treasure, however, combines to reach 

a height neither had individually. Together, 

they have Treasure 3. Just as Harfast’s troops 

sucked in Welterwood’s small garrison, so 

does Welterwood’s awareness, panache 

and connectedness overshadow Harfast’s 

Infl uence. The new Infl uence is 3. Similarly, 

Welterwood’s superior Sovereignty 

raises Harfast’s, to 3. Finally, because their 

Territories are of similar value, the combined 

Grand Duchy has a higher value than either 

would possess alone, at Territory 3.

(See�The Exception: Sovereignty�on�next�page.)

From this, it becomes distressingly clear 

to ambitious tyrants that you can’t steal 

Territory from a smaller Company, and you 

can’t enrich yourself at the expense of a 

poorer Company. 

To raise your Territory through conquest, 

you have to attack someone of equal 

or greater Territory. You can still push 

around your smaller neighbors and 

decrease their Territory: It’s just that 

any lands you seize are insignifi cant 

compared to what you already have. 

If you attack someone of equal size, you 

have to reduce their Sovereignty and 

Territory to zero to raise your Territory. 

This is total conquest: That Company 

no longer exists. If you attack and win 

short of complete annihilation, you 

can still lower their Territory: You just 

don’t raise your own Territory.
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The Exception: Sovereignty

Sovereignty measures how strongly the members of the Company 

identify themselves with it. That’s abstract. The concrete issue is one 

of loyalty in case of confl ict. For example, the Black Mountain Free 

State is a member nation of the Heluso Confederacy, along with three 

other countries. If those other countries pass laws that are unfair to 

Black Mountain, that’s a confl ict. If the problem is bad enough, Black 

Mountain might secede from the Confederacy. It all comes down to 

a question of whether its citizens see themselves fi rst and foremost 

as Black Mountain people, or as Confederates. If it’s the former (and 

trust me, it is) a secessionist Black Mountain might have a higher 

Sovereignty than the Confederacy to which it previously belonged. The 

people there might feel better about themselves after they rebel.

When companies combine, you can add their lands together, 

pool their treasury, unify the armies and integrate their 

diplomatic corps. But you can’t so easily reinvent people’s 

identities. Thus, when two groups merge (or when one faction 

rebels from within), the changes in Sovereignty depend 

more on circumstance than on a strict math formula.

If the companies combine harmoniously, with each group 

perceiving great advantage from the match, then the normal 

rules apply to Sovereignty: Two equal ratings go to the next one 

up, and unequal ratings go to the highest score. The Welterwood/

Harfast marriage in the body text is an example of this.

If the companies combine grudgingly and with reservations, 

then their combined Sovereignty is one lower than 

the higher of the two components’ scores.

Example: Ten years ago, the Church of the Star Bones had a schism. A 

charismatic preacher formed a xenophobic splinter sect called 

the Inspired Star Skeleton and tried to purify the nation of 

foreign infl uence. The remaining 90% of the church called 

themselves the Orthodox Star Bones Church. Each sect 

condemned the other as heretics. 

The Orthodox Company has Sovereignty 2, being a diverse and 

complacent group with a lot of rules and bureaucracy. It also 

has Treasure 2, Territory 1, Might 0 and Infl uence 2.

The Inspired Company has Sovereignty 5 because they’re 

shiny-eyed fanatics. It has Treasure 1, Territory 1, Might 2 and 

Infl uence 0.

Eventually, the Inspired Star Skeleton crosses the wrong group 

of immigrants and their fi rebrand leader disappears, along 

with his daughter and four closest disciples. The Orthodox 

Star Bones Church covets the Inspired Skeleton’s property 

and promises to use its Infl uence to protect the heretics from 

further reprisal. All the Inspired have to do is repudiate their 

false doctrine and all is forgiven.

The reconciliation happens and on the surface it’s all 

forgiveness and repentance and the will of the Great Skull. 

In reality, some who were Orthodox don’t trust those crazy 

Inspired, and some of the Inspired just went through the 

motions out of fear or cunning. But there were also many 

on both sides who regretted the split and are glad to see 

it healed. It’s not entirely harmonious, but both sides know 

they’re better off. The Sovereignty of the Unifi ed Star Bones 

Church is 4 – less than the fanatical 5 of the splinter sect, but 

greater than the complacent 2 of its parent.

Sometimes a merger isn’t grudging, it’s downright hostile. In 

the case of an occupation or seizure by force, the combined 

Sovereignty should drop to the lower of the two scores.

Example: The Meppic family has traditionally guided the tiny fi shing 

village of Slepis, but a group of violent nomads led by the 

wild-eyed warrior-maid Gingrud terrorizes them and only 

ceases when the Meppic heir agrees to marry her, cementing 

her claim to rule the village.

Slepis: Might 1, Territory 1, Infl uence 0, 

Treasure 1, Sovereignty 4

Gingrud’s warriors: Might 2, Territory 0, 

Infl uence 1, Treasure 1, Sovereignty 2

When these companies merge, their combined Sovereignty 

drops to 2. The warriors can threaten and bluster, but the 

newly-formed Company “Gingrud’s Village” only has as much 

discipline and identity as the ruffi ans in charge.

General Company Rules
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Now, picking on someone with superior 

Territory… that’s a different story. If you 

succeed there, you can increase your Territory 

by 1 and decrease theirs by 1 simply by 

succeeding at an attack with the goal of 

annexation. (See page 147 for rules on 

annexation.) However, if you continue to 

attack them and completely destroy them, it 

won’t increase your Territory further.

It may, however, raise your Treasure. Treasure 

operates just like Territory. To recap:

If you attack someone of equal Treasure, 

you can only raise your own Treasure 

if you completely deplete their 

Territory and Sovereignty.

If you attack someone of equal Treasure,

you can drop their Treasure by raiding 

(see page 147.). You just won’t 

improve your own Treasure: The property 

represented gets burned, smashed, stolen 

by opportunistic carpetbaggers or spent on 

unexpected army necessities. War is hell.

If you attack someone of greater Treasure,

a simple success decreases their Treasure 

by 1 and raises your Treasure by 1. 

This means, for example, that if your 

smaller neighbor robs you, you can only 

regain your losses from him if what he 

stole raised his Treasure above your new 

score: That is, if the two of you effectively 

traded Treasure Qualities. If he was a lot 

poorer than you, you have no chances 

of redress short of total conquest.

Example: A street gang with Treasure 0 decides to rob 

the jeweler’s workshop of a swank merchant 

family. (They’ve got Treasure 3.) Succeeding 

at the heist, the gang’s Treasure goes up 

to 1 while the family’s Treasure drops to 2. 

Enraged, the family’s matriarch sends her 

guards and hired muscle to recover the gems. 

She succeeds, dropping the gang’s Treasure 

back to 0… but presumably they’d already 

fenced, hidden or wasted a signifi cant part of 

the loot. Furthermore, even if she recovered 

it all, the stain on her reputation from the 

robbery might account for the Treasure loss 

— people are less willing to trust her with her 

history of ‘poor security,’ or maybe the best 

artisans want a more secure workplace, or the 

repairs required to the workshop eat up the 

recovered money.

Optimized Combinations

One interesting feature of Company 

combination is that when several companies 

are combined into one (as when provinces 

add up to a nation, or nations fuse into an 

empire) the order of combination matters. 

Example: The Brotherhood of Iron Night initiates both 

Dirty Brum, master of a large smuggling ring, 

and a mercenary captain called Twining Vine. 

Both the mercenary troupe and the smugglers 

are now controlled by the Brotherhood. These 

three groups have the following Qualities.

Brotherhood: Might 1, Territory 1, Sovereignty 

3, Treasure 1, Infl uence 2

Smugglers: Might 1, Territory 0, Sovereignty 2, 

Treasure 2, Infl uence 1

Mercenaries: Might 2, Territory 1, Sovereignty 

2, Treasure 2, Infl uence 1

One option is to fold the smugglers into the 

Brotherhood fi rst. Their two equal Mights go 

up to the next highest level. The Brotherhood’s 

greater Territory sucks in the Smugglers’, as 

does their Sovereignty and Infl uence. Since 

the Smugglers have more Treasure, the 

Brotherhood’s Treasure rises to the Smugglers’ 

old level. The Brotherhood is now at Might 2, 

Territory 1, Sovereignty 3, Treasure 2, Infl uence 

2. It goes on to incorporate the Mercenaries.

Their equal Mights rise again (to 3) as does 

Treasure, while and their equal Territories rise 

to 2. The superior Brotherhood Sovereignty 

stays at 3, and the same thing happens with 

their Infl uence of 2.

Thus, by bringing Dirty Brum into the fold 

in a superior position to Twining Vine, the 

Brotherhood ends up looking like this:



��9 Companies

Brotherhood: Might 3, Territory 2, Sovereignty 

3, Treasure 3, Infl uence 2

Hell of an improvement, isn’t it? But 

what if they did it in the opposite order 

— combining with the sell-swords 

fi rst and then taking the criminals? 

Example: The Brotherhood’s Might, Treasure and 

Territory all rise to 2, their Sovereignty remains 

at 3, and their Infl uence stays at 2. When 

they bring Dirty Brum into the fold, neither 

Might, Sovereignty, Infl uence nor Territory 

change, but their Treasures combine to 3. This 

way, favoring Twining Vine and his thugs, the 

Brotherhood changes to this:

Brotherhood: Might 2, Territory 2, Sovereignty 

3, Treasure 2, Infl uence 2

It’s still better than they began, but the 

organization is far less effi cient and the 

groups don’t fold together smoothly. 

As a third option, what if Dirty Brum and 

Winding Vine are conspiring to take over the 

Brotherhood from within? They combine 

their companies fi rst, and hope to bargain for 

enough power to control the whole mass.

Example: The warriors’ superior Might and Territory 

stay at their previous levels, but the matches 

in Sovereignty and Treasure each combine 

to 3 and their Infl uence rises to 2. When the 

brash newcomers fl ex their muscle and cow 

the secretive Brothers into obedience, their 

Company swallows the Brotherhood. Its Might 

stays at 2 while its Territory rises to 2. Treasure 

doesn’t change, but Sovereignty reaches 

an impressive 4 and Infl uence hits 3. This 

means that the infusion of new leadership 

really inspires the followers and makes things 

happen. This combination looks like this:

Conquered Brotherhood: Might 2, Territory 2, 

Sovereignty 4, Treasure 3, Infl uence 3

Some players are really going to enjoy 

fi ddling with different Company Qualities 

to see how the math works out. Some aren’t. 

Both ways are fi ne, because this matter does 

not really come up all that often. Usually, 

when one Company conquers another 

it does so one at a time — simultaneous 

combinations are rare. If the players in 

your group don’t want to mess about with 

these tricks, they shouldn’t have to — just 

stick companies together one at a time and 

be done with it. But if your group loves 

this kind of min-maxing (and yeah, that’s 

exactly what it is), go for it. You may even 

wind up in the position of having to choose 

between personal authority and Company 

strength. After all, combining your group in 

last may give the best structure, but leave the 

characters in a subordinate position. Getting 

in line fi rst may give them the whip hand, 

but only half the horses. Of such interesting 

choices are good games made.

GMs may also concern themselves with this 

sort of combining when big Companies 

subdivide. That is, the PCs’ Company may 

come into confl ict with a local governor or 

provincial authority, and so the GM throws 

the Qualities of the province against them. 

But that province is part of a nation, and the 

GM may also calculate the nation’s Qualities. 

(In fact, some of the examples in this book 

are nations with Qualities composed of 

provinces with Qualities.) Sometimes the 

combinations in�this�book are less than 

optimal. That’s deliberate! It means the 

country’s ineffi cient, just like in the real 

world. If you build your own Companies 

and sub-companies, it’s okay for them to 

be ineffi cient too, especially if having that 

weakness to exploit leads to a more exciting 

or more interesting game.

General Company Rules
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Traitor! I’ll Stab You in the Face! 

Pahar prisoners… prisoners that The Empire had claimed 

were still roaming around the hillsides, justifying the high 

taxes required to fi nd them. The attack succeeds, reducing 

The Empire’s Sovereignty by a point.  However, since the 

insurgency is still tied to The Empire’s fortunes, its own 

Sovereignty drops as well. Apparently the Pahar citizens 

aren’t too happy about releasing a bunch of murderous 

thugs who serve nicely as a national disgrace.

If the defender’s Quality is two or more greater than the attacker, a 

successful attack drops it without harming the attacker. 

Example: The Pahar insurgents, bolstered by the freed prisoners, 

go up against the elite Imperial Guard and, to everyone’s 

shock and surprise, are victorious. The Empire’s might of 

5 was two higher than Pahar’s Might 3, so the Pahar can 

attack it without harming themselves.

Similarly, if the defender’s Quality is less than the attacker’s, a 

successful attack drops it without harming the attacker.

Example: While the Pahar are making a spectacle of themselves 

in the Imperial capital, The Empire simply marches a 

thousand soldiers into Pahar with orders to destroy any 

building taller than two stories. Their attack on Pahar 

Territory succeeds. Because The Empire’s Territory 6 is 

comfortably higher than the Pahar’s Territory 3, they can 

attack it without meaningfully damaging themselves.

Got it? Before biting the hand that feeds you, their Quality drops 

by one unless it’s at least two higher than your Company’s Quality. 

(If it’s that much bigger, your withdrawal isn’t big enough to 

really hurt.) When resolving confl icts, both sides are harmed if the 

damaged Quality is equal between them. Otherwise, they can tear 

at one another with impunity.

Sometimes, your enemy isn’t the lion at the gates but the viper 

lounging beside you in bed. Sometimes one faction within a larger 

Company takes actions that are against its interests. (Sometimes the 

PCs are leading a secret conspiracy trying to bring down the despot 

from within.) Here’s how you manage it when a component attacks 

the whole or vice versa.

It’s just like a normal confl ict. The only meaningful bit is determining 

the relative Qualities when they’re rolled. 

The big Company’s Quality doesn’t change if it’s two or more greater 

than the traitor’s Quality. Otherwise, the big Company’s Quality drops 

by one in confl icts with the rebels. The Qualities of the enemies within 

don’t change.

Example: The Empire has Might 5, Territory 6, Infl uence 5, Treasure 

4 and Sovereignty 3. One of its member nations, Pahar, 

individually has Might 3, Territory 3, Infl uence 3, Treasure 3 

and Sovereignty 3. If Pahar tries to throw off the Imperial 

yoke (again), The Empire’s Qualities Might, Territory and 

Infl uence are all too great to be immediately harmed by 

Pahar treachery. Its Treasure and Sovereignty both drop a 

point, however. Apparently the citizens of The Empire are 

dismayed by the insurgency and their unease is refl ected in 

The Empire’s already-shaky fi nancial network.

The question that arises is, what happens when groups so closely 

entangled manage to damage one another? Possibly the bigger group 

gets hurt in the process of repressing its component. 

If the Qualities started out equal, damage to either Company reduces 

the Quality on each side by an equal amount.

Example: The Pahar insurgents make an attack on The Empire’s 

Sovereignty through an unconventional warfare attack. 

Specifi cally, they overrun a prison and break out a bunch of 
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Y
ou can use a Quality once 

per month for each level you 

have in it. Thus, if you have 

Territory 6, you can apply 

             it six times each month. If 

you have Might 3, you can engage in three 

major military actions per month. 

There’s a catch, however. Every time you use 

a Quality, it takes a -1 penalty until the next 

month. These can be offset by raising the 

pool (see below) but the fi rst military action 

your Might 5 war machine takes in a month 

is going to be far more effective than the 

fourth action, when it’s eroded to a Might 1 

war machine.

Example: Lord Lockfang has the misfortune of being 

beset by enemies both foreign and domestic. 

Specifi cally, he is tracking both a group of 

Confederate spies posing as horse traders, 

and the Sons of Liberty — a home-grown 

insurrection against his many egregious 

abuses of power. 

Heavily invested in the covert arts, Lockfang’s 

Company has Infl uence 4, Territory 2 and 

Sovereignty 2. More concerned with the 

Sons of Liberty, his fi rst Infl uence action 

for the month is to try and fi nd them with 

an Infl uence+Sovereignty roll, which is 6d. 

He fails. He now has a -1 penalty to both 

Infl uence and Sovereignty. He tries again 

at 4d and this time, he makes it. Good for 

him: His Sovereignty is now effectively 0 

and his Infl uence has dropped to 2. He can 

combine Infl uence with Territory to seek 

the spies with a 4d pool. He fails, and each 

Quality drops by one point again. If he 

wants to keep looking for them he can roll 

2d. Or he can save his remaining point of 

Territory in case someone attacks him, or to 

try and improve one of his other Qualities. 

Similarly, that last point of Infl uence could 

still be applied to gather information 

or to pursue his own secret agenda.

As you can see, prioritizing wisely is critical.

Subdivisions

You can split a Quality if you need to do two 

things at once in wildly disparate areas. This 

is most commonly used with Might, where 

you sometimes just have to send part of your 

troops to the mountains and part to the 

seashore. It can come up with other Qualities 

— maybe you conquer an island and have 

it as a separate piece of Territory — but by 

and large it’s best to consider Qualities as a 

single pot from which servings get ladled, 

diminishing with each serving. Splitting the 

pot can be necessary, but it’s not a great idea.

If you still want to do it, here’s how. All you 

do is allocate part to one task and part to 

another. The “chunks” of Quality degrade 

through action as usual.

Example: The mighty armies of The Empire are split to 

deal with two separate confl icts on opposite 

ends of its vast territory — a major Matriarchy 

incursion and the long-feared Dindavaran 

invasion. The Empire has Might 6, and the 

Empress allocates Might 4 to the Dindavarans 

in the west, with Might 2 guarding the east. 

When the Dindavarans pour across the 

border, the fi rst battle is fought at Might 4, 

the second at Might 3 (or lower, if The Empire 

loses) and so on. If the Matriarchal forces 

attack long after the Dindavarans, they still 

face Might 2, because those troops, separated 

by many miles of peaceful terrain, are 

unaffected by the events on the western front.

This may seem out of synch with the idea 

that a Might 5 army isn’t made of fi ve Might 

1 armies, but rather of two Might 4 armies, or 

four Might 3s. It is, somewhat. But splitting 

forces and dividing command is hard. It 

inevitably creates ineffi ciencies. Plus, when 

you’re doing this stuff on the spur of the 

moment, it’s easier to do it this way. (The 

merging and subdividing tends not to be 

done in the heat of warfare, but rather during 

the more sedate post-conquest phase.) 

Managing Qualities

Order & 
Disorder

Typically, each Quality drops 

by 1 every time it’s used. If 

you like, you can voluntarily 

reduce a Quality by 1 during 

an early action to raise it by 1 

during a later one. The order 

is not set in stone. When 

you’re fi rst getting used to the 

system, however, putting your 

Company’s actions for the 

month in decreasing order of 

importance is a good way to 

manage the sliding Qualities.
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Managing Qualities

Raising the Pool

Discerning players may have noticed 

that the pools available, even to mighty 

nations, seem disconcertingly small. A 

nation defending itself may roll a measly 

5d pool — and then a 3d pool against a 

second attack! This makes companies seem 

terribly fragile, and explains why some 

characters may choose to just wander 

around looting temples and taking high-

pay/high-risk missions without bothering 

to become leaders or accept responsibility.

Companies are fragile, on their own. 

This is where their adventuresome 

leaders become critical.

The actions of player characters (and GMCs) 

can give temporary bonuses and penalties to 

a Company’s Qualities or pools. These boosts 

never last long, but while they’re in effect 

they can be extremely potent — adding as 

many as three dice to a pool, or an expert die, 

or even the coveted MD.

If the PCs aren’t doing much, the GM and 

players can fast forward through long spans 

of times making their monthly Company 

rolls after fi ve or ten minutes of discussion. 

But if the characters are deeply involved with 

one particular aspect of governance, they can 

raise it. 

The exact actions required to raise or lower 

a Quality pool is a matter for GM judgment, 

but the general guidelines are as follows.

(See�Action/Effect�chart�on�this�page.) 

There is one important restriction on 

temporary improvements, however. They 

cannot be “saved.” If you’ve cranked up 

your Might with a series of temporary 

improvements, all the dice you’ve gained 

are applied to your next Might roll to which 

they’re relevant. You can’t hoard them for 

later rolls that you expect to be harder.

Sometimes the characters raise a Quality. 

Sometimes it’s for just one roll of a particular 

pool. Sometimes the improvement only 

applies to certain uses of a Quality, while 

other times it operates across the board. 

There are many variations, and it’s largely 

the GM’s job to decide whether it’s a pool 

raise or a Quality raise, and how big it is and 

how long it lasts. As a general rule of thumb, 

a raise that only alters a single roll should 

probably be more signifi cant than one that 

raises a Quality entire for the whole month. 

But the variations are endless: If the PCs 

spend lots of time improving the defenses 

of one castle, it makes sense for the bonus 

to apply only when that castle is attacked. If, 

instead, they rigorously drill the offi cer corps 

in new and unconventional tactics, that may 

Action

Catastrophe! Accidentally poison your entire army on the eve of 
the big battle.

Humiliating Failure. Throw up on a foreign head of state during a 
diplomatic banquet.

Error. Pursue support of your levies by saying, “I’ll tax you peasant 
bastards until you bleed if I feel like it. Be glad I don’t
take your fi rstborn children!”

Washout. Try to persuade a neighbor to ally with you, but without 
offering any attractive incentives or ominous threats.

Minor success. Gain good tactical intelligence 
on the eve of the battle.

Signifi cant success. Become a key patron for an artist who, it turns 
out, is a genius of the very highest caliber.

Outstanding success. Solidify your hold on the population’s hearts 
with a very public marriage to a very beautiful princess.

Major success. Persuade a neighbor that some of his land is 
completely worthless, before you buy it cheap and fi nd gold on it.

Spectacular coup! Assassinate your rival to the throne on the eve 
of your carefully planned “spontaneous uprising.”

Epic triumph! Manipulate the enemy king into a position where 
he can’t honorably refuse to face you in single combat before his 
entire army – and then kill him.

Mastermind Maneuver! Seduce the enemy’s Supreme 
Commander so thoroughly that he’s willing to throw away 

everything for your love. 

Effect

-3d

-2d

-1d

No effect

+1d

+ED

+2d

+MD

+3d

+1+MD

+2+MD
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improve every Might roll made… until the 

enemy has time to understand and adapt to 

what’s happening.

Improving a Quality

There are three ways to permanently increase 

any of a Company’s Qualities.  In addition, and 

some Qualities have other routes to increase.

Combining

If two small companies get mixed and mingled, 

they form one bigger Company. This is 

explained in detail on page 136., but here’s 

the short version. When a Quality of the two 

companies is unequal, the merged Company 

has that Quality at the higher of the two levels. 

If a Company with Sovereignty 3 joins forces 

with a Company at Sovereignty 1, the new 

Company has Sovereignty 3. When a Quality is 

equal, the combination raises it by one point: 

If the two companies both have Might 5, when 

they merge the new Company has Might 6. 

Conquest

If your Company attacks another Company, it 

might conquer it completely. This is described 

in full on page 148., but basically you have to 

meet two conditions.

•  Reduce two of your enemy’s 

Qualities to zero.

•  One of the Qualities zeroed out must 

be either Territory or Sovereignty.

The outcome depends on the relative size 

of your Company and the Company you 

squashed. ‘Size’ in this instance means 

‘combined total of all fi ve Qualities’. 

If the Company was half your size or smaller, 

you get nothing. If it was smaller, but more than 

half your size, you can improve any one Quality 

by a point if that increase makes sense. If it was 

equal size or larger, you can increase any two 

Qualities that make sense, or maybe raise one 

Quality by two points if the GM agrees.

Example: Remember the happy newlyweds who 

formed the Grand Duchy of Welterfast, 

back on page 136? One reason they were 

happy is that their newly formed political 

unit was more powerful than either of its 

components, having combined a series of low 

scores to get threes in every Quality. Grand 

Duke Grant wastes no time in applying his 

newly-boosted Infl uence against a criminal 

gang, the Bitter Brotherhood, in his capital 

city. The Bitter Brotherhood has Might 1, 

Treasure 1, Infl uence 2, Sovereignty 2 and 

Territory 1. Back when Harfast had Infl uence 

1, the gang could hold Grant at bay. Now, 

he’s taking out the trash. He starts out with 

a Might+Infl uence attack to wipe out their 

Territory (specifi cally, burning down the warren 

of mazy streets where their hold is greatest 

— a fi re he later blames on the Brotherhood), 

followed by a straightforward Might+Treasure 

to round up their armed members and kill 

them before they have an opportunity to 

surrender. In one month, the Brotherhood is 

destroyed.

Added together, the Brotherhood’s Qualities 

totaled was 7 (1+1+2+2+1), which is less 

than half of the 15 Quality totals of the Grand 

Duchy (3+3+3+3+3). The Grand Duchy can’t 

claim anything meaningful from smashing 

these punks, other than the pure joy of it. If 

the rulers do some nice roleplaying to make a 

big deal out of it, the GM might give them a 

temporary Sovereignty bonus.

A warrior is one man who can kill 

another. A tactician is someone 

who could lead fifteen to victory against 

twenty. A strategist is somebody who 

just might be able to get a thousand 

soldiers arrayed against a thousand.

 -Guildmaster Rolf Sorgersaard
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Dindavaran province. It’s combined Qualities 

equal 16, just like the newly-infl uential 

Grand Duchy. If they succeed in completely 

destroying it (something certain to bring two 

powerful nations to war), they can raise two 

of their companies’ Qualities. Then they can 

turn their attentions to the whole sovereign 

nation of Dindavara, a Company with a much 

higher total of Qualities. 

Experience

The fi nal way to permanently improve a 

Company’s Quality is by having your PCs 

take risks and work hard at it. Your character 

earns experience points, as described on 

page 87. You can spend those to improve 

your character’s Stats or Skills or to buy new 

Esoteric Disciplines. You can also spend them 

to improve your Company’s Qualities.

As with raising a Stat, you have to provide 

some justifi cation for the increase. However, 

it doesn’t have to be much justifi cation. If 

you’ve spent several adventures with the 

army, raising Might is reasonable just because 

the troops know your face and recognize 

your voice and either admire you or fear 

your wrath. If you’ve been wining and dining 

with the cultural elite, increasing Infl uence 

makes sense. Wiping out smugglers and 

bandits? Increase Sovereignty or Territory. 

Assassinating protectionist trade ministers 

in order to open the free fl ow of goods 

between your port and their country? 

Increase Treasure. Pretty much anything 

you do that makes your Company better can 

fi nd a refl ection in a Quality. Even if it’s just 

something like building yourself a palatial 

mansion and putting up fl attering statues of 

yourself next to every city well… arguably 

that improves Sovereignty by raising morale 

and instilling civic pride.

All that means nothing without 

the XP, of course.

Managing Qualities

Having helped her husband secure their 

interior, Melody turns on Lockfang, her 

neighbor to the south who has always been 

an appalling swine. Unfortunately, while their 

lands belong to different kingdoms, they’re 

all part of the same Empire, and since they’re 

close to an unstable border, settling things 

through open combat would be seriously 

frowned upon. Using sneak methods against 

Lockfang is a bit like bearding a lion in his 

den, but Melody and Grant are in love and 

drunk on their own power, so their players 

engage in many sessions’ of skullduggery 

to prop up the Sons of Liberty in Lockfang’s 

territory, to provide deniable support to that 

cabal of Confederate sneaks, and to plant a 

lot of rumors about Lockfang’s inability to 

keep foreigners out of the pantry. Between 

leading sabotage missions by night and 

engaging in character assassination by 

day, the happy couple reduces both his 

Sovereignty and Might to zero in one month. 

He’s forced to fl ee an insurrection (fl ee into 

the Confederacy, amusingly enough) and the 

Empress has to give his lands to someone else 

to restore order.

Lockfang’s province had Might 2, Treasure 3, 

Infl uence 4, Sovereignty 2 and Territory 2. Its 

Qualities add up to 13, less than the Grand 

Duchy’s total but more than half. The Grand 

Duchy gets to increase one of its Qualities for 

this triumph. They could take his lands, but 

since they were smaller than the Grand Duchy, 

that wouldn’t raise their Territory. (Besides, it 

would mean moving lands from one kingdom 

to another and that could bring repercussions 

the Duke and Duchess don’t particularly 

want.) Instead, they choose to raise their 

Infl uence by letting certain of Lockfang’s 

prominent enemies know who was really 

responsible for his ejection.

In fact, their clout has become so great that 

the Empress herself suggests that they turn 

their attentions outward, to the neighboring 
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The XP cost for raising a Quality is equal to 

ten times its new level. If you want to raise 

your Company’s Might to 6, you need to put 

in 60 XP. Raising Sovereignty from 1 to 2 

costs 20 XP. It’s easy math.

At this point, you may be blinking and 

thinking, “Dang, raising Qualities is 

expensive!” Yeah, it is. But it’s not just you 

doing it. Only you can raise your character’s 

Parry Skill, but every PC in your group can 

contribute XP to the Company. 

Only you can decide whether you want 

to sink XP into the Company or into 

your character, but consider this: If your 

character dies, the Company remains. 

Even if all the PCs die, the Company can 

continue. As long as it’s plausible for a 

second tier of leaders to step up when the 

PCs get snuffed, you can keep chugging 

along with the Company you’ve built. Now 

your GM doesn’t have to tank the game if 

the whole party gets wiped out. Nor does 

she have to bend over backwards to keep 

that from happening, because the plot 

can continue without those characters. 

Rolling�

Applying some Qualities to others can 

result in permanent gains.  Rolling Territory 

+Treasure to Improve the Culture (described 

on pages 150-151), Sovereignty+Treasure 

to Rise in Stature (pages 152-153) or 

Sovereignty+Territory to Train and Levy 

Troops (page 153) are all standard actions, 

yielding permanent improvements, within 

some limits.

T here wasn’t a single hair left on her 

head that had escaped turning white, 

but the way she stretched and flexed belied 

her years. Touching her palms to her toes, she 

widened her eyes and said, “Blackbonnets.”

The man with the sword said, “What?”

The youth gestured towards the velvety blossoms 

at her feet. “Flowers,” he said. “They’re very 

rare this far south.”

The swordsman snorted. “Guess you’re 

Cultivator’s Guild, then.” He squinted 

at the youth’s hands. “Doesn’t look 

like you’ve done much plowing. But 

you know your pretty plants.”

The young man said nothing, just looked down 

into the valley. “It’s full of them,” he said.

“Blackbonnets?” asked the woman.

“Those too,” said the youth. The valley 

beneath them was thick with tents. Women, 

children and men moved back and forth, 

looking no bigger than mice to the trio above. 

It was an encampment of Truils. Two weeks 

ago, the tribe had surprised a military 

patrol and sent the survivors fleeing.

The swordsman knelt, picked a blackbonnet, 

sniffed it. “Your father send you out here?” he 

asked. “Wants you to report on his policies, is 

that it?”

Managing Qualities
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Company Generation

T
he easiest way to generate 

a Company is to give each 

player one (or more) points of 

Quality to assign as they wish. 

One per player is typical, but if you want to 

start a high-powered campaign right away, 

you could give two or even three points per 

player. (The more players you have, the more 

burly their Company begins.) 

When you’re just starting out, you can alter 

the dynamic of the game drastically by 

deciding what the base PCs are like and what 

each character brings to the Company. A 

game where the players start out with PCs 

at the Serious Adventurer level (see page 

48.), but with only a point each to build their 

Company puts them in the roles of scrappy 

outsiders raging against entrenched society. 

But what happens if you start with characters 

at the lowest level of achievement, but give 

them three points of Qualities to assign? Now 

you have a mighty Company being led by 

people who are competent, but who still need 

their backs watched. The leadership of those 

who really need to rely on their Company is 

a different feel from those who don’t loose 

much if they scrap this group and start over.

Remember, a Company has to meet certain 

minimum requirements every month to 

remain viable. It has to have at least one point 

in Sovereignty. Otherwise it simply collapses 

into a mob, dissipates like dust storm, or 

breaks apart into squabbling factions. It’s 

possible to keep them going for a while with 

temporary improvements, but that’s just life 

support. Eventually, the leaders have to tend 

to their people’s needs or the people just 

won’t follow.

“I ’ve been sent to observe,” the 

farmer replied. He didn’t mention 

that it wasn’t his father who’d ordered 

him here, that it was an older man, 

one of the masters. Someone his father 

despised. “What’s going to happen?”

“Don’t you know?” the soldier asked. 

The woman started to dance, and the 

youth felt something stir inside him… like 

a silent sound, or a deep, still tug. He’d 

felt magic before, and he turned to watch 

as she moved her hands, her feet.

“I assumed…” he faltered and stepped back as 

flames erupted from the woman, growing taller 

and hotter by the minute. The soldier took his 

arm and gently pulled him back. “What’s she 

doing?” the young guildsman asked.

“It’s a spell of the ninth intensity.” They 

were running now, and the Truils below were 

beginning to point, beginning to cry out. “Your 

father pulled her off the northern border to 

make an example. Nothing in that valley is going 

to survive.” The soldier glanced down as they 

reached a safe distance. A pillar of flame was 

growing around the enchantress. “It’s a shame 

about those black flowers,” he said. 
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What Companies Do

N
ow that you understand the 

Qualities of a Company, 

here’s how you put them 

into play. There are ten 

common actions for groups to take, each 

governed by a roll of two Qualities combined 

into a single pool.

You may, if you wish, take an action with only 

one Quality required of it — if you’re saving 

the other Quality for different tasks, or if that 

other Quality has hit zero anyhow. All you do 

is roll that single Quality with any raises that 

you’ve gained for it.

Attack

Roll: Might+Treasure

Against: Might+Territory

This is the roll you make when your 

Company’s military forces sally out to 

engage the enemy in combat. Call it invasion, 

raiding, annexation or a war of liberation, 

what it comes down to is your troops going 

in against their troops’ fortifi cations. 

What�the�Attack�Does

What the attack accomplishes depends on 

its goal. There are several typical goals in 

warfare, as follows.

Raiding. This is essentially robbery on a 

national level. Your troops go in, sack the 

town, loot the temple, pile everything on 

carts and haul it home. If you succeed at a 

raid, your opponent’s Treasure goes down by 

1. There’s a catch, however: Raiding poorer 

enemies doesn’t raise your Treasure, because 

getting your army in the fi eld actually costs 

more than you can take. If you raid a group 

with equal or lower Treasure, their Treasure 

drops but yours does not rise. If you raid 

someone with greater Treasure, their Treasure 

drops by 1 and your Treasure rises by 1.

Annexation. You want their land, so you take 

it. If you succeed, you take Territory away 

from your enemy. As with raiding, however, 

you can’t raise your Territory if the enemy 

is the same size or smaller. For example, 

imagine a huge country declaring war on a 

tiny, independent village. Once the country 

wins, the produce of that village is just a 

drop in the bucket. Of course, the village may 

have other values — it may be strategically 

important, or a religious site, but in those 

cases it’s better handled as a temporary 

improvement to Might or Infl uence. 

Attacking larger companies is better. In that 

case, if you succeed, your Territory rises by 1 

and theirs drops a like amount.

Symbolism. You defeat the enemy but don’t 

really take anything, other than the right 

to say you defeated the enemy. This can 

be surprisingly important. Depending on 

who the enemy was, the history of both 

parties and the story elements involved, 

a symbolic victory may temporarily or 

permanently raise Sovereignty (if the 

enemy has historically beaten down your 

Company) or Infl uence (if your allies and 

neighbors have reason to respect someone 

who defeats that foe). By the same token, 

it may gain nothing for the attacker while 

temporarily, or permanently damaging 

the defender’s Infl uence or Sovereignty.

Pre-Emptive Defense. Your sole goal is to 

weaken his army, either because he’s massing 

for an attack or to loosen him up for a 

follow-up raid or invasion. If you succeed at 

this goal, his Might drops by one. You gain 

nothing, other than the knowledge that you 

bloodied his nose. 

Those are the typical goals of combat, though 

there are plenty of other options for creative 

GMs and characters. When the clash comes, 

both sides roll and the results of the dice 

show what happened. 

It’s possible to combine goals as well, but 

every goal past the fi rst levies a -1d penalty 

on the Attack roll and requires an additional 

set. Thus, if you have Might 3 and Treasure 

2, your attack pool is usually 5. If you’re 

attacking to both seize some money and win 
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a symbolic victory, you roll 4d and hope for 

two sets. If you only get one set, you have to 

pick between the gold and the glory.

Resolving�Attack�and�Defense

The defender gets to choose if he wants an 

opposed contest or a dynamic contest.

If it’s opposed, his dice become Gobble 

Dice. If he ruins all your sets, you fail 

at your goal, with minimal damage on 

either side. This is, essentially, just like 

dodging in combat. Each side’s Qualities 

still get eroded from use, as usual.

If it’s a dynamic contest, the Widest and 

Highest roll resolves fi rst and knocks a die 

out of a set on the other side. (Meaning, it’s 

just like hand to hand combat when two 

individuals attack and neither defends.) 

If the defender gets a set through, the 

attacker’s Might drops by 1. If the attacker 

gets a set through, the defender’s Might or 

Territory drops by 1 (defender’s choice). 

These penalties are in�addition to the usual 

temporary losses for applying a Quality.

These losses of Might and Territory are 

temporary until�the�Quality�hits�zero. The 

attack that knocks it to zero makes the loss 

permanent. (Note that if you drop your 

Might to zero making attacks, it is not a 

permanent loss: Your Might returns to its 

normal level next month, when the troops 

have had a chance to regroup, heal up and get 

new orders.) The defender has the option to 

withdraw before reaching zero, but if he does, 

the attacker succeeds at his raid or whatever. 

(Though, of course, that goal might be to 

knock down Might or Territory. In that case, 

withdrawing to preserve the Quality under 

attack is not permitted.) 

Some attackers make conservative�attacks. 

This parallels a multiple action attack/defense 

in hand to hand combat and is resolved the 

same way: The pool loses one die, and if the 

roller gets two sets he can attack with one and 

use the other to gobble enemy sets.

Some defenders do the same thing — drop 

their pool by one, hope for two sets, use one 

for attack and one for defense. Either side 

can do multiple action defenses (dropping 

one or more dice and hoping for multiple 

sets) or multiple action attacks (hoping for 

more usable sets, each with the potential to 

decrease the enemy’s Might by 1). 

Once battle is joined, you can make one 

Attack roll every day, until one side or the 

other is defeated, or until someone’s Might 

hits zero. You get to pick what time of day you 

make your roll, giving your characters plenty 

of time to scout, skirmish or spy in an attempt 

to better your odds (see “Raising the Pool” 

on page 142.). Your opponent may choose to 

counter-attack you at any time during the day, 

however. In that case, he’s making an attack 

and you’re choosing whether to make it an 

opposed or dynamic contest. Defender still 

rolls Might+Territory and the invader still 

rolls Might+ Treasure, even though they’ve 

temporarily switched roles.

Being Informed

Roll: Infl uence+Sovereignty

Against: Infl uence+Treasure or a Diffi culty 

set by the GM.

A leader’s judgment is only as good as the 

information on which his decision is based. 

Applying sound reasoning to false data can 

yield an outcome as disastrous as any display 

of blatant folly. Therefore, it behooves rulers 

to keep up with what’s happening within 

their domains. By going to the people who 

know people (that’s Infl uence) and by 

listening to loyalists who want to talk (that’s 

Sovereignty), a Company can roll to fi nd out 

what’s going on.

The result of the roll depends, of course, 

on what�is going on. To simply get the news 

and be a well-informed citizen (or despot), 

any success is suffi cient. To learn something 

a little more obscure — for example, if a 

warlord or military leader wants to get the 

Total Conquest

Maybe you don’t want to just 
harass the other Company, 
burn its fi elds, kill its troops 
and spread nasty stories 
about its ambassadors 
and emissaries. Maybe 
you crave nothing short 
of absolute eradication. 

Here’s how you do that, then.

If you can reduce Sovereignty 
to zero, the Company 
collapses. 

If you reduce two of a 
Company’s Qualities to zero 
in one month, including either 
Sovereignty or Territory, you 
have completely overwhelmed 
and subsumed that entire 
Company. If it’s a nation, 
you now rule it (in fact, if 
not directly in name). If it’s a 
merchant enterprise, you’re 
making the decisions. If 
it’s a religion, you’ve either 
(1) created a schism so 
successful it overwhelmed 
the source or (2) you have 
its old leaders in such a bind 
that they’re fi gureheads 
doing your bidding or (3) 
it’s been broken, dispersed, 
its temples rededicated 
and its treasures melted 
down by your command. 

This total conquest stuff 
sounds kind of cool, 
doesn’t it?
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latest gossip from inside the Academy of 

Arcane Studies — a Diffi culty of 3 or so 

might be appropriate. 

The real tricky part is when you’re 

trying to fi nd out about someone who’s 

actively attempting to remain hidden. 

Insurrectionist undergrounds, smuggling 

rings, bandit gangs, insane and murderous 

cults… these are all companies in their 

own right, and they’re highly motivated 

to remain covert. If they’re trying to stay 

hidden and you’re trying to fi nd out about 

them, you roll Infl uence+Sovereignty 

while they roll Infl uence+Treasure. This 

is an opposed contest, where his dice 

gobble yours. If you have a set remaining, 

you’ve learned something — exactly what 

you’ve learned is up to the GM. High 

results indicate good information. Low 

results indicate rumors and conjecture.

Counter-Espionage

Roll: Infl uence+Territory

Against: Infl uence+Treasure

Your Company has some kind of competition 

— otherwise, this wouldn’t be much of a 

game. If they’re at all smart, they’re trying 

to learn your weaknesses and secrets, just 

as you’re trying to learn theirs. (You’re not 

trying to learn theirs? Better go read up on 

“Espionage” one column over.) 

Finding spies is tricky, but the more adroit 

you are with insinuation (your Infl uence 

Quality) and the more organized your 

underlings are (Territory) the more 

likely you are to pick up on mysterious 

outsiders asking questions and spending 

freely around blabbermouths. 

When spies are active in your area, they’re 

rolling Infl uence+Treasure to dig out the facts 

they seek (which could be troop movements 

or fi scal secrets or who’s sleeping with the 

Mayor’s wife). If the PCs have been active in 

keeping their ear to the ground, the GM may 

allow you to roll your Infl uence+Territory 

(along with any raises you’ve gained) 

yourself, then use them as Gobble Dice 

against the spies. If you haven’t been paying 

attention, she may roll the dice in secret once 

a month so that you remain ignorant of the 

traitors in your midst. This roll still gives the 

typical -1 penalty to each Quality, so if you 

fi nd yourself rolling fewer dice with Territory 

or Infl uence… well, fi gure it out.

On the other hand, if the spies roll no 

successes, they’ve given themselves away 

somehow. You may not know who they are, 

or who sent them, or what they’re after, but 

you get word that someone’s sniffi ng around. 

This does not occur when they get a set and 

you wreck it with Gobble Dice: That just 

means you guarded your secrets successfully.

Defend

Roll: Might+Territory

Against: Might+Treasure

This is how you avoid becoming someone 

else’s cash cow, vassal state, or symbolic 

whipping boy. The nuts and bolts of it are 

covered under “Attack” on page 147. The 

mechanics work exactly the same when it’s 

your fi elds being burned and your peasants 

running for the hills with all the chickens 

they can carry.

Espionage

Roll: Infl uence+Treasure

Against: Infl uence+Territory

If you’re smart, you’re trying to fi nd 

out all you can about whatever enemies 

you’ve made for yourselves and your 

Company. If your Company contains 

underlings who are notably sexy, or 

excellent conversationalists, or invisible, 

you may want to send them into enemy 

territory with a list of questions you want 

answered… or opinions you want altered.

Here’s what it means. When 
you take over the Company, 
add all fi ve of its Quality scores 
together – add the permanent 
scores, not what they got 
chipped down to by the time it 
all fell apart. Then total the fi ve 
Qualities for your Company.

If the Qualities of the losing 
Company were half or less 
than the total Qualities of the 
conqueror, the winner gains 
nothing. (When a mighty 
fl eet sinks one enemy ship, it 
doesn’t really change much.)

If the Qualities of the losing 
Company equaled more than 
half the winner’s total, but 
weren’t equal, the winner can 
raise any one Quality by a 
single point, permanently. The 
GM may limit this based on 
narrative plausibility – if you 
have Territory 4 and defeated 
a Territory 1 enemy, it makes 
little sense for your Territory 
to rise. But on the other hand, 
your GM may play fast and 
loose with the rewards, as long 
as you can explain things.

If the Qualities of the losing 
Company were equal to or 
greater than the winner’s 
total, the winner can raise 
any two Qualities by one 
point each, permanently. You 
may also be allowed to raise 
one Quality by two points, 
but that’s the GM’s call. 
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Finding�Information

When they start investigating, you roll 

Infl uence+Treasure in an opposed contest 

against your rival’s Infl uence+Territory. (It’s 

also possible that the GM may decide they’re 

trusting and oblivious. In that case, your roll 

is unopposed.) If their Gobble Dice ruin your 

set (or sets) you learn nothing. 

What you learn depends on what you’re 

asking about and how obvious it is. Picking 

up the general feeling of the population or 

tracking massive troop movements requires 

only a successful roll. Something obscure or 

protected may impose a Diffi culty. 

If you fail to roll any success at all, it means 

your spies have slipped up and alerted the 

authorities. Be warned. If you get a set but it’s 

just too low to beat a Diffi culty, your spies are 

still undercover.

Another option you can use is put your spies 

in place and then, instead of pestering them 

for information immediately, give them some 

time to establish their cover, earn trust, fi nd 

patsies and cut-outs… it’s time-consuming 

but it makes the dangerous enterprise of 

espionage marginally safer.

If you’ve got a spy in place building 

the confi dence of his neighbors, roll 

Infl uence+Treasure in a static test. If you 

succeed, your next roll to gather actual 

information gets a +1d bonus. You can only 

develop a maximum of a +2d bonus doing 

this, but that’s not an insignifi cant advantage.

When asking particularly tough questions, or 

asking them in areas with repressive regimes 

or extensive secret police (or, for that matter, 

wizards who can pull information out of 

a bowl of water), it may seem advisable to 

take some high risks with the chance of high 

payoffs. Mechanically, this is like a called 

shot: You reduce your pool by 1d and turn 

one of the remaining dice Expert. It reduces 

both your chances of success and your 

opportunities for Width, but a Wide set that 

gets gobbled doesn’t do you much good. Your 

call, spymaster.

Changing�Minds

If you want to change the mind of a 

decision maker, or simply infl uence the 

tenor of public debate on a particular 

issue, roll Infl uence+Treasure in an 

opposed confl ict with the other Company’s 

Infl uence+Territory. (Once again, 

overconfi dent groups might choose not to 

roll, along with those who’ve used up their 

Qualities, or who are hoarding them for later 

use.) If his pool gobbles up all your successes, 

nothing happens. If you get successes, 

nothing visible happens, his Qualities don’t 

change, armies don’t immediately mass on 

his border… but opinions have shifted. If 

the public was rallying behind the idea of 

war with a neighbor, expressing concern 

or dissent becomes more tolerable. If the 

Prime Minister was dead-set against the 

Prince marrying a foreign girl, his vehement 

opposition may soften. If the Empress was 

thinking of getting involved in a foreign 

confl ict by sending troops to aid one side or 

the other, she may question her decision to 

the point of only sending advisors or a couple 

sorcerers or just some money. 

The uses of a well-placed suggestion are 

many and varied. Often they can provide 

a temporary raise for a logical follow-up 

action. For instance, if you’re on the side of 

that foreign girl marrying the Prince, having 

her be more accepted might give you an 

Infl uence raise when she attempts to sway 

public policy after the wedding. Alternately, 

the results may have no mechanical 

refl ection, but still move the plot in a 

direction to your liking. That’s good too.

Improve the Culture

Roll: Territory+Treasure

Against: Nothing or Diffi culty equal to the 

current Sovereignty
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“Improving the culture” is a foggy mandate 

and, while everyone has an opinion, no 

one seems to have a sure-fi re recipe for 

accomplishing it. Possibly because no one 

agrees on the defi nition of “culture.”

In any event, rulers are always trying it 

— building roads, libraries, universities and 

theaters, paying for monuments and hiring 

bards, declaring holidays and appointing poet 

laureates — all with the goal of drawing the 

people together. 

Regardless of how the characters go about 

strengthening the community, whether it 

be through ephemeral emotional appeal or 

by the mundane route of hiring librarians 

and sages, the mechanics are the same. 

Roll Territory+Treasure. If you only want a 

temporary improvement, it’s a static contest. 

Any set gives a +1 raise to Sovereignty that 

lasts for all of the next month.

Permanently increasing Sovereignty is more 

diffi cult, but it’s still a static contest. The 

only change is, this time you roll against a 

Diffi culty equal to the current Sovereignty. If 

you beat the Diffi culty, your Sovereignty goes 

up by 1 permanently. If you roll a set but fail 

to beat the Diffi culty, you get nothing, not 

even a temporary increase.

You can only attempt to improve your 

Sovereignty once per month. You cannot use 

this method to raise your Sovereignty above 5.

Policing

Roll: Might+Sovereignty

Against: Infl uence+Might 

Learning that there are people around who 

wish you ill is one thing. (Specifi cally, it’s 

part of Being Informed, as described on 

page 148.) Doing something about it… 

that’s another matter. It is, one might say, a 

police matter. Once you become aware of 

some insidious social cancer eating away 

at the fair fl esh of your Company, it’s only 

reasonable to slice it out. To do so, you roll 

Might+Sovereignty against the enemy group’s 

Infl uence+Might.

T he mercenaries were bloodied, 
weary and upset.

“Our employer shall be exquisitely displeased,” 
said the sorcerer from the east.

“Displeased? I’m displeased. I’m absolutely 
enraged!” This was their leader, the disgraced 
officer from the south. “It’s luck we survived 
that debacle, luck only! What happened?”

“Don’t blame me that this savage can’t respect 
a retreat sign and had to charge in screaming.”

“There was no sign to retreat, coward,” said 
their bulky front fighter, baring sharpened 
teeth. “He raised his hand to strike! That means 
‘bring the hammer down’!”

“No,” sneered the sorcerer. “It means ‘flee the 
clenched fist of entrenched defiance.’”

Their commander dropped his head into his 
hands. The other two turned as his voice, muffled 
by his forearms said, “You mean 
you didn’t know that means ‘hold up while
we observe’?”

“Maybe in your army,” mumbled the sorcerer.

“You asked if we knew hand signs…” said 
the barbarian.

“But not which ones,” sighed the officer. 

“Right. Let’s work on that before we go rescue 
the others.”
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The nuts and bolts of this are covered under 

“Unconventional Warfare” on page 153. 

That’s what it looks like from the other side. 

To recap from the defensive perspective, 

infi ltrating forces are there to take one shot at 

damaging your Company through sabotage 

or assassination or the creative use of fi re. 

Or maybe they’re just bandits trying to rob 

the money caravan. Whatever, they’re doing 

something you don’t want them to do.

If you’re aware of them before the event, you 

can try and roll up the conspiracy. You make 

a contested Might+Sovereignty roll against 

the cabal’s Infl uence+Might. He’s defending, 

so any sets he rolls become Gobble Dice. 

If you get no sets, or if he wrecks all your 

sets, you do no damage to his enterprise… 

save indirectly, because by forcing him to 

roll you tire out his Qualities, giving him a 

reduced pool for his actual attack. On the 

other hand, he may be a gambler and decide 

not to oppose. If you roll sets and they 

aren’t countered (one way or the other), you 

permanently lower his Might or Infl uence 

by 1. He decides which Quality gets lowered. 

More importantly, you can pre-empt his 

mission. Even without full knowledge of his 

foul plot, you can strike, forcing him to either 

has to fl ee or hide. (On the other hand, if 

you’re the risk taker you can watch and try to 

catch them in the act. This doesn’t damage 

his Might or Infl uence until he makes the 

attempt and you spring the trap. Be warned: 

Sometimes you catch the bad guys after they 

fulfi ll their dark design.) 

But sometimes the King’s Guard gets there 

too late. When the infi ltrator makes his move 

— burning the temple, killing the prime 

minister, sabotaging the fortress or whatever 

— you can make a contested roll to foil him. 

He’s once again rolling Infl uence+Might. You 

roll Might+Sovereignty to form gobble sets 

and, if you can ruin all his sets, his action 

fails. If you’re unaware of the attack until 

it occurs, you can only respond with this 

contested roll.

If you were alerted beforehand, you still 

may want to make the contested roll. Or, as 

mentioned above, you can lure him into a 

trap. This is risky because it necessarily uses 

his goal as bait. In this case, your rolls are 

dynamic. Widest set goes fi rst and knocks 

a die out of one opposing set. If you get a 

set past him, you permanently lower his 

Infl uence or Might by 1 (he picks which) and 

you lower the other Quality by 1 until the 

end of the month. If he gets a set past you, he 

achieves his nefarious goal. This means it’s 

possible for you both to succeed.

After he makes his attempted attack, 

there’s one fi nal set of rolls: Your attempts 

to apprehend them after the fact. This 

confl ict is opposed, and he can only be the 

defender. If you don’t get any sets after he 

uses his Gobble Dice, he escapes. If you 

get a set past him, you drop his Infl uence 

by 1 permanently and you’ve either killed 

everyone who took part in the action, 

or clapped them into prison, or some 

combination of the two. Crime doesn’t pay! 

Rise in Stature

Roll: Sovereignty+Treasure

Against: Nothing or Diffi culty equal to 

current Infl uence

Just as there are many ways to improve a 

culture and none of them are defi nitive, 

there are many ways to manipulate prestige 

and few of them work exactly the same 

each time. Throwing elegant (or opulent) 

soirees, making carefully calculated displays 

of loyalty that appear spontaneous to 

their intended audience, giving grand 

but meaningless titles to opinion-makers 

or selecting the right dress-designer to 

patronize can all give one’s words more 

weight. On the other hand, many have had 

equal successes with stirring (or ranting) 

speeches, belligerent army parades, openly 

spilling secrets about those who refused to 

be blackmailed… or just by giving the right 

people big, taut sacks of fl awless rubies.
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Whatever you do to make your 

desires known, it boils down to a 

Sovereignty+Treasure roll. If you want to 

temporarily raise Infl uence, any success is 

good enough. Permanent improvements 

are rolled against a Diffi culty equal to your 

current Infl uence. Decide which you want 

to attempt beforehand, because if you try 

for a permanent increase and fail to hit the 

Diffi culty, you do not get the temporary 

improvement — even if you got a match. 

You can only roll to improve your Infl uence 

once per month. This method cannot raise 

Infl uence above 5.

Train and Levy Troops

Roll: Sovereignty+Territory 

Against: Diffi culty equal to current Might

Is there any adornment so tempting to those 

in power as a well-disciplined militia, or an 

endless array of infantry marching in perfect 

step, or a new fl eet of warships larger and 

more imposing than any seen before in port? 

If you answered “hell no!” then this should 

interest you a great deal.

By calling on its resources and the loyalty 

of its followers, any Company can raise 

its Might. For nations, this is matter of 

recruiting from the youth (or, in true duress, 

instituting a draft) while forging weapons 

and armor, building siege weapons, and 

purchasing (or simply seizing) wagons and 

dray animals and food for the troops. For 

smaller groups, it’s not simply a matter of 

hiring some eager mercenaries with notched 

swords and easy grins: That can be done 

with private riches easily enough, and is 

described on page 198. This is the process 

of integrating soldiers, however they were 

recruited, into your society. 

This is entirely different from training 

troops to fi ght. If they’re foreigners, it means 

teaching them your language and customs 

— and teaching your people to accept the 

strangers and protect them as they would 

each other. Whether the forces are raised 

from within a society, or recruited and�

welcomed, the result is the same — soldiers 

who won’t cavalierly betray or desert your 

Company at the fi rst sign of danger or the 

earliest offer of better pay. It changes soldiers 

from “those you hired” to “those who fi ght 

for your cause.”

Now that you know what it means, here’s 

how it’s done: You roll Sovereignty+Territory 

against a Diffi culty equal to your current 

Might. If you succeed, your Might increases 

permanently. Unlike similar uses of Qualities, 

you cannot temporary improve Might in this 

fashion. You cannot raise Might above 5 in 

this fashion. You cannot make this roll more 

than once per month.

Unconventional Warfare

Roll: Infl uence+Might

Against: Might+Sovereignty

This is the stuff at which PCs typically excel. 

Instead of marching forthrightly against a 

fortress with massive clots of foot soldiers 

and a few wizards to shut down those 

catapults, a small group of elite warriors 

crosses the border by night, sneaks deep 

into enemy territory and then carries out 

what the defender would call “banditry” or 

“acts of terror” and what the perpetrators 

typically call “forward missions” or 

“tactical preparation.” Instead of meeting 

the enemy face to face on the battlefi eld, 

the unconventional warrior poisons wells, 

burns crops, sabotages ships and assassinates 

prominent military leaders.

Every decent nation condemns these 

methods as dishonorable, illegal, repulsive 

and cowardly. If the participants are 

caught and live to stand trial, they’re 

What Companies Do
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usually termed war criminals and they 

become big embarrassments to the 

nation or group that sent them. If, of 

course, that group is ever identifi ed.

The�Mission

When planning a sortie of this type, the 

infi ltrators choose a goal. GMs and PCs alike 

often get very creative with these goals, but 

typically they boil down to an attack on a 

Company’s Quality. Some examples follow.

Might: Poison troops, sink ships, sabotage 

siege engines, spoil provisions, weaken a 

fortress with sorcery or assassinate prominent 

leaders. If you’re a risk taker, try killing some 

prominent war mages. 

Territory: Foul wells, sicken livestock, destroy 

roads and bridges, blockade steams or knock 

down dams. Or, fi re’s always a favorite — 

forest fi res, crop fi res… burn a whole town 

if you’ve got the stomach for it. That’ll put a 

dent in the rulers’ plans.

Infl uence: Applying military force to 

intangible opinion making is tricky, but PCs 

often love a challenge. Eliminating diplomats 

is a start, but there’s a reason for all those 

honor guards and it’s not just ceremony. 

Better, perhaps, is to blackmail or bully 

one through threats against family or other 

cherished interests. Alternately, sometimes 

soldiers from country C dress up as soldiers 

from country A while in country B and 

commit various atrocities in order to chill 

relations between A and B.

Sovereignty: Riding around terrifying the 

peasants works pretty well, if for no other 

reason than it draws off the attention of 

the forces of law and justice. Spreading 

rumors about immanent political disaster, 

or revealing embarrassing state secrets 

— that works too. Especially if the 

rumors and revelations are true. Most of 

all, however, attacks on Sovereignty are 

attacks on what makes a culture feel safe 

and secure in its identity — so, defi ling 

temples or murdering beloved artists 

is another way to shake things up.

Treasure: Raid caravans, murder prominent 

bankers, attack the treasury or burn down 

the mint. Alternately, the more artful 

approach is to devalue the currency by 

importing masses of counterfeit coin, or 

by engaging in large-scale smuggling. The 

less artful but more popular tactic is to 

massacre tax collectors. You have to really 

kill a lot of them to get an effect though, 

and unless you slaughter a bunch all at 

once they’re going to hunker down.

Whatever your mission, you get one chance 

to accomplish it… and one chance to get 

away clean. Each of these is a separate 

Infl uence+Might roll. Don’t forget to 

drop each Quality each time it’s used, so 

the second roll is at a -2d penalty. (If the 

defender uncovered the plot beforehand, they 

may pre-emptively attack the conspiracy, as 

described on page 151-152.)

Resolving�the�Mission�Against�the�Police

Your opponent reacts to the mission by 

policing with Might+Sovereignty. The exact 

way these rolls — yours, and his — interact 

depends on how much he knows, and on 

when each of you chooses to act. 

If he’s uncovered the infi ltrators beforehand, 

he can roll Might+Sovereignty in an opposed 

roll against your Infl uence+Might. You 

can only respond by generating Gobble 

Dice (though you don’t have to roll if 

you don’t want.) If he gets a set past you, 

he permanently decreases your Might or 

Infl uence by one point. You pick which 

Quality takes the hit. Furthermore, you have 

to scrub the mission, either fl eeing or going 

to ground.

He doesn’t have to take this opportunity. If 

his society is extremely ethical, they may have 

qualms against attacking before a crime has 

actually occurred. Most, however, are not 

nearly so fi nicky.
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When you make your move, an informed 

opponent can choose whether he wants to 

resist you with an opposed or with a dynamic 

roll. If you blindside him and he has no idea 

what you’re planning before you spring it, he 

can only roll opposed. You’re both still rolling 

the same pools. If he’s already tried to thwart 

the conspiracy and failed, remember that 

both of you now have reduced pools.

If it’s an opposed roll, that means he’s just 

reacting defensively, trying to derail the 

plan. If his Gobble Dice ruin your sets, or if 

you don’t roll any, you do not achieve your 

goal. If he can’t wreck your sets, mission 

accomplished.

If it’s a dynamic contest, it means he’s 

counterstriking during your action or directly 

on its heels. In that case, you both roll 

your pools and compare sets. The Highest 

set acts fi rst and knocks a die out of one 

opposing set. If he can’t smash your sets, you 

accomplish the goal. But if you don’t smash 

his sets you lose a point apiece from Might 

and Infl uence until the end of the month. It’s 

perfectly possible to deal him a hard blow 

and still get hurt yourself.

Whether you succeed or fail, after your attack 

it’s time to exfi ltrate your forces. (“Exfi ltrate” 

is a military term for “get the hell out of 

town.”) This fi nal roll determines how 

well your forces cross the river by night, or 

disguise themselves as diplomats and bluff 

past the border guards, or simply fl ee to a 

cave in the mountains and lie low until the 

heat dies down. Whatever you do, you roll 

Infl uence+Might against his Might+Territory 

again. This time, you’re the defender in a roll 

that can only be contested. If you gobble out 

his sets, you escape clean. If you don’t, you 

lose a point of Infl uence permanently as your 

forces get captured or killed. It’s possible that 

they don’t get traced back to your Company. 

Or maybe they do. Whichever way it goes, he 

has them and you no longer do.

What Companies Do

Option: A Seasonal Refi nement

If you want to make the system cleave a little closer to reality at 

the cost of a bit of simplicity, you can allow the seasons to have 

an effect on the Qualities of a Company, as follows.

Winter: With plants dormant and a lot of activity shut 

down by snow or rain, people have more time to stay 

inside and mend tools, get caught up on old work, make 

preserves or heal various injuries. +1 TERRITORY

Spring: In the spring, people travel around selling 

the goods they’ve spent the winter building or 

repairing. Whether you’re a seller or a buyer, spring 

is the time to get and spend. +1 TREASURE

Summer: This was the traditional tax-time of The Empire, instituted 

under the theory that people would be too enervated from 

the heat and exhausted from working the fi elds to complain 

about it. Regardless of the wisdom of that argument, it became 

tradition (or the product of bureaucratic inertia) in many nations. 

If you’re not the government, this is the time you pay the 

government. If you are the government, this is the time when 

your coffers are at their lowest ebb – after you’ve spent last 

year’s income but before you’ve gathered it for this year. –1 

TREASURE. (If your Company can arrange it, another season 

might serve as tax time. If you put it in the spring, it cancels out.)

Autumn: In autumn comes the harvest, and while larders 

are full on the individual, large groups actually feel the 

pinch because all their workers are busy fi lling larders. 

It’s similar to tax time that way. –1 TERRITORY



�56Chapter Four

Some Company Examples

A 
few examples are always 

nice, right? They give you a 

sense of scale, explain how 

things tend to go and, as 

               a bonus, you can easily slip 

them into your own game as is, or change the 

name and use them as a template.

Small, Four-Point Companies

These are companies on the margins. A major 

nation or religion could crush them pretty 

easily without heroic effort by their leaders. 

But huge companies generally have their 

hands full staying huge in the face of huge 

rivals, so they have few resources to spend 

on small fry. Thus, groups like this typically 

struggle with other small groups, until they 

grow big enough to merit serious attention.

The�Struggling�Cult

The church of Tekop the Uncorrupted is 

a small religion but one with deeply held 

convictions. Tekop was an ascetic monk 

who never had the opportunity to study 

enchantment, as far as anyone knows, but 

who instead spent his life ministering to 

the rural downtrodden and protesting 

the nobles’ abuses of the peasantry. A few 

nobles were shamed into better behavior, 

but the last one strung him up. Remarkably, 

Tekop hung by the neck three days before 

dying. Furthermore, his corpse (hung up 

by the lord’s gate as a warning against 

impolitic opinions) did not decay for an 

entire month in the hot sun. Seeing this 

(and, moreover, having failed to sense any 

infl ux of magic that could have preserved 

the body), the nobleman declared it a 

genuine miracle, gave up his title, and spent 

his money founding the church. That was 

long ago and far away, however, and the 

precepts of Tekop have not proven popular. 

Nevertheless, a loyal local cult struggles 

away, perhaps waiting only for a fi rebrand 

leader to swell them into something more.

Goal: Spread the word of Tekop, and show 

the truth to those who take advantage of 

the impoverished, be they wealthy nobles or 

criminal predators. 

Might: 0 Tekop was a pacifi st.

Territory: 1 They have constructed a chapel 

and the faithful contribute a great proportion 

of their effort to the cause.

Sovereignty: 2 The nice thing about being 

a religion that preaches integrity and self-

sacrifi ce, and which has no money or land, is 

that the sincerity of the believers is palpable 

and self-reinforcing.

Treasure: 1 As with Territory, the faithful give 

a lot of what they have. This is, admittedly, 

not much.

Infl uence: 0 So far, the cult is too small, too 

new, too divorced from political action to 

have much sway or many connections. But if 

their program of freelance virtue takes hold, 

that could change.

The�Criminal�Gang

The Mudfl at Boys are not anyone’s idea 

of fl ashy, high-rolling, elegant crime 

bosses. However, given their origins in 

the mudfl ats — the mire downstream 

of town where all the city’s excreta and 

jetsam collects — they’re looking several 

degrees better than their neighbors 

simply by virtue of not being fi lthy.

Prostitution, gambling and a few petty 

shakedowns keep the Mudfl at Boys solvent 

and together. They haven’t come into real 

confl ict with any of the larger gangs in the 

city, though they’ve had to put up a few 

struggles to mark borders. Their biggest 

challenge is these white-robed fanatics 

preaching purity and reform. If those Tekop 

madmen aren’t careful, they might become 

troublesome enough to merit real violence.

Goal: Make the maximum money for the 

minimum work. Avoid trouble.
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Some Company Examples

Might: 1 Among the Boys’ loose membership 

and hangers-on, there are some who would 

stay in a tough fi ght long enough to break 

some bones or have some broken.

Territory: 1 Their hold on the fl ats is broad, 

if loose and shallow.

Sovereignty: 1 Their members are in it for 

the money and swagger. They talk about 

being a fellowship and a brotherhood, but it’s 

a paper-thin commitment.

Treasure: 0 Their shabby brothels and petty 

scams bring in a little coin now and then, but 

their expenses quickly devour it, and would 

just as quickly devour twice as much of it.

Infl uence: 1 They’re not terribly connected, 

but they at least know who gives quality 

gossip after a few drinks, and who to buy off 

when they can afford it.

Medium, Seven-Point Companies

These groups are more potent, of course. 

Sometimes a group of this nature is a very 

broad section of society, loosely aligned. 

A school and its graduates, perhaps, or the 

worshippers in a comfortably complacent 

faith. Other times, groups this large are 

tightly focused. They can alter the direction 

of society, though only in the matters of their 

small concern. The fi rst, broad type, can 

push here and there, sometimes changing 

something that was not strongly set, and 

sometimes not even being noticed.

The�Occult�Conspiracy

The Sworn of the Black Sky take dire oaths 

and endure terrible trials to gain membership. 

To be trusted with its inner secrets, initiates 

must leave their normal lives for an entire 

year, spending it being trained on a remote 

island. They’re essentially trapped there, and 

the indoctrination is heavy. Everyone who 

survives, however, feels it’s worth it. They are 

a secret group, and the oath to slay any who 

betray their goals is no bluff. They possess 

T here are two types of enemies. 

The aggressive enemy seeks 

conflict and is most dangerous when 

you offer it to him. The cunning enemy 

avoids conflict and is least dangerous 

when encircled, cornered, or forced 

into fight. Of these two types, the 

cunning foe is by far the most difficult.

 -General Stead, “Precepts”

arcane knowledge, possibly magical, possibly 

just some sort of esoteric self-improvement 

regimen or set of fi ghting tricks. The Nacreous 

Council of Seven directs the Sworn, and 

they say the time is coming right to strike 

their ancient enemy… the inbred, decadent 

Crowden family.

Goal: ? Whatever the GM wants for a 

good story.

Might: 0 Open violence is not the Black 

Sky’s way.

Territory: 1 They can call upon the services of 

their members, though secrecy demands that 

this only be invoked for serious matters. They 

also have that private island, somewhere.

Sovereignty: 4 Their oaths really are quite dire.

Treasure: 1 Their concern is not the mere 

acquisition of worldly goods, but matters 

beyond greed and the fl eshly pleasures.
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Infl uence: 1 Who can say where a Black Sky 

oath-taker might show up? The local baker’s 

friendly wife, the man who sharpens the 

knights’ blades, the talkative barber… any 

one of them could have an ear to hear and a 

mouth to speak at just the right time. Or, far 

more likely, not.

The�Wealthy�Family

The Crowden family was once great, admired, 

a force to reckon with. Now, the very name 

is synonymous with idleness, corruption 

and jaded, deviant desires. There are a few 

who still long for their days of past glory, 

who would recreate the legendary deeds 

of their ancestors and reclaim the awe that 

is their due. But far more of them would 

rather spend what’s left on gambling, 

peculiar whores, and exotic narcotics.

Goal: Return to splendor.

Might: 1 In addition to the shoddy men-

at-arms the family employs, there are a few 

cousins whose sadism is versatile enough to be 

equally useful in a back alley or a battle.

Territory: 2 Stately Crowden manor is now 

decaying, with the entire south wing sealed at 

the raving orders of the last patriarch — sealed 

with magic barriers that none can penetrate 

(though, to be sure, few have tried very hard). 

Nevertheless, there are a few hard-taxed 

peasants scrabbling the fi elds and even some 

skilled laborers who at least tell stories about 

Crowden deeds of renown.

Sovereignty: 1 Most of the family is more loyal 

to their odds-maker or procurer than to their 

sisters and brothers.

Treasure: 2 Much has been squandered, but a 

fair amount remains.

Infl uence: 1 A few among the honest 

remember what the Crowdens were. Many 

among the loathsome understand what the 

Crowdens now are.

Some Company Examples

L UOVIS: Then put a bandage 

over Tumri’s head and give 

the men a double ration of rum.

QUARTERMASTER: Well sir, 

um… there’s no rum.

LUOVIS: No rum? We carried barrels 

of it! How can we have none now?

QUARTERMASTER: Pilferage, sir.

LUOVIS: Weren’t you 

monitoring liquor levels?

QUARTERMASTER: I believe the 

thieves replaced the missing liquid.

LUOVIS: With what? Their water rations? 

In the middle of a desert? They’d 

need extra. Find out who had 

access to extra water and…

QUARTERMASTER: Er… I think they 

replaced it after drinking it. If you 

get my meaning. (VANLIM frowns at 

his drink and sets it aside. CORNER 

shrugs and continues drinking his.)
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Large, Eleven-Point Companies

These are serious. If they’re not a society 

entire (albeit small) they are major 

factions within the society. These are 

companies that have a daily effect on 

how large numbers of people live, and 

whether they continue to do so.

The�Decaying�Nation

The Kingdom of Scaracmad had its 

chance for greatness and squandered it 

on foolishness, vanity and personal greed. 

Its bloated bureaucracy wallows in its 

own senescence, not out of overwhelming 

dishonesty and cynicism, but because it just 

cannot fi nd any better way to run itself. There 

were reformers, all ignored because things 

weren’t bad enough to wake Scaracmad 

from its apathy. Now, however, there is a 

violent uprising against the crown, and the 

government is feeling, at last, a sense of 

urgency. It still remains to be seen if it can 

rouse itself and become a functioning nation, 

or if it’s doomed to struggle like a turtle on 

its back until the rebels pick its carcass clean.

Goal: Keep things as they are.

Might: 2 Poorly trained, ill-equipped, with 

questionable morale and personal hygiene, 

the Army of Scaracmad is, nonetheless, an 

organized and professional fi ghting force. 

Don’t look to them for heroes, but there is a 

minimum level of competence.

Territory: 3 It takes a fertile and bounteous 

land to support a parasite as vast and inactive 

as the Scaracmad government.

Sovereignty: 2 There is little in the nation 

today to inspire fanatic loyalty. On the 

other hand, anyone who would be inspired 

to hatred has already taken to the hills and 

joined the rebellion. Those who remain were 

doing well and liked things as they were. They 

might not die for their country, but they will 

fi ght for it.

Treasure: 2 Something remains from 

Some Company Examples

L UOVIS: You honestly expect these 

troops - mercenaries all, with no 

loyalty past silver, and of whom you were 

deemed an exceptionally capable specimen 

- to go into battle against an entrenched 

city ruled by three-eyed blood drinking 

oracles, bolstered by nothing but wine?

QUARTERMASTER: There’s 

no wine, either.

LUOVIS: (Pause) Exactly how 

did Tumri choose you to be the 

replacement quartermaster?

QUARTERMASTER: He asked if anyone 

could count to twenty with his shoes on.

LUOVIS: I don’t believe this.

QUARTERMASTER: No, it’s easy! You just 

put the fingers up for one to ten, then fold 

them down for eleven through twenty!

 -From the Imperial play

   “No Loyalty Past Silver”
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the gleanings of the great farms, and 

the bureaucrats were as idle and hapless 

at personal enrichment as they were at 

everything else.

Infl uence: 2 The one thing the many 

ministers of Scaracmad did well was gossip, 

and there were plenty of them to make 

friends abroad as well as inside the country.

The�Well-Funded�Uprising

Half the insurgents against Scaracmad 

are legitimate complainers who despised 

the system’s injustices (or at least its 

appalling ineffi ciencies). Another quarter 

are opportunists who think the best way 

to pull something nice out of the system 

from the outside is to tear it down and 

pillage the wreckage. Those who remain are 

foreign agents providing training, supplies, 

equipment and funds. They are not, of 

course, doing this out of the goodness of 

their hearts. They covet pieces of Scaracmad 

and the smarter rebels know it. Those 

revolutionaries have either made their peace 

with seeing their homeland torn to pieces, 

or they have a careful schedule for betraying 

their current allies.

Goal: Destroy the nation of Scaracmad and 

remake it anew.

Might: 3 Their numbers are fewer than the 

Scaracmad army, but along with the fervently 

angry peasants there are highly skilled foreign 

magicians and some deeply blooded exotic 

mercenaries. It’s not a stable combination, 

but it’s a nasty one.

Territory: 1 The best land is the best 

defended, so they’re stuck out in the 

fallow hills.

Sovereignty: 2 The homegrown fi ghters are 

pretty intense, but their passion is diluted by 

the mercenaries and schemers. 

Treasure: 3 The shadowy foreign supporters 

have been very generous.

Infl uence: 2 Those spies and warmongers 

know how to listen and when to speak. The 

same skills that have let them pollute and 

manipulate the original insurgency can be 

applied to outsiders as well.

Some Company Examples
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PCs and Companies: A Final Note

R
EIGN is different from a lot 

of games because it resolves 

on two levels. The PCs as 

individuals can massacre 

             their enemies, get a load of 

bonus dice on the Company roll, and still 

whiff. Alternately, they can get beaten up and 

cuckolded, only to have their Company carry 

the day for them. 

This disconnect isn’t typical. Usually, PC 

success gives critical dice to Company 

rolls, and PC failure leaves the Company 

with slim odds. But it’s important to 

understand how these levels interact if 

you want the outcomes to work together 

instead of working at cross purposes.

One useful technique is to alternate between 

levels. Play a few sessions on the individual 

level, then start the next session with the 

modifi ed Company rolls. Then do a few 

months of Company action for the rest of 

that session, ending (perhaps) with a plan for 

the PCs to set out on another mission. As a 

bonus, this method lets the PCs make a ton 

of Vigor rolls between risks.

Another way to use the rules together is 

to use the Company’s rolls as the session 

climax. A highly structured game would 

have every session as one month. The 

PCs do what they can in that time, make 

their decisions and at the end make their 

modifi ed Company rolls. Because Company 

pools are usually lower, this makes the 

outcome far more uncertain. If your group 

fi nds that exciting, you’ve hit gold.

A third way privileges the individual PCs 

and treats the Company as a tool they use for 

their own ends. Some groups prefer gouts of 

gory combat and like to gloss over political 

machinations, or vice versa. Sometimes 

you have a GM who wants one thing and 

players who prefer another — or, perhaps, 

are more interested in the outcomes of one 

type of event or another, without dealing in 

details. With groups like that, setting up a 

Company with high Infl uence can take the 

(to them) boring detective work out of their 

hands. Or if they fi nd combat tedious (hey, it 

happens) they can develop a Company with 

tremendous Might and let it go clean out the 

dungeon while they engage in palace intrigue.

Don’t be surprised if the characters pursue 

highly personal goals, getting as much aid 

from the group as they can without putting 

a lot of effort into the Company’s intent. 

That’s okay, if the players are all having fun. 

The PCs could start out with the noblest of 

intentions , forming a conspiracy to unveil 

the misdeeds and evils of the state religion. 

As play progresses, they use the conspiracy 

to enrich themselves by blackmailing priests, 

they use its Might to bully their in-laws, 

they occasionally pander to its Sovereignty 

but, by the end of many sessions, they’re 

comfortable and rich and infl uential 

and… well, suddenly those priests don’t 

seem so bad. If that’s a happy ending for 

your group, they may fondly remember 

the game without ever contemplating 

their failure to bring down the temple.
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The Third Nation

Dindavara

“D indavaran honor is as 

inflexible as iron. The only 

thing more rigid is their sense of humor - 

but that flaw is much harder to exploit.”

Lord Rime Ford, 

Imperial Ambassador to Dindavara,

Keeper of the Ineffable  Rhapsody 

and Honorary Viewer of the 

Embroidered Placket
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This is the story the Dindavarans tell.

“Before other things, there were iron and fi re.

“From the iron came Dindakuan the Sword-Father, and from the fi re he 

made Congma, the Hearth-Mother. Together, they made all things, by 

the art of the Father and the aid of the Mother. Congma the forge-mate 

kept the heat of all things blazing, while Dindakuan the craft-master 

made mountains, fi elds, the dome of sky and the bowl of earth. To seal the 

shape of each creation, he made water and when he was fi nished he threw 

it away to become the sea.

“Dindakuan looked over the mountains and plains and oceans and skies, 

and he was content with a world well made and in all ways balanced. 

But Congma was not satisfi ed, and she pestered him to give the world 

more movement, and more action, and more interest. When he refused, she 

made creatures herself out of clay and baked them in her hearth, and 

from these arose the animals of the world. 

“Not satisfi ed with the brutes of the fi eld, she enticed Dindakuan into her 

bed and became pregnant, and from that coupling came all the peasants 

of the world.  First were the clever but silly Helusan peasants, then the 

less capable and whiny Milondese peasants, and then the gross and stupid 

Truils, and fi nally the runty and sickly Ob-lobs. Immediately these persons 

fell to fi ghting one another, and mistreating the animals, and bringing 

ruin upon the land with greed and envy and short-sightedness.

“Seeing the disarray these humans had brought to his world, Dindakuan 

had Congma heat up his forge, and she helped him hammer forth a proper 

people, the Dindavarans. To them he gave his secrets of working metal, that 

they might subdue and rule over their lessers. After that, Dindakuan and 

Congma agreed to move their fi re away, setting it in the sky, so that the 

peasants could make no mischief from it.

“Dindakuan went away to rest from his labors. He has no need for our 

worship, but we offer it because it is fi tting and just that we show respect 

to the one who has placed the world in our charge. Whenever a noble of 

the fi ve families dies, his soul is melted down by Dindakuan and remade, 

to return to the world as another noble to guide the unwise.
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“As for Congma, she continues to watch the world she helped create, and 

is fascinated by the movement she brought to it, even as the misdeeds of 

her children sadden her. Sometimes she answers their prayers, if they show 

some glimmer of wisdom, trying to bring the fools of the world back into 

the fold of proper behavior. But ultimately it lies with the fi ve families, 

who were brought into the world with measured planning instead of pain 

and passion, to bring this world to reason. If we succeed, we shall merit 

the paradise we create. If we fail, we will have earned our own hell.”

Overview
To understand Dindavara, it’s essential to understand that there are really 
two Dindavaras. One is noble and one is common, and the regions of 
overlap are pretty slender. The lords and peasants have separate tastes in 
entertainments, separate palates, separate 
legal systems and even separate religions.

Nobles, as a general rule, understand 
the commoners a little better than the 
commoners understand them. The reason 
for this is simple: Under Dindavaran culture, 
noble children are considered commoners 
until they pass their maturity trial. (Maturity 
trials vary among the fi ve noble clans, but 
universally test composure, ethics, and the 
ability to withstand discomfort.)

It’s inaccurate to say Dindavaran nobles treat 
their children like servants. Rather, they 
treat their servants like children. They may 
be harsh and demanding or tolerant and 
nurturing, but they generally regard peasants 
as a resource to be tended and instructed 
gently so that they may realize their potential. Of course, the potential of 
peasants is so limited that, after a certain point, there’s no point in trying 
to improve them any further. By age 30 or so, they’re probably as good as 
they’re going to get.

This attitude extends to foreigners as well. The difference is, foreigners are 
children who never had parents to raise them properly.

(One important note: The idea that ‘foreigners are childish, like peasants’ is 
far less prevalent as one gets closer to the borders. Wherever there are a lot 
of foreigners, the Dindavaran cultural bias tends to be blunted.)

It’s inaccurate to say Dindavaran 

nobles treat their children like servants.

Rather, they treat their servants

like children. 
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Values
The noble values are: courage, integrity, honesty, respect, hard work, 
learning, moderation and, above all, martial prowess. 

The peasant values are: pragmatism, good cheer, friendliness, humor, 
respect, hard work and, above all, staying out of trouble.

There is an abiding belief among the upper class that excellence is the fruit 
of concerted effort and little else. If someone is a superb soldier, it must 
(obviously) be because he studied hard and applied himself. Natural talent (or 

simple good luck) are not considered factors for 
the excellence of the nobility. (Good fi ghters of 
other nations may, of course, achieve excellence 
because they’re freaks of nature or by dumb 
luck or through devious magical arts – but while 
Dindavarans prize victory, they’d be embarrassed 
to win by those means.)

The peasants are far more likely to credit success 
to fortune, or to divine intervention. While the 
nobles honor their Swordfather with somber, 
restrained and somewhat distant ceremonies, the 
laboring class invoke Congma the Hearthmother 
for aid with illness, love troubles, money woes or 
just about anything else. A small (or not so small) 

Hearthmother shrine can be found in most common homes, with tidbits of 
food, appealing fl owers and offerings of drink in front of it. The more severe 
the problem, the more substantial the offering.

Culture
Since the sixth Hai Riyan many years ago declared that cultivating a 
beautiful soul was a worthy task – he described it in terms of a battle against 
low and coarse urges – there has been a streak of cultural appreciation 
(even snobbishness) among many nobles. Their preferred art forms are 
instrumental music, dance, painting (typically landscapes), ceramics and 
sculpture. These are prized because they demand a high degree of physical 
control and precision, as well as an artistic eye and temperament. 

The purpose of noble Dindavaran art is to cultivate tranquility and harmony. 
The gross excitements of emotion are considered vulgar. Accordingly, 
their sculptures tend to be austere, and their pottery subtle in its grace 
(though often sublimely so). Their dances and songs are rarely performed 
solo, though there is typically a primary performer who is treated as the 
“most excellent” of the group. Nevertheless, the dancers and musicians are 
necessary to provide a framework of tempo and tone in which that most 

There is an abiding belief among the 

upper class that excellence is the fruit 

of concerted effort and little else.
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excellent performer can stand out. Without the group, the individual is 
merely grandstanding. By being the best of the group, all are exalted.

The most popular instruments are the fi ve-stringed nong, a set of 
hammered chimes called the shijinghui, and the caiba. The last is an 
unusual instrument, rarely seen outside of Dindavara, expensive to produce 
and diffi cult to play. It’s a sort of fl ute with one pipe that goes into the 
mouth and a second, forked pipe that fi ts in the nostrils. The mouth pipe 
is metal, modulated with a slide. The nose pipe is wood and its tones are 
changed with four fi nger-holes. 

The one area in which some excitement is 
permitted is noble literature. Poems and stories 
are almost universally performed on historic 
themes, and the theme most deserving of 
comment is, of course, a great battle. While 
some of these epics are paeans to famed paragon 
ancestors, the best show their characters with 
intriguingly human weaknesses and foibles. 
Perhaps this is due to infl uence from the peasant 
culture, though few nobles would admit it. 
Or perhaps it’s because many were composed 
contemporaneously with their subjects, when a 
gloss would be noted and considered dishonest. 
The two great national epics are “The Tale of 
Fazhu the Unifi er,” and “The Siege of Danifa.” The 
fi rst relates the fi rst Hai Riyan’s rise to power. It’s 
full of noble sacrifi ces, treachery, weakness which 
eventually becomes its own punishment, and the 
ultimate triumph of courage and focus. “The Siege of Danifa,” on the other 
hand, is a tragedy. In outline, it conforms to the facts of the greatest loss of 
the Imperial wars: The fall of Danifa, the only time The Empire captured 
a Dindavaran regional capital. However, its deeply realized (and deeply 
human) characters manage to illustrate and call into confl ict every element 
of Dindavaran noble culture. The citadel falls, not because the Danifa Chief 
did anything wrong, but because he so rigidly did everything right. Morally 
impeccable, he was nevertheless a failure, while it was left to his nephew 
to re-conquer the town – using means that earned him a sentence of exile. 
(The sentence was suspended, but that part doesn’t make it into the story.) 

Common culture is quite different. It celebrates those senses the nobles 
would rein in. Dindavaran peasant taste runs to scary stories, maudlin love 
songs, ribald comedy, stirring tales of high adventure, and historic plays 
featuring heroic deeds from the mythological past or from distant nations. 
(The nobles do not permit plays to be written on Dindavaran historical 
themes. Those are too important to be the subjects of rude jests.) 

The purpose of noble Dindavaran art is 

to cultivate tranquility and harmony. 

The gross excitements of emotion are 

considered vulgar.



�68

There is a professional class of bards among the peasants, but nobles rarely 
hire them unless they perform after the noble fashion, or unless the noble 
particularly wants to reward his vassals with entertainment. Peasants in towns 
and cities provide enough of an audience for a professional “low” musician, but 
commoners often scorn native bards in favor of foreigners, whose exoticism 
and newness appeals (particularly to those whose jobs are repetitive). 

The nong is an instrument of both low and high culture, but other than 
that there’s little musical crossover: The instruments of noble music are too 
expensive and diffi cult. Peasants tend to play simple wood fl utes and drums 
instead. Unlike their masters, they sing. In fact, they sing a lot. 

Every noble is required by his or her class to look down on the peasant 
entertainments. Many of them secretly frequent those same provocative 
dances and low comic theaters in heavy disguise. Ironically, these secret art 
patrons (who usually are deeply ashamed of their indulgence) usually favor 
the native artists that the real peasants consider passé. 

Cuisine

The Dindavaran noble hews to a strict and uninspiring (though they call it 
“subtle”) dietary regimen. Nothing is consumed that might weaken the body. 
After all, it’s the tool by which the world is governed. Nothing is eaten which 
might distract the mind or tempt the senses – no indulgence which might 
become a craving, a weakness, a vice. Also, it’s considered unhealthy to mix 
hot foods with cold foods at the same meals.

The food staple for Dindavara’s rulers is porridge. Rice porridge, wheat 
porridge, barley porridge… imported corn porridge for the aesthetes. Fruit 
is eaten fresh when available, and hot only when one is ill. Vegetables are 
essential. Pork and beef are tolerated when nothing else is available, but fi sh 
and fowl (especially chicken) are the preferred meats. (Lamb is so fatty that 
most nobles won’t eat it at all.) Eggs are also consumed, in moderation.

The indulgences (such as they are) consist mainly of hot teas, herbal 
concoctions, and pickled vegetables. A sour pickled radish is a real treat, 
acceptable at any noble table and usually brought out only to impress visitors. 

Sweets are lower-class. Alcohol is especially lower-class, though sophisticates 
may keep wine for foreign guests.

The peasants eat a lot of porridge too, but they often sweeten it with jellies 
and fruit compotes. Honey is cheap in Dindavara because the nobles (who 
have money) turn up their noses, but the peasants love it and produce great 
quantities. (The best honey comes from Danifa, the easternmost province. It’s 
dark honey made by bees who drink human sweat. They’re not native to the 
climate and fare poorly in cold weather, but they make painfully sweet honey.) 

The commoners also do all the fermenting, though their wine and beer 
are usually pretty weak. Over the decades of noble opprobrium, the trend 
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towards punier drinks has resulted in generations who are easily intoxicated. 
They, in turn, see no need for the high-potency beverages common in The 
Empire and the Confederacy. 

Beef, pork and lamb are (as mentioned above) seen as fi t foods for 
commoners but not for the elite, so the peasants get their share. Pork is rare, 
though: Lots of sheep are raised for wool, and cows for leather, but in the 
Dindavaran economy there’s no use for pigs other than for peasants to eat 
and, according to the nobles, eating pork just makes you fat and lazy.

Clothes

The peasant dress of Dindavara tends, as every laborer’s must, towards the 
highly practical. The typical peasant wears loose pants, a long smock, and 
the best shoes he can afford. When the heat of summer comes, both genders 
adopt broad-brimmed hats, vests with many pockets, and loose, knee-
length, wraparound skirts. 

Pockets seem to be a favored element of 
peasant clothing design, usually open topped 
but occasionally buttoned. The standard 
work smock has open pouches in the front, 
pants have pockets on the thighs, and the 
better class of boots have sheathes in the side 
for a work-knife or other tool. Even sleeve 
pockets are common, and hat-brims often 
serve as another place to hold light items.

In winter, peasant travelers keep warm with 
woven blankets. These blankets have neck holes 
in the middle and, when worn over the shoulders 
like a serape, come to about knee length. Each 
side typically has a single row of buttons (in the 
plains) or, up in the mountains, a double row 
to seal out the wind. As one might expect, the 
interiors of these blankets often have pockets. 

Unfortunates who have to labor outside in the 
winter do so wearing more fi tted jackets of the 
same blanket weave, along with woven or (for the 
lucky) leather mittens with a good lining. 

Everyday peasant garb is usually brown and tan, with occasional black and 
russet elements (as those are the cheapest colors). Sometimes the patterns 
woven into peasant blankets are quite intricate, often incorporating regional 
designs. For special occasions – high holy days, weddings and so forth – dyed 
garments are worn, usually in one of the colors that indicate the family who 
dominates the region (see below). Wearing both colors would be considered 
presumptuous, but a servant of the Xuedei can wear black or white clothes. 

Nothing is consumed that might weaken 

the body. After all, it’s the tool by which 

the world is governed. Nothing is eaten 

which might distract the mind or tempt 

the senses — no indulgence which might 

become a craving, a weakness, a vice. 
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Just not both together. Those who cannot afford dyed clothing make do with 
ribbons, fl owers, or other appropriately-colored ornaments. 

The garb of the nobles, on the other hand, shows a marked contrast to 
that worn by peasants. Though their culture prefers functionality and 
utility, in couture this is offset by equal drives to display loyalty and reward 
excellence. Thus, while the shape and cut of Dindavaran noble wear has 
changed little over the years – the typical dress is loose trousers, a sash, a 
loose shirt that’s snug at the cuffs, and a pillbox hat with a brim in front 
– the colors are typically dazzling, proudly declaring the wearer’s history 
and familial allegiance, as listed below.

The exceptions to the color rules are 
political. Servants of the Hai Riyan 
are allowed to wear purple, as is the 
great ruler himself. No one else may, 
and doing so is a capital offense. Exiles 
typically wear gray and black, to shield 
their families from the dishonor of 
their association.

Much noble clothing is made from 
cotton, but Dindavarans also have 
a national obsession with imported 
Milondese silk. Weaving has come 
to be considered a legitimate art 
form, so nobles show respect for 
excellence when they wear the most 
elaborately woven cloths they can 
afford, just as they show respect 
for their families by wearing family 
colors. In the winter, the nobility 
wear cloaks, usually fur lined – less 
practical than the wraps of their 

servants, but you can’t draw a sword or nock an arrow while wearing 
a blanket. The cloaks are accessorized with a silk or fur wrap for the 
neck and a lined hat with ear-fl aps (though often these fl aps have gaps 
over the ear-holes, to prevent the wearer from missing an important 
command in battle). It is typical to wear a tight, tailored and unlined 
leather glove on one’s sword hand in the winter, with a fur-lined mitten 
on the other. Those who fi ght with two swords wear two gloves.

Nobles usually wear boots – high boots in the winter and low ones in 
summer. The idea of tailored boots, with a very distinct “right” and “left” 
shoe, originated in Dindavara, reputedly among a Xingshao swordsman who 
wanted better footing during duels. Initially derided as “fl amboyant,” they 
have now been adopted as “useful” by the entire noble class, meaning that 
wealthy peasants wear them as well. 

XUEDEI – Southern family: Black and  White

BURAI – Western family: Black and Red

MEIREN – River family: Green and  Yellow

DANIFA – Eastern family: Blue and Black

XINGSHAO – Central family: Red and Green
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There are three traditional hairstyles for nobles, regardless of gender. A 
close-cropped or shaven head is acceptable, though even among the stern 
Dindavarans this is a pretty stark statement, most commonly seen on the 
battlefi eld or at a training camp. More commonly Dindavaran nobility braid 
their hair tight to the head, often in elaborate patterns and often tipped with 
small glass or metal beads in their clan colors. (The peasants generally ape 
this style unless there’s some practical reason not to.) Unbound, wooly hair 
is worn only by those in mourning.

As for cosmetics, the Dindavarans universally shun them as a decadent 
Imperial custom.

The Political Situation
Dindavara is a regimented society. At the top sits the Hai Riyan, the “Great 
Leader.” Under him are the fi ve Shu Riyan, the leaders of the fi ve provinces 
and fi ve families. They’re roughly equivalent to Imperial Dukes. Each of 
them oversees anywhere between four and a dozen Riyans who, like Lords, 
govern smaller segments of the provinces. 
The level beneath them is Geguo or “Banner 
Chiefs” whose primary formal duty is 
commanding a unit of fi fty soldiers in the 
fi eld. (Each unit has ten guo who give direct 
orders to the troops.) In peacetime, Geguo 
are the troubleshooters for Riyan and Shu 
Riyan alike. As with all organizations, some 
of the top leaders are fi nicky and prefer 
to give exactingly detailed orders. Others 
simply issue a command to make a thing so 
and let the underling fi gure out the methods 
and means.

Beneath these layers of nobility are 
commoners and, while they’re all 
theoretically vassals before the law, some are 
far more infl uential than others – not only 
with their fellow thralls but with the nobility 
as well. Dinadavarans of the fi ve noble 
families consider greed undignifi ed and 
are therefore unlikely to pursue something 
as crass as wealth… at least, not openly. 
The commoners of quality, therefore, can 
amassa great fortues doing the grubby getting and spending disdained by 
guo and Riyan alike. That said, there are always tasks of governance that 
require money. One element of high law is that the nobility are forbidden 
from despoiling commoners of their monies and possessions, on pain of 
execution. The honorable noble therefore brings wealthy commoners into 

The War Ending Oath of Xuedei

Upon my honor and my soul, I pledge to 

seize no land and make no war beyond our 

current boundaries, as established by law 

and tradition, save if my hand be forced by 

foreign aggression. I make this oath before 

Dindakuan for myself, and my children, and 

their children after them.
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his counsels and persuades them that investment is in their best interests. 
Less patient lords have been known to resort to threats, browbeating, or 
violent reprisals for commoners who object to sudden, unannounced “taxes.”

By and large the nobility and the commoners get along better than the noble 
houses do with one another, however. Perhaps for no reason better than the 
commoners know they can’t fi ght the nobles, and the nobles know they’d 
be disgraced if they bully their commoners. There is nothing to prevent the 
nobles from struggling against one another, however. Or there wasn’t, until 
the return of the Hai Riyan.

After the Imperial War, Dindavara managed to 
last three years before a civil war overthrew 
the great commander, and his purple robes of 
majesty were unfi lled until a new Hai Riyan 
seized control only fi ve years ago. The Hai 
Riyan who led the defense against The Empire 
was Laoyi from the Xuedei family, and despite 
a tenacious and unyielding spirit he still lost 
the city of Danifa for much of the war, and 
with it the support of the Danifa family during 
the peace. Furthermore, Hai Riyan Xuedei’s 
pledge (which he ordered the fi ve Shu Riyan 
to swear as well) seemed constraining and 
submissive to the Xingshao and Burai families. 
(It is perhaps no coincidence that their 
provinces were least scarred by the fi ghting.)

After the peace, the Xingshao and Burai rose up against the Xuedei, Danifa 
withdrew from the battle, and there was brisk civil war for a decade. After 
that, the fi ve provinces calmed down somewhat, but there were still plenty 
of raids, reprisals, diplomatic incidents, kidnappings, insults and duels to 
keep relations between the families peppery. Dindavara was, at that time, 
a nation in name only. The Shu Riyan ran their territories like personal 
fi efdoms and made separate diplomatic agreements with their neighbors in 
the Confederacy, The Empire and Uldholm to the south. Remarkably, none 
of the fi ve broke the oath and launched a foreign invasion – partly from 
honor, to be sure, but also perhaps because there was the fear that their 
relatives would strike their backs while they were turned against outsiders.

All that changed with the ascension of Jibu Xingshao to the rank of 
Shu Riyan. The child of a Xuedei bride, Jibu worked hard to salve the 
traditional animosity between his father’s family and his mother’s. Thereby 
placing the Meiren in a bind he turned his attentions to Danifa, just at the 
moment when tensions with the Western Marches were highest. In an act 
of magnifi cent brinksmanship, his Xingshao and Xuedei troops arrived at 
Danifa City in time to demand the Shu Riyan’s pledge of loyalty. When he 

Dinadavarans of the fi ve noble families 

consider greed undignifi ed and are therefore 

unlikely to pursue something as crass as 

wealth… at least, not openly. 
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initially refused, they arrayed themselves to besiege the city from the east, 
even as The Empire threatened from the west. Shu Riyan Danifa relented, 
and Jibu’s troops went on to repel the Marchers with a devastating series of 
strategic coups. 

There are still those in Danifa who mutter that Jibu Xingshao was in league 
with the Imperial forces, and that he did not decide whether to betray his 
foreign allies or his countrymen until the very last moment. Even if the 
rumors are untrue, Jibu’s timing could not have been better, and while the 
Danifa Riyans may have resented him, his victories won him the admiration 
of the guo, the Geguo, and the common soldiery. 

The two fi nal families leagued themselves against his claim, but it was 
too late, they were too separated and the troops he’d levied from Danifa 
were too eager to fi ght for their hero. It took ten years to bring Burai and 
Meiren to heel, but he’s done it. The Burai Shu Riyan resisted to the last, 
volunteering for execution in the forges that she might serve her family even 
after death. The Meiren leader stepped down into a retirement that amounts 
to little less than internal exile. Both their replacements supported the Hai 
Riyan to some degree, and thus there is peace in Dindavara at last.

Currently, there is a great debate brewing in the nation as to the exact 
meaning of the War Ending Oath. Every foreign diplomat and lawyer has 
argued that the phrase “their children after them” refers to all children who 
come after in the line, that is, all Dindavaran nobility in perpetuity. A more 
hawkish Dindavaran faction prefers to read it that those children will respect 
the oath, and that’s it. Citing the religious imperative to rule the unruly, the 
hawks say it is the national destiny to conquer, as soon as they can honorably 
make war.

The Meiren Shu Riyan who signed was the second youngest to take the oath, 
and he had his last son when he was sixty-two. That son had a daughter when 
he was fi fty, but it was actually his second youngest child (another male) who 
had a son at the ripe age of seventy-seven. That son, Ningwo Jiang Meiren, 
was actually sired on the lord’s third wife, a dazzling Uldish woman fi fty 
years younger than her husband. Whether she genuinely loved him, or was 
a skilled gold-digger, or was part of an obscure Uldish plot to extend the 
War Ending Oath, the fact is her son Ningwo is now in his sixties and in 
poor health. He is the last grandchild of any of the Oath’s signatories, and 
even the most eager aggressors agree that they can take no action while he 
draws breath. There has already been one attempt on his life, and his good 
fortune in acquiring the services of a greatly skilled Milondese healer seems 
suspicious. On top of that, there are rumors that his mother was untrue, that 
he’s illegitimate, and that the last of the Oathbound died fi fteen years ago. 
But Ningwo killed two men in duels when they questioned his parentage, 
and his son Jiang has killed three more for the same reason. Nevertheless, 
the fortunes of the nation could now rest upon the frail shoulders of a failing 
old man.
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Dindavara at war
Dindavara is known for its leaders, its champions and its foot troops. Its 
native magical support tends towards preparation beforehand, and while 
there are a few enchanters in its ranks who have studied foreign schools 
of magic, stiff-necked patriotism has kept those practices from fi nding a 
widespread welcome. On the battlefi eld, a Dindavaran army is most likely 
to make its fortunes with craft and steel, not by adapting with magic or 
unleashing it as a surprise. 

If their paucity of sorcery is a weakness, it’s a mild one, and the Dindavarans 
are more likely to play to their strengths. Those strengths are signifi cant: 
Peasants are not permitted to bear arms in Dindavara, so every soldier is 
from the gentry, taught since childhood to hew to a warrior ideal. Granted, 
many of those soldiers are very, very minor gentry, less educated and 
polished than affl uent commoners. In times of war, that doesn’t matter. 
They’re given a sword that is, if not a true dinda blade, at least well-crafted 
steel. They’re clad in chain armor and they march with mighty siege engines, 
directed by tacticians and strategists who study their arts in fi erce mock 
battles with each other, when there are no foreigners to provide the true 
test of blood.

Dindavarans usually send a few heroes ranging out in front of their main 
army. (That is actually the title these elite warriors are given: “Hero.”) They 
scout the land, engage any lesser forces, attempt to infi ltrate behind enemy 
lines and spy out plans, disrupt supply or, if possible, ambush the leadership 
or the war sorcerers before their rare skills can be brought to bear. While 
Dindavarans traditionally scorn using stealth tactics on one another, they 
have no such compunction when it comes to foreigners. They’re not the 
subtlest covert warriors, but they make up for it with fi erceness and a 
willingness to cover their tracks with spilled blood.

Once the heroes have gotten the lay of the land (and wreaked as much havoc 
as they could fi t into their busy schedules) the main body of troops closes in, 
trying to pick a good spot to make their stand. The strategists and tacticians 
try their tricks and deceptions, but all their cunning is typically harnessed 
to bring the enemy to a close, crushing clash. They fi gure that in any kind of 
even head-on clash, Dindavaran mettle (and metal) ensures victory. They’re 
right more often than not. On the other hand, no other nation is as fond of 
matched confrontations.
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Dindavaran Names

Male

Pua
Zhai 
Jibu 
Laoyi 
Zaoku 
Yifan 
Jiban
Ganyingao 
Danzi 
Yukulai
Po 
Kuanzhen 
Haokang 

Female

Danxiode
Doniao
Fandifa
Feng
Huigong
Jiao
Kunmi
Pai
Panjiao
Qinbude
Ti
Wengao
Zixue

Dindavaran Character Concepts

…disowned sybarite selling his skills to the highest bidder.

…wise peasant advising a foolish minor noble.

…priestess of Congma, trying to evangelize in foreign lands.

…honorable noble poet by day, murderous pseudonymous smuggler 
by night.

…spoiled youngest daughter, trapped in a loveless marriage and 
dreaming of adventure

Dindavaran Company Concepts

…merchant importers troubled by bandits and an extortionate lord.

…minor landholding beset by rivals on all sides.

…Meiren conspiracy aimed at unseating the Hai Riyan.

…secret temple protecting a hidden pass into Uldholm.

…traveling troupe of dancers, beloved by all levels of the nobility.

Dindavaran Plot Complications

…secretive criminals are kidnapping commoners to serve in brothels 
or as unwilling gladiators.

…Uldish spies are attempting to foment unease in Danifa.

…one of the Hai Riyan’s closest advisors secretly despises him for a 
slight the ruler has long since forgotten.

…famine in the Xuedei region is leading to peasant unrest.

…assassins are plotting against the life of Ningwo Meiren, so-called 
“last of the Oathbound”





ombat is a staple of fantasy, 
especially fantasy games, for 
good reasons: It’s exciting. 
It’s unpredictable. It’s 
dangerous. All those things 
create dramatic tension, open 
up (or resolve) plot turns, 
and provide visceral thrills. 
Plus, the players often like it 
a lot. The goal of combat in 

the game is to change the 
characters’ relation to their 

goals - either getting them 
closer or pushing them farther 

away. (Sometimes winning a fight can 
push you away from your goals - 

witness Romeo and Tybalt.) 

To provide the best gaming, I’ve tried to make combat fast and 

simple, without cutting off options or removing tactical pressure. By 

“tactical pressure,” I simply mean this: Your choices have a powerful 

impact on your effectiveness in combat. It’s not all down to who 

has the biggest pool. Using your pool wisely is as good as having a 

Master Die in it.

��� Combat
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Resolving Combat

C
ombat is broken down into 

“rounds.” A combat round isn’t an 

exact measure of time – it’s pretty 

much “as much time as it takes 

        for the combatants to act.” It’s a 

contrivance to make the rules work. It could 

be as little as half a second if the combat is as 

simple as two excellent fi ghters dueling. If it’s a 

broad melee, it could be as long as fi ve seconds. 

(Even superb warriors slow down when there are 

many friends and foes to track.)

The Combat Round 

There are three stages to every combat round.

1)�Declare

First, everyone fi ghting states what action (or 

actions) they’re attempting. In casual gaming 

groups, people often do this in whatever order 

they wish. 

For those who feel it’s important to be able to 

react to what a slower opponent does, all the 

characters should declare their actions in order, 

starting with the character with the lowest 

Sense stat. In cases of tied Sense, GMCs have 

to declare before PCs. Tied PCs and tied GMCs 

use Sight as a tiebreaker.

(Using this rule means that the people who 

are less aware are less able to react to what 

other people are doing, even if they’re 

physically faster.) 

During the Declare phase, everyone should 

fi gure out how many dice they’re rolling. If you 

need to consult the GM, fi ne, but try to keep 

things moving along briskly. Paging through 

the book can really slow thing down, so if you 

want to try something tricky, try to familiarize 

yourself with any rules before you use them.

2)�Roll

Everyone rolls the appropriate dice pool. This 

is usually Body+Fight, Coordination+Weapon, 

Coordination+Dodge or Body+Parry.

3)�Resolve

The Widest set gets resolved fi rst. If two sets 

are equally Wide, Height serves as a tiebreaker. 

If two sets are identical, they happen at the 

same time. If it’s illogical for them to be 

simultaneous, roll a die to see which one 

happens fi rst.

When an attack hits, it immediately does 

damage. As soon as a character gets hit, that 

character loses a die out one of his sets (his 

choice), because being injured is distracting. 

(In fact, you lose a die even if you somehow 

take no damage. Armor and magic may 

protect your person, but it doesn’t protect 

your actions.) If the set that loses a die is a 

pair, that action fails because, with one die 

lost, it’s no longer a set. (This is one reason it’s 

a good thing to have two sets, even if you’re 

only trying one action: It gives you a backup 

success in case your fi rst gets ruined.) 

Dodge and Parry rolls produce Gobble Dice (see 

page 15.) but those dice can only be applied to 

attacks that are timed after the Dodge or Parry. 

After all, if the attack is Wider, it happens before 

you get a chance to react.

Example: Tud swings and Bufo dodges. Tud gets a 3x1 and 

Bufo rolls a 2x10. While Bufo’s Gobble Dice are 

certainly big enough to counter Tud’s hit, he can’t 

get his weapon up in time to stop the attack. If 

Tud had gotten a 2x1, Bufo would have easily 

countered it, with a Gobble Die to spare.

Furthermore, only the dice in one set from 

a Dodge or Parry roll become Gobble Dice 

– unless you have a Martial Technique that lets 

you use more, or unless you declared that you 

were using a multiple action (see page 22.) to 

make more than one Dodge or Parry attempt.

Attacks do damage or otherwise inconvenience 

someone, depending on the action, the Width 

of the roll and the weapon used. Dodges and 

parries avoid damage. These three techniques are 

explained in greater detail below, but essentially, 

that’s all there is to a combat round. Once one 

combat round is complete, you go to another 

one until one side gives up or gets trounced.
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A
ttacks produce damage, 

defenses avoid it, and 

it’s better to give than to 

receive it. Here are the rules 

for measuring just how close to death or 

permanent injury your character is.

Types of Damage

There’s a big difference between being 

punched in the neck and being stabbed 

there. One hurts and bruises. The other 

just might kill you. To represent the 

difference between superfi cial injury 

and serious wounding, the ORE has two 

types of damage: Shock and Killing.

Shock damage is what it sounds like: It 

rattles you and makes you uncomfortable, 

but unless you take lots of it repeatedly, it’s 

unlikely to leave you dead.

Killing damage is also what it sounds like: 

The stuff that can rapidly give you a one-

way trip to the boneyard. When a blow does 

both Killing and Shock damage, the Killing 

damage is applied fi rst. 

On your character sheet, there’s an outline 

of a human body with boxes over various 

limbs. It’s reproduced in the nearby sidebar. 

These boxes represent how much damage you 

can take at that spot. When you take a point 

of Shock to a limb, you put a slash in one 

unmarked box. If you take a point of Killing 

damage to that limb, you put an X in an open 

box. (See�damage�silhouette�on�top�right.)

When there are no more open boxes, any 

Shock damage to that location becomes 

Killing damage – you put a second slash in a 

shocked box to make an X. In other words, 

once a limb is completely shocked, further 

Shock to that limb is taken as Killing damage. 

(Killing damage is applied normally – if a 

limb is completely shocked, Killing damage 

to that limb just replaces the / in a box with 

an X.)

Furthermore, a limb fi lled 

with Killing damage cannot 

be used until some of the 

Killing damage gets healed. 

Once a limb is fi lled with 

Killing damage, any further 

damage to that limb goes 

into the torso. Furthermore, 

a limb fi lled with Killing 

damage cannot be used until 

some of the Killing damage 

gets healed. (The exception 

to this is the head location. 

Once your head is fi lled with 

Killing damage, you’re dead. 

You also die if your torso fi lls 

with Killing damage.) 

Once your torso fi lls with 

Shock damage, you’re dazed. 

Dazed characters take a -1d 

penalty to all actions, on top 

of any other penalties. Once your head fi lls 

with Shock damage, you’re unconscious.

Damage Location

There’s a big difference between being 

stabbed in the leg and being stabbed in the 

chest, and ORE takes that into account. The 

damage silhouette on your character sheet 

has numbers corresponding to the different 

limbs. When an attack hits you, the Height of 

the roll indicates where the blow lands.

Roll Hit Location

1 Left leg

2 Right leg

3-4 Left arm

5-6 Right arm

7-9 Torso

10 Head

If a character is missing a limb, any hits to 

that location go to the torso instead. That 

is, if someone’s missing her right leg and an 

attacker rolls a 2x2, it hits her body instead of 

her (absent) limb.

Damage 

10

7–9

5–6

3–4

2 1



�80Chapter Five

Healing

It’s fairly simple to get rid of Shock damage. 

After the fi ght, as soon as you’ve had a chance 

to shake it off, get your bearings and maybe 

rub your sore muscles a few times, half the 

Shock you’ve taken in that fi ght disappears 

(round up). 

Example: Lio gets punched up by his girlfriend’s brother. 

In the course of his thrashing, he takes four 

Shock to the torso, three to his left arm and 

a whopping fi ve to his right arm. Once he’s 

had a chance to wince, feel himself for broken 

bones and maybe have a sip of whiskey, half 

that damage goes away. He’s left with two 

Shock in his torso, one in his arm and two in 

his other arm.

In addition, the use of various healing skills 

can relieve Shock damage pretty easily. 

Once per day, a character can benefi t from 

the attentions of a healer. If the healer rolls 

successfully, a number of Shock damage points 

equal to the Width of the roll is removed, from 

whichever locations the healer wishes. For 

this roll, Height of the set does not matter.

Rest and relaxation also cure Shock 

damage. Every time your character awakens 

from a good night’s rest, you may make a 

Body+Vigor roll. If it succeeds, you may 

remove a number of Shock points equal to 

the Width of the roll.

Killing damage is another matter. If a 

character does nothing but rest and 

recuperate for a full day, a healer can attempt 

a roll to help him. If the roll is a success 

– any success – one point of Killing damage 

is turned into Shock, at a location of the 

healer’s choice. Only one such attempt is 

permitted per day.

If a character goes a week without taking any 

more damage, one point of Killing damage 

on each limb turns into Shock all by itself.

Depending on where they are, the players 

may have recourse to healing magic. Different 

types of magic have different rules for how 

they are used.

Dying

When a character’s head or torso fi lls up with 

Killing damage, the character dies. That’s it. 

Let the wailing and gnashing of teeth begin.

Some settings allow characters to return from 

the grave in one fashion or another. REIGN 

doesn’t. The only exception is coming back as 

a ghost, but one must die in a very specifi c set 

of circumstances (see page 302.).

 Alternate Rule: Shock Goes First

This Is 
Important

Just in case you missed it 

in the main text, half the 

Shock damage taken in 

a fi ght disappears when 

that fi ght ends.

If you get enough Shock in a limb, the damage starts 

to turn to Killing. Therefore, the timing of which type 

of damage goes fi rst in a mixed attack matters quite a 

bit. In the standard rules, Killing gets applied fi rst. If you 

apply Shock fi rst, it makes the character more durable.

Example: Rahn gets clobbered with a mace, which does 

Width Shock plus 1 Killing. The attack roll 

is a ghastly 5x2, so he’s due for fi ve Shock 

and 1 Killing in his leg. The leg only has fi ve 

wound boxes in it. If you apply Killing damage 

fi rst, as is standard, the four open boxes fi ll 

with Shock, and the last Shock point changes 

one of the Shocked boxes to Killing damage. 

Rahn’s leg after the hit has no open wound 

boxes. Three of them have Shock damage and 

two have Killing damage.

If Shock gets applied fi rst, his fi ve wound 

boxes fi ll up with shock, and the Killing point 

overlaps one. He ends the round with four 

Shocked boxes and one with Killing damage.

Damage 
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I
f someone’s trying to hit you with 

arrows, axes or arcane awfulness, 

it’s often a superb idea to take 

shelter behind some convenient 

rock, tree or fortifi ed palisade. 

You cannot take cover from someone if you’re 

already engaged in hand-to-hand combat with 

him. By that point it’s too late, he’s too close 

and can probably move into any protected 

area with you. However, you can take cover 

before someone gets that close, or take cover 

from long-range attacks. 

When you have cover, certain hit locations are 

immune to attack. If you’re standing behind 

a low wall and both your legs are behind it, 

any hits that would have struck locations 

1-2 simply miss, instead. If you’re fi ring at 

someone from around a corner, you might 

have protection for your legs (1-2), and part of 

your torso (7-8). If you’re just peeking around 

the corner to see if he’s following, everything 

but your head (hit location 10) is protected 

while you sneak a glance. Or if you use a 

mirror to look around the corner, perhaps only 

location 3 (left hand) is vulnerable.

Cover, then, depends on how good the 

available shelter is, and how well you rolled 

trying to get to it. To model this, the GM 

decides how many locations you can optimally 

conceal in a hiding place (from 1-10). If you 

have plenty of time to get situated, you can 

describe which limbs you want to protect. If 

you’re rushing for cover in the middle of a 

fi ght, roll Coordination+Dodge. The Width 

of the roll indicates how many locations you 

can conceal. You get to pick which ones you 

defend, though the GM may veto certain 

improbable combinations. (“You want to 

conceal your head, right arm and left leg? 

What, is your character a contortionist 

now?”) Once you’re in cover, you can get its 

optimum protection by spending a round 

doing nothing but arranging yourself. This 

happens during the declare phase, so you 

needn’t even roll. If you want to improve your 

coverage while doing something else, roll 

Coordination+Dodge as part of a multiple 

action. If you retain a Dodge set, when it goes 

off you can protect your bits as you see fi t.

Example: A squad of archers gets itchy and blows their 

cover early. Tud (their target) has a chance to 

dive for cover while they fi re off their fi rst salvo.

“Is there anything that might protect me?” 

Tud’s player asks the GM. On hearing that 

there’s a small boulder – maybe enough 

to protect three hit locations – the player 

decides Tud is diving for it. He rolls his 5d 

Coordination+Dodge and gets a 2x9 and a 

2x1, enough to cover two hit locations. The 

archers fi re, getting a 3x8, a 2x8 and a 2x3.

Even though Tud is trying to protect himself, 

the 3x8 hits. Because its Width is greater, it 

happens before Tud has a chance to start his 

maneuver. Tud gets hit and loses a die from a 

set, but he luckily has that extra 2x1 set and 

can take the punishment there.

His remaining 2x9 action resolves next and 

he dives behind the rock, asking to protect 10 

and 8. The GM asks just how he’s protecting 

his head and body while exposing both arms, 

and the player comically describes Tud hugging 

the stone with his head and part of his body 

behind it while both arms encircle it. The GM 

buys it.

The 2x8 attack resolves next, and because Tud 

chose to protect location 8, the arrow bounces 

off the rock. The 2x3 happens after he jumps, 

but his arm is hanging out and is not protected 

by cover.

Now, if Tud’s player had been really smart, he 

would have protected locations 8 and 7. Why? 

Because any 2x10 hit would have gone off 

before his 2x9 roll and hit him before he got 

behind the stone!

Next round, he wants to protect 10, 9 

and 5. He gets himself covered before 

anything else happens without even rolling. 

However, three locations are the best 

he’s going to get out of that rock. With 

an arrow in his arm and one in his belly, 

maybe it’s time to consider surrender…

Cover 

Tower Shields

Really big shields – tower 

shields too large to swing 

around by one arm – are 

actually portable cover. When 

you use a tower shield, it 

protects locations 1, 3 and 

4 (if it’s on your left arm) 

or 2, 5 and 6 (if it’s on your 

right). If you don’t move 

more than one step from 

your starting position, you 

can hide two other locations 

behind the shield. If you 

move, you do so at half 

speed (‘cause a tower shield 

is heavy and unwieldy) and 

the shield only gives cover 

to the arm locations for the 

arm you’re using to carry it.

You cannot make Stealth or 

Climb rolls while dragging 

around a tower shield.
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Environment

Instead of problems, look for opportunities – 

cover, yes, but also ambush locations, hazards 

unto which foes can be lured, makeshift 

weapons and so forth. 

The other easy way to handle environmental 

circumstance is through simple prohibition: 

The GM says, “You can’t do that.” If the bad 

guy is coming in through a narrow window 

and all fi ve PCs want to swing axes at him… 

how does that work, exactly? Unless they get 

their acts together enough to hit, move out 

of the way and give another guy a chance, the 

GM has good reason to rule that only three 

(or two, or one) PC can strike at a time. 

Smart PCs quickly adapt to this concept and 

start using choke points to their advantage, 

of course. If you’re being chased by an angry 

mob, you’re much better off to run inside and 

then chop them down as they come through 

the doors and windows than to let them 

surround you like a pack of wolves.

GMs, be fi rm but fair. PCs, take decisions 

you don’t like with good grace. Depending 

on the tenor of your group, a GM may 

permit brief rebuttals from the players as 

they describe the contortions that let all fi ve 

of them make club attacks against someone 

who’s peeking through a portcullis. Or it 

may just be that the players propose, the 

GM disposes and no debate is permitted. 

Both ways work for some groups: Find 

out amicably which works for yours.

T
he setting for a fi ght has a big 

impact on the tactics used. 

If you’re on top of a mesa 

and your opponents have to 

climb up a twenty-foot ladder to reach you, 

that’s a big point in your favor. If you’re at the 

bottom of a well and your enemies can throw 

whatever they want down upon you… man, 

that barely qualifi es as a fi ght.

There are countless ways in which the setting 

can (and should) impact on your battle, and 

trying to list them all would be absolutely 

pointless. It would simply provide a huge, 

indigestible chunk of rules which, in actual 

play, would rarely be applied in pure form. 

(“Okay, yeah, I’ve got the rules for fi ghting 

on a swinging bridge, but not for a swinging 

bridge during a hailstorm…”) 

Most environmental factors can be simulated 

with cover. For everything else, it’s up to the 

GM’s common sense, with the following 

caveat: Don’t sweat it too much.

The only time a GM really needs to assess 

penalties is when the terrain affects one side 

and not the other. Suppose you give everyone 

a –2d penalty on that bridge in the storm. 

What does that accomplish? No one has an 

advantage, and all it does is slow combat 

down. If it’s impeding the attacker’s swing 

and the defender’s dodge equally, there’s no 

reason to bother with Diffi culty or penalties. 

It may help to think of the fi ght location as 

if you’re a fi ght director for an action movie. 
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Understand this: Armor on your torso does not 

protect you from damage that leaks into your 

torso when other locations are fi lled up.

Example: Lio has on a breastplate that gives him AR3 to 

his chest (locations 7-9). He gets chopped in the 

arm by a 5x3 hit. To make matters worse, the guy 

is using a greatsword, so it does Width+1 Killing 

and Width Shock. Lio only has fi ve wound boxes 

in his arm, so the fi rst fi ve Killing go in there, 

with fi ve Shock and one Killing point spilling 

over into his torso. His armor does not reduce 

that damage. 

Next round he takes a blow to the chest from a 

mace. It’s a 4x7 hit, so it does 5 Shock, 1 Killing 

– just like the spillover damage. But because it 

hit location 7, which is armored, he only takes 

2 Shock. If that blow had been a 4x3, hitting 

his mangled arm, the full 5 Shock and 1 Killing 

would have bled through into his chest.

Armor�Restrictions

As wonderful as it is to not get hurt, there is a 

downside to wearing armor. It’s well suited for 

its task of keeping you unharmed in combat. 

It’s dismal for many, many other tasks. If you 

don’t believe me, put on an iron suit with 

imperfectly articulated fi nger joints on the 

gauntlets, and then try to climb a tree.

To fi gure out if armor is going to impede a 

given task, look at the chart and see if the 

Armor 

When you’re going into a fi ght, having 

something sturdy between you and 

the slings and arrows of outrageous 

fortune is often a superb idea. Here’s 

how armor works in the ORE.

Different types of armor cover different 

hit locations. For instance, a helmet covers 

only the head (obviously), a breastplate 

only protects the torso, while a full suit of 

armor covers all of them. The descriptions of 

different armors list the protected locations.

Armor types also offer different levels of 

protection to damage. A steel helmet is going 

to do a much better job stopping an axe than 

a wooden helmet. Therefore different armor 

types have a numerical rating, the Armor 

Rating (or AR for short) that shows just how 

much damage they stop. 

For every point of AR, the armor stops one 

point of Shock damage and one point of 

Killing damage.

Example: Morrec is wearing a wooden helmet with 

AR1. Thorvald swings at him with a battleaxe 

and gets a 2x10 success. A battleaxe does 

Width+1 Killing and Width Shock – so if 

Morrec’s head was uncovered, he’d be dead. 

But the helmet stops one Killing and one 

Shock, so he’s still conscious – and angry.

Armor Type Locations   AR Weight
  Covered

Wooden Helmet  10    1 L
Iron Cap  10    2 L
Reinforced Full Helm 10    3 M
Boiled Leather  1-9    1 M
Chain Shirt  3-9    2 M
Chainmail  1-10    2 H
Breastplate  7-9    3 M
Full Plate Armor  1-10    3 H
Steel Gauntlets 4 and 6    3 M
Cavalry Boots  1-2    1 L

Gear

“I f I build a cart to carry apples, 

I shall want a hammer to drive 

deep the nails. It’s the proper tool. 

How much more will I want the 

proper tool to strike against my 

enemies that I may carry my very 

life safely off the battlefield?”

  -General Stead, “Precepts”
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armor is heavy, medium or light. This is 

based not only on physical weight, but on 

which locations it protects. Armor that covers 

your arms and/or legs is going to get in your 

way a lot more than something that just 

covers your head or chest.

Heavy armor protects the arms and 

the legs and provides at least AR2. 

Light armor provides AR2 or less to 

one or two locations. Medium armor 

is anything that isn’t light or heavy. 

Light armor doesn’t affect Skill use at all.

Medium armor imposes Diffi culty 3 on all 

Stealth, Climb, Run, Endurance and Athletics 

rolls. If you’re attempting to swim in medium 

armor, you lose 2d from your pool.

Heavy armor imposes a -2d penalty on all 

Climb and Run rolls, along with Diffi culty 4 

on Endurance and Athletics rolls. Trying to 

use Stealth or go swimming in heavy armor is 

pointless: There’s no chance of success. 

If you have a combination of armors 

you always use the highest weight when 

evaluating penalties. For example, someone 

wearing cavalry boots (light armor) and a 

chain shirt (medium armor) is impaired as if 

wearing medium armor.

Shields�

Shields are a specialized type of armor, 

because they give a degree of mobile 

protection. When you have a shield, at the 

beginning of each combat round you can 

declare that you’re protecting a specifi c body 

part with it. If you don’t declare a protected 

part, it protects the arm with which you’re 

holding it. The protection begins before any 

actions resolve.

Small shields can protect one hit location 

at a time. Large shields always protect 

one location on the arm, and can either 

protect a different location (if you wish) 

or protect both arm sites (if you don’t 

specifi cally say what else you’re covering).

Example: Blina is up against a wild-eyed barbarian 

swordsman, and she’s heard they always strike 

for the head. She has a large shield on her left 

arm. This shield always protects location 4, and 

it defaults to location 5 if she doesn’t use it for 

some other location. As it happens, she says she 

wants to protect her head, so for one round it 

protects locations 4 and 10. 

Example: Li has a small shield on his right arm and has 

already taken damage to his chest. He decides 

that he’s going to protect his vitals with the 

shield, rather than protect the arm. He picks 

hit location 7 to defend – a torso location. If 

he hadn’t done that, the shield would have 

protected location 6, his arm. That round, his 

attacker rolls a 2x8. This is a torso hit, but it’s 

not the number that the shield is covering. The 

blow gets past the shield and sinks into Li’s belly.

Some cultures use Tower Shields, which 

are extremely large and, therefore, less 

mobile. Tower Shields provide cover 

(see page 181.) rather than armor, 

and are described on that page.

If you’re actively using a shield to defend 

yourself, it’s considered medium armor (as 

discussed above under “Armor Restrictions”). 

If you’re just carrying it, it doesn’t impose 

penalties, but neither does it offer protection.

Shield Type  Locations Covered  AR

Small Wooden Shield  4 or 6 or choice   1
Large Wooden Shield  4 or 6 and choice   1
Small Metal Shield    4 or 6 or choice   3
Large Metal Shield    4 or 6 and choice   3

Optional Rule: 
Hits Always 

Hurt

If you want, you can use 

this rule: If a blow from a 

weapon (not a punch, bite or 

kick) hits, and isn’t blocked 

or parried, it always does 

at least one point of Shock. 

Even if the armor’s rating 

is suffi cient to reduce the 

damage to zero, one point of 

Shock damage gets through.

This alters the tenor of the 

game by speeding up combat 

and making it even more 

deadly. Even characters with 

huge supplies of armor can 

be chipped down this way. It’s 

a good rule to use if you’re 

worried that characters are 

going to turtle up behind 

absurd layers of armor and 

then laze their way through 

battles. But it also makes 

unexpected player defeat 

or death more likely. 

Getting hit should always 

be unfortunate, even if you 

don’t take damage. That’s 

why a hit spoils a set, even if 

no physical damage occurs. 

If you want to make getting 

struck even less appealing, 

use this rule. If not, it’s an 

unnecessary complication.

Gear
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Iron and Steel on Heluso and Milonda
All but the most primitive cultures on the two 
continents can smelt and forge iron. All civilized 
people can craft steel (and there are a very few Truil 
nomads, mostly Blue-Face tribe, who have learned 
the process). That doesn’t mean steel is common. 
Forging it is a more involved process, requires more 
ingredients, and demands a smith of greater skill. 
Thus, for most common purposes, iron gets used. No 
one makes steel horseshoes or cookware or nails.

Armaments aren’t common purposes. While foot 
soldiers are usually outfi tted with simpler, cheaper 
iron, steel swords and steel armor are available for 
those who want them. The methods of forging steel 
are slightly different in different areas, and these 
differences are refl ected in minor rule changes.

Milondese steel is light and holds an incredible 
edge, but it’s brittle. A blade made of Milondese 
steel ignores one point of AR when it hits. However, 
if someone blocks a Milondese blade and completely 
eradicates the attack set, the blade breaks. 

Example: Fian attacks Tud with a Milondese dagger. 

Tud parries with a heavy oak club. Fian rolls a 

2x5 and Tud rolls a 2x9. Tud could ruin Fian’s 

set with just one of his Gobble Dice, and if 

someone else is attacking him that might 

be the smart idea. But since it’s just the two 

of them, he applies both dice, breaking the 

blade. Now Fian has to draw another one. 

Unfortunately for Tud, Milondese are known 

for carrying several backup weapons.

Helusan steel is softer and heavier. It does damage 
normally but is unlikely to break in the course of 
normal use. For rules purposes it’s no different from 
an iron weapon, though an iron weapon is heavier 
and more likely to corrode. If a high degree of 
detail in these matters is desirable, you can require 
Endurance rolls every fi ve rounds from people who 
swing an iron sword, with a –1d attack penalty 
once they fail. Or you can just let it be a cosmetic 
difference.

The best swords money can’t buy are dindas, 
nicknamed “frog-tongue swords” by Imperial troops – 
both for the blades’ slender shape and the speed with 
which they strike. A dinda ignores AR like Milondese 
steel but is as tough as Helusan steel. 

Dindavaran steel can only be created with the 
Secret of the Dinda (see page 45). There are 
only three types of people entrusted with dinda 
swords. The fi rst is, obviously, Dindavaran nobility. 
They can receive a dinda sword upon passing their 
maturity test (though not every noble does receive 
one). The second group is very small and consists of 
people who have been given one by a Riyan or by 
the Hai Riyan for services to the nation. The third 
group is people who have claimed them as trophies 
after killing a legal bearer in a duel overseen by at 
least two witnesses.  (It’s expected that the sword 
will be buried with him, too.  His heir has no right 
to it.)  Anyone else who wants to carry one can get 
away with it just about as long as no Dindavaran 
sees it.

Gear
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Weapons

Weapons are tools to help you harm others 

more effi ciently. Whether they work by 

bludgeoning, cutting, crushing or stabbing, 

their mechanical effect is the same: They 

produce greater or lesser amounts of damage. 

Some weapons have other qualities as well 

– they aid in certain maneuvers, require both 

hands to use and so forth – but generally 

speaking, broad classes of weapons work the 

same way. Characters may prefer the saber or 

the broadsword over the longsword, but they 

all do the same damage.

Weapons that do damage from a distance 

work the same as melee weapons, except that 

they have range limits. The more powerful 

weapons can shoot farther, as determined 

by the Range quality. Essentially, a weapon’s 

range limits the greatest distance to which it 

can operate.

If the range is short, you can only really 

hit someone who’s within sixty feet. The 

missile can probably go farther than that, 

but past that point it’s either ineffective or 

inaccurate. Medium range is as far as you 

can see someone and identify her face – call 

it 250 feet. Long range is as far as you can see 

someone and see individual limbs – 500 feet, 

more or less.

Massive Weapons

If you’re going to swing around 

a big killing tool, you might 

as well go the extra distance 

and have it be wickedly huge. 

If you choose to use a massive 

weapon – one that’s even 

bigger and heavier than the 

typical specimen – it does an 

extra point of Killing damage 

on impact. However, you 

can’t use a Massive weapon 

unless your Body is 4 or more. 

Only big clubs, battleaxes, 

polearms and greatswords 

can be made massive.

Shooting Into 
Formations

Long range weapons can 

actually shoot much farther 

than 500 feet, of course, but 

once you’re past that distance 

they’re only good for shooting 

into crowds. An individual 

person that far away is too 

small a target to hit. If you’re 

shooting into a large crowd 

(10 or more people) at extreme 

long range, any success hits 

someone. If the crowd is 

composed of unworthy 

opponents (see page 191.) 

you might take one out if you 

roll well enough. If they’re 

not unworthy opponents, 

the GM decides who you hit, 

probably with a random roll.

Hand Weapon Damage

Bite (human)  1 Shock
Punch or kick  Width Shock 
Whip*  Width Shock
Short club  Width+1 Shock
Bottle  Width+1 Shock
Gauntleted punch Width+1 Shock
Small knife  Width Shock, 1 Killing
Dagger  Width Killing
Hand axe  Width Killing
Club  Width+2 Shock
Mace  Width+1 Shock, 1 Killing 
Flail*  Width+2 Shock
Staff**  Width+2 Shock
Shortsword  Width Killing, 1 Shock
Longsword  Width+1 Killing
Saber  Width+1 Killing
Cutlass  Width+1 Killing
Broadsword Width+1 Killing
Scimitar  Width+1 Killing
Short spear**  Width Killing, 1 Shock 
Longaxe  Width+1 Killing
Long spear**  Width+1 Killing, 1 Shock 
Tournament lance*** Width+3 Shock
War lance**** Width Killing, Width+3 Shock
Big club**  Width+3 Shock
Polearm**  Width+1 Killing, Width Shock
Battleaxe** Width+1 Killing, Width Shock
Greatsword**   Width+1 Killing, Width Shock

* Can use to trip.
** Requires two hands.
*** Blunted. Can only be used when mounted.
**** Can only be used when mounted.

Missile Weapon  Damage   Range  Special Features

Thrown rock   Width Shock  Short
Thrown dagger   Width Shock, 1 Killing  Short
Thrown hand weapon* Width Shock  Short
Sling   Width+1 Shock  Medium
Shortbow    Width Shock,1 Killing  Medium
Light Crossbow  Width Killing  Long
Longbow   Width Killing  Long
Heavy Crossbow   Width+1 Killing  Long   (Slow 1: Ignores 1 AR)
Compound Bow  Width Killing, 1 Shock  Long 

*This assumes the weapon isn’t balanced for throwing as well as for hitting. If it was crafted to be dual purpose 
(like some axes and shortswords, for example) it does Width Shock, 1 Killing. Its range doesn’t change.

Gear
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Heluso’s Missile Weapons

The Truils of the dark Heluso wastes are renowned for their “hornbows.” Also 
called “strongbows” by the Truils themselves, they aren’t actually made of 
horn. Rather, the Truils cultivate saplings of the umut tree into strongbows by 
putting rings and handles made of ivory or horn around them when they’re 
still slender and pliant. As the sapling grows, the horn rings constrict it and the 
Truil growing it trims off unwanted branches and trains it to the proper shape. 
When it’s old enough, the tree is cut, cured, capped with horn fi ttings to hold 
the string, and turned into a powerful compound recurve bow. Strung, it’s about 
fi ve feet from tip to tip. It takes great strength to pull a hornbow, but it hits 
with murderous strength.

Missile Weapon: Hornbow

Damage: Width +1 Killing

Range: Long

Special Qualities: Requires at least Body 3

When drawn slowly, the hornbow is as silent as any other weapon. When the 
string is pulled back quickly, strongbows emit a distinctive groaning sound, 
almost like a human moaning in pain. When massed Truils pull back together, 
they call the sound “the Hell Hymn.”

The Uldish soldiers who had to face down groups of Truil archers sought a way 
to even up the confl ict, and an engineer from the Guild of Sages and Lifelong 
Students developed a scaled-up heavy crossbow that is cocked by bracing the 
butt against the ground and leaning forward hard with the chest or stomach. 
A few Dindavarans made jokes about the awkward-looking “gutbow” until they 
saw it in action in a border skirmish.

Missile Weapon: Gutbow

Damage: Width + 2 Killing

Range: Long

Special Qualities: Slow 2: Target is downed if struck in locations 1 or 2. 

Combat Conditions

P
eople don’t fi ght at the peak of 

their ability until dead. There 

are several things that can 

happen to you (before death) 

which impair your ability to dish out and take 

damage. Here are the rules for those gray zones 

between “perfectly fi ne” and “deceased.”

Blind

If you’re trying to swing at something you can’t 

see, your attack is made at Diffi culty 4. If you’re 

trying to shoot or throw at something you can’t 

see, your attack is made at a –2d penalty.

Grapple attacks are exempt from this penalty, 

as long as you had a grip on your opponent 

before you lost your vision.

Dazed 

If your torso is fi lled with Shock damage, 

you’re in bad shape. Your muscles burn with 

weariness, you can’t catch your breath and 

every limb seems to respond half a beat too 

slow. When this happens, your character is 

dazed, and takes a -1d penalty to every action. 

This is in addition to any other penalties.

Downed

If you’re downed, it means you don’t have 

your feet under you – you’re fl at on your back, 

or sitting, or crawling on all fours. Whatever 

position you’re in, it’s a bad one to fi ght from. 

If you try to take any sort of combat action 

– attacking, dodging, parrying or whatever 

– from a downed position, you take a -1d 

penalty in addition to any other penalties for 

the action. Once you’re downed, you stay down 

until you take a round to stand up. If you just 

stand up and do nothing else, you can do it 

automatically during the Declare phase. If 

you try to stand and take another action, roll 

the second action with a –1d penalty. If you 

get a set, you stand when that set goes off. If 

you don’t get a set, you stand at the end of the 

Resolve phase.

You can’t move more than a few feet in any 

direction while downed.

Unconscious 

If your head fi lls up with Shock damage, you 

drop. You remain unconscious for at least a half 

hour, unless some friendly passer-by revives 

you. (Reviving an unconscious person requires 

a successful Healing roll. It doesn’t necessarily 

restore any shocked boxes – some of them are 

likely to disappear when the combat ends, as 

described on page 44-45 under “Healing.” But 

just because you have an unshocked box in your 

head doesn’t mean you’re awake and aware.) 
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The Big Seven

These are, by far, the most 

common combat actions.  

A large number of 

increasingly-complicated 

options are included in 

the next chapter, but 

without these, the bells 

and whistles are just 

noise. You can actually 

have a very successful 

combat career using just 

Attack, Dodge, Move and 

Parry – Called Shots and 

Multiple Actions aren’t 

a great bet without big 

pools. Other moves are 

best for narrow-concept 

characters or for special 

occasions when you really, 

really want to throw the 

guy off the balcony.

Attack�

Strike with your sword. Throw a punch. Fire your 

crossbow. Swing your axe. All these common, 

straightforward assaults are resolved the same 

way. You roll the relevant pool (Body+Fight, or 

Coordination+Bow, or Coordination+Axe) and 

look for matches as described in the general 

combat rules starting on page 178. There are 

no diffi culties, no penalties, no special results -

- just the damage from the weapon if you hit.

To recap: The Wider your result, the sooner you act in 

the round. If you’re up against someone with a result of 

equal Width, the Higher number resolves fi rst. If Width 

and Height are both equal, the action is simultaneous. 

Height determines what part of the other fellow you 

strike. The weapon type determines what type of 

damage (Shock or Killing) you do. Weapon type and 

Width together determine how much damage you do. 

If someone else successfully damages you before 

your attack goes off, drop one die out of a set. 

If the set is still a pair or higher, it’s still good 

– it just happens later and does less damage. 

If it’s reduced to one die, it does nothing.

If you have multiple sets for a single attack, you can pick 

which one to use and which one is affected by various 

effects (such as the die dropping described above).

Example: Rufus’ character Hokoto is going to swing 

at a bully in a tavern. Rufus rolls Hokoto’s 

Body+Fight pool, which is a beefy 7d. He gets 

a 3x5 and a 2x2. However, the bully gets lucky 

and rolls a 3x7 to plant a kick in Hokoto’s 

chest. Hokoto, understandably distracted, loses 

a die out of one of his sets, and decides to 

ditch one from the 2x2. His 3x5 is unaffected 

and hits the bully in the arm. 

If, however, Hokoto was fi ghting his drunken 

uncle after a jealous misunderstanding, he 

might want to knock the fellow down instead 

of doing maximum damage. He might then 

choose to drop a die from the 3x5 and either 

hit his uncle with the 2x5 or (if he knows his 

uncle will need his arm the next day for their 

reconciliation hug) he might kick him with 

the 2x2.

Dodge�

Ducking a punch, stepping out of the path of a spear 

and diving for cover when the arrows fl y are all covered 

by dodging. If you roll your Coordination+Dodge 

pool and get successes, you can either dive for cover 

when your action goes off (see “Cover” on page 

181) or you can simply move your body parts so 

that they aren’t where the striking weapons are.

Note that you can only protect yourself by dodging: 

You can’t defend anyone else. You can, however, 

dodge when you’re unarmed and out of armor.

Dice that come up in matches during a dodge roll get 

converted to Gobble Dice (described on page 15). 

The brief version of Gobble Dice is that each one can 

cancel out a die from a set. Dodging, you can apply 

Gobble Dice as long as (1) the Width of the Dodge roll 

is such that you can react in time and (2) the Gobble 

Die has equal or greater Height than the attack die.

Example: The bully pulls out a dagger and, being 

unarmed, Hokoto decides to dodge for a 

round while the bouncers are summoned. 

He gets a 2x8 result, while his attacker 

gets a 3x1. While Hokoto’s Gobble Dice are 

Higher, the 3x1 attack gets resolved fi rst, and 

Hokoto’s leg is sliced before he has a chance 

to even react. 

The round after that, Hokoto dodges again 

and gets a 3x1 while the knife-fi gher gets the 

2x8. Hokoto still gets hit – he acts fi rst, but his 

Gobble Dice are weak 1s and useless against 

stout 8s.

However, in the third round Hokoto gets lucky 

– sort of. The overconfi dent bully strikes twice 

and gets a 2x2 and a 2x5. Hokoto’s dodge 

roll yields a 2x6. With his two Gobble 6s, he 

cancels one die from the attacker’s 2x2 attack 

(reducing it to 1x2, which isn’t a match) 

and another from the attacker’s 2x5 attack 

(making it a 1x5 and ruining it too). 

The Big Seven
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Parry

Parrying is like dodging, except that instead of 

getting out of the way of an attack, you defl ect 

it with something hard or interpose something 

between yourself and it. Knocking a sword 

away with a shield is a parry, as is blocking 

someone’s punch with the handle of a broom. 

If you’re normally dressed and not holding something 

that can block a blow (even once), you can only safely 

parry unarmed attacks. If you’re holding a beer stein, 

a small chest, a chair… anything like that can absorb 

the force of a blow (though something like the stein or 

the chair might be destroyed in the process), you can 

parry, at least until your makeshift shield is broken. 

If you have nothing tough enough to stop a blow 

and you parry successfully anyhow, you  just redirect 

the blow to the parrying arm. It does full damage, 

but to your arm instead of (for example) your head.

If you’re wearing armor of at least LAR 2, you can 

parry all you want with your arms. If you’re wearing 

LAR 1 armor, you can still parry, but you take a point of 

Shock damage to the parrying limb each time you do.

Mechanics-wise, parrying works exactly like dodging, 

above: Successful Parry dice become Gobble Dice 

and are used to wreck incoming attack sets. The 

biggest difference is that you can parry in order to 

protect someone other than yourself – and that 

you can’t dive for cover by making a Parry roll.

Parrying is a Body Skill.

Move�

It’s a rare fi ght where it’s two men just standing 

toe to toe and slugging one another. Far more 

commonly, people move around – often a lot.

Everyone in a fi ght can move about 15 feet per round 

without any penalty. (Your GM may not let you run 

through spaces that are occupied by your enemies, of 

course.) If 15 feet just isn’t going to cut it, you can roll 

Body+Run to move farther. If you succeed, you can add 

another 5 feet of movement for each die in your set. 

Thus, if you get a 3x set, you can move another 15 feet. 

Note that if you want to run while doing 

anything else, including attacking, it’s a 

multiple action as described below.

Aim

It’s often useful to take a moment and gauge your 

position relative to your enemy before striking. Aiming 

is more commonly used with missile weapons, where 

it means judging how much of a lead to give a moving 

target, but it is possible to aim in hand to hand combat 

as well. In that case, it simply means that instead of 

launching an attack, you’re trying to improve your 

position for a later strike.

Penalty: When you aim, spend one round without 

taking any attacking action. It is possible to aim while 

avoiding damage. This gives a –1d penalty to the Dodge 

or Parry roll.

Result: If you attack the foe you aimed at next round, 

you can add one normal die to your pool, or offset a -1d 

penalty. 

It is possible to aim for two consecutive rounds and 

offset a -2d penalty (or add 2d to your pool) but any 

aiming after two rounds has no effect.

The Big Seven



�90Chapter Five

Called�Shot

The standard attack action assumes you’re taking a swing at 

whatever target happens to present itself, while generally aiming 

towards the center of mass. Sometimes, however, you may want 

to aim more particularly – striking at an arm to impair attacking 

ability, or hacking a leg to prevent someone from fl eeing, or 

(perhaps most popular) aiming at the head for a quick kill.

Any time you pick one particular site to attack, you 

are making a Called Shot. You can make these with 

hand-to-hand weapons or with missile attacks. 

Penalty: Called shots are made with a –1d penalty to your 

attack pool. This is in addition to any other penalties assessed.

Result: Take one of the dice that remains in your pool and set it 

to a number corresponding to what you want to hit – 2 for a leg, 

4 for an arm, 10 for the head. Roll the dice that remain, and if you 

get a match that hits that site, you succeed. (If you get a pair that 

indicates another location, you can opt to hit that or not, as you 

wish.) Essentially, you throw one die away to temporarily upgrade 

another into an Expert Die. (See “Expert Dice” on page 19.)

You have to assemble an actual set of the same numbers 

– not just a set that indicates the same hit location.

Example: Mary’s character Morgan aims at an enemy’s arm with her 

shortbow. Her pool is normally 5d. She loses one die for 

the penalty, leaving her four. Of those four, she sets one to 

hit location 6 – one of the right arm locations. She rolls the 

remaining three dice, hoping one of them comes up a 6 to 

form a set. Instead, however, she rolls 5,8,8. She now has a 

choice: She can miss altogether, or hit her target in the chest 

with a 2x8 result. Even though she was aiming at a right 

arm, and 5 is a right arm hit location, it does not form a set 

because she set her Expert Die at 6, not 5.

Note: If you already have an Expert Die in your pool, called shots 

can’t add another Expert Die. If you have an ED you’re always 

making a called shot with no penalty. Similarly, you can’t do called 

shots with a Master Die because rolling with an MD is already better 

than making a called shot. (Under no circumstances can you have 

more than one special die – either MD or ED – in your pool.) 

Multiple�Actions

Whenever you try to do two (or more) things in the same combat 

round, it’s a multiple action. Swinging at two opponents, fi ring 

at one opponent twice, dodging and attacking simultaneously, 

dodging while you pick up the evil vizier and toss him off 

the tower to hit the sorceress in the ballroom below… all 

these are handled with the same multiple action rules.

Penalty: If you’re using one Skill two times, you roll the pool with a 

-1d penalty and hope you get two matches. If you want to use two 

different Skills, you use the smaller pool, again with the penalty.

Sometimes, your smaller pool has an ED or an MD while the larger 

pool does not. If you manage to keep that special die (through 

use of a Passion, perhaps) you must assign at least one set to that 

Skill, if you get any. It’s common sense, really. An inept swordsman 

with an MD in Athletics shouldn’t suddenly be able to hit infallibly, 

just because he jumped over something while swinging a blade.

If you want to use a Skill three times, roll the pool with a -2d penalty. 

Using three different Skills, you use the smallest pool, drop two 

dice out of the pool and look for three matches. On it goes. You 

always use the smallest pool concerned, and you take a -1d penalty 

for every action past the fi rst, and need a set for every action.

Result: If you get a number of sets equal to the number of actions 

you’re attempting, you can assign them as you wish. The only 

restriction on this is that if one of your actions makes another 

possible, you have to assign a faster set to the one that goes off fi rst.

Example: Tud’s in a brawl and doesn’t want to parry. Instead, 

he decides to do a multiple action dodge/punch. His 

Body+Brawl is a meaty 8d, but his Coordination+Dodge is 

only 5d. He uses that smaller pool with a -1d penalty, so he 

rolls 4d and hopes to get two pair. Unfortunately for him, he 

only gets one set. He can choose to succeed at his attack or 

his dodge, but not both.

Example: Ruish wants to chop up the Thubor, but there are two 

guards standing between him and the hated authority. With 

a Body+Fight pool of 10, he decides to make three attacks. 

This knocks his pool down by 2 dice to 8. Rolling well, he 

gets a 4x10 and a 2x3. But wait! Ruish can’t hit the Thubor 

until the two guards are out of the way. Splitting the 4x10 

into two 2x10 pairs, he hits each one in the head and clears 

a path for his third lunge at the Thubor’s arm. Much as 

he might want to apply that choice 2x10 head hit to the 

main bad guy, if he’d used the lesser blow on one of the 

bodyguards, the guard would still be in the fi ght and Ruish 

wouldn’t be able to make his third attack at all.

The Big Seven
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H
enchmen. Minions. Cultists. 

Thugs. Followers, cronies 

and underlings. Whether 

you call them “mooks,” 

  “scrubs,” “redshirts” or 

“extras,” many stories (and games) feature 

situations where hordes of opponents 

assault the hero (or heroes). Often the 

heroes respond in a reasonable fashion by 

surrendering and looking for a chance to talk 

(or sneak) their way to freedom. Just as often, 

however, they opt for a full-on confrontation.

When PCs fi ght warriors of equal skill, it’s 

straightforward: You can use the same rules, 

with hit locations, dice pools, multiple 

actions and so forth. However, against 

“unworthy opponents” – often poorly 

trained brutes whose purpose in the game is 

to provide a minor tactical challenge, not a 

climactic battle – the rules are much simpler.

Since minions are almost always encountered 

in groups, they roll collectively. The GM 

rolls a pool of dice equal to the number of 

attackers, with a maximum pool of 15 dice. 

Ten cultists attack? GM rolls a 10d pool. Fifty 

soldiers? 15d, until the PCs whittle them 

down to fourteen opponents. There are some 

refi nements, but that’s the general idea.

These simpler rules are desirable for

several reasons.

1) It makes the scrubs easier to beat. They can 

still hurt or even kill PCs if they roll well, 

but they’re rarely as much of a threat as a 

single major villain.

2) It makes things easier for the GM. PCs 

have one character to attend, or two 

at most. Detailed injuries and fancy 

maneuvers are manageable for them. 

When the GM wants to throw ten 

opponents at a PC group, it multiplies to 

sixty wound locations. Detailed injuries 

work fi ne for PCs, who are central to the 

story. For unworthy opponents, this detail 

just gets in the way. It doesn’t matter if you 

hit his right leg or his left leg: It matters if 

he’s in the fi ght or out of it.

Unworthy opponents, therefore, have no 

hit locations or wounds to track. They are 

binary, either fully functioning or out of 

commission. (What “out of commission” 

means depends on the means your PCs use 

against them. If it’s hand-to-hand weapons, 

they could be killed and maimed, yes, or they 

could just be unconscious or surrendering 

or fl eeing in terror. If your PCs are using 

powerful magic or siege weaponry, death is 

more likely.) 

Not all mobs are created equal, however, and 

to model this variance, unworthy opponents 

have one stat: Their Threat. 

Threat

Threat is a measure of how dangerous 

an individual minion is. An unarmed, 

untrained minion, fi ghting by himself, 

has Threat 1. When facing a PC, such a 

person would roll 1d when attacking. He 

cannot get a match even by sheer luck. 

He is, quite literally, not a problem.

There are three factors that can increase the 

combat worth (and hence, the Threat) of a 

thug. They’re fairly self-explanatory.

Equipment: A peasant in armor with a spear 

or a bow is substantially more dangerous 

than one who is unarmed and unarmored. 

Unworthy Opponents

P assion is as powerful as a sword, 

and more difficult to lose.

 -Motto carved above the gate of 

the Western Marches War College



�92Chapter Five

If the scrubs are equipped with any weapons 

better than clubs or stones, or with armor 

(even just shields), or both, their Threats all 

go up 1 and they do damage appropriate to 

weapon type.  (This means that scrubs in 

plate are no better than mooks with shields. 

But really, an untrained soldier crammed 

into full plate is going to be almost as 

inconvenienced by the armor as his enemy.) 

Motivation: Someone who’s fi ghting 

because some distant ruler conscripted 

him is generally less fi erce than someone 

who’s fi ghting because his children’s 

lives are at stake. A fi ghter who’s been 

trained, even partially, shows greater 

mettle on the battlefi eld. Someone who’s 

got an inspiring leader giving direct 

orders and making a show of courage 

is also more likely to fi ght hard.

All these factors can provide the motivation 

boost to Threat. If the scrubs are trained 

warriors, or are cornered with nothing 

to lose, or have a leader who has used the 

Inspiration Skill, their Threat scores all go up 

by one.

Enchantment: The real wild card is, of 

course, magic. There are many, many ways of 

making fi ghters better at fi ghting. Everything 

from bestowing magical strength to instilling 

maniacal bloodlust has the same mechanical 

effect: A +1 Threat bonus.

Thus we can see that the Threat scores of 

unworthy opponents range from 1-4. Threat 

1 enemies are peasant mobs – disorganized, 

waving sticks and rocks, easily defeated. 

Threat 2 hordes have some sort of edge: 

Maybe they’re the ensorcelled thralls of an 

evil magus, maybe they’re armed, or maybe 

they’re simply desperate enough to fi ght to 

the death. Threat 3 hordes are pretty decent: 

This covers any militia that has weapons 

and knows how to use them. Your typical 

palace guards, pirate crews and fi eld soldiers 

are Threat 3. Enemies at Threat 4 are the 

top-grade arrow bait – not only trained and 

equipped, but given some sort of added 

magical edge. 4 is an appropriate Threat level 

for elite units like royal honor guards and the 

defenders of the temple’s sanctum. 

If you want to make things a little more 

interesting, you can have mooks become 

individualized when there’s only two or three 

left. That is, instead of rolling 3d for the 

group of them, you roll pools equal to their 

Threat for each soldier. 

Out of the Action

It’s easy to remove a scrub from a fi ght: All 

you have to do is hit him with any�attack that 

has a Height or Width equal to his Threat 

or greater. Against Threat 1-2 enemies, this 

means any success at all. Someone with 

Threat 3 falls before any 3x match, or by a 

set whose Height is 3+. A Threat 4 minion 

needs a 4x match, or a set whose Height is 4 

or more. 

Minions are either fi ghting at their full 

capacity, or they’re done. Middle ground isn’t 

really necessary, because unworthy opponents 

are (by defi nition) not important to the plot.

Morale Attacks

In addition to being removed directly (by 

getting hit) they can also be scared away by 

Morale Attacks. Certain spells, or maneuvers, 

are so impressive and awe-inspiring that 

some henchmen who see them fl ee to 

the hills. Scary people can make Morale 

Attacks just by yelling.  (See the “Threaten” 

maneuver on page 207.)  Any Area Attack 

(see page 19) is resolved against groups as a 

Morale Attack.  An Area 7 Attack removes 7 

unworthies from the fray. 

The strength of the Morale Attack depends 

on what’s producing it. Some techniques 

produce a Morale Attack equal to the 

Height of a roll, or its Width, or equal to 

some outside factor. But regardless of the 

value of the Morale Attack, they all work 

the same way. When such a scare is used, a 

Unworthy Opponents
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“Dindas for Everyone!”

An enterprising player might easily create a master blacksmith who knows the 
Secret of the Dinda (see page 44-45). With that many points invested 
in swordcraft, it’s hardly unreasonable to want to make dinda swords for his 
comrades – or even everyone in his entire Company.

That’s perfectly fi ne, but it raises the question: How long does it take to make 
one of the fi nest swords known to humankind?

There are a lot of factors. Is the smith working all by himself in a makeshift forge 
hidden away in the mountains? That’s a bit like asking a writer to produce a 
novel, starting with a live squid for ink, a live eagle for the quill, and a live tree 
for the paper. Doing absolutely everything from scratch, start with a year and 
take away a week for every point of Width in the Blacksmithing roll.

That’s an extreme case, however. It is, specifi cally, a blacksmith with no 
Company helping him. If the smith has a Company with Territory 2+ that 
could reasonably contain a smithy – a merchant guild, a fortress, a small town 
and so forth – start with seven weeks. Then take away a week for each point of 
Width in the Blacksmithing roll, to a minimum of two. In this case, the secretive 
master smith oversees mixing the steel (with assistants carefully managed so 
that they don’t see too much) and then forges the blade (again, with the help 
of some strikers who are shielded from learning anything they shouldn’t know). 
He may oversee the blade’s grinding (which takes a while) and the creation of 
the hilt and its fi tting to the edge (an important step, but not one that requires 
the secret), and he probably has someone else make the scabbard for it. You 
can even do it with a Territory 1 Company, as long as the Company is defi ned 
specifi cally as a foundry or metalworking organization of some sort.

Any success is suffi cient to make a dinda (if you have the secret of it and the 
time). It never takes less than two weeks, and two weeks is the minimum only if 
the smith is working day and night. A smith taking time out to do other things 
(like oversee the Company) can still get one done in three weeks if everything 
goes right (which it does if the guy can get a 4x set). On average, a good smith 
is making a dinda every 3-5 weeks – call it ten a year. That’s enough to give 
some to your friends, and maybe equip a few trusted henchmen to give someone 
a nasty surprise. Arming an army with them is probably not feasible or even 
necessarily desirable. After all, if they become too common, they drop in value. 
Having ten expensive swords a year to give as gifts, hold out as rewards, or 
sell to fund something else may wind up more useful than a few well-armed 
retainers in the long run.

number of unworthy opponents equal to 

the Morale Attack’s rating cut and run. The 

only exception is if their Threat is equal to or 

greater than the Morale Attack.

Example: A gang of twenty villagers with Threat 2 are 

storming the sorcerer’s castle. Rather than 

slay them all, he decides to cast a spell which 

produces a Morale Attack. In his case, the 

spell’s Morale Attack equals the Height of his 

roll. As they start to batter down the gate, 

he casts it and gets a fi ne 2x10 success. The 

Morale Attack 10 halves the attacking mob as 

ten of them run off screaming. If he’d rolled a 

2x2, however, his Morale Attack 2 would not 

have frightened any of them, because their 

Threat is high enough to resist it. 

Ganging Up

The GM does not roll an individual dice 

pool for each scrub in a group. Instead, she 

rolls one pool for all of them. The size of this 

pool is equal to the number of fi ghters in the 

group. These pools can never be higher than 

15 dice, however.

Example: The PCs face off against ten Imperial 

Guards, who have Threat 4. The 

GM rolls 10d. Their Threat does not 

change the number in the pool.

Example: The PCs face off against fi fty rioting peasants, 

Threat 1. The GM rolls 15d, and continues to 

do so until there are 14 or fewer peasants.

Unworthies can only gang up when they’re 

actually massed. If a group of ten mooks 

splits up, one chasing the hero who fl ed 

north and the other chasing the hero who 

ran south, the GM doesn’t roll one pool of 

ten for both groups: She rolls two pools of 

fi ve (or one of three and one of seven, or 

however the mob splits). This doesn’t sound 

like it changes the odds at all, since it’s the 

same number of dice, but the effect is actually 

drastic. By splitting the pool you quarantine 

the Waste Dice from each group, keeping 

them from fi nding mates in the other group’s 

Waste Dice. 

Unworthy Opponents
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Minions don’t aim or do any fancy 

maneuvers. They just attack, parry and 

dodge. Unlike normal characters, they don’t 

have to declare their intentions (since their 

intentions are so simple anyhow). The GM 

has leeway to use sets from the minion pool 

as Gobble Dice or attacks, whichever seems 

most reasonable. Using most of them as 

attacks keeps things moving briskly, which 

may or may not be a good thing. It depends 

on the direction they’re moving. 

When the GM is rolling up to 15d in a 

pool, it means suffi ciently large crowds 

always get matches. In fact, they’re quite 

likely to get multiple matches. That’s 

why there are some special restrictions 

on the minions’ use of matches.

1) No fancy moves. As described above, 

unworthy opponents only attack or avoid.

2) No Wide successes. The GM cannot 

assemble a set Wider than 3 from a mook 

pool. Any match of 4x must be broken 

into two pairs. A 5x match becomes a pair 

and a trio, a 6x match can be three pairs or 

two trios, and so forth.

3) Minions are slow. Any time there’s a 

tie between a worthy opponent and an 

unworthy, the minion goes last. If you 

both get a 2x5, your 2x5 happens before 

the mook’s 2x5.

The normal rule that injuries disrupt 

attacks does�apply to the pools rolled by 

unworthy opponents. Every time a PC takes 

out a henchman, one die is removed from 

a successful set. Since many of these sets 

are pairs, this means it’s not impossible to 

disrupt even a large crowd.

When using big crowds of unworthy 

opponents, GMs should keep their 

motivations in mind. If a mob of twenty 

people attacks fi ve foreigners and, within 

seconds, half of them are bleeding paste on 

the pavement, the remainder runs even if 

no one specifi cally made a Morale Attack.

Unguided gangs fall apart pretty quickly. 

They’re disorganized and tend to spread their 

attacks evenly among all available targets. 

Once a leader is present, a group is far more 

likely to concentrate on one enemy (especially 

one using magic), fi ght longer, and protect 

one another. By the same token, if the leader 

falls the group probably has little incentive 

to fi ght to the death rather than fl eeing.

Example: Aramis, Lefl eur and Schrenck are beset by a 

squad of 15 soldiers. The soldiers are trained, 

armed and armored, so they have Threat 3. 

Our three heroes have AR 2 on all locations, 

bows, swords and 6d pools for Body+Fight, 

Coordination+Bow and Body+Parry.

On the fi rst round, Aramis and Lefl eur declare 

attacks, while Schrenck parries. The soldiers 

don’t need to declare their actions. 

Everyone rolls. The soldiers get 3x2, 3x1, 2x9 

and 2x4. Aramis gets 2x4 and 2x3, Schrenck 

gets 2x4 and 2x5, while Lefl eur gets nothing. 

With their 3x2, the soldiers strike Lefl eur. 

Schrenck can’t parry this attack on his friend, 

because it happens too fast. Lefl eur’s armor 

takes half of it, but he’s still hurt.

With a 3x1, the soldiers strike 

Aramis. He loses a die from his 2x3 

set, but still has a 2x4 to use. 

With their 2x9, the soldiers hit Schrenck. 

Again, too fast to react – he loses a die from 

his 2x4 set but has 2x5 for backup. However, 

since he’s got AR2, he takes reduced damage.

Aramis applies his 2x4 and nails one of the 

soldiers. It doesn’t matter that the soldier is 

in armor – even if it’s plate armor that could 

(on a major character) absorb almost all 

the damage. The Height is greater than the 

soldier’s Threat, so he’s out of action. This 

drops a die from the soldiers’ 2x4 match, 

ruining their last attack. Schrenck can fi nally 

act with his parry dice but – it’s too late. 

There’s nothing left to parry.

Next round, the fourteen remaining soldiers 

roll 14d10 and the heroes all decide to press 
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the attack. The soldiers get a sweet 3x9, a 

3x2, a 2x7 and a 2x5. Aramis gets 2x5 and 

2x3, Lefl eur gets 2x8 and 2x6, while this time 

Schrenck gets no matches.

The GM considers holding those 3x9s back as 

dodges – a good idea if she wants to draw 

out the fi ght – but instead she applies them 

to Aramis. It’s a hard hit, it gets through his 

armor and it loses him a die from his 2x3 set. 

The 3x2 set she pushes on Schrenck, who has 

no choice but to take it. With good armor, it’s 

not a problem… yet.

Lefl eur goes next with 2x8. He kills a soldier 

and ruins their 2x5 set. Too late, the soldiers 

decide to parry with their 2x7 set, which 

offsets Aramis’ 2x5. 

Next round, the soldiers roll 13d, while the 

wounded heroes roll full pools. Aramis has 

been rolling hot, so he decides to drop to 5d 

and do a multiple action – attack and parry. 

Lefl eur and Schrenck both attack. 

The GM rolls very well – a 3x10, 2x9 and 

4x7! But, because unworthies can’t have a 

set bigger than 3x, she has to break that x7 

set into 2x7 and 2x7. Aramis, with his reduced 

pool, gets nothing. Schrenck rolls well – a 3x5 

and a 3x7. Lefl eur gets a 2x7 as well.

To put a scare in the players, the GM hits 

Aramis with the 3x10 – that’s four points 

of Killing damage to the head, and Aramis’ 

helmet only cuts out two. The 2x9 goes 

against Schrenck, knocking his backup set to 

2x5, but then it’s the PCs’ turn. Lefl eur and 

Schrenck kill one soldier apiece.

Now the tide should start to turn. The PCs 

press their attack, and the soldiers’ pool is 

down to 11d. The soldiers get 3x6, 2x9 and 

2x5. Aramis gets a 2x10. Schrenck gets 2x7 

and 2x6. Lefl eur gets the same – 2x6 and 2x7. 

The GM hits Schrenck with the 3x6, costing 

him a die from his backup set. Aramis goes 

next, ruining their 2x5 by killing a soldier. The 

GM parries with her 2x9, giving her Gobble 

Dice suffi cient to counteract the 2x7 attacks 

from both Schrenck and Lefl eur. 

Strategies Against Mobs

What do we learn from the above example?

Mobs are most dangerous early: There’s 

a good chance that the PCs in the above 

example are going to take out at least one 

soldier a round. This means the mob gets less 

effective every round. Meanwhile, the PCs are 

losing wound boxes, but not dice from their 

(admittedly smaller) pools. 

As a corollary, small pool parrying isn’t going 

to do much good at the beginning. Big pool 

attacks are likely to be Wider and cost you 

dice from your Parry pairs before you can 

even use them.

Big hits are the same as medium hits: Since 

even the stoutest scrub folds on any x4 or 

Higher match, there’s no practical difference 

between hitting one with a 2x4 and a 4x10. 

So when you do start defending against 

them, apply your Highest and earliest sets to 

defense. But at the same time, consider this…

Small hits aren’t much good: Against tough 

mooks, those x1 and x2 sets aren’t going to 

do much as attacks, unless they’re unusually 

Wide. They can save your legs from attacks if 

you assign them to defense, and that’s about 

it. So ideally, you want to apply your High 

dice to defense (because they’ll protect you 

much better) and your low dice (because 

they’re worthless as attacks anyhow) while 

keeping the middle ranges – 3 to 7 or so – as 

attacks on unworthy opponents. 

All this assumes, of course, that you’re doing 

multiple actions to protect and attack. As 

Aramis, Schrenck and Lefl eur learned, that’s 

not always a good idea because it narrows 

your pool, decreases your chances of getting 

any match, and especially lowers your 

chances of getting the Wide matches that put 

you ahead of the game.

So then. How does one deal with big hordes?
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spur of the moment, the GM decides that fi ve 

mooks go after Aramis and ten stay to ‘fi nish off’ 

Schrenck and Lefl eur. 

Now the GM has two groups of followers. The 

smaller group chases Aramis and the larger 

continues to fi ght Schrenck and Lefl eur. The two 

who stayed behind decide that Schrenck parries 

for both of them while Lefl eur tries to take down 

a soldier. Meanwhile, Aramis’ player asks the 

GM if there’s enough of a break that he can 

attempt to Threaten the soldiers who are chasing 

him. She decides to allow it. (The Threaten 

maneuver is described on page 207.)

The smaller group of soldiers rolls a 3x7 (quite 

good for a 5d pool!) and the larger one rolls 

only a 3x3 out of a ten die pool. Schrenck gets 

nothing (again!) but Lefl eur rolls a good 2x10. 

Aramis’ Command+Intimidate pool is 5d, and he 

gets a pair of 3s. 

With their only success, one soldier from the 

small group gets to Aramis’ hiding place ahead 

of the rest – but he can’t attack yet and Aramis 

is shouting, not fi ghting. 

At the other battle, the 3x3 goes to Lefl eur, 

ruining his 2x10.

Aramis yells at the mooks, but since they’ve 

seen him run they’re not impressed. Mostly a 

stalemate round – except for Lefl eur.

The next round all fi ve of the soldiers can 

attack Aramis, but he’s fi ghting back – making 

a combined Attack/Defense roll at 5d. Lefl eur, 

seeing Aramis’ success, decides to bolt in the 

opposite direction, where there’s a low earthen 

berm he thinks he can hide behind. His Run pool 

is 6d. Schrenck stands his ground and attacks. 

The big group gets 4x5 but has to break it into 

2x5 and 2x5. Schrenck gets a 3x5. Lefl eur gets a 

2x8. Aramis gets a measly 2x2, but so does the 

squad that followed him.

Schrenck kills a guard and ruins a 2x5 hit. 

Lefl eur makes it to cover. The second 2x5 hits 

Schrenck. Aramis uses his x2 Gobble Dice to 

block the incoming attack and ruins it. 

Area attacks are golden: All Area Attacks 

become Morale Attacks when focussed on 

unworthies, so they can sweep a lot in one shot.

Morale attacks: Scaring off legions of inferior 

foes is what morale attacks are made for.

Choke points: Letting the mob engulf you 

lets them make as many attacks as they want. 

If you can get into a narrow space where only 

two or three can maneuver at a time, the odds 

change drastically. Clustered mooks still roll 

their full pools, but if three are facing you, 

only three sets can be applied.

Martial techniques: Some martial techniques 

focus specifi cally on multiple attackers or 

unworthy opponents. Their application 

to these situations should be obvious. But 

anything that lets you take multiple actions 

without penalty (like Monkey Dodge) evens 

the odds substantially.

Divide and conquer: Remember that the 

odds of a match increase drastically as a pool 

grows. If you can split that 14d pool into two 

7d pools, you’re a lot better off – and not just 

because they don’t get guaranteed matches. 

Now let’s look at that combat again 

– this time with some different 

choices from our protagonists.

Example: In the fi rst round, the soldiers roll their 15d. 

But instead of standing there, the three PCs do 

combined Run/Parry actions, rolling 5d each. 

The soldiers get a 3x6, 2x4, 2x4, 2x2 and 2x1. 

Schrenck and Lefl eur both fail. Aramis gets a 

2x7 and a 2x6.

The soldiers apply their fi rst attack to Aramis, 

knocking a die out of his 2x6 set. He uses his 

2x7 to run away, getting out of their range 

and into a nearby copse of trees. Schrenck and 

Lefl eur both get hit twice – ouch!

But now the soldiers have a choice. They saw 

that Aramis has a bow, so if they ignore him 

he’s just going to start picking them off. Or 

they can split up and divide their forces. On the 
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Rather than pursue Lefl eur (who’s injured 

anyhow) the big group decides to concentrate 

on Schrenck. Hearing this, Schrenck does 

nothing but parry. Lefl eur’s player asks if he 

can take cover while drawing his bow, and the 

GM tells him he can – it’ll just delay his roll 

for getting cover, which doesn’t much matter 

since no one’s fi ring at him. Aramis decides to 

make a full attack, counting on his larger pool 

to ruin the smaller group. 

Schrenck gets a fast but inept 3x2. His 

nine enemies get a 2x2. Lefl eur gets a 2x9. 

Neither Aramis nor his enemies roll any sets. 

Schrenck has ample Gobble Dice to protect 

himself, and Lefl eur gets into good cover 

with his bow out – the GM tells him that 

only his arms, head and hit location 9 on 

his torso can be seen. Not that it matters, 

since the guards only have swords.

Next round, Aramis continues to 

press the attack. Schrenck continues 

to parry, and Lefl eur uses his 6d 

Bow pool to fi re into the crowd. 

Aramis’ group rolls a lucky 3x5. Schrenck’s 

mob gets a 2x9 and a 2x6 on him. Schrenck 

gets nothing and Lefl eur gets a 2x9 and a 2x7 

– only one of which he can use, sadly. 

Aramis gets hit. Lefl eur kills a soldier, ruining 

their 2x6. Schrenck gets hit by the 2x9.

Next round, same thing… except that 

Schrenck decides to cut and run towards the 

berm, his crowd chases while attacking, and 

now there’s only eight of them. 

Aramis’ group gets no matches, and Aramis 

gets a 2x10 and a 2x8. (Again, he can only use 

one.) Lefl eur gets nothing, but Schrenck gets 

a 2x9 and a 2x6. Schrenck’s mob gets a 2x3 

and a 2x4 – but neither hits because he runs 

out of range before they can reach him. Aramis 

kills one of his group (fi nally!) and Schrenck’s 

mob will reach the berm next round.

Lefl eur feels lucky and takes two shots with 

a 5d pool. Schrenck stands on the berm and 

attacks anyone who comes up it. His group 

reaches it this round (right behind him) and 

attacks as well. Aramis and his enemies 

continue their standoff in the saplings. 

Lefl eur gets a 2x8, Schrenck gets a 2x4, and 

Aramis gets a 2x2 and a 2x1 – too low for 

the Threat, alas. But Aramis’ four enemies get 

no sets at all. The eight assaulting the berm, 

however, get 2x8, 2x5 and 2x5. 

Lefl eur’s 2x8 ruins an attacker’s 2x5. They 

apply their fi rst attacks to Lefl eur, but his cover 

protects him from both, while Schrenck takes 

out another with his 2x4. 

Next round, neither the six soldiers nor the 

fi ve get matches. Aramis kills one with a 2x7 

and Lefl eur kills one with an impressive 2x10. 

At this point, the GM decides that the soldiers 

start doing math: They started out with fi fteen, 

now there are nine and their enemies don’t 

seem to be slowing down. The soldiers sue for 

a ceasefi re – offering to break off the attack 

if the PCs let them gather their wounded 

comrades without further archery. It’s up to 

the PCs to decide whether to take the offer or 

continue the fi ght. 
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I
t’s quite possible that your character 

starts play with some followers, or 

that she acquires some in the course 

of her adventuring career. Don’t get 

too attached.

Your followers use the same rules as unworthy 

opponents – they have a Threat, they’re 

vulnerable to Morale Attacks, they gang up, 

they can’t get results greater than 3x Width 

and they’re either operating at peak capacity 

or they’re out of the fi ght. The player who has 

the followers rolls their pool in addition to any 

actions that player’s PC takes. 

There are clear upward limits to the 

effectiveness of your followers, so don’t rely 

on them too much. That said, there are several 

ways to make them more effective.

Equipment and Enchantment: These are 

the most obvious ways to raise the Threat 

of even poor followers. If you buy them 

arms and armor, their Threat goes up 

permanently (or until they get killed, at least). 

Permanent changes wrought by magic raise 

their Threat permanently, of course, while 

temporary changes raise their Threat while the 

enchantment holds. 

Inspiration: Unless the circumstances in 

which you acquired your followers indicate 

fanatical loyalty, it’s assumed that your 

welfare is not their fi rst priority. This means 

that, unless otherwise stated, your followers 

lack the Motivation element to their Threat 

scores. There are a couple ways to temporarily 

add that component to their Threat.

The fi rst way is by inspiring them before the 

fi ght starts. If you give them a dose of the old 

Command+Inspire – something involving “Our 

fi nest hour” or Shakespeare’s speech about 

Saint Crispin’s Day – their morale may improve. 

In rules terms, this means that a successful 

Command+Inspire roll gives them +1 Threat – 

but only if they didn’t already have high morale. 

If you use this method successfully, the Threat 

bonus lasts the entire combat, but you cannot 

give a lengthy speech in the middle of a fi ght.

My Loyal Followers

T he sailor smiled, uncertainly. It was 

ghastly. His gums were swollen and the 

yellow-white color of pus, much whiter than 

the gray-black of his teeth. “I will see to I can 

make for,” he said, in his broken Imperial.

The young prince’s return smile, while tentative, 

was complete. Possibly he was the only person on 

board who’d never lost a tooth to malnutrition, 

disease, or a belaying pin across the mouth. 

Furthermore, his teeth were dazzling, the white 

only seen on scions of cultures with firm views on 

cleanliness. “You’re ever so kind,” he replied.

“Best to your room be,” the sailor said, gesturing. The 

prince obeyed, still wobbling on the shifting deck.

“What was that?” asked another sailor, in the rolling 

syllables of their native language.

“His highness wants a napkin with each meal.”

The second sailor blinked. “Um… does he even know he’s 

been kidnapped?”

“If he doesn’t and hears it from you, the captain will 

flog you lame.”

“Relax, he can’t understand us.” The sailor shook his 

head. “Napkins.” They parted, silently marveling at the 

stupidity of the ruling classes.

Behind the door, the Prince listened and shook his 

head too. Can they really believe I’m that foolish? he 

thought, planning how he’d use three napkins, a needle 

that he’d found in a corner of his chamber, a keg top 

and a piece of bamboo to escape. As he busied himself, 

he marveled at the stupidity of the servant classes.
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Example: Lady Nimue has a ragged group of twenty 

Threat 1 followers. She has equipped them 

with spears and shields, raising them to 

Threat 2, but she has no enchantments that 

can improve all of them. So instead, right 

before they charge the gates, she makes a 

speech describing the incredible treasures 

that await them within, tells them she 

doesn’t give a damn about the money, she’s 

going in for revenge so they’ll have the 

gold all to themselves if they win – but that 

if they fail, they’d better hope the enemy 

gets them before she does. She makes a 

Command+Inspire roll and gets a 2x1. Not a 

great speech, but it plays on greed and fear, 

which is enough to pump them up to Threat 3. 

You may not always have the option of 

prepping your followers, however. If you get 

into a fi ght when their morale is poor (either 

because you weren’t prepared or because 

you failed your roll) you can still boost their 

morale on the fl y. 

If you take no action for the round, except 

to shout directions and encouragement, 

you can raise their Threat by 1 for that 

round. This happens before anything 

else in the round. You don’t need to 

roll when performing this action.

Example: Prince Rorik is taken by surprise when Lady 

Nimue attacks. His followers are armed and 

enchanted, but poorly trained. They’re Threat 

3. During the battle, he directs the archers to 

concentrate their fi re on Lady Nimue while 

the skirmishers slowly fall back in an orderly 

fashion. His sound advice prevents them from 

panicking, so their Threat goes up to 4 for the 

entire round. 

If you order them around while doing 

something else, it’s a multiple action. One 

part of the action is a Command+Inspire 

roll, and the other is any other pool you 

use. If you succeed at the Inspire roll, your 

followers gain the morale bonus to Threat for 

the round. This only takes place after your 

Inspire takes effect, however.

Example: Nimue is doing well against Rorik, having 

frightened off a number of his guards with 

an impressive Morale Attack. She’s closed to 

melee distance with him, and Rorik decides 

he’s going to fi ght her while calling out 

“Rally! She’s not invincible! Behold as I 

strike her down like a lowly cur!” During the 

declare phase of combat, he describes this as 

a multiple action: Coordination+Sword and 

Command+Inspire. 

Meanwhile, however, Nimue is trying to scare 

off his followers by dispatching them in a 

notably gruesome fashion. (This is called a 

Display Kill and is described on page 210.) 

Her particular method is to behead a follower 

with a single stroke and then cry out “Next!” 

She rolls Body+Fight with a -1d penalty (as 

per the Display Kill rules). 

The two pools of followers roll their dice 

as usual. They don’t have to declare any 

particular actions because they can only attack 

and defend.

To the surprise and delight of Rorik’s player, 

he gets two sets – a 2x1 and a hearty 3x7! 

Nimue’s’ player gets a nice Wide 3x3. Nimue’s 

15 remaining followers roll 15d and get a 3x7, 

a 2x5, a 3x5 and a 3x1. Rorik’s followers roll 

15d as well and get 2x8, 2x8, 3x6, 3x3 and 

2x2. So the order of resolution is as follows:

3x7 Rorik

3x7 Nimue’s followers

3x6 Rorik’s followers

3x5  Nimue’s followers

3x3 Nimue

3x3 Rorik’s followers

3x1 Nimue’s followers

2x8 Rorik’s followers

2x8 Rorik’s followers

2x5  Nimue’s followers

2x2 Rorik’s followers

2x1 Rorik

(That’s a lot of action to resolve, but you get 

that with huge gangs of followers. As you’ll 

see, some of those actions get winnowed out.) 

Here it is step by step.

My Loyal Followers
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3x7 Rorik decides to raise the Threat of his 

followers to 4 for the rest of the round.

3x7 Nimue’s followers attack Rorik’s followers. 

Rorik decides this knocks a die out of their 

2x2 set. One of his followers dies.

3x6 Rorik’s followers parry. These three sixes 

become Gobble Dice.

3x5  Nimue’s followers attack Rorik. Rorik decides 

that his followers would defend him, and they 

spend two of their Gobble Dice to spoil this 

3x5 set. 

3x3 Rorik’s followers parry with these as well. They 

now have one Gobble Die left at 6 and three 

at 3.

3x3 Nimue attacks one of Rorik’s followers, but 

because his Threat went up to 4, she misses.

3x1 Nimue’s followers attack Rorik. (There’s no 

point in attacking his followers with this set, 

since the Height is under their Threat.) Rorik’s 

followers protect their liege, sacrifi cing two 

of their lower Gobble Dice and ruining the 

attack.

2x8 Rorik’s followers attack Nimue. Since her side 

has no Gobble Dice, they hit.

2x8 Rorik’s followers attack Nimue’s followers this 

time. Again, with no defenses in play they hit. 

One of Nimue’s followers dies, and their 2x5 

set loses a die. 

2x5  Nimue’s followers would have acted, but the 

set was spoiled.

2x2 Rorik’s followers. This set got spoiled by 

Nimue’s followers’ 3x7 attack, remember?

2x1 Rorik attacks Nimue, and with no defenses 

operating, he hits her in the leg.

This round ends with Rorik unhurt, Nimue 

hit twice, and one follower dead on each side. 

A pretty good result for Rorik, huh? But what 

if he’d made some different decisions? Here’s 

the same round, same rolls, same declared 

actions but different tactical choices.

3x7 Rorik chooses to hit Nimue good and hard before 

improving his followers. She loses a die from her 

set, but it’s still a full set.

3x7 Nimue’s followers parry, seeing 

their mistress hurt.

3x6 Rorik’s followers attack Nimue’s followers. Nimue 

decides they won’t parry to protect themselves, 

but her. (After all, to stop this would cost two 

Gobble Dice, which might later be used to save 

two followers.) One follower dies and her side 

loses a die out of their 3x5 set, dropping it to 2x5

3x5  Nimue’s followers get knocked down to a 2x5.

3x3 Nimue’s 3x3 gets knocked down to a 2x3.

3x3 Rorik’s followers attack Nimue’s followers. Again, 

they take the hit, losing a follower and ruining 

one of their 2x5 sets.

3x1 Nimue’s followers attack Rorik. With no parry 

dice, he gets hit.

2x8 Rorik’s followers attack Nimue’s followers, killing 

one and ruining a set.

2x8 Rorik’s followers press their advantage, 

killing another of Nimue’s followers 

and ruining another set.

2x5  Nimue’s followers lost this set.

2x5 Nimue’s followers lost this set too.

2x3 Nimue attacks, and because she was faster 

than Rorik’s encouragement, she hits and kills 

one of his Threat 3 followers. Because she 

got a 2x Display Kill, this creates a Morale 

Attack equal to the Height or Width of the 

attack, whichever is higher. In this case, it’s 

Morale Attack 3. But ties go to the mooks 

in Morale Attacks, so they stay steady.

2x2 Rorik’s followers stick it to Nimue’s leg, but it’s 

easily parried with the Gobble Dice that are 

otherwise going to waste.

2x1 Rorik raises his followers’ Threat – but it’s too 

late to do any good.

This time, each major character got hit once, 

and four followers on Nimue’s side perished or 

fl ed while one of Rorik’s was lost. 

My Loyal Followers
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S
ome people like very explicit 

rules for combat. They want 

a set of rules for a variety of 

maneuvers, they enjoy intricate 

      systems and they have fun 

when situations are fi nely detailed. A set of 

concrete, reliable guidelines lets them choose 

strategies with confi dence, because they have 

a good idea how diffi cult any given action is.

Other people like it generalized. They fi nd 

that it’s faster and more enjoyable to wing it, 

and if there are occasions when a maneuver is 

Diffi culty 3 in the morning and a -1d penalty 

at night – well, so what? No one cares, or 

even notices. They see the fi ght as a narrative 

or a series of cool stunts, instead of a 

sophisticated game of give and take between 

GM and players.

Neither way is right or wrong. There’s only 

a right and wrong way for your�group. If you 

love rules, use all of the maneuver rules in the 

next chapter. Enjoy. That’s what they’re there 

for, to give a framework to people who like 

that kind of structure.

But… if you don’t want to run your combats 

that way, you can use the basic maneuvers 

(from this chapter) and fall back on the GM’s 

judgment. That’s equally valid. It just means 

that when you describe what you want your 

character to do, the GM decides what sort 

of penalties or Diffi culties (if any) to assess. 

One GM may weigh in with serious restraints 

on “unrealistic” actions like parrying three 

different attackers in a round, or similar 

cinematic stunts. Another may love that kind 

of over-the-top play and make outrageous 

triple-spinning kicks relatively achievable. 

That’s fi ne too.

Simplifi ed Combat 

There are just a few things to consider if you 

go with a simple “GM decides” rule.

Get on the Same Page. If your GM is 

planning on running something gritty and 

realistic, you’re going to get smacked around 

hard when you try something you saw 

Jackie Chan do with a ladder. Before play 

begins, make sure you understand what level 

of actions your character can (or should) 

attempt.

Trust Your GM. By running combat in a 

looser, simpler fashion you’re trusting your 

GM to be fair and unbiased. In all RPGs, 

there’s an element of cooperation between 

GM and players. The GM’s role is to provide 

you a fair challenge – not an impossible 

task against invulnerable enemies, and not a 

cakewalk full of paper tigers. When you use 

the simplifi ed combat option, you’re giving 

the powerful GM even more power. 

Try New Stuff. The whole point of simplifi ed 

combat is have fi ghts that are fast, furious 

and fun. When nobody has to look up a set 

of modifi ers or special-case rules for “I’m 

going to slide down the banister and slash 

as the Duke’s head as I go past him,” there’s 

little reason to stick to dull description like, 

“I block. I hit him. I dodge.” GMs who prefer 

simplifi ed combats are often GMs who 

reward creativity. Doing neato moves and 

creative stunts are the payoff of the pared-

down rules. You’ve paid for it with your trust, 

so be sure to enjoy the benefi ts.





or those who prefer very specific 
rules for combat, a whole raft of 
options follows. I’ve tried very 

hard to keep these interesting, 
make them fun, and maintain a balance 

between how hard they are to 
perform and how rewarding they 
are when you pull them off.

The biggest problem you’re likely 

to encounter using these rules is task 

saturation. If the system only supported 

three maneuvers, you’d rarely have 

problems deciding which to use - but 

by the same token, you might get 

bored with them fast. With the long 

list of maneuvers, it can become 

overwhelming - you’re tempted to 

try everything, all at once, and combats 

can get bogged down as everyone 

fl ips through the book looking for That 

Perfect Move for a particular situation.

The best way to prevent this option clog problem is to give 

yourself time to learn the system. When you’re just starting 

out, stick to a few basic moves. (Unless your characters are 

highly skilled, you probably won’t have much of a chance at 

diffi cult feats anyhow.) When you feel like you’ve got those 

down, try a few exotic attacks that sound interesting and see 

if you like them. 

It can also help to specialize. Many of the combat 

schools make certain moves easier - often by 

removing rule restrictions instead of adding additional 

rules. For instance the Living Weapon Stance lets you parry 

unarmed and unarmored without the hassle of taking 

damage. By learning that technique, the rules for that move 

become easier for you (the player) even as the maneuver 

becomes safer for your character.

The more time you spend with the system, the easier it 

becomes. As you master the basics, you become ready to use 

advanced stuff. Just like your character.

20� Advanced Combat
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T
he basic maneuvers in the 

previous chapter comprise the 

typical actions taken in a fi ght, 

armed or unarmed, ranged 

or close up. You could go through an entire 

lengthy adventure chronicle without using 

anything else. 

But variety is the spice of life, right?

The moves that follow are fancy, but not too 

fancy. By and large, these actions are fairly 

simple, and even a warrior of poor skill can 

attempt them with some chance of success. 

In some cases (such as display moves and 

feinting) the use of the maneuver improves a 

later move. Careful uses of these tactics can 

even the odds against a superior opponent.

The game mechanics for simple moves are 

simple. If you’re just starting out and getting 

used to the system, it may be wise to stick 

to the basic moves for a while, until you’re 

comfortable with the combat mechanics.

Display�Move

When insulted on the steps of the temple, the 

humble monk strikes with blistering speed 

and chops the shaft of a bully’s spear in half 

with his bare hand. A charging barbarian 

howls and swings a massive axe around as if it 

weighed no more than a feather. A challenged 

warrior steps out and fl exes muscles massive 

enough to shred his clothes. 

All these are examples of display moves 

– actions that neither attack nor defend, 

but which warn, threaten or intimidate 

others. A successful display can scare off 

enemies who were uncertain about the 

wisdom of attacking, or spook them into 

attacking weakly. However, there are few 

things as embarrassing as an unsuccessful 

display move.

Penalty: You take no particular penalty for 

using a display move. It is possible to dodge, 

parry or attack while displaying, but doing 

so is a multiple action (see page 22-23.). The 

pool for this action is what you’d use to attack 

– Body+Fight or Coordination+Weapon.

Display moves only work at the beginning 

of a fi ght. If you try one in the middle 

of a skirmish, your opponents are too 

distracted by genuine attacks to be 

impressed by martial theatrics. 

Result: If your display move succeeds, 

you may add 1d (or offset a -1d penalty) 

when you next attack anyone who saw the 

performance. You do not hit or do damage.

Example: Fruad of Wachacho charges a nest of enemy 

archers while emitting an earsplitting war cry. 

He rolls his attack Skill, which is Body+Fight, 

and gets a 2x1. It’s barely a success, but it’s 

enough. Next round, he makes a multiple 

attack against two of the archers, and because 

his howl frightened them, he rolls his full pool 

while striking. (Normally he’d lose a die for 

making a multiple attack, but his display move 

has offset that penalty.) The round after that, 

he attacks normally. 

If he tried to give another war-whoop after 

the fi rst, he wouldn’t even get a roll: He’d just 

stand there sounding somewhat silly while the 

archers regroup.

Draw

Unsheathing a dagger, stringing a bow, 

or taking an axe out of its sling – all these 

things take time. Not a lot of time, but when 

someone’s trying to open your skull with a 

scythe, every moment counts.

If you start a battle without a weapon in 

hand, you (obviously) have to draw a weapon 

before you can fi ght with it. These same rules 

apply to picking a weapon up off the fl oor, 

grabbing it from a display rack, or pulling a 

torch from a sconce to use it as a club.

Penalty: You do not roll to draw a weapon. If 

you attack or parry with the weapon the same 

round you draw it, any set is timed as if its 

Width was one lower. 

Simple Maneuvers

Optional Rules: 
Maim and Cower

These rules are included as 

options. If you include the 

fi rst maneuver, be prepared 

for your PCs to develop an 

interesting set of prostheses, 

but it does permit serious 

repercussions for combat that 

stop short of death. As for 

the second, it can extend the 

PCs’ lives, but possibly at the 

price of drawing out combat.

Maim

Sometimes, you really want 

to cut off somebody’s limb. 

That’s all there is to it, really.

Penalty: Make a called 

shot to a hit location that 

is already full of Killing 

damage. You take the normal 

–1d called shot penalty, 

and you miss if your strike 

is less than 3x Wide.

Result: Instead of doing 

Killing damage that leaks 

into the torso, the limb 

immediately comes off. 

Naturally, this only works 

on locations 1-6.
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If you dodge while drawing, you take no 

penalty to your Dodge roll. If you’re wearing 

armor, you can parry with your armored arm 

(instead of your weapon) and draw a weapon 

without taking the penalty to your Parry Skill.

Result: You unsheathe a weapon.

Feint

A duelist raises the tip of her sword 

towards her foe’s face, then plunges her 

dagger downward. A brawler raises a 

leg for a kick, then boxes his distracted 

opponent in the ear. One wrestler pushes 

another back, then uses the resistance 

to pull him forward and trip him. 

That’s how feints work. Essentially, you make 

a phony attack in one direction to draw off 

your opponent’s attention from a different 

– genuine – attack.

Penalty: No penalty applies, just make a 

standard roll and pick one opponent you’re 

trying to distract. You can feint and attack (or 

dodge, or do any other action), but doing so 

is a multiple action (see page 22.). If you do 

a multiple action feint/attack, you can’t apply 

the benefi ts of the feint to that attack, even if 

the feint gets resolved fi rst.

Result: If your feint works, your opponent 

loses a die from a set, just as if you’d really hit 

him. Furthermore, you get a +1d to your next 

attack on that opponent, just as if you’d spent 

the round aiming. You can feint more than 

once, but never gain more than a +2d bonus, 

and you can’t benefi t from both aiming and 

feinting. If you don’t use your bonus the 

next round, you lose it. You can use apply the 

bonus to another feint attempt, however.

Feints cannot be dodged or parried.

Example: The Marquis of Harmark is dueling the Earl of 

Adanac, and the cowardly Earl keeps making 

successful dodges with his high pool and 

Dodge ED. On the fi rst round, the Marquis 

makes a feint towards the Earl’s thigh. He rolls 

his Coordination+Sword pool (5d) and gets an 

excellent 3x6. However, he does no damage 

because it’s just a feint. The Earl rolled a 2x10 

dodging that round, and loses a die from the 

set, but it doesn’t matter because the feint did 

no damage. (Ironic, that.)

Next round, the Marquis has a +1d bonus 

to his pool, so he rolls 6d. But he’s feinting 

again. Just as well because the Earl rolls a 

3x10, while the Marquis only got a 2x1. If 

he’d made a real attack, that would be a sorry 

waste against those x10 Gobble Dice, but 

instead, it’s another feint. The round after this, 

the Marquis gets another +1d bonus.

The Earl decides to attack with his inferior 

Sword pool while the Marquis negates his 

+1d bonus to do a multiple action – a double 

feint! Remarkably, the Marquis gets a 2x3 and 

a 2x2 while the Earl gets no successes at all. 

The Earl is clearly baffl ed, upset, and playing 

into the Marquis’ hands.

Next round, riding high on two successes in 

one round, gets a +2d bonus. He decides to 

drop that to a +1d bonus in order to offset 

the penalty of using an ED. He sets his ED to 

10 and rolls his fi ve remaining dice. Rolling 

1,2,2,7,10, he now has a 2x2 and a 2x10. 

The Earl sets his Dodge ED at 10 and gets a 

splendid 4x9 set, but it’s not splendid enough 

to prevent his pretty face from erupting in 

blood as the Marquis cuts him.

Cower

Beyond dodging and parrying, 

there’s the last-ditch defensive 

cringe. If you cower, you 

are abandoning anything 

but damage control. GMs 

may assess penalties if you 

later try an Intimidate roll 

against anyone who saw 

you use this maneuver.

Penalty: Cower operates 

differently than any other 

maneuver, in that you don’t 

announce it during the Declare 

phase. Instead, you may choose 

to abandon whatever other 

action you were taking and try 

to preserve your life instead. 

Here’s how it works: When you 

get hit, you declare that you’re 

cowering. Throw away any sets 

you have left. (If you don’t have 

any sets, you can’t cower.) 

If you cower, you can only 

Dodge, Parry or run away next 

round. You can take multiple 

actions, but only by combining 

those three – you can’t do a 

Dodge/Attack, for example.

Result: Instead of taking the 

damage to its indicated hit 

location, you choose which arm 

to take it on. The arm takes the 

full damage, though shields 

and armor reduce the damage.

Simple Maneuvers
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Pin

Sometimes you don’t want to kill someone, 

you just want to hold him down so he can’t 

do something unfortunate. Perhaps he 

knows a vital clue, so you can’t kill him out 

of hand. Perhaps it’s a friend who’s trying to 

kill herself in a fi t of despair. Or perhaps you 

want to hold someone still so that your friend 

can slit his throat without a lot of struggle. 

In any such case where you’re trying to hold 

someone immobile (usually against a fl oor or 

wall, but sometimes standing or sitting) you 

use the pin maneuver. 

Penalty: Make a Body+Fight or 

Coordination+Grapple roll. If you’re 

trying to remain standing, drop a die 

from your pool. If you’re pinning him 

against a wall or pulling him down 

to the fl oor, there is no penalty.

Result: If you succeed, you and your 

opponent are both motionless. Neither of 

you can attack, defend, or move until (1) 

your opponent gets free or (2) you let go. 

Every round you want to keep him held, 

you do nothing. He’s automatically pinned 

unless he tries to struggle (which he very 

probably will). He rolls Body+Fight or 

Coordination+Grapple to get free, but he has 

do beat a Diffi culty equal to your Body score 

or your Grapple Skill, whichever is higher. If 

you have an ED in Grapple, he takes a –1d 

penalty. If you have an MD in Grapple, it’s a 

–2d penalty. Expert and Master Dice in Fight 

don’t give this bonus.

Unless you pinned your foe against a wall

or held him while standing, both of you 

are downed (see page 187) the round the 

pin ends. 

When you have someone in a pin, you can 

attempt to use the strangle (page 213) or 

submission hold maneuvers (page 216) 

without losing the pin or taking any penalties. 

Restrain

Instead of a full-body pin (see above) you 

may just want to hold a friend’s arms so 

that he can’t get into an ill-advised fi stfi ght. 

Or you may want to seize an enemy’s sword 

hand so that he can’t shove his weapon in 

your guts. 

Penalty: Name the character you’re attacking 

and say if you’re grabbing his arms or his legs. 

Roll the appropriate attack pool (Body+Fight 

or Coordination+Grapple) with no penalty. 

You can do other things while restraining 

someone, but doing so is a multiple action. 

Result: If you succeed, you do no damage, 

but your successes can be used as Gobble 

Dice (see page 15.) against that particular 

character. (If you successfully did a multiple 

action with Dodge or Parry, keep those 

Gobble Dice separate from your Restrain 

gobblers. You can use those dice against any 

attack, as usual. Your Restrain Gobble Dice 

only work against the guy you’re holding.) If 

you grabbed his arms, you can only prevent 

actions he was trying to do with his arms 

– stab somebody, drink the vial of poison or 

pinch the wrong buttock. He can still move, 

dodge and kick people (like you). If you seize 

his legs he can’t move around but can still 

punch, parry, grab and so on, but he can’t 

kick or get away.

If you want to continue to restrain him, you 

have to make a roll every round. 

(If you’re wondering what the difference is 

between this and Parrying, it’s simply that 

you get to roll a different pool. Someone who 

has a high Coordination+Grapple pool may 

have a lousy Body+Parry pool.)

Shove

Sometimes you don’t want to really hit 

a guy. You just want him to move back 

– maybe back off a parapet or into a 

convenient pigsty, or perhaps you just 
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want to provoke him without doing 

anything really vicious. In any case, the 

act of driving someone back is a shove.

You cannot shove someone who is already 

downed. Common sense, really.

Penalty: Make an attack pool roll 

(Body+Fight or Coordination+Grapple) 

with no particular penalty. If someone 

tries to trip (see page 213) or slam (see 

page 212) you while you’re shoving, 

however, she gets a +1d bonus.

Result: Your opponent takes no damage, 

but is moved back fi ve feet or so. He 

loses one die from a set, as with a 

successful attack. If you successfully shove 

someone, you can try to trip or slam 

him next round with a +1d bonus.

Stand

There are any number of ways you can 

end up fi ghting from the down position 

(see page 187). Maybe you get attacked 

in your sleep, or you get slammed, or 

attacked when you’ve just fallen out of a 

tree. In any event, trying to dodge kicks and 

blows without your feet underneath you 

is generally no fun, which is why a smart 

fi ghter stands up as soon as possible.

Penalty: No roll is made, but if you take any 

other action or actions while standing, they 

are made with a -1d penalty (in addition to 

any others).

Result: You are no longer down. You get to 

your feet during the Declare phase, before 

anyone else acts.

Tackle

This is essentially a pin with extra zest. You 

seize a guy, wrap your arms around his 

chest or legs and plant him into the ground 

with yourself on top. It is possible to tackle 

someone who’s already down.

Penalty: Make a Body+Fight or 

Coordination+Grapple roll with a -1d 

penalty. If someone tries to trip (see page 

217) or slam (see page 212) you as a reaction 

to your tackle, they do so with a +1d bonus.

Result: You do the damage rolled, and both 

you and your opponent are downed (see

 page 187). 

Threaten

This is similar to a Display Move (see page 

204) but it’s verbal. Before combat actually 

begins, you shout out some kind of threat 

– “I’ll eat your kidneys!” or “I am Ladio 

Heartseeker! None can stand before me!” or 

the old standby, “Do you know who I am?” 

(That last one, of course, only works if they 

know who you are.) 

Only one person on a side can Threaten – if 

multiple people try it, the best result is used. 

The tactic can only be tried on the fi rst round 

of combat, and only if your opponents can 

hear you. (Clever roleplaying can get around 

almost all these prohibitions, but it’s up to 

individual GMs.) 

Penalty: Make a Command+Intimidation 

roll with no penalty.

Result: If you succeed, you produce a Morale 

Attack equal to the Width of your success. 

(See page 192 for Morale Attacks. Essentially, 

they’re good for scaring away the riff-raff, but 

serious combatants aren’t affected.) 

Example: Tud the barbarian refuses to pay his rent, and 

the landlord has gotten his two brothers and 

a cousin together for an eviction. Seeing the 

four of them coming, Tud picks up his sword 

and says, “Maybe I can’t kill all of you. But I 

sure as hell can kill most of you.” Tud’s player 

rolls his Command+Intimidation pool (a 

healthy 7d) and gets 2x6 and 2x8. He can only 

use one pair, so he uses the eights. The Width 

of his result is what counts, so he produces 

Morale Attack 2. The family has Threat 1, 

which is lower than the Morale Attack. Two of 

the combatants refuse to start fi ghting.
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Wait

Sometimes you may want to give up the 

advantage of acting faster. Perhaps an 

enemy is charging and you don’t want to 

step out of cover to meet him, or maybe 

he’s trying to accomplish something 

you want done before you hit him and 

cost him a die from a set. Whatever the 

reason, it’s possible to hold your action 

back until you feel the timing is right.

Waiting is something of a meta-maneuver 

– you can wait to hit, wait to slam, wait 

to threaten or whatever. (Dodging and 

parrying already go off only when an 

opponent acts, of course.) It works very 

simply. You do whatever action you 

declared, and then when it’s your turn in 

the Resolve phase you simply say, “I’m 

waiting.” You can then time that action to 

be simultaneous with any other set that 

goes off. If you hold your action too long, 

and there’s no one else acting, you lose it. 

Example: Molad secretly hates Tud, and has been 

looking for a chance to betray him. In the 

course of battling the sorceress Mei-Yung, Tud 

has gotten badly beaten. During the Declare 

phase, Tud and Mei-Yung each declare an 

attack on one another, and Molad (declaring 

last because of his high Sense) decides that 

(1) Tud is likely to cripple or fi nish her off and 

(2) he’s unlikely to get a better chance at 

killing his mighty Truil companion. He declares 

an attack on Tud.

They roll. Tud gets a 2x8. Mei-Yung gets a 3x3. 

Molad gets a remarkable 4x9.

Molad should resolve fi rst, but he’s waiting 

for Mei-Yung to die, so he decides to wait. 

Mei-Yung hits Tud with a spell and costs him a 

die from his pool. Molad could act while Mei-

Yung is, but decides not to. Tud is still a useful 

human shield, from Molad’s perspective, so he 

lets it pass in hopes of doing it next round.

A ny time you shed blood, you have 

lost the larger victory. In taking 

the eastern provinces of Uldholm, we had 

only a small advantage in numbers, our 

enemies were entrenched and had stolen 

from us the element of surprise. Yet by 

mobility, by encirclement, by the breaking 

of roads and the flooding of waterways, 

by sowing dissent among the rulers and 

confusion among the leaders, we seized 

vulnerable towns and isolated the strong 

ones. In that campaign there were five 

major pitched battles, of which we lost 

three. Yet in the end, the nation was taken, 

while the Dindavaran front

- site of battle after battle - 

never fell and cost us ten soldiers 

for each felled by the Ulds.

-General Stead, “Precepts”
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T
hese are moves that are rarer, 

more complicated or which 

have more varied results than 

the basic maneuvers. As a 

result, they have levels of effect, depending 

on how Wide the set is. Narrow successes may 

not do much. Wide successes may provide 

huge advantages.

Charge

A knight levels his lance and puts in the 

spurs. A lone soldier with nothing to lose 

raises his sword and runs at the enemy line. 

A prisoner fl ings himself bodily against 

the door that contains him. In every case, 

someone is getting a run up on an attack to 

increase its force. This is the essence of the 

charge maneuver.

In combat, people can move about fi fteen 

feet without any particular effort. If you 

run fi fteen feet and swing at someone, it’s a 

standard attack. To get the benefi t of extra 

damage, you need more signifi cant velocity.

You can only charge if you’re using a hand-

to-hand weapon. (Riding towards an enemy 

while fi ring isn’t a ‘charge’ for the purpose of 

this rule because your momentum doesn’t 

add anything to a bowshot.) 

Penalty: Make a multiple action using your 

attacking pool with either Run or Ride. The 

results below depend on the Width of your 

Run or Ride result.

Standard Success – 2x: Your attack does an 

extra point of Shock damage.

Expert Success – 3x: Your attack does +2 

Shock and +1 Killing.

Master Success – 4x+: Your attack does +3 

Shock and +2 Killing. 

Disarm

The backstabbing assassin raises his dagger, 

only to have it wrenched from his hand. 

The duelists spring forward, there’s a clash 

of steel, and one sword spins away while its 

owner winces and clutches a gashed arm. The 

priestess raises her blade over the helpless 

sacrifi ce, when suddenly a whip cracks and 

her weapon fl ies out of her hand.

Weapons hurt. To avoid getting hurt, take 

away the weapon. This can be done with skill 

(by carefully applying torque to the wrist and 

elbow so that the fi ngers and hand lose all 

strength) or with brute force (by bashing the 

arm with your frying pan until he drops it). 

The mechanics work the same.

Penalty: Make a called shot to the arm 

holding the weapon. (If the weapon is held 

two-handed, just pick any arm location.) 

If you are trying to take away an edged 

weapon by seizing it bare-handed, you have 

to make a multiple action with Dodge or 

accept a point of Killing damage to one 

of your arms. (If you take this option, 

any Dodge success is suffi cient to protect 

your hands. Given the multiple-action 

penalty on top of the called shot penalty, 

you might just want to take the cut.)

Standard Success – 2x: You do no damage to 

your opponent, but the weapon fl ies out of 

his grip. It lands on the ground X feet away, 

where X is the Height of your roll.

Expert Success – 3x: As above, except that 

your opponent takes a point of Shock 

damage to the relevant hand.

Master Success – 4x+: Your opponent takes 

two points of Shock damage to his hand. If 

you have a free hand, you’re now holding the 

weapon. Otherwise, it’s at your feet.
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The�Depth�Charge

Sometimes, instead of 

covering horizontal distance 

to clobber someone, you 

want to drop down on them 

from atop the ramparts, or 

out of a tree, or from the 

lip of the oubliette. To jump 

down on someone as part 

of an attack (as opposed 

to just hopping down and 

attacking normally) use all 

the rules for the Charge 

maneuver, only as a multiple 

action Body+Athletics action 

instead of Body+Run.
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Disfi�guring�Strike�

Instead of killing an opponent, you may 

just want to leave him with something to 

remember you by. Specifi cally, you may want 

to leave him with such horrifi c scars that it 

looks like a blind monk tried to write a poem 

on his face with a rusty meat cleaver. 

Penalty: Do this as a called shot to the head, 

with all the usual penalties. You must use a 

weapon that does Killing damage.

Standard Success – 2x: You do one point of 

Killing damage. If your opponent has the 

“Beauty” Advantage at 5 points, it drops to 

3. If he has it at 3, it drops to 1. If he has it at 

1, he loses it. If he doesn’t have the “Beauty” 

Advantage, he gains the “Gruesome” Problem.

Expert Success – 3x: As standard, but 

someone with the 5 point “Beauty” 

Advantage has it dropped to 1, someone with 

3 point “Beauty” loses it, and anyone lower 

than that gains the “Gruesome” Problem.

Master Success – 4x+: As expert, but anyone 

who gets hit loses any “Beauty” Advantage 

and gains the “Gruesome” Problem.

Display�Kill

This is simultaneously a threat, and the 

fulfi llment of a threat. When you execute 

a display kill, you dispatch an opponent 

in such a viscerally mortifying or horrifi c 

fashion that his lesser comrades are 

frightened away. You should describe 

exactly what showboat maneuver you use 

to end this opponent’s life, and why it’s 

terrifying enough to scare off his comrades.

(Note: It is far, far easier to perform a Display 

Kill on an unworthy opponent. Unworthy 

opponents are described on page 191.) 

Penalty: Make a normal attack with 

a -1d penalty. You must kill your 

opponent with this attack to get 

the benefi t of the Display Kill.

T he day before the duel it rained. As 

the sun dimmed, the weather turned 

to fat clumps of snow. When the sun swelled 

again in the morning, it was clear, and the 

trees, the edges of the walls, every leafless 

branch in the formal garden, was clad in a 

glittering sheath of ice. It was breathtaking.

“It’s better this way,” said the tall 

warrior. He was named Linu, and 

was speaking to his friend Poroi.

“Yes.” Poroi was short and stocky, a 

more typical build for a Dindavaran. The 

two of them were sharpening swords.

“One clean, sharp act and an end. Otherwise…”

“The Xuedei clan would never let the insult 

lie,” Poroi said. “It would fester and their 

anger against the Meiren would cast its 

shadow on every word, every act…”

“Everything.” Linu sighed. “The Meiren 

banner chief can’t apologize, and even 

if he could, his words would meet no 

need. Only blood will settle this.”

“Only blood,” Poroi agreed. “But blood will.”
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Standard Success – 2x: You produce a Morale 

Attack equal to the Height or Width of your 

roll, whichever is higher.

Expert Success – 3x: As standard, but add 

your Command stat to the Width.

Master Success – 4x+: As expert, but also add 

your Intimidation Skill.

Example: Tud is fi ghting fi ve city guards in a brothel. 

They have Threat 3. On his fi rst round, he 

decides to use a Display Kill on their leader. 

His player describes this as, “Tud stabs him in 

the belly, lifts him off the ground in a fi reman’s 

carry, and throws his bloody corpse onto his 

fellow guards.” Usually his Body+Fight pool 

is 8, but for trying an extra-gruesome attack it 

drops to 7. He gets a 3x1 – the bare minimum 

needed to kill a Threat 3 attacker. But since 

the guard dies, and it’s an expert success, he 

gets a Morale Attack equal to the Width of his 

roll (3) plus his Command stat (2). The Morale 

Attack 5 is suffi cient to scare off the rest of 

the guards.

Knockout

With a single sucker-punch, the square-

jawed hero drops the bully to the fl oor, 

unconscious. The kidnapper swings a 

blackjack and her victim crumples without 

a sound. The thief pinches a series of vital 

nerves, and the guard passes out.

The knockout – reducing an opponent to 

unconsciousness without a lot of fuss or muss 

– is a choice maneuver when you don’t want 

to kill, but you do want someone out of the 

fi ght quick. It’s very similar to a called shot 

(see page 190.) to the head, but the difference 

is that knockouts do only Shock damage, 

even if you’re attacking with a weapon that is 

usually lethal. 

Penalty: Make a called shot to the head.

Standard Success – 2x: Your weapon does its 

normal damage. If it usually does only Killing 

damage, it does Shock instead. If it usually 

does a combination of Shock and Killing 

damage, use the larger amount as Shock. 

“Certainly. A duel or a battle, those are the 

only options, and the Hai Riyan would never 

countenance the reopening of conflict.”

“Rightly so.”

The two men were in a small tent. A 

servant sounded a small bell outside, 

and they knew it was time to begin.

“When we first met,” Poroi said, “I disliked 

you. I thought you proud and cruel.”

“I probably was.”

“Now I respect you above no other 

man. Not our ruler, not my father.”

“I feel the same, Poroi. I have no 

friend closer than you.”

“It’s good to say these things.”

“Yes.”

Then the two men went out of the tent and 

into the snow. In front of a small audience 

of nobles, Poiroi Meiren drew his sword and 

killed Linu Xudei with a single cut. In this 

fashion, the feud between the families ended.
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Example: Josiah wants to knock someone out with his 

shortsword. It usually does Width Killing and 

1 Shock. When he hits with a 2x10, it does 2 

Shock (instead of 2 Killing, 1 Shock). Not quite 

enough to drop the average person.

Josiah later wants to knock someone out 

with a war lance. It usually does Width Killing, 

Width+3 Shock. He hits with a 2x10 this time, 

and it does 5 Shock (Width+3) without the 

2 Killing. Five Shock is more than enough to 

fell a normal opponent – it takes him out and 

two of the Shock become 1 Killing point in his 

head. That’s gonna hurt when he wakes up.

Expert Success – 3x: Your weapon does 

its normal damage and one extra Shock. 

If it usually does Killing damage, or a 

combination of Killing and Shock, its 

handled as with the 2x match, above.

Master Success – 4x+: As with an expert 

success, but instead of one extra Shock it does 

three. Furthermore, once the head is fi lled 

with Shock, extra damage is discarded instead 

of being converted to Killing.

Example: The next time Josiah tries to knock someone 

out with his shortsword, he gets a stunning 

(literally) 5x10. With a normal called shot to 

the head, it would do 5 Killing +1 Shock and 

instantly slay an ordinary foe. However, since 

he’s trying to be nice, it does a maximum of 

8 Shock (Width 5 + 3 for a master success). 

Eight points of Shock would usually translate 

to 4 Killing in a normal man’s head, with 

its four wound boxes. But because Josiah’s 

control is so refi ned, this guy takes only 

enough Shock to knock him out, and no more. 

He doesn’t even have Killing damage as a 

reminder. But do you think he’ll be grateful? 

Slam

The fi ghter grabs his foe by the leg, upends 

him and dumps him on his back. The skilled 

wrestler seizes an enemy and jerks him off 

his feet to the ground. The musclebound ox 

simply hoists a troublemaker up with one 

hand and fl ings him aside like a rag doll. 

In all these cases, the target hits the ground 

hard. It’s a slam.

You cannot use a slam on someone who’s 

already down. In that case, I recommend just 

kicking him.

Penalty: Make a Body+Fight or 

Coordination+Grapple roll with Diffi culty 

3. You can only use this maneuver against 

opponents who are within 100 pounds of 

your weight or smaller.

Standard Success – 2x: Target is downed 

(see page 187.) until he stands. Target takes a 

point of Shock damage to locations 3 & 5.

Expert Success – 3x: Target is downed until 

he stands and takes a point of Shock damage 

to every hit location except for his head.

Master Success – 4x+: Target is downed 

and takes a point of Shock damage to every 

location. Target takes an additional point 

of Shock damage to the location indicated 

by the Height of your set. (That is, if you 

rolled 5x7 to execute the throw, the target 

would take a point of Shock damage to every 

location, and then another point of Shock 

damage to the torso.)

Note that all the damage assumes that your 

target lands on a fairly fl at, safe surface. 

Throwing him off a balcony, under the 

hooves of a galloping horse, or into a lake of 

lava all do signifi cantly more damage. (The 

GM decides how dangerous such hazards 

are, according to guidelines in the “Dreadful 

Things Happen” chapter.) 
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Strangle

From the thug who seizes you by the throat 

with callused hands, to the murderer who 

throws a garrote over your neck from behind, 

to the martial expert who can choke you with 

your own clothing… the strangle maneuver 

has many proponents. In every case, they’re 

trying to encircle your neck to cause 

unconsciousness and, eventually, death.

Strangling works best on people and on 

smaller animals. Larger animals may have 

leathery hides, thick manes, or suffi cient 

muscle to protect them from choking 

out. It’s ultimately the GM’s common call 

whether a given non-human is vulnerable to 

strangulation. Don’t try it on a rhino.

Penalty: Make a called shot to the head. 

You can’t strangle someone if your weapon 

has a sharp edge, but using an axe haft or a 

sheathed sword works fi ne. If you already 

have the target in a pin (see page 206), you 

don’t take the usual -1d penalty for a called 

shot. While you’re strangling someone, you 

can’t make additional attacks, dodge, or 

parry, or move more than four or fi ve paces. 

If you do anything other than choke him and 

maybe move a little, you lose the constriction.

Standard Success – 2x: You do 2 Shock to the 

victim’s head. Next round, you automatically 

get another 2x10 that does another 2 Shock 

to the head if nothing dislodges you. (You 

have to declare your action as “continuing 

the choke,” of course.) Any successful Parry, 

Dodge or attack against you is suffi cient to 

break your choke, as long as it happens before 

your action next round. The Gobble Dice 

from defensive maneuvers don’t have to be 

Wide enough (since the attack is ongoing) 

or Taller (since the maneuver is trickier than, 

say, smacking someone with a brick).

Expert Success – 3x: You do 3 Shock to 

the victim’s head. Unless the victim does 

a successful Dodge or Parry this round, 

or someone attacks you successfully this 

round, you do another 3 Shock to the 

victim’s head next round before anything 

else occurs. You must still declare your 

action next round as “continuing the 

choke” if you want to get that bonus.

Master Success – 4x+: You do Width+1 Shock 

to the victim’s head. Unless dislodged, you 

do another 4 Shock at the beginning of next 

round if you choose to continue the choke. 

Trip

While distracted by the spearhead near his 

face, a soldier is knocked to the ground by 

the spear’s butt clipping his knee. A charging 

swordsman takes an inelegant fall when 

his target sidesteps and blocks his ankle. A 

duelist absorbed by one opponent is taken off 

guard when another snakes in a whip to wrap 

around his calf.

The Trip maneuver primarily serves to 

knock an opponent off balance. Ordinarily, 

trips don’t do much damage, but it’s very 

distracting and disturbing to be stumbling 

around during a fi ght. 

You can’t use this maneuver on someone 

who’s already downed.

Penalty: Make a called shot to hit location 

1 or 2. Do not take the standard 1 die called 

shot penalty. If your opponent is using the 

Shove or Tackle maneuver, add a die to your 

pool. If they’re on foot and using the charge 

maneuver, you also add a die, but you don’t 

get that bonus against mounted charges.

Standard Success – 2x: You do no damage but 

your opponent loses a die from a set and has a 

–1d penalty to any action taken next round. 

Expert Success – 3x: As standard, plus target 

is downed.

Master Success – 4x+: As expert, plus he 

takes a point of Shock damage to each arm as 

he reaches back to catch himself.

Note that you can’t trip someone who’s 

already downed.
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J
ust as the advanced maneuvers 

were more complicated and 

specifi c than the basic ones, 

expert maneuvers are more  

    specialized (or outrageous) still.

Combinations

A daring intruder takes away one guard’s 

sword, dodges through a formation of 

soldiers, and charges at the chamberlain, 

screaming threats the whole time. The 

escaped ‘sacrifi ce’ dodges a swing from a 

cultist’s ritual knife, picks him up and throws 

him off the balcony… on top of the High 

Priest chanting below. A fi erce pirate parries 

a cutlass blow, disarms his opponent, and 

throws the blade into the torso of another 

sailor ten paces away.

These outrageous combination maneuvers 

are not impossible. They’re hard, but they 

can be done. In fact, any maneuver listed in 

this chapter can (if the setting permits) be 

combined with any other. The multi-action 

rules cover it all: You just take your smallest 

pool, stack up any penalties, add the multi-

action penalties and try to get enough sets to 

assign to each task. 

For example, the escapee above is doing three 

actions: A dodge, a slam and an attack (using 

Athletics to throw). The three pools involved 

are Coordination+Dodge, Body+Fight (or 

Coordination+Grapple) and Body+Athletics. 

He needs three sets, one of which must be at 

least x3 if he wants to do the slam. To have 

any chance of succeeding at everything, he 

needs to have at least 8d in his smallest pool. 

Why? Because he takes a -1d penalty to his 

smallest pool for each extra action. Taking 

two extra actions gives him a -2d penalty, and 

the smallest pool that can produce three sets 

is a 6d pool. 

In actuality, you’re very unlikely to get three 

sets with a 6d pool. That doesn’t mean he 

can’t get a partial success, however. Suppose 

he only rolls a single set – a pair of eights. He 

might choose to use them with the dodge and 

try for his railing kill next round. Or maybe 

the cultist misses him outright, or only gets a 

low pair. Now he’s got no need to dodge: He 

can apply his 2x8 match to the slam (since 

it’s above the 3 Diffi culty) and chuck the 

unfortunate cultist off the balcony. If he’d 

rolled a 2x8 and a 2x5, he could also succeed 

at the Athletics roll and drop the cultist on 

the High Priest.

Similarly, our pirate is parrying, disarming 

and throwing. His modifi ers are really hairy 

though, because he needs to get a 4x success 

on his disarm to wind up with it in his hand. 

As you can see, the key to combining moves 

smoothly is to keep it as simple as you can. 

Was the escapee really better off stacking a 

Dodge on top of two other actions? Especially 

since that lost die decreases his chance of 

getting a Wide attack success that would spoil 

an attack anyhow. 

If he has the martial secret Monkey Dodge 

(see page 219.) he loses the penalty for adding 

the dodge to any action, so he might as well. 

Other martial techniques that offset penalties 

can make combinations far more attainable. 

Passions can be a tremendous help with 

multiple actions. If the pirate in the example 

has a Mission to capture that particular ship, a 

Duty to lead his crew to victory, and a Craving 

to show off in combat, he now has much 

better odds. Instead of taking a -2d penalty to 

his lowest pool, he gets a +1d bonus because 

his Passions are fi ring on all cylinders.

When you’re buying off penalties, don’t forget 

that you can keep special dice (EDs and 

MDs) if you kill the penalties that take them 

away. If our pirate’s lowest pool is 7+MD, 

he just might get that 4x success after all.

Iron�Kiss

A favorite of villains, the Iron Kiss is when 

one holds a blade right up against someone’s 

throat, but doesn’t draw blood. Bad guys like 
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to use this one so they can utter lines like 

“One more step, and the girl dies!” Good 

guys have been known to use this one on bad 

guys, giving them one fi nal chance to choose 

surrender over decapitation.

Penalty: Make a called shot to the head with 

a -2d penalty instead of the standard -1d 

called shot penalty. You can only perform 

the Iron Kiss if you have an edged or pointed 

weapon in your hand.

Standard Success – 2x: No damage, but next 

round you have the option of attacking this 

target and automatically getting a 2x10 result. 

You do not roll. This 2x10 can only be used as 

a full attack against the head.

Expert Success – 3x: As Standard, only you 

can automatically get a 4x10 roll next round 

without rolling.

Master Success – 4x+: As Standard, only you 

can get a 6x10 roll without rolling.

Redirect

As two guards attack, the hero seizes one 

and uses him as a shield to defend against 

the other’s spear thrust. The surrounded spy 

fl ings her blinding powder in an attacker’s 

face, then steps aside to let the attack hit the 

man who was stealing up behind her.

The Redirect maneuver guides the attack of 

one opponent against another, getting your 

enemies to do your work for you. It can be an 

interesting choice for people whose Dodge 

pool is substantially better than their attack 

pools. But, of course, it only works when you 

have more than one enemy to fi ght.

Penalty: Make a Dodge roll with a 

-2d penalty. 

Standard Success – 2x: When you ruin 

an attacker’s set, it is applied to another 

target of your choice as if it was a success 

with one point less Width. You can do 

this each time you ruin an attack, but 

only when you’ve reduced it to Width 1 

(so that it would do no damage to you). 

Note that a Width 1 set is nothing, so you 

can only redirect attacks that started as 

3x successes and which are re-applied as 

2x successes. (Normally, a character with 

only a 2x Dodge success can’t stop a 3x 

attack because it’s too fast. Some Martial 

Techniques make it possible, however.)

Expert Success – 3x: As Standard, only the 

attacker’s set is applied at its full Width.

Master Success – 4x+: As Expert, only you 

can redirect any attack you change. If you fail 

to reduce a set to 1 Width, you still take the 

reduced damage: However, you also choose 

an opponent to take the full damage. 

Example: Rhodis has a stunning 9+ED Dodge pool. 

When she’s unarmed and attacked by three 

enemies, she decides to try to redirect their 

attacks. Her pool drops to 8d. She gets a 4x5. 

Her opponents get a 3x1, a 3x5 and a 3x6. 

T he greatest skill a soldier can 

possess, for his own benefit, is a 

quick step and skill with the shield. For his 

captain, the greatest skill of a soldier is 

biting deep with sword, spear or arrow. 

But my general told me that to him, the 

finest trait he could ask of a soldier was of 

falling asleep instantly in calm times and 

waking instantly, well rested, at need.

 -Jirl Hoodfellow, 

“A Playwright Turned Soldier:  

  Advice and Instructions”
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Rhodis goes fi rst and has her Gobble 5 Dice 

ready to go. The 3x6 opponent goes next, and 

Rhodis just has to eat it because her dice are too 

low. Her next opponent, however, is vulnerable to 

redirection. She spends two of her dice to reduce 

his set to a 3x5, spoiling the attack on her and 

redirecting it against the guy with the 3x6. It’s 

too late to ruin his attack, but that actually works 

in her favor, because when the 2x1 attacker 

strikes she can use one or both of her remaining 

dice to redirect him – either at the already-

wounded enemy or the fresh one. At the end of 

the round she’s taken one hit and injured two 

foes, without doing anything other than dodge.

Submission�Hold

His wrist bent at an awkward and painful angle, 

the highwayman realizes the error of his ways 

and tries to fl ee, but can’t without breaking his 

arm. A wrestler digs into his opponent’s knee, 

eliciting squeals of misery. A dizzyingly painful 

nerve grip produces pleas for mercy. 

All of these are submission holds – something 

that causes so much suffering that the person 

so gripped must either surrender or risk 

worse injury.

Penalty: Make a Body+Fight or 

Coordination+Grapple roll with a -1d penalty. 

If you already have your target pinned (see 

“Pin” on page 206.) you don’t have to take the 

-1d penalty.

Standard Success – 2x: You do a point of Shock 

damage to the indicated limb. (If the limb is 

armored, the attack misses.) The target has the 

option of wrenching free, which does 2 Killing 

to the limb. If he doesn’t wrench free, you 

maintain the hold and automatically get the 

target in a pin (see page 206.) next round. 

Expert Success – 3x: You do 3 Shock to the 

limb. If the target wrenches free, it’s 3 Killing. 

Otherwise, this is like a 2x success.

Master Success – 4x+: Like a 2x success, 

except that you do 5 Shock, and if he gets 

free it’s 4 Killing.

A man who always looks for 
enemies will eventually 

swing his sword into a friend.

-Pahar Proverb
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T
he difference between a 

warrior who is skilled, and 

one who makes do with 

strength and ferocity, is that 

the skilled warrior has studied and learned 

the wisdom of fi ghters who preceded him. 

These secrets, the lore of ages, are called 

Martial Techniques, and sets of them are 

called Martial Paths. Each secret learned 

makes certain maneuvers or attacks easier or 

more effective.

Because of their emphasis on learning over 

instinct, there are no Martial Techniques that 

are used with the Fight Skill. They need the 

refi nement of a specifi c weapon Skill (or a 

Skill like Dodge or Parry). 

No human being can ever learn more than 

fi fteen different Martial Techniques. Esoteric 

Disciplines (which are similar, only for Skills) 

do not count towards this limit. If you’re 

wondering, it’s a Martial Technique if it is 

based on Parry, Dodge or a weapon Skill 

(including Grapple or Unarmed Strike).

As with the Esoteric Disciplines, these 

techniques have the fl avor of the Heluso and 

Milonda setting, but can easily have their 

tone changed just by changing names and 

ignoring the fl avor text. (For example, The 

Yielding Way easily becomes Judo.) Also like 

Esoteric Disciplines, you need to learn the 

early (cheapest) ones before you can get the 

later, more expensive, more exclusive ones. 

Path of Twin Fury

Those who study the Twin Fury school 
believe in teamwork above all else. They train 
together rigorously and rarely stray more 
than fi ve feet from one another while fi ghting. 

An unarmed fi ghting discipline, Twin Fury 
teaches its initiates to aid one another – not 
just guarding each others’ backs, but also 
throwing one another through the air or 
combining their strength for devastating 
attacks. Fighting Twin Furies has been likened 

Spread vs. Stack

Some sets of techniques “stack up,” meaning that as you learn a higher technique, the 

previous one becomes obsolete. A very clear example would be a martial path where 

the fi rst technique gives you a +1 damage bonus, and the third technique gives you a 

+3 bonus. Once you learn the third level, there’s very little incentive to ever go back to 

the fi rst.

Other paths “spread out.” Every additional level gives you new options, typically better 

than the lower levels but different enough that you might go back sometimes. Take a 

martial path where the fi rst level does extra damage, and the second times the attack 

to go as if its Width was greater (without doing damage as if the Width was greater). 

Sometimes you want speed, sometimes hurt. Both remain valuable techniques, neither 

is obsolete.

As a general rule, the fi nal techniques in stacked paths are more powerful, which 

offsets the narrower focus. Some people prefer stacked paths because they’re simple. 

If your vision for your character is that he hits real hard with a broadsword, a stacked 

path where every level makes a broadsword hit nastier is right up his alley, and you 

can spice up combats with maneuver instead of keeping track of a bunch of different 

techniques you might want.

Other people like the versatility of spread paths and pursue them to have a lot of 

cool tricks they can pull out of their sleeves. That’s fi ne, as long as they take care to 

understand the rules and can do the trick smoothly. No one likes to wait while a 

player rummages through the book to look up his path so he can decide if he wants to 

make a trip with the second level or a slam with the third level. It drags things down. 

If you can’t keep track of what different levels do, you’re probably better off with a 

stack path.

Combat Secrets

to battling a giant octopus with the wits of 
two men fused into a single will. In combat, 
Twin Furies communicate by a series of 
touches, taps and barked code words.

To use any Twin Fury technique, you must 
use your Coordination+Unarmed Strike 
pool. The roll can be part of a multi-action 
combination with another Skill. Furthermore, 
another fi ghter who is using the same Twin Fury 
technique must be fi ghting at your side. Even a 
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Twin Fury student isn’t good enough to use 
these techniques unless she also knows the 
move you’re using: If he only knows up to the 
Four Legs Kick and you’re trying to use the 
Flying Headsnap, your technique won’t work 
because he won’t know how to help you.

Double Fist (1 point): Instead of Shock 
damage, your punch or kick does Killing 
damage. (I recommend thinking of cool 
descriptions for just how each fi ghter is taking 
advantage of the others’ strength.)

Brothers in Wrath (2 points): As Double 
Fist. In addition, your attack goes off at the 
same time as your partner. Both attacks are 
timed to coincide with the fastest attack.

Example: Ru and Lophan both use Brothers in Wrath 

against a menacing swordsman. Ru gets a 

3x8. Lophan rolls a 2x1. The swordsman’s 

parry roll is 2x5. Normally, the swordsman 

could easily parry Lophan’s slow kick, while 

Ru’s quick punch gets past him. But because 

the two are using Brothers in Wrath, Lophan’s 

kick is timed as if he’d rolled 3x8. It still 

does damage as a 2x1, and it still hits the 

swordsman in the leg instead of the torso. 

But because Brothers in Wrath duplicates the 

effect of Double Fist, it does two points of 

Killing damage instead of Shock.

Note that when two women use 
this technique, it’s called “Sisters in 
Wrath.” When a man and a woman 
use it, it’s “Wedding of Wrath.”

Four Legs Kick (3 points): As Brothers 
in Wrath, but you can use your partner’s 
Coordination score or Unarmed Strike 
Skill instead of your own, if you prefer. This 
includes the use of Expert and Master Dice.

Example: Ru’s Coordinaton is 2 and his Unarmed Strike 

Skill is 3. Lophan has Coordination 3 and 

Unarmed Strike 2. Fighting alone, each one 

has a 5d pool. But using the Four Legs Kick, 

Lophan can borrow his friend’s Skill, and his 

friend can borrow Lophan’s speed. Each rolls 

6d for their Four Legs Kick.

Now, if Lophan had Unarmed Strike 1+MD, 

he has a choice to make. He can either use 

his own Skill, for a pool of 4+MD, or he can 

borrow Ru’s Skill for a pool of 6d. He can’t 

combine his Master Die with Ru’s bigger pool. 

Melded Soul (4 points): As Four 
Legs Kick, but each participant gets a 
+1d bonus to their attacking die pool. 
Additionally, if either (or both) choose 
to use a multiple action with Parry, they 
may do so without the usual -1d multiple 
action penalty. If their Parry pool is 
lower than their modifi ed attacking pool, 
they still have to use the Parry pool.

Flying Headsnap (5 points): For this 
technique, one person (usually the one 
with the higher Body score) fl ings the other 
through the air so that he (the fl yer) can catch 
an opponent’s neck with his legs and break it. 
Although both roll Coordination+Unarmed 
Strike, only one attack is made. The fastest 
result from either fi ghter is used as the attack. 
Regardless of the roll’s Height, it strikes hit 
location 10. It does Killing damage as per 
Double Fist. In addition, the Width of the 
attack roll is increased by the Width of the 
other partner’s successful attack roll (if any).

Example: Lophan fl ings Ru at the swordsman using the 

dreaded Flying Headsnap. Both roll. Lophan 

gets a 3x2 and Ru gets a 2x2. The attack is 

timed as a 3x2. It hits the swordsman’s head 

(location 10, instead of 2). It does damage as 

if it was a 5x attack. 

If used against a creature without a head, the 
Flying Headsnap still works. It just strikes 
the hit location indicated by the fastest roll, 
instead of hit location 10. Either combatant 
can use multiple actions while performing the 
Flying Headsnap. 

The Yielding Way

This unarmed school of combat emphasizes 
the need to yield to greater force, get out 
of the way, and let your boorish attacker do 
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the work of throwing himself. It can only 
be used to enhance techniques that include 
Coordination+Grapple attacks, although 
Victorious Submission and the Snake and 
Grouse Technique can be used without 
making an attack.

Gliding Step (1 point): When you make 
Shove or Tackle attacks, your opponent 
doesn’t get a +1d bonus on Trip or Slam 
attacks against you. You do not have to beat 
the usual Diffi culty 3 when attempting a Slam.

Snake and Grouse Technique (2 
points): Snake and Grouse Technique has 
one of two effects. The “Snake” lets you fi ght 
from the downed position without penalty 
(see “Downed” on page 187.) The “Grouse” 
lets you stand as part of a multiple action 
without penalty (see “Stand” on page 207.). 
If you use this as part of a multiple action 
with an attack, it also gives the benefi ts of 
Gliding Step.

The Spring Uncoils (3 points): As 
Gliding Step. This technique enhances a 
combined Dodge/Slam. You can combine 
those techniques without the usual –1d 
penalty. Furthermore, if you succeed at 
both, your Slam result does damage as if it 
was 1 Wider.

Example: Jigoro is attacked and uses The Spring Uncoils 

against his attacker. Jigoro’s Dodge pool is 

7d and his Grapple pool is 7+MD. He uses 

the smaller pool, and usually he’d take a -1d 

penalty. But his technique offsets the penalty, 

allowing him to roll his full 7d pool. He gets 

a 3x9 and a 2x1, while his attacker gets a 

3x5. Jigoro assigns the three nines as Gobble 

Dice and completely avoids damage from his 

attacker. His slam goes off on 2x1, but it does 

damage as if it was a 3x1.

Note that if he’d rolled a 2x9 and a 3x1, he 

wouldn’t have been able to dodge the faster 

3x5 attack. That means he’d get hit and lose 

a die out of his 3x1 pool. But he could still 

succeeded at both, so when his slam goes off, 

its damage rises back to 3x1 level.

If he’d gotten a 2x9 and a 2x1 against a 3x5 

attack, his dodge would get ruined and his 

attack would only be a normal 2x1 slam.

Inward Winding (4 points): As Gliding 
Step. Any slam you make is timed as if its 
Width was 4. If you opt to be land on top of 
a person you slammed, it also does damage as 
if its Width was 4, but leaves you in a downed 
position. (See “Downed” on page 187.) If 
you make multiple slam attacks in a round, 
you can only land on the last person thrown.

Victorious Submission (5 points): 
You cannot be pinned, slammed, tripped, 
tackled, choked, restrained, shoved or 
placed in a submission hold. Any attempt 
to use those maneuvers on you simply fails 
and the set from the attack pool is wasted. 
The effects of Victorious Submission 
affect you at all times – even when 
you’re surprised or asleep. Furthermore, 
Victorious Submission protects you even 
when you’re using another martial secret. 

The School of the Insouciant Monkey

Fighting in the style of the Insouciant Monkey 
looks somewhat silly – it involves a lot of low 
crouching, loose arm waving and sudden, 
scuttling lunges. But it is a superb technique 
for damage avoidance.

You may use Insouciant Monkey techniques 
when you are using any Dodge action.

Monkey Dodge (1 point): You do not take 
a penalty for adding a Dodge to any action. 

Example: Trina uses Monkey Dodge to do a 

multiple action. The two actions are 

Coordination+Dodge (a 6d pool) and 

Body+Fight (a 5d pool). She still uses the 

smaller pool, but since she’s using Dodge as 

one of the actions, she doesn’t take a -1d 

penalty to it.

If Trina used Monkey Dodge and chose to do 

two Dodge actions, she’d roll her full 6d pool 

without penalty. She could even do three 

Dodge actions and roll her full pool.

A Note to the 
GM

When you know a PC is 

immune to a particular 

attack or type of attack, 

that doesn’t mean all the 

GMCs know it. If he’s got 

Victorious Submission, then 

sure, anyone who has fought 

him, heard of his mastery, 

or watched him evade 

grapples may be more likely 

to decide on a crossbow. 

But you should defi nitely 

have the occasional mook 

or uninformed opponent 

decide to tackle him. 

Otherwise, he gets no chance 

to strut. Strutting is fun.
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weapon. You can only infl ict this damage once 
per round, however – no matter how many 
attacks you spoil. Note that you can’t use this 
with Monkey Dodge.

Drunken Monkey (4 points): As Monkey 
Dodge. Your bobbing and weaving acts like 
armor. You get an additional 1AR to every 
location. This works even if you don’t roll any 
successes. If you’re already wearing armor, 
this adds to it. The armor effect occurs before 
any other actions.

Grand Ultimate Supreme Monkey King 
(5 points): As Drunken Monkey, except that 
the armor bonus is now 2AR. In addition, 
you can use your Dodge Gobble Dice at any 
time, regardless of the Width of the roll that 
produced them.

Example: Trina uses Grand Ultimate Monkey King while 

rolling a Dodge/Dodge/Fight multiple action. 

She can stack those extra Dodges without 

penalty, as with Monkey Dodge. She rolls her 

5d Fight pool and gets a measly 2x4. Her 

opponents roll a 3x3 and a 2x9. Normally, that 

3x3 would be too fast for her to avoid, but 

with the timing restriction lifted she can use 

both her Gobble Dice to spoil it. The 2x9 hits, 

but its damage is reduced by her two points of 

armor. Nevertheless, next round she decides to 

do a multiple action that’s all dodging.

Thunder Fist Techniques

Another set of unarmed combat 
techniques, Thunder Fist teaches students 
to hit hard and hit often. It’s used with 
Coordination+Unarmed Strike. It’s not for 
the subtle.

Living Weapon Stance (1 point): Using 
this technique allows the warrior to parry 
without penalty, even when unarmed and out 
of armor.

Thunder Fist (2 points): As Living Weapon 
Stance. Additionally, the warrior’s unarmed 
strikes do Killing damage instead of Shock.

W hat is the difference 
between a righteous 

man who does nothing he 
would not wish his mother to 
see, and a righteous man who 
does nothing he would not 
want his children to see?

-”Riddles of the   
  Golden Monk”
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If Trina wanted to make two attacks (with 

Fight) and one Dodge, she’d roll 4d. She’d 

start with the smaller pool (her 5d Fight pool) 

take a -1d penalty for an additional action 

that’s not Dodge (the second Fight) and then 

be able to add Dodge as well. Of course, since 

her pool’s down to 4d, there’s no way she can 

get three successes.

Bouncing Roll (2 points): As Monkey 
Dodge. Any attacks made against you are at 
Diffi culty 3 – even if you roll no successes. 
This protection goes into effect before any 
attacks are made. (Essentially, this technique 
makes your legs impossible to hit, so it’s 
really good for running away.)

Monkey Fist (3 points): If you roll 
only your Coordination+Dodge Skill and 
successfully apply a Gobble Die (or dice), you 
can make one attack to an opponent whose 
attack you ruined. This strike acts like an 
Area Die: He rolls one die and takes a point 
of Shock to the location that turns up. This 
ignores armor. This attack isn’t spoiled if you 
take damage and is not improved by your 
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Lightning Foot (3 points): As Living 
Weapon Stance. In addition, the fi ghter’s 
strike is timed to coincide with the fi rst 
action taken by any opponent. If making 
multiple attacks, only the fastest can be sped 
up with Lightning Foot.

Example: Ukla and his friends are fi ghting a gang of 

sailors. Ukla uses Lightning Foot when he 

rolls to attack, and he gets a 2x8. One of the 

sailors, against all odds, rolls a 4x3 to attack 

one of Ukla’s allies. Ukla’s 2x8 jumps to the 

head of the line and happens at the same 

time as that 4x3. He chooses to hit the fast 

attacker, but his strike doesn’t decrease the 

4x3 because Ukla isn’t actually faster.

Rain of Blows (4 points): If the warrior 
is doing nothing but attack, he may make as 
many multiple attacks as he wishes without 
penalty. Any attacks that hit do Width Killing 
+1 Shock.

Heartshaker (5 points): To use 
Heartshaker, the warrior must make a single 
attack. This cannot be part of a multiple 
action. If the strike hits, it ignores all armor, 
from any source (including martial secrets 
and enchantment). Furthermore, instead of 
normal damage, it does 8 Shock. 

Eye of Death

The Eye of Death path originated with the 
Sect of the Gravedigger Queen. The cultists 
believed in a threefold afterlife: Hell for the 
evil, heaven for the blessed and reincarnation 
for those who were in the middle. They also 
believed that any sinner buried according 
to the goddess’ macabre funeral customs 
would receive reincarnation instead of 
punishment, and that a person in the middle 
would get promoted to heaven. Furthermore, 
this generous bounty extended to anyone 
slain with the sacred methods taught by the 
Queen’s archer daughter. The most zealous 
believers considered it a good deed to shoot 
down just about anyone, since it would 
absolutely protect their soul from hell and 

was quite likely to send them to a better 
afterlife than they deserved. They killed a lot 
of people. 

Eventually, some hypocrites paid lip service 
to the religion just to learn the combat 
secrets, and then started teaching it without 
all the holy claptrap. The old cult is all but 
gone (suppressed by the authorities for being 
murderous, unsurprisingly) so most people 
teaching the techniques are secular archers. 
But the cult still exists, believing that these 
secrets are theirs alone, and often try to kill 
‘blasphemers’ who have learned them without 
the true faith.

Eye of Death techniques are, of course, used 
with Coordination+Bow.

Goddess in the Grave (1 point): If you 
take a round to aim, you add 2d to your pool 
instead of 1. If you take two rounds to aim, 
you add 4d to your pool. Otherwise, aiming 
works as usual.

Arrow of Gentle Repose (2 points): Any 
time you fi re, and it’s not part of a multiple 
action, you can bypass 1AR that’s provided by 
armor. AR from martial techniques or sorcery 
still defends.

Speed Well, Deadly Gift (3 points): 
Your quickest bowshot in a round is timed to 
match the quickest action by an opponent. 
(Mechanically, this works just like Lightning 
Foot from the top of this page, only for bows.)

The Unblinking Eye (4 points): As 
Goddess in the Grave or Arrow of Gentle 
Repose, but not both. In addition, while using 
this technique you do not lose dice from bow 
attack sets when you get hit. 

Two Deaths (5 points): While using this 
technique, you do not lose dice from your 
bow attack sets when you get hit. When 
you roll a success with an arrow attack, the 
attack is “twinned” – that is, a second attack is 
resolved as if it had an identical roll, aimed at 
the same target. If you make multiple attacks, 
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they all get doubled. The normal and ‘twin’ 
attacks require one arrow apiece, of course.

Example: Morgana uses Two Deaths and 

makes a multiple attack with her 9d 

Coordination+Bow pool. She’s fi ring at two 

guards with a longbow, so she rolls eight dice. 

She rolls a 2x9 and a 3x6. The 3x6 hits the 

guard in the arm and does 3 Killing to that 

arm. The ‘twinned’ 3x6 hits the same guard 

in the same arm and does the same damage, 

rendering the arm useless and putting a 

point of Kill into his chest. The second guard 

manages to hit her with a 3x1, but she 

doesn’t lose dice because of her incredible 

concentration. The second guard gets hit in 

the chest by her 2x9 and takes 2 points of 

Killing damage. And then, he gets hit in the 

chest by the ‘twin’ 2x9 for another 2 points of 

Killing damage. As the round ends, she’s fi red 

four arrows.

(Two Deaths can also be used to show off. 
If you use Two Deaths while fi ring at a 
stationary target, any success is suffi cient to 
hit the bullseye with your fi rst arrow, then 
split your fi rst arrow with the second.)

Iron Tortoise Technique

According to the students of this defensive 
art, the fi rst rule of combat is “Do not 
get hit.” But since the school originated 
in the Western Marches, a nation known 
for beefy men and heavy armor, relying 
on lithe dodging just wasn’t an option. 
They therefore trained themselves to 
block hard, fast, and effectively.

Iron Tortoise techniques require the use of the 
Body+Parry pool.

Iron Parry (1 point): When you produce 
Gobble Dice with a Parry success, the Width 
of your narrowest Parry set is increased by 1. 
This can be used as part of a multiple action.

The Superior Interception (2 points): 
You can add Parry Gobble Dice together to 
form a single die equal to the total Heights of 

the dice combined. You may apply this against 
any attack that’s equal to or less than this 
combined Height, even if that attack is timed 
to occur before your Parry. This may be used 
as part of a multiple action.

Example: Lilith uses The Superior Interception on a 

swaggering pirate as he lunges at her with his 

cutlass. She gets a 3x2 result, while he gets a 

2x5. Normally, her three Gobble Dice would 

be useless, since they’re lower than his attack 

dice. But she can combine them into a single 

Gobble 6 die, counteract one of his fi ves, and 

foil his attack. If she’d rolled 3x1 or even 4x1, 

she wouldn’t be able to stop him. But if she 

rolled 2x4, she could combine those two dice 

into one Gobble 8, which she could use at 

will. Alternately, if she rolled a 2x1 and a 2x2, 

she couldn’t combine all four of those low-

Height dice into a single Gobble 6 – unless 

she’d declared she was making two Parries 

and had taken the appropriate penalty.

Resounding Defl ection (3 points): You 
block with such force that anyone to whom 
you apply a Gobble Die takes a point of Shock 
damage to the limb that holds the weapon. 
(Armor protects against this Shock as usual.) 
You can use this as a multiple action, but only 
if you do not combine it with an attack. You 
do not take the usual multiple action penalties 
for additional Parry actions with Resounding 
Defl ection.

The Hidden Shell (4 points): This cannot 
be used in a multiple action. If you roll even 
a single set parrying, you get AR2 protection 
on every hit location. This is in addition to any 
other armor you’re wearing. You also get the 
roll’s Gobble Dice to use. The armor effect 
begins before any attacks are resolved.

The Secret Block (5 points): As with 
Resounding Defl ection, only the Secret Block 
can be combined with attacks. Furthermore, 
anyone to whom you apply a Gobble Die is 
disarmed, in addition to taking damage. Treat 
this like using the Disarm maneuver on page 
209, and getting a 2x success.

Combat Secrets
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Path of the Serpent’s Fangs

This is a collection of “dirty tricks” used by 
sailors and street toughs. It’s never been 
formalized into a “school” – one thug teaches 
it to another. It was the authorities who 
started calling it ‘Serpent’s Fang,’ and its 
rowdy adherents soon called it a ‘path’ as a 
way of mocking more formal warriors.

These techniques are used with 
Coordination+Dagger. You must 
be fi ghting with a dagger or knife 
in each hand to use them.

Bite Strike (1 point): If your strike occurs 
before your opponent has had time to react, it 
does an additional point of Killing damage.

Cross Block (2 points): If you combine a 
Parry with your attack, you can spend all your 
Gobble Dice to completely foil one attack 
against you – even if it would normally be too 
fast to block, and even if its dice are Higher 
than your Gobble Dice.

Example: Ratso uses Cross Block. His Parry pool is 6d, 

as is his Dagger pool. Since he has to make 

an attack in order to use Cross Block, he rolls 

5d. He only gets one set, a 2x3. His opponent 

attacks him with a 3x10. Ratso decides to 

blow all his Gobble Dice to block it – even 

though they’d normally be worthless against 

tens. Note that he got to use this technique 

even though his attack failed.

Weaving Dodge (3 points): If you 
combine a Dodge with your attack, you gain 
AR2 to your arms and legs. This effect kicks 
in after your fi rst action for the round and 
lasts as long as you use Weaving Dodge. (That 
is, if you declare that you’re going to use it 
again, it’s still ‘on’ even before you act for the 
second time.)

Venom Blade (4 points): You may ignore 
three points of armor while attacking. The 
source of the armor does not matter.

Lockjaw (5 points): Instead of pulling the 
knife free after striking, this is a technique for 

leaving it in the same place while digging and 
twisting to worsen the wound. It works like 
Venom Blade, but you can only attack once 
while using Lockjaw. (You may, however, use 
Lockjaw as a multiple action with non-attack 
actions.) If you hit, during the Declare phase 
of the next round you may forego making an 
attack roll and simply use your previous result 
again. (If you use a multiple action with the 
continued Lockjaw attack, roll that pool with 
any appropriate penalties.)

Because you’re keeping the dagger inserted, 
the normal timing penalties to parrying 
or dodging it don’t apply. Someone whose 
Gobble Dice would normally be too slow 
can use them to get free of the technique. 
However, by defi nition this only happens once 
it’s done its damage.

Example: Ratso uses Lockjaw and rolls his 6d Dagger 

pool. He hits his opponent with a 3x4, 

stabbing him in the arm. He ignores his 

opponent’s 3 points of armor and does 3 

points of Killing damage to the arm. 

The next round, Ratso is going to continue 

his Lockjaw attack. In addition, he’s going to 

make a multiple action to parry with his free 

dagger. Ratso rolls 5d (his 6d Parry pool with 

the normal multiple action penalty) and gets 

a 3x2. His Lockjaw attack is automatically 3x4 

– even though he didn’t have 6d in his pool, 

his old rolls stays. His opponent rolls to dodge 

but only gets a 2x8 – it’s too slow to keep 

the Lockjaw from taking effect. On his action, 

he uses the two Gobble Dice to get himself 

unstuck and stagger away.

I swear to send my foe 
to hell, even if I must 

earn a place there.

-The Battle-Oath of the 

Night-Hunter Truils
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Path of the Razor Heart

Razor Heart is not just a set of skills (to hear 
its Dindavaran adherents describe it): It’s a 
philosophy. The sword is used as a metaphor 
for the soul. A soul that is clean, pure, and 
unifi ed in intent can shear through any 
obstacle. But when your soul wavers, your 
actions become shallow.

Whatever outsiders may think of 
the abstract ideas, it’s hard to argue 
against the school’s effectiveness.

Razor Heart techniques are used with 
Coordination+Sword.

Pure Commencement (1 point): You can 
draw a sword and attack in the same round 
without penalty. (See “Draw” on page 204 
for the usual penalty.)

Single Intent (2 points): If you make a 
single attack and hit, your blow does a point 
of Shock damage to your target’s torso, in 
addition to any other damage. That Shock 
ignores any and all armor. If you begin the 

round with your weapon sheathed, you can 
draw and attack with Single Intent and not 
take the usual draw penalty (just like Pure 
Commencement). Note that you cannot use 
Single Intent as part of any multiple action 
(except drawing the weapon, of course).

Submit and Kneel (3 points): If you 
successfully strike your opponent in the 
torso, he is immediately downed and loses 
a die from every set, not just one set. The 
benefi ts of Pure Commencement also apply, 
if appropriate. Submit and Kneel can be 
combined with drawing a weapon, but not 
with any other multiple action.

All Is One (4 points): If you make multiple 
sword attacks, or take other actions in 
combination with sword attacks, all your 
actions are timed to coincide with your fastest 
set. Furthermore, you do not lose dice from 
your sets as a consequence of taking damage. 
If you begin the round with your weapon 
sheathed, you can draw and attack with All Is 
One without the usual draw penalty.

Soul Sever (5 points): Make a single attack 
and hit. Any damage from the strike that 
would bleed over into the torso (because the 
limb is already full) doesn’t do so. Instead, the 
limb comes completely off. The limb is also 
severed if you hit a limb and fi ll its last box 
with Killing damage. 

If you hit the torso and fi ll its last box 
with Killing damage, the target is split 
in half – horizontally, diagonally or 
vertically, your pick. Killing someone 
in this fashion, produces an automatic 
Morale Attack 5. You cannot use Soul 
Sever as part of a multiple action, with 
the exception of drawing the sword. If 
you begin the round with your weapon 
sheathed, you can draw and attack with 
Soul Sever without the usual draw penalty. 

Example: Ming is battling his brother Tan to the death. 

They both know and intend to use Soul 

Sever. Both start with weapons sheathed 

T he greatest secret of 
warfare is this: The 

well-handled threat of force 
often works as well as force. 
The second greatest secret is 
that a failed bluff is far less 
disastrous than a lost battle.

-Fazhu the Unifier, 
“Secret Doctrines”
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and, in accordance with unspoken family 

tradition, they stare at each other until 

one cracks and draws. They both have 7d 

Coordination+Sword pools, but since the GM 

rules that the staredown counts as two rounds 

of aiming, they both begin with 9d. They’re 

unarmored and using greatswords that do 

Width+1 Killing, Width Shock.

Each can draw and strike without a timing 

penalty. Ming rolls 2x2 and 3x7. Tan rolls 2x4 

and 3x5. Striking fi rst, Ming does 4 Killing, 3 

Shock to Tan’s torso and knocks a die from 

Tan’s lower set. But Tan’s 3x5 hits Ming in the 

arm and puts 4 Killing, 3 Shock there. Since 

Killing damage goes fi rst, two of the three 

Shock convert to one Killing point, fi lling the 

arm. The last Shock point doesn’t go into the 

torso. Instead, Ming’s arm comes off and now 

he can’t use the greatsword. It’s up to Tan to 

decide whether to fi nish him or relent.

The Horsewoman’s Course

Mounted cavalry are a powerful force in open 
warfare – fast on the battlefi eld, able to get to 
distant fronts quickly, they’re a tremendous 
resource both tactically and strategically. Of 
course, they’re expensive and the riders are 
often arrogant, but when you really need a 
fl anking lance charge, they’re worth it.

The most highly trained cavalry drill in 
the maneuvers of the Horsewoman’s 
Course. These techniques are used with 
Coordination+Riding and can only be used 
by someone who’s mounted. (Technically, 
these should be an Esoteric Discipline, but 
since they fi t better in the Martial category, 
they count against the limit of fi fteen 
martial techniques, not the limit on esoteric 
disciplines.)

Rapid Mount (1 point): If you’re within 
ten feet of your steed, you can get on its back 
without a roll and without penalizing the rolls 
for any other actions you take. If all you do is 
get on your horse, it’s timed as if you’d rolled 
a 4x10.

Example: Reena the Confederate rider decides that an 

ambuscade of a dozen crossbowmen is too 

many to face alone, so she decides to saddle 

up and fl ee. If she just jumps in the saddle, 

she can automatically succeed and probably 

get in it before the crossbowmen can act. (It’s 

possible that their non-mook leader might 

roll a 5x match, but not bloody likely.) If she 

chooses to jump in the saddle and make a 

Coordination+Riding roll to get away, she 

rolls her full Riding pool (7d). In that case, 

she mounts at the same time that she starts 

moving. If her Riding roll fails, she still gets 

on at 4x10 – she just has a little trouble 

persuading her steed to get moving.

Noble Seat (2 points): Any animal you’ve 
trained cannot be frightened while you’re 
riding it. Any attempt to remove you from 
your saddle is made against Diffi culty 4. 
You do not take a multiple action penalty 
for combining Coordinaton+Riding and 
Coordination+Lance. 

Majestic Rearing Plunge (3 points): 
As Noble Seat. Also, your steed may attack 
without penalty while you’re on its back, 
and you may attack from its back with a +1d 
bonus to your attack roll. 

Strength of the Stallion (4 points): As 
Noble Seat, but if you hit your lance does 
damage as if the Width of your roll was equal 
to your horse’s Body stat.

Example: Reena is in a tournament with a blunt lance, 

but she still hopes to really hurt her loathed 

rival, the Duchess of Adanac. She uses 

Strength of the Stallion and rolls a 2x8 to hit 

the Duchess in the chest. Normally, a blunt 

lance would do Width+3 in Shock – in this 

case, fi ve points. Since they’re both wearing 

full plate with 3AR, that’s barely a scratch. But 

the Strength of the Stallion lets Reena use the 

Body score of her excellent horse instead of 

the Width. Her horse has Body 7, so now her 

blow does 7 Shock, even through the armor. 

Take that, Duchess!
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enemies had rolled a 2x2 and a 3x2, he would 

have spoiled only one set, even if he killed 

three unworthies.

Crimson Reaping (4 points): As Reaping Axe. 

In any round in which you attack unworthies, 

you produce a Morale Attack equal to your 

Axe Skill. This happens even if you don’t roll 

any successes.

Harvest of Cries (5 points): You must 

kill someone before you can activate this 

technique. Once you dispatch at least one 

enemy, the others become wary of you when 

you perform this technique, which is an 

intimidating, whirling dance. Every round 

you use this technique, unworthy opponents 

can only target you with missile fi re, unless 

you’re the only available target. No unworthy 

opponent chooses to attack you hand to 

hand if there is any viable alternative. You can 

only use Harvest of Cries if you’re attacking 

with an axe, and it only works on unworthies 

who’ve seen you kill somebody.

Shattering Charge (5 points): If you take 
a single round to charge at full gallop before 
striking, you can use a Shattering Charge 
when you hit. Shattering Charge destroys up 
to 6 points of armor on a target, permanently. 
The damage of the strike is doubled. While 
you’re charging, opponents cannot strike at 
your head – any blow that would have hit 
location 10 is a miss instead.

During the two rounds that a Shattering 
Charge requires, you get the benefi ts of 
Noble Seat as well.

The Winnowing Axe

The prized battle secrets of the Truil 
tribes’ elite front-fi ghters, Winnowing 
Axe techniques are prized for their 
ability to let a single hero mow through 
legions of lesser adversaries. 

Winnowing Axe techniques are (naturally) 
used with Coordination+Axe.

Sweeping Slash (1 point): You may make 
two axe attacks without a penalty. These 
attacks can only target unworthy opponents.

Reaping Axe (2 points): As Sweeping 
Slash. Any minion you attack with Reaping 
Axe is treated as if his Threat was 1.

Inexorable Winnowing (3 points): 
When you use an attack set to kill an 
unworthy opponent, you affect a number of 
minions equal to the Width of your set. Note 
that this does not let you ignore the Threat of 
your enemies. Furthermore, you only damage 
one of the unworthies’ sets – unless, of 
course, there are fewer mooks remaining than 
sets for them to apply.

Example: Ruhk uses Inexorable Winnowing against eight 

unworthy opponents. They have Threat 3. He 

rolls a 3x6. Instead of killing one minion, he 

kills three. If he’d rolled a 2x6, he would kill 

two. If he rolled a 2x2, he would have no 

effect because it’s under their Threat. If his 

Heluso & Milonda: Horsewomen

It is an article of faith on both continents that 
riding any steed astride makes men impotent. 
Therefore, those armies that use cavalry either (1) 
train women, (2) use eunuchs or (3) ride sidesaddle. 
The Horsewoman’s Course can’t be used sidesaddle.
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rope.

Keep a
spare horse.

Never put your
pack down.

Pay respects
at the battlefi eld.

Pass here at noon
or not at all.

Don’t ask what’s 
in the soup.

Money of no value.
Bring fruits.

If you catch fi re,
let yourself burn.

Touched by gods,
make no stops here.
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“T hey are a people more 

courteous than kind, 

more cunning than wise, more prone 

to pleasure than joy. Be cautious.”

-Rold Harfoun, 

Journeyman Exporter

“T hey are a people more 

The Final Nation

The Empire

Shade

Never speak to natives,
no matter the pain.
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This is the story the people of The Empire tell.

“It is not every day that a Crown Prince comes of marrying age, nor 

is it every day that a king is widowed, nor is it common for a ruler to 

set aside a barren bride. Rarer still, then, a year in which not one but 

four monarchs would fi nd themselves in need of a wife. For it to happen 

when a beautiful young maid, a princess whose father had no male 

heir and whose health was tottering, herself came to wedding age? Ah, 

that’s a contrivance to shame the laziest of storytellers, but it happened. 

It happened in the Center Kingdom and the four eligible kings just so 

happened to rule the four nations it touched upon.

“Some would (in hindsight) see this unlikely conjunction of events as 

evidence of divine will, and not particularly subtle will at that. Still 

others say the world is wide and strange, and forever is a long time. 

What prodigies, coincidences and odd happenstances might emerge in 

the fullness of ages? Still others, of a more cynical mind, mutter that the 

will at work was more mundane than divine, and not particularly kind. 

Now, so many years later, who can say that it was sterility alone, and not 

greed for land, that led the King of the Sunless Plains to set aside his 

wife and pitch woo to Serenity, Center Princess? Who can say that some 

devious manipulator – perhaps the king himself! – did not engineer the 

mysterious circumstances behind the death of the Deerwood King’s wife? 

Who can unravel the exact choices that led to the unseating of a happily 

married Pahar king and his replacement by an unwed nephew? Indeed, 

only the Prince of the Western Marches is above suspicion and reproach, 

by virtue of having been born only one year before Serenity herself.

“No, it meets not to speculate on ages-gone cabals. Rather, let us turn to 

the matters of historical fact, which is that all four of these monarchs 

made proposal to the princess. The Master of the Sunless Plains wrote her 

fulsome verses, the ruler of the Pahar sent sumptuous gifts, the Prince of 

the Marches offered to meet any of his rivals in single combat, while the 

King of Deerhome went further and threatened to fi eld his army and 

conquer any nation that defi ed his suit.

“War across fi ve nations seemed immanent when Serenity invited the four 

swains to her father’s citadel. There they were feted and celebrated for a 
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week and a day, as the fair Princess gave her attentions fi rst to one, then 

to another. By night she showed the Prince of the Marches the grace of 

her dancing, and by day her skill with hawks to the Deerwood King. She 

traded quips with the Sunless Master and debated philosophy in his own 

language with the exotic Pahar. By the end of but one day, each man was 

smitten by the lady herself, and not merely the thought of the lands her 

father possessed. A week beyond that and they were close to crazed.

“In that state of near madness, she invited them to a private dinner upon 

her terrace, overlooking the fairer side of her nation, and when they had 

all had a bite and a sip she made her proposal. ‘Gentle kings,’ she said, 

‘The pain of choosing among you is simply too great to bear. Even the 

loveless and lonesome can count themselves lucky beside me, for while 

they have no one and therefore no one to lose, any way I choose returns 

a threefold loss! To scorn any one of you, let alone three… nay, it is 

too brutal, too bleak! Better that I should take holy vows, offer up my 

chastity to the gods, and take solace from what could have been. Better 

still, perhaps, to die and thereby escape the riddle I cannot solve!’

“With that she moved towards the terrace edge, though not so quickly that 

all four suitors could not interpose (and it must be said that the Deerwood 

King, lamed by a fall from a horse, was not quick on his feet). ‘Take not 

from this world its fairest fl ower!’ cried the Sunless King. ‘Seeing you in 

another’s arms would be bitter,’ said the Pahar King, ‘But not so cruel as 

the guilt of being any part of your death.’ ‘Is there not some way?’ asked 

the Western Prince plaintively. Only Deerwood was silent.

“The Princess lowered her eyes and said, ‘Well… I know that in Deerwood 

there is a custom of greater marriages, in which one man holds several 

wives. It would fi ll my heart to bursting if I could somehow marry all four 

of you, but I hesitate to even suggest such a greed of happiness…’”

“The Prince of the Marches reared up as if stung. ‘Share a bride?’ he said. 

‘How could such a thing be countenanced?’ ‘Is it not an offense before 

heaven?’ said the King of Pahar. ‘Ah no,’ said the Sunless King. ‘At least, 

our gods, whom we share with the people of Center, have been known to 

stretch the boundaries of wedlock. Indeed, I myself have had sad occasion 

to step out from a fruitless bond, and in this our priests fi nd no sin.’
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“‘But what of the succession?’ asked Deerwood. ‘I cannot put my lands 

under the rule of any of these men, when my day comes to leave this life.’ 

‘Surely a child and heir cannot but arise before that sad event,’ said 

the Princess. ‘If our offspring be too young, some sort of regency can be 

arranged, as has happened from time to time in all nations. Of course, 

my fi rstborn would, then, be heir to all fi ve kingdoms.’

“At those words, the four kings fell silent. Each looked at the other, 

shrewdly contemplating Pahar’s trade, Deerhome’s fi elds, the great armies 

of the Marches and the riches hidden in the Sunless Lands. All this, they 

surely thought, plus the history and grandeur of the Center Kingdom, 

could fall to my child. My heir could rule a land greater by four times 

than what I now hold, a land that spans two continents… 

“The four men thought, and then the Pahar spoke. If he did not say the 

thought that surely weighed upon all of them – ‘What if another man’s 

son takes my land?’ – he came close enough, asking ‘Yet how are we to 

know who has the honor of fathering this most fortunate of children?’

“The Princess cast her eyes modestly downward and said, ‘In truth, I had 

not given much thought to those matters, being unwed and innocent of 

matters of sensuality. I suppose that each would take an equal chance 

with the others, though, of course, my favors might fall more heavily to 

the one who was…’ She turned a delicate crimson and at that moment 

history chose its new course. What king, indeed, what man, could step 

away at that? What ruler would not stake his own kingdom on his 

bedroom prowess, that his child might inherit fi ve?

“Thus it was that Princess Serenity married four kings, outliving them 

all and producing a succession of no less than seven girls, while the fi ve 

nations struggled to govern in concert. By the burial of her last husband 

and her own crowning as Empress, she had married three more men and 

produced her only son, but by then it was clear that her eldest daughter 

would one day claim her throne. So it has been since her time, with the 

Empress taking those husbands who please her and giving an ever-greater 

kingdom to her daughters. So may it always be! All honor to the Empress!”
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The Crimson Guard

The Imperial Crimson Guard is widely known as the most incorruptible team of 
bodyguards in the world. That seems strange, perhaps, given that they work in 
what may be that world’s most corrupt political system.

To join the Crimson Guard, one must be superb with both edge and enchantment, 
since the magic unique to the Guards is inextricably combined with a secret 
blade system. With their art they can conjure fl ying weapons, biting animals, and 
whirling shields against attack. It is fueled by blood: Their own, or another’s it 
makes no difference.

Membership in the Guards is completely voluntary, and the rewards are 
sumptuous. The Guard is permitted access to every place in The Empire, even the 
Empress’ private bedchamber, with one exception only. They receive no salary and 
need none, since any material wish is granted, unless it confl icts with their duty. 
(Most of them live in the palace, though those who survive to retire are typically 
given lavish estates.) The fi ve nations of The Empire are constantly scoured for 
the most beautiful, charming and accomplished young men and women, who are 
offered the same degree of material excess for two years just to accompany and 
entertain the Guards. If they can convince one of the Guard to marry them, they 
partake in the wealth and privilege permanently.

Despite those lures, the Guard has only thirty members. There are few volunteers, 
because to join the Crimson Guard you must give your life to the Empress, and 
that gift is accompanied by physical deformation.

The attunement rite for Guard magic involves having the bottom of one’s face slit 
open and the lower jawbone removed. This is permanent. The jaw retains a link 
to the life of the Guard. If the jaw is broken, the Guard dies. The Hall of Bones, 
where these talismans are kept, is the one place in The Empire the Crimson Guard 
are forbidden to enter.

These women and men stand between the Empress and all enemies. Their hideous 
faces hidden behind iron masks, they cannot even speak save through their sorcery. 
They know their mistress can, if given reason, walk into the Hall and destroy 
them. They have surrendered their lives, their voices and their futures to The 
Empire, many from loyalty… and many simply for the chance to know they are 
the most feared combatants the world over. 
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Overview
The Empire is in serious decline. Once the most powerful nation, period, 
it has been reduced to a shadow of its former self. Of course, it’s a shadow 
that’s still twice as big as any of its rivals, it’s still the richest country in the 
world, and it still has a terrifying military. 

This leaves its citizens suspended in spirit between past glories they can 
never hope to match, and current rivals that they readily overshadow. Some 
see The Empire as a frustrated country, beset in the east by a border war 
that’s never really stopped for the last twenty years, and hedged in the west 
by Dindavara’s looming military reputation and Uldholm’s blossoming 
genius. The borders of The Empire are unsettled and uneasy, but many miles 
away at the center, things are good, cities are impregnable (as they’ve always 
been) farms and mines and ranches produce ferociously. The Empire is ruled 
from this core, where everything looks great and the unrest on the border 
seems unimportant. 

Or so it was until the last Empress died so suddenly – and so mysteriously.

Values
The Empire is decadent. Sure, there are still people who work hard, 
save their money, lead sober lives and try to get ahead… but they’re the 
commoners. They no more represent The Empire (which is an old-fashioned 
tyranny of the blood) than the views of the pigs represent the farm. National 
priorities trickle down from the Empress, through her bizarrely inbred 
tangle of fi ve royal courts, and then on to the citizens. Imperial values are 
noble values.

Awareness of the past’s lost grandeur – inescapable in a nation crowded with 
monuments that are now, often times, becoming decayed and overgrown 
– calls for one of two responses. Some Imperial nobles get angry or inspired 
and agitate to regain the territory, power and glory long gone. But they’re 
the minority. (Admittedly, they’re the capable minority that keeps the 
country running.) 

Far more of the nation’s leaders develop a spirit of stoic acceptance. They 
shrug, they smile a sad little smile and say “Ah, once…” It’s a phrase that 
gets used often to dismiss lapsed opportunities, thwarted ambitions and 
lost dreams.

The primary values then, are pleasure and tranquility, ideals that are 
frequently at odds. A sybaritic life can lead to a spiral of escalation as more 
drugs, bigger feasts, more frenzied dancing, more exotic sexual conquests 
and more bizarre artworks are needed to penetrate a soul stuffed to the 
point of surfeit. But at the same time, a calm and cool acceptance of what 
life presents, good or bad, is regarded as the most admirable quality. The 
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perfect Imperial then, is someone who lives like there’s no tomorrow… and 
who confronts tomorrow’s arrival with a shrug and a muttered “Oh well.” 

Passion is something it’s better to appreciate than possess. The Imperial 
way is to remain detached while observing Dindavaran duels, or Uldish 
endeavors, or Wuhra musical performances. Too much enthusiasm is met 
with condescension. Unless one can be excellent without effort, excellence 
is not an unalloyed virtue. Effort is just… distasteful.

But in the same way over-enthusiasm is disdained, so is complaining. If 
Imperials are cynical, it’s a cynicism without anger or bitterness. Why be 
upset when life has handed you hard luck? You deserve no better. Why be 
arrogant when fortune smiles? Everyone else is equally deserving. 

The one thing that is pursued without 
compunction in The Empire is power. Oh, 
it’s important to behave like you don’t 
care about it, but at the end of the day, the 
scoreboard tallies control. Virtue is quaint. 
Discipline is amusing. But being able to 
make others do what you say, be it through 
threat or bribery or religious authority… 
that matters. An evil, murderous thug is 
more likely to be forgiven his excesses than 
a cowardly politician who hesitates for fear 
of doing something “wrong.” The thug may 
be persecuted in court (especially by those 
whose power he challenges) but the timid 
bureaucrat will never be invited to the 
important soirees. 

Culture
The spirit of “Ah, once…” shapes every aspect of Imperial culture. It often 
leads to an odd marriage of magnifi cent effort and laziness. It can take the 
form of a brilliant painting done on coarse cloth, or an inspired play that 
peters out at the end, or a magnifi cent gown that just hasn’t been tailored to 
fi t right. Outsiders sometimes feel that the artisans of The Empire sabotage 
themselves whenever they do anything that approaches true greatness.

That said, there are some geniuses working in The Empire – usually geniuses 
of the spoilt and overheated variety. In the capital one may meet a painter 
who is unsurpassed at capturing the tones of human fl esh, but who uses 
his skill solely to paint portraits of scars, pustules and suppurating injuries. 
Moreover, one may meet nobles dedicated to his vision, eager to display it in 
their homes and discuss its manifold virtues. 

At the center, things are good, cities are 

impregnable (as they’ve always been) farms 

and mines and ranches produce ferociously. 

The Empire is ruled from this core, where 

everything looks great and the unrest on the 

border seems unimportant.
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The Empire is still the crossroads of the world, and any technique that is not 
actively protected (such as the secret of Uldish architecture) eventually gets 
digested, syncretized and turned to fulfi lling the whims of the nobility. 

Imperial music at its best fi nds unique combinations of instruments from all 
over the world, alongside the native marimba, kettledrum, bugle and fl ute. 
It is often sad, beautifully so, but soft and ephemeral. 

The worst Imperial music is a thick, clashing mélange, a sort of sound salad 
stolen from anywhere and everywhere, patched together solely for the sake 
of novelty and challenge. It’s music that doesn’t care if it’s liked, that earns 
points for being disinterested in the audience. But far more people support 
the idea of it than actually hum its tunes while bathing.

Sculpture, painting and theater also aim 
to shock and titillate. Thirty years ago the 
sculptor Tyler Laws declared that “The 
highest art is to show a beautiful woman 
at her moment of greatest anguish,” 
and his brutal, magnifi cent pieces are 
still regarded as a high-water mark. 
(The sculpture, “My Child is Dead” was 
displayed in the last Empress’ private 
bedroom.) A very popular play is “Foreign 
Parts,” in which characters who are (by 
their dress, manner and speech) obviously 
from the fi ve kingdoms of The Empire 
go through humorous, horrifi c or simply 
odd situations, to which they react with 
inappropriate, completely illogical and 
nearly inhuman responses. It’s been 
running strong for fi ve years now.

The fundamentals that under-gird Imperial culture vary among the fi ve 
nations that once comprised it. While their governance is now hopelessly 
intertwined, thanks to 200 years of scheming intermarriage, the styles of 
The Empire’s fi ve regions are still distinct enough to provide foundations 
for artistic efforts, even though those efforts are likely to mix and mingle 
infl uences freely, hybridizing with other styles Imperial or exotic.

The Center Kingdom is the dominant political entity – the ancestral home 
of Serenity, the fi rst Empress. Cosmopolitan even centuries ago, Center 
culture is polite, unassuming, bland, tasteful, decorative, pastel, melodious 
and utterly unfashionable. Once ascendant, it has hit its limits and is now 
regarded only with ironic disdain. People from Center all have better things 
to do than be loyal to their native folkways. It has suffered the blow from 
which few aesthetic modes can recover: It has become quaint. 

The Empire’s fi ve regions are still 

distinct enough to provide foundations 

for artistic efforts, even though those 

efforts are likely to mix and mingle 

infl uences freely, hybridizing with other 

styles Imperial or exotic.
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The Sunless Plains is the western region that lies in an area of perpetual 
shadow. Unlike Pahar to the east, they embrace the gloom. Their arts are 
somber, brooding, melancholy, melodious, soothing and soporifi c, with only 
the occasional lunge into emotional excess. Sunless symphonies generally 
follow a formula, being lengthy, moody and quiet until a movement 
of unexpectedly loud, hysterical and overblown effort, followed by an 
exhausted return to minimalism. Their arts and crafts similarly tend to 
muted hues but complex, contorted and phantasmagorical forms. 

While the pose of angst and despair is a common one in the Sunless Plains, 
true natives know better than to take it seriously and leaven it with gallows 
humor and a counter-ballast of stoic acceptance that sometimes verges 
on nihilism. 

The generalization about the people of the dark plains is that there are 
two types. There are those who are utterly unaffected and care about 
nothing. Then there are those who harbor some deep, secret obsession that 
borders on madness. While this is only as true as most such stereotypes, it’s 
important to understand that many nihilists strike a fervid pose, and many 
who are enslaved by their passions cloak it in cynicism and languor. Then 
again, there are some who just wear their hearts on their sleeves and are 
done with it.

Self-destruction is a national fascination there. People of the Sunless Plains 
joke about suicide, they fantasize about suicide, but they have nothing but 
contempt for people who actually commit suicide. The only exceptions are 
those who go so battle-mad that they’re cut down in some foolish charge, 
typically against raiders from the Lightless Jungle. Martyrs for the safety of 
the Plains are adored.

The Western Marches were historical enemies of the Sunless Plains, and 
though welded together in The Empire, the rivalry remains an instinct in 
both. Bordering Dindavara, the Western Marches never had time for Sunless 
angst. They’re a bold, boisterous people who like hard drink, tough fi ghters, 
and brisk music about tough fi ghters drinking hard. Their design philosophy 
tends towards the practical, with an emphasis on being as large and imposing 
as physically possible. Bold primary colors in bright blocks characterize their 
visual style. 

The Kingdom of Pahar has retained more cultural integrity than any of 
the other nations in The Empire – many of the people there still speak the 
Pahar language (though almost all speak Imperial in addition, of course). 
The Pahar are an anomaly among the Imperial Kingdoms because, while 
they had an executive king at the time of the fi rst Empress, they also had a 
tradition of participation in government. Every individual has a sacred right 
to express an opinion, and an elected council of regional representatives 
served the king instead of the more typical dynastic nobility. Pahar was the 
fi rst of the core Imperial kingdoms to rebel, two generations after the fi rst 
Empress. It was useless, of course: The combined armies of the Sunless 
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Plains, Deerwood and Center overwhelmed the Pahar in a lengthy and 
bloody campaign, ending in the execution of all the elected offi cials. But the 
third Empress was generous and, instead of carving the Pahar state up for 
the three attacking kingdoms, she kept their king on the throne and allowed 
them to continue with their traditions, as long as they swore allegiance to 
her fi rst and their king second. The Pahars are a fi erce, independent, often 
whiny people noted for not suffering setbacks gladly. By the same token, 
they’re festive and boisterous during good times and loudly expressive of 
anguish in bad times. To a mannered Centrist or a nonchalant Plainsman, the 
Pahars seem to live at the top of their lungs. 

The Pahars started out ethnically distinct from the natives of the Sunless 
Plains and Western Marchers, as they come from golden-skinned Milondese 
stock while the other nations are dark-skinned Helusan. (The Centrists 
are, aptly, a mixture.) They are on the Milondese side of The Empire’s dark 
area, and they make up for their perpetual twilight with liveliness, passion 
and an infl exible tradition of hospitality. Even someone’s worst enemy can 
expect a safe bed for the night if he asks politely (though it may be a hard 
bed, and he might get knifed fi rst thing in the morning). Their buildings 
tend to sprawl, low on the landscape, added to as needed and built with an 
eye to future expansion. Their tastes in clothing are much the same, with a 
deep-seated love of bright color and complex pattern. Their music refl ects 
their willingness to express any and all emotions, often all at once, and Pahar 
dramas tend to be long, complicated and loud – after all, by the seventh act, 
the performers often have to drown out sobs and cries of anger from the 
audience. When it comes to jewelry, decoration and sculpture, the Pahar are 
highly skilled at crafting abstract, complex and regimented forms. The same 
sorts of geometric patterns are used on everything from pottery to clothing 
to the adornment of furniture and even ceiling rafters. 

While they may seem similar to the Western Marchers, the difference is this: 
The Marchers idealize those who take action, while the Pahar culture hero is 
the thinker, the philosopher or the artist. They prize their idea-makers, and 
have therefore entered a niche as The Empire’s foremost ideologues. Their 
sorcerers are nothing to sneeze at either. 

Deerwood is a kingdom of sunlit fi elds and forests on the eastern end of The 
Empire, adjoining Center and Pahar. Historically agrarian, the people of 
Deerwood have always prized wisdom, equanimity, and a balanced view of 
the world. The passions of the Pahar, the vigorous patriotism of the Western 
Marchers, the morbid fascinations of the Sunless Plains… all of these seem 
a little overblown and foolish to the phlegmatic people of Deerwood. 
Philosophically, they’ve always been closest to Center, though they approach 
their bland-faced stance of acceptance from opposite directions: The 
people of Center are stoic out of resignation and cynical pragmatism, while 
the people of Deerwood are stoic out of calmness, contemplation and a 
conscious decision that nothing good comes from getting worked up.
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The Empire’s Collapse

The history of the Bloodcutters (see page 66.) explains how The Empire was able to 
expand so far, both conquering and controlling a vast span in a short time. But the 
same morbid enchanters who upheld The Empire’s reign of fear were the instruments 
of its downfall.

For decades the Bloodcutters served loyally, keeping noble families in line, punishing 
anyone who spoke out against the conquerors and, on occasion, wiping out entire 
families to make their point. Their magic strength was compounded with political 
status… but in the end, they had little real authority. The actual power to 
command and compel was jealously guarded by the children of the Empress, and the 
interlaced noble houses of the fi ve kingdoms. 

As anyone might in their position, the Bloodcutters asked themselves why they were 
not kings. After all, the tactics that had brought The Empire’s foes to heel would 
seem to work just as well on The Empire itself.

They did a lot of damage before they were all killed. Most signifi cantly, they 
decimated the families that had gone out to the new provinces to take control and 
make their fortunes. (No fools, the most elite Imperial families were careful to 
keep the Bloodcutters far from themselves and their offspring.) Some Bloodcutters 
were killed out of hand before they even had a chance to hear about their fellow 
magicians’ conspiracy to enslave the Empress. Some escaped, for a time, and brought 
as much ruin and chaos as they could just to cover their own tracks. 

The Empire was thrown into upheaval by the Bloodcutter betrayal. Not only was 
their hold on their farthest lands greatly weakened, but their own core was in peril. 
Nation after nation seized the moment, breaking their chains while they were weak, 
but their own vengeances against the hated Bloodcutters made them targets as well.

In the end, it all came down to a question of whether the conquered lands hated the 
distant Empire more, or the Bloodcutters who had been their immediate tormentors. 
When the Empress began offering freedom to those who helped her scour the 
Bloodcutters from the faces of both continents, the die was thrown.

They called it “The Orphan Army.” Soldiers, pursuers and magicians from all nations 
came together to seek out and execute every last Bloodcutter. They spoke different 
languages and practiced different customs, but they had in common a desire to 
defend their kings and princes, and one other thing besides. Every last one of them 
was chosen for a lack of living parents or children or siblings. Every one of them was 
completely invulnerable to the Bloodcutters’ threat.
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Out in the small holds and villages, the Deerwood spirit is alive and well, 
though it has been heavily infl uenced (some would say “corrupted”) in the larger 
cities and among those who travel through The Empire and beyond. Deerwood 
citizens have an unearned reputation for being stupid, simply because they think 
– hard – before they speak. Among the other peoples of The Empire, they get 
the most respect from the Centrines (who like their manners) and the Marchers 
(because Deerwood shares their contempt for empty speech). Clothes, food 
and art in Deerwood tend to be spare, simple and representational, while 
Deerwood design is extremely plain, practical and unadorned. As they have 
little native mineral wealth, there is little tradition of decoration with precious 
stones or metals. 

Cuisine

Imperial cuisine has been likened to a peasant 
army: It seeks to overwhelm through mass 
and excess. People of the Sunless Plains 
favor subtly nuanced cuisine and prize 
unusual fl avors and textures. Much of the 
Uldish affectation for strange foods like the 
briskly cleaned and sautéed rectums of blind 
albino lizards can be traced to Sunless Plains 
infl uence. (For what it’s worth, the name of 
that particular dish is “nubblies.”) For Western 
Marchers, meat is the rule and massive 
presentation is the ideal. Their chefs are the 
world’s foremost experts at cooking a whole 
cow evenly. Pahar meals are typically broken 
into courses with distinct and intense fl avors 
– a sour course, a scalding spicy course, a 
sickly-sweet course. A contrasting beverage 

accompanies each (something sweet with the sour course, bland milk or water 
with the spicy, and sharp clear liquor with the desert), and they’re separated by 
a block of black Pahar bread. The Centrists favor smoked meats, and are known 
for elaborate savory marinades with a little warmth (but nothing like a Pahar 
hot course). Centrists are also great eaters of raw vegetables, and though the 
process of cooking them is often practiced in the Center melting pot, many still 
believe that raw is best. Deerwood cooking is, as one would expect, simple, 
bland and plentiful, but thanks to a regional squeamishness about meat that isn’t 
perfectly fresh, it’s often quite savory. 

Clothes

If Imperial food is overwhelming, their clothing is convoluted to the point 
of madness. Simply put, it’s everything. As the crossroads of two continents, 
The Empire is ideally placed to sample any and all foreign fashions, endlessly 
recombining them with the base fashions of their native countries. One might 

Much of the Uldish affectation for 

strange foods like the briskly cleaned and 

sautéed rectums of blind albino lizards 

can be traced to Sunless Plains infl uence. 

(For what it’s worth, the name of that 

particular dish is “nubblies.”)
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Barkwater: Deerwood’s Only Obsession?

There is one exception to the Deerwood tendency towards simple cuisine, 
and that is the matter of barkwater. Barkwater is the Deerwood drink and 
most residents drink a minimum of three large mugs every day. (Six is more 
common – one with each meal and in between for refreshment.) As one might 
guess from the name, barkwater is boiling bark in water. Specifi cally, it’s the 
bark of the waterwood tree (named, of course, because it’s the tree from which 
barkwater is made). (There’s quite a “chicken and egg” debate about whether 
the tree was named for the drink or the drink inspired by the tree.) 

Outsiders prepare barkwater by putting a chunk of waterwood bark in some 
boiling water and pulling it out when the water turns brown. Then they 
drink it, maybe with some honey or milk or a little juice from the sour Pahar 
peq fruit.

Deerwood natives, on the other hand, are uncharacteristically fussy about 
nearly every stage of preparation. Just about every family has its own small 
waterwood grove, and there are many closely studied breeds, each noted for 
its unique fl avor and each with partisans who swear that it (and it alone) 
has the best taste. Barkwater afi cionados all have their own preferred way of 
making it, with different degrees of boil, different steeping times, different 
amounts (or even types) of milk or honey or juice. They debate about whether 
the bark should be added to the water cold and boiled with it, or added after 
the water is boiling, they argue about whether it should be ground up and 
strained out, or left as a chunk, whether it’s best fresh or aged, whether the 
bark should be harvested from the southern or northern side of the tree.

In short, barkwater is almost endlessly customizable, and in a culture where 
practicality tends to make people very much the same, it is one area where 
complete idiosyncrasy is permitted and respected.

Barkwater consumption has spread through The Empire and beyond, but 
while it’s broadly available, no other people are as manic about it as the 
people of Deerwood.



2�2

assume that the strongest infl uences would be the most proximate, but one 
would be wrong. Novelty and exoticism lead the Imperial Court to favor 
strange and outlandish custom from distant lands. The last Empress spent 
an entire summer dressing in the garb of Opetkan prostitutes and so (of 
course) every other woman in the court did as well. 

For what it’s worth, the national garbs of the fi ve nations are as follows.

Deerwood: None. Literally. The people of Deerwood live in warm 
forests where stinging insects and rash-provoking plants are luckily rare. 
Consequently, there’s no real nudity taboo (at least, not in the summer or in 
really warm rooms). Deerwood people are perfectly comfortable wearing 
nothing but what nature gave them and fi nd no humor or erotic potential in 
simple nakedness. 

Center: The traditional Centrine (if one can fi nd any such person) wears 
loose trousers with wide cuffs over high boots and stockings in the winter, 
and over sandals in summer. The shirt is blousy, untucked and loose in the 
sleeves, sometimes with a cord connecting the elbow to the shoulder, so that 
the forearm sleeve stays put when rolled up. Colors are muted pastels.

Two elements of Center design remain in use, mainly because they’re 
practical. One is a pocket over the center of the chest, into which items 
of particular worth (usually sentimental value) are placed. Over the heart 
pocket goes a loose triangular kerchief, tied behind the neck. The peasants 
still keep their thick kerchiefs for face wiping or scarf duty in winter. Over 
the years, the courtier’s kerchief has become a froth of extremely fragile, 
delicate lace. (This fashion was adopted after an Empress learned that some 
courtiers had actually developed martial techniques based on the most 
effi cient way to strangle someone with a sturdy kerchief.) 

The Sunless Plains: Black, of course. Naturally. Specifi cally, tight black 
pants and blousy black shirts with lots of fl ounce. Flouncy loose white 
shirts are also acceptable. Jewelry is silver and you shouldn’t wear too many 
pieces, but the pieces should be large, impressive and vaguely frightening. 
Also, a cloak is mandatory, always black (although red lining is acceptable for 
formal occasions), always ankle-length. In the summer, a very light cape is 
worn, usually in the hopes that it will catch the wind and swirl dramatically. 
In the winter, heavier cloaks with deep cowls and fur lining are obligatory. 
Where there’s a cloak, of course, one needs a clasp. Clasps should be big, 
fancy and look like they could possibly double as assassination weapons.

Everyone from the Sunless Plains wears overblown fashions. The ones who 
make it look good know they’re overblown, and celebrate it.

Pahar: Living on the dark side of The Empire, the Pahar favor hues that look 
nice by fi relight. It’s a lot of brown, burgundy, russet and black with yellow 
highlights. The Pahar take great pride in their complex weaving (though 
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a few import intricate fabrics from Uldholm – telling no one, of course). 
Everything tends to be layers with gaps that show other layers beneath – so, 
a vest over a low cut shirt with slashed sleeves over another shirt, maybe 
with a jacket over the top of that. Men wear pants and women wear skirts, 
and they don’t mix. (Unless, of course, they’re bucking tradition. Of the fi ve 
nations, Pahar is by far the one least likely to buck tradition. It’s that whole 
business of ‘having a cultural identity.’) Young people are likely to modify 
the gapped layer concept so that the gaps reveal little peeks of fl esh. This has 
been going on for ages and still titillates. 

Accessories tend to be intentionally intriguing and often oddly shaped. A 
Pahar hat may be a cone, possibly with ribbon spiraling around it, or it may 
drape around the neck or even curve about with mock horns. They wear 
gloves with fringe on the back in winter. Their shoes curl up – way up – at 
the toes. Pahar couture is odd and elaborate and it makes no attempt to 
disguise those facts.

The Western Marches: Men? Rugged dark 
pants that hide a stain, heavy boots you can 
walk in, and a bright tunic, maybe printed 
with blocks the size of your head. Add a big 
belt or baldric, maybe a broad-brimmed hat 
if it’s sunny and a thick coat (preferably fur 
or wool) if it’s cold. What more do you need? 
A man getting married or knighted might be 
browbeaten into wearing a doublet and hose.

Women wear pants for the really dirty jobs 
like autumn butchering (or cavalry charges) 
but skirts are more likely in the everyday 
wardrobe. Just like a man, it’s probably dark 
colored and showing signs of being washed a 
lot. Shoes are sturdy and practical. Top it with 
a bright blouse (one color usually but often 
cut low enough to make an Uldish barmaid 
blush) and a kerchief for the hair, and she’s 
ready to go. If she’s really on top of things, the 
headscarf matches the shirt.

At formal times, the women of the Western Marches deck themselves with 
gauzy, lacy, diaphanous gowns fully loaded with seed pearls and embroidery, 
but even then the most impractical shoe you can expect is a slipper. Dressing 
up is fun, but not if it’s going to ruin your arches. 

You might assume the many factions, 

cabals, noble houses, conspiracies, 

philosophies, nations, courts and 

royal families of The Empire despise 

one another. Often times they do, but 

there are cases where there’s respect, 

even admiration or affection, but they 

scheme anyhow.
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The Political Situation
The short version is, everyone schemes against everyone. But that’s 
misleading and doesn’t tell the whole truth, because you might assume that 
it means the many factions, cabals, noble houses, conspiracies, philosophies, 
nations, courts and royal families of The Empire despise one another. Often 
times they do, but there are cases where there’s respect, even admiration 
or affection, but they scheme anyhow. There’s a callous pragmatism to 
their powermongering, often completely uncoupled from farcical ideas 
of “ethics” or “morals” or “a common good.” Many Imperial power cliques 
see themselves as no better than their adversaries. Quite simply, they want 
power to make them selves comfortable because those rivals certainly aren’t 
going to bother with it.

Thus, while no one’s really all that loyal 
(except the Crimson Guard, of course) 
no one’s fanatical either. Picture pigs at 
a trough: They may grunt and butt at 
one another, but none of them are fi erce 
enough to spill any slops. 

Pahar would rebel if it thought it could 
get away with it and that it would wind 
up better off. It might even rebel if its 
revolutionary leadership thought they 
could squeeze attractive concessions out 
of the Empress in return for peace. (And 
if they thought the inevitable reprisals and 
quelling would fall most heavily on their 
rival revolutionary factions. For example, 
the revolutionaries who want to restore 
the monarchy to total power hate the 
revolutionaries who want to free the Pahar 
democratic governance from the tyranny of 
Imperial oversight.) 

None of the other four nations are anywhere near as close to open 
insurrection, but there are still problems. The biggest one is money. Despite 
its lavish entertainments for The Empress, and its legendary reserves of coin, 
and the taxes gathered yearly from the largest span of territory under one 
crown, The Empire is nearly bankrupt. Not literally, of course. The money 
is there, somewhere, but there have been so many generations of petty 
bureaucrats and wily nobles scheming to get their fi ngers in the pie plate 
that it is damn near impossible to get money or pay for things on a large 
scale without a personal letter from Empress Dove herself. It’s not poverty 
as everyday people know it. It’s just a clogged nightmare of fi scal corruption, 
blatant selfi shness and asinine irresponsibility.

The Empress keeps legions of husbands who 

exert no political control whatsoever, and 

the typical means of linking oneself to a 

monarch (marriage, such as demanding the 

princess’ hand or being offered it as a sign 

of truce) is absent. Therefore, no one feels 

completely certain that she’s an ally. 
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Then there’s the matter of Empress Dove. Recently placed on the throne at 
the tender age of fourteen, she takes command under a cloud: The cloud of 
her mother’s unsolved murder. No one has suggested that Dove was involved 
(and lived) but the nagging issue of her happening to benefi t to the tune of 
taking over the world’s greatest political entity has escaped exactly no one’s 
notice. Add in the fact that Empresses keep legions of husbands who exert 
no political control whatsoever, and the typical means of linking oneself to a 
monarch (marriage, such as demanding the princess’ hand or being offered it 
as a sign of truce) is absent. Therefore, no one feels completely certain that 
she’s an ally. She hasn’t been on the throne long enough to make any serious 
personal enemies, but that’s just a matter of time.

There are the external issues as well. Dindavara is camped on one side with 
one teetering old man the only leash around the neck of what just might be 
the world’s most evolved military culture. (Certainly the Dindavarans think 
they are, and they’ve studied it as much as anyone.) On the other side of 
The Empire, there’s a war on with the Maemeck Matriarchy. It was meant to 
be a quick fl ex of the Imperial muscles, conquering the fractious ‘women’s 
country’ to secure a trade route with greater Milonda, but it got badly, badly 
bogged down. The Matriarchy lands are barren mountains but they’re lovely 
for defense, and pulling their army out to get whipped in a fair fi ght has 
proven about as easy as digging a poisonous snake from its hole bare-handed. 
People are tired of a war that isn’t getting won, but The Empire isn’t quite 
ready to hang its head and walk away. Yet.

The Matriarchy mess has blackened The Empire’s eye throughout the world. 
There are a lot of countries that still remember the Imperial yoke, and they’ve 
yearned to see The Empire get taken down a peg. The Matriarchy has gotten 
a surprising degree of support, mostly covert but sometimes open, from 
countries that like the vast Imperial armies contained right where they are.

The Empire at War
Potent enchanters? The Empire has them. In addition to Western Marches 
smoke sculptors who can built a tower in minutes or carpet a battlefi eld 
with barely-visible spikes, and the magi of the Sunless Plains who are 
(quite literally) dark sorcerers, and the reclusive but dangerous Deerwood 
enchanters, there are also the Pahar. They’re the ones who are considered 
“really good at it” by the rest of The Empire.

Boots down in the mud? The Empire’s well served there, too. The 
Marches, Deerwood and Center are all breadbaskets, supporting a vast and 
bewildering variety of passionately partisan soldiery. The Deerwood Rangers 
are lightly armored in leather, metal helmets and wooden shields. They 
move fast and live off the land, scouting and ambushing with light bows 
or deadfall traps. The Black Wardens are halberd fi ghters from the Sunless 
Plains who wear chain and are know for viciousness bordering on madness. 
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Their motto is “I live to kill and I’ll die to kill.” The Western Marches are 
known for combined-arms fi ghters – chain mailed spearmen with tower 
shields who rigorously practice a threefold advance: The front rank locks 
shields, the second rank spears past the fi rst, and the third rank covers them 
both using shortbows. When a soldier in the front gets wounded, the next 
man back steps in to brace his shield and the archer behind picks up the 
spear. The other renowned bulk warriors from the Western Marches are 
the Women’s Cavalry Brigade, lancers with light armor but heavy shields. 
Their reputation for skilled horse handling is second only to the riders of the 
Heluso Confederacy.

As for elite troops, The Empire has a wide assortment of berserkers, 
strangely attuned enchanters and your basic well-rounded combat geniuses. 
They also employ a plethora of agents with good dagger skills, open honest 
faces, and skills at treachery honed in the most remorseless courts in any 
kingdom. Most feared are the Empress’ own Crimson Guard, of course, but 
they’re rarely seen except near the Imperial Presence. 

How is it that The Empire that commands this awesome force has not been 
able to reclaim the glory of the past? It’s down to three sad factors.

First off, the army is over-committed. In addition to fi ghting the Matriarchy, 
they are also called upon for internal duties like killing bandits, protecting 
people of quality, and suppressing border disputes between intemperate 
dukes. Or, if they’re under those dukes’ command, fi ghting other Imperial 
troops! All that, plus the onerous tasks of putting down domestic rebellions 
and ferreting out foreign spies and agitators. 

Secondly, the army is ineffi cient. It’s big, it’s cumbersome, and the lines of 
communication are lousy with politics. Everyone wants to have their thumb 
in military command. It’s a valuable early warning system of violence and 
upheaval, it gives another palpable threat you can offer and it also puts a fi ne 
shine on one’s self-image to be the leader of men under arms. When the 
army is needed, it is often slow to respond. When it’s in an area, its presence 
tends to scare off all those rebels, saboteurs and criminals, so that there’s 
little for them to do. Except, usually, fi nd some mischief for their idle hands.

The third shame of the Imperial war machine is terrible leadership. Army 
command is not based on martial merit but on connections. Being a brilliant 
tactician is a fi ne way to develop some connections, but typically those 
tacticians wind up subordinate to someone with a good last name, or who 
went to school with the Empress’ brother, or whose father paid lavishly to 
underwrite a sporting tournament in a prominent duke’s name. Generals 
in The Empire may have read books on strategy, may have led a few battles, 
but they haven’t been raised to it obsessively like the Dindavarans, and they 
haven’t risen through the ranks on pure brilliance like the Ulds. They are, 
to quote a Matriarchy division commander who recently routed a larger 
Imperial force from the fi eld, “jackasses in horse harnesses, too weak to pull 
their loads.” He said it to the Imperial general’s face, too.



2��

Imperial Names

Male

Ash
Carter
Drake
Ford
Gallop
Gram 
Honor
Jay
Prime
River
Robin
Shaw
View

Female

Brook
Carol
Cloud
Cygnet
Dawn
Eve
Heather
Jade
Laurel
Page
Pearl
Rose
Ruby
Willow

Imperial Character Concepts

…sour-faced fencing instructor for arrogant noble youths

…courtesan of unparalleled skill

…temperate religious reformer

…purveyor of exotic foreign drugs and poisons

…cast-aside performer, loaded up with bitterness and 
blackmail material

Imperial Company Concepts

…Pahar separatist movement.

…the remnants of the Orphan Army, still funded through 
government oversight.  Offi cially charged with seeking out
and killing Bloodcutters, you take a dim view of all 
magic-backed extortionists.

…confi dence tricksters moving among the rich and silly

…minor nobles with aspirations

…competent army offi cers chafi ng under their 
incompetent commanders

Imperial Plot Complications

…Empress Dove has conceived a passion for a man in a rival 
Company.  Hope it’s a passing fancy.

…the Empress appoints a new governor for the nearest city.  He’s 
unutterably corrupt.

…a bumper crop generates a group of newly-enriched peasants, who 
are trying to diversify their funds.

…someone kidnaps the children of several prominent Western March 
families.  All the signs point to a conspiracy in the Sunless Plains.

…the Dindavarans invade.
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y far the biggest and most obvious difference 
between a fantasy setting and an everyday 
(or historical) one is the presence of 
magic. This could take the form of rare 

and subtle sorceries, huge army-shattering 
enchantments, miracles given only to the 

faithful, or even eccentric disciplines 
favored by wan, pretentious intellectuals 
who insist that it be spelled “magick.” 

There are a lot of ways to handle magic in your 

game. As a GM, you’re much better off if you think 

about its impact, its purpose in the game, and its essential 

nature earlier rather than later. Some critical questions to 

answer include:

What Can It Do?

If the answer is “anything,” you may want to think again. Settings 

where sorcerers are potentially omnipotent tend to devolve into 

settings where only sorcerers matter. Not every player wants to 

screw around with magic: Some are perfectly happy with their 

baroque martial paths (or their MD in Fascinate). 

But “magic can do anything” doesn’t just unbalance character 

ideas: It also throws every other element of the game out of whack 

– clever planning, emotional investment, problem solving… if 

you can use sorcery instead of thinking things through, you game 

can only suffer for it. This is especially true for REIGN, where the 

emphasis is on the interactions of clans, conspiracies, churches 

and countries, not just one or two dominant enchanters.

Magic works best as either a weak tool or a specialized 

one. If magic is strong and versatile and easy, why would 

anyone ever do anything else? Magic with a narrow focus 

has to be used intelligently. It requires engagement, 

while overly-powerful magic just produces laziness. 

Magic with good limits, now… that’s golden. That enhances 

every element of a game, in the same way that hazy, undefi ned 

and powerful magic helps spoil them. Here are some interesting, 

consistent magic concepts, with examples of how they support 

player involvement instead of player laziness.

Good Luck/Bad Luck: If all magic does is stack on bonuses and 

penalties, it’s not very cool. You could model hexes and good luck 

charms that way, but that sort of option has far more impact on 

the rules (“add a +1d bonus” “change an ED into a normal die”) 

than it really does on the setting or how the players play. 
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A far more interesting option is to build 

yourself a Fortune Deck. I made one of 

these from a set of fi fty index cards and a 

week’s worth of horoscope columns in the 

newspaper. I just cut out the predictions that 

seemed most interesting and taped them to 

the cards. Now I’ve got a random set of fi fty 

vague plot turns.

The fun way to model good luck and bad 

luck magic is to have people who control 

this stuff get a draw from the deck every 

time they cast a spell. Now, instead of a 

boring dice modifi er, they can use a plot 

twist like “You might spend most of the 

day untangling other people’s messes” or 

“You can fi nd a way around a seemingly 

insurmountable problem” or “a romance 

based on materialism is in for a solid thwack.” 

Sorcerers become temporary, limited GMs. 

They can’t blow people up with fi re and 

lightning – yet everything seems to go their 

way, while those who cross them struggle 

with a legion of tiny hassles. (Countermagic? 

Easy. Instead of dropping a card to get its 

effect, you can drop it to cancel out someone 

else’s effect.) 

Forces: Magic controls energy, period. 

Wind, lightning, heat, cold, strength 

– all good. But you can’t heal with it, 

turn someone into a toad, spy from 

afar or control someone’s behavior. 

The strength of this approach is that it’s 

straightforward. Magic solves a lot of 

problems – you’re surrounded? Lift yourself 

up and fl y away (or just fry the lot of ‘em). 

Dense undergrowth blocking your path? 

Blow a hole in it. Supper got cold? Zap it. 

There aren’t a lot of bad surprises where your 

players want a spell to do X and you have to 

either (1) think of a reason they can’t do X or 

(2) watch your plot derail. 

The good thing is that while it’s powerful, 

magic isn’t a substitute for being engaged 

in the story. You can’t learn anything 

with force magic, or infl uence people 

(at least, not beyond the level of “do it 

Magic

W e were in front of the castle and 
we all felt it.  Some sorcerer 
inside was doing something, 

     we could all tell it was 
something big.  The officers said it was just 
a bluff, like last time, but they pushed up 
the catapults and sent charge after charge 
to clear a path for the battering ram.  My 
sergeant said if it wasn’t a trick we needed 
to get inside and kill the sorcerer before he 
could let all that power out.  So we pushed 
and got the ram up to the gate, and we beat 
the doors down and the front cutters were 
climbing inside when we felt the spell go.  I 
saw it at the gate, the ram flew backwards 
and then our men were flying away. An 
old man with a cane came out of the castle 
holding out his hand.  He had it up with the 
fingers back, like he was gesturing for us to 
stop.  Anything he pointed his palm at, it shot 
away and came crashing down.  There were 
four men standing behind him, men in heavy 
armor and the five of them moved onto the 
field.  The sorcerer swept his hand back and 
forth and lines of men were thrown back.  

Once, I saw a man take both rear hooves 
from a great man’s horse, took them in the 
chest and flew back thrice his height, but 
that was nothing to this.  The men he pointed 
at were flung like bowshot arrows, they 
went flat and low and crashed down dead.  
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or you’re a cinder”), and if the effects 

are all short in duration you’re always 

going to be vulnerable while you sleep. 

Healing: Magic that can only heal, not harm, 

is a twist I’ve yet to see used in any game. But 

think about the implications for a moment. 

Warfare becomes much less threatening if 

your side can just stick that severed arm back 

on. But when both sides have miraculous 

cures, why back down from a fi ght? 

If this power is rare (or at least not common), 

it becomes a highly-sought commodity. 

Everyone is going to want access, and once 

they have access they’ll want control. Do 

the healers band together to form a power 

cartel of their own? How do they deal with 

renegade healers? How do governments react 

to a healer who goes on strike – can they 

afford to punish her? Can they afford not to?

This approach, like the Forces example, 

cuts off a lot of magical laziness at the 

pass because magic is a solution to a very 

narrow range of problems, instead of being 

the sovereign remedy for every problem. 

PC healers in this setting are going to fi nd 

ways to apply their magic outside the box 

– by surrounding themselves with reckless 

bodyguards whom they can “recharge” when 

injured, by allying with the sickly rich… 

maybe even by alleviating symptoms but 

leaving the illness intact until the patient 

does “just one more” little favor for them… 

Nevertheless, health-only magic is an option 

that enhances creative approaches, instead of 

making them obsolete.

Forecasting: Another option is magic that 

has no physical effect whatsoever. It just 

provides information. 

Handled poorly, forecasting and remote 

viewing can be a real plot-breaker. If your 

magic-using PC can ask “Exactly how do we 

get into the castle and rescue the princess?” 

with the expectation of a clear answer, a lot of 

potential player thought and engagement just 

got fl ushed down the toilet.

If that question gives a vague answer, or an 

incomplete one, or if their sorcerous spying 

reveals only more riddles, then the magic is 

once more in its proper place as one element 

among many – not the fi rst and foremost 

concern of the game. 

Informational magic works better for 

some player groups than others. If your 

players aren’t really into riddle-solving 

and fi guring out the big picture, this can 

be a godsend: They want to get to the next 

big fi ght scene, and the party oracle is the 

compass that gets ‘em there. But players 

who do like to fi gure things out are going 

to feel cheated if their place is usurped by 

a magic trick. Picture Sherlock Holmes 

if Dr. Watson suddenly started solving 

every case with a ouija board. Would that 

improve “The Hound of the Baskervilles”?

The question of whether spells that fi gure 

things out for you are bugs or features largely 

depends on your play style. If your group is 

a bunch of dungeon thugs who don’t mind 

being railroaded as long as the train stops in 

Bloodbath Gulch – then clear and present 

divination is a blessing. Otherwise, you may 

want to cloud it up a bit. 

Magic

O ur line had broken and he was 
flinging the catapults aside like 
leaves in the wind, and then the 

officers brought up archers and sent a wave 
of arrows through the sky at him.  The four 
men with him had big shields and they closed 
around him, he knelt and waved his hand 
and the arrows were blown off course.  His 
hand must have gotten too close to one of 
his guards because the man’s shield was 
spun up, it tore loose from the man’s arm 
after lifting him head-high off the ground.  
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What Can It Not Do?

The compliment to the fi rst question 

defi nes the limits on magic. These are 

often just as important as the capabilities, 

at least, they are from the perspective 

of making things interesting.

Take Unknown�Armies, for example. (It’s 

another game I worked on. If you go and buy 

a copy, it would really help me out. ) Magick 

in Unknown�Armies (yes, it’s got that K) is 

very versatile and powerful, but there are 

severe limits on it. One of the principal ones 

is this: Magick cannot override human will. 

It just can’t. It can make you want something, 

or fear something, it can punish you severely 

if you resist a particular choice, it can take 

over your body and make your limbs do 

something… but it cannot make you choose. 

Only you choose. 

This seems like a small thing, but in the scope 

of that game, it’s huge. The central issue 

of Unknown�Armies is personal character, 

so having an inviolate character core was 

essential. All the stuff about acting under 

duress or having your body act against the 

directions of your spirit – all that becomes 

fodder for questions relating to identity. If 

my arms strangle someone, am I a murderer? 

Even if I tried to stop them?

Similarly, when you’re building a game 

around your central issue, see if you can 

identify any magic uses that are absolute 

poison to your concept. If I’m doing an 

exploration-based game, I don’t want magic 

to take the trouble out of travel. If I’m doing 

a game of revenge, I don’t want it to be easy 

for the PCs to level up to the point that they 

learn the Spell of Phantom Stalking Doom, 

cast it on the main bad guy, and then have a 

light supper while the magic fl its off to what 

should�have�been the climax of the game. A 

quest game won’t be as fun if there’s simple 

magic that leads the PCs where they need to 

go. Or that leads their enemies right to them. 

How Diffi cult Is It?

Similar to the question of limits, the question 

of diffi culty often indicates how widespread 

magic is in your setting. Is it something like 

reading, where almost everyone can learn 

to do it at some level of competence? Or is 

it more like advanced differential calculus, 

requiring intense study that most people 

don’t want to even attempt? Does it demand 

inner strength or will that few people can 

muster? Or is it something that any dirt-

cutter out in the fi elds could learn, if only the 

Secret Masters bothered to teach it to him?

Diffi cult magic is rare. Simple magic can 

also be rare, but only if the setting has lots of 

good reasons that it hasn’t spread. Sorcerers 

who’ve mastered diffi cult magic may tend 

Magic

T he sorcerer pointed at us and only 
missed me because there was a ditch 
nearby, half of us jumped in that, 

but my sergeant was killed.  I saw him fly back 
and break like a doll against a far-off tree.  
Then one of our enchantresses came riding 
up, crying, “Encircle him, fools!  He’ll pick 
you off singly if you don’t!  Follow my cover!”  
Horrible things flew out from under her cloak, 
black shapes I feared to look close upon.  They 
slithered through the air at him and I ran 
after, too frightened to disobey her.  They 
had panicked him too, for he was waving his 
arm wildly, striking his own defenders in his 
haste to blast the shadows, we came around 
him in a crescent, running.  He stared wildly, 
waving his head back and forth.  I was to his 
left, going past him, and Ferrow was on his 
right.  I remember the magician’s face.  He 
was as frightened as we were, I know it.  
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to be boastful, vain and pushy because they 

regard themselves as superior to ordinary 

folk – and maybe with good reason. On the 

other hand, if it’s not that hard, people have 

little reason to regard a magician with awe, or 

even respect.

How Did It Affect the Setting?

This is the most important question, perhaps. 

Did the presence of magic concentrate 

authority into the hands of a few? If so, what 

are the qualities and stereotypes of that elite? 

Alternately, did it serve as a social leveler, 

making societies more just and equitable 

(perhaps at the cost of making them 

superfi cial and short sighted)? Is it practiced 

in the open and widely admired, or is it 

hated, feared, and met with pitchforks and 

torches? All the answers to these questions 

fl ow out of the previous ones.

If magic is complicated but not demanding, it 

could create a ruling class of abstract thinkers 

who feel contempt for the brawny peasants 

who fl og the dirt because they’re too dumb 

to command the elements. On the other 

hand, if magic is simple enough that anyone 

can use it, but it demands that you hack 

off one of your own limbs to fuel your hex, 

then you might wind up with a very polite 

society because no one wants to provoke a 

deadly magic reprisal. Magic that can only 

make people sick or insane is going to be 

the provenance of tyrants or a loathed and 

secretive criminal class. Magic that’s easy but 

only does minor things is to be as common as 

shoes, and probably have just as little impact 

on the major events of the world.

Thinking through your magic system makes 

it easier for your players to buy in. It removes 

nagging questions of “why doesn’t a wizard 

just fi x it?” by pre-empting them. Either 

the wizard did, or he couldn’t. It gives your 

players a seamless expectation of what magic 

can accomplish, putting them on the same 

page with the GM and removing dissonance 

from play.

Magic

M aybe he saw how scared I 
was, too.  Maybe he thought I 
was trying to run away, that 

I was running towards the fortress because 
I was confused.  That happens sometimes, 
I’ve seen men run the wrong way and look 
brave when they were scared beyond wit.  

But Ferrow never feared anything and he 
was a big man.  He must have looked worse 
to the sorcerer, who pointed his hand to 
the right and not to the left, at me.  As 
soon as he turned away I ran up and stuck 
my spear in his back as hard as I could.  He 
didn’t die right away - he tried to point 
his hand at me, but I kept the spear point 
in him, I lifted and shook it until he went 
limp.  Ferrow didn’t die either, but he can’t 
feel anything on his body except his head, 
can’t move his arms or legs, which broke 
anyway.  They tell me the sorcerer I killed 
was the last man who knew that spell, that 
it was called Heaven’s Palm.  I’m glad.  I’m 
glad no one knows that spell anymore.
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The sample setting for REIGN has a lot of 
magic going on, some of it large, some of 
it small. Magic is scalable: Most people can 
do a little bit, just as most people in the 
modern world can operate a cell phone or 
computer well enough. But, like technology 
in the modern world, the more you want to 
accomplish, the more specialized training 
you need. More powerful spells are diffi cult. 
Specializing makes it quicker and stronger at 
the cost of versatility. Almost everyone can do 
a little bit, and almost no one can do the most 
vast and awe-inspiring feats. Want to clean 
your hair with magic, instead of soap and 
water? You can probably learn that spell in an 
afternoon, or the one to spark your cooking 
fi re. Want to scythe the battlefi eld of all 
who oppose you, while your own troops are 
untouched by the fi res of your retribution? 
That spell is going to take a lot more effort to 
learn and cast. Better get started now.

What Is It?

Almost everyone uses magic, but few will say 
with confi dence what it is.

The Imperial colleges of sorcery espouse a 
variety of theories, some calculated more 
to dismiss the notions of rivals or to glorify 
some particular group, concept or set of 
behaviors than to actually conform to the 
observed practice of enchantment. Grim 
University espouses the theory that arcane 
energy enters the world with each creature’s 
dying breath, and that sorcerers are those 
who are best able to inhale this force and 
sculpt it to new ends. The Pahar professors at 
Hoshu Damaq say it arises from thought, and 
that structured thought can eventually lead 
the careful student to intuit the thoughts of 
the world itself. 

To the Truils of the Waste, magic power is 
‘kug’ and it fl ows down from the moon, 
the radiant beams shed by their goddess 

Raungmüt. It is a gift for the Truils that, like 
all their gifts, is stolen and corrupted by the 
other races.

The Dindavarans believe magic is residual 
heat from the furnace of the World-Smith, 
destined to cool until the world becomes 
stable, peaceful and predictable at last. This 
will be a paradise if this Last Age is ruled by 
the Dindavarans, otherwise a hell earned by 
their failure to conquer.

To Ob-lobs, magic comes from the water and 
to the people of Punga it comes from the sun. 
In the Lightless Jungle, savages say it breeds 
in dark places and none darker than the inside 
of a human heart and brain, where light never 
falls until the body is opened. 

The savants of the Uldish Sage’s Guild 
are, perhaps, the most ambitious in their 
attempts to reconcile the practices, beliefs 
and applications of every school of magic 
into one single, orderly explanation. Some 
muse that magic (which is referred to by 
any of several Uldish words for ‘fl ow’ or 
‘energy’ or ‘force of alteration’) is nothing 
less than the principle of Order itself, 
residing in anything that has fi xed properties 
– a principle that can be applied, with 
human will, to alter those properties.

What Does Magic Do?

Magic on the two continents is a powerful 
reorganizer. It can transform one thing into 
another, one form of energy into another, 
mimic the properties of substances or reassign 
them in ways that seem utterly inappropriate. 

Magic is also a powerful observational tool. 
Those who harness it properly can sense the 
invisible, perceive the trends of the future, 
fi nd the hidden and perceive the unknown. 
Finally, it can place its students into contact 
with distant intelligences that normally have 
little access to the realms of humankind.

In Game Terms

Characters perceive magic with 

Eerie and use it with Sorcery. 

That seems straightforward 

enough, but since Eerie has 

no real-world analogue there 

may be some confusion about 

what it can do and when. 

Here it is in simple terms.

When a character is in the 

presence of a sorcerer and 

that sorcerer casts a spell, 

the character senses it 

automatically. 

When a character is near a 

sorcerer (one room over, for 

example) and the sorcerer casts 

a spell, the character may feel 

it depending on a number of 

factors – how powerful the 

spell is, whether the character 

is alert or distracted and so 

forth. If a player specifi cally 

asks to make an Eerie roll, it 

should certainly be possible 

to detect the casting – if it’s 

a powerful spell, he might 

sense it even on a failed roll. 

On the other hand, if he’s in a 

fi ght he’s got little chance to 

sense the spell, unless he takes 

an action to attempt a roll.

Heluso and Milonda: The Big Example
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How Is Magic Limited?

It can’t think or feel. It can’t think for you 
and it can’t make you feel a particular way. 
Yes, an artistic display of illusion might stir a 
sense of wonder, but just as with a painting or 
a song, that’s really the artist working through 
the medium. A bad magician illusionist is 
going to have as little success as a bad painter. 
In the same way, calling lightning from a clear 
sky might make a highwayman think twice 
about accosting that lone traveler. But really, 
it wasn’t the lightning that made the decision: 
It was the robber’s common sense.

Magic is a shortcut around what you could 
call the sciences. It moves objects and is 
convenient and can be applied to terrifying 
effect. But it cannot inspire the people to rise 
up against injustice, or make them worship 
this god instead of that. Magic cannot make 
someone fall in love.

What Has Magic Done to
Heluso and Milonda?

Since magic is so powerful, it tends to 
create elites who then use their prerogatives 
to keep magic power monopolized. It’s 
a bit of a chicken-and-egg situation: 
Are the wizard cabals powerful because 
they’ve kept their magic secret, or do they 
keep their magic secret because it’s so 
powerful? In some areas, feudal lordship 
is concentrated in the hands of wizards.

Not as many as you might initially think, 
however. Being a great enchanter takes about 
as much time and effort as being a great 
warrior – or probably just a bit more. A guy 
with an MD in both Fight and Counterspell 
can undermine an entire magiocratic social 

order – even one that’s not already tottering 
because the wizards in charge studied spells 
based on Sense or Knowledge. Yet even those 
sorceresses who pursue magics of Charm or 
Command are going to be at a disadvantage 
in the political arena, if they’re matched up 
with someone just as charismatic who spent 
all his time becoming a great leader instead of 
a great magician. 

There are cities and states run by powerful 
enchanters. Far more commonly, there’s a 
king or a Penultimate Minister or a Council of 
Elders that consult magicians, but for whom 
enchanters are only one color on the palette, 
next to gold and army green and treachery 
black. You can meet a Lord or a Princess 
who’s a powerful (or merely adequate) adept. 
But they’re no more common than people of 
quality who are powerful warriors or skilled 
public speakers.

Descending from the dizzying heights of 
power down to the mundane level, the vast 
majority of people experience only minor 
magic in their lives. They might know Blossom 
Freshness as a convenience, or they might just 
make do with soap (or with content ignorance 
of hygiene). They may walk streets where the 
stone was paved in a day by a magician with a 
drum, but the farther one gets from the city 
where the Earthquake Drummers are taught, 
the more expensive that sort of landscaping 
is and the more it seems reasonable for 
the people in charge to just hire a hundred 
masons instead of one adept. Magicians can 
be hired to do the merely possible, but the 
truly powerful sorcerers typically reserve 
their efforts for things that can only be 
accomplished by sorcery.

Players can request Eerie rolls 

to detect attuned sorcerers 

and magical objects or areas. 

Any success is suffi cient to 

pick (say) which coin in a 

pouch is the magical one or 

which person (or persons) 

in a crowd is an adept. This 

can not be used to detect 

someone who isn’t an 

attuned enchanter – they’re 

normal folks, as far as 

magical fl ow is concerned. 

Furthermore, even powerful 

items are undetectable 

as magic unless an effort 

is made to examine it. 

A good rule of thumb for 

using Eerie is to compare it 

to hearing someone speak. 

The power of the spell being 

detected equates to volume. 

If you’re in the middle of a 

swordfi ght and someone 

behind a nearby bush said 

something to you in a normal 

tone, you probably wouldn’t 

understand it. If it’s shouted, 

you’ve got a better chance. 

But if you’re not paying 

attention, you won’t be able 

to understand what’s being 

said in the next room.

Heluso and Milonda: The Big Example
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A magician gestures and an insolent bootblack 
bursts into fl ame: Some people never sense 
magical energies until they are used in such 
vulgar, not to say violent, fashion. But those 
who are truly blind to the fl ow of magic in 
the world are few and far between: Far more 
common are those who choose to ignore 
the prickle at the back of the neck, or the 
strange feeling that an unfamiliar sight has 
been witnessed before, or the uncanny chill or 
darkness or disorientation that seem to radiate 
from otherwise ordinary areas. 

The sixth sense, the eerie feeling that tingles 
and is awakened by the movements of magic, 
is universal in mankind – at least, as universal 
as sight or hearing or sensation. It can be lost 
or destroyed, in the same way that one can be 
deafened or blinded or numbed, but to be truly 
bereft of this sense is as anomalous as any of 
those other losses. 

Because most magical fl uctuations are minor 
and natural, many go through their days paying 
little heed to this secret sense. Ignored, it 
atrophies. But among those who are exposed 
to great sorceries, or frequent ones, its use 
becomes habitual. Those who study these forces 
diligently can hone it to great acuity.

The easiest magics to detect are, of course, 
the greatest. When a sorcerer unleashes an 
earthshaking spell of the Tenth Intensity, 
anyone who can sense such things is likely to 
do so, and for miles around. It is in no sense an 
effort, any more than it’s effortful for a sighted 
man to spy the growing light of the sun.

Lesser magics are as easily perceptible when 
they are produced in one’s presence. When 
cast from an uncertain location (such as 
from concealment, or from a great distance) 
concentration may be required to sense them.  

It’s like seeing a man in the open fi re an 
arrow.  It requires no unusual alertness.  But 
determining the origin of the same arrow 
fi red by a hidden sniper can be taxing.

The same careful examination is needed 
to identify passive magic residing in 
enchanted items and in those sorcerers 
who have permanently aligned themselves 
with this power or that. It may require 
care and examination, but a sensitive 
can identify such persons and items 
with a high degree of confi dence. 

Such is the experience of those who merely 
experience the arcane. Actually manipulating it 
is another matter entirely. 

The stages of casting a spell, from the slightest 
to the greatest, are universal. First, the adept 
must gather ambient energy from the fl ows 
of magic around him. Once this power-fl ow 
is internalized, it is organized into a new 
pattern – the effect the enchanter wishes 
to work upon his surroundings. Finally, the 
energies, in their new form, are released 
to do their task. While this seems terribly 
complex, it is really no more sophisticated 
than drawing breath and speaking.

As with speaking, of course, there are vast 
differences in skill. Some mumble half-
conceived thoughts, while others argue 
forcefully in great voice. Furthermore, just 
as some ideas require hours (or longer) 
to adequately explain, some magical 
workings require hours of casting. As a 
general rule, the longer an enchanter 
takes, the more powerful his spell can 
be (in the same way that a speaker with 
unlimited time can explain even complicated 
ideas even when not verbally gifted).

Perception and Use

Forgetting Spells

It is perfectly possible to begin 

a game playing a character 

who used to know a spell but 

has since forgotten it. If you’re 

wondering why anyone would 

want to do this, it’s because 

permanent attunement spells 

can only gainfully be cast once 

and are typically of pretty high 

Intensity. Thus, if you want to 

play an attuned stormtongue 

sorcerer without spending four 

points at character generation 

to learn Words of Eternal 

Attunement and then 

another fi ve points to buy 

the Flawless Stormtongue 

Attunement Advantage, you can 

simply explain that you went 

to school, learned the spell, 

cast it successfully, and then 

never bothered to think about 

it much again. After all, it’s a 

text that takes nine hours to 

speak. Years later, you probably 

have bits and pieces but not 

enough to teach it to someone.

This also means that your 

character might, at one time, 

have known a spell that set 

people on fi re. But having lived 

peacefully for thirty years as a 

brewer, she’s forgotten it and 

makes do with an MD in Lie 

and a whole lot of bluffs.
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To cast a spell, you need to know that 
particular spell and roll it successfully. 
Seems simple, right? At the small, ignorant 
level of using magic to light your fi re and 
keep your hair clean, it is fairly simple. 
Minor spells of the First Intensity can be 
cast by anyone who bothers to learn one. 
You don’t even need the Sorcery Skill: You 
just roll the appropriate Stat until you get 
enough successes to cast the spell. Of course, 
in many cases it’s more effi cient to just 
use fl int and steel, or soap, or some other 
mundane way to get your business done. 

People with the Sorcery Skill have made a 
bit more of a study of magic. In addition to 
casting First Intensity spells more effi ciently, 
they can also learn much more powerful 
enchantments – from Second Intensity 
upwards, the magic gets increasingly potent 
and diffi cult. People who have not studied 
Sorcery can only manage First Intensity spells.

Every spell has a Diffi culty associated with it 
equal to its Intensity. Any match can set off a 
First Intensity spell. Only matches of 5+ can 
activate a Fifth Intensity spell.

Schools of Magic

Spells, like martial techniques, tend 
to come grouped in schools. Each 
school has two key elements attached 
to it: Its method, and its domain.

A school’s method describes the mundane 
actions that create a resonance and, when 
performed properly, yield magical effects. 
Common methods include singing, speaking, 
dancing, writing and drumming. Less 
common schools depend on glassblowing, 
cooking or knitting. Many spells, particularly 
the more powerful ones, require a minimum 
level in a particular Skill to cast. The 
spell Limb of Glass, for example, requires 
a minimum Expert: Glassblowing Skill 
of 3 to cast. One cannot scribe a Rune of 
Iron Sharpness without an Expert 2 Skill in 
Calligraphy, Blacksmith, Cicatrisation or 
Carving (depending on what surface you want 
to put it on, and how).

A school’s domain is the element of 
the natural (or supernatural) elements it 
infl uences. Domains include fi re, earth, 
weather, crop yield, luck, healing and so 
forth – pretty much anything that interests 
people, short of emotion and mind control. 

Some schools have huge collections 
of spells. Some may have only one. 
But they all have their secrets. 

Schools of magic are not just enchantment 
libraries, however: They are also societies. Often 
they are secretive, competitive and powerful 
societies. Some follow a particular religion, 
or are intimately tied to a certain profession 
or nation. Rogues who splinter off from 
the school and sell their skills to the highest 
bidder are always highly sought, both by those 
seeking to hire them, and by their abandoned 
(and generally vengeance-minded) fellows.

Resisting Magic

Even someone who has no idea how to cast a spell 
can instinctively resist magic cast upon his person: 
You don’t need to know anything about music 
to smash a lute to pieces. As with most things, 
training can improve on nature, but by and large 
when a character is aware that a spell is being cast 
on him, he can instinctively manipulate the magic 
fl ow within himself to break the enchantment.

There are restrictions to this, however. First off, 
it has to be accomplished while the spell is being 
cast. Once a long-lasting spell is completed, only 
another sorcerer (and precious few of them) 
could break it before it’s fi nished. Second, the 
character has to be aware of the spell as it’s being 
cast. Thirdly, it has to be focused on him – he 
can’t counterspell something that’s aimed at his 
friend. Or that’s aimed at the ground beneath his 
feet, turning it into quicksand. Personal items 
– clothes, weapons, anything being worn on the 
body or held in the hand – are enough of a part 
of that person’s fate that he can defend them by 
countermagic, so spells that make armor red-hot 
can be resisted as if that same spell was making 
the skin under the armor red-hot.

General Rules
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Spells that affect many people can be resisted 
individually, but one success doesn’t ruin the 
entire spell – it just protects the person who 
succeeded at resisting.

Example: Mirwen casts a spell that infl icts wracking sores 

on a group of ten enemy fi ghters. They all attempt 

to counterspell it. Three of them succeed and take 

no damage. The other seven are still left bleeding 

and gasping.

Mechanically, this is very easy. When a character 
knows a spell is coming for him, he can choose 
to make a Knowledge+Counterspell roll instead 
of taking any other action. (If he wants to do 
something else too, it’s a multiple action.) If the 
roll succeeds, he has Gobble Dice with which to 
foil enchantment. 

It’s just like using the Dodge Skill, except that 
one’s for swords and one’s for being turned into 
a toad. Spells that take a long time to cast can 
only be countered the round they’re released, 
just like you can only dodge an arrow the instant 
it’s fi red… no matter how long the archer has 
been aiming.

Attunement

Most higher-intensity spells require the caster 
to be attuned to the spell’s domain. There are 
several ways to get attuned, each with their own 
benefi ts and problems.

Temporary attunement requires you to cast 
an attuning spell. These are spells that do nothing 
but let you cast one higher intensity spell in the 
domain. For instance, if you wanted to scribe a 
Glyph of Iron Strength on your arm, you would 
fi rst need to scribe a Mark of Earthly Attunement 

over your heart. If you want to perform 
the Dance of the Burning Brand, you would 
fi rst need to dance your way through Fiery 
Alignment. 

Many schools also have spells that allow 
permanent attunement. The advantage 
of permanent attunement is that you can 
then cast any spell in the domain without 
fi rst attuning yourself. Often there are 
ancillary advantages as well – you might 
become exempt from drowning, or develop 
an immunity to poison, or something similar. 
The disadvantage is that you can never 
become attuned to any other domain – if 
you’re permanently attuned to Flame Dance 
magic, you can’t even use First Intensity 
spells from outside the Flame Dancer school. 
Depending on how radical the change is, 
there may be additional disadvantages as well.

Then there are the unfortunates who 
become partially attuned. Like the 
fully attuned, they can cast advanced spells 
without a temporary attunement. And they 
too, are unable to cast spells out of domain. 
But where the fully attuned get associated 
benefi ts, the partially attuned have unpleasant 
side effects – things like your skin developing 
a sandy texture, or your bones becoming 
terribly fragile. Also, a lot of people who try 
to attune fully and fail simply die. (Not player 
characters though. Not usually. I can’t fi nd 
good story in “I try to improve my character 
with this spell and he dies instead.” If you’re a 
GM who can, you may want to leave death as 
an option for attunement, but make sure your 
players know their characters no longer have 
plot immunity.) 

One becomes permanently attuned by casting 
a permanent attunement spell (such as a 
Greater Mark of Earthly Attunement). There are 
three possible results to the casting roll, and 
three possible results from the spell. (See table 
on left.)

Note that sorcerers only get a single shot at 

attunement. If it’s bungled, there is no way to 

re-do it and hope for a better outcome.

Roll    Result

No match  Caster dies in the attempt (or fails and can never try again).
A match, but it’s less than the spell Intensity  Caster is imperfectly attuned.
Match equals or exceeds the spell Intensity Caster is perfectly attuned.

General Rules
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Here’s a rundown of spellcasting rules.

* You must know a spell to cast it. (Starting 

characters can buy spells. Later on you 

have to learn them by gaining access to 

them and by spending experience points.) 

* You can’t choose to take a multiple action 

while casting spells. No active dodging, no 

fi ghting, nothing except concentrating on 

the magic. (There are some exceptions, but 

not many.) Some spells, however, have to 

be part of a multiple action. In those cases, 

you can’t add another action in addition.

* If some particular advantage is gained by 

rolling a particular number, you can “aim” 

a spell, just like making a called shot with a 

weapon. The rules are the same: You reduce 

your pool by 1 and set one of the remaining 

dice to the number you want. (This can 

be used to beat the spell’s Intensity.)

* Some spells take multiple rounds to 

cast – they have Slow ratings. You have 

to go through the Slow rounds before 

you get to roll. (That is, if a spell is Slow 

1, you have to spend one round doing 

the action, and then on the next round 

you can roll and see if it works.)

* Every spell has a Diffi culty associated with 

it equal to its Intensity. Any match can set 

off a First Intensity spell. Only matches of 

3+ can activate a Third Intensity spell.

* Some spells can be dodged, just like a sword 

blow. Some can be parried. But unless it 

specifi cally states that dodges or parries 

work, they don’t. Same thing with armor. If 

a spell’s description says it can be blocked 

by armor, it can. But the default is, it goes 

right through it. (There are spells and 

objects that give AR ratings against magic 

damage. That kind of AR works. AR from 

shields, breastplates and Martial Techniques 

are generally useless against enchantment.)

Detection

As soon as you start to cast a spell, sensitive 
people around you have a chance to feel the 
energies drawing together, even if they’re 
not in your presence. If a person makes a 
Sense+Eerie roll, they can feel the forces. 
Though they generally don’t know the 
direction of the effect or its nature or its 
strength, they do know that magic is afoot.

Anyone who is targeted by a spell, who is 
in an area affected by the spell, or who is 
holding an object the spell is targeting, can 
make a roll to sense it. Unless, of course, the 
caster is right there doing it, in which case 
they just know.

(Canny GMs may also call for Eerie 
rolls periodically, just to keep 
the players on their toes.) 

Additionally, strong magics have the potential 
to alert anyone near the caster.

Spell Intensity Detection Radius

First  -
Second  Five feet
Third  Ten feet
Fourth  Fifty feet
Fifth   A thousand feet
Sixth   A mile
Seventh  10 miles
Eighth   25 miles
Ninth  50 miles
Tenth  100 miles

This sensing occurs when you begin to cast 
the spell, so a spell that takes hours to cast 
can alert people in plenty of time to track the 
caster down. People who fail their Eerie roll 
to sense any given spell get another one every 
hour until the spell goes off. 

The Rules





list of schools and their spells follows.
It is in no way exhaustive. They’re 
formatted thus:

School Name
Domain: What the magic infl uences or controls.

Method: How the school goes about casting spells.

Associated Skill or Stat: This is the Skill or Stat that 
combines with your “Sorcery” Skill to form your 
dice pool for all spell casting attempts. 

Society and Beliefs: Where the school comes from and 
what sort of society it is.

Required Knowledge: The mundane Skills or 
character benefi ts that must be gained before the school can 
be understood.

Spell Name

Intensity: How rare and powerful a spell is. Higher Intensity 
spells are usually more diffi cult to learn and are always more 
diffi cult to cast.

Time: This is a general measure of how long it takes to cast a 
spell. It’s either Slow, combative or a number of minutes or hours. 
“Combative” spells can always be cast in one combat round. If 
it’s in hours or minutes, you roll after spending the requisite 
amount of time. 

“Slow” spells require a number of rounds of prep equal to 
their Slow rating. Once those are completed, you can roll. If 
a spell is Slow 3, you have to spend three rounds doing the 
actions and then roll for it on the fourth round. 

Duration: How long it lasts. If the duration is instant, it 
means that something immediately happens and then ceases. 
The spell goes off and is then done. (Typically these are 
spells with one shot effects.  Hitting someone with a bolt of 
lightning, to cite a popular example.) 

Attunement: If “yes,” then some form of attunement 
– temporary, permanent or incomplete – must be achieved to 
cast it. If “no,” then anybody who knows it can cast it.

Effect: What the spell does.

A Word on Terrifying the Riff-Raff

Any spell that creates an area damage effect (not just Area Dice 

applied to one person) automatically generates a Morale Attack 

as well. The Morale Attack is equal to half the level of Area 

Attack, rounded up. If your spell generates an Area Attack 3, it 

gets a free Morale Attack 2 because, let’s face it, blanketing an 

area with fi re, killing miasma, rending shadows or other occult 

doom is scary. This Morale Attack isn’t a magic effect, so it can’t 

be counterspelled. It’s possible that underlings well-protected 

against the magic might run away anyhow, from sheer hysteria.

This effect occurs the fi rst round a spell goes off. If it 

remains in effect, it only terrifi es once. If it’s an instant 

spell and it keeps crashing down on the hapless followers, 

the Morale Attack occurs with each new assault.

26�
Schools of Magic from Heluso & Milonda
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Domain: The qualities of earth and metal. 
With their powers, these priests can bring 
fertility to land or take it away. They can also 
give a piece of cloth an edge like a sword, 
or make paper as tough as iron, or make a 
human being’s muscles as powerful as a coiled 
metal spring.

Method: The Ironbones enchant items and 
people with runes. Painting a mystic sign 
on an item gives that item magic qualities, 
until the rune is removed. Carving a symbol 
on an item, or giving a person a scar in the 
rune shape, makes the qualities permanent. 
However, only those areas covered by the 
sigil possess the quality: If you paint a rune of 
hardness on your arm, it won’t protect your 
leg or your chest. 

Associated Skill or Stat: Coordination. 
Even the tiniest error in a glyph ruins it.

Society and Beliefs: The Ironbones are 
priests of Heluso. To them, Heluso isn’t just 
a continent. They believe “he” is a living god, 
and that they reside on his skin. Lava is the 
blood of Heluso and metal comes from his 
bones. The Ironbones are sworn to defend 
Heluso against demons at all times and under 
any circumstances. They hold that mining 
is a sin that weakens and harms Heluso. In 
the lands they control, mining is illegal and 
working metal is frowned upon (except 
by the Ironbones themselves, in certain 
controlled circumstances.) “Fortunately” 
for their citizens, the Ironbones’ skill allows 
them to craft objects with the properties 
of metal. Of course, this effectively gives 
them a monopoly on metalworking. 

Required Knowledge: Ironbone magic is 
very versatile. You can cast it through scars, by 
working the glyphs into wood, clay or metal, 
or by painting them. However you choose to 
do it, you must be skilled enough to capture 
the glyph in your chosen medium. This means 
that you can’t cast a spell whose Intensity 
is higher than double your level of Expert 
Skill in the medium you’re using. (For the 

purposes of this requirement, an ED counts as 
Skill 3 and an MD counts as Skill 5.)

Example: You know the Intensity 3 spell Concise Steel-

Strength Glyph and want to use it to make 

your friend’s arm stronger. You have the Expert 

Painter Skill at 3 and the Expert: Cicatrisation 

Skill at 1. You could paint the glyph on his arm, 

because your skill is great enough. However, 

if you wanted to make the mark permanent, 

you’d need to raise your Expert: Cicatrisation 

Skill to 2. As it stands, you’re just not precise 

enough with your scarifi cation.

Lesser Glyph of Iron Strength

Intensity: 1
Casting Time: 4 Minutes
Duration: Width in hours
Attunement: No

Effect: When this is painted on an arm or leg, 
any rolls for actions taken with that limb get 
a +1 Body bonus. You must make a successful 
Coordination+Expert: Painting roll before 
you can cast the spell, but it does not have 
to be a multiple action. If you have multiple 
glyphs on multiple limbs, they combine, but 
only up to a maximum of +2 Body. While this 
spell is in effect, its benefi ciary cannot gain 
other magical enhancements to Body.

The glyph is in the shape of a spiral that winds 
around the limb.

Greater Glyph of Iron Strength

Intensity: 2
Casting Time: 7 Hours
Duration: Forever 
Attunement: Yes – the person 
bearing the glyph must have some 
form of attunement glyph active for 
the Iron Strength glyph to work.

Effect: When this pattern is scarifi ed onto an 
arm or leg, any rolls for actions taken with 
that limb get a +1 Body bonus. You must cast 
this spell as a multiple action with Expert: 
Cicatrisation. If you have multiple glyphs on 
multiple limbs, they combine, but only up 

Ironbone Priesthood

Runes on the 
Body

For the purposes of Ironbone 

glyphs, each hit location can 

be covered with one rune. 

These can be temporary 

(painted on) or permanent (in 

the form of scars). 

Any time a rune-scar is 

applied, whether it fails or 

not, that hit location takes 2 

Killing and 2 Shock damage. 

The rune is permanent, 

although the damage heals 

normally. The glyph cannot be 

removed, changed or ‘written 

over’. If the Ironbone fails 

his roll to establish the rune, 

there’s still a big scar on that 

location. The rune cannot be 

replaced, nor can another 

rune cannot be placed on 

top of it. 
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to a maximum of +2 Body. While this spell 
is in effect, he cannot gain other magical 
enhancements to Body.

This glyph is in the shape of a double helix 
that curls around the limb.

Lesser Razor’s Edge Rune

Intensity: 2
Casting Time: Four minutes
Duration: Width in hours
Attunement: No

Effect: When drawn on a surface, or carved 
into wood or stone or some other substance, 
this triangular rune puts edges like razors 
along its exterior sides. Even if it’s on a blunt 
object, it cuts like a knife. You can paint this 
on a broomstick and slice up your New Years’ 
hog with it.

If a rune-clad object is used as a weapon, it 
does a point of Killing damage in addition 
to any normal damage. This rune can be 
inscribed on human fl esh.

Lesser Rune of Iron Hardness

Intensity: 2
Casting Time: Four minutes
Duration: Width in hours 
Attunement: Yes – the person bearing the 
glyph must have some form of attunement 
glyph active for the Iron Hardness glyph
to work.

Effect: When this pattern (shaped like a 
rectangle) is painted onto a hit location, 
it provides AR 3 against physical attacks 
– but only on that location. For example, if 
you paint it on your face, it gives you AR 3 
on your head. You must make a successful 
Coordination+Expert Painter roll before you 
can cast this spell, but it doesn’t have to be a 
multiple action. It’s considered Light armor. 
This armor does not protect the rune against 
getting wiped off. It is possible to wear this 
under other armor, but many Ironbone 
priests are fervent enough that they won’t 

cast this spell on someone who uses metal 
armor or, indeed, any profane metal at all.

Greater Rune of Iron Hardness

Intensity: 3
Casting Time: 8 Hours
Duration: Forever
Attunement: Yes – the person with the rune 
scar must have some sort of attunement for 
the spell to be active. Alternately, if this is 
used on a garment, the garment must have an 
attunement rune on one of its hit locations to 
activate the spell. 

Effect: When this square symbol is cicatrized 
onto a hit location, it provides AR 3 against 
all physical attacks on that location. Casting 
it in this fashion is a multiple action with 
Coordination+Expert: Cicatrisation.

Alternately, you can embroider this 
onto cloth as a multiple action with 
Coordination+Expert Tailor, or carve it 
into wood, or stamp it onto leather with 
some appropriate Skill. Regardless of how 
it’s applied, the result is the same: That 
garment, big enough to cover a single hit 
location, provides AR 3 protection without 
any of the problems mundane armor has 
from weight and stiffness. (The Ironbones 
call these garments “rune armor.”) 

Interestingly, the hardness only applies to the 
side of the material that bears the rune. Thus, 
a piece of cloth with the rune on it can’t be 
easily penetrated from the front, but pushing 
a needle through it from the back is simple. 
(This is how rune armor can get folded – you 
just have to turn it inside-out fi rst.)

On the fl esh, the armor from this spell 
is considered Light. On a garment, it’s 
Medium. If you layer two sets of rune 
armor, they combine to feel like Heavy 
armor just from the stiffness, though your 
GM may give you a break on Endurance 
rolls because it’s still very light. Three sets 
of rune armor and you can’t move at all. 

Tattooing is unknown in 

the lands of the Ironbones, 

but if they were to learn 

of it, they could use 

tattoos to make glyphs.

Glyphs that require 

attunement can only work for 

attuned people. That is, if you 

have a permanent, powerful 

rune (say, a Concise Steel-

Spring Glyph) on your arm, 

it does you no good unless 

you’ve got a permanent or 

temporary attunement rune 

working on you as well.

Any time a limb fi lls with 

Killing damage, runes on it 

stop working – permanently. 

It is also possible to wipe 

off painted-on runes. Doing 

so requires a called shot 

to the limb in question, 

using the Fight Skill or 

Coordination+Grapple. If the 

attack succeeds, it does no 

damage but smears the rune 

and negates its effect. 

Ironbone Priesthood
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Lesser Mark of Earthly Attunement

Intensity: 3
Casting Time: Five minutes
Duration: Width in hours
Attunement: No – one can paint or receive it 
without being attuned.

Effect: This rune, in the shape of a fi ve-pointed 
star, attunes its bearer to the earthy energies 
harnessed by the Ironbone Priests. The rune-
bearer doesn’t need to know any magic himself 
to benefi t from this rune, but if he tries to cast 
any spells from outside the Ironbone school 
while the rune is active, they automatically fail. 
Any runes that require attunement can work 
while this rune is active. 

The person applying this rune must make 
a Skill roll appropriate to the means by 
which the rune is applied. That is, if it’s 
being painted, a Coordination+Expert 
Painter roll must succeed fi rst. 

The Pattern of Earth’s Bounty

Intensity: 4
Casting Time: 6 Hours
Duration: Width in years
Attunement: No

Effect: This octagonal rune is big – it’s cut into 
the ground, and covers about an acre of land. 
Once successfully completed, it increases the 
crop yield of the ground inside it. Farmers are 
often quite eager to get their fi elds or gardens 
perked up for the next couple years, so an 
Ironbone who spends a couple months casting 
this spell for hire can gain Wealth 2-3. However, 
you must make a successful Sense+Direction (or 
Knowledge+Student of Navigation) roll before 
you can attempt to roll for the spell. Otherwise, 
you’ve botched the rune and need to start over. 

Spending a month doing little beside casting 
this repeatedly can give a +2 Territory bonus to 
farmholding Companies of Territory 1-2, or a 
+1 Territory bonus to those with Territory 3-4.”

Greater Mark of Earthly Attunement

Intensity: 6
Casting Time: Nine hours. Nine grueling hours.
Duration: Forever 
Attunement: No. Once the spell is done, 
however, the rune-bearer is attuned.

Effect: This seven-pointed star rune 
permanently attunes the bearer to Ironbone 
magic. He cannot do any other type of magic, 
but any runes that require attunement can 
work when applied to his body. Applying this 
rune requires a successful multiple action with 
Coordination+ Cicitrization Expert.

Note well: This is one of the very few attunement 
spells that can be cast by one person on another. 

Flawless Ironbone Attunement (5 point Advantage)

If you do your Greater Mark of Earthly Attunement just right, your bones turn 

to iron. You also become perfectly attuned to Ironbone magic and can’t cast any other 

spells, but let’s back up and think about that metal bone business for a minute.

First off, you become incredibly heavy – a weight gain of 100-200 pounds is typical. 

Expect to walk on bruised feet for a while. Carrying this extra weight around is tiring 

– it costs you a point of Body, permanently. It’s not that the muscles went away: 

It’s just that they have a much bigger load to carry, now.

However, an iron skeleton is a lot harder to crack. Whenever you take Killing 

damage from weapons, two points of Killing damage become Shock instead. 

 (You take Shock damage normally, and Shock converts to Killing normally, but this

is still a pretty big advantage.) 

Furthermore, when you strike someone with a punch or a kick, you do an extra point 

of Shock damage. It’s sort of like wearing brass knuckles, only they’re under your skin.

Imperfect Ironbone Attunement (� point Advantage)

If your Greater Mark of Earthly Attunement isn’t really all that great, your

bones change all right – they just don’t change to iron. They might change to

brittle limestone, or soft lead or – may the gods help you – gold. (If it’s gold, don’t 

smile much.) 

While you’re attuned for the purposes of all Ironbone spells, you lose a point of Body 

and don’t gain any other benefi ts. 

Ironbone Priesthood
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Wings of Words
Domain: The qualities and properties of 
air and weather. A powerful stormtongue 
or wingspeaker (as these sorcerers 
are called) can fl y, call lightning, 
or bring rain, hail or drought.

Method: Spoken spells in an esoteric tongue 
are required to work this wizardry.

Associated Skill or Stat: Knowledge.

Society and Beliefs: The wing wizards 
regard magic as a skill and a tool, albeit a 
powerful one. They are not a secret society 
or a religion or a government: If you come 
to their college at Rulfoun in Uldholm, 
you can petition for admission. If you’re 
smart enough, or rich enough (or some 
combination of the two), they let you in and 
teach you their power. What you do after that 
is your business, although there are certain 
expectations made of graduates.

Required Knowledge: Literacy in Uldish 
or Imperial. That’s all. 

Spark

Intensity: 1
Casting Time: Combative
Duration: Instant
Attunement: No

Effect: The round after you cast this spell, 
you can strike (or touch) someone and do 
damage to a single location. If you’re striking 
with a punch of kick, it does damage as 
usual, plus one additional point of Shock 
damage as an electrical jolt travels from 
you to your target. If you touch someone, 
you do a single point of Shock damage. 
However, if you’re trying to touch instead 
of striking, you gain a +1d bonus to your 
pool. Spark can enhance weapons, but only 
if they’re made of metal. Keep in mind 
that this damage ignores AR, so even if the 
armor is thick enough to negate all your 
damage, that single Shock point penetrates.

Whirlwind Wall

Intensity: 3
Casting Time: Combative
Duration: Width in minutes
Attunement: Yes

Effect: This spell surrounds the caster with 
a vortex of swirling, rapid winds. Essentially, 
it creates a miniature tornado, about fi ve 
feet wide at the base, fi fteen feet wide at the 
top and twenty feet tall. The still spot in the 
middle – the eye of the storm – is centered 
on the caster.

The winds don’t really interfere with sight 
(unless the ground is dusty, in which case 
Sight rolls must be made to penetrate it) and 
aren’t strong enough to stop a determined 
animal. (On the other hand, most normal 
animals run like hell when they see it.) The 
whirlwind clears the air, blows out small 
fi res, and provides AR 1 against arrows and 
crossbow bolts. 

Glide

Intensity: 3
Casting Time: Combative
Duration: Height in minutes 
Attunement: Yes

Effect: The caster can take to the air and fl y 
at her base running speed. She can hover and 
stop at will. 

Soar

Intensity: 3
Casting Time: Slow 3
Duration: Width in hours
Attunement: Yes

Effect: As Glide, except for duration and 
casting time.
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Minor Lightning Stroke

Intensity: 3
Casting Time: Combative
Duration: Instant
Attunement: Yes

Effect: Lightning blazes out of the caster’s 
mouth and does Width+3 Shock to the 
indicated location on one target on one target 
within eighty paces. 

Words of Lesser Attunement

Intensity: 3
Casting Time: Combative
Duration: Until next spell cast 
Attunement: No

Effect: This is the temporary attunement 
spell for wingspeakers. It is three syllables 
that, when spoken, align one with sky magic 
until the next spell is cast.

Lightning Stroke

Intensity: 4
Casting Time: Combative
Duration: Instant
Attunement: Yes

Effect: Lightning blazes out of the caster’s 
mouth and does Width Killing to the 
indicated location on one target within eighty 
paces. All the Waste Dice do Killing damage 
as well.

Greater Lightning Stroke

Intensity: 4
Casting Time: Slow 2
Duration: Instant 
Attunement: Yes

Effect: As Lighting Stroke, except it does 
Width+2 Killing.  All the Waste Dice still 
produce a point of Killing damage.

Fog Cloud

Intensity: 4
Casting Time: Combative 
Duration: Height in minutes 
Attunement: No

Effect: A thick fog instantly rises from the 
ground and coalesces from the air, fi lling an 
area up to fi fty foot diameter. Everyone within 
the fog (including the caster) can only see 
clearly within fi ve feet. Out to ten feet, they 
can see vague outlines. Past that, it’s nothing. 

The caster creates the fog in an area 
contiguous with himself. He may be on an 
edge or in the middle, but there can’t be a gap 
between where he is and where the fog bank 
starts. A strong blast of wind can disperse the 
Fog Cloud.

Weather Change

Intensity: 5
Casting Time: Eight hours
Duration: Instant 
Attunement: Yes

Effect: This potent spell lets the caster 
infl uence the weather for an area of ten 
square miles, in any direction he can see. 

This infl uence is measured by steps on the 
following gauges. For each point of Width in 
his casting set, he can move one gauge one 
step up or down in any direction.

Lvl.  Temperature Wind       Precipitation

1      Freezing Perfectly still     Aridly dry
2      Cold  Light breeze     Some clouds 
3       Tepid  Moderate        Overcast
  breeze
4       Warm Strong winds    Light rain / snow
5       Blisteringly hot Gale force        Heavy rain / hail

Example: Efl a the sorceress is under siege and 

decides to torment the attacking forces with 

bad weather. As she starts her spell, the 

temperature is tepid, there’s a light breeze 

and some clouds in the sky. She rolls a pair of 

sevens, activates the spell and looks over her 

Wings of Words
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options. She could raise the wind from a light 

breeze to strong winds, giving them problems 

with archery. She could produce a light rain, 

which probably wouldn’t seriously impede 

their siege engines. Or she could either drop 

the temperature to freezing or raise it to 

blistering heat. Since it’s early autumn and 

they aren’t prepared for it, she warns her 

people to put on their furs and get under 

cover as she plunges the temperature into the 

winter zone. Tomorrow, if they haven’t gone 

home, she may try for sleet.

While the changes occur instantly, the 
weather tends to return to a natural state. A 
single step on any gauge in any direction is 
close enough to normal that it won’t come 
undone for several days. If a gauge is shifted 
two or more steps, it moves a step back 
towards normal every 3-5 hours.

Example: Efl a’s sister is getting married and Efl a is 

not going to let something like hot windless 

weather and a drizzly rain ruin the special day. 

She skips the pre-wedding feast to stay up 

late chanting and casting. When she rolls, she 

gets a 4x8. She reduces the light rain to a few 

clouds, and turns the heat down to a pleasant 

middle range. Three hours after she completes 

the spell, it’s overcast and warm. Six hours 

afterwards, it’s right back where it started.

If she’d chosen instead to move the rain to 

overcast and the heat down to warm, she 

could have kicked up a moderate breeze to 

comfort the guests. The minor changes to 

temperature and humidity would remain, with 

the wind gradually dying down so as not to 

muss the bride’s hair.

Words of Eternal Attunement

Intensity: 5
Casting Time: 9 hours
Duration: Forever
Attunement: No

Effect: When cast, this spell permanently 
attunes and transforms the speaker, forever 
wedding her spirit to air magic.

Wings of Words

M aster Smod was dismissive of 

my engines.  “I, or any of my 

better students, can move faster and 

strike harder with our enchantments 

than any stone propelled by your 

cumbersome device.  What general would 

prefer this mute pile of wood to the 

terror brought by a stormtongue?”

I said nothing to him, of course, because 

I could think of no rejoinder.  But as I 

walked home I realized: I could have 

said that my catapult will never be 

counterspelled, will never tire so long as 

men feed it, will never betray an army 

for coin or concubine, will never fail to 

function after a hard drinking night, and 

can’t be disabled in a moment with a sharp 

knife or heavy blow when taken unaware.  

 -Journeyman Fankt’s Diary
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Updraft

Intensity: 6
Casting Time: Combative
Duration: Instant
Attunement: Yes

Effect: The target of this spell is sucked up into 
the air and then dropped. This effect cannot be 
counterspelled. On the round the spell is cast, the 
target goes thirty feet up in the air, and the next 
round (unless he’s caught, or grabs something, or 
gets hit with another Updraft that knocks him up 
to sixty feet) he plummets. The spell can affect one 
person within 100 feet of the caster. The caster 
must be able to see his target. 

(If he falls on something soft, he takes a 6d Area 
Shock attack. If it’s something hard, the Area attack 
does Killing damage. Either way, the character 
probably loses an action or two. Even if he can take 
action while being tossed up or while plummeting 
down, he probably faces a penalty or Diffi culty. 
Unless he grabs something and can cling to it at 
some point in his ascent or descent, he can’t reduce 
his damage by doing a controlled drop.)

The caster chooses where the target falls, within 
ten feet of the target’s original location.

Whirlwind

Intensity: 7
Casting Time: Slow 3
Duration: Instant
Attunement: Yes

Effect: This spell is the same as Updraft, except 
that it can lift a number of people equal to 
the Height of the roll. Alternately, it can lift 
loose objects that weigh (roughly) as much as 
7-10 people. If that material takes the form 
of hard, heavy clutter (gravel, big stones, 
branches, assorted wreckage, corpses from 
a battlefi eld), when they fall they produce an 
Area 5 Killing attack (and a free Morale Attack 
3). The caster chooses where the objects fall, 
within twenty feet of their original location.

Flawless Stormtongue Attunement
(5 point Advantage)

If you complete your Words of Eternal Attunement fl awlessly, your 

bones become light and hollow and you grow a great pair of wings from 

your back – their span is about twice your height. The type of wings varies 

greatly by caster. Some get black crow’s wings, or white swan wings, or the 

downy brown wings of an owl. More rarely, an enchanter might receive deep 

leathery bat wings, or 12 foot wide butterfl y wings. In any event, they’re 

impressive: You permanently gain +1 to your Intimidate Skill. Hit locations 

4 and 6 are now your wings, which have three wound boxes apiece.

In addition to the normal effects of attunement – the ability to cast 

advanced spells without attuning yourself, the inability to cast spells 

of any other school – you gain the ability to fl y. Whenever you want. 

Just lift off and go, free as a bird, don’t bother rolling. You can fl y 30 

feet a round effortlessly, and you can add another 5 feet for every 

point of Width you get with a Body+Athletics roll. You can’t do this 

if your wings are fi lled with Killing damage or (worse) torn off.

There is a price for fl ight, however. Your light bones are fragile and break 

easily, making you less tough. Permanently remove one wound box from 

each arm, each leg, your torso and your head.

Imperfect Stormtongue Attunement
(� point Advantage)

Bungling this attunement produces wings, but they might be misshapen, 

stunted, upside-down, featherless, or sticking out at the wrong angles 

from your body. Instead of looking impressive, you just look weird – maybe 

even ridiculous. You can’t fl y without magic. Worse yet, you still have to 

permanently remove a wound box from each arm and leg, and one apiece 

from your head and torso. However, you can cast Wings of Words spells 

without attunement, even as you are denied the spells of

other styles.

Wings of Words
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Domain: Flame and its attendant elements 
such as heat, light and some transformations 
of matter.

Method: Sinuous and vigorous 
full-body dancing.

Associated Skill or Stat: Coordination. 

Society and Beliefs: Flame Dancers as 
a group are as apolitical and religiously 
neutral as the Stormtongues, and supposedly 
admission to their Academy is just as open. 
However, a particular philosophy dominates 
the school, and those who disagree with it 
often have a diffi cult time learning advanced 
spells – if they even get admitted.

Required Knowledge: A Flame Dancer 
cannot cast a spell whose Intensity exceeds 
twice his Skill at Perform: Dance. If you only 
have Dance 2, forget about casting Intensity 
5 Flame Dances. (For the purposes of this 
requirement, an ED counts as Dance 3 and an 
MD counts as Dance 5.) 

Fiery Nimbus

Intensity: 1
Casting Time: Combative
Duration: Width in minutes
Attunement: No

Effect: After whirling a weapon through 
the air, the weapon becomes wreathed with 
dancing fl ames. While the spell is in effect, 
that weapon does an extra point of Killing 
damage. This spell must be combined with 
a Dance success. The caster must be holding 
the weapon to enchant it. Unlike most magic 
damage, AR ratings reduce this as if it was 
mundane damage.

Ignite

Intensity: 1
Casting Time: Combative
Duration: Instant 
Attunement: No

Effect: This creates a small spark suffi cient to 
light a campfi re. The burst of fl ame is small 
enough that it only does 1 Shock to living 
targets. The casting roll must be combined 
with Dance.

Soul Flare

Intensity: 1
Casting Time: Combative
Duration: The spell lasts until the character 
casts a Flame Dance spell.
Attunement: No

Effect: This is the temporary attunement 
spell for Flame Dance. It must be combined 
with a Dance success.

Flame Dancers

Combining Dance and Sorcery

When a Flame Dance spell says it must be “combined with a Dance success,” 

it means the caster has to be dancing to cast the spell. Any references to 

“Dance” mean the Perform Skill, specifi c to Dance, performed with Command or 

Coordination. There are two ways a Flame Dancer can combine dance and sorcery. 

The quick way is for the character to make a multiple action 

between Coordination+Sorcery and his Perform Dance pool. 

The much easier way is to roll Coordination or Command+Perform Dance 

on one round, and roll Coordination+Sorcery the very next round.

Note that with the multiple action attempt, the Dance success has to be timed 

to precede the Sorcery success, which means that if you roll a 2x10 and a 2x1 

while trying to cast a Third Intensity spell, the spell fails. After all, in sets of equal 

Width, timing is determined by Height. Since the 2x10 has to go fi rst, it has to 

be the Dance success… leaving the only success for the spell the 2x1, which 

is too low for the spell’s Intensity. (All spells have a Diffi culty equal to their 

Intensity, remember?) However, after assigning either set to the dance attempt, 

the player could then roll straight Coordination+Sorcery the round afterward.
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nine feet is probably going to put you in 
harm’s way.) The Area Dice are equal to the 
Width of the casting roll +1. The caster must 
combine this spell with a Dance success. 
While wreathed in fl ames, the character is 
visible at great distances at night, but should 
probably (at the GM’s discretion) get an 
Intimidate bonus. As with all Area attacks, 
it produces a Morale Attack equal to half its 
dice rating. If you roll a 4x5 to activate it, 
it generates four dice of Area damage and a 
Morale Attack 2.

Immolate

Intensity: 2
Casting Time: Combative
Duration: Instant
Attunement: No

Effect: A bolt of fi re shoots from the caster’s 
body to a target within a hundred feet. It does 
Width Killing when it strikes. The casting roll 
must be combined with Dance.

The Aggressor’s Searing 
Punishment

Intensity: 2
Casting Time: Combative 
Duration: Width in minutes
Attunement: No

Effect: This spell’s roll is combined with 
Dance and a gesture at an object. That object 
appears to burst into fl ames, but the fi re 
does not consume it. However, anything (and 
anybody) touching the item takes 1 Killing 
per round until it is released or avoided. 
The item cannot be much larger than a 
human torso. It is quite possible to cast this 
on someone’s helmet, their weapon, or the 
fl oor beneath their feet. This spell can be 
counterspelled if it’s cast on something being 
worn or held.

Flawless Flame Dancer Attunement
(5 point Advantage)

In addition to the ability to cast Flame Dances whenever desired, the fully 

attuned Flame Dancer is largely immune to the vicissitudes of temperature. 

She takes no damage from heat, ever, regardless of intensity. Furthermore, her 

internal energy is so hot that she has AR3 against damage from cold. When cut, 

her blood ignites – grappling a Flame Dancer who has taken Killing damage is 

a recipe for a point of Killing damage on a randomly determined location.

While their skin feels, at most, only slightly warm to the touch, the intense 

energies banked within make the permanently attuned Flame Dancer sterile.

Imperfect Flame Dancer Attunement
(� point Advantage)

The internal energy of the imperfectly attuned Flame Dancer is not so tightly 

controlled, and neither is it as steady. While their blood still burns (as above), 

their bodies can barely contain the heat of their own attunement: They have 

AR2 against heat damage, but any damage from chill is increased by 2 

Shock to each limb. Like their fl awlessly aligned colleagues, they are sterile. 

However, their poor control over their heat makes them unpleasant to be 

around. Skin-to-skin contact that lasts more than a single combat round 

does a point of Shock per round to the location (or locations) of contact. 

Fiery Radius

Intensity: 2
Casting Time: Combative
Duration: Height in minutes
Attunement: Yes

Effect: While this spell is in effect, the dancer 
herself is surrounded by blazing heat. Anyone 
who gets close enough to touch the caster 
while the spell is up suffers an Area Killing 
fi re attack. (If you poke her with a lance or 
longspear, you’re probably safe. If the spear 
has a wooden shaft though, kiss it goodbye. 
Attacking with a hand weapon shorter than 

Flame Dancers
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Fiery Sphere

Intensity: 3
Casting Time: Combative
Duration: The spell lasts as long as the 
caster keeps making successful Dance rolls
Attunement: Yes

Effect: Everyone within fi ve feet of the caster 
is subjected to an Area 5 Killing attack every 
round. This is from fi re, of course. The casting 
roll must be combined with Dance. Don’t 
forget Morale Attack 3!

Restore from Ashes

Intensity: 3
Casting Time: Slow 3
Duration: Instant
Attunement: Yes

Effect: This spell reverses the effects of fi re 
on an object. A burned-out log becomes 
whole and unblemished. A candle is good as 
new. When used on burned fl esh, it restores 
a point of Shock damage, or turns a point of 
Killing damage into Shock, for each point of 
Width rolled. (Note that this healing only 
works for damage sustained from burns! It 
won’t do anything for cuts or bruises.) It 
cannot restore anything larger than a human 
torso. This spell must be combined with a 
successful Dance roll.

Fire Dance with Me

Intensity: 4
Casting Time: Combative
Duration: As long as the person enchanted 
keeps making successful Dance rolls
Attunement: Yes

Effect: By dancing with someone else, the 
Flame Dancer gives that person AR5 against 
fi re damage. The caster must combine a 
Dance success with the casting roll, and the 
target must succeed at a Dance roll as well.

Heartfire

Intensity: 5
Casting Time: 9 minutes (Yes, minutes)
Duration: Forever
Attunement: No

Effect: This is the spell that permanently 
transforms a Flame Dancers, producing 
an eternal attunement to fi re. It must be 
combined with a Dance success.

Cataclysmic Transformation

Intensity: 9
Casting Time: Twelve minutes
Duration: As long as the caster keeps 
making successful Dance rolls
Attunement: Yes

Effect: When successfully cast, a giant made 
of fi re appears, surrounding the caster. The 
giant (who is about a hundred feet tall) 
mimics every movement of the dancer, who 
is concealed by the fl ames, on the ground 
somewhere the giant is standing. The caster 
can see from the giant’s perspective, and 
can sweep anywhere or everywhere within 
fi fty feet with an Area 6 Killing attack. 
Furthermore, once per round a bolt of fl ame 
lashes out from the giant, doing Width+2 
Killing and Waste Shock damage. The caster 
must combine the casting roll with Dance 
to begin, but once established it’s just Dance 
rolls to sustain it. (The damage from the fi re 
bolts comes from the chosen Dance set.)

This apparition can be expressed in Company 
terms as an individual with Might 2. This 
means that sixteen enchanters all performing 
this spell would be the equivalent of a Might 6 
army. But as it happens, only about ten people 
know it.

Many Dances, 
Many Spells

If you’re wondering whether 

a Flame Dancer can have 

more than one spell that 

she dances to maintain, 

the answer is ‘yes’. A Flame 

Dancer could cast Fiery 

Sphere on herself, then 

Cataclysmic Transformation, 

and as long as she kept 

getting at least one Dance 

success per round, both 

spells would stay in effect.

Flame Dancers
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Domain: This very specifi c discipline 
captures spirits at the moment of death and 
enslaves them.

Method: Every deathsmith creates magic 
swords. They become magical when the 
hot blade is cooled in a living being. As the 
creature dies, its spirit is captured in the steel 
and forced into service.

Associated Skill or Stat: Command. 

Society and Beliefs: The clans of Dindavara 
make warfare their highest virtue, and the 
making of swords is a greatly honored skill. 
More honored is the making of magic swords. 
Even the art of making mundane dindas – the 
legendary Dindavaran “frog-tongue” swords 
– is a closely guarded secret. The art of 
enslaving ghosts within such swords is more 
guarded still.

Most death-forged swords contain animal 
spirits, but once per year each clan chief 
is permitted to condemn one criminal to 
be death forged – not only executed, but 
enslaved within a blade forever. Such man-
ghosted swords are rare, powerful and 
precious. Most precious of all are blades with 
voluntary spirits within them. 

Required Knowledge: This school cannot 
be mastered by anyone with a Skill of less 
than 3 in Blacksmithing. Furthermore, the 
benefi t “Secret of the Dinda” must be known 
as well. (“Secret of the Dinda” is an Advantage 
that costs 4 points to buy.)

Forge the Beast

Intensity: 1-3
Casting Time: 1-3 Hours
Duration: Permanent 
Attunement: No

Effect: This spell captures the soul of an 
animal in a freshly-forged sword. The sword 
then becomes a level 1-3 magic sword (see 
“Enchanted Objects” on page 345.) 

To cast this spell, the deathsmith must fi rst 
make a dinda sword. (Theoretically, a lesser 
blade would also work, but using the high art 
of Death Forging on anything less than your 
best work is dishonorable.) Traditionally, beast 
ghosts are contained in short swords (known 
as ‘bo-dinda’), but this is not a requirement. 
The smith begins the spell during the fi nal 
phases of the sword’s construction. If the spell 
fails at this point, the sword is cast aside and 
must be made again from scratch.

Once the weapon is forged and the spell cast, 
the smith takes the sword red-hot from the 
forge and cools it by slaying the animal with 
it. The nature of its blessing depends on the 
animal sacrifi ced, and on the Intensity of the 
deathsmith’s spell.

Intensity 1 spells can produce the following 
effects, if the right animal is sacrifi ced.

Eagle: Add a +1 bonus to the Fight Skill.

Horse: Add a +1 bonus to the Parry Skill.

Swallow: Add a +1 bonus to the Dodge 
Skill.

Monkey: You may add as many uses of the 
Dodge Skill to a multi-action as you wish, 
without ever taking a penalty for it.

Falcon: You always have Armor 1 when 
you’re attacked with a bow.

You can get these effects with an Intensity 
2 spell, assuming you sacrifi ce the proper 
creature.

Dog: Add a Master Die to 
your Scrutinize Skill. 

Cat: In addition to any other damage, 
the sword does an additional Width 
in Killing. Unlike most magic 
damage, armor reduces this.

Ox: Armor 1 against all attacks, including 
magic damage but not including Area Dice 
or damage from Waste Dice effects.

Dindavaran Death Forging
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The following sacrifi ce/effect combinations 
arise from Intensity 3 spells.

Horse: Add a +1 bonus to your Body 
Stat. 

Cat: Add +1 to your Coordination Stat. 

Serpent: All Waste Dice do Shock damage 
when you hit.  Armor cannot reduce the 
damage from these Waste Dice.

Falcon: Armor 3 against lightning attacks.

Forge the Soul

Intensity: 1-5
Casting Time: 1-5 Hours
Duration: Permanent 
Attunement: No

Effect: This spell renders the soul of a human 
being down into a single talent or ability. No 
mind remains, but the wielder of the sword 
can use the skill or ability of the person in the 
“soul sword” as if it was his own. 

To cast this spell, the deathsmith must fi rst 
make a dinda sword. (As with all death 
forging, it could work on lesser blades, but 
it isn’t done.) Traditionally, human ghosts are 
contained in long or battle swords, but this 
is not a requirement. The smith begins the 
spell during the fi nal phases of the sword’s 
construction. If the spell fails at this point, the 
sword is cast aside and must be made again 
from scratch.

Once the sword is forged and the spell cast, 
the smith takes it red-hot from the forge and 
cools it by slaying the person with it. 

While forging the sword, the deathsmith 
chooses one Esoteric or Martial Technique 
that the target knows. If the spell succeeds, 
anyone who holds the drawn sword can use 
that single Technique as if he or she knew it. 
(The Intensity of the spell required is equal 
to the level of the Technique to be stolen. The 
sword’s level is the same.) The sword’s owner 
cannot learn the Technique simply by studying 
how the sword does it, unless she already 

knows all the prerequisite Techniques she 
would need to learn it normally.

Given the focus of Dindavaran culture, these 
swords are almost always used to preserve 
powerful Martial Techniques.

Forge the Man

Intensity: 5
Casting Time: 5 Hours
Duration: Permanent 
Attunement: No

Effect: This spell captures the soul of a 
human being in a freshly-forged sword. The 
soul retains its full memories, it can speak, 
and it can use its Sense Stat and all Sense 
Skills. It cannot, however, move on its own or 
cast any spells. These “ghost swords” are level 
5 magic weapons.

As with all the products of this school, 
only dinda swords are ever used, and one 
must be crafted specifi cally for the spell. 
In all likelihood, most deathsmiths would 
not believe a lesser blade could hold the 
enchantment, if the notion of making the 
attempt even crossed their minds.

Traditionally, human ghosts are contained 
in long or battle swords, but this is not a 
requirement. The smith begins the spell 
during the fi nal phases of the sword’s 
construction. If the spell fails at this point, the 
sword is cast aside and must be made again 
from scratch.

Once the sword is forged and the spell cast, 
the smith takes it red-hot from the forge and 
cools it by slaying the person with it. 

If the smith’s only match (or matches) are 
sets of fi ves, the weapon contains the ghost, 
but the ghost is under no compulsion to obey 
its holder. With successes of Height 6-9, the 
ghost must obey the letter of the holder’s 
orders. If the match is 10, the ghost must do 
its best to obey its owner’s intent as well.

Many such swords are made from learned 
criminals – scholars who can translate 

Dindavaran Death Forging
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languages and texts, or singers who can 
continue to entertain even beyond the grave. 
When a skilled swordsman is condemned, 
he’s a good candidate to get Forged – after 
a short period of adaptation, such a person 
makes an excellent instructor of swordplay. 

It should be noted that many outside 
of Dindavara consider ghost swords 
barbaric and blasphemous. 

Forge the Devil

Intensity: 7
Casting Time: 7 Hours
Duration: Permanent 
Attunement: No.

Effect: This spell captures the spirit of a 
demon in a freshly-forged sword. The sword 
then becomes a hellblade, a level 7 magic 
sword. To cast this spell, the deathsmith must 
fi rst make a sword of any type. (Traditionally, 
hellblades are made from greatswords or “hai-
dindas.” People who survive a hit from one 
typically regard this as excessive. Then again, 
not many people survive making enemies of 
a hellblade’s owner, so the point is largely 
moot.) The smith begins the spell during the 
fi nal phases of the sword’s construction. If the 
spell fails at this point, the sword is cast aside 
and must be made again from scratch.

Once the sword is forged and the spell 
cast, the smith takes it red-hot from the 
forge and cools it by slaying a demon of at 
least the fourth phase. (See page 330 for 
a description of the phases of demonic 
existence. Understand that a fourth phase 
demon usually can’t be killed with physical 
blows. This spell gives the smith the ability to 
harm the creature while forging – but only if 
he can kill it with a single stroke. Any blow 

that doesn’t fi nish the job does no damage, but 
it does allow the creature to escape and start 
rampaging around the smithy. Furthermore, 
the spell doesn’t contain the creature, so 
just setting it up is a big job.) This done, the 
weapon takes on the sickly silver sheen of the 
demon’s fl esh and contains the spirit’s taste 
for destruction.

When it hits, it does normal damage for 
a weapon of its type, plus all the Waste 
Dice do Shock damage. The sword appears 
to become a greenish quicksilvery liquid 
upon impact, and the unfortunate person 
being struck can feel cold, questing alien 
tendrils probing through his body from the 
wound. Even as the sword is withdrawn 
for another blow, weblike strands of that 
evil silver metal stretch from blade to 
wound, trying to pull the weapon closer 
for another taste of sweet blood and fl esh. 

In game terms, every time a hellblade hits 
someone, it gains a +1d bonus to hit that 
person again. These bonuses are permanent 
and cumulative: If Riyan Xuedei (who bears 
one of the three hellblades known to exist) 
hits you twice, that sword, in anyone’s 
hands, adds a +2d bonus to all Fight or 
Sword pools to hit you, forever, until you 
die. Furthermore, bonus dice accumulated 
in this fashion can push pools beyond 10d 
without the excess dice being trimmed off. 
If you’ve somehow survived ten hits from 
one particular Hellblade, the next person to 
whack you with it gets a +10d bonus to his 
pool, even if that has him rolling eleven dice 
or more.

People killed by hellblades are completely 
drained of blood and are often so shredded 
from the inside out that they’re hard to 
identify (or, indeed, recognize as people). 
Every time a hellblade kills someone, roll 
2d10. If it’s a 2x10 match, the demon breaks 
the enchantment and reconstitutes itself. 
When this happens, it emerges as only a 
demon of the third phase, however.

Dindavaran Death Forging

I t is good to forgive. 

It is easier to forgive the dead.

 -Opetkan proverb
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Domain: Travel, and the traits of horses. 
Using the power of their totem horse, 
students of this school can drastically improve 
their endurance and vitality, or can open new 
possibilities of travel.

Method: While those on the Way of the 
Wood (see page 281.) access magic through 
mental effort, those who practice Equine 
Unity achieve it through actual physical 
effort. Casting an Equine spell is as physical 
as lifting a load of bricks or kicking down a 
door, and can leave one just as exhausted.

Equine Unity is an intensely personal 
system. None of its spells can affect 
anyone other than the caster. While it 
may be possible for an adept to carry a 
friend along while walking on liquid or 
moving at inhuman speeds, (especially a 
fully attuned adept), there is no Equine 
Unity spell that can be cast on another.

Associated Skill or Stat: Body. Equine 
adepts harness magic through sheer effort.

Society and Beliefs: The school originated 
in the Heluso Confederacy, specifi cally in 
North Hold, a state of plains that has always 
been known for its cavalry. Tradition has it 
that some ancient cavalry riders felt such an 
affi nity for their steeds that it transcended 
the merely emotional and became mystical. 
While it’s a school with little tradition of 
philosophical writing or theory, its adepts 
come to learn the secrets silently, by riding 
and tending and being with horses. When 
pushed, adepts might speak of “fi nding the 
horse within” – some actually believe that 
they are reincarnated war horses, or that they 
have some sort of “horse soul” which permits 
them to learn the magic. Such believers assert 
that the ability to learn these techniques 
is inborn.  (In this they are far outside the 
mainstream of magical theory, if magical 
theory can be said to have a mainstream.)

Also, since it requires a great deal of riding to 
learn, this school is overwhelmingly female. 

Indeed, it is only in the last fi fty years that 
men have been permitted to attempt the 
attunement spells at all, and then only after 
a renegade taught the spell to her lover (a 
skilled sidesaddle rider) and he demonstrated 
that a man could cast it successfully.

Required Knowledge: To learn any spell 
in this school, the sorceress must have at least 
three ranks of Ride.

Brute Vitality

Intensity: 2
Casting Time: 4 minutes
Duration: Instant
Attunement: No

Effect: The caster may add a Master Die to 
her next Vigor roll.

Equine Might

Intensity: 3
Casting Time: 5 Minutes
Duration: Width in minutes
Attunement: No

Effect: While in effect, the caster has an 
additional Expert Die added to her Body 
Stat. Thus, any time she makes roll that 
incorporates Body and a Skill, she can add 
an ED to the roll. If she already had an ED 
in that Skill, she adds a normal die instead. 
While this spell is in effect, she cannot gain 
other magical enhancements to Body.

Equine Alignment

Intensity: 3
Casting Time: Combative
Duration: Until next spell cast 
Attunement: No

Effect: This is the temporary attunement 
spell for Equine Unity. With just a strange 
convulsion of physical effort, the character 
becomes attuned to horse energy and remains 
that way until her next spell.

Equine Unity
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Fourteen Mile Gallop

Intensity: 3
Casting Time: 5 Minutes
Duration: Width in minutes
Attunement: Yes

Effect: The adept can travel seven miles per 
minute in open terrain. While the caster must 
travel over land on which she could normally walk 
(meaning, no quicksand or swamp or horizontal 
cliffs), she is effectively immaterial – she cannot 
touch or be touched by objects or people along 
the way. She is visible (though only as a blur) 
and she does leave a brief wind in her wake.

Second Wind

Intensity: 3
Casting Time: 5 Minutes
Duration: Instant
Attunement: Yes

Effect: This spell replicates the effects of a full 
night’s sleep – including the ability to make a 
Vigor roll to heal.

Walk on Two Legs

Intensity: 3
Casting Time: Combative
Duration: It lasts as long as the caster keeps 
moving under her own power.
Attunement: Yes

Effect: The adept resumes a fully human shape 
as long as the spell is in effect. She loses all the 
advantages and disadvantages of her attuned 
shape (or any other form into which she’s been 
transformed). After it ends, she changes back to 
whatever shape she was before casting it.

Water Stride

Intensity: 3
Casting Time: 4 Minutes
Duration: Height in hours
Attunement: No

Effect: The caster may walk on water or other 
liquids while the spell is in effect.

Flawless Equine Attunement
(5 point Advantage)

If you’ve seen a drawing of a centaur from Greek myth, that’s exactly 

what an attuned Equine sorceress looks like. From the waist down, her 

body melds with what a horse’s forelegs and body. To refl ect this rather 

drastic transformation, she receives three more Wound boxes in her torso. 

Furthermore, instead of hit location 5 being in the right arm, it is now the 

right front leg, which has 5 Wound boxes. Instead of hit location 3 being in 

the left arm, it’s the left front leg, which also has 5 Wound boxes. Locations 

1 and 2 are still legs, they’re just the rear ones. Plus, she can cast all Equine 

Unity spells that require attunement.

There are drawbacks to becoming a centaur, of course. Everyone who sees 

you is going to know you’re a sorceress, which can play to your advantage 

sometimes, but not when every single opponent in a skirmish decides to 

follow General Stead’s tactical axiom of “Clear the enchanters and keep 

things simple.” More prosaically, beds and chairs for equine bodies are 

expensive specialty items, and only the most cosmopolitan audiences are 

going to listen to you with anything other than a penalty or Diffi culty to your 

Charm rolls. You can’t cast any spells other than Equine Unity enchantments. 

Furthermore, all hybrids of this type are sterile.

Finally, it is physically impossible for creatures of this shape to go down 

normal steps. Very broad and shallow steps can be negotiated at walking 

speed, but anything steep or twisty – nope. (The spell Walk on Two Legs 

is the obvious remedy.) Climb rolls are fl atly impossible. Stealth rolls are at 

–4 dice.

Imperfect Equine Attunement
(� point Advantage)

Oh, the possibilities of “I turned into a half-horse, half-woman and it 

went horribly wrong” are myriad. Some unfortunates get a horse head 

on a woman’s body and lose the power of speech (not to mention depth 

perception). Some have their bodies so jumbled that their Coordination 

drops to 1, permanently. Having a baby may or may not be out of the 

question, if you can fi nd a partner: All these hideous creatures have the 

Gruesome fl aw from page 46, without the XP yield. They can’t cast spells 

outside the Equine Unity school. They can, however, cast all spells that 

require attunement, permanently.

Equine Unity
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Cloudy Canter

Intensity: 4
Casting Time: 6 Minutes
Duration: Width in hours
Attunement: Yes

Effect: Except for casting time and duration, this is 
just like Smoky Hoofprints.

Flashing Run

Intensity: 4
Casting Time: Combative
Duration: Width in minutes
Attunement: No

Effect: This spell adds a Master Die to the caster’s 
Run Skill as long as it’s in effect.

Leap of the Nightmare

Intensity: 4
Casting Time: Combative
Duration: Instant
Attunement: Yes

Effect: The sorceress instantly leaps to a 
location within 50 feet. There must be an open, 
straight line path to the destination, but no 
one along the path can block her, strike her or 
interfere with her while she’s in transit.

Lesser Bond of Steed and Rider

Intensity: 4
Casting Time: Combative
Duration: Width in minutes
Attunement: No

Effect: This spell adds a Master Die to the caster’s 
Ride Skill as long as it’s in effect.

Smoky Hoofprints

Intensity: 5
Casting Time: Combative
Duration: Width in minutes
Attunement: Yes

Effect: As long as this spell lasts, the caster may walk 
on smoke, fog or any other visible gas. If cast while 
falling through some appropriate cloud, the adept can 
catch herself immediately.

True Bond of Steed and Rider

Intensity: 5
Casting Time: 9 hours
Duration: Forever
Attunement: No

Effect: This is the permanent attunement spell that 
transforms, not only the sorceress’ inner energies, 
but the very shape of her body as well. Every three 
hours of effort, the character must succeed at a 
Body+Endurance test, or else start over.

Inhuman Prowess

Intensity: 9
Casting Time: 11 Minutes
Duration: Width in days
Attunement: Yes

Effect: While this spell lasts, the adept gains a 
+3 bonus to Body. Furthermore, if this improved 
Body Stat would allow pools of greater than 
10d, the player may actually roll the huge pools, 
with the guaranteed successes they entail. 

Example: Bree has Body 4 and Sorcery 5. She casts Inhuman 

Prowess on herself and gets a 2x10. For the next two 

days, she has Body 7, which means her Body+Sorcery 

pool is now 12d. Whenever she casts a Body-based 

spell, she actually rolls twelve dice. 

Casting the spell again while still under its effect 

does not add another +3 bonus, but it does extend 

the current bonus for Width in days more, as long 

as the Intensity is exceeded. Thus, if Bree spends 

about another hour or so casting Inhuman Prowess 

six more times, rolling 2x3, 3x4, 2x8, 4x10, 3x7 and 

3x5 with her no-fail 12d pool, it means her +3 bonus 

is going to stick on her for four additional days, 

because the 4x10 was the only result that exceeded the 

Intensity.

While this spell is in effect, the caster cannot gain 
other magical enhancements to Body.

Equine Unity
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Domain: Moonlight and wolves. 

Method: These spells are cast by howling at 
the moon. This means that they cannot be cast 
during the day or during the new moon.

Associated Skill or Stat: Sense 

Society and Beliefs: The Night Hunter 
Truils worship the moon-goddess Raungmüt 
and by crying out to her, they receive her 
power, and that of her chosen creatures, the 
wolves. That’s what they tell you, anyhow. If 
they tell you anything.

Required Knowledge: None.

Howl of Bloodlust

Intensity: 1
Casting Time: Combative
Duration: Width in minutes, or until used, 
whichever comes fi rst 
Attunement: No

Effect: The next set you roll with the Fight 
Skill is timed as if its Width was one greater.

Whiff of the Blood

Intensity: 1
Casting Time: Slow 2
Duration: Height in minutes. 
Attunement: No

Effect: When invoked with a low whine, 
Raungmüt (or whatever) provides unusually 
acute senses for a short span of time. While 
the spell is in effect, add a Master Die to your 
Scrutinize rolls.

Call the Pack

Intensity: 3

Casting Time: It only takes a single round 
to sing out the call (which is preternaturally 
loud) but it can take up to six hours for the 
wolves to arrive. If they’re closer, of course, 
they arrive sooner. You cannot cast the spell 
again until the wolves from your previous 
casting have arrived.

Duration: The wolves summoned 
serve for a number of days equal 
to the Width of the roll. 

Attunement: Yes.

Effect: This spell summons a group of wolves 
who serve the caller (to the best of their 
limited understanding) until slain, driven off, 
or until the spell ends (at which point they 
wander away). You get a number of wolves 
equal to the combined Height and Width 
of your roll. If you roll a 3x5, you get eight 
wolves (3+5). If you roll a 4x10, you get 
fourteen (4+10). You can never control more 
than twenty wolves at a time.

The wolves are considered unworthy 
opponents with Threat 2. They can be scared 
off with Morale Attacks as usual, but their 
Threat can’t be raised above 2.

Lunar Pledge

Intensity: 2
Casting Time: Combative
Duration: Until the next spell is cast. 
Attunement: No.

Effect: This spell temporarily attunes you to 
moon magic, so that you can cast spells that 
require attunement.

Ecstasy of Carnage

Intensity: 3
Casting Time: Combative
Duration: A number of rounds equal to 
Width +1 
Attunement: Yes

Effect: As with Howl of Bloodlust, your attack 
sets made with the Fight Skill are timed as 
if they had +1 Width. Unlike that spell, this 
one repeats a number of rounds equal to the 
Width of the activation roll. (Thus, if you roll 
a 3x set, it improves your attack next round, 
and for three rounds after that.) 

The Night Hunter’s Art
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Lunar Vision

Intensity: 3
Casting Time: Combative
Duration: Height in minutes 
Attunement: Yes

Effect: While the spell is in effect, you 
can switch between your normal point of 
view, and an aerial viewpoint that shows 
everything the moonlight falls upon in a one 
square mile radius. If you’re planning a large 
ambush at night, and are able to adequately 
communicate your intelligence to everyone 
in your Company, this might give you a +1 or 
+2 bonus on Might for that attack. 

Liquid Moonlight

Intensity: 4
Casting Time: 8 minutes
Duration: Permanent until used
Attunement: Yes.

Effect: This spell is cast by boiling water 
into steam by full moonlight in a silver bowl, 
catching the steam in an opaque bottle. When 
the bottle is opened, out streams enough 
moonlight to cast one Night Hunter spell. 
Until that spell is cast, the neck of the bottle 
produces about as much light as a candle.

Lupine Form

Intensity: 4
Casting Time: Combative
Duration: Height in hours. You can 
choose to change back and forth at will 
during that time. 
Attunement: Yes.

Effect: You take the form of a large wolf. 
Your Charm score drops to zero, and your 
Coordination score rises by the same amount 
(maximum 6). Your Command score similarly 
drops to increase Body (again, to a maximum 
of 6). Your Knowledge score drops to 1, and 
your Sense Stat goes up by the amount lost 
(maximum 6). While in lupine form, you 

cannot wear armor, use weapons, speak or 
take any other actions that require human 
confi guration. You can bite with the Fight Skill 
and your bites do Width in Killing damage. 
Your base movement changes to 20 feet per 
round. You also gain a Master die in your 
Scrutinize pool.

Unlike many such spells, a character 
whose Body has been raised through this 
transformation can have it raised further by 
additional enchantment.

Lupine Curse

Intensity: 5
Casting Time: Slow 3
Duration: Width in hours
Attunement: Yes

Effect: You point at one person within a 
hundred feet, and he instantly transforms 
into a wolf. While in this shape, he can’t 
speak, wear armor or use tools, and his 
Knowledge, Command and Charm scores 
all drop to 1. (He can, however, bite for 
Killing damage. He also gains an MD to 
his Scrutinize score.) Signifi cantly for 
certain other spellcasters, wolves cannot 
dance or make other arcane gestures.

Lunar Oath

Intensity: 5
Casting Time: Nine hours
Duration: Permanent. 
Attunement: No.

Effect: This spell permanently attunes you to 
moon magic, so that you can cast spells that 
require attunement at will. It also, if properly 
cast, causes the physical transformations of a 
full Lunar adept.

The Night Hunter’s Art
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The Rabid Pack

Intensity: 6
Casting Time: Slow 3
Duration: This spell lasts a number of 
rounds equal to the Width of the activation 
roll +1
Attunement: Yes

Effect: This spell has the same effect as Ecstasy 
of Carnage, only instead of improving your 
own Fight attacks, you improve the Fight sets 
of up to 20 other people (or creatures).

If you cast this on followers, you raise their 
Threat score by 1 while the spell is in effect. 
Their sets don’t go off sooner.

Wolf-Mad Nation

Intensity: 7
Casting Time: 9 minutes
Duration: Width in minutes
Attunement: Yes

Effect: This spell has the same effect as Howl 
of Bloodlust, only instead of improving your 
own Fight attacks, you improve the Fight 
sets every person you see. You may pick and 
choose, so that everyone in your tribe gets 
the boost while no one on the other side 
does. Repeated uses during a close battle 
can provide a +1 Might bonus (though, 
remember, it only works at night). If you’ve 
got other advantages, even a single well-timed 
casting might give that +1 Might bonus. 
Particularly if everyone on the battlefi eld 
senses a vast mystic surge streaming towards 
you, then releasing.

Flawless Lunar Attunement (5 point Advantage)

Those who have permanently pledged themselves to the lunar energies gain the 

usual benefi ts of attunement. They gain a Master Die in the Scrutinize Skill and, 

when the moon is full, can cast Lupine Form as if it was an Intensity 1 spell 

instead of Intensity 4. (This assumes that they know the spell Lupine Form.) 

Even when in human shape, they get the Cannibal Smile Advantage for free.

However, this attunement comes with a cost. First off, there’s an allergy to 

wolfsbane. Whenever an attuned sorcerer smells it, he takes a point of Shock 

damage to his head from the disorientation and pain. (This damage fades 

after about an hour.) Second, cats develop a dislike that can range from simple 

antipathy to psychotic hatred. Not just little housecats, either – there’s a 

reason that the territories of Night Hunters and lions don’t often overlap. 

Imperfect Lunar Attunement (� point Advantage)

You’re attuned, you have all the fl aws of the perfect attunement, and none of

the advantages.

The Night Hunter’s Art
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Domain: Attunement to plants allows adepts 
of this discipline to ‘borrow’ their traits 
– either general or specifi c.

Method: “Woodmen” as they’re called 
(or “Woodmaids”) unlock the powers of 
plants through sheer force of will. Their 
spells are still and silent, but require intense 
concentration. Furthermore, they can only 
cast spells based on a plant or plant element 
they are holding in their hands. If you drop 
one in the middle of a desert with no plants 
anywhere, she’s helpless.

Associated Skill or Stat: Knowledge. 

Society and Beliefs: Long, long ago the 
Imperial domain of Deerwood gave rise to a 
sect of mystics who eschewed human society 
and chose to align themselves with nature. 
Though it was harsh and cruel, they found it 
straightforward and thereby preferable to the 
convoluted machinations of human society. 
Considering they withdrew from a society 
that the Center Kingdom (who eventually 
came to dominate Deerwood and the entire 
Empire) considered simple and homespun, 
and you may understand why these 
contemplative types are rare in the armies of 
their homeland.

The Way of the Wood is primarily taught 
in one of two ways. There is a small formal 
academy of it, which operates with the 
government’s stamp of approval and turns out 
sorcerers who (typically) serve The Empire 
as loyally as anyone else with a bit of power. 
(That is, they try and wring every advantage 
out of The Empire’s might while contributing 
as little as possible.) It is also learned from 
hermits out in the wilderness of Deerwood 
(and, despite generations of development, 
there are still vast areas of trackless forest in 
which these recluses can hide). Some offi cers 
within The Empire attempt to hunt down 
and kill these rogues, in order to monopolize 
the magic and because they suspect them of 
animosity towards Imperial authority. And 
indeed, most of these mage hunters do get 
a murderously unfriendly reception out in 

the wilds. Is this because those wild Woodmen 
were rebels from time immemorial? Or are they 
just pissed that Imperial troops keep tromping 
around the forest trying to kill them? By now, it’s 
probably immaterial.

Required Knowledge: To learn any spell in 
this system, you must have Student: Herbology 
Skill levels equal to half the Intensity of the 
spell (rounding down). That is, anyone can 
learn Intensity 1 spells, but if you want to 
learn an Intensity 2 or 3 spell, you have to have 
Herbology 1. To cast a spell of the Tenth Intensity, 
you need Herbology 5. For the purpose of this 
requirement, a Herbology ED counts as Skill 3 
and an MD is considered Skill 5.

Blossom Freshness

Intensity: 1
Casting Time: 1 minute
Duration: Instant
Attunement: No

Effect: This minor enchantment cleans and 
freshens one person, object or animal selected 
by the caster. It has to be a discrete item or 
creature, and it can’t be bigger than a horse. 
This is basically the equivalent of giving it a good 
cleaning with soap and water. To cast this spell, 
you have a fl ower of some description. The spell 
consumes the blossom.

Blossom Freshness is possibly the most widely 
known and most popular spell in the world.

Leafjaw

Intensity: 1
Casting Time: Combative, but can only be 
attempted once per day.
Duration: All day.
Attunement: Yes

Effect: For the course of that day, you take 
nourishment from the sun. You don’t need to 
eat and you don’t get hungry. To cast this spell 
requires any leaf, which the spell turns to dust. 
The caster must spend most of the day in a sunlit 
place to enjoy the spell’s benefi t.

The Way of the Wood
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Creeper Climb

Intensity: 2
Casting Time: Combative
Duration: Width in hours
Attunement: No

Effect: While the spell is in effect, you add a 
Master Die to your Climb Skill. You can only 
cast this spell on yourself. It requires a piece 
of vine or creeper, which is used up when the 
spell goes off.

Herbal Attunement

Intensity: 2
Casting Time: Combative
Duration: Until you next cast a spell.
Attunement: No

Effect: This is a temporary attunement spell

The Root’s Questing Strength

Intensity: 2
Casting Time: Combative
Duration: Width in minutes.
Attunement: No

Effect: This spell raises your Body by 1 while 
it’s in effect, to a maximum of 7. (Multiple 
castings have no effect past the fi rst increase.) 
To cast this, you need to be holding the roots 
of a plant. The spell consumes the root.

While this spell is in effect, you cannot gain 
other magical enhancements to Body.

The Oak Endures

Intensity: 3
Casting Time: Combative
Duration: Width in hours 
Attunement: Yes

Effect: You can add a Master Die to the 
Endurance Skill of yourself or one other 
person. You need to be holding a piece of 
wood to cast this spell.

Flawless Herbal Attunement (5 point Advantage)

Outwardly, there’s little sign of this attunement, except that your eyes turn 

bright green. If you’re an Ob-lob or Truil, no one may even notice. 

Inwardly, the changes are greater. You’re resistant to poison. Specifi cally, no poison 

ever takes its major effect. (See page 296-297 for the major and minor effects 

of various poisons.) You become immune to many diseases, but anyone who 

tries to use the Healing Skill on you has to overcome Diffi culty 4. However, you 

no longer need to eat, as you can refresh and restore yourself with sunlight. 

When cut, you bleed sap.

Imperfect Herbal Attunement (� point Advantage)

Imperfect attunements of this sort are much more obvious. Your skin may 

become like bark (giving you the effects of the Gruesome fl aw with no 

XP bonus, perhaps). You might develop vines and leaves in place of hair. 

Some people wind up rooted in place forever, but that’s very rare…

On the plus side, you are attuned to herbal magic permanently.

The Way of the Wood
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Might of the Ancient Trunk

Intensity: 3
Casting Time: Combative
Duration: Height in minutes
Attunement: Yes

Effect: While the spell is in effect, you have 
AR 4 against all blunt impact attacks. It won’t 
help against cutting weapons (axes, swords) 
or piercing ones (spears, arrows) but you’re 
heavily protected against rocks, fi sts, and 
clubs. You’re also protected from the ground 
if you fall off a roof. Area Attacks from these 
sources are reduced by 4.

Casting this spell requires a piece of wood 
from a tree’s trunk – the branch won’t do. 
The piece has to be at least the size of the 
palm of your hand, and is destroyed when the 
spell is cast.

Soul of the Forest

Intensity: 5
Casting Time: Four hours.
Duration: Permanent
Attunement: No

Effect: This is the permanent attunement 
spell for Woodfolk. To cast it, one must fi nd a 
live plant – typically a young tree – of roughly 
your body weight or greater. By casting the 
spell, you transfer its life essence to yourself, 
turning it to dust in the process.

The Way of the Wood
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If you’re reading in order, you have a sense of some of the setting’s many 
cultures. You grasp the hardscrabble Truils, the rigid Dindavarans, vital 
Uldholm and the tumultuous Empire. But there are some references that 
may leave you scratching your head – such as passing mentions of perpetual 
darkness in Pahar, the Sunless Plains and the Truil Wastes. You may have 
noticed that there are no references to sunrise or sunset, and if you’ve 
examined the maps you probably realize they don’t fi t together as they 
would on a normal planet.

This chapter is the last element of the 
setting because it’s the hardest to grasp, it 
requires the wildest leaps of imagination 
but it is, in the immediate scheme of 
things, the least important. On Heluso 
and Milonda, as in the world we know, 
the shape of the planet is rarely a matter 
of daily concern. Politics, food and gossip 
about love affairs occupy far more of 
our attention and it is the same for the 
characters in REIGN. But to understand 
the world and play in it properly, a few 
critical facts need to remain, understood, 
in the back of your mind. Here they are.

Geography
The Ironbone priests believe that the world is the body of a living god. The 
Truils believe it’s a giant’s corpse. They don’t agree on much, but they’re 
right about the shape of the continent. It is not a relatively fl at shape on the 
surface of a sphere. It is formed like the body of a man.

Picture two people lying side by side in shallow water, a woman and a man. 
He lies on his left side, propped upon his left arm. The surface of the water 
cuts across his shoulder, near his neck, and the line of it goes across both his 
back and his chest about to his hip. His right arm extends over the water and 
rests upon her shoulder. She lies on her right side, facing him. Her position 
almost mirrors his, except that her left arm, on top, falls forward across her 
chest, hugging herself and entering the water high on her forearm.

The man is Heluso. The woman is Milonda.

Dindavara stretches from his shoulder blade out onto his arm, conforming 
in shape to the triangular deltoid muscle. The Empire is the arm down to the 
wrist – the elbow is the Center Kingdom, the Sunless Plains and Pahar are 
underneath it. Uldholm is along his ribs, almost stretching to his spine, but 
the spine still lies in the darkness, forming a great line of mountains in the 
Truil wastes. The rocky country of the Matriarchy is the knuckles and bones 
of his hands, while the Heluso Confederacy stretches across his chest.

The Ironbone priests believe that the world 

is the body of a living god. The Truils believe 

it’s a giant’s corpse. They don’t agree on 

much, but they’re right about the shape of 

the continent.
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Can you see it in your mind? Good. Now picture two lights suspended 
above them. The larger and warmer hangs above the woman, Milonda, even 
with her waist. It’s the sun. It neither rises nor sets, but instead fl ickers 
each day from brightest noon to mere starlight at midnight. Because it is 
motionless, its light never falls on the Truil Wastes, which lie in Heluso’s 
shadow. His arm is dark underneath, and The Empire’s shadow falls across 
the Confederacy’s lands just as its history breaks across theirs. The moon 
is above Heluso and behind it, shining fullest on the Wastes and shifting 
through its monthly phases – crescent to full, waxing to waning, just as on 
Earth, but never rising and never setting. 

People stand perpendicular to the ground, as here, but if you look upwards 
in the Sunless Plains you see a rippling green-blue sky of refl ected water, 
turning greenly-black in the shadowed distance. At night, there are only the 
faintest hints of stars, and moonlight wavers in the east.

(The Lightless Jungle is, quite literally, the armpit of the world.)

Where the land meets the water it’s at a 
right angle, so the seashore rises like an 
infi nite curtain away into foggy distance. 
Ships seem to come at you as if falling 
from the sky, and from its deck, you see 
the land as a vast wall. When you dock, 
the city is spread out like a map, in a view 
seen only by birds and sailors. Stepping 
from land to water, you make a right angle 
turn and there is a vertiginous moment 
of perspective shift. Coastal people talk 
about passing from the infl uence of the 
land to that of the sea, and if they were 
raised there going from one to the other 
is as natural as climbing stairs, and as 
unremarkable. If you jump from a tall 
spire that’s out parallel to the water, you 
fall down along its side until you touch the 
water, at which point you skate across its 
surface before plunging down into it.

There are little repercussions of this. Shade from rocks and trees have razor-
sharp edges and within their boundary only dark-loving mushrooms and 
mosses grow, because the sun never shifts to change the shadow’s shape. 
The crops of the dark lands are pale and eerie things, grown on moonlight 
or the sun’s mere refl ection. Finding east (towards the sun) and west (near 
the moon) is simple on a clear day or cloudless night, as long as the sky is 
visible. Even in the dark, the lines where the weeds of day meet with the 
toadstools of darkness provide an easy clue, if one is in a land where the 
sun’s light ever falls. The sundial is completely unknown on both continents, 

Where the land meets the water it’s at a 

right angle, and so that the seashore rises 

like an infi nite curtain away into foggy 

distance. Ships seem to come at you as if 

falling from the sky, and from its deck, you 

see the land as a vast wall. 
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Seasons

In addition to its daily waxing and waning, 
the sun’s intensity has seasonal variances too. 
Winter, spring, summer and fall are the same 
on Heluso and Milonda. The sunless regions 
are colder in all four seasons, just as the poles 
are colder than the equator on Earth.

The Imperial calendar spread like a sickness during 
the era of expansion. International merchant 
communities keep it in common use. Many countries 
or religions have their own calendars, but you’re 
really out in the sticks if you can’t fi nd someone 
who knows the current Imperial date. The twelve 
Imperial months are as follows.

Firstmonth: The Imperial year begins in the 
spring. Firstmonth starts with New Years’ day and 
it’s not uncommon for the thaw to start in the 
Center Kingdom on that very day.

Plantingmonth: As the ground thaws and 
the spring fl oods and rains begin, little actual 
planting occurs. But the bureaucrats who named 
the months and settled the calendar didn’t really 
care much.

Threemonth: The third month. It’s a boring 
month in The Empire – the only one with no 
national holiday celebrated. Luckily, the weather is 
often nice enough that no one cares.

Fourmonth: Summer offi cially begins on the 
third day of Fourmonth. Fourmonth twentieth 
is the anniversary of The Empire’s founding and 
doing any useful labor on it is forbidden by law 
(though that law usually isn’t enforced for street 
sweepers, barmaids, and others essential to the 
daily function of society).

Angermonth: The hottest, most miserably blazing 
days of summer fall in this month. Imperial scribes 
concerned with public order noticed that crimes 
of passion, vandalism, petty brawls and murderous 
vengeance all became more common during the hot 
and sweaty days. 

Fruitingmonth: It’s named because the crops 
are beginning to swell. The fi rst Empress’ birthday 
is celebrated on Fruitingmonth thirteenth, though 
scholars insist it was probably really the eleventh.

Fallingmonth: The trees begin to lose their 
leaves towards the end of Fallingmonth. At least, 
they do in Deerwood, Center and the Western 
Marches. Other nations where the trees are on a 
different schedule usually chalk the disconnect up 
to Imperial idiocy and incompetence.

Harvestmonth: Usually the harvest is gathered 
at the beginning of this month and the end of 
Fallingmonth. It’s an apt name, however, in that 
this is the time when the harvest is most enjoyed, 
with festivals common throughout rural territories.

Chillingmonth: Now the sun begins to 
weaken and temperatures drop. It’s the last month 
of autumn.

Winterlock: The fi rst month of winter earned 
its name because there are usually a few weeks 
of temperature fl uctuations early in it and in 
Chillingmonth. One day you might fi nd ice on the 
rain barrel, and three days later you’re sweating 
on a short walk. Winterlock is the month when the 
cold really gets its grip on the land. 

Dyingmonth: The old year is dying, the trees are 
leafl ess, and in many places the snow is gathering 
and not yielding. Just as Angermonth is when 
people often lose their tempers, the dark days of 
Dyingmonth is the time when the aged, the ill 
and the unfortunate decide to just give up. More 
poetry from the Sunless Plains is written about 
Dyingmonth than any other time of year.

Lastmonth: Winter starts to lose its grip and the 
sun gets a little brighter during Lastmonth. The 
last week of Lastmonth is traditionally a time for 
symbolically shedding or overcoming your regrets 
about the year gone, while invoking your hopes for 
the next.
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and would be useless if constructed. Time is kept with hourglasses or (for 
the very sophisticated and wealthy) water clocks. Most people simply 
gauge time by how bright the sun is. If you can see the difference between a 
white thread and a black one, it’s day. If you can’t, it’s night. Some villages 
use crude calculating devices where a hole in a roof shines sunlight on a 
painted spot, and where the clarity of the spot’s color is compared with 
charts prepared for cloudy, clear and intermittent days in an attempt to get 
a daytime measure better than “the sun is waxing” or “the sun darkens.” But 
most make do with estimates or hourglasses and town criers.

Important Things to Forget
While the lands and people of this world are similar to ours in many 
ways, there are some accidents of their history and ours that are critically 
different. It’s hard to suppress our refl exive knowledge about how one reads 
or rides or relates, but these small differences are like the snowfl akes that 
start avalanches. From small beginnings, large changes emerge.

Horseback Riding

It is an article of absolute faith, 
everywhere in the world, that riding 
astride makes men impotent. Horses were 
fi rst tamed on the plains of what would 
become the Heluso Confederacy, and the 
belief about damage to virility started 
there. As the use of the animals spread, so 
did the belief. Unless a man is castrated, he 
doesn’t ride astride. Not horses, not other 
animals, not anything. It’s completely 
beyond the pale, socially – about as bad 
as a man wearing lipstick and a bra and 
nothing else running down the street in 
our modern world. Furthermore, that 
business about impotence is true. From 
our superior 21st century vantage point 
we may dismiss it as psychology making a 
prophecy fulfi ll itself, but to the people of 
Heluso and Milonda this is as iron a fact as 
the immobility of the sky.

With the advent of the stirrup making mounted combat far more dangerous, 
the gender politics of horseback riding and military might have done much 
to make sexism on Heluso and Milonda a different matter than the gender 
biases of our own cultures. Well, that and politics and magic.

Unless a man is castrated, he doesn’t ride astride. 

Not horses, not other animals, not anything. 

It’s completely beyond the pale, socially – 

about as bad as a man wearing lipstick and a 

bra and nothing else running down the street in 

our modern world. 
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Sexism

The repression of women is far less prevalent on Heluso and Milonda. In our 
world, the physical strength advantage men possess led to cultures in which 
men dominated (with recourse to violence when they deemed it necessary). 
In this world, men’s physical strength advantage is offset by the genders’ 
equal opportunity to learn magic. Sure, drunk hubby may hit harder, but it 

won’t make much difference if drunk wifey 
can climb up on the roof and rain lightning on 
him until she passes out.

This general equalizing factor on the 
individual level led to more equality 
politically and even militarily. Remember, 
men ride sidesaddle. A nation that won’t 
let women fi ght is doomed to forgo cavalry, 
unless they’ve got an abundance of eunuchs. 
Furthermore, the fi rst Empress was a woman 
and The Empire has been ruled by women 
from the word go. Women don’t have 
anything to prove politically: A succession 
of feminine hands ruled the world for 
generations.

Literacy

While most people can recognize their own name when written, and 
probably a few other common words, literacy is not terribly widespread. 
Even literate people don’t read very well. This isn’t their fault. The primary 
alphabets are fairly primitive. No nation has yet conceived of putting spaces 
between words, no culture has punctuation, and there is no alphabet with a 
difference between capital and small letters. Thus, instead of reading clear 
sentences where words and ideas are clearly demarcated, even a highly 
literate Imperial scholar has to scan something like this.

EVENLITERATEPEOPLEDONTREADVERYWELLTHISISNTTHEIRFAUL
TTHEPRIMARYALPHABETSAREFAIRLYPRIMITIVE

That’s in Imperial which is, at least, an alphabet where each letter stands for 
a specifi c sound. (Their sane and effi cient writing – well, relatively speaking 
– is an unacknowledged reason why The Empire has thrived so long and so 
well.) Dindavaran text consists of pictograms that stand for single syllables, 
with each glyph consisting of a crown consonant (showing the beginning 
sound, if any), the central vowel and, enclosed within the shape denoting 
the vowel, the core consonant (which denotes the end sound, if there is 
one). This means that most words in Dindavaran can be phonetically spelled 
one of several ways, depending on whether you break the syllable sounds 
as “dep-en-ding” or “de-pen-ding.” Most former vassal states, including 
Uldholm and the nations of the Confederacy, still use the Imperial script 

Sure, drunk hubby may hit harder, but it 

won’t make much difference if drunk wifey 

can climb up on the roof and rain lightning 

on him until she passes out.
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(and, indeed, the Imperial language is common in both too). The Truils use 
pictograms where each word has its own shape.

Everyone reads aloud, no matter how well-educated. As in Europe in the 
middle ages, no one has yet had the idea of reading silently. Anything you 
want to read, you must read in at least a whisper.

Racism

Racism is alive and well on Heluso and Milonda, but it’s very different from 
the racism we experience in the 21st century – and not just because the 
most commonly reviled minorities have white skin.

Most people on both continents are racist, 
and that includes the downtrodden Truils 
and Ob-lobs. They make many assumptions 
about people based on their ethnicity. 
However, this racism rarely has the 
bitterness of Earthly racism because there is 
no extensive history of race-based slavery. 

An Uld may look down on a Truil, but 
doesn’t necessarily hate him. He just 
regards him as inferior – maybe dangerous, 
maybe friendly. Like an animal, only this 
one can reason and talk. 

Other racists cleave to their beliefs without 
gradations of worth. They judge Ob-lobs 
on racial grounds, but don’t think they’re 
better or worse, just different. 

All this applies primarily to people who get little exposure, however. 
Cosmopolitan cities and regions (such as the capital of The Empire, or 
important trade hubs at national boundaries, or major ports) tend to have 
citizens with less racial baggage. People who travel around and meet many 
different people often have a chance to see, fi rst hand, that not all Truils are 
mad, not all Dindavarans are honorable, not all Pungese are kindly and not 
all Ulds are amorous. 

Mud Dukes
If you look closely on the maps, there are what appear to be bubbles in the 
borders between several countries. These are not cartography errors. They 
are very small sovereign nations. The common (and contemptuous) term 
for these isolated societies is “Mud Duchy” and their rulers are called “Mud 
Dukes” – though rarely to their faces. 

Racism is alive and well on Heluso and 

Milonda, but it’s very different from the 

racism we experience in the 21st century 

– and not just because the most commonly 

reviled minorities have white skin.
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Every Mud Duchy is a historian’s conundrum: How has it managed to remain 
independent from its larger neighbors? There is always, always a reason.

Quite often, a small country wedged between two large ones is more 
valuable to each free. If they’re at loggerheads, the Mud Duchy serves as 
a valve between them to keep necessary (or simply desirable) commerce 
going. Dindavara may have cut off all contact with Uldholm after a 
diplomatic incident, but they’re still in contact with the tiny border state 
Fjarn, which just happens to have a decent trade route with Uldholm. Fjarn 

takes its cut in import and export tariffs, 
but each big country can still get what it 
absolutely needs from the other. In the same 
spirit, the little land can act like a middle 
child and provide mediation and neutral 
territory for diplomacy. 

On the other hand, sometimes each big 
country covets the Mud Duchy, which puts 
its king in a precarious position. Often, 
however, each major nation’s desire to 
seize the country is outweighed by its fear 
of having the disputed land fall under the 
other country’s sway. After all, if Dindavara 
invades Fjarn, they have some sort of fi ght on 
their hands, even though Fjarn is desperately 
overmatched. If Fjarn invites Uldholm in to 
help protect them, the Ulds are marching 
in unopposed while the Dindavarans have to 
fi ght every step of the way. If Dindavara can’t 

overcome the combined might of Uldholm and Fjarn, it’s going to be a long 
time before those Uldish allies pack up their weapons and leave. Mishandled 
Dindavaran aggression could put Fjarn under Uldish infl uence for decades.

Thus, some Mud Dukes cover their lack of funds, fi ghters and farmland with 
necessary levels of political shrewdness. It’s a tough and constant balancing 
act for a small king to keep the big lords fi ghting each other instead of him, 
but it beats being somebody’s client state.

Then again, some small nations are naturally defensible. If your nation is 
an island in the middle of storm-wracked seas with only one safe landing 
place, all you need to do is cork that up tight. You won’t be impregnable, but 
you will, in all likelihood, be too much trouble to bother with. Similarly, 
if you’re a valley in steep and murderous mountains with only two passes 
through, a castle on each pass can let a very small army keep a very large one 
at bay for a long time. When would-be invaders keep drawing back bloody 
stumps, they eventually quit trying.

Mud Duchies are part of the setting, not 

only because small nations like San Marino 

pop up in our history, but because they 

can be useful for groups who want their 

small company to be important without the 

complications of a major nation setting. 
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There are open countries ruled by lineages of sorcerer-kings renowned 
for possessing Tenth Intensity battle spells. Maybe it’s a bluff, but 
when your army starts feeling magic fl owing to the castle… and 
fl owing… and fl owing… and they’ve been marching for hours and 
that crazy witch-queen has been pulling in power for something for 
all that time… that’s about the point where generals start rethinking 
their priorities, while the rank and fi le carefully consider the shame 
of desertion. The spell could be a bluff, but unless the country 
is terribly attractive the neighbors may not want to fi nd out.

A fi nal type of Mud Duchy is free because it’s worthless. Or, if it’s 
not entirely void of value, it’s hardscrabble enough that there’s no real 
benefi t for an invader to seize it. Nobody wants to annex a territory and 
have the sole effect be doubling their nation’s beggar population. 

Most commonly, there’s a combination of effects. A country may have 
enough natural bounty to keep a low population comfortable, be well 
defended and be politically adept. Others are less defensible, but also 
less attractive. Some are homely and deadly, and those latter nations are 
as close to impregnable as it’s possible to be in such an uncertain world.

Mud Duchies are part of the setting, not only because small nations 
like San Marino pop up in our history, but because they can be useful 
for groups who want their small company to be important without the 
complications of a major nation setting. These are small ponds where 
even a minor PC company can be a big fi sh.





game or a story or a movie in 
which interesting characters faced 
no particular challenges might be 
very entertaining. I have vague 
recollections of “My Dinner with 
Andre” being fairly diverting. On the 

other hand, I have extremely 
specific recollections of “Angel 

Heart” and “The Princess Bride” 
and “L.A. Confidential” and all three Lord of the 

Rings movies. (I also have specific memories of four 
of the six books on which those films were based). 
All those stories featured interesting characters 
facing considerable challenges. If you can run a 
good game without opposition, or with the ample 
opposition provided by violence, political treachery 
and evil magic, you may not need this chapter. 
Nevertheless, there’s more here if you want it - all 
sorts of rules and suggestions for terrible fates that 
often menace characters in RPGs.
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Burned At the Stake

Fire, as they say, is the cleanser, and 

characters in roleplaying games seem 

to favor this particular brand of ashen 

tidiness. But it’s easy for fl ames to get out 

of control, and more than one dastardly 

villain has preferred to light his throne 

room with braziers of oil, or conduct her 

midwinter sacrifi ce before a blazing wicker 

effi gy. Opportunities for harm abound.

Fire is an Area attack. A small, guttering fi re 

provides a low Area Shock attack (1-5 dice 

should do it) if you accidentally step in it or 

can’t avoid running through it. An intense 

fi re scalds with an Area Killing attack. The 

rating of the attack depends on just how hot 

and how large. If it’s intense but small (like 

a scalding steam vent in volcanic tunnels) 

Area 1-3 Killing is appropriate. If it’s a raging 

holocaust that fi lls an entire room, an Area 4-

8 Killing attack makes sense. 

Even a large, hot fi re is unlikely to instantly 

kill somebody. Fires usually kill through 

exposure. Since the area effect is going to 

hit every round someone’s in the fi re, it’s 

important for GMs to know how fast the 

characters can get through.

Poisoned by a Scorned Lover

Humankind has resorted to poisoning for as 

long as there have been cowards, inquisitive 

students of medicine, and inconvenient 

people standing in the way of ambition.

While some poisons are administered in 

exotic ways (blown in the face as powder, 

placed in the shoe to be absorbed through the 

feet, dripped in the ear or added to a favorite 

smokable to be taken into unsuspecting 

lungs), the most common ways to poison 

someone are through the mouth or through 

the skin. 

Getting someone to swallow poison depends 

on how strongly the poison smells or tastes, 

but mixing it in particularly strong fl avors 

(or feeding it to someone whose senses are 

already blunted by alcohol) can mitigate 

those problems. 

Injected poisons have their own drawbacks, 

the prominent one being that most poisons 

take some time to absorb into the victim’s 

body. Thus, while a sword painted with 

poison is a scary idea, unless you stab 

someone and leave it buried in there for a 

while, the free fl owing blood of the wound 

is (likely as not) going to wash the poison 

out of the victim’s system instead of pulling 

it deeper in. Consequently, when poison 

is added on a weapon that doesn’t stay in 

the wound, the poison’s Potency rating 

(explained below) drops by four.

Other weapons are designed to stick in the 

wound, and these can be poisoned without 

any loss of potency. Knives and daggers can 

be left in a wound – they’re light enough that 

their own weight won’t pull them out. Arrows 

and blowgun darts are ideal, as are harpoons. 

(Crossbow bolts, ironically, are more likely 

to punch all the way through someone and 

come out the other side. They take the same 

Potency penalty as other weapons.) 

Potency

Every poison has a Potency rating, a Major 

Effect and a Minor Effect. Here’s how those 

factors interact.

When a poison is administered, its 

Potency is rolled as a die pool. If a 

match comes up, both the Major and 

Minor effects occur. If no match comes 

up, only the Minor effect kicks in.

Even if a match comes up, prompt action can 

mitigate the effects of poison. If a character 

realizes she’s been poisoned, she can take 

an action to attempt a Body+Vigor roll to 

shake it off. Alternately, she can try to use 

Knowledge+Healing (or she can have a healer 

comrade try it on her). Each success on 
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these rolls removes an effect. Some poisons 

are particularly virulent and may place 

Diffi culties on the Healing or Vigor rolls. 

Example: Bunis has been tricked into eating a large 

quantity of dreamberry jam. It’s got Potency 

5, so when he consumes it, the GM rolls 5d 

and gets 1,1,3,7,9. A match! This means 

that Bunis gets both the Major effect and 

the Minor. The Minor effect is a deep sleep 

with nightmarish dreams. The Major effect is 

a coma that lasts for 1-5 days, deteriorating 

into death. 

When Bunis fi nally remembers where he’s 

tasted that odd sweet-sour aftertaste before, 

it’s almost too late. He induces vomiting 

in an attempt to expel the poison, but his 

Body+Vigor roll produces no matches. A 

colleague makes a roll on Knowledge+Healing 

and (thanks to a Master Die) gets a pair. Bunis 

still experiences the Minor effect, but he’s safe 

from the coma. 

Had both Bunis and the healer 

gotten successes, he would have 

suffered no ill effects.

If an exceptionally large dose is administered, 

the potency may be rolled multiple times. 

However, these rolls are not combined.

Example: Poor Bunis stumbles into a nest of young 

turem vipers. He gets bitten twice. Since 

they’re immature, their venom is weak 

– Potency 5. The GM rolls two 5d pools. The 

fi rst one comes up 1,4,7,8,10 and the second 

comes up 1,2,3,7,8. Neither roll produced a 

match. The ones, sevens and eights that came 

up in both pools do NOT combine to form sets. 

Bunis takes the Minor effect twice, but does 

not die.

Depending on the poison and the 

circumstances, victims may get multiple Vigor 

rolls to recover, or only one. The same goes for 

Healing rolls.

Dreadful Things Happen

N o ballad or history dwells on 

this, but when an army first 

marches out, perhaps one soldier in 

ten is slightly ill. Nothing to keep him 

from doing his duty, he thinks, but 

he troubles with his nose and feels 

endlessly weary. After a month in the 

field, two in ten are in such condition. 

After your first battle, one man in 

ten is too sick to fight, in addition to 

the mildly unwell and the injured and 

the dead. After a month in enemy 

territory, half the troops who can 

walk at all are walking with a fever, 

if you’re lucky. If your enemy can 

trap you in the field until winter, 

you will lose more men to disease 

than to the noble blows of combat.

 -Fazhu the Unifier, 

   “Secret Doctrines”
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Poisons see a fair amount of use on the two continents, 

whether they’re taking down big prey animals in the 

wilderness or removing inconvenient heirs to the 

throne. Venomous animals have descriptions of their 

poisons listed in the creature’s description. 

Guncruf’s Distillate

Description: Start with Shoshaofan Concentrate (see below.) 

and add the normally innocuous reppia root, along with a few 

other secret ingredients, to produce a muddy red paste that has 

little discernable taste or odor. It’s Diffi culty 9 to taste or smell 

it in water. In food with any spice at all, it’s undetectable. 

Furthermore, the really insidious part is that Güncruf’s Distillate 

doesn’t take effect until 14-24 hours after ingestion. 

Making it requires a Diffi culty 5 roll on Herbalism 

or Expert: Poisoner, and that’s if you already 

have your Shoshaofan Concentrate.

Potency: 6

Major Effect: Death

Minor Effect: The affected character automatically fails 

all Body+Vigor rolls for the next seven days. This does not 

apply to Vigor rolls attempting to resist the poison itself.

Special: Possession of Güncruf’s Distillate is a capital offense 

in both Uldholm and Dindavara. In both countries, it’s a Cost 

7-8 purchase – if you can fi nd anyone to sell it to you.

Milk of the Gravedigger Queen

Description: A distillation of several plant compounds, along 

with the vitreous humors of a desert hawk, combine to form the 

horrifi c venom used by the Cult of the Gravedigger Queen. 

The Milk of the Gravedigger Queen is almost always 

painted onto arrowheads. On occasion it’s used on a 

barbed dagger, but as the cultists prefer archery, they have 

adopted the use of a poison that is optimal on arrows.

The Milk is slow to absorb, meaning that the envenomed 

weapon has to remain in the victim’s fl esh for a full round 

before its Potency is rolled. If the weapon is ripped free before 

that time has passed, a successful Potency roll only produces 

the Minor effect, while a failure produces no effect at all. 

However, the cultists are cunning enough to sometimes employ 

hooked arrows with “breakaway” shafts – the poisoned head 

is diffi cult to drag out, and pulling the haft merely causes it to 

break at a thinned point. To really remove the arrow requires 

either a successful Heal roll, or a cruder attempt to dig it out 

by main force. (When digging it out, the player gets to roll 

3d for every point of Killing damage he’s willing to infl ict on 

the affected location. Any match removes the arrowhead.) 

Barbed daggers are much simpler to remove: They 

can be yanked out automatically. Doing so infl icts a 

point of Killing damage on the location, however.

It is also important to mention that the Milk of the 

Gravedigger Queen is a powerful emetic. Just a drop on 

the tongue can produce forceful vomiting. It requires a 

successful Body+Vigor roll to keep from puking – if, for 

whatever reason, the character decides to do so. If that roll 

fails, the character vomits and any ingested poison does 

nothing. If the roll succeeds (and the player has the option of 

declining the roll) the poison operates as it normally does.

Potency: 7

Major Effect: Huge swellings occur in the groin, armpits 

and throat. These latter swellings, in the neck, smother the 

victim within 1-5 combat rounds. A successful Heal roll 

is required to lance the boils in the throat, and as a side 

effect it does a point of Shock damage to the head. 

Minor Effect: The victim becomes sick, weak and disoriented. 

All Stats drop by 1 (minimum 1) for 1-10 hours. 

Special: Only the Cult of the Gravedigger Queen knows 

how to make this stuff, and they do not sell it under any 

circumstances. Rarely, some bold individual manages to 

steal some small supply of it and sell it at fabulous prices. 

But the cult looks askance on such business endeavors. 

Heluso and Milonda: Poisons
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Monkeydrop

Description: A paralytic poison made from ground-up 

darkmoss, the sap of the Evil Thorn Fig, and the oily skin 

secretions of the Midnight Toad – all three of which are 

found exclusively in the depths of the Lightless Jungle.

Monkeydrop was originally developed by one of the debased 

mutant tribes that dwell there, as a hunting aid. When they 

shoot local monkeys with arrows dipped in Monkeydrop, 

the animals fall from their perches. Hence the name.

Monkeydrop has an intensely bitter taste. Any time 

it’s added to food, it can be spat out if detected, 

and any rolls to notice it get a +1d bonus. 

Potency: 8

Major Effect: The victim remains motionless for 1-10 hours.

Minor Effect: The victim immediately drops to the 

ground and is motionless for 1-10 minutes. 

Special: Some bold herbal explorers from Uldholm, The Empire 

and the Confederacy have entered the jungle and learned how 

to make Monkeydrop. In border towns it can be found (with 

effort) and purchased. It’s usually at Cost 4-6 for several doses. 

Opetka Assassin Dust

Description: The secretive assassins of the Opetka region 

guard closely the process of making this wicked powder. 

Odorless, tasteless and colored an unremarkable brown, this 

substance has been the death of any number of inconvenient 

persons. Fortunately, Assassin Dust seems diffi cult and expensive 

to produce, because it is rarely used, despite its utility. 

Assassin dust is feared because it’s so versatile. It can kill you 

if you inhale it, or if it gets in your food, or if it’s on something 

sharp that breaks the skin. Even having it on your skin can 

kill you, if it remains there long enough. (While it’s nastiest if 

absorbed through the skin, it has to be there at least an hour.)

Alternately, its makers may use it sparingly because it is so 

dangerous. Since it can kill when inhaled, swallowed or even held 

in the hand, it must be handled with extreme caution. Anyone 

who tries to use Assassin Dust – meaning, anyone who deals 

with it outside of a tightly sealed container – needs to make a 

Coordination+Healing roll, Diffi culty 4, or a Coordination+Expert: 

Poisoner roll. If the roll fails, the character has been exposed. (The 

nature of the exposure – inhaled, touched, swallowed or through 

the blood – is up to the GM, depending on circumstances.) 

Potency: 4 when swallowed, 6 when inhaled or introduced 

through blood, 8 when absorbed through the skin. 

Major Effect: An Area 15 Killing attack 

on the affected individual.

Minor Effect: Instant unconsciousness. Unconscious characters 

can make a Vigor roll every hour to attempt to wake up. If they 

fail 10 consecutive Vigor rolls, they pass into normal sleep.

Special: This cannot be purchased for any price.

Shoshaofan Concentrate

Description: A well-known fever remedy can, if carefully 

concentrated, be a dangerous poison. It has a mild tart 

fl avor, barely noticeable in safe doses but perceptible at 

the danger level. It takes a successful Heal roll (Diffi culty 

4) or a successful Expert: Poisoner roll to concentrate it to 

dangerous levels. Using Expert: Herbalism, the Diffi culty is 2.

Potency: 6

Major Effect: The affected character automatically 

fails all Body+Vigor rolls for the next seven days.

Minor Effect: The victim feels exceptionally cold, drowsy and 

listless. All rolls are made at Diffi culty 2. This lasts for 1-10 days.

Special: This stuff is against the law in Dindavara – making 

it and possessing it are both crimes that can earn you exile, 

from a city, a province or even the country. It has a Cost 4-5 

to buy there. In Uldholm, the other place you can even get it, 

it’s not illegal per se but possessing it without a damn good 

reason is sometimes enough to persuade a judge that you’re 

up to no good. Depending on how the trial plays out (between 

argumentation, excuses and the ubiquitous guild politics), 

possession usually nets you anything from a day in the stocks 

up to having your eyes poked out. In Uldholm, its Cost is 5-6.
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Thrown Off a Cliff

Adventurous types in the realms of REIGN 

have a distressing tendency to jump out of 

windows, fall off slanted roofs, get dropped 

by giant birds or be fl ung from towering 

mesas. All these situations are dangerous, 

and potentially deadly. The rules for falling 

damage are fairly simple. For every fi ve feet a 

character falls, he takes 1d in an Area attack, 

to a maximum of thirty dice. A character 

who takes a moment to dangle and drop in a 

controlled fashion can reduce the pool by 2d. 

This damage ignores mundane armor.

The type of damage done depends 

on the surface onto which the hapless 

character falls. If it’s something yielding 

– water, deep mud, a snowbank after 

falling through many evergreen branches 

– the dice do Shock damage. 

Example: Flugo is stumbling around in the dark woods 

and, unseeing, goes right over the edge of a 

short cliff. He falls thirty feet into a duckpond. 

Since it’s thirty feet, he rolls 6d. He has the 

misfortune to roll 1,3, 7, 9, 10 and 10. He 

takes a point of Shock to a leg and an arm, 

and two points each to head and torso.

If it’s an unforgiving surface, like soil or fl at 

rock, the dice do Killing damage. Particularly 

vicious surfaces add more dice to the pool at 

the GM’s discretion, though more than 10d is 

probably uncalled-for. 

Example: a hungry Biauchrus grabs Flugo just as he’s 

cresting the top of a mountain. The huge bird 

takes advantage of the nearby drop-off to send 

Flugo crashing down two hundred feet onto 

broken, jagged boulders. A 35d Area Killing 

attack sounds about right – thirty because 

that’s the biggest pool any fall can give just 

from impact, and another fi ve for the spires 

of stone. The pool produces a horrifying 3x1, 

5x2, 5x3, 2x4, 4x5, 6x6, 3x8, 2x9 and 5x10.

A normal man would certainly be little more 

than a smear with a bit of ankle sticking out, 

but at character generation Flugo’s player 

selected Leather Hard and Hard headed, giving 

Flugo an extra wound box at every location 

except the head, which got two extra. This 

means that his legs, amazingly, still function. 

Both arms are shattered, and fi ve points from 

them overfl owed into his torso, but he had 

eleven boxes there and only took fi ve points 

directly. With one point remaining undamaged 

in both torso and head, he’s managed a 

remarkable feat of survival. Unfortunately, 

there’s that Biauchrus circling to fi nish him off. 

Drowned

Most of the time, characters bathing or 

swimming for recreation don’t need to 

bother rolling. Drowning should only 

threaten when it’s dramatically appropriate 

– the ship went down in a storm, or you’ve 

jumped off the bridge in a hail of arrows, 

or what you thought was going to be a 

frolicsome midnight swim with the Contessa 

while her husband’s away at the front turns 

out to have a riptide as a complication.

When your character goes in water over his 

head, roll Body+Athletics. (Remember armor 

penalties: -2d if you’re in Medium armor, no 

chance of success in Heavy.) For every die 

Falling Is Bad, But Is It Bad Enough?

The mortality rates for people who plummet thirty feet onto hard surfaces are 

pretty high in real life, whereas an unharmed REIGN character is going to have 

a better than 99% survival rate at that distance. This is intentional. If you want 

to have the game be extra-gritty, just amp up the damage. One easy way to do 

that is to have sets that turn up in the Area roll do an extra point of damage or 

two. On the other hand, if you want the game to be more like a kung-fu movie 

where people can jump from the tops of trees and hit the ground running, you 

can reduce the damage, both in type and in severity. As it is, the damage is set 

at about the level of an action movie: Implausible to sticklers, but most people 

are willing to suspend their disbelief that far. Besides, people have survived 

falls from airplanes without parachutes, so who’s to say what’s impossible?
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in a set, she can either move fi ve feet in any 

direction (including up or down) in one 

round; or stay afl oat without rolling for a 

minute. Every fi ve rolls, she should make 

a Body+Endurance check. If she succeeds, 

nothing changes. With each Endurance 

failure, all future Athletics rolls to swim are 

at –1d, until she gets out of the water and 

catches her breath.

Diffi culties are a good way to model other 

hassles of staying afl oat, such as stormy 

weather, high seas, or people on shore trying 

to murder you. If you’re hauling someone out 

of the water lifeguard-style, for example, that 

increases the Diffi culty of your Athletics roll 

by 2 if they’re small, 3 if they’re normal-sized 

or larger.

Dying a Slow, Agonizing, 
Helpless, Meaningless Death

I don’t recommend it. 

Specifi cally, I don’t recommend having 

starvation, thirst or exposure play a frequent 

and major role in your games. These threats 

can produce some tension, but only up to 

the point that the characters either extricate 

themselves brilliantly (or desperately, if you 

think a cannibal outcome has some drama) 

or get rescued. Getting rescued is okay, 

especially if you want to introduce some new 

characters and give the PCs a reason to be 

friendly, but empty threats don’t work. Your 

players have to believe you’ll pull the trigger. 

Otherwise, they’re accepting it as a plot 

contrivance and if that’s the case, you’re just 

cheapening your whole game. 

Freezing to death is boring, it’s a coercive 

element in a plot, it doesn’t provide many 

interesting opportunities and it’s not 

heroic. Getting cut down in battle, even by 

mischance, is a better death than a slow, grim, 

helpless crawl to the grave.

Are there ways to use thirst and privation well 

in a game? Yes. They can raise the pressure by 

acting as a ticking clock. For instance, siege 

is tense: Siege without food is much moreso. 

Starvation on its own, though, is most likely 

just tedious.

If you’re going to use these elements, make 

sure you think it through and satisfy yourself 

that it supports the players’ fun. Having it be 

“realistic” that they’d have to deal with it in 

the desert or a threat that “makes sense” on 

a long voyage probably harms more than it 

helps. As with tracking every gold piece (see 

page 37.) it can be realism at the cost of fun, 

when a little hand-waving can allow players 

to get to the good stuff.

Starving�to�Death

With that in mind, the best way to model 

starvation is to let people go foodless for 

about a week without meaningful ill effects. 

Then, for every day of lean rations, give each 

character a point of Shock damage in the 

torso. Vigor rolls can cure this, as usual, so 

strong characters can pretty much survive 

indefi nitely on moss, nuts, rotten fruit and 

grasshoppers. But after they’ve gone through 

their grace week, every day with no�food gives 

a point of Killing damage to the torso. This 

way, even if they’re making Vigor rolls to 

turn Killing damage into Shock, they’re still 

accumulating a point of Shock every day.

Once they get some food, they can begin to 

recover, and this is best handled simply by 

stopping the daily attrition. Their Vigor rolls 

can catch them up, and if they don’t then it 

represents some lingering illness arising from 

crash weight loss and vulnerability.

Dying�of�Thirst

Dying of thirst works like starvation, but 

it’s much faster. Every day a character goes 

without any water at all, he loses a point of 

Body. Every day a character has to make due 

with very minimal water (say a pint, or more 

for people working hard or in hot climates), 

she can make a static Body+Vigor roll. Any 

success keeps her from losing her Body 
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Stat. (Thus, a very Vigorous individual can 

theoretically survive indefi nitely on extremely 

lean water rations. That’s fi ne.) Once Body 

hits zero, the character dies of thirst.

Recovering from thirst is easier than 

recovering from starvation. Once the 

character is getting suffi cient water, the lost 

Body points return at the rate of one per day.

Exposure�to�Extremes�of�Temperature

Both heat and cold are modeled the same 

way: You lose a point of Body per day 

if you’re in terrible cold or terrible heat 

without shelter or any way to regulate 

your body temperature. When Body hits 

zero, you die. If you’re stark naked with no 

way to get cover, you lose a point of Body 

every hour if it’s below freezing, and every 

two hours if it’s punishing desert heat. 

Once you return to normal temperatures, 

the lost Body comes back at one point 

per day. (If you’re dying of thirst, by the 

way, these losses are cumulative.) 

Prey To Vengeance
From The Grave

In the lands of Heluso and Milonda, people 

believe in ghosts and they believe in mercy. 

Those who believe most fi rmly in the fi rst 

tend to also pay attention to the second, 

because the two are intimately connected. 

Ghosts look the way they did when living, 

with one notable exception: You can see 

through them, like a partial refl ection on a 

window. They do not age, they’re dressed as 

they were when they met their fate, and any 

wounds they received are clearly visible.

Ghosts cannot move physical objects, nor 

can physical objects harm them. They can 

stand upon the ground, and they can pass 

through solids or not as they choose. They 

can walk on water as easily as they can cross a 

bridge. Any attempt to physically harm them 

is doomed to failure, since there’s nothing 

physical to harm, and they’re already dead.

Unliving spirits do not sleep or get weary. 

When they speak, they do so at normal 

volume, from a whisper to a bellow. They 

have an instinctive sense for items and 

persons relevant to whatever passion brought 

them forth from the grave. They are immune 

to boredom.

Even with those advantages, it might seem 

that a ghostly existence is pretty pointless, 

especially for those driven by vengeance 

(which is by far the most common type of 

revenant). But an impervious spirit that 

never sleeps and which cannot be stayed by 

gate or wall makes an insidious foe, especially 

since ghosts are often loud. 

Let us imagine that Tobruk, a victim of 

Gruak Fiveslayer, haunts his killer. As soon as 

the sun dims after his death, Tobruk springs 

forth from his body and, with unerring 

accuracy, can sense where Gruak is. So he 

sets off running, tirelessly. Even if Gruak is 

fl eeing, outrunning a spirit is no easy task 

– any pause could be the pause where the 

shade catches up. 

Once Tobruk fi nds him, he can’t strangle 

or kick Gruak, but he can yell. He can yell 

right in Gruak’s ear, all day long. All night, 

too. If the people around Gruak understand 

Tobruk’s language, he probably tells them 

of Gruak’s ill deeds, starting with his own 

murder and working back through anything 

else he knows, or feels like making up. 

He never�stops. Like all ghosts, he is 

perfectly relentless.

If you were one of Gruak’s companions, how 

long would you want to stick around the 

haunted man? If you were an innkeep, would 

you let Gruak spend the night? If you were 

a village chief, or a town mayor, would you 

welcome murderous Gruak and his pesky 

ghost as residents?

Most haunted persons wind up dead 

or isolated, wandering the wilderness 

with no one but their abusive spirit for 
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companionship. Even those who become 

hardened to their ghost’s abuse fi nd them a 

grievous inconvenience. After all, no matter 

what you’re trying to do, it’s distracting to 

have a semi-visible hand (or other body part) 

waving in your face, or to have someone 

shrieking in your ear. Doing anything 

graceful, quiet, solemn, artistic or romantic is 

quite impossible with a ghostly companion.

There are rumors, legends and stories about 

sorcerers or exorcists who can expel, silence 

or mitigate the misery of being haunted. 

Their fees are usually very high. You have to 

expect that with such motivated clientele.

Mercy

The common policy of accepting pleas 

for mercy arose because the most 

common ghosts are those whose pleas 

for clemency were ignored. The exact 

process by which someone is turned 

from a living beggar to a dead revenger 

is unclear, though theories abound.

• Many mercenaries believe that if you can 

kill someone before they get their plea 

completed, they won’t have the right to 

return and haunt you.

• Communities with capital punishment 

(meaning, most of them) see fairly 

few ghosts arise from the practice, 

so the idea that a carefully debated 

sentence acts to bind or settle the 

spirit seems to have some merit.

• Assassins, oddly enough, are rarely haunted 

unless their victim got a good look at 

them and had time to implore pity. Some, 

therefore, think ghosts must see their 

killer’s face in order to rise. Others hold 

that it’s the rejection of the plea that opens 

the gates of the underworld.

The�Truth�of�the�Matter,
and�the�Meta-Truth

Here is how ghosts are formed. If a person 

begs for mercy in a language his killer could 

understand (or makes gestures like throwing 

aside his weapon and dropping his head) and 

is killed anyhow, he might rise as a ghost. Or 

he might not. The catch is, the submission 

to his attacker must be complete, unfeigned, 

and genuine. If you get on your knees and 

beg mercy because you’re truly beaten and 

know it, you might return if murdered. If you 

get on your knees and put on a show because 

you’re hoping he drops his guard for a split 

second and, while he’s sneering in disgust, 

you can wrench the sword from his grip and 

turn the tables – hey, cool, good luck. But you 

won’t come back if you fail.

There are a couple ways around turning 

someone into a ghost, and the nations of 

Heluso and Milonda have fi gured most of 

them out. First off, if the victim accepts his 

death, or even has some doubts about the 

injustice of his demise, he won’t come back. If 

you were condemned by the laws of the land 

and know, even at a deep and repressed level, 

that you did wrong, you won’t rise. 

Secondly, the dead man has to know who 

killed him. Put a mask over your face and say 

nothing and you have a much better chance 

of getting away haunt-free. Same thing for 

slitting the king’s throat while he sleeps or 

putting poison in his tea.

The other escape is that holding someone 

down and killing him creates ghosts. Putting 

someone in an untenable situation where 

death is certain (or almost certain) doesn’t. In 

The Empire, they have six story “punishment 

pillars” in the cities. Condemned criminals 

are left on top of a pillar . (They’re bound 

with a seventy-foot chain if the prisoner is 

a fl ight risk. Literally.) They can jump to 

their death, or starve, as they wish. There’s a 

brisk business in wager-taking on time and 

manner of death, but the pillared don’t come 
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back because it was starvation or impact that 

killed them, not “some person.” Truils punish 

criminals by breaking legs and leaving them 

unarmed in the deep wilds. Ob-lobs set them 

adrift on a raft anointed with shark bait. 

Dindavarans have the forges, but it’s 

considered quite noble to accept being 

haunted in order to have the honor of 

beheading a despised enemy of the state. Not 

that haunted executioners are that common, 

even in Dindavara. Execution is too good 

for commoners and all but the most pesky 

foreigners. (They’re more likely to get limbs 

lopped off by apprentice sword fi ghters.) 

Dindavaran nobles almost never beg mercy, 

even when wrongly condemned. Becoming 

a ghost is the ultimate disgrace, because it 

means the spirit’s personal weakness kept it  

from being reincarnated to continue the work 

of improving the world.

Societies, then, fi nd ways to permanently 

rid themselves of annoyances, but doing it 

personally, face to face, in a cool, calculated 

way is pretty rare because the repercussions 

are pretty ugly.

I’ll let you in on a little secret. In addition 

to doing this because I thought it was 

cool and evocative, there’s a meta-game 

reason for setting up these circumstances 

for haunting. It gives both PCs and 

major villains more durability.

Most PCs don’t let villains live because why 

the hell would they? Characters in novels may 

get squeamish or be confl icted but characters 

in RPGs tend to err on the side of permanent 

riddance. This can be a serious crimp in a 

GM’s plans when the PCs unexpectedly get 

the drop on someone who was meant to 

carry a lot of plot weight. Rather than contort 

the plot and punish the PCs on the fl y for 

their success, the setting has this element to 

make sure they know that when their enemy 

surrenders and means it, there are big issues 

with just nailing his hat to his head and 

calling it a day. Breaking his limbs and leaving 

him in a ditch is okay, but cold blooded 

murder is not. This gives the GM a lot of 

leeway to make a villain more impressive by 

having him overcome terrible challenges.

This cuts both ways, of course. If the PCs 

genuinely surrender (or even roll up a good 

fake), the villain isn’t going to take the 

otherwise reasonable course of doing murder 

and going for a sandwich. Instead, he’s more 

likely to put them in an elaborate death trap. 

Or he might even explain what he’s doing in 

an attempt to recruit them to his side. In both 

cases, PC death is delayed and play continues 

with an exciting complication (“How am 

I supposed to get off this pillar?”) instead 

of being interrupted while a disgruntled 

player generates a new character and the plot 

contorts to squeeze in a new main character.

If you don’t like it, don’t use it, but there’s a 

reason for a tradition of accepting surrender 

– both in the setting and in the game.

Mauled By a Wild Animal

The combat chapter covers this pretty 

well, and a selection of murderous fauna is 

provided below under the heading “Bestiary.” 

But a word of explanation may be in order 

before you look up the stats for that tiger, 

orangutan or woolly mammoth. 

Animals are dangerous.

In the modern world, this is not so typically 

true. Big apex predators like tigers are the 

most likely to be knocked off their perches 

by ecological change. Furthermore, guns 

make loud noises and scare critters away. 

Finally, creatures in our modern world have 

had generations to learn the hard way that 

anything walking on two legs and smelling 

vaguely of fi re is bad news and best avoided.

Dreadful Things Happen
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Animals in fantasy worlds, like animals in 

historical frontiers, are in their element where 

humankind is not. They are equipped to 

kill by nature, equipment that we (with the 

notable exception of our brains and innate 

cruelty) defi nitely lack. In a lot of games, 

animals are treated as cannon fodder, and 

not very interesting cannon fodder. This is 

typically because they’re under-statted, have 

no magic powers, and because they don’t act 

like real animals act.

In the interest of making encounters with 

crocodiles and boa constrictors interesting 

and scary again, I’m going to suggest some 

guidelines on how to portray wild things.

1) Animals don’t fi ght to the death, unless 

it’s your death. A wild boar isn’t like an 

indoctrinated soldier with something 

to prove. Unless you corner it or are 

threatening its young, most animals are 

going to turn tail after anything but light 

injuries. Predation is an effi ciency game 

and that lion isn’t looking for a challenge, 

he’s looking for a meal.

2) Animals strike without warning. If that 

bear growls or that snake starts its rattle, 

it’s not because the animal wants to kill 

you. It’s because the animal is alarmed 

and hopes you slink away before it has to 

use whatever it’s got. Handled smartly, a 

lot of animals that can cause serious harm 

won’t cause it because they just want you 

to leave them be.

3) Animals hit the weak. Any time something 

goes in a herd and gets eaten, it’s the slow 

ones who wind up as meals. This isn’t 

because predators have an instinct to 

thin herds of frail prey. It’s because the 

key to survival isn’t outrunning the lion, 

it’s outrunning the other zebras. A lone 

hunter, then, is going to drop on the guy 

at the end of the line, and group hunters 

are going to gang up on the character 

who looks most vulnerable. (“Nooo! Not 

Follower #5! I loved him like a brother! 

Plus, the followers now only have a 50% 

chance of getting a set.”)

4) Animals hate surprises. If startled by 

a loud noise or bright light, most fl ee. 

Curiosity is not in the program. But if 

startled by pain, many animals that have 

horns, claws or poison spittle immediately 

lead with their strongest stuff and plenty 

of it. From their perspective, any mystery 

attack is terrible news and must be dealt 

with severely. This is why it’s a bad idea to 

prod sleeping bears or step right over logs 

in the forest without checking under them 

for poisonous snakes.

Therefore, instead of sneaking up on an 

animal and fi ghting it when it won’t get out 

of the way, the typical REIGN encounter 

should involve a hungry animal trying to 

get food from the characters’ supplies (or 

carcasses), stalking for a while, striking 

unexpectedly and (probably) fl eeing when 

wounded. But by then the damage is often 

done, in the form of lost rations (if you’re 

tracking that sort of thing), dead followers or 

maybe a savagely bitten forearm.

Then there are trained animals. None of these 

rules have to apply to them, except possibly 

the one about hating surprise. Even then, if 

the trainer is present or the rider is mounted, 

the will of the master may prevail. So the 

other interesting animal encounter is the one 

backed by the devious mind of humankind.
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A 
smattering of animal 

stats is provided, mostly 

as guidelines for how to 

manage animals

               (or monsters) in your own 

game. By and large, inhuman opponents 

break down into three categories.

First, there are unworthy animal attackers. 

These are managed just like the Unworthy 

Opponents described on page 191 of the 

Combat chapter. They have a Threat rating, 

they don’t do fancy maneuvers, there may 

be some descriptive text to clarify particular 

actions or unique attacks, but by and large 

they’re only dangerous in swarms.

Secondly, there are more signifi cant animals. 

Their stat blocks look like this. (See�left.)

There are no naturally occurring animals in 

the third category, but a very few monsters 

are so overwhelming that they are handled 

according to the Company rules. Instead 

of wound boxes, they have Might: One 

lone warrior with a spear has as much 

chance of defeating such a behemoth as 

he has of subduing an armed fortress 

all by himself. Some of these creatures 

are intelligent. Others are merely so vast 

they operate on a different scale than 

humanity. Either way, they’re best assaulted 

when you’ve got some potent magicians, 

maybe some siege engines, and a couple 

hundred well-drilled troops at your back.
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HIT LOCATIONS AND BOXES FOR [CREATURE]

LOCATION  ROLL HEIGHT # OF WOUND BOXES
HEAD  10  --
BODY  7-9  --
RIGHT HINDLEG  5-6  --
LEFT HINDLEG  3-4  --
RIGHT FORELEG  2  --
LEFT FORELEG  1  --

The damage silhouette works just like with humans. Height determines where you hit, 

weapon determines damage.

Body --  Coordination --  Sense --

Bite --  Claw --   Hearing --
Run --  Stealth --   Sight --
     Scrutinize --

Stats and Skills work just like they do for humans, though animals don’t have Charm, 

Knowledge or Command abilities.

Trainability: This number is the Diffi culty of teaching an animal a new trick. Each 

Command (or Charm) + Expert Animal Trainer (or whatever Skill a character is using to 

train an animal) roll represents a day’s effort per point of Trainability, if the character is 

doing nothing else important. You spend all day training that beagle not to pee on the 

rug, you get fast results. If training is going on between other activities, you get to roll 

after a number of weeks equal to Trainability.

Some animals just can’t be trained. In that case, this entry reads “not applicable.”

Tricks: This is the maximum number of actions an animal can be trained to perform. 

(There’s variance between individuals within the species, but generally only by 1-2 

points in either direction.) Note that “Don’t kill me” (or “don’t attack people”) is one 

trick, and it’s usually the fi rst one dangerous animals must be taught. All wild animals 

also need to be taught “Don’t run away from me.” If you’re going to ride a particular 

steed, “Carry a rider” is a trick too. So your warhorse already has three of its tricks 

taken with “Don’t attack me,” “Don’t run away from me” and “Carry me on your 

back.” If you want to train it to wear armor and kick for the head when you shout 

“Slay!” that’s two more tricks. 

Special: Any special rules that apply to this animal go here.

Movement: Its movement rate goes in here.

Attacking: A description of how it attacks and what damage it does. Many animals 

get to attack twice or more times per round. If that’s the case, the animal rolls two 

separate pools. It’s not a multiple action.



�0� Dreadful Things Happen

Unworthy Animals

Like human unworthies, the only thing an 

animal pack has going for it is numbers. 

Unlike human thugs, few of these are too 

dumb to run away before death.

Wolf�Pack

Wolf packs typically run in numbers from 

fi ve to fi fteen, though rarely an extremely 

large pack (with a powerful alpha pair) might 

number as many as thirty. They’ve got Threat 

2. If it’s been a particularly lean year and 

they’re very hungry, they get Threat 3 from 

motivation. Their bites do Width Killing.

Piranhas

Piranhas are sharp-toothy fi sh legendary for 

their ability to “skeletonize” prey in mere 

minutes. (Sadly, it appears that legends are 

the only place where this happens in real life.) 

In REIGN, of course, devouring swarms are 

far more possible. These fi sh roam in schools 

of 10-30 (though oceangoing schools might 

be as big as 60). They have Threat 1. Each bite 

does only a single point of Killing damage, 

but they’re immune to Morale Attacks.

Stinging�Insects

Bees, wasps, hornets, horrifi c hordes of 

army ants – these sorts of things rarely kill 

unless their victim is feeble, felled by some 

incidental environmental factor (such as 

drowning in a panic while trying to get 

away from the bugs) or allergic (no PCs are 
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allergic to bee stings). They have Threat 1, 

and a typical swarm is only 10-20 strong. 

That doesn’t mean “fi fteen bees.” It’s an 

abstraction. A grown man in armor can 

clobber about a tenth or a fi fteenth of a 

swarm by swatting. They’re immune to 

Morale Attacks, but there’s a limit to their 

damage: They do only Shock damage, and 

can only do a maximum of 2 Shock to each 

location. They do ignore armor, however: 

They’re small enough to crawl in the joints.

Primate�Pack

Primates – monkeys, gorillas, apes – often 

operate in packs to bring down dinner (or to 

defend themselves from becoming dinner). 

Carnivorous primates such as baboons tend 

to encircle their prey and, when the victim 

turns his back, dart in to bite the legs or 

buttocks so it can’t get away. Then they just 

harass it until blood loss does its work.

These creatures have Threat 1-3 (monkeys 

at the low end, big critters at the high) 

and move in extended families numbering 

between 10 and 30. Their bites do a single 

point of Killing damage if they’re small 

monkeys driven by hunger (or which have 

never seen a human and think they’re easy 

pickings). Bigger primates do Width Killing 

or Width+1 Killing, so watch out.
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Body 3-6  Coordination 4-5  Sense 4-5

  Bite 2-3   Hearing MD
  Claw MD   Sight 2-4
  Run 1-3   Scrutinize 3-4

Trainability: 8

Tricks: 3

Special: The big cat receives 1-3 free Dodge Gobble Dice 

per round, usable at any time, with a value of 10.

Movement: Can move about 20-40 feet a second and still 

attack. Run rolls add 10 feet per point of Width.

Attacking: The cat can make two claw attacks per round, 

doing Width +1 Killing, or one claw attack and one bite. 

The bite does Width +2 Killing.
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Meaningful Threats

Larger animals, or simply more cunning and capable 

specimens of pack species, are menacing as individuals.

Big�Cats

This entry provides a range of abilities for any big meat-

hunting cat. Tigers should be towards the top of the 

Body scale, cheetahs are at the top speed, lynxes and 

pumas have the best Stealth. There is no real life big cat 

that has maximums in all these stats. Then again, your 

game probably isn’t set in real life.

HIT LOCATIONS AND BOXES FOR THE BIG CAT

LOCATION  ROLL HEIGHT  # OF WOUND BOXES
HEAD  10  5
BODY  7-9  21
RIGHT HINDLEG  5-6  8
LEFT HINDLEG  3-4  8
RIGHT FORELEG  2  5
LEFT FORELEG  1  5
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Alpha�Wolf�(or�Trained�Dog)

Not all wolves are created equal. An exceptionally strong or 

cunning wolf (or one that has just a touch of the unearthly 

about it) can be modeled with these stats. These can also be 

used for trained dogs.

HIT LOCATIONS AND BOXES FOR WOLF OR DOG

LOCATION  ROLL HEIGHT # OF WOUND BOXES
HEAD  10  3
BODY  7-9  6
RIGHT HINDLEG  5-6  4
LEFT HINDLEG  3-4  4
RIGHT FORELEG  2  3
LEFT FORELEG  1  3

Body 3-4  Coordination 2-3  Sense 4-5

Bite 1-2  Dodge 2-4   Hearing 2-3
Run 3-4     Sight 1-3
     Scrutinize +MD

Trainability: 3 (1-2 for a dog)

Tricks: 5 (7-10 for a dog)

Special: --

Movement: 20’ per round. Each die in a Run set adds 5’ to 

their movement rate.

Attacking: A wolf ’s bite does Width Killing.
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HIT LOCATIONS AND BOXES FOR ELEPHANT OR MAMMOTH

LOCATION  ROLL HEIGHT # OF WOUND BOXES
HEAD  9-10  8-10
BACK  9-10  0 – damage goes to Body
BODY  5-8  30-50
RIGHT FORELEG  3-4  10-15
LEFT HINDLEG  3-4  10-15 
LEFT FORELEG  1-2  10-15
RIGHT HINDLEG  1-2  10-15

Body 7  Coordination 1-2  Sense 2

Fight 0-3  Grapple 4   Hearing 2
Run 1     Sight 2
     Scrutinize 3

Trainability: 1-3

Tricks: 6-8 

Special: Elephants can bash through walls, push over 

trees and tear apart fortifi cations with their trunks. 

When an elephant rears and trumpets, it’s a Morale 

Attack 4, or Morale Attack 10 against people who’ve 

never seen one of these things before. It can only do this 

once per combat.

Movement: 10-15’ per round, but only 5’ per round the 

fi rst round it starts moving. It can’t corner very well, 

either.

Attacking: The elephant or mammoth has three major 

attacks. It can use any one of these once per round.

First, it can gore or bash with its tusks as a Body+Fight 

roll. This does Width+3 Shock and leaves the target 

downed.

It can grab with its trunk, which is a Grapple roll that 

does Width Shock the fi rst round. The next round, 

the character must make a contested roll to escape 

against its Body+Fight or take 3 Shock to the torso 

automatically. Furthermore, the elephant may choose 

to use one grappled person as a club against someone 

on the ground. This is a Body+Fight roll. If it hits, the 

guy on the ground takes Width+1 Shock, while the poor 

fellow being grappled takes an Area 4 Shock attack. 

Finally, it can trample, which is a Slow 1 attack made 

with Body+Fight. It does Width+2 Killing, waste Shock, 

and leaves its target downed.
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Elephant�or�Woolly�Mammoth

These huge herbivores are generally even tempered, 

which would be more reassuring if their scale wasn’t 

such that they could calmly trample a human to paste 

just because it’s easier than walking around him. Usually 

pachyderms move in family packs of 3-12, but now and 

again an old male gets driven out and goes rogue. Aged 

solitary males tend to be extremely foul tempered.

Mammoths and large elephants are rare enough 

to be considered legendary throughout most of 

Heluso and Milonda. However, the Truil tribe 

known as the Mountain Riders is well aware that 

mammoths are real because they have domesticated 

them. The expanding Uldish frontier is just now 

piercing the territory of the Blue-Faced Truil tribes 

and coming into contact with Mountain Rider 

turf. They’re in for an unpleasant surprise.

Note that the damage silhouette is a little unusual, in 

that sometimes numbers are assigned to two different 

locations. This represents how hard it is to hit an 

elephant’s head from the rear, or one of its right feet from 

the left side. If two locations share a number, simply 

apply damage to the location closest to the character. 

That is, if your character is standing in front of it and 

rolls a 2x3 hit, it hits the right foreleg and not the left 

hindleg. If it’s standing by the tail and rolls a 2x10, 

the damage goes into the torso instead of the head.

All locations on an elephant or mammoth have Armor 1, 

unless its rider has armored the creature, in which case 

it’s AR 2-3 and tough luck for you.
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Rhino

Found throughout the warmer regions of the Heluso 

Confederacy, the rhinoceros is a tough, fi erce animal that 

fortunately subsists on vegetation. They hate fi re, like most 

animals, but unlike most animals their response is to charge 

the fi re and trample it out.

Rhinos have AR 1 at all locations except for the head, which 

has AR 2.

HIT LOCATIONS AND BOXES FOR RHINO

LOCATION  ROLL HEIGHT # OF WOUND BOXES
HEAD  10  6
BODY  7-9  20
RIGHT HINDLEG  5-6  9
LEFT HINDLEG  3-4  9
RIGHT FORELEG  2  9
LEFT FORELEG  1  9

Body 6  Coordination 3  Sense 3

Fight 2     Hearing 3
Run 2     Sight 0
     Scrutinize 2

Trainability: not applicable

Tricks: 0 

Special: --

Movement: The rhino can accelerate or decelerate 10’ 

per round to a maximum speed of thirty miles an hour 

(call it 130’ per round). Surprisingly, they corner well. 

Attacking: Once per round a rhinoceros can gore with 

its horn, using a Body+Fight pool. It does Width+1 

Killing. It can also perform a modifi ed charge. When 

a rhino charges, it rolls its Body+Run as a separate pool 

from its Body+Fight pool. If it takes a few rounds to gather 

momentum, it can make a Run roll each round and use the 

Widest result for its charge bonus. (The charge bonuses are 

listed below for quick reference.)

Run Roll Width Bonus

2  Extra point of Killing
3  +2 Shock, +1 Killing
4+  +3 Shock, +2 Killing
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Shark

These predators are found from the deep ocean to 

shallow bays. Sharks vary greatly in size, from 

tiny bioluminescent deep ocean sharks the 

length of your forearm to the great white 

variety known as an “ooloomek” to the Ob-lob 

sailing tribes. One thing they have in common 

is fi erceness and relentless hunger. As a general 

rule, the farther from shore you are, the bigger 

and stronger the shark. As common sense would 

dictate, smaller sharks have less Body. Smaller sharks 

also have smaller Bite Skills, even though that’s been 

listed as a Coordination trait.

HIT LOCATIONS AND BOXES FOR SHARK

LOCATION  ROLL HEIGHT # OF WOUND BOXES
HEAD  9-10   2-6
BODY  5-8   5-20
TAIL  1-4   5-20

Body 1-8  Coordination 3  Sense 3

Ram 0  Bite 3-6   Hearing 1
Swim 4     Sight 2
Vigor 2     Scrutinize 5

Sharks have AR 1 at all locations. 

Trainability: not applicable

Tricks: 0

Special: Sharks can use the Scrutinize Skill to 

track prey through the water, even in silent 

darkness, for up to a hundred yards. If the prey 

has been blooded, they can scent it for miles.

Movement: 20’

Attacking: The bite of the shark does Width+1 

Killing. Exceptionally large specimens may do 

Width+2. Sharks can also ram to do Width in Shock. 

This is usually used to batter holes in boats when they 

can’t get purchase with their jaws.

Bestiary, General



���Chapter Nine

Viper

A ‘viper’ is any of the class of snakes whose poison attacks 

by instantly stopping the heart. Cobras are the biggest and 

deadliest of the class, but Heluso’s turem viper can kill you 

just as dead. Generally, the bigger the snake is, the more 

wound boxes and Body it has. The smaller it is, the greater its 

usual Stealth, though the brightly-colored coral snake is an 

exception to this guideline.

HIT LOCATIONS AND BOXES FOR VIPER

LOCATION  ROLL HEIGHT # OF WOUND BOXES
HEAD  10  1-2
BODY  1-9  1-12

Body 1-3  Coordination 3-6  Sense 2

  Bite 2-4   Hearing 1
  Stealth 0-2  Sight 2
     Scrutinize 3

Trainability: not applicable

Tricks: 0 

Special: When vipers bite, they drip viper 

venom in the wound. This toxin is described 

on page 315.

Movement: 10-15’

Attacking: The bite of a viper usually 

only does a point of Shock. The 

danger is not from the size of 

the teeth or the strength of the jaws, but the 

intensity of the venom.
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Rattlesnake

Rattlers are found throughout the plains and deserts of 

Milonda. Every time they shed their skin, they leave a ring 

of dried fl esh at the end of the tail, forming the distinctive 

rattle. Before striking in defense, they shake the tail and give 

a chance to step back. When they’re attacking prey, of course, 

they give no warning. 

HIT LOCATIONS AND BOXES FOR RATTLESNAKE

LOCATION ROLL HEIGHT # OF WOUND BOXES
HEAD   10  1-2
BODY   1-9  2-8

Body 2  Coordination 3      Sense 3

Bite 2-6         Hearing 1
Stealth 3         Sight 2
         Scrutinize 3

Trainability: not applicable

Tricks: 0 

Special: This snake’s rattle produces a Morale Attack 2.

Movement: 10-15’

Attacking: The bite does Width Shock and injects poison 

(described below).
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Viper toxin

Description: It acts in seconds and, if successful, 

paralyzes both your heart and lungs. Any questions?

Potency: 4-9, depending on the snake’s age and how 

long it maintains its bite.

Major Effect: Instant death.

Minor Effect: The character’s heart hammers and his 

limbs shake violently for about fi ve or six minutes. During 

this time, no actions can be taken.

Special: Like most snakes, cobra fangs aren’t long enough 

to penetrate even leather, so any armor rating on a limb 

protects. Furthermore, while their venom is sophisticated, 

its delivery system is not: They have to hang on and let the 

poison drip into the wound. Thus, even a mature snake’s 

poison may take a –1 or –2 penalty to its Potency if you 

pull it off the wound right away. Killing it may or may not 

dislodge the head: If it doesn’t, the poison keeps right on 

drip-drip-dripping away.

Rattlesnake venom

Description: Rattlesnake toxins attack the heart and 

disrupt the regulated functioning of the body. They’re nasty, 

but slow.

Potency: 6-8

Major Effect: The character loses a point of Body every 

hour until successfully treated. If her Body score hits zero, 

she dies.

Minor Effect: The character feels dizzy, nauseous and 

gets terrible stomach cramps. All actions are at a –2d 

penalty for a full day.

Special: Rattlesnakes have teeth like syringes, so when 

they bite you, special muscles constrict and push the poison 

in. Any bite yields a full dose. Any form of armor, even AR 1, 

is suffi cient to keep the bite out, however. 
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Horse

From the cavalrywoman’s noble steed down to the peasant’s plow-

dragging hayburner, the horse has become the primary work animal 

of almost the entire world’s cultures. Originating on the plains of 

what is now the Confederated States of Heluso, horses have spread 

to every corner of the known world. With them has come, as an 

article of absolute faith, the idea that riding astride makes men 

sexually impotent. It is up to individual GMs to decide whether 

this belief is factually true in this setting (for some mystically 

symbolic reason) or whether it’s just a psychological belief so deeply 

ingrained that it becomes a self-fulfi lling prophecy. Whichever, 

men don’t ride astride unless they’re eunuchs or plan on celibacy. 

Horses vary greatly in size and speed. Some have been bred for one 

trait, some for another. Generally, you can have one, or both, or a nice 

balance, but it’s a rare (and potentially very pricey) animal that’s 

towards the top of both Body and Run. Usually it’s one or the other.

HIT LOCATIONS AND BOXES FOR HORSE

LOCATION  ROLL HEIGHT            # OF WOUND BOXES
HEAD         10  4-5

BODY         7-9  13-17
RIGHT FORELEG         6  4-6

LEFT FORELEG         5  4-6
RIGHT HINDLEG       3-4  5-7

LEFT HINDLEG    1-2  5-7

Body 5-7       Coordination 3         Sense 2

Bite 0        Kick 1-5          Hearing 2-3
Run 3-6        Dodge 0-1          Sight 2

Athletics 2-4            Scrutinize 2

Trainability: 2-4

Tricks: 3-9

Special: --

Movement: 40-50’ Normal horses can increase that by 5’ per 

round for every point of Width in a Run roll, up to triple or 

even quadruple their normal movement. Particularly swift 

horses can accelerate by 10’ per round and are highly prized.

Attacking: The horse’s bite does Width Shock, while a kick does 

Width Killing for horses with Body 5, with an extra point of damage 

for every point of Body above 6. (Thus a horse with Body 7 does 

Width+1 damage with a kick.)

Bestiary, General

Horses vary greatly in size and speed. Some have been bred for one 

trait, some for another. Generally, you can have one, or both, or a nice 

balance, but it’s a rare (and potentially very pricey) animal that’s 

towards the top of both Body and Run. Usually it’s one or the other.

HIT LOCATIONS AND BOXES FOR HORSE

LOCATION  ROLL HEIGHT            # OF WOUND BOXES
HEAD         10  4-5

BODY         7-9  13-17
RIGHT FORELEG         6  4-6

LEFT FORELEG         5  4-6
RIGHT HINDLEG       3-4  5-7

Bite 0        Kick 1-5          Hearing 2-3
Run 3-6        Dodge 0-1          Sight 2

Athletics 2-4            Scrutinize 2

Trainability:

Tricks: 3-9

Special: --

Movement: 40-50’ Normal horses can increase that by 5’ per 

round for every point of Width in a Run roll, up to triple or 

even quadruple their normal movement. Particularly swift 

horses can accelerate by 10’ per round and are highly prized.

Attacking: The horse’s bite does Width Shock, while a kick does 

Width Killing for horses with Body 5, with an extra point of damage 

for every point of Body above 6. (Thus a horse with Body 7 does 

Width+1 damage with a kick.)
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Boa�Constrictor

The boa constrictor and the python are the really big, really 

strong snakes. They drape themselves in jungle trees, wait 

for some likely-looking prey to come down by the water 

hole, then drop on them and grapple. Once the victim stops 

struggling, they eat it whole, lie there for a few days with a 

huge lump in their bellies, eventually pass the bones and then 

climb a tree to wait for the next meal. These critters can get to 

be twenty feet long, or longer. Luckily, they’re neither fast nor 

poisonous. Unluckily, they don’t need to be.

HIT LOCATIONS AND BOXES FOR BOA CONSTRICTOR

LOCATION  ROLL HEIGHT # OF WOUND BOXES
HEAD  10  4
BODY  1-9  10-20

Body 3-6  Coordination 2  Sense 2

Constrict 4-5  Stealth MD  Hearing 2
     Sight 1
     Scrutinize MD

Trainability: not applicable

Tricks: 0 

Special: Constricting snakes can use Scrutinize to detect if 

someone is passing beneath them.

Movement: 5-10’

Attacking: The snake makes a Body+Constrict roll to drop 

on its prey and get a good purchase. If the roll is a success, the 

target is pinned. While the target is pinned, the snake can roll 

its Body+Constrict pool every round as an Area Shock attack. 

If the victim is dressed in fl exible armor (chain or leather, for 

example) this attack ignores the AR rating.

Bestiary, General
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Bestiary, General

Gorilla,�Orangutan�or�Baboon

As with wolves, the typical primate roams in a pack. But most 

packs have an alpha calling the shots. Here’s how you stat up 

the silverback.

HIT LOCATIONS AND BOXES FOR ALPHA PRIMATE

LOCATION  ROLL HEIGHT # OF WOUND BOXES
HEAD  10  4
BODY  7-9  12
RIGHT ARM  5-6  6
LEFT ARM  3-4  6
RIGHT LEG  2  6
LEFT LEG  1  6

Body 4-6  Coordination 3-5  Sense 3

Fight 3  Dodge ED   Hearing 2
Athletics 3  Climb 2-6   Sight 3
Run 1     Scrutinize 2

Trainability: 1-3

Tricks: 6-10 

Special: --

Movement: 15’ and it can move as quickly 

through tree branches as on the ground.

Attacking: Gorillas strike with their 

fi sts for Width+1 Shock or they 

can bite for Width+1 Killing
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Bestiary, General

Crocodile�or�Alligator

For our purposes, pretty much any 

big, biting lizard can be modeled 

this way. These beasts tend to lie 

in the mud or drift in the water, 

just eyes and nostrils over the 

surface, taking their ease and playing 

at being fl oating logs until something 

edible comes into range. Then there’s a 

burst of movement, a fl urry of splashing and 

snapping, and (often as not) the croc drifts off 

sated. The smaller specimens are only 2-3 feet long, 

but really huge crocodiles can get as long as 30. Adjust Body 

and wound boxes appropriately, with a standard six-foot 

alligator at Body 5 and 15 torso boxes.

Gators and crocs have AR 1 at all locations.

HIT LOCATIONS AND BOXES FOR CROCODILE

LOCATION  ROLL HEIGHT # OF WOUND BOXES
HEAD  9-10  3-6
BODY  5-8  5-30
RIGHT HINDLEG  4  3-5
LEFT HINDLEG  3  3-5
RIGHT FORELEG  2  3-5
LEFT FORELEG  1  3-5

Body 2-7  Coordination 3 Sense 3

Fight MD  Stealth MD Hearing 2
Swim 4    Sight 2
    Scrutinize 2

Trainability: not applicable

Tricks: 0 

Special: These creatures can, of course, only use their Stealth 

MD in their native environment.

Movement: 20’

Attacking: If you’re in front, it bites doing Width+1 Killing 

damage. If you’re in back, it smacks with its tail, doing Width 

in Shock.
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Creatures of Heluso and Milonda

T
here are many strange and 
unnerving creatures in the 
two continents of Heluso and 
Milonda. Unlike most fantasy 

settings, these creatures aren’t magical. 
They’re just different. (The exception is 
demons. They’re different and magical.) The 
two lands are meant to be both similar to our 
world and very, very strange. Thus, there are 
horses, housecats, herring in the sea… but 
at the same time, there are butterfl ies with 
sixty-foot wingspans, pachyderms the size 
of bulldogs, and ticks the size of… well, just 
extremely big. 

Unworthy Creatures

All the unworthies found in our world could 
be found on Heluso or Milonda. In addition, 
there’s at least one nasty surprise.

Libeizu

This ripping bird of Dindavara is a hazard 
to any daytime travelers, a menace that 
even the Dindavaran thirst for order seems 
unable to fully squelch. Individually, the 
libeizu is a pest at worst – a persistent 
fl uttering creature with dull brown wings 
tipped with cobalt-blue feathers, bearing an 
unusually large set of claws on its dangling, 
oversized feet. A lone libeizu, should it 
choose to attack, swoops and rakes with 
its claws, circling until its target drops for 
consumption. A deft fl yer, the libeizu is 
not terribly swift, and it is not uncommon 
for a man who stands his ground to swat 
one from the sky if it should attack him.

Sadly, ripping birds rarely attack alone. 
Coordinated by their piercing cries of “Koo-
ACK! Koo-AACK!” they swing down en 
masse to shred cows, bulls, even wolves. A big 
enough fl ock can take on a wolf-pack and tear 
it to tatters in minutes.

Libeizu fl ocks range from 
ten to a hundred large. The 
birds are Threat 1 and their 
claws do Width Shock in damage.

Meaningful Adversaries

If a cougar seems too tame, how about some 
sort of blood-bat or a giant spitting toad?

Biauchrus

The Biauchrus is a bird of prey, something 
like an owl, but it hunts by day, much like a 
hawk or an eagle. Unlike any of those birds, 
it’s big enough to carry a human rider. 

Biauchri (that’s the plural) are omnivorous 
hunters, solitary hunters weighing between 
600 and 700 pounds, with wingspans that can 
reach thirty feet across, and have been known 
to chase bears and mountain lions away from 
their kills. Biauchri are native to the Maemeck 
Matriarchy’s rocky and barren mountain 
lands. Only the Matriarchy has succeeded 
at taming them and the art of doing so is 
(as one might expect) a tightly-guarded 
secret. Having giant birds commanding the 
skies above Imperial troops is one reason 
the battle between The Empire and the 
Matriarchy has become so tightly stalemated.

They’re beautiful creatures, as it happens. 
The larger, stronger females are an elegant 

gray with a white breast and brown 
wing- and tail-tips. The males are 

swifter, more aggressive, and 
more brightly colored. They 
have gray chests and the 
undersides of their wings 

are brown, but the backs 
of their wings are red, ranging 

from cardinal crimson through russet. 

gray with a white breast and brown 
wing- and tail-tips. The males are 

swifter, more aggressive, and 

of their wings are red, ranging 
from cardinal crimson through russet. 
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HIT LOCATIONS AND BOXES FOR BIAUCHRUS

LOCATION  ROLL HEIGHT # OF WOUND BOXES
HEAD  9-10  6
BODY  5-8  18
RIGHT WING  3-4  7
LEFT WING  1-2  7

Body 5-6      Coordination 4-5  Sense 2

Fly 4-5         Grapple and Claw 1-3 Sight MD
              Dodge 1-3   Hearing 3
              Drop Object 0-2

Trainability: 3-4, or 7 if you don’t know the secret of 
training them

Tricks: 6-8

Special: Biauchri take a –1d penalty to all Skill rolls 
when they’re carrying a rider, or a –2d penalty if the 
rider is extremely heavy. (Anyone in Heavy armor 
qualifi es.) Any Biauchrus that tries to carry two people 
on its back, or one on its back and one on its claws, has 
to make a Fly roll every round or start losing altitude.

Creatures of Heluso and Milonda

Biauchri need to 
eat a fi fth of their own 
weight in meat every day, and 
their stamina is poor when compared to a 
horse (which isn’t actively defying gravity, of course).  

Movement: 40’, but a successful Body+Fly roll adds 5’ 
per point of Width. They can gain 10’ of altitude every 
round automatically, and a Body+Fly roll increases that 
by 5’ for every two points of Width.

Attacking: Their claws do Width Killing damage. 
With a successful Grapple roll, they can pick someone 
up, circle for altitude, and drop her. If they drop her 
and make a Coordination+Drop Object roll, they 
can hit one person on the ground with the person 
they were holding. (Both take an equal damage pool 
as determined by the rules for falling. The target 
on the ground gets the benefi t of deducting a die 
for a “controlled drop” automatically, though.) 

The Biauchrus in the wild has three primary attacks 
– bombing, raking and dropping. 
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into dive-bombing reinforced targets, but in 
such cases they pull fl at thirty feet above the 
enemy (not a mere ten). Maemecks love it 
when they can fl y above an enemy formation 
and goad them into panicked fi re straight 
up, as they know where those arrows will go 
when they land. 

Against lightly-armored groups, the soldiers 
may drop the lead cubes all at once, then 
lazily circle fi fteen feet above raining down 
arrows. (Maemecks typically carry at least 
thirty arrows, and more commonly fi fty.) 

As for the tactic of grabbing and dropping, 
the Maemecks have refi ned that as well. 
Instead of gripping the target in their talons 
(which puts the valuable bird inside melee 
weapon range), the rider casts a thirty-foot 
chain with a barbed iron net on the end. 
If it catches someone, Biauchrus and rider 
can jerk him up and either use him as a 
fl ail to beat upon his colleagues or (more 
commonly) just lift him and drop him. 
(While the fl ail technique is demoralizing 
and effective, it’s also a strain on the bird. 
Remember, it’s already carrying a rider and 
armor.) 

A wild and unencumbered Biauchrus can soar 
for up to ten hours without needing to rest. 
Adding a rider halves that time, and adding 
armor halves it again. Furthermore, every 
dive-bomb attempt shaves fi fteen minutes 
off its remaining fl ight time, as does every 
grab-and-drop. Matriarchy scouts usually 
fl y unarmored to get greater range, and are 
therefore reluctant to seriously engage any 
but the most trivial-seeming enemies.

Matriarchy soldiers have developed some 
additional weapons for these creatures, but 
this entry sticks to what they can do naturally.

Creatures of Heluso and Milonda
To bomb, the Biauchrus picks up a large 
stone or branch, goes about a hundred feet 
up, then dives in at the target in an ever-
shallower arc. They release about fi fteen feet 
above their intended victim and are fl ying in 
a fl at plane by the time they’re ten feet above.  
The Biauchrus typically starts an attack by 
bombing, but if foiled or driven off will rake 
instead of bombing again. Anything it can’t 
kill after softening it up with a dive-bomb 
attempt is probably too risky to merit a 
second pass. 

The rake attack is used mostly on humans and 
larger prey, and usually after the bomb attack 
has either missed or has failed to drop the 
target. While Biauchri sometimes approach 
this with a dive fi rst, that’s rare. Generally 
they just wheel about, drop and slash with the 
foot-long talons on each claw.

Against smaller prey, they sometimes employ 
a dropping attack. Swooping down and 
grappling the victim, they pull it up into the 
sky until they reach about a hundred feet. 
Then they drop it, circle to see if it’s still 
moving and (usually) drop down to lap up the 
smear that remains. About half the Biauchri 
out there are smart enough to aim dropped 
prey at rocks or other unforgiving surfaces.

All three of these techniques are employed by 
the trained Biauchri of the Maemecks, but a 
War-Biauchrus is armored, equipped with a 
sack of 5-10 cubical lead slugs for dropping, 
and has a woman on its back armed with a 
lance, a chain and a longbow. 

Trained Biauchri only dive-bomb solo targets 
or small groups – large groups are too likely 
to feather it with arrows as it swoops. Against 
large groups, the Biauchrus might be goaded 
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Creatures of Heluso and Milonda

The Maemeck Matriarchy lies east of The Empire, in the 
Vast Stony Mountains. A small, fi erce country, their territory 
is mountainous and falls partially in sunlight, partially in 
perpetual shadow.

Maemeck culture is sexist, with women dominant. Men are 
expected to be short-sighted, emotional and petty, while women 
are credited with being mature, balanced and impartial. 

It is forbidden for their men to practice sorcery above and beyond 
minor works. (Though the defi nition of “minor” varies from region 
to region.) Matriarchal sorceresses exist, though the only unique 
Maemeck enchantments disrupt magical energies, rather than 
transforming and utilizing them.

The Matriarchy is renowned for its sky-cavalry. Biauchri are 
found throughout the Vast Stonies, but only the Maemeck have 
tamed them. While their numbers are small, the Biauchri riders 
are mobile and feared.  They are deadliest in open territory, where 
being portable “high ground” is advantageous, but they are also 
dangerous in the mountain crags they call home. 

The Matriarchy is a caste-based meritocracy. Individuals are 
born into one of fi ve social classes (undisciplined, laborer, 
merchant, warrior or judge) and can rise to clearly defi ned 
social levels through codifi ed achievements listed in The Book 
of Judgment. (The judge caste, of course, interprets this book.) 
Although the castes are regimented – warriors are superior 
to laborers and judges are superior to all – the six levels of 
achievement within each caste offset this. Thus, someone at the 
sixth level of the undisciplined caste actually has higher 

status than an untried fi rst-level warrior, and is the social equal 
of a second-level judge. The interactions of status and level (and 
gender – every man is automatically considered to be two levels 
lower than a woman of equivalent position) form a rigid grid of 
social interaction.

When two people occupy the same social level, gender gives 
precedence. If sexes match, the person of higher caste receives 
deference. For those of the same gender, level and caste, the 
younger should submit to the older. This obedience, however, is 
only a matter of manners: A sixth level male warrior speaking to 
a fourth level female warrior can disagree with her and may, if 
pressed, present a case to a judge who will balance her “superior 
wisdom” with his “greater experience”. 

Marriage is the only way to change caste. This works both ways – 
an undisciplined woman who marries a warrior man can switch 
to the warrior caste. The catch is, both spouses must match caste. 
In the above example, the husband remains a warrior. Otherwise, 
he would have to become undisciplined to join her, accepting the 
drastic loss of social status. People who change caste begin at the 
fi rst level of their new career.

A culturally backward nation, Maemecks categorize musicians, 
bards, teachers and entertainers as “undisciplined.” They are a 
fussy, conservative, pragmatic people, intolerant of ambiguity.

All foreigners are fi rst level until they prove themselves to a 
qualifi ed judge. 

(The most powerful castes to the least powerful 
are ranked from top to bottom and right to left.)

The Maemeck Matriarchy

                                                6L F. Judge

                                          6L F. Warrior  5L F. Judge

                              6L M. Judge  6L F. Merchant  5L F. Warrior   4L F. Judge

                  6L M. Warrior  5L M. Judge   6L F. Laborer   5L F. Merchant  4L F. Warrior   3L F. Judge

      6L M. Merchant 5L M. Warrior   4L M. Judge   6L F. Undiscipl.  5L F. Laborer   4L F. Merchant  3L F. Warrior   2L F. Judge

6L M. Laborer   5L M. Merchant 4L M. Warrior   3L M. Judge   5L F. Undiscipl.  4L F. Laborer   3L F. Merchant  2L F. Warrior   1L F. Judge

6L M. Undiscipl. 5L M. Laborer   4L M. Merchant 3L M. Warrior   2L M. Judge   4L F. Undiscipl.  3L F. Laborer   2L F. Merchant  1L F. Warrior

      5L M. Undiscipl.  4L M. Laborer   3L M. Merchant  2L M. Warrior   1L M. Judge   3L F. Undiscipl.  2L F. Laborer   1L F. Merchant

                  4L M. Undiscipl.  3L M. Laborer   2L M. Merchant  1L M. Warrior   2L F. Undiscipl. 1L F. Laborer

                              3L M. Undiscipl.  2L M. Laborer   1L M. Merchant  1L F. Undiscipl.

                                          2L M. Undiscipl.  1L M. Laborer

                                                1L M. Undiscipl.
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Sijpoda

The sijpoda or “venom spitter” is very much like an 
immense toad or frog. The biggest sijpodu have been 
weighed at 400 pounds, being four feet from nose-tip to 
anus and three feet in breadth. 

Sijpodu bear upon their skins subtle swirls of brown 
and green, which help them blend with the mud and 
undergrowth of their native habitat. While they are capable 
of great horizontal leaps – up to three times their length 
from an absolute standstill – they are not vigorous in the 
pursuit of prey. Instead, they rely on the poison for which 
they are named, a corrosive toxin they can spit with great 
accuracy in streams that reach twenty feet in length. 

They ejaculate this clinging, burning, poisonous slime 
unto any nearby animal that looks large enough to sate its 
appetite, then wait until the prey stops thrashing. When 
that occurs, it hops over to swallow the dead creature 
whole, a process that can take several days for large 
animals such as buck deer. (Prominent indigestibles such 
as antlers receive repeated acid squirts until the sijpoda 
can gnaw them loose. Its jaws are relatively weak for its 
size.) Any creature that might think to attack while the 
venom spitter is pinned down in the midst of digestion can 
be deterred by a poison blast from the creature’s nostrils 
– a spray that is not as strong as the full-throated primary 
discharge, reaching out only fi ve feet perhaps, but one 
with which the venom spitter can attack in any direction. 
Equipped with great, independently googling eyes the 
size of a man’s fi st, the sijpoda is diffi cult to surprise and 
equally diffi cult to sneak past. 

When they perish, sijpodu 
refl exively empty their 
acid glands in all 
directions.

HIT LOCATIONS AND BOXES FOR SIJPODA

LOCATION  ROLL HEIGHT # OF WOUND BOXES
HEAD  10  4
BODY  7-9  12
RIGHT HINDLEG  5-6  4
LEFT HINDLEG  3-4  4
RIGHT FORELEG  2  4
LEFT FORELEG  1  4

Body 3  Coordination 4  Sense 2

Fight 1  Spit 4   Hearing 2
Jump 5  Stealth 3+ED  Sight 3
     Scrutinize 4

Trainability: not applicable

Tricks: 0 

Special: Sijpoda spit is both a toxin and an acid, though 
it loses its toxicity about an hour after being fi red. The 
concentrated acid stream is an Area 5 Killing attack, 
while the diffuse cloud produces Area 5 Shock. This is in 
addition to its poison effects.

The poison is only Potency 2 as a fog, rising to Potency 6 
as a stream. The major effect is paralysis for seven hours, 
minus the target’s Body. The minor effect is to lose a point 
off Body, Coordination and Sense for about twenty-four 
hours. Repeated doses do not re-infl ict the Stat damage, 
but they do the Area damage and allow another chance 
for the major effect to kick in (if it failed the fi rst time).

Movement: 2’, but a successful Body + Jump 
roll moves it fi ve feet per point of Width.

Attacking: Other than acid, they 
have no real “attacks.” They 

use the Fight Skill to 
wriggle out of grapples 
if, for whatever reason, 
someone decided 
that was a good tactic 

against a giant toxin-
spraying toad monster.

Creatures of Heluso and Milonda

When they perish, sijpodu 
refl exively empty their 
acid glands in all 

have no real “attacks.” They 
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Creatures of Heluso and Milonda

Schenvemlig

To get a sense of a schenvemlig, simply break the word 
down into its Truilish root words. “Schen” means “poison” 
and “vemlig” means “bat.” A Schenvemlig, then, is a 
nocturnal fl ying predator with a three-foot wingspan and 
a body the size of a young child’s head, who swoops down 
out of the darkness to bite with its evilly poisoned fangs 
and, when its prey has succumbed to the venom, drink 
deeply from its rapidly cooling veins. 

These wretched creatures are frightened by light, 
fortunately, so a well-prepared traveler can protect 
himself. They often hunt in fl ocks of 3-10.

Schenvemlig are present throughout the Truil Wastes and 
are depressingly common among the western mountains 
bordering Dindavara. Only those mountains are home to 
the haischenvemlig (q.v.), however, and even there those 
creatures are thankfully rare. 

HIT LOCATIONS AND BOXES FOR SCHENVEMLIG

LOCATION  ROLL HEIGHT # OF WOUND BOXES
HEAD  9-10  2
BODY  5-8  6
RIGHT WING  3-4  3
LEFT WING  1-2  3

Body 2  Coordination 4  Sense 2

Fly MD  Bite 5   Hearing MD
  Dodge 3+MD  Sight 0
     Scrutinize 2

Trainability: 9

Tricks: 3

Special: The schenvemlig has terrible vision but makes 
up for it with hearing. Just assume they operate like they 
have 360 degree vision that works in perfect darkness.

Schenvemlig poison is Potency 4. Its major effect is 
unconsciousness, lasting 1-10 hours. (A character so 
affected has one chance to make some sort of resistance 
attempt before succumbing.) The minor effect is that 
it interferes with eyesight, reducing the victim’s Sight 
pool by 2d. This effect lasts a day or two untreated.

Note also that schenvemlig instinctively understand how 
to make a multiple action dodge/bite maneuver. 

Movement: 20’, but a successful Body + Fly roll 
moves it an additional 10’ per point of Width.

Attacking: The schenvemlig’s bite does Width Shock 
and is weak enough that it can’t get through armor. 
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Creatures of Heluso and Milonda

Haischenvemlig

This giant schenvemlig is much rarer, much larger, and 
solitary except in mating season. Their wingspans get as 
big as twenty feet and their bodies can be the size of a 
man’s. They are also meaner and consider human blood a 
particular delicacy.

HIT LOCATIONS AND BOXES FOR HAISCHENVEMLIG

LOCATION  ROLL HEIGHT # OF WOUND BOXES
HEAD  9-10  4
BODY  5-8  10
RIGHT WING  3-4  5
LEFT WING  1-2  5

Body 4  Coordination 5  Sense 2

Fly MD  Bite 5   Hearing MD
  Dodge 4+MD  Sight 0
     Scrutinize 2

Trainability: not applicable

Tricks: 0 

Special: Like its smaller cousin, the haischenvemlig’s 
bite is poisonous. Its major effect is unconsciousness, 
lasting 1-10 hours. (A character so affected has one 
chance to make some sort of resistance attempt before 
succumbing.) The minor effect is that it interferes with 
eyesight, reducing the victim’s Sight pool by 2d. This 
effect lasts a day or two untreated. However, due to the 
volume it’s injecting, the Potency is 7. Only AR 2+ is 
enough to keep the poison out.

Movement: 30’, but a successful Body+Fly roll adds 5’ 
per point of Width.

Attacking: In addition to injecting poison, the bite of 
the haischenvemlig does Width Killing damage. 
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Creatures of Heluso and Milonda
Awe-Inspiring Threats

Creatures this big can’t survive in real life. 
But that’s what we have RPGs for, right?

Hulgue

The vast hulgue are considered mythical 
by those who have never seen them, or the 
massive corpses they leave when slain. It is 
diffi cult to believe in a creature that weighs 
more than the mightiest fortress, whose 
highest curve of back reaches a thousand feet 
above the ground, whose circumference is 
greater than that of many towns. But, while 
rare on Heluso and rarer on Milonda, the 
hulgue is very real. 

The hulgue has a round body under a stony 
carapace – an impenetrable skin ten feet 
thick. Under the round, hill-like body lurk 
six legs, like a crab or an insect. Four of the 
legs are small – at least, they’re small when 
compared to the other two. Those four are 
only a thousand feet long, while the last 
two, the jumping legs, are four times as long 
and indescribably powerful. The only other 
noteworthy feature of the hulgue is a blind 
head the size of a house, terminating in a 
hard, sharp nose equal in size and shape to the 
largest of grain silos. 

The life of a hulgue is measured in centuries, 
but it commences when it hatches from an 
egg. The baby hulgue (only the size of a large 
palace) burrows its nose into the ground 
and, like a tree root, quests within the 
soil for the virtues contained therein. The 
hulgue excretes through its skin, forming an 
every-thickening fi lm of poor, barren soil. 
As it eats, its tongue grows and bifurcates, 
forming a rootlike network that can stretch 
for miles. Its body moves as well, but very 
slowly, barely more than a foot per year. The 
burrowing and feeding last for decades, until 
the creature has exhausted the turf around it. 

Then it sets out searching for more. It breaks 
its tongue off at the base, and it leaps.

A hulgue can leap as far as thirty miles 
in a single bound. When it impacts, the 
devastation is incredible. The shockwave 
can fl atten buildings for miles around, cause 
permanent deafness, and throw up a cloud 
of dust that blocks all light for days. A full-
grown hulgue can create a crater two or three 
miles in diameter. 

If it fi nds a good, fertile area in which to 
feed, it settles down and repeats the process. 
Otherwise, it keeps jumping, apparently at 
random, until it fi nds something it likes. The 
greatest number of jumps recorded before 
satisfaction was ten leaps, the devastating 
rampage that led the squabbling Wuhra tribes 
to unite two hundred years ago.

It is diffi cult to piece together the life pattern 
of a creature whose lifespan is many times 
that of a human, but at some point the hulgue 
reaches maturity and either begins laying an 
egg every decade or so, or starts searching 
for left-behind eggs (depending on gender). 
No one is quite sure how the blind male 
hulgue detects an egg that’s been left up to a 
hundred miles away, but when it does detect 
one, it leaps there at top speed to fertilize the 
egg (a process that takes about a year) and 
then leave. This pattern continues until the 
hulgue starves to death (by jumping too many 
times and ending in a barren area without 
enough strength for another leap) or until it 
is killed by the only creatures that threaten it: 
Humans.

The human reaction to an approaching hulgue 
falls into one of two categories: Attraction 
or repulsion. Repulsion (by far the most 
common) is motivated by an understandable 
desire to be nowhere near when the thing 
jumps again. Attraction refl ects a desire to kill 
the thing before it strikes again. 

While the thick skin of the hulgue is 
impenetrable to anything short of mining 
equipment, the joints around its neck and
on the underside of its body by the leg are 
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both penetrable with pickaxes and sledgehammers. Once 
such a joint has been breached, human invaders can enter 
the creature’s veins and airways.

The airways of the hulgue generally parallel its arteries, 
and run throughout its body leading back to the lungs, 
which move so gradually that the only feeling in the 
passages is usually that of a slight breeze. There are many 
miles of airway in a hulgue’s body, mostly about twenty 
feet across. However, the passages can widen to as far 
as a hundred feet across, or narrow down to a fi ve-foot 
diameter. Naturally, the wind through a fi ve-foot tunnel 
is far faster than the same pressure in a larger one. 
Furthermore, valves in the airways may slam shut to trap 
unwanted intruders.

The veins, fi lled with its muddy blood, work much like 
the airways except that there is (obviously) no air, and the 
pressure of a heavy liquid is much stronger than that 
of a gas, even when the speed of movement is the 
same. In most hulgue veins, the mud moves 
faster than the air, traveling through a 
passage twenty feet across with the 
speed of a briskly walking man.  

Whether one travels through 
the airways (much safer 

but far more winding and confusing) or along the veins 
(more troublesome but much more direct) there are 
several possible targets for a hulgue hunter. If they can get 
to the heart and damage it enough that it stops beating, 
the creature perishes. However, the heart of a hulgue is 
the size of a very large barn, and the seething fl ows of hot 
mud through its veins can be diffi cult to fi ght. Digging 
into the heart from an airway is one possible tactic, but 
when the heart is breeched, the airway usually fl oods and 
gets sealed quickly.

It’s easier to kill a hulgue by reaching the brain. 
Consisting of massive quantities of white and crimson 
crystal, the biggest problem with attacking the brain is 
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hauling out smashed shards to clear a path to unbroken 
brain-rock. It’s commonly believed that smashing the core 
of the brain is the fastest kill, but getting there through a 
multi-leveled labyrinth that sparks with lightning every so 
often is no picnic.

The third target is the creature’s liver, not because 
it’s vulnerable (destroying the liver might kill it, but 
not instantly – it could conceivably live long enough 
to jump again) but because certain “impurities” in the 
soil collect there in big chunks the size of a human 
fi st. Impurities like gold and silver. The liver, then, 
is the treasure vault of the city-sized hulgue.

Unfortunately for would-be 
pillagers, precious metals aren’t 
the only impurities that leach 
into hulgues from the soil. As 
every demonologist knows, 
demons are born from 
eggs found in the ground 
and, when these eggs are 

swallowed by hulgues, they 
often hatch. Demons fi nd 
the inside of a hulgue to be a 
very congenial environment, 
and depending on its age, 
there may be as few as fi ve 

young ones, or as many as a 
thousand of all ages.

Hulgue hunting is not a hobby for the faint of heart. But 
if pursued successfully, the rewards can be enormous. 
Not only the vast wealth of an elder hulgue’s liver, but the 
glory of saving the entire countryside can redound upon 
a successful slayer. At least one city (the Opetkan city of 
Hulgue) has actually been built upon and partially within 
the corpse of just such a dead creature.

It is for this reason that the deadliest foe for those 
who wish to kill a hulgue are often not the creature
itself, or the demons within it, but other would-be
heroes racing for the liver, eager to plunder it and
willing to do whatever it takes to ensure their success 
— their sole success.

Territory 2       Might 4       Sovereignty 5       Infl uence 0       Wealth 2

A hulgue is more than a string of numbers, however. 
Using Company rules to model the threat it poses is 
mostly a matter of scale. It’s not an enemy commander, 
it’s a single animal, and a stupid one at that. It cannot use 
Infl uence to change public opinion (unless a wily GM 
decides to make rolls based on its Infl uence and another 
Quality to determine whether nearby civilizations 
collapse in panic at its approach). It cannot spend its 
Wealth – that rating refl ects only the minerals deposited 
through its body and brain. Mostly what a Hulgue is going 
to do is destroy lands, and people, and get bigger. Hence, 
it has Might, Territory, and Sovereignty.

You could build a pretty decent story arc just off 
having one of these approach and attack land near the 
player Company. Start with preview sessions as early 
refugees start making reports that seem like they 
surely must be exaggerated. Next come the confl icting 
waves of more fl eeing peasants heading away from 
it, alongside mercenaries, soldiers and opportunistic 
“adventurer” types moving towards it. (Those mercenary 
adventurers often have huge egos and see every 
problem in terms of kindling and tinder.) Once it’s 
nearby, can the player Company beat the competition 
to it – or do they need to team up, thereby sacrifi cing 
some of the glory or treasure? How do they fi ght it? 
What’s inside it? And once they kill it… what do you 
do with the corpse? Build a city in it? Who’s going to 
want to live there and who’s going to govern it?



��0Chapter Nine

when the universe was made, any more (or 
less?) than humanity was. They don’t know 
if humans really have souls, or if demons do 
either. They don’t want human souls. Really, 
they don’t give a damn about your soul.

They’re better than animals – they’re smart, 
for one thing. They can learn to speak, read 
and (in case you’re wondering) cast spells 
in addition to their native abilities. There are 
legends about extremely old demons who 
hybridize themselves with the fl ow of magic, 
but such an idea is so bizarre that it gives most 
adepts a good laugh. Or, for the sorcerers 
who’ve met real demons, night sweats.

To move from generalities to specifi cs, 
demons in their natural form are shapeless. 
Like water, they fl ow into new confi gurations, 
adapting to their surroundings in order to 
move, climb and spread. They’re sickly silver-
green in color, quicksilver blobs that roll, 
seep and (often as not) engulf.

Demons are born deep underground, in the 
fi ery blood of Heluso and Milonda. Almost all 
of them stay there. Those seen on the surface 
either (1) emerged during a spate of volcanic 
activity, (2) were initially dredged up by a 
Hulgue (see page 327.) or (3) were lured 
or summoned out by some human endeavor. 
That last group usually contains the smartest 
demons – the ones who recognize that 
humans just might have things they want.

Demons age in stages, and each stage is 
radically different from those that precede it. 
Just like you’d never guess that a caterpillar 
might become a butterfl y, most people rarely 
understand that the irritating, ignorant and 
bestial fi rst phase demons can eventually 
become an awe-inspiring sixth phase demon.

Demons

A curious concept of the Opetkans 
is summarized in the word 

“stizmet” which literally means “wrath 
child.”  Opetkans believe that any child 
conceived against the mother’s will (what 
we would call a “son of the sword”) is a 
stizmet, destined to hunt down and slay 
his (or her) father.  They further believe 
that anyone killed by a stizmet cannot 
rise from the grave as a ghost.  (Some 
say this is only after the stizmet has 
completed its patricidal mission, while 
others insist it is a ‘blessing’ from the 
very day of their ill-omened birth.)  

 -Cardamon Oils “Some Notes on 
   Curiosities of Language”

D
emons in REIGN are (like so 
many plot elements) kind 
of the same, but different. 
Like classical demons, they 

live underground, have unsettling powers and 
are generally regarded with fear and loathing 
by humankind (which doesn’t stop some 
individuals from trying to communicate with 
them for their own benefi t).

The difference is that while demons 
(especially young ones) usually regard humans 
as food or raw materials, there is no religious 
element to their position. Demons may have 
their own religion, but they’re not in any 
kind of privileged position when it comes to 
answers about the big questions. They may 
believe in God (or gods) but they’ve never 
met Him (or them). They weren’t there 
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First Phase Demons

First phase demons, in their undifferentiated ‘blob’ 
form, can comfortably fi t in a typical bucket. They move 
roughly as fast as a human runner, about 15-25 feet per 
combat round. They move that fast all the time – they 
can’t put on bursts of speed, though they can opt to slow 
down. They can’t fl y (yet) but they can climb at their 
usual rate.

They can’t be drowned, and they seem able to eat 
anything living – including plants, grass, lichen and so 
forth. They far prefer their meals on the hoof, or foot. 
A good nine-tenths of what they consume is excreted, 
however. It emerges blackened, pitted and showing signs 
of chemical corrosion.

These demons start with fi fteen wound boxes, and only 
one “hit location.” Lacking vital areas, demons act at 
peak fi tness until killed, and a 2x10 hit harms them no 
differently than a 2x3 hit.

LOCATION      ROLL HEIGHT # OF  WOUND BOXES

BODY               1-10  15

They are healed through heat. Lying in the sun all day 
heals 1-2 points of Shock. Climbing into a fi re of typical 
heat heals a point of Shock per hour, or turns a point of 
Killing into Shock in that same timespan. Really intense 
fi res, like those of a blacksmith, heal a point of Killing 
damage every hour.

Weapons harm them normally, but (as you can surely 
guess) they are utterly unhurt by fi re. Other magic 
attacks may or may not hurt them. Lightning certainly 
works, but spells that decay limbs (for example) aren’t 
going to fi nd any purchase in a mass of homogenous goo.

They can attack moving objects by lashing out with heavy 
and solid-feeling pseudopods. Their attacks do Width+1 
Shock damage. Against unmoving targets, they can 
automatically do a point of Killing damage per round to 
whatever area they’re touching. The exceptions are stone 
and metal, which they cannot dissolve.

No one is quite sure what senses demons possess at this 
stage. Hearing and touch seem likely – they operate 
in pitch darkness as comfortably as at noonday. 
They may, at this point, be blind, though capable 
to sensing shapes around them somehow, like 
bats in fl ight. Perhaps they can read the fl ows 

Demons
of magic to determine the locations of objects. No one 
knows, not even the demons: They don’t remember this 
phase after emerging from it.

First phase demons start with the following 
Stats and Skills.

Body 2  Coordination 2  Sense 4

Fight 2   Dodge 2 
Athletics 2   Climb MD
   Stealth 4

Knowledge 1 Command 0  Charm 0

After about a year in the fi rst phase, demons have 
consumed enough material that they could fi ll a tub or 
a horse trough. Frequently-used Skills may have risen a 
point or two through practice, but no new ones can be 
gained before transforming to the second phase. They’re 
still infants (or if you prefer, dumb animals). Towards the 
end of the fi rst phase, they may have as much as doubled 
their wound boxes, though.

Once they’re big enough, fi rst-phase demons seek some 
source of great heat. Almost always, this is the volcano 
from which they escaped in the fi rst place, though some 
humans who’ve learned some demon lore may provide 
them a furnace that suffi ces. Regardless of what it is, the 
demon enters the fi re and condenses until it looks like a 
big greenish egg. If it can stay in the fi re for an entire day 
and night, it emerges as a second phase demon. If this 
process is interrupted by the fi re cooling, or by someone 
pulling the ‘egg’ out, it stays dormant 
in its sphere until another fi re 
awakens it back into fi rst stage. 
After awakening, it hunts for 
another month and then 
tries to change again.
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Second Phase Demons

Second phase demons are nastier. They have thirty 
wound points and, like their fi rst phase cousins, 
they’re big enough to fi ll a large tub. They’re faster, 
moving 20-30 feet per combat round. They’re tougher, 
having AR 1 against all blows. Furthermore, they’re 
coordinated enough that they can form points with their 
psudeopods. Stabbity-stab, they do Width Killing with 
their attacks now. 

They still can’t fl y though. Not yet.

The biggest difference is not just that they’re bigger and 
stronger (though that’s important). The difference is 
that a second phase demon is conscious. It’s intelligent, 
though its thoughts are alien to humans and its emotions 
(if it even has any) are equally foreign. 

Second phase demons tend to be curious, but cautious. 
They are especially interested in people, since humans 
seem to be the only other beings capable of sensing and 
altering magic fl ows. At this phase, however, the demon 
cannot speak and is not yet able to manipulate magic 
itself. It can, however, take possession of an animal large 
enough to contain its mass – something the size of a cow 
or horse at the very least.

This is not a pleasant process. The demon kills the 
animal (often by fl owing into its mouth and smothering 
it) and then eats enough of its insides that the demon 
can fi t within. This usually means it consumes all the 
blood and organs. To mimic the animal convincingly, 
the demon has to leave the skeleton intact, though most 
demons make several aborted attempts before they 
fi gure this out. (Mutilated cattle are one of the signs 
that canny demon hunters – mostly Truils and Ironbone 
Disciples – seek as evidence of demonic operation.)

Once the animal is inhabited, the demon can move 
at the creature’s normal rate (or perhaps a little 
slower, and clumsily) and use its native attacks in 
addition to its own. It’s enough to fool the casual 
observer. If cut, however, the creature bleeds green-
silver. Furthermore, other animals aren’t taken 
in. No wolf is going to attack a possessed cow, no 
matter how hesitant its movements, and an elephant 
herd is certain to reject a possessed elephant.

Demons in this phase don’t grow physically, but they 
do become more and more sophisticated mentally 
– especially if they’re observing mankind in the guise of 
an ox or a dray. If it can survive 5-10 years in the second 
phase, the demon once more seeks an intense fi re to 
condense itself into an egg and emerge transformed.

Body 3   Coordination 3 Sense 4

Fight 3   Dodge 3* Sight 2
Athletics 3   Climb MD* Hearing 2
   Stealth 2* Eerie 2

Knowledge 2     Command 0 Charm 0

*These Skills may or may not be 
usable in a possessed body.

By the end of its time in this phase, it has 
probably picked up some Knowledge Skills. If 

it’s spent any time near humans, it usually 
picks up at least a few points in a language, 

though it cannot speak. It may also 
gain some rudimentary knowledge 
of whatever else it observed.

Demons
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Third Phase Demons

Coming out of the fi re a third time, the demon is smaller, 
smarter, and quicker. It neither gains nor loses wound 
boxes, but it is now so dense that its Armor Rating rises 
to 2. Its control over the shape of its body is also much 
fi ner: Where before it was confi ned to a seething colloidal 
mass with an occasional short-lived point, it can now 
form internal structures like bones and lungs. It can 
stretch its fl esh into a fi ne web and form great wings, 
making fl ight (in a variety of shapes) possible. It can also 
mimic other living forms with a high degree of accuracy, 
down to replicating a bird’s feather… or a human eyelash. 

While still silver-green, demons in their third phase
can take human shape and speak with a human voice. 
Being smaller, their size is now appropriate for a tall 
or bulky human as well. Disguise isn’t easy but 
(especially in regions where lots of clothing is expected) 
it’s not impossible.

They don’t forget how to possess when they leave the 
second phase, though a few develop a distaste for the 
process. They’re still a bit too bulky to fi t inside a human 
shell, which is probably just as well for mankind. Some 
have attempted gruesome disguises with fl ayed human 
skins – they are able to seep into the blood vessels of 
these “man suits” and manipulate the muscles, even to 
the point of keeping the eyes viable for a day or two, but 
there’s always a fi shbelly sheen to the skin. They have to 
expose some part of their natural color to see, but a 
ring or pendant shape is well within their abilities. 
Others expose their metal through the teeth, 
taking a disguise as Ironbone priests. (Given the 
Ironbone religious intolerance of all demons, 
this is quite galling.) 

Most frightening of all, third phase demons are able to 
learn magic as easily (though not more easily) than a 
human being. They are unable to permanently attune 
themselves, which is unfortunate for demons.

At this point, the Stats for demons begin to differentiate 
wildly. They get an MD in Dodge to match their MD in 
Climb, but other than that their Stats should be about 
at the level of a starting PC. There is one important 
limit, however: Since they are not human and their 
understanding of mankind is intellectual and not 
instinctive, they can never have Charm or Command 
Stats, or relevant Skills, above 2, nor can they have Expert 
or Master dice in these Skills. 
(The Intimidate Skill may, 
at the GM’s discretion, 
be an exception.) 

The third phase lasts 
about 20-30 years 
before they once more 
seek the fi re to transform 
their bodies.

Demons
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about it until the spawn gets reabsorbed into the central 
body. Most demons send spawn out as spies and recycle 
them through themselves every 1-10 days, depending 
on what the demon wants to accomplish and how far 
it’s sending minions. Spawn can’t feed themselves, 
and after ten days away from their source they lose a 
point of Threat until they hit zero and dissolve into a 
pool that stains and corrodes whatever it seeps into.

Larger spawn can’t be created by spending more wound 
boxes, yet.

If that’s not alarming enough, how about this? Spawn 
can possess animal and human bodies, and keep them 
functioning well enough to pass a cursory inspection 
from ten feet or more. Closer than that, it’s plain that 
they’re basically zombies – slow of thought and action, 
inarticulate, decaying and foul. They’re Threat 2 unworthy 
opponents, immune to Morale Attacks unless the spawn 
is motivated to preserve the body. Once the zombie is 
killed, the spawn inside it comes out and typically fl ees. 
Unless it perceives its killer as a threat to the core mass. 
Or unless it’s really pissed.

At this point, demons can have some Stats and Skills as 
high as 6. Charm and Command Stats and Skills, however, 
can’t exceed 3 and can’t have Expert or Master dice 
– with the notable exception of Intimidate. Many set 

themselves up as the centers of 
cults who are ignorant of what 
they’re really worshipping. 
Others (perhaps more practical 

and less fanciful) are quite 
straightforward about seeking 
human followers. They may 
claim to be a foreign attuned 
sorcerer, or they may just 
make no bones about being 
completely inhuman. In 
these cases, they lead the 
same way as humans – 

with appeals to greed, or 
sloth, or even patriotic 
higher causes. Being 

nonhuman, of course, 
they have a harder 
time of it. 

After fi fty years, a fourth-
phase demon can mature again.

Demons
Fourth Phase Demons

The fourth phase demon emerges with the same 30 
wound points it retired with, but it’s now even smaller 
and denser. At about the size of a medium dog, it has 
AR 3 and can possess humans. Many do. On the other 
hand, by eating about a hundred pounds of plant or 
animal food, the demon can gain another wound box. 
It can do this once per month. Each new wound box 
adds about fi ve pounds of weight and some size, so 
that by the time it’s human-sized once more it has 
about 60 wounds. It can continue until it has up to 
200 wound boxes and is the size of a small elephant. 

The good news is, it stops being able to fl y after 150 
wound boxes.

The bad news is, it can split its wound boxes off and sent 
them out to do things independently. 

It takes fi ve wound boxes to make one such independent 
agent (which are termed “spawn” by the Ironbones 
who’ve faced them). Spawn are pretty much Threat 4 
unworthy opponents who are immune to Morale Attacks, 
they’re about the size of your head, they do 
Width Killing when they attack and they 
can fl y independently at about 20’ per 
round. They follow orders of the 
demon core mass, but there’s 
no instant communication: If a 
spawn observes something, the 
demon “parent” doesn’t know 
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Fifth Phase Demons

Very few demons reach the fi fth phase. By fourth phase, if they’re in contact with 
human cultures, they’ve usually prompted some sort of reprisal. Typically, it’s a war of 
extermination. To enter the fi fth phase, the demon needs to bring at least a hundred 
wound boxes of its core self to a very large, very hot fi re. The egg into which it 
condenses is the size of a small cottage, and any spawn left loose when it enters the 
fl ames eventually starve.

What comes out has the same wound boxes it went in with, and the same 
armor rating, but it is now perfectly aware of every wound box it exudes, 
no matter how distant. It can create spawn normally with an 
investment of fi ve boxes, but these improved spawn can now feed 
themselves. Like a fourth phase demon, it can gain one box by 
eating about a hundred pounds of food. Unlike a fourth 
phase demon, it can gain up to fi ve boxes a month. It 
doesn’t have to be a “core mass” gaining the weight, 
either: Now any improved spawn can grow the 
gestalt if it puts in the time and effort.

On top of that, it can create greater spawn, 
which require ten or more wound boxes. 
Greater spawn have as many wound boxes as 
are invested to create them, sensibly enough: 
A demon that partitions off sixty wound boxes 
has a unit of self that can take sixty wounds of damage 
before succumbing. A greater spawn’s Body
and Coordination are limited to one tenth of their 
starting wound boxes, and can’t exceed 6 in any case. 
They can fl y, as long as they’re under 150 boxes.

At this point, an individual demon is probably 
best represented with Qualities. Sure, you can 
Stat up a lot of individual challenges with spawn 
fl ocks and greater spawn assassins, but at this 
point, a scrappy band of heroes probably lacks 
the wherewithal to personally destroy the demon. 
(Especially since few demons make it to phase fi ve without 
at least an MD in Counterspell.) Fresh from the fi re, they 
have Might 2, Territory 1, Sovereignty 3, Wealth 
0 and Infl uence 0. Where they could go from 
there is anybody’s guess, but after a hundred 
years they have the option of returning 
to the fi re for one last revelation. 
They have to enter with at least one 
thousand wound boxes, however.

Demons



Sixth Phase Demons

In all of history, only one demon has made 
it to the sixth phase. It was a long time ago, 
and the two nations that allied to destroy 
it were so weakened by the battle that one 
succumbed to outside invaders within two 
decades, while the other collapsed under the 
weight of civil strife. 

A demon of the sixth phase can now 
effectively become a country. It can seep into 
the land and rise up in the sap of every tree, 
infuse itself into every blade of grass, occupy 
every foot of soil for fi fty miles around. No 
one knows how deep they go, or why that 
last one in history didn’t simply burrow into 
the ground and escape its tormentors. Of the 
students of legend who are aware of this tale 
(and who give it credit), there’s some hope 
that something deep in the land is inimical to 
demons. Possibly that’s why they emerge on 
the surface in the fi rst place. 

In any event, in the sixth phase a demon 
doesn’t need to crudely possess an animal 
or person (though they can). Instead, they 
can infect them like a lingering illness. If 
the person drinks water from the demon 
terrain, or eats fruit from a tree that grows 
there, or consumes the fl esh of an infected 
animal, there’s a chance for the demon to 
colonize within. Handle it like a poison 
attack with Potency 7. The minor effect is 
a few days feeling woozy, coughing, some 
nausea. The major effect is that the character 
permanently loses a wound box in his torso, 
and the demon can see everything he sees, 
hear everything he hears.

Sixth phase demons have the following 
qualities at a minimum: Might 3, Territory 
3, Sovereignty 4, Wealth 0 and Infl uence 2 
– though, until they possess, mimic or simply 
hire some people, their Infl uence is only 
usable for gathering information, not for 
infl uencing opinions. 

Demons
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he life of the RPG character does 
seem inextricably slanted towards 

suffering, what with the monsters 
and flayings and curses and so 

forth. But it’s not all treachery 
and riptides. For the bold and 
the cunning, there are no end 
of rewards available to restore 
flagging spirits and provide a 

haven of bliss between episodes 
of terror and rage. Of course, 

once a benefit is gained, the threat of 
its loss or the need to recover it can spur 
further heroic behavior.
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I 
can speak only from my own 

experience, but love is the 

penultimate reward of the human 

endeavor. (Hi, Martha!) Finding 

another person you can implicitly trust, who 

illuminates every facet of your life with joy, 

someone who is interesting and fun and lively 

and who inspires you to try harder and be 

better… what could exceed that? Yet most 

games give more attention to magic swords 

than these bonds of affection. (To be honest, 

this game is unlikely to be an exception.)

Why is this? Probably because, while genuine 

and uncomplicated love is indisputably great 

in real life, it’s kind of boring in a game. 

Here’s why.

It’s bad for the group. A romantic subplot 

between a PC and a GMC often leaves the 

other PCs twiddling their thumbs. They 

can get involved by helping out like Cyrano, 

or they can try to sabotage the burgeoning 

romance because they’d rather Umthor 

the Excoriator kept his mind focused on 

chastising the infi dels. In the fi rst instance, 

if they succeed you either have a player 

acting deeply content (which raises the 

question of why he’d continue a risky 

lifestyle) or he’s ignoring his inamorata (and 

if the love affair isn’t going to provide any 

characterization or plot fuel, why bother?). 

In the second instance, it can end up funny 

or tragic or with the characters despising 

one another, all of which are acceptable but 

all of which are well beyond the boundary 

of “uncomplicated love.” The possible 

outcomes, then, are: The other players 

are bored; The other PCs get involved 

and it makes the lover less motivated; 

The other PCs get involved and there’s no 

character development whatever, the love 

plot just sucks up time that could be spent 

robbing temples; The other PCs attempt 

to thwart it and things get interesting, but 

at the risk of the group disintegrating.

Short version? Yoko breaks up the band.

It’s against type. The heroes of great fantasy 

fi ction are generally lone wolf types. Fafhrd 

and the Grey Mouser probably changed 

sex partners more often than socks, but 

with the exception of early heartbreaking 

tragedies they never got deeply involved or 

settled down – or, rather, the settling down 

always seemed to occur between stories. 

Elric was another hero with that early tragic 

thwarting, while the only character in Lord 

of the Rings who had erotic entanglements 

during the actual adventure was Aragorn, 

who had a little bit of love triangle and a 

little bit of star crossing going on. That 

worked fi ne as a minor subplot but, 

again, it was hardly “uncomplicated.”

Many players hate it. Gamers play to have 

fun and if you’re in one of those groups with 

really impenetrable psychological separation 

between player and character, good for you. 

Not everyone is, and not everyone wants to 

be. Many players don’t want their characters 

to pick fl owers and write poetry and discuss 

their feelings because that’s�not�what�they�

signed�up�for. The only lust they’re into is 

bloodlust, culminating with seizing a crown 

in an orgy of violence. Their characters might 

marry for political advantage but, as in real 

life, the marriage of convenience is likely to 

be trotted out only when you need to put on 

a show for company.

Sometimes playing through a romance 

scene, even an “I’ma let’cha down easy ‘cause 

I’m a rambling man an’ no good for you” 

scenario, is uncomfortable between PC and 

GM, regardless of their genders. Likewise 

interactions between PCs where one player is 

really interested and one is really really not. If 

it’s all in fun, that’s cool. Understand that for 

many players, it’s neither fun nor cool.

If a player doesn’t want romance, trying to 

stab him in the back with it is going to end 

badly. If you, as GM, think there’s savory plot 

meat to be had, leave it out as a lure. Just be 

prepared for your players to ignore it, no 

Love Blossoms
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matter how appetizing. Maybe they’re not 

interested in that particular temptation. Or 

maybe that’s just not what they want to do 

with their character. Accept it.

Am I saying that romance has no 

place in games? Oh no. I’m saying 

uncomplicated and genuine love has no 

place. Complicated and treacherous love 

can be loads of fun, even for those players 

who are mainly in it for the crown-seizing 

or heretic chastising. Here’s how.

Forbidden Love

For some reason or another, the character 

just cannot get romantically involved. 

Perhaps there’s a credible prophecy that 

she’ll give birth to a monster destined to lay 

her beloved homeland in ruins. Maybe he’s 

a priest in a religion that calls for a vow of 

chastity. Or it could just be that the PC is 

married already (perhaps in one of the false 

love situations described below), or the object 

of the PC’s affections is, or both.

Forbidden love allows you to tempt the 

PC with a promise of happiness that is 

simultaneously the threat of misery. It’s a 

situation that can defi ne a character’s attitude 

towards honor when it comes into confl ict 

with desire, and that’s a powerful story. But 

at the same time, if it’s something a player 

really just wants to set aside, he’s got the easy 

out (“You’re… very nice. But I’ve taken a 

sacred vow, and if I broke my word I would 

no longer be the man you admire”) that even 

makes him look good. If he wants to have 

angst and chew scenery, he now has an excuse 

to do as much or as little as he wants (within 

the bounds of the other players’ enjoyment). 

If he wants to create plot, he can but he 

doesn’t have to.

On the other hand, if a PC bites on 

the forbidden love bait, you’ve got a 

fi ne story hook. The lover can become 

false or star-crossed pretty easily, in 

addition to all the issues that come 

up with keeping the affair secret. 

Love Blossoms

R ather than the rutting, brutish 

beast-men we in North Hold 

typically envision at the word “Truil,” 

in my travels among them I found them 

a singularly sober and chaste people.  

They possess not one or two, but three 

separate words for sexual shame.  

“Haumach,” “obenmach” and “kragmach” 

are each fascinating concepts with 

equally interesting foundation words.

“Hau” indicates a petty, unfortunate but 

inescapable annoyance- perhaps what 

we would call “a dirty job.”  Haumach, 

then, is the essential shame of being a 

man or a woman - an inborn tendency 

towards lust and periodic uncleanliness.  

A Truil youth with unwanted tumescence, 

or a woman experiencing her monthly 

distress, are exhibiting haumach.

“Obenmach” literally means “middle 

shame.”  It refers to sexual activity and 

the outcome thereof - intercourse, 

pregnancy and even miscarriage.
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Star-Crossed Love

A star-crossed romance can be forbidden, but 

doesn’t have to be. It’s just one where there 

are physical or magical or political barriers 

to the relationship, not mere emotional 

ones. Falling in love with Counselor 

Sorvaard’s wife is forbidden. Falling in love 

with an Uldish woman, when you’re in the 

Dindavaran army and the two nations are at 

war and she’s on the other end of the front 

– that’s star-crossed. If you’re the soldier/

lover and the woman on the other side of 

the battlefi eld is Counselor Sorvaard’s wife 

(and, for fun, let’s say General Ulmtrecht’s 

daughter) then the relationship is both 

forbidden and star-crossed.

The plot potential of star-crossed affection 

is obvious because the barriers to the lovers 

exist on the level of plot. If your sweetheart 

gets kidnapped by pirates, it’s time to get 

a ship, have an exhilarating chase across 

storm-wracked seas, and duel the lascivious 

sea-dog captain in the rigging of his cursed 

black cruiser. If your fi ancé is deathly ill and 

the only man who can cure her is being held 

prisoner two hundred miles away in a nation 

torn by violent political upheaval… the travel 

plans are clear, aren’t they? Far from easy, but 

they’re obvious.

A different form of star-crossing is the 

love triangle. Now, it’s an emotional and 

character issue instead of a plot issue. (Or, 

it’s character and plot. The PC can dither 

over whether she’d really be happier with 

him or with Sir Waxwood, who can provide 

her the security and stability she deserves… 

and then, next thing he knows, Waxwood 

has challenged him to a duel.) Some players 

can really groove on her character being 

the ethical paragon who sacrifi ces her own 

happiness because, deep down inside, she 

knows she’ll only bring trouble, misery and 

possibly death to her beloved. Even if she’s 

not going to make that choice, she could get 

her heart broken when he chooses the other 

Love Blossoms

W hen something becomes “krag” 

it is irreparably degraded - 

stained beyond hope of cleanliness, even 

if it can still function.  I saw a Truil woman 

reduced to tears after an elaborately 

beaded shirt was torn.  Even if she sewed 

it back together, the stitches would show 

like scars.  It was krag.  Better, she 

said, to strip out the beads and reuse 

them.  Kragmach, then, is a sexual act 

(or one motivated by sexual drives) that 

stains a person’s soul.  Murdering a man 

in hopes of stealing his wife, adultery, 

gross crimes of romantic jealousy-all 

these are kragmach.  It should be noted 

that what is kragmach in one tribe may 

only be obenmach in another-certain 

practices common to prisoners and the 

courtesans of Center, for example.  

 -Cardamon Oils “Some Notes

   on Curiosities of Language”
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woman (though, to be fair, you might want 

to assume that he picks the PC by default and 

only goes to the GMC rival due to the choices 

of PCs. That could be the lover screwing up, 

by choosing to take a perilous mission after 

he begs him not to. Or it could be that the 

other PCs get sick of hearing her dissect the 

he said/she said and decide to sabotage it for 

her own good.) 

The wickedest love triangle is between PCs. 

If your players can keep it all in fun and have 

it enable characterization between them 

without disabling their ability to manage the 

plot and get things done – great. If not, you 

may want to let it stew a session or two before 

detouring it to tragedy.

The problem with a star-crossed love plot is 

that eventually you (the GM) either have to 

fi sh or cut bait. If you endlessly dangle the 

romance just out of reach (she’s rescued only 

to get sick and, when you get back with the 

doctor, she’s carried off by a giant raven or 

something) eventually the players get tired. 

Who can blame them? Endlessly striving 

for something when there’s no sign they’ll 

ever be permitted to attain it is tiresome and 

eventually, they are likely to give up. That’s 

not heroic.

No, if you establish a star-crossed romance, 

you have to permit the characters to resolve 

it. Then you can give the PCs a break, some 

emotional bliss (possibly glossed over in 

downtime, or possibly as a subplot while 

you focus on some of the PCs who aren’t 

Romeo or Juliet) and either settle the 

lover/husband/concubine into a position 

where he doesn’t get in the way… or 

you transition to having the relationship 

get complicated again, by becoming 

false, or tragic, or forbidden, or (after a 

suitable pause) star-crossed once more.

False Love

For long-term play, this is quite possibly the 

best arrangement. Either the PC is lying to 

and using someone for gain or gratifi cation, 

or the PC is being used. 

In the fi rst case, you can get characterization 

out of it. How does the PC handle deceiving 

in order to get sex or money or whatever? If 

she’s okay with it (or even delighted, as many 

are) you can move to plot repercussions 

when the love becomes star-crossed. Seducing 

a widower who owns a brewery is great, but 

is it great enough that she’ll ride into danger 

to rescue his ne’er-do-well son after he gets 

captured behind enemy lines? Alternately, 

the widower might get wise, and suddenly all 

the advantages she enjoyed are not only cut 

off, but turned against her. This can be a big 

deal, for characters seducing their way into a 

lucrative judicial appointment, or not so big 

a deal if it was only a matter of saying, “Sure I 

love you!” to the baker’s pretty daughter.

Then again, what if some competition steps 

in? Taking advantage of an emotionally naïve 

consenting adult is one thing when neither 

one of you has anything much to lose. What 

if the character knows that he doesn’t really 

love her, while his rival genuinely does? 

Yes, he was kind of a swine before, but is he 

willing to raise the swine ante? (If you go this 

route, be sure you’re ready for his answer to 

be “Hell yeah!”) 

Or, the PC may be the naïve tool instead 

of the deceptive craftsman. You can put 

a lover in play who says and does all the 

right things while secretly spying on behalf 

of the characters’ most venomous rival. 

If the lover is also sexually involved with 

said rival, it just cranks in the betrayal that 

much deeper. In this case, you (as GM) are 

obligated to give the PCs an opportunity to 

resolve the betrayal. Maybe the lover has a 

chance to kill her despite her pleas, Othello-

style. Maybe he can’t bring himself to do 

it, despite her treacherous cupidity, and it 

falls to one of the other PCs to bring the 

hammer down. Just maybe his forgiveness 

shows her the error of her ways, she realizes 

that the venomous rival was just using her 

Love Blossoms
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and that her true loyalty should always 

have been to the PC. Is it too late? Will 

she betray again? How much damage did 

she do to the Company and can she undo 

it by becoming a double agent? All these 

plots arise from discovering the betrayal.

The fi nal type of false love is barely a plot or 

character issue at all: It’s the loveless marriage 

where both partners go in clear-eyed, 

pursuing political or fi nancial advantage. 

(Read your history. This is common among 

the nobility.) It’s quite possible to establish a 

marriage like this to shield a character from 

future romance plots, if the player really 

wants an easy, in-character way to avoid 

them. Spend the XP, take some combination 

of Patron or Wealth Advantages and get on 

with the non-erotic focus of pillaging your 

neighbors. That’s fi ne. A GM may offer 

forbidden loves later (such as that handsome 

warrior whose dash and courage only 

highlight the qualities your older, plodding 

statesman husband lacks) but as always, it’s 

up to the player to get involved or walk away. 

Either way tells something important about 

the character’s identity and priorities.

Tragic Love

On the other hand, players who want a 

reason to turn down romantic entanglements 

without sacrifi cing angst-ridden speeches 

about heartache may opt for tragedy. (If 

you’ve never made an in-character, angst-

ridden speech – give it a try! It’s surprisingly 

satisfying. Just know when to quit.) 

A tragic love is one in which your lover dies, 

or is driven incurably insane, or is exiled to 

a distant realm far out of reach, or otherwise 

becomes permanently unavailable. There’s no 

“happily ever after” here – not even a chance. 

It is a relationship that leaves your character 

glaring murderously at anyone who pulls out 

that old saying about “’Tis better to love and 

lose than ne’er love at all.” (“Oh yeah? Lessee 

how affectionate you are to your head and 

how you feel about losing it.”) 

It’s possible and permissible to build this 

heartbreak into a character’s backstory. 

Like the loveless marriage of convenience, it 

provides a reason for a character to pass up 

erotic entanglements in favor of skewering or 

spell casting. (“There was only one woman 

for me. Riyan Xudei had her killed. Now I 

have sworn to be his doom.”)

But it’s equally possible to have the tragedy 

occur during play, and it’s probably going to 

affect the character a whole lot more if the 

disaster plays out in full view of everyone else 

in the group. If you’re going to do it that way, 

it’s best to start out as a simple case of star-

crossing, with tragedy as the consequence 

for character choices. A predetermined sad 

ending is just as unsatisfying and infuriating 

as having a character shoehorned into a 

relationship that the player, doesn’t want. 

(“Look, Ulnach’s gay, all right? He rescued 

that princess for the cash money reward 

and will never fall in love with her!”) The 

likelihood of crushed hopes is something 

individual GMs have to gauge, ranging from 

“really probable unless the PCs do everything 

right” (if the relationship threatens great 

disruption, like when PCs are rivals and it’s 

stopped being fun) to “only going to happen 

if they totally drop the ball” (which is a better 

choice if the players are okay with a character 

getting married, and the spouse provides lots 

of plot possibility).

Don’t shortchange the character who just lost 

his One True Love. On the other hand, don’t 

drag things out when the other players are 

bored even if the tragedian is still enjoying 

his character’s deep despair. A refl ective 

scene during the funeral and some questions 

about how the character plans on dealing 

with grief may be all you need. Assuming, 

of course, that the untimely demise hasn’t 

set the character (and his Company) on an 

inexorable road to epic revenge.

Love Blossoms
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F
or our purposes, we can break 

enchanted items down into two 

categories. There are charms 

– little knick-knacks that have 

a minor function or only operate once. These 

can be purchased with Wealth. On the other 

end of the spectrum are real artifacts – items 

that have powerful effects, or which repeat their 

effects over and over. These are far more scarce, 

and valuable, and generally can be bought only 

with Treasure.

To determine the cash cost of an item, fi nd 

a spell that the item duplicates. If the item’s 

a charm, it costs Wealth equal to the spell’s 

Intensity. If the item does the effect over and 

over, it costs Treasure equal to the spell’s 

Intensity. All those Dindavaran magic swords 

on page 272? They cost Treasure equal to

their level. 

Magic can be used to duplicate mundane 

items, for reasons practical or political.  For 

example, in the lands of the Ironebone 

Theocracy, metal swords are an abomination, 

so the nation’s troops are equipped with 

wooden swords that are rune-carved to 

approximate the sharpness of steel.  They 

never need to be honed, they don’t rust and 

they’re wonderfully light in comparison to an 

unenchanted blade, but they’re easy to break.  

It’s similarly possible for enchantment to make 

shields out of smoke or to replace a candle 

with captured moonlight.  In these cases, the 

enchanted objects are clearly “artifacts” but 

they may give no greater practical advantage 

than a candle or a meat cleaver.  Items of this 

sort can be purchased with Wealth.  Their 

Cost is usually 1-3 higher than an ordinary 

tool to accomplish the same purpose.

(If your players are wondering how to get 

Treasure suffi cient to buy an artifact that 

duplicates a spell of Intensity 7+, they can’t. 

Items that powerful are beyond the purview 

of general rules like this. If you, as GM decide 

they’re even going to touch on your campaign, 

they’re unique and anyone who has one 

probably won’t sell it at any price. See the 

“Magic Items and Social Order” header, below.) 

Example: A character is given a magic stick that changes 

the weather. Basically, it allows a non-spellcaster 

to cast the spell Weather Change (see page 

266.) one time. It’s an Intensity 4 spell. The stick 

costs Wealth 4.

When used, items operate exactly as if they 

were cast by the sorcerer who created them. 

This means they can fail, and it means they 

don’t just click into action, unless the spell

is combative.

Example: A sorcerer whose pool was 3+MD with the 

Weather Change spell created the magic stick. 

When cast, the character spends nine hours 

using the stick – in this case, reading from a 

lengthy text that came with it, speaking the 

same words the caster would have, even though 

the stick-buyer doesn’t need to understand them 

or gather the magic personally. Then the GM rolls 

the creator’s pool. In this case, she gets 1,2,2 

and makes the MD another 2. Unfortunately, 

the Diffi culty of an Intensity 4 spell is 4, so 

even with an MD the item has failed.

One advantage that magic items of either 

type have are that the user doesn’t need to be 

attuned. In fact, some sorcerers permanently 

attuned to one style of magic rely on items 

from another style to get effects they can’t 

produce themselves.

Example: Uthar is a permanently attuned Flame Dancer. In 

the course of his duties serving The Empire, he 

has an opportunity to buy a ring that casts the 

spell Updraft over and over! It’s not cheap – he 

has to get his Company to drop their Treasure 

from 6 to 5 to acquire it, which means that 

magic ring costs about as much as outfi tting a 

decent sized fl eet. With it, however, he can cast 

Updraft on anyone he feels like, any time he feels 

like, just by saying the magic word. There are no 

promises as to how skilled the caster was, so he 

could be rolling 4d for his Updraft or 7+MD. But 

that’s the price you pay for being able to fl ing 

people out of combat over and over.

Particular spells are used to make magic 

items, and they’re not as readily taught as 

other spells. Most spells, with the exception 

Finds an Enchanted Artifact
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of First Intensity cantrips, are guarded to 

some degree or other. Spells that create 

permanently enchanted artifacts are very 

tightly guarded indeed. If a spell to build a 

charm or artifact isn’t written up, here are 

some guidelines.

Creating a charm requires a number of days 

equal to its Intensity, working on it a number 

of hours per day equal to its Intensity. Thus, 

the fellow making Blossom Freshness charms 

from tulip petals can spend fi ve hours in the 

course of one day and make fi ve petals. To 

create charms that cast, say, Fiery Sphere, he 

could spend three hours a day for three days 

and make one. Or nine hours a day for three 

days and make three. Assuming the creation 

spell was correctly cast each time, of course. 

For artifacts, it’s a number of months. In both 

these cases, that’s in addition to the casting 

time for the spells themselves. No artisan can 

work on more than one artifact at a time.

Availability

The costs for magic items are a rough outline 

for general cases. Any time your characters 

want to buy an artifact or charm, it’s specifi c. 

At no time is there any guarantee that any 

magic object, even a petal with a rune 

scratched in it that lets you cast Blossom 

Freshness one time (Wealth 1 to purchase) is 

available where the PCs are. The cheaper it is, 

and the easier it is to create, the more likely 

you are to fi nd one. As a general rule, you 

might fi nd a First Intensity charm for sale 

even in a small village… if it’s a charm for a 

spell that’s commonly known in the area. In a 

large city, there might be one or two artifacts 

on the market at any given time. Or three, if 

the city’s militia recently plundered a temple. 

Or none. 

Even in the largest and most cosmopolitan 

city in the world, there are rarely more than 

fi ve artifacts for sale on the open market. 

(Real artifacts, that is. There are any number 

of phonies available to the gullible.) There’s 

usually at least one, but there is no way for 

PCs to determine in advance what it is. 

In other words, the chances of walking 

into a “magic store” (and such things exist 

in large cities, but they mostly sell charms 

and ingredients) and buying a sword that 

shoots fi re because you want to shoot 

fi re from a sword are almost exactly nil. 

Characters who want fi re-shooting swords 

need to fi nd someone who knows how to 

make them (which is probably a quest in 

itself) and convince that person to put such 

a dangerous item in their hands (possibly 

another task), and then pay the Treasure 

and wait for the item to be made. At the 

end, he has a sword that replicates the spell 

Immolate, meaning that the user has to 

make a successful Dance roll to active that 

weapon, and then have the GM roll the 

swordsmith’s pool. (If he’d chosen a sword 

that spat lightning instead, he could have 

imitated Lesser Lightning Stroke, which does 

less damage but doesn’t require dance.)

Magic Items and Social Order

Artifacts and charms have their limits, but 

anything that lets a non-sorcerer access the 

power of spells is powerful. Even if it’s a 

limited power, the fact that some ignorant 

untrained dunce could buy (or fi nd) an item 

that lets him cast Inhuman Prowess has big 

implications for the social order.

In theory, magic artifacts could be far more 

common than they are. They could be 

produced in much greater numbers. But in 

theory, hunger is a solvable problem and all 

nations could peacefully coexist. Here’s why 

magic artifacts are rare.

Finds an Enchanted Artifact

T he only thing faster than a 

speeding arrow is the haste 

of common sense fleeing a conflict.

  -Ob-lob saying
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The�Creators�Aren’t�Eager�to�Create

On the surface of it, it’s nonsensical to 

think that someone would undergo years 

of training to become a sorcerer, put for the 

effort and toil to learn the powerful spell 

needed to create an enchanted item that 

can be used over and over again and then… 

what, just not cast the spell? Absurd!

But it’s equally absurd to think someone would 

undergo that rigorous magician schooling, and 

then blithely hand over his power to the highest 

bidder. To refl ect it in somewhat warped 

modern terms, if a professional basketball 

player discovered a way to teach anyone 

to make an unblockable three-point shot, 

how widely do you suppose he’d spread that 

knowledge? He might teach a few team-mates, 

or his kids, and he’d certainly use it himself, 

but if you’re a genius at lowering barriers 

you might just think yourself out of a job.

It is unreasonable to think that magicians 

would never want artifacts built. But it is 

equally unreasonable to think they’d want 

a market glutted with them, since ready 

availability just drives the prices down 

and makes other enchanters obsolete (and 

therefore, angry). To put it another way, if 

you could earn a handsome living producing 

a magic sword every decade, or a less lavish 

livelihood busting your hump to make two of 

the same swords every year, which would you 

pick? If you’re smart, you take the lazy option. 

If you’re cunning, you collude with other lazy 

magicians to make sure no other greedy fool 

ruins the market for everyone. 

In short, magicians have a monopoly and it is 

in every way compelling for them to keep the 

market tight.

Buyers�Want�Uniqueness

If you’re an infantry captain, there’s nothing 

like drawing a fl aming sword to make the 

enemy pause – unless their captain has one too. 

The Empire started its era of massive conquest 

by realizing large groups of ordinary troops 

could be disrupted and disorganized by small 

teams working impressive magic. If impressive 

magic becomes common, it turns into an 

arms race with diminishing returns as those 

same troops get blasé. In other words, not only 

does your magic sword scare the enemies less 

because they’ve got one, it encourages your 

troops less if it’s just one of the many. Keeping 

artifacts rare makes them unpredictable, 

mobile and impressive. When they’re common, 

battles go from being risky to being completely 

random, and every general wants a battle that’s 

predictable to him and not to his opponent.

There�Are�Cheaper�Alternatives�

Even beyond the uniqueness factor, there are 

reasons to turn aside from magic artifacts. 

One reason is they aren’t completely reliable, 

and that’s a tough sell at the prices they fetch. 

Furthermore, a ring that shoots fi re does one 

thing. A magician who can shoot fi re can 

probably do several other things. Not least, he 

can drag your unconscious body to safety, if 

he’s loyal enough. Given that it’s often cheaper 

to hire a magician to cast the spell than it is 

to buy a device that recreates it, the market 

doesn’t have that much pressure on the supply 

side. Finally, a magic staff doesn’t do you much 

good if it gets stolen – and the loss of revenue 

and morale when a nations’ citizens learn their 

most powerful artifact has been boosted by the 

other side is often far more damaging than any 

use the artifact itself might have. 

The fi nal word on magical artifacts is this: 

Those in power tend to see them as shortcuts. 

Powerful people don’t like there to be 

shortcuts to power (at least, not for anyone but 

themselves). Someone who trains for years to 

master a martial skill is worthy of respect, while 

someone who’s dangerous only by virtue of an 

enchanted goblet is a cheater who deserves to 

be manipulated. After all, the master warrior 

has an ability that can never be taken away. 

Once you take the magic goblet, its last owner 

is used-up tool, no longer required.

Finds an Enchanted Artifact
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It’s one thing when the Empress thanks you 

for uncovering and thwarting a plot to crack 

her domain into warring, fractious pieces. It’s 

altogether something else when she decides 

that, after the conspirators starve to death or 

leap to their doom from tall public columns, 

you will take their properties instead of the 

blood heir.

No extra rules are required to just stack more 

Territory or Treasure onto a Company, and 

certainly there are any number of plots that 

can arise when the displaced heir schemes 

for redress, and the bigoted citizens start 

making trouble, while the blue-bloods close 

ranks against the sweaty, plainspoken upstart 

who still has dried battle-gore under his 

fi ngernails… but having a title is nice, getting 

offi cial rewards impress people and it doesn’t 

hurt to have some guidelines on how that 

might affect the rules.

Titled Nobility

The obvious rule about noble titles is that 

they’re bestowed, presumably because they’re 

earned but sometimes as a bribe, or due to 

family connections, or as a payoff because 

you kept your mouth shut. Typically, only 

kings and emperors (and the like) have the 

right to ennoble an entire bloodline, and 

only duke-equivalents have the right to even 

propose a name to the King or such a singular 

honor. However, some dukes overstep their 

bounds when their master is weak and, in a 

region where the duke’s word is law, no one 

is going to contest his mayoral appointment. 

Knight

Also Known As: Gentleman, Reeve, Mayor, 

Overseer, Tax Collector

The lowest level of the gentry is knighthood, 

often bestowed for feats of valor on the 

battlefi eld but also possibly given for cultural 

achievements or because you leant the king 

10,000 silver marks when he really needed to 

make good on his battle mages’ back pay.

In many nations, only the nobility are 

permitted to carry swords (though often, 

in the hinterlands, no one’s going to make 

a big deal about it). Furthermore, nobility 

often have legal recourse that peasants lack. 

Commoners appeal to the local gentry to 

mediate their disputes and, if they don’t 

like the declared solution… well, tough. 

There’s no court of appeals. Sometimes 

nobles can, if ‘provoked,’ seize a peasant’s 

land or property, if peasants even have such. 

(True feudal systems have the peasants 

working land that belongs to their lord, 

and since he does have real legal pull, just 

taking that stuff is more likely to have 

consequences. On the other hand, when 

it’s a commoner’s word against a knight, 

many lords fi nd for the knight and make 

it up to the serf later, if at all. Governance 

involves choosing confl icts carefully.) 

What this title really does is offi cially 

recognize any achievements the character 

has done on her own. Knights are common 

enough that the mere title isn’t enough 

to provide the Status Advantage, but it’s 

good enough to get you the benefi t of the 

doubt from village elders, blacksmiths, local 

merchants and innkeepers. Now, your higher 

grade of commoner – witches, those who’ve 

earned their money through shrewdness, 

and any variety of outlaw – they’re 

probably smart enough to know how little a 

knighthood really means.

It is perfectly reasonable for a knight to 

govern a Company of Territory 1 or even 

2. The title isn’t necessary for that level of 

authority, but it is typical.

Lord

Also Known As: Emir, Governor, Baron

Just as knights control small companies 

(Territory 1-2), lords usually govern larger 

ones (Territory 2-4). Lords with smaller 

territories are unusual, but not so outlandish 

as to cause suspicion or comment. They’re 

Acquires Lands, Titles and Awards of Merit
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just regarded as the unfortunate remainder, 

after tragedy or incompetence has subtracted 

the value from a once-noble lineage.

Lordships are rarely just bestowed, unless a 

kingdom has undergone a sudden expansion. 

In most sizeable kingdoms, the desirable pies 

were cut up and distributed long ago. Being 

given the title “Lord” either means (1) new 

lands have been discovered and you have to 

colonize them, (2) territory has been seized 

from an enemy nation and you have to pacify 

it or (3) some other lord has fallen from 

favor, you’re being given his ancestral home, 

and it might be a good idea to check the 

master bedroom for secret passages.

If a character has no Status upon being 

appointed lord, he should get the Advantage 

Status 1 at least. No wealth comes with the 

title (other than what he can wrest from his 

land), but there are some other privileges. 

Lords have the legal right to maintain a 

company of men-at-arms, typically up to 

Might 3. (Unoffi cially, many go higher, just as 

many knights and commoners who lack the 

specifi c right to order soldiers about often 

control groups of armed ‘guards’ or ‘escorts’ 

or ‘privateers.’) The biggest advantage of 

lordship, however, is that there’s one less layer 

of control on top of you.

Duke

Also Known As: Great Lord, Earl, Province 

Commander

Where the lord controls a town and the 

knight controls a village, the duke is in 

charge of an entire province, possibly with 

a signifi cant city or two in it. Territories of 

size 3-4 are most often under the thumb of 

a duke, and some powerful dukes in large 

kingdoms have Territory 5. Everything that’s 

true of lords is more true of dukes, who are 

the next level in the hierarchy. Their Status 

Advantage can never fall below 2 unless 

they’re stripped of their title, and they can 

typically enjoy Wealth 3 at least. Even if 

they’re fl at broke or deep in debt, there’s 

always someone willing to lend money to a 

duke, accept his letter of credit, or take his 

word as bond. 

In a typical large nation, the army of a duke 

can offi cially reach Might 4 without the 

king interfering. Of course, by Might 4, it’s 

probably too late to interfere anyhow.

King

Also Known As: Pasha, Sovereign, Overlord

There are nations that use other forms of 

government, but typically there’s a king – a 

single person with whom supreme authority 

rests. When things go well, the king can take 

credit. When disaster strikes, it is to the king 

that the people cry for leadership.

A king often rules by divine mandate, or 

claims one anyhow. Emperors can “recognize” 

someone as a king who’s already running a 
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country, but it’s very rare for a whole new 

nation to spring into being. When that 

happens, the king most likely crowns himself, 

instead of appealing to an outside authority.

There are kings whose nations are too 

small to subdivide into ducal provinces 

or even lordly domains. Some kingdoms 

are small enough to have Territory 1. That 

doesn’t matter: The king is still a king and, 

as such, can never have Status lower than 3. 

Furthermore, people raised in any kingdom 

are susceptible to the title. They can’t help 

it. They were raised in a culture that trained 

them to respond to “Royal Highness” with 

awe and deference. Accordingly, when a 

king makes a roll to infl uence a commoner 

with Command or Charm, he gets a +1d 

bonus to his pool or can offset any number 

of dice in penalty. This only works on those 

with no noble title of their own, and those 

who weren’t raised in nations with farcical 

notions of “the equality of all before God” 

or something, and of course it only works 

if the commoner knows he’s talking to a 

royal�sovereign. But even a wealthy Imperial 

merchant talking to the king of some tiny 

piece of Heluso mountain scree, a merchant 

whose personal honor guard could take over 

that wee nation… that merchant still feels, 

deep down, an instinct to submit. The king 

who grows his own potatoes and has bad 

teeth and gets his hands dirty helping the 

cows give birth is still a king.

Emperor

Also Known As: Supreme 

Overlord, High King

If you weren’t born to it, you can only claim 

to be an Emperor if you have Territory 

5, and you’d better have a meaningful 

Might to back it up. The historical abuses 

and depredations of The Empire have 

given many kings a bad attitude towards 

anyone who takes Imperial title.

Emperors universally crown themselves 

(or are crowned by heaven, if you prefer), 

since no one else has the authority to do it. 

Unlike kingship, there’s no Status protection 

in calling yourself an Emperor: If you don’t 

already have the clout to back the claim, 

people are going to regard you as a madman.

On the other hand, if you can back the claim, 

you can be one of the few to whom even 

kings bend knee. You can claim absolute 

authority and issue orders none can gainsay. 

The power of an emperor is limited only to 

what he can grasp.

Acquires Lands, Titles and Awards of Merit

A ll gods preserve me from clever 
servants.  Give me the dull plodders,

the thoughtlessly obedient, give me agents 
without an ounce of imagination!  They are 
inevitably superior to the cunning.  

First, the intelligent take initiative, and 
eventually surprise you.  I prefer by far 
the predictable and ordinary, above even a 
surprise of good fortune.  By this I mean only,
I make plans.

Second, the obtuse are rarely ambitious,
and should one ever aspire above a proper 
station, their schemes are easy to spot and 
simple to thwart.

Finally, being unused to praise and genuine 
appreciation, they are so grateful!  My 
unfeigned favor inspires exceptional loyalty in 
my average thinkers, and spurs them to efforts 
that no reasonable person would expend.

 -Empress Autumnfall II (attributed)
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Awards of Merit

Sometimes a ruler doesn’t want to go all 

the way to setting someone on the path of 

having the same rights as those of noble 

birth and accomplishment, but still wants 

to provide a reward for exceptional service. 

These titles of merit are narrower than noble 

status, but within their purviews can be just 

as impressive – and maybe, sometimes, even 

more so.

Offi�cer�of�the�Crown

Also Known As: Agent, Courier, Bearer of a 

Letter of Mark

An offi cer is someone a ruler has recognized 

with a specifi c duty. The recognition usually 

takes the form of a document, signed by 

the king (or duke, or lord) and suitable for 

framing. There’s also typically some kind of 

ceremony, of a varying degree of pomp.

The prerogatives of an agent of the crown 

depend entirely on the offi ce. A tax assessor 

can decree how much (or little) property 

is worth and then call in the army if 

the owner won’t pay. A military offi cer 

commands troops, and is commanded 

in turn by his general. A defender of the 

faith has a responsibility to ensure that 

all lesser priests and lay people follow 

church doctrine correctly. If the church is 

powerful, he may have the right to arrest 

blasphemers and bind them over to a 

judge for trial. Alternately, an offi cial may 

have a duty to oversee one particular part 

of a region (like making sure that all the 

bridges are strong enough to support a 

full wagons of goods). In those cases, he’s 

probably in charge of a budget, or is given 

authority to levy tolls to fund the project.

In short, an offi cial is someone with a narrow 

duty and an equally narrow set of rights 

that he needs to pursue that duty. In that 

bailiwick, his word is law. Until, that is, he 

runs into someone in the same bailiwick with 

a higher level of right. For instance, a ducal 

offi cer in charge of ensuring the roads remain 

unobstructed and in good repair is going to 

have to cave in if he’s at cross purposes with a 

royal offi cer who has the same duty.

General

Also Known As: Admiral, Supreme 

Commander

This one’s pretty obvious. The troops, as 

represented by a Company’s Might, respond 

to the general, and the general responds to 

the leader who invested him with authority. 

Or not. When the general issues one order 

and the king says another, it can all come 

down to what the soldiers personally believe 

or want to do. One thing’s for sure: Attempts 

at coup�d’etat typically end with either the old 

leader or the upstart dead, dying or exiled.

Judge

Also Known As: Inquisitor, Arbiter

The duty of the judge is to interpret the laws 

of the land, or the edicts of the church, or 

the rules of concord that sustain a Company, 

with the ultimate goal of seeing that justice is 

done and grievances settled.

This is a very noble calling, to hear it told, 

and sometimes in practice it lives up to that 

ideal. Sometimes a judge gets a chance to 

right a great wrong and is the only person 

standing between the whims of the strong 

and the dignity of the weak. It must be noted, 

however, that siding with the weak against 

the strong can earn a judge strong enemies. 

Beyond that, a judge may have to choose 

between “justice done” and “grievance ended.” 

In some cases, the lawful choice is obvious, 

but clinging to the strict words of the legal 

formula may cause more strife and trouble 

for a community, while actually satisfying 

no one. Who is the good arbiter in that 

case? The one who stretches the lawmaker’s 

intent in the name of a tranquil city? Or the 
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one who opts for hard justice, holding fast 

the faith that it’s for the enduring good?

There are no particular rules modifi cations 

for those who are given the authority 

to interpret laws, whether those laws be 

broad, specifi c, religious, secular, voluntary 

or sovereign. Crooked or self-interested 

characters typically have little problem 

earning coin from their willingness to sell 

an opinion: Then the adventure becomes 

one of concealment and deceit. Genuinely 

virtuous judges, on the other hand, inevitably 

make enemies of those very people who 

are inclined to ignore the rules of decent 

conduct, and the adventure becomes 

one of self-defense, both political and 

physical. Either way, a judge character is a 

fountainhead of plots, as long as (1) the GM 

genuinely lets him decide what’s right and 

wrong without leading or resisting and (2) 

the cases are genuinely diffi cult and obscure, 

resistant to easy answers.

Master�_________

Also Known As: Living Treasure, Craftsman 

Laureate

The title of “Master” indicates supreme skill 

in a narrow fi eld of study. There are master 

poets, master smiths, master swordsmen 

of course, master potters and so forth. In 

some nations, there is only one Master Poet 

at a time, appointed by the sovereign (who 

may have a tin ear for verse, if it comes to 

that). In others, a council of brewers may 

confer the title of master brewer, while only 

professional musicians can induct a singer 

as one of the elite. In any case, whether the 

offi cial title comes with a stipend or simply 

has enough cachet, the master never goes 

broke. A master’s personal Wealth can never 

drop below 1 and the cost of anything the 

master creates – a dress from a master tailor, 

the sword of a master smith, education from 

a master archer – is 1 higher than it would 

usually be. In other words, the item is paid 

for as if it was of exquisite workmanship, 

even if the master has become a drunken 

wretch with only a shred of her former skills.

_________�to�Her�Royal�Highness

This title applies to a group, rather than to 

an individual, and it functions much the 

same as the “Master” title. It means that 

the Queen (or a Duke, or an Emir, or the 

Mayor) pays the Company for its services 

and therefore, presumably, deems them of 

superior quality. Thus a farming collective 

might be “Provisioners to the Royal Army” 

or a winery might be “Vintners to the High 

Priest” or a group of architects and masons 

might be “Builders of the Tyrant’s Palace.” 

Any time the group drops its Treasure to zero 

due to expenses, it spends the next month at 

zero before returning to 1 as new clients or 

opportunities present themselves.

Champion

Also Known As: Defender of the Faith, The 

King’s Blade, Inexorable Warrior

Typically, there is only one champion in an 

army, and he is recognized (often rightly) as 

its most potent fi ghter. He gets some kind of 

unique armor, something that can be seen at 

a great distance, and he goes in at the front to 
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W hen I began my studies of 

warcraft I was, in a word, 

inept.  Now, decades of study later,
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-Shuke Triple Warrior
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give courage to the soldiers around him. In 

some cases, armies send their champions out 

to do single combat before the main battle 

begins. This only happens if both sides want 

more time to prepare or maneuver, however, 

and furthermore if both think they can make 

better use of the time than their foes.

It is possible to be the champion of a town, 

a country, a religion or an empire. The only 

difference is the scale on which the fi ghter 

fi ghts and the skill of his competition.

When champions clash, the winning 

champion can infl uence his army’s Might roll 

for that battle, by squishing a successful set 

one step. This is the most obvious advantage. 

Furthermore, champions get a +2d bonus 

on any speeches to give unworthy allies the 

Morale bonus to their Threat (as described 

on page 198.). 

Of course, the most prized perquisite of the 

champion, in addition to getting the best 

rations and fi nest weapons in the army, is 

that he’s admired. It’s not hard to get bought 

a drink or fi nd a willing sex partner when 

you’re considered the embodiment of your 

society’s noble band of warriors.

Advisor�to�the�Throne

Also Known As: Sage, Vizier, Palace Wizard, 

Royal Librarian, Oracle

Someone with at least a bit of skill at sorcery 

typically occupies the role of “learned 

advisor to the ruler,” if for no other reason 

than those inclined to study rarely forgo a 

passing familiarity (at least) with the thinking 

person’s route to power. It happens, however, 

that the job sometimes falls to someone 

who is purely an intellectual and who has 

no practical skill at casting spells. But even 

those sages who don’t command the forces 

of magic understand them, just as they might 

have a grasp of farm policy without ever 

getting their hands dirty, or a knowledge of 

military history without ever going onto a 

battlefi eld. Their job, in short, is to know and 

to provide the perspective of ages as fi ltered 

through a thorough education.

Advisors seldom have any actual authority 

to command, though they may surround 

themselves with lackeys, research assistants, 

specialist scholars and apprentices. Indeed, 

the best of them rely on experts in particular 

areas, to save the advisor from having to be 

anything but a generalist able to understand 

and distil the wisdom of the educated. 

While they have direct control over nothing, 

the Advisor is consulted on just about 

everything. (Unless he falls out of favor with 

the ruler, in which case he probably won’t 

remain Advisor for long.) Thus, unless the 

king personally intervenes, it is the Advisor 

who gets to decide the priority of tasks that 

use a Company’s Infl uence Quality. He may 

not decide exactly what’s to be done, but in 

mechanical terms he decides which tasks 

get the highest dice pools and which have to 

make do with exhausted ones.

Confi�dential�Pursuer

Also Known As: Spycatcher, Thief Taker, Left 

Hand of the Prince

Everyone has a private life, from the lowliest 

pig-stall mucker to the most elegant lady of 

the realm. The difference is, the elegant lady 

can appoint a confi dential pursuer to keep 

her private life private while the pig-boy has 

to do his own dirty work.

Whatever you call the position, it’s a delicate 

one. The job of the confi dential pursuer is to 

clean up embarrassing messes for the powers 

that be, without any hint of them getting 

out to anyone who matters. Sometimes this 

is accomplished through elegant deceptions 

that re-interpret the visible facts in a fashion 

that’s favorable to his employer. (“Stole the 

jewels? Heavens no, he gave her the jewels 

in an attempt to cozen her into an intimate 

liaison! Of course she refused, which is why 

I’m bringing them back to you now. I only 

hope that you can keep this indiscretion 
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quiet, for both our employers’ sakes. It would 

certainly smirch both dignities if accusations 

of seduction and theft began fl ying recklessly 

about.”) Alternately, matters may be 

solved with bribes, blackmail, kidnapping 

inconvenient witnesses and putting them 

on a slow caravan to the other side of The 

Empire, or even murder. Murder is a matter 

of last resort, of course, since it has the 

potential to yield an angry ghost, and ghosts 

are notoriously hard to keep silent.

Typically a thief taker can rely on the 

Infl uence apparatus of his patron to protect 

him, but only to a point. Because his missions 

are sensitive, their priority may be high. 

However, that very sensitivity impedes any 

other agents and operatives because the 

thief taker may not be permitted to explain 

his mission in full. It’s fi ne for him to show 

a letter of authority and ask his aides to get 

him some food, a place to stay, and a nice 

deep hole to stash certain items. But when 

they don’t know the details, they can’t take 

initiative and they can’t foresee obstacles.

Confi dential pursuer is a position that has no 

rules material associated with it, but it can be 

a good source for many plots. Furthermore, 

a spycatcher’s patron often goes to great 

lengths to ensure that his skilled asset doesn’t 

get interrogated and spill all the humiliating 

secrets to which he is privy. This can mean 

she bends over backwards to keep him from 

getting jailed… or that behind the shadowy 

investigator there’s someone in deeper 

shadow, ready to kill him if matters get out 

of hand.

Ambassador

Also Known As: Envoy, Messenger, Diplomat, 

Emissary

The ambassador negotiates on behalf of a 

country, in the same way that an envoy or 

minor diplomat conducts business on behalf 

of a province, business concern, merchant 

fl eet or religion. Diplomats answer to senior 

diplomats, and the most senior diplomat 

answers to the ruler (or rulers). In theory, 

their duty is to smoothly convey the desires 

of their employer to the sovereigns of other 

lands (or the mayors of towns and so forth). 

In practice, diplomats often pursue private 

agendas as well – enriching themselves, 

infl uencing local politics, settling personal 

grudges or practicing the arts of seduction. 

In many cases, their bosses don’t care about 

these side-projects, as long as the master’s 

main goals are met. 

In rules terms, diplomats get to use a 

Company’s Qualities in their immediate 

region, but only after all the “offi cial” tasks 

to which those Qualities were assigned are 

fi nished. Often this leaves an ambassador 

with a very low pool of 1 or even no dice. 

That’s still useful: By their own initiatives, 

they can boost those pools (as explained 

on page 142.) and roll them. Without the 

authority of a Company, a normal person 

can’t even attempt those actions.

In addition to getting to play with the toys 

after the king is done, many nations and 

organizations confer a great deal of pomp 

and grandeur on their ambassadors, simply 

because they don’t want to look shabby or 

second class. Mechanically, the ambassador 

can freely spend Wealth equal to his 

Company’s current Treasure.
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T
his is the traditional end of 

the fairy tale and, although 

the exact words “ever after” 

are seldom used, it’s a very 

common fi nish to books and movies as well. 

Should it happen to characters in RPGs?

The answer is a resounding and defi nitive 

“perhaps.” If you’re done with the game, 

done with the characters and have no interest 

in ever doing a continuation, why the hell 

wouldn’t you let the players extrapolate 

their characters’ futures from the present 

at the time of game’s end? Particularly if 

you end on a high note. Let them describe 

their characters settling down into a life of 

responsibility and mellow good governance, 

peace having fi nally come to their town 

after all their bitter striving and sacrifi ce. 

Let the wizard set aside his transgressions 

against nature to become a prosperous apple 

farmer. Let the thief become a respectable 

businessman with an understanding wife 

(and perhaps two young mistresses and a 

profi table gambling ring on the side). When 

you’re done putting forward Something To 

Do next session, you can let your players 

express their characters directly.

That’s what you do if your game ends like 

a traditional novel. These days, however, 

it must be said that a franchise is more 

popular. You know what a franchise is, right? 

It’s a series where, after one book’s done, 

the author can always kick out another one 

that continues with the same setting and 

characters (or maybe previously-minor 

characters get the spotlight, or maybe the 

book chronicles the children of the fi rst 

book’s protagonist). A particular story 

ends, but the�story never reaches a terminal 

conclusion. Most comic books are ongoing 

franchises like this. So are most RPGs.

If you think you and your players are going to 

revisit these characters, then you don’t want 

“ever after” you want “To Be Continued…?” 

complete with the ellipsis and question 

mark. Leave the players hanging and let 

them fantasize about the next astonishing 

reversal that’s in store for their intrepid 

band. Alternately, you can retire one set of 

characters, advance the story’s timeline a 

decade or two, and have their heirs ride out 

to reclaim the glory of their enfeebled (or 

tragically assassinated) parents. You can work 

in something a hundred years later when 

their characters are legendary. Or, if you’re 

really perverse, you can allow the characters 

to complete their dreams of empire and 

glory… then, after a nice refreshing pause, 

hand the players blank character sheets and 

say, “It’s fi ve years after the end of the game 

with your old characters. Generate new 

ones who are going to destroy or take over 

everything the last Company accomplished.”

Lives Happily Ever After
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Personal Service or Item  Wealth

Stewed turnips with black
bread(or local equivalent)  0
Pauper’s funeral (hole, cairn, 
no coffi n or tombstone)  0
Night of hard drinking  1
Fresh and hearty repast  1
Invigorating massage  1
Decent burial (prayers, wood
coffi n, simple monument)  1
Ablutions (haircut, shave, 
manicure,bath with fancy soaps)  2
Lavish personal feast   2
Fine dinner for a small group of friends  2
Negotiable affection   1-3
Lavish funeral (mourners, elaborate casket, 
imposing tomb) 5

Precious Items    Wealth

Plain gold band, earring or ampalang 1
Signet ring    1
Half-pound of rare local spices  1
Peasant’s wedding dress  1
Jeweled cape clasp   2
Flask of fragrant oil or perfume (local)  2
Perfectly adequate pearl  2-3
Half-pound of rare, imported spices  3
Simple diamond necklace  3
Solid gold “brass” knuckles
with your initials on them  3
Enormous, intricate, tourmaline-
studded jade lip disc   3-4
Flask of rare perfume from distant lands 3-5
Wedding gown for the minor nobility 4
Working spinning wheel made,
for some reason, of silver  5
Immense ruby   5-6
Pearl of great price   7-8
Begemmed wedding gown fi t for a queen 8
An Imperial crown  9

Vehicles / Transportation     Wealth

Mule or donkey     1
Rowboat or canoe     1
Riding horse     1-2
Ox or draft horse     1-2
Peasant wagon     2
Small sailboat (crew of 2)    2
Warhorse      2-4
Racehorse      2-7
Gentleman’s coach     2-3
Merchant riverboat (crew of 5)    4-5
Small ocean vessel (crew of 10)    6-7
Medium ocean vessel(crew of 20)  8
Huge ocean vessel (crew of 35)    9
Crewed trio of huge ocean 
vessels with a 3-frigate escort    10

Weapons    Wealth

Small weapon (dagger, 
shortbow) of poor quality  0
Combat weapon of poor quality
(typically iron)  1
Small weapon of adequate quality  1
Combat weapon of adequate quality
(typically steel)   2
Small weapon of exquisite quality  3-6
Combat weapon of exquisite quality 
(such as a Dinda sword)  3-6
Exotic weapon (such as a Truil hornbow) 3-5

Armor   Wealth

Wooden Helmet   0
Iron Cap    1
Small Wooden Shield  1
Cavalry Boots   1
Cuirass (Boiled Leather)  2
Large Wooden Shield  2
Small Metal Shield   2
Steel Gauntlets   2
Reinforced Full Helmet  2
Breastplate   2
Chain Shirt   2
Large Metal Shield   3
Chainmail   3
Tower Shield   3
Full Plate Armor   4

Stuff On Which To Spend Money
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Buildings (Used)  Wealth/Treasure

Rude shack   1/1
Tidy cabin   2/1
Modest home   3/1
House in town  3-4/1
House in the city   4-5/2
Lavish country manor  5-7/2-3
Imposing city mansion  6-8/2-3
Small fortifi ed tower  5/2
Stout fort   7-10/2-3
Allegedly impenetrable fortress --/4
Palace --/5
Gilded palace of historical importance --/6

Buildings (Constructed to Specifi cation)
 Wealth/Treasure

House in town   3-4/1
House in the city   4-5/1
Lavish country manor  6-8/2-3
Imposing city mansion  7-9/2-3
Small fortifi ed tower  6/2
Stout fort   8-9/2-3
Allegedly impenetrable fortress -/5
Palace fi t to stagger the sensibilities
of a potentate --/5

Entourage Equipage Wealth/Treasure

A Month’s Coarse Rations for… 
1 soldier   1/0
6 soldiers   2/0
12 soldiers   3/1
50 soldiers   4/1
100 soldiers   5/1
200 soldiers   7/2
400 soldiers   8/2
600 soldiers   9/3
1000 soldiers   10/3
1500 soldiers   --/4
3000 soldiers   --/5

Month’s Hearty Rations for…
1 soldier  1/0
5 soldiers   2/0
20 soldiers   4/1
60 soldiers   5/1
100 soldiers   6/2
200 soldiers   8/2
400 soldiers   9/3
800 soldiers   10/3
1200 soldiers   --/4
2600 soldiers   --/5

A Month’s Rude Lodging* for…
3 soldiers   1/0
6 soldiers   2/1
12 soldiers   3/1
50 soldiers   4/2
100 soldiers   5/2
200 soldiers   6/2
400 soldiers   7/3
600 soldiers   8/3
1000 soldiers   9/3
1500 soldiers   10/3
*includes ghastly food

A Month’s Simple Lodging** for…
1 soldier    2/0
5 soldiers   3/0
15 soldiers   4/1
30 soldiers   5/2
60 soldiers   6/2
100 soldiers   7/3
200 soldiers   8/3
400 soldiers   9/3 
800 soldiers   10/3
**includes decent food

Simple Weapons and Shields for…
1 soldier    2/0
5 soldiers   3/0
15 soldiers   4/1
30 soldiers   5/2
60 soldiers   6/2
100 soldiers   7/3
200 soldiers   8/3
400 soldiers   9/3
800 soldiers   10/3

Armor and Combat Weapons for…
1 soldier    3/0
5 soldiers   5/1
15 soldiers   6/1
30 soldiers   7/2
60 soldiers   8/2
100 soldiers   9/2
200 soldiers   10/3
400 soldiers   --/4
1000 soldiers   --/5

Stuff On Which To Spend Money
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T
ypically, the Afterword in 

a book is a venue for the 

author to natter about how 

the book was made and to 

thank everyone who helped him, and I’ll 

certainly do that, but there’s another purpose 

as well. REIGN doesn’t end here. It’s going 

to continue and, I hope, thrive. This chapter 

explains how. But first, the gratitude.

Special Thanks

Dennis Detwiller gets the first shout-out for 

being the gas in the One Roll Engine from its 

GODLIKE beginnings. Without his energy 

and effort, the ORE would be a forgotten and 

half-baked notion gathering dust on my hard 

drive. The cover is just the icing on the cake. 

If you want to tell him yourself how glad you 

are that he was stubborn, you can do so at his 

web site, detwillerdesign.com.

Daniel Solis is in close second to Dennis as 

a general aide, enabler and creative partner. 

Without his layout and design skills, this 

book would be a series of .rtf documents in 

12-point Palatino font – if it was published 

at all, which it wouldn’t have been. He’s 

also been a pioneer of the Ransom Model 

(described below), which is essential to 

the continuance of REIGN. His web site is 

danielsolis.com.

Langdon Foss just kicks ass, that’s all. I 

mean, he kicks ass. Really. Go to his site at 

lllama.com (note well the third ‘l’) and your 

ass will get kicked.

All the playtesters – Tim Toner, Joe 

Donka, Dr. Mark Kiel, Thomas Manning, 

Richard Brewster, Damian Kendrick, Ryk 

Penfold, Steve Brown, Doug Billingsly, Jay 

Hoffman, Danica Billingsly, Jason Stevens, 

Clint Hadden, Benoît Felten, Emmanuel 

Gharbi, Audrey Philippe, Isabelle Gharbi, 

Gilles Etienne – did an outstanding job 

of putting my dumber ideas to sleep while 

extending the better ones. They walked 

through the minefield so you, gentle 

reader, don’t get your legs blown off. Even 

when I decided not to incorporate their 

suggestions, it was a tough choice after hard 

thought. I thank them all for their time, 

effort and input.

Martha Stolze has, as always, been a 

sounding board, friend, and cheerleader 

(both in the more common booster and in 

the object-of-attraction sense). I couldn’t 

have done it without her. Nick and Dan 

Stolze are too young for REIGN right now, 

but I did it for them.

I also did it, of course, for the fans. Other 

writers have let me down, publishers have 

failed me, editors have (in my opinion) 

trashed my flawless prose, but my faith in 

my fans has always, to date, been justified. 

Thanks, gang. 

Afterword
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H
ere’s where it gets 

interesting. You’re holding 

in your hands the last 

REIGN product to be  

                              released solely as a print 

book with a fixed price. Everything else is 

going to come out via the Ransom Model.

If you’re unclear on the Ransom Model, here’s 

how it works: I write up some REIGN support 

material, like more spells, more Esoteric 

Disciplines, more combat wildness, or more 

national history and culture. Once it’s done, 

I go online to www.Fundable.org and set up 

what’s called a ‘group action.’ That means that 

I tell Fundable how much money I want for 

my supplement. (I’m expecting $1000 to be 

a typical goal.) Fundable.org holds the hat 

while you and other fans put the money in. 

The minimum buy in is ten measly bucks, but 

you can pay as much as you want. (Or, if you 

like, you pay nothing and see if the system 

works without you.) If the goal is met within 

45 days, the supplement goes up on my web 

site, www.gregstolze.com, in the Downloads

The Future

section. You, and anyone else, can then 

download it for free, in perpetuity. If the 

goal isn’t met, the idea goes on the shelf 

and doesn’t get released, but everyone who 

already contributed gets�their�money�back. 

Thus, the risk to you the reader is minimal: 

You pledge as much as you want, or as 

little, for the supplement that interests you. 

You pay nothing if it’s never released. I’m 

at risk if a supplement fails to make its 

ransom, but since I’m starting with short 

ones, I’ll never lose more than a couple 

weeks’ work. (Yes, losing a ten days’ work 

sucks, but as a writer I risk a lot more than 

that if I write three chapters and an outline 

for a novel that never gets published. 

Or if I write the whole damn book.) 

This means that anything released to anyone 

is freely available to everyone. You will never 

miss out on a supplement.

I’m excited. I’ll have the first supplement up 

for ransom as soon as this book is available 

for sale.
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Absolute Domination 97
Advantages  40-45
Advisor to the Throne  353
Aim Maneuver  189
Air of Dreadful Command  96
All is One  224
Alligator  319
Alpha Wolf  309
Ambassador  354
Animal Companion Advantage  40
Area Dice  19
Armor  21, 183-184
Arrow of Gentle Repose  221
Athletic Perfection  92
Athletics Skill  30, 76
Attack Maneuver  188
Attack Company Action  147-148
Attunement to Magic  258
Baboon  318
Barbarian Has No Clothes, The  99
Barkwater  241
Basic Mobility  95
Beauty Advantage  41
Being Informed Company Action  148
Bestiary General  306-319
Bestiary Heluso and Milonda  320-329
Biauchrus  320-322
Big Cats  308
Bite Strike  223
Blindness  187
Bloodcutters  66-67
Blossom Exhalation  91
Boa Constrictor  317
Body Skills  30
Bouncing Roll  220
Bring Fear  95
Brothers in Wrath  218
Burning XP  91
Burning  296
Calculated Show of Avarice  107
Calculated Show of Generosity  108
Called Shot Maneuver  190
Cannibal Smile Advantage  41
Carousing for XP  88
Catlike Balance  93
Champion  352-353

Index

Character Generation Strategy  57-59
Character Generation  26-59
Charge Maneuver  209
Charm Skills  35
Cleansing Respiration  91
Climb Skill  31, 76
Coincidental Allusion  101
Combat  177-227  
     Resolving  178 
Combining Companies  136-139
Command Skills  33
Company Generation  146
Condemn Tomorrow  106
Confidential Pursuer  353-354
Coordination Skills  31
Counter-Espionage Company Action  149
Counterspell Skill  32
Cover  181
Cower Maneuver Option  204
Craving  22, 38
Crimson Guard, The  233
Crimson Reaping  226
Crocodile  319
Cross Block  223
Cultists  see Unworthy Opponents
Currencies  112 
Damage  179-180
Dazed  187
Defend Company Action  149
Defusing Pratfal  104
Demons  330-336
Detecting Magic  254-256, 259
Difficulty  18
Dindavara  162-175 
     Map 162
Dindavaran Politics  171
Direction Skill  34, 76
Disarm Maneuver  209
Disfiguring Strike Maneuver  210
Display Kill Maneuver  210-211
Display Move Maneuver  204
Dodge Maneuver  188
Dodge Skill  31, 77
Dogged Persistence  105
Double Fist  218
Downed  187

Draw Maneuver  204
Drowning  300-301
Drunken Blackout Problem  46
Drunken Monkey  220
Duke  349
Duty  22, 38
Dying  180
Dynamic Contest  14-15
Eerie Skill  34, 77, 254-256, 259
Elephant  311
Empathy Skill  34, 77
Emperor  350
Empire, The  228-247 
     map  228 
     collapse of  239
Enchanted Artifacts  345-347 
     see also “Dindavaran Death Forging”
Endurance Skill  30, 78
Enemy  see “Hated Enemy Problem”
Esoteric Disciplines  36, 90-108
Espionage Company Action  149-150
Experience Points  29, 87-89
Expert Dice  19
“Expert” Skill  30
Exquisite Whine  105
Extremes of Temperature  302
Eye of Death  221-222
Falling  300
Fascinate Skill  35, 78
Feint Maneuver  205
Fight Another Day  106
Fight Skill  30, 78
Financial Sophistication  107-108
Flawless Grace  93
Flying Headsnap  218
Follow Even the Breeze  100
Followers Advantage  41-42
Followers  41-42, 198-200 
     see also Unworthy Opponents
Fool Lucky Advantage  42
Fortified Force  95
Four Legs Kick  218
Full Alignment  94
Gain Might  see “Raise Troops”
General  351
General’s Visage, The  97-98
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Generosity is Selfish  106
Geography  286-287
Ghosts  see Vengeance From the Grave
Gliding Step  219
Gobble Dice  19
Goddess in the Grave  221
Goods and Services  356-357
Gorilla  318
Graces Skill  35, 78
Grand Ultimate Supreme Monkey King  220
Gruesome Problem  46
Güncruf’s Distillate  298
Gutbow  187
Haggle Skill  33, 79
Haischenvemlig  326
Harvest of Cries  226
Hated Enemy Problem  46
Healing Damage  180
Healing Skill  32, 79
Hearing Skill  34, 80
Heart-Hardening Rhetoric  97
Heartshaker  221
Height  22
Hell Marches With Me  98
Hidden Shell, The  222
Highest Comedy, The  104
Hits Always Hurt Option  184
Hornbow  187
Horse  316
Horsewoman’s Course, The  225-226
Hulgue  327-329
I Say Only Endure  97
Illness of Cowardice Spreads by Mouth, The 98
Immobile Position  92
Important Things to Forget  289
Improve Culture Company Action  150-151
Improving a Quality  143-145
Improvised Arms  95
Increase Might  see “Raise Troops”
Inexorable Tread  93
Inexorable Winnowing  226
Infinite Sorrow  105
Influence  133-134
Inner Compass  100
Inner Flavor  100
Inner Listening  100

Inner Senses  100
Inspire Skill  33, 80
Instant Start  93
Intimidate Skill  33, 80
Invigorating Stance  91
Inward Winding  219
Iron and Steel  185
Iron Kiss Maneuver  214-215
Iron Parry  222
Iron Tortoise Techniques  222
Ironbone Priesthood  262-264
It Would Be a Crime Against Art  99
Jest Skill  35, 80
Jinx Problem  46
Judge  351-352
King  349-350
Knack for Learning Advantage  42
Knight  348
Knockout Maneuver  211-212
Knowledge Skills  32
Kratig  120
Language Skill  32, 81
Large and Vicious Dog  309
Leap of the Gazelle  92
Leather Hard Advantage  42
Libeizu  320
Lie Skill  35, 82
Lifting Stance  92
Lightning Foot  221
Limb Livening Pressure  94
Literacy  290
Living Weapon Stance  220
Lockjaw  223
Lord  348-349
Lore Skill  32, 82
Love  340-344 
     Forbidden  341 
     Star-Crossed  342 
     False  343-344 
     Tragic  344
Lucky Advantage  42
Maemeck Matriarchy  323
Magic 249-253 
     scares unworthy opponents  261
“Magic Items”  see “Enchanted Artifacts”
Maim Maneuver Option  204

Majestic Rearing Plunge  225
Manifest Density Problem  46
Martha  see “Love”
Martial Paths  217-226
Massive Weapons  186
Master Craftsman  352
Master Dice  20
Master Mobility  95
Melded Soul  218
Might  131-132
Milk of the Gravedigger Queen  298
Minions  see Unworthy Opponents
Misplaced Confidence Problem 46
Missing Arm Problem  46
Missing Hand Problem  46
Mission  22, 38
Money  37, 109-112
Monkey Dodge  219-220
Monkey Fist  220
Monkeydrop  299
Mooks  see Unworthy Opponents
Morale Attack  192-193
Move Maneuver  189
Mud Dukes  291-292
Multiple Action  22-23 
     in Combat  190
Negotiation From Gratitude  103
Noble Seat  225
Officer of the Crown  351
Omniscient Pursuit  100
One Roll Character Generation  50-56
One Roll Engine  13
Opetka Assassin Dust  299
Opposed Contest  15-17
Orangoutan  318
Parry Maneuver  189
Parry Skill  30, 82
Passions  23
Passions  23, 38-39
Path of the Moistened Eye  105-106
Path of the Razor Heart  224-225
Path of the Serpent’s Fangs  223
Path of Twin Fury  217-218
Patient Explanation  102
Patron Advantage  42-43
Peg Leg Problem  47

Index
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Penalties  18
Perfect Way to Fall, The   93
“Perform” Skill  31, 33, 82
Pin Maneuver  206
Pirhanas  307
Plead Skill  35, 83
Point Buy Character Generation  48-49
Poison  296-299
Policing Company Action  151
Political Whispers  100-102
Possession Advantage  43
Price List  see “Goods and Services”
Primate Pack  307
Problems  46-47
Proper Climbing  93
Proper Fall, The  93
Proportional Listening  101
Pure Breath Techniques  91
Pure Commencement  224
Pursuer’s Eye  99
Python  317
Qualities  131-135
Racism  291
Rain of Blows  221
Raise Troops Company Action  153
Raising the Company Pool  142
Rapid Ascent  93
Rapid Mount  225
Rattlesnake  314
Reaping Axe  226
Redirect Maneuver  215-216
Relentless Pursuit  99-100
Repulsive to Animals Problem  47
Resounding Deflection  222
Respectful Clarity of Speech  102-103
Restrain Maneuver  206
Restructuring and Retitling  103
Rhino  312
Ride Skill  31, 83
Riff-raff, terrifying of with magic  261
Rise in Stature Company Action  152
Romantic Outlaw Charm  99
Run Skill  30, 83
Schenvemlig  325
School of Perpetual Readiness, The  95
School of the Insouciant Monkey  219-220

Scrutinize Skill  34, 84
Seasonal Refinement Option  155
Seasons  288
Second Set of Clues, The  99
Secret Advantage  44
Secret Block, The  222
Secret of Kratig  45
Secret of the Aqueduct  45
Secret of the Dinda  45
Sense Skills  34
Set a Good Example  103
Sexism  290
Shadow of Giants, The  108
Shaking Out the Poison  94
Shark  313
Shattering Charge  225-226
Shields  184
Shooting Into Formations  186
Shoshaofan Concentrate  299
Shout of Doom  96
Shove Maneuver  206-207
Sight Skill  34, 84
Sijpoda  324
Simplified Combat  201
Sincere Apologies  103
Single Intent  224
Skills  27-28
Slam Maneuver  212
Slow  23
Snake and Grouse Technique  219
Soul Sever  224-225
Sovereignty  135
Speed Well Deadly Gift  221
Spellbinding Discourse  102
Spells Advantage  45
Spring Uncoils, The  219
Stand Maneuver  207
Starvation  301
Static Contest  14
Stats  27
Status Advantage  44
Stealth Skill  31, 84-85
Stinging Insects  307
Stoke the Fire  106
Straight Line Rule  35
Straighten the Bones  94

Strangle Maneuver  213
Strategic Adaptation  107
Strategic Education  106-107
Strategic Priorities  107
Strategy Skill  32, 86
Strength of the Stallion  225
Stretch of the Wakening Cat  91
Strong Medicine  94
“Student” Skill  32, 86
Stupidly Forgiving Problem  47
Submission Hold Maneuver  216
Submit and Kneel  224
Superior Interception, The  222
Supple Power  91
Surely I Jest  104
Svrana Run  92-93
Sweeping Slash  226
Tackle Maneuver  207
Tactics Skill  32, 86
Taking Time to Do it Right  77
Taste of My Tears, The  98
Territory  134
That Reminds Me of a Story...  102
The Divine Regimen  92
The Jester’s Course  104
Thick Headed Advantage  44
Think Not Obey!  96
Thirst, Dying of  301-302
Threat Rating  191-192
Threaten Maneuver  207
Thunder Fist Techniques  220-221
Thunder Fist  220
Timed Incentive  108
Timely Confession  101
Tireless Step  93
Tireless Tracking  100
Titles  348-354
Toner, Timothy  frontispiece
Total Conquest  148
Tower Shield  181
Treachery  140
Treasure  132-133
Trip Maneuver  213
Troubadour’s Fortune  98-99
Truil Bodywork  94
Truilmeit  117

Index
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Truils  114-127 
     Map  114 
     politics  124-125
Two Deaths  221-222
Types of Rolls  14-17
Tyrant’s Command, The  96-97
Uldholm  60-73   
     Map  60
Uldish Guilds  67-71
Uldish Military  71-72
Unblinking Eye, The  221
Unconsciousness  187
Unconventional Warfare, Company Action 
 153-155
Unsurpassed Fleetness  93
Unwholesome Problem  47
Unworthy Animals  307
Unworthy Creatures  320
Unworthy Opponents 191-197 
     restrictions on  194 
     strategies against  195
Unyielding Vigor  92
Using Qualities  141-145
Vengeance From the Grave  302-304
Venom Blade  223
Victorious Submission  219
Vigor Skill  30, 86
Viper  314-315
Visage of Terror  96
Wait Maneuver  208
Waste Dice  20-21
Water Seeks the Lowest Point  107
Wealth  37, 109-112
Weapon Skill  31, 86
Weapons  186
Weaving Dodge  223
Wide-Scope Imploring  105
Winnowing Axe, The  226
With the Wind  93
Wolf Pack  307
Woolly Mamoth  311
Words Fail My Beloved  98
Words of Iron  97
Yielding Way, The  218-219

Index
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7-9

5-6

3-4

12

Character

Body
Athletics  +  =

Endurance +  =

Fight   +  =

Parry   +  =

Run   +  =

Vigor   +  =

    +  =

    +  =

Coordination
Climb   +  =

Dodge   +  = 

Perform  +  = 

Ride   +  =

Stealth  +  = 

Weapon:  +  = 

    +  =

    +  =

    +  =

    +  =

    +  =

    +  =

    +  =

Advantages and Esoteric Disciplines
Name� � � � Effect� Page

Attunement Effects

Wounds and Armor

Charm
Fascinate  +  = 

Graces   +  =

Lie    +  = 

Jest   +  = 

Plead   +  = 

    +  =

    +  =

    +  =

Knowledge
Counterspell +  = 

Healing  +  =

Language: +  = 

Lore   +  =

Strategy  +  = 

Tactics  +  = 

Student:  +  =

    +  =

    +  =

    +  =

    +  =

    +  =

    +  =

Sense
Direction  +  = 

Eerie   +  =

Empathy  +  = 

Hearing  +  =

Scrutinize +  = 

Sight   +  =

    +  =

    +  =

Command
Haggle  +  =

Inspire  +  =

Intimidate +  =

Perform:  +  =

    +  =

    +  =

    +  =

    +  =

    +  =

    +  =

    +  =

    +  =

    +  = 

Mission

Duty

Craving

Problems            XP:

              XP:

              XP:

Company

Sorcery
Spell� � � � � Effect� � ������������������������������������������ ��Pool�� ��Intensity������� Page
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Character�Sheet

Weapons (Page 186)

Weapon������������������������ �Dmg.� ��Attack�Pool������� ��Range/Notes



Description/Personal History�

Grudges and Enemies 
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More Spells
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Preferred Moves
Move� � � � � Rank� � ��Effect� Page

More Weapons
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Martial Paths
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Goal:
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Sovereignty      Permanent:     Current:
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