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kMOAAr, OM PIINCE, THAT DECWEEN THE YEARS WHEN CHE OCEANS
ORANK ATLANTIS AND THE GLEAMING CITIES, AND THE YEARS OF
THE RISC Of THEC SONS Of ARYAS, THERE wWAS AN AGE UNDREAMED
OF, WHEN SHINING kINGDOMS LAY SPREAD ACROSS THE voRLD Like
BlUE MANTLES BENEATH THE STARS NEMMEDIA, OPHIR, BRYTHWMIA,
HYDBERDBOREA, ZAMMOMA VWITH ITS SARK-HAIRED VIOMEN AND TOWERS
OF SPIOER-HAUNTED PMYSTERY,; ZINGARA VWITH ITS CHIVALRY, koTH
THAT BORDERED ON THE PASTORAL LANDS OF SHEM, STYGIA WITH
ITS SHADOW CAUARDED TOMDBS , HYRKANIA VWHOSE RIDERS WORE
STELL AND Silk AND GOLD, DUT THE PROUWDECST KINGDOM OFf THE
WORLD wWAS AGQUILONIA, REFSNING SUPREME IN THE OREAMING
WEST. HITHER CAME CONAN, THE CIMMERIAN, BLACK-HAIRED,
SULLEN-CYED, SWworld IN HAND, A THICF, A RCAVER, A SLAYER, wWATH
SHFANTIC MELANCHOLIES AND GHSANTIC BMIRTH, TO TREAD THE
[JEVFELED THRONES OF THE EARTH UNDER HIS SANDALED FEET

Torn from the pages of Howard'’s original vision, Conan the Roleplaying Game is a faithful
realisation of the vivid world of the Cimmerian barbarian that allows vou 1o follow in his
rl‘.l'.lulclgn and create adventurers, scoundrels and fell sorcerers in the Hvborian age.

Conan the Roleplaying Game features everything vou need to explore the lands of Hyboria,
including a complete system of character creation and advancement, combart and sorcerv
This epic tome fully details the world of Howard's mighty Cimmenan, from the mysterious
islands hovening off the coast of Zingara in the west, to the legendary kingdoms bevond the
steppes and deserts of Hyrkania to the east: from the frozen lands of Nordheim to the verdant
jungles of the Black Kingdoms, the world of Conan stands before you.

Only the strongest will survive!
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“Know. o prince. that between the years
wWhen the oceans drank Atlantis and the
gleaming cities. and the years of the rise
of the Sons of Aryas. there was an Age
undreamed of. When shining kingdoms lay spread
I across the world like blue mantles beneath the stars
» "~ ‘Nemedia. Ophir. “Orythunia. Hyberborea. Zamora
" With its dark-haired women and towers of spider—haunted l'
L mystery. Zingara with its chivalry, “Koth that bordered on
the pastoral lands of Shem. Stygia with its shadow-guarded
tombs, Hyrkania whose riders wore steel and silk and gold.
But the proudest kingdom of the world was Aquilonia.
reigning supreme in the dreaming west. dither came Conan.
the Cimmerian. black-haired. sullen-eyed. sword in hand. &
a thief. a reaver. a slayer. with gigantic melancholies and
gigantic mirth. to tread the jeweled thrones of the Farth
under his sandaled feet.

j Robert E. Howard The Nemedian Chronicles (from The
i Phoenix on the Sword)

THE HYBORIAN AGE is the scant few hundred years
in which the kingdoms descended from the old Hyborian tribes
have become civilised and powerful, dominating the lands all
about them both economically and militarily. This is a mythical
time, thousands of years before recorded history, when even the
continents had a different shape from their modern contours.

Aquilonia, a richly fertile land, dominates the Hyborian
kingdoms themselves. It includes within its capacious borders
some of the doughtiest soldiers in the world, including the fierce
pikemen of Gunderland, the stalwart archers of the Bossonian
Marches and the superb knights of Poitain. These, along with
the strong plate armour manufactured by Aquilonia’s highly
skilled armourers, have ensured that this nation is virtually
unassailable from without and have allowed Aquilonia to get the
best of the raiding in its sporadic wars with its traditional enemy,
Nemedia.

Despite this, Aquilonia can sometimes be a victim of its own
It is landlocked and has no direction into which its
surplus population may expand, without going to full-scale war

success.

with Nemedia. Various attempts to settle in Cimmeria and
the Pictish Wilderness have been repulsed by the barbarians of

those lands. Aquilonia’s ordinary farmers and craftsmen look
longingly upon the vast forested estates claimed by its nobles
for their hunting. A strong leader who offered to cut down
the forests and let the people settle there might one day gain
the popular support to wrest control from Aquilonia’s ancient
Indeed, this is exactly how Conan eventually
becomes King here.

monarchy.

Aquilonia’s Hyborian neighbours are its old rival Nemedia,
almost as powerful and perhaps a more ancient civilisation;
Brythunia and Corinthia with their city-states; Argos, the great
maritime trading nation; and Ophir and Koth, two kingdoms

somewhat weakened morally by the influence of the pleasure-
oriented culture of the east. Like Aquilonia, most of these
countries revere Mitra, an enlightened, civilised god, though
Koth and perhaps Ophir have allowed the Shemite pantheon
to displace Mitra in their reverence.

The lands to the north and west of Aquilonia are beyond
civilisation. The Pictish Wilderness extends up much of the

continent’s western coast and only the heavily fortified strip

of land known as the Bossonian Marches prevents the Picts

from surging into Aquilonia on constant raids. South of the

Wilderness is Zingara, the lifelong rival of Argos for maritime
trade and influence, a land of expert swordsmen, chivalry and
frequent civil war. Just off its coast are the Baracha Isles. These
are pirate strongholds largely settled by Argossean sailors, who
regularly plunder Zingaran ports and do battle with Zingara’s
own buccaneers.

North of the Aquilonian province of Gunderland is Cimmeria.
This misty, barbaric hill country is the original home of
Conan himself. Beyond Cimmeria are the two nations of the
Nordheimir: Asgard and Vanaheim; grim, icy lands populated by
warriors who are grimmer still. Also to the north is Hyperborea,
whose culture mingles that of Nordheim and the Hyborians.
The sparsely populated Border Kingdoms form a bulwark
between Cimmeria and the Hyborian countries of Brythunia
and Nemedia.

South of the Hyborian kingdoms is the vast expanse of
Shem, with a pastoral meadowland of city-states to the

west and desert populated by nomad tribes to the
east. Shem has almost no maritime trade
but Shemite merchants send caravans Lz
far to the north, east and south, across



J‘r. . ]

"-"'.-"'ﬁ.ﬂh}""-

THE TRUE NATURE OF
THE HYBORIAN AGE

Emphatically not. Most of the Conan stories, even those that focus predominantly on battling armies or conflicts
between individual warriors, feature at least one evil sorcerer — often whole societies, priesthoods or covens of them.

r——mpfE——

Magical items abound too, though not the beneficial swords of power and useful wands of typical fantasy games.
Almost any sorcerous object is unique, and comes with its own price and risks. Likewise, strange creatures are
relatively frequent in the lands beyond civilisation — whether created by foul magic, left over from an earlier age or
somehow degenerated from savage humans over the centuries. Though an ordinary citizen of Aquilonia may never
encounter a sorcerer, weird ghoul or alchemical preparation in his life, the adventurer will have to become used to such
things being commonplace.

INTROOUCTION

T, '+

However, Conan, as originally visualised by Robert E. Howard, is not ‘high fantasy’ either, but sword-and-sorcery. It
has much the same relationship to the works of Tolkien as the hard-boiled crime fiction of Raymond Chandler to the
more distinctive detective tales of Agatha Christie. This is visceral, dark, weird fantasy.

There are no elves, gnomes and dwarves to befriend, and if you do meet a monster, it will be a figure of terror, not a
convenient way to garner a few experience points. Furthermore, your character will not begin the game with some
great destiny to fulfil, as the descendant of a legendary kingdom or the inheritor of some great artefact — whatever
destiny you have is what you can wrest from life with your own calloused hands or hewn from it with your great
sword.

It should also be noted that despite the apparently common presence of the supernatural, it is always mysterious and
terrifying. The supernatural element is deftly woven into the main plot, but it is often scheming human foes whose
plots provide Conan with his most dangerous adventures. The weird non-human creatures encountered must often
be fled from, rather than simply battled. On several occasions Conan elects to abandon any chance at the staggering
wealth on offer rather than be destroyed by its dreadful guardians and the wise adventurer should consider doing the

same.

——

trackless desert, through jungle and to almost every nation of
the world. South of Shem is the ancient sorcerous theocracy
of Stygia. Beyond that lies the unexplored, savage continent of
Kush.

East of the Shemite desert is similarly unknown territory for
most Hyborians. It is said the kingdoms of Turan, Khitai and
Vendhya control the lands beyond the desert and steppe and
caravans do sometimes come out of these mysterious lands with
exotic goods and strange artefacts for trade.

Also to the east of the Hyborian kingdoms but far better known
to them is the ancient civilisation of Zamora. Bordering on
Brythunia, Corinthia and Koth to the west and the trackless
steppes between Shem and Turan to the east, Zamora is famed
for its complex religion of spider-worship, its unequalled
thieves and its superb Bhalkhana warhorses.

Adventuring within the Hyborian kingdoms is well suited
to more martial characters who are happy enough to
join a mercenary company and fight where they
_ are ordered. For those thieves content to

rob the occasional merchant caravan
or rich household, the Hyborian

T e ———
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lands can also provide a good living, if perhaps a short one when
they are caught.

Beyond the civilised Hyborian lands lies adventure: lost cities still
populated with mysterious civilisations, ancient tombs filled with
sorcerous artefacts, unexplored jungles, weird kingdoms whose
customs and even language are utterly unlike anything known
in Aquilonia. For those who are not afraid of the unknown
and are prepared to risk everything on a wild venture, untold
wealth awaits — riches from before the dawn of time, hidden
pirate treasure-caches, the war chests of defeated kingdom:s.

The folk of these lands are often strange to Hyborian eyes. The
nomads of Shem are fierce and primal, travelling from Turan
to Zamora with only their mounts, a few herd animals, white
robes to ward off the harsh sun, lances and bows for hunting and
war. Then there are the Kshatriya warrior nobles of Vendhya,
whose heavily stratified society has endured and prospered for
centuries. The upstart Shahs and warriors of Turan, so recently
no more than Hyrkanian horsemen, now control much of the
east and its wealth. The cat-footed men of Khitai, sorcerers
and priests, chime brass bells in their lost jungles. The savage
warriors of Kush and beyond, clad only in feathered headdresses,
are as ready to bash in an enemy’s skull as to breathe.




Here, too, can be found monsters — the legendary man-apes,  The open seas provide another set of challenges. Pirates abound
the dragons of Kush, the primeval forest beasts of the Pictish  on every stretch of water, in the Western Sea, up and down the

Wilderness, the enormous serpents of Stygia and many a strange, ~ Black Coast and far to the east in the Vilayet Sea. So successful

unique creature, created or summoned by sorcery in past acons.  are these raiders that most are as confident about attacking a !
All these foes are terrifying to behold but it is said that most can  fortified port town as they are when simply taking merchant ‘
be slain by a man with a stout heart, strong arm and sharp blade. ~ ships. Whether hired to guard against pirate attacks, engaged E
The demons of the Outer Dark, called up by sorcery or trapped  in a spot of buccaneering themselves, or exploring the seas for -]
on Earth by bad luck, can be quite another matter. mysterious islands and new continents, adventurers can get into

a lot of trouble — and gain a lot of coin — sailing these blood-
drenched waters.

P

On a more spiritual note, most nations have a religion of
some kind. Few have any proof that their religions provide
anything more than comfort for the soul but this does not
stop them believing. The only folk who know of

such matters with certainty are the sorcerers,

e e L
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who are for the most part assured
of damnation.

Many of the movers
and shakers of society,
particularly in the sorcerous
land of Stygia, are either
sorcerers themselves
or regularly employ
sorcerers to get what
they want. Occasionally

a genuinely pious priest
will learn a little sorcery,
the better to fox the
wizards of his enemies but
even for these good-hearted
folk there is a risk of corruption,

for sorcery is power. Those scholars

driven to the study of magic purely by a

quest for knowledge are often the first

to abandon their lofty ideals when

they get a taste for the pure power
of wizardry.

o Y The sorcerers speak of other realms &S LA l}\{
4 beyond the Earth of the Hyborian [ s 1 i
Age. The Outer Dark is home to ;
demons; hell itself is home to more
diabolic creatures and to lost souls.
Beyond the Outer Dark are more
planets, often cold and accursed, the
source of many a weird monster
travelling through the void under
its own power or blown as
spores by cosmic forces.
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OVERVIEW

WELCOME TO THE Hyborian Age, a time of mighty-
thewed barbarians, evil sorcerers, corrupt priests, tyrannical kings

_
-

and unnatural monsters. This is the first and most famous of all
sword-and-sorcery worlds, the time of Conan the Cimmerian,
a thief, a reaver, a slayer, yet destined one day to rule the most
powerful nation of the age. The stories of Conan, as chronicled
by the writer Robert E. Howard, form the basis and inspiration
for the game you now hold in your hands: Conan the Roleplaying

¥ i

Game.

The Hyborian Age is named for the Hyborian kingdoms, the
pre-eminent powers of the age, which are the most culturally
and technologically advanced lands on Earth, their kings
thrones maintained through longbows, plate armour, and
feudalism. These kingdoms more commonly make war against
one another than against the real threats all around them, such as
the wild Picts, raiding northmen, avaricious Hyrkanian nomads
and the dread sorceries of Stygia to the south. Beyond Stygia
and the plains of Shem lies the continent of Kush, black and
unknown, a land of jungles and deserts. Far to the east are more
kingdoms, perhaps almost as advanced as the Hyborian lands
but little more than legend, with Vendhya and Khitai being the
most prominent.

CONAN THE
ROLEPLAYING
GAME

Conan the Roleplaying Game allows players to take the on the
roles of characters from this rich and vivid world, whether they
are Hyborians or any of the other myriad races who people the
tales of Conan. As Howard’s hero did, they can learn the skills
of the thief, the mercenary soldier, the desert nomad and other
roles on their way to greatness.

CHARACTERS

By playing Conan the Roleplaying Game, you can create
a character who lives both in the mythical land of the
Hyborian Age and in the imagination of yourself and
your friends. One player will take the role of the
Games Master, controlling the people and

creatures who dwell within the land, whilst
- the other players will be valiant heroes,
outright rogues, or corrupt demon-
worshippers according to their

tastes! The Games Master sets the Hyborian Age before the other
players, allowing them to explore everywhere from the unknown
islands west of Zingara to the semi-legendary kingdoms beyond
the deserts and steppes of eastern Shem, from the frozen lands of
the Asir and Vanir to the lush jungles of Kush.

If you have never played a roleplaying game

before...

Then welcome to Conan the Roleplaying Game and the
shortest explanation of roleplaying ever written. One
participant, the ‘Games Master’, describes the scene, and
the Players decide how their characters will react. You szep
into the torchlit cavern and spot a ferocious man-ape,’ says the
Games Master, ‘which turns towards you and bares its fangs.
What do you do? Run? Hide? Charge the beast, hefting
your broadsword with a ferocious battle cry? The Games
Master, using the rules as a guideline, decides what results
your actions have. Repeat all that over the course of a few
hours, mixing in hideous ghouls, cryptic texts, sacrificial
cults, corrupt sorcerers, nubile maidens, madness, horror, {
death and the greatest fantasy hero of all time and you
have a session of Conan the Roleplaying Game.

THE CONAN RULEBOOkK

This book will provide you with everything you need to create
and play characters in the time of Conan, as well as giving the
Games Master enough information to accurately portray the
Hyborian Age. The following chapters can be found within this
book:

Introduction — An insight into the Hyborian Age.

Overview — A basic synopsis of character creation and the Conan
game system.

Races — A detailed guide to the people of the Hyborian Age.

Classes — All the information you need to create characters for
use in the game, from mighty barbarians and dashing nobles to
the vile sorcerers, wise scholars and cunning thieves.

Skills — A full list and detailing of the skills used in Conan the
Roleplaying Game.




Feats — Special talents that may be acquired over time, permitting
a player to truly customise his character.

Equipment — Conan wields a variety of weapons, often bizarre,
during his travels. These, along with armour to protect
against them and other goods that might be of use or value to
adventurers, are covered here.

Combat — Full rules for engaging in combat are covered in this
chapter, whether you are a Cimmerian barbarian, Hyperborean
mercenary or pirate of the Red Brotherhood.

Sorcery — The magic of Conan’s world. It is an ancient and
dangerously subtle power that can include everything from
simple curses to alchemy, mesmerism and even demonology.
This chapter provides full tools for playing sorcerous characters,
including the Rules of Sorcery, numerous Sorcery Styles and
spells and a variety of magical, herbal and alchemical items.

The Hyborian Age — This chapter is a history of the Hyborian
Age written by Robert E. Howard himself, the creator of the
original Conan stories. He devised it as a personal guide to
ensure all his Conan tales remained consistent with one another.
It can serve precisely the same purpose for any Games Master.

Gazetteer — This covers all the kingdoms and other regions of the
late Hyborian Age in detail, including mysterious lost cities and
other places ripe for plunder. It also features adventure hooks
for many of these areas and an overview of Hyborian culture.

Religion — This covers the various gods and goddesses of the
Hyborian kingdoms and beyond, as well as the obligations and
benefits that come from worshipping them.

Bestiary — This chapter details the creatures, both mundane and
magical that live in the Hyborian Age, from ordinary animals to
the demons of the Outer Dark.

Campaigns — Conan is a sword-and-sorcery setting like no
other and Games Masters will benefit from the information
given in this chapter, which will allow them to run truly unique
campaigns in keeping with the style of the original stories.

NEW TO CONANS

You are in for a real treat! Coming straight from the superb
stories and novels of Robert E. Howard, the barbarian hero
Conan lives in the Hyborian Age, a time when a strong sword
arm and a sharp blade can prevail against any threat, however
diabolic. No other sword-and-sorcery setting draws on such
powerfully written source material, still as fresh today as when it
was written, over seventy years ago.

If you have never encountered Conan before, you are encouraged
to start by reading th Introduction: Welcome to the Hyborian
Age, starting on pg. 3, before commencing with the main rules.
This will give you a good introduction to the blend of roguish
exploits, heroic deeds, fell sorcery, exotic culture and epic fantasy
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that make up the setting of Conan. From there, return to this
chapter and start creating some characters to begin play with.

In many ways, Hyborian borderers, nobles and soldiers are the
easiest characters with which to begin playing this game, as they
have a definite place in Hyborian culture and society, as well as
a strong motivation to do great deeds in order to increase their
reputations. In addition, they almost always have something
to do, whether this is honing their combat skills, patrolling for
barbarian raiders, spearheading an attack on a neighbouring
land, or defending their kingdom from invasion. However,
it is possible to play any class or race right from the start and
barbarians, nomads, pirates and thieves can certainly be added
to the mix without too much difficulty.

Conan of Cimmeria — A Thief, A Reaver, A
Slayer, One Day A King

Conan strides through the pages of Howard’s stories, a
man of instinct and action rather than philosophy, always {
ready to avenge any perceived slight with a sharp sword

or sledgechammer-like fist. He regularly gains riches,
followers, military rank, royal favour and magical treasures,
losing them again just as quickly. Over the years, though,

he grows in cunning, leadership qualities and reputation,
until he is one day ready to take on the greatest prize of all

— seizing power as King of Aquilonia.

(see www.conan.com for a bibliography), extracts from
which run throughout this book to illustrate a variety of
points about the game and the world.

More on Conan can be found in Howard’s original stories J
i

' - - v

Scholars are a little trickier to play to begin with. They offer
more choices during character creation and potentially more
power than some of the other characters, if at a terrible price.
For this reason they are perhaps best left till both players and
Games Masters are familiar with the Hyborian Age. Conan the
Roleplaying Game does not require a ‘balanced’ party as some
other games might. If you want to play with a party composed
entirely of Bossonian soldiers, this could work perfectly well.

The basic rule to remember is that any check made in d20 games
— whether it is a Perform check to see how well your dancing
went down at the feast or a ranged attack roll made to shoot a
Hyrkanian bow — is made by rolling one twenty-sided die and
adding the appropriate modifier found on your character sheet.
For Perform checks, you simply add your Perform skill
bonus. For ranged attack rolls, you add your Dexterity
modifier and'so-on. The total of this roll is made against

a target number, usually called a Difficulty Class
(DC). If the total of the roll equals or exceeds this
number, then your character has succeeded in -
the action being attempted. e



That, in a nutshell, is what the system of Conan the Roleplaying
Game is all about.

For those of you familiar with OGL-based games, we have made
some small changes to the core rules found within them in order
to better reflect the unusual styles of magic in the Hyborian
Age and the deadly nature of combat. In addition, there is no
alignment, though characters can choose to have a Code of
Honour if they so wish.

PR T T

OVERVIEW

New points to look out for in the Classes chapter are as follows:

- o
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¥ Muldclassing is handled somewhat differently, being
actively encouraged by Conan the Roleplaying Game rules
to reflect the kind of well-rounded adventurers portrayed
by the stories.

5 o p—

Each race still has a Favoured Class but there are specific
benefits in the form of bonus feats for characters who
gain levels in their Favoured Class, rather than penalties
for those who gain levels in non-favoured classes.

Characters of each race begin the game with two ranks in
each of three or four skills, which relate to the culture and
environment of that race. This is in addition to the usual
skills gained at 1% level.

There are two new statistics, namely Base Dodge Bonus
and Base Parry Bonus. These reflect the different
defensive options available to characters, since armour in
Conan the Roleplaying Game reduces damage rather than
making it harder for you to be hit.

Another new statistic is Magic Attack Bonus. This
increases with level advances much like the Base Attack
Bonus, though Magic Attack Bonus is usually a lot lower.
Magic Attack Bonus is used to make a magic attack
roll when casting spells that target other creatures. In
most cases, your magic attack roll will set the Difficulty
Class for the target’s saving throw. Though it is usual for
scholars to be the only spellcasting character class, all the
classes have a Magic Attack Bonus to allow scholars to
multiclass without too great a penalty.

WHAT yOuU NEED TO
PLAY

To begin playing Conan the Roleplaying Game, all you need is
the following;

X N

¥ One or more friends, with whom to begin play and
explore the Hyborian Age.

A character sheet photocopied from this book or
downloaded from our web site.

A pencil, eraser and spare paper.

A full set of dice, including four-sided dice (d4), six-sided
dice (d6), eight-sided dice (d8), ten-sided dice (d10),
twelve-sided dice (d12) and twenty-sided dice (d20).

¥y M

THE RULES

The first and most important rule of Conan the Roleplaying
Game is that if you do not like it, change it. Games Masters and
players should work together to create involving, exciting and,
above all, fun stories. As such, you do not have to memorise
every rule in this book in order to enjoy playing Conan the
Roleplaying Game.

olIce

Dice rolls are described with expressions such as “3d4+3,” which
means ‘roll three four-sided dice and add three’, which results
in a number between 6 and 15. The first number tells you how
many dice to roll, adding the results together. The number
immediately after the ‘d’ tells you the type of die to use. Any
number after that indicates a quantity that is added or subtracted
from the result.

d%: Percentile dice work a little differently. You generate a
number between one and 100 by rolling two different ten-sided
dice. One, which you designate before you roll, is the ‘tens’
digit. The other is the ‘ones’ digit. Two zeros represent 100.

WHAT you CAN D0

In Conan the Roleplaying Game, you can be a mighty-thewed
barbarian, stalking the frozen North for vengeance, a lithe desert
nomad, determined to forge the tribes into a mighty alliance,
or a beautiful yet fell sorceress seeking the knowledge of the
ancients.

THE PLAYERS' ROLE
In Conan the Roleplaying Game, players portray characters within
the world of Hyboria. They are the heroes, the central focus of
the story and game. Through their actions their characters can
rise to greatness or fall to ruin.

THE GAMES MASTER'S
RoOLE

In Conan the Roleplaying Game, Games Masters are the
storytellers. They portray the world of Hyboria both for and
with their players, ruling on the actions of the characters and
presenting obstacles and challenges for them, against which they
may test their mettle.
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CHARACTER CREATION
SUMMARY

Review the chapters on Races, Classes, Skills, Feats and
Equipment, then follow the steps below to create a character.

# Determine your concept. You should come up with your
idea for your character in consultation with the other
players and the Games Master.

Roll ability scores.

Choose class and race.

Assign and adjust ability scores.
Determine class and race features.

ECEC R O RO

Pick skills and record them, including benefits from class,
race and ability scores.

Select starting feats.

Select your equipment, either individually or from one of
the equipment packages.

Finalise your character, including personalising the
attributes to fully detail your Hyborian hero.

¥ ®

ABILITY SCORES

In Conan the Roleplaying Game, abilities determine the physical
and mental characteristics of your character. Any of the methods
below may be used to generate characters. Players and Games
Masters should agree beforehand on which method is to be used
for all characters.

Standard Generation Method: To generate a set of ability scores
for a character, roll 4d6 and discard the die with the lowest face
value. This will create a score between 3 (all four dice rolling
ones) and 18 (three of the four dice coming up as sixes). Being
able to remove the lowest number inclines the average value
of each score and tends to create characters with higher than
average abilities. Repeat this procedure five times. Once you
have generated six values in this way, either assign them in the
order rolled to the six corresponding ability scores or place them
in any order desired until all six numbers have been used.

%
.
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ABILITY MOOJIFIERS

Each ability, after changes made because of race, has a modifier
ranging from —5 to +5. The Ability Modifiers table shows the

modifier for each score.

The modifier is the number you apply to the die roll when your
character tries to do something related to that ability. You also
use the modifier with some numbers that are not die rolls. A
positive modifier is called a bonus and a negative modifier is

called a penalty.

THE ABILITIES

Each ability partially describes your character and affects some
of his actions.

STRENGTH (STR)

Strength measures your character’s muscle and physical power.
This ability is especially important for barbarians and soldiers
because it helps them prevail in combat. Strength also limits the
amount of equipment your character can carry.

You apply your character’s Strength modifier to:

#
]

Melee attack rolls.

Damage rolls when using a melee weapon or a thrown
weapon, including a sling. Exceptions: Off-hand attacks
receive only one-half the character’s Strength bonus,
while two-handed attacks receive one and a half times
the Strength bonus. A Strength penalty, but not a bonus,
applies to attacks made with a bow that is not a composite
bow.

Climb, Jump, and Swim checks. These are the skills that
have Strength as their key ability.

Strength checks, for breaking down doors and the like.
Parry Defence, to fend off blows.

#
]

OEXTERITY (OEX)

Dexterity measures hand-eye co-ordination,

Heroic Character Generation: This varianc  Ability Modifiers aﬁility, reﬂexes, g bale;nce.h. B j)ﬂi.ty 2
creates heroes with high scores to simulate Score Modifier Le:tfn?st allm[;lc?rt;lmt otr}lle l?rttf 1ev§s i p1ra;les !
their position as exceptions to both the laws of 1 s % .lt e l.g OLLE 1.s S el
nature and common humanity. While there is o A Sl 1call¥ A hght oy R e and it
still some room for low scores in this method, e =3 fight using the Finesse style.
each character Create.d with it will generally l.lave A & Vot o thara e . 2 Sdificr
at least one very high ability and potendially 8.9 ) o
more. Ability scores start at a value of 8 and %
tab I to 1d10, rolled separately for ~ ——o—1" 2
et a bonus equal to , rolled separately for p x
& red J P £ 12-13 +1 ¥ Ranged attack rolls, including those
cach statistic. After generation, the values can P R s
be moved between the different categories. This 14-15 e 'or a{ttac S e S SR
method is very flexible but it can result in more 16-17 +3 el O e olieEn
powerful characters than any other generation 18-19 +4 Ny kg :
} ; ¥ Attack rolls when using finesse
variant, because characters cannot start with any 20-21 +5 P b -
ability penalties greater than -1. 22423 +6 SO g O st a
2425 7 to bypass armour by .
striking through chinks
etc.
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Initiative checks, to see who acts first.

Reflex saving throws, for avoiding traps and other attacks
that you can escape by moving quickly.

Balance, Escape Artist, Hide, Move Silently, Open Lock,
Ride, Sleight of Hand, Tumble, and Use Rope checks.
These are the skills that have Dexterity as their key
ability.

If you have a Dexterity bonus, you apply it to Dodge
Defence, to avoid incoming attacks.

If you have a Dexterity penalty, you apply it to Defence at

@nﬁ
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all times.

OVERVIEW

CONSTITUTION (CON)

Constitution represents your character’s health and stamina.
A Constitution bonus increases a character’s hit points, so the
ability is important for all classes.

5 o p—

You apply your character’s Constitution modifier to:

# Each roll of a Hit Die, though a penalty can never drop a
result below one. That is, a character always gains at least
one hit point each time he advances in level.

Fortitude saving throws, for resisting poison, massive
damage and similar threats.

Concentration checks. Concentration is a skill, important
to sorcerers, that has Constitution as its key ability.

If a character’s Constitution score changes enough to alter
his Constitution modifier, the character’s hit points also
increase or decrease accordingly.

INTELLIGENCE (INT)

Intelligence determines how well your character learns and
reasons. This ability is important for any character who wants
to have a wide assortment of skills.

You apply your character’s Intelligence modifier to:

# The number of languages your character knows at the
start of the game.

% The number of skill points gained each level. A character
always gains at least 1 skill point per level, even if his
Intelligence modifier is zero or a negative.

¥ Appraise, Craft, Decipher Script, Disable Device, Forgery,
Knowledge and Search checks. These are the skills that
have Intelligence as their key ability.

An animal has an Intelligence score of one or two. A creature of
humanlike intelligence has a score of at least three.

WISOOM (WIS)

Wisdom describes a character’s willpower, common
sense, perception, and intuition. While Intelligence
represents one’s ability to analyse information,
Wisdom represents being in tune with and
aware of one’s surroundings. If you want
your character to have acute senses,

put a high score in Wisdom. Every creature has a Wisdom
score.

You apply your character’s Wisdom modifier to:

% Will saving throws, for negating the effect of hypnotism
and other mind-affecting sorceries.

¥ Heal, Listen, Profession, Sense Motive, Spot, and Survival
checks. These are the skills that have Wisdom as their key
ability.

CHARISMA (CHA)

Charisma of personality,
persuasiveness, personal magnetism, ability to lead and physical
attractiveness.  This ability represents actual strength of
personality, not merely how one is perceived by others in a social
setting. Every creature has a Charisma score.

measures a character’s force

You apply your character’s Charisma modifier to:

# Bluff, Diplomacy, Disguise, Gather Information, Handle
Animal, Intimidate and Perform checks. These are the
skills that have Charisma as their key ability.

% Checks that represent attempts to influence others.

When an-ability score changes, all attributes associated with that
score change accordingly. A character does not retroactively
get additional skill points for previous levels if he increases his
Intelligence.

CHANGING ABILITY
SCORES

In the original Howard stories, Conan changes perceptibly over
the years. Even as a middle-aged king he has lost nothing of his
youthful strength, speed and vitality and has gained enormously
in tactical ability, education, leadership qualities and common
sense. He is often capable of what would seem to be superhuman
actions to the weak folk of a later age, such as raising a vast
block of stone above his head. Time and again he demonstrates
himself to be the fastest and strongest hero of his times. Player
characters in Conan the Roleplaying Game can become similarly
powerful, if they survive as long as he did.

As there is relatively, little permanent magic available to benefit
characters in the Hyborian Age and as characters should mature
in most respects as they become more experienced, characters in
Conan the Roleplaying Game may increase their ability scores as
follows:

¥ At 4" level and every four levels thereafter (8%, 12, 16™
and 20" levels) each character gains a permanent +1
increase to any one of his ability scores, as selected by the
Player.

¥ At 6% level and every four levels thereafter (10%, 14 and
18" levels) each character gains a permanent +1 increase
to a/l his ability scores.




CARRYING
CAPACITY

Encumbrance rules are based largely on a character’s Strength
score and determine how much his armour and equipment
slow him down. Encumbrance comes in two parts, namely
encumbrance by armour and encumbrance by total weight.
The former is not truly affected by Strength as it deals largely
with the limits of mobility imposed by the armour itself. The
lacter is entirely based on Strength, as the stronger a character is,
the greater the load he can handle without succumbing to the
slowing effects of heavy and unwieldy burdens.

Carrying Capacity
Strength
Score Light Load Medium Load  Heavy Load
1 3 Ib. or less 4-6 Ib. 7-10 Ib.
2 6 Ib. or less 7-13 Ib. 14-20 Ib.
3 10 Ib. or less 11-20 Ib. 21-30 lb.
4 13 Ib. or less 14-26 Ib. 27-40 lb.
5 16 Ib. or less 17-33 Ib. 34-50 Ib.
6 20 Ib. or less 21-40 lb. 41-60 Ib.
7 23 Ib. or less 2446 1b. 47-70 Ib.
8 26 Ib. or less 27-53 lb. 54-80 Ib.
9 30 Ib. or less 31-60 Ib. 61-90 Ib.
10 33 Ib. or less 34-66 Ib. 67-100 Ib.
11k 38 Ib. or less 39-76 Ib. 7i7—=1151b;
2 43 Ib. or less 44-86 Ib. 87-130 Ib.
115 50 Ib. or less 51-100 Ib. 101-150 Ib.
14 58 Ib. or less 59-116 Ib. 117-175 Ib.
15 66 Ib. or less 67-133 Ib. 134-200 Ib.
16 76 Ib. or less 77-153 Ib. 154-230 Ib.
17 86 Ib. or less 87-173 Ib. 174-260 Ib.
18 100 Ib. or less 101-200 Ib. 201-300 Ib.
19 116 Ib. or less 117-233 Ib. 234-350 lb.
20 133 Ib. or less 134-266 Ib. 267-400 Ib.
21 153 Ib. or less 154-306 Ib. 307-460 Ib.
2 173 Ib. or less 174-346 1b. 347-520 Ib.
23 200 Ib. or less 201-400 Ib. 401-600 Ib.
24 233 Ib. or less 234466 Ib. 467-700 Ib.
25 266 Ib. or less 267-533 Ib. 534-800 Ib.
26 306 Ib. or less 307-613 Ib. 614-920 Ib.
o 346 Ib. or less 347-693 Ib. 694—1,040 Ib.
28 400 Ib. or less 401-800 Ib. 801-1,200 Ib.
29 466 Ib. or less 467-933 1b. 934-1,400 Ib.
+10 x4 x4 x4

ENCUMBRANCE BYy
ARMOUR

A character’s body armour defines his maximum Dexterity
bonus to his Dodge Defence, armour check penalty, speed and
running speed. Unless your character is weak or carrying a lot
of gear, you do not need to know any more than this. The extra
gear your character carries will not usually slow him down any
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more than the armour already does. If, however, your character
is weak or carrying a lot of gear, then you will need to calculate
encumbrance by weight. Doing so is most important when your
character is trying to carry some heavy object.

WEIGHT

If you want to determine whether your character’s gear is heavy
enough to slow him down more than the armour already does,
then total the weight of all the character’s items, including
armour, weapons and gear. Compare this total to the character’s
Strength on the Carrying Capacity table. Depending on how
the weight compares to the character’s carrying capacity, he
may be carrying a light, medium or heavy load. Like armour, a
character’s load affects his maximum Dexterity bonus to Dodge
Defence, carries a check penalty (which works like an armour
check penalty), reduces the character’s speed and affects how fast
the character can run, as shown on the Carrying Loads table. A
heavy load counts as heavy armour for the purpose of abilities or
skills that are restricted by armour. Carrying a light load does
not encumber a character.

MDIINADAO

Ifa character is wearing armour, use the worse figure (from armour
or from load) for each category. Do not stack the penalties, as a
character can only suffer from one set of encumbrance penalties
at a given time.

LIFTING ANO ORAGGING

A character can lift as much as his maximum load over his
head. A character can lift as much as double his maximum
load off the ground, but he can only stagger around with it.
While overloaded in this way, the character can neither dodge
nor parry and can move only 5 feet per round as a full-round
action. A character can generally push or drag along the ground
as much as five times his maximum load. Favourable conditions
can double these numbers, while bad circumstances can reduce
them to one-half or less.

Carrying Loads

Max Check —— Speed
Load Dex  Penalty (30ft) (20ft) Run
Medium  +3 55 20 ft. 5 x4
Heavy +1 -6 20 ft. 15 ft. x3

BIGGER ANO SMALLER
CREATVURES

The figures on the Carrying Capacity table are for Medium-size
bipedal creatures. A larger bipedal creature can carry more
weight depending on its size category, as follows: Large
x2, Huge x4, Gargantuan x8, Colossal x16. A smaller
creature can carry less weight depending on its size

category, as follows: Small x3/4, Tiny x1/2, Diminutive
x1/4, Fine x1/8.
Quadrupeds can carry heavier loads
than characters can. Instead of the
multipliers given above, multiply the %
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value corresponding to the creature’s Strength score
on the Carrying Capacity table by the appropriate

Movement and Distance

modifier, as follows: Fine x1/4, Diminutive x1/2, T 20 feer Spee;io Tt 7
Tiny x3/4, Small x1, Medium x1.5, Large x3, One Round (Tactical)*
Huge x6, Gargantuan x12, Colossal x24.
Walk 15 ft. 20 ft. 30 ft. 40 ft.
Hustle 30 ft. 40 ft. 60 ft. 80 ft.
TREMENOONS Rub (<3} 45 f. 60 ft. 90 fi. 120 fr.
i Run (x4) 60 ft. 80 ft. 120 ft. 160 ft.
| SCR€N6CH : One Minute (Local)
i For Strength scores not shown on the Carrying
Capacity table, find the Strength score between palk s Sl S0Gfr 0
1: 20 and 29 that has the same number in the ‘ones’ Hustle 300 ft. 400 fr. 600 fr. 800 fr.
A digit as the creature’s Strength score does. Next, Run (x3) 450 fr. 600 fe. 900 fr. 1,200 ft.
. l multiply the numbers therein by 4 for every ten Run (x4) 600 ft. 800 ft. 1,200 fr. 1,600 fr.
i points by which the creature’s Strength is above the One Hour (Overland)
s score for that row. Walk 1.5 miles 2 miles 3 miles 4 miles
Hustle 3 miles 4 miles 6 miles 8 miles
Run — —_ — —
ARMOUR ANO One Day (Overland)
ENCUMBRANCE Walk 12 miles 16 miles 24 miles 32 miles
FOR OTHER BASE st = = = =

SPEEOS

The table below provides reduced speed figures for
all base speeds from 20 feet to 100 feet, in 10-foot
increments.

Encumbrance for

Other Base Speeds
Base Speed Reduced Speed
20 ft. IS
30 ft. 20 ft.
40 ft. 30 ft.
50 ft. 35 ft.
60 ft. 40 ft.
70 ft. 50 ft.
80 ft. S5t
90 ft. 60 ft.
100 ft. 70 ft.

MOVEMENT

There are three movement scales, as follows.

% Tactical, for combat, measured in feet (or squares) per
round.

% Local, for exploring an area, measured in feet per
minute.

#Overland, for travelling from place to place, measured in
miles per hour or miles per day.

Modes of Movement: While moving at the
different movement scales, creatures generally
walk, hustle or run. Each type of
movement affects the speed of the
character and the types of action

* Tactical movement is often measured in squares on the battle grid (1 square
= 5 feet) rather than feet.

that can be performed at the same time. The Combat chapter
will explain simultaneous actions in greater detail.

Walk: A walk represents unhurried but purposeful movement at
3 miles per hour for an unencumbered person.

Hustle: A hustle is a jog at about 6 miles per hour for an
unencumbered human. A character moving his speed twice in
a single round, or moving that speed in the same round that he
performs a standard action or another move action is hustling
when he moves.

Run (x3): Moving three times speed is a running pace for a
character in heavy armour. It represents about 9 miles per hour
for a human in full plate or heavy combat armour.

Run (x4): Moving four times speed is a running pace for a
character in light or no armour. It represents about 12 miles
per hour for an unencumbered human, or 8 miles per hour for a
human in chainmail or similar armour.

TACTICAL MOVEMENT

Use tactical movement for combat. Characters generally do not
walk during combat. Instead, they hustle or run. A character
who moves his speed and takes some action is hustling for about
half the round and doing something else for the other half.

Hampered Movement: Difficult terrain, obstacles, or poor
visibility can hamper movement. When movement is hampered,
each square moved into usually counts as two squares, effectively
reducing the distance that a character can cover in a move. If
more than one condition applies, multiply together all additional
costs that apply. This is a specific exception to the normal rule

for doubling.




In some situations, your movement may be so hampered that
you do not have sufficient speed even to move 5 feet, or 1
square on the tactical map. In such a case, you may use a full-
round action to move 5 feet (1 square) in any direction, even
diagonally. Although this looks like a 5-foot step, it is not and it
thus provokes attacks of opportunity normally. You cannot take
advantage of this rule to move through impassable terrain or to
move when all movement is prohibited to you.

You cannot run or charge through any square that would hamper
your movement.

Hampered Movement

Additional Movement
Condition Cost
Difficult terrain x2
Obstacle* x2
Poor visibility )
Impassable o

* May require a skill check

BASIC MOVEMENT

Characters exploring an area use basic movement, measured in
feet per minute.

Walk: A character can walk without a problem on the local
scale.

Hustle: A character can hustle without a problem on the local
scale. See Overland Movement, below, for movement measured
in miles per hour.

Run: A character with a Constitution score of 9 or higher can
run for a minute without a problem. Generally, a character can
run for a minute or two before having to rest for a minute.

OVERLAND MOVEMENT

Characters covering long distances cross-country use overland
movement. Overland movement is measured in miles per hour
or miles per day. A day represents 8 hours of actual travel time.
For rowed watercraft, a day represents 10 hours of rowing. For
a sailing ship, it represents 24 hours of sailing.

wWALk

A character can walk 8 hours in a day of travel without a problem.
Walking for longer than that can wear him out, for which see
Forced March below.

HUSTLE

A character can hustle for 1 hour without a problem. Hustling
for a second hour in between sleep cycles deals 1 point of
nonlethal damage. Each additional hour deals twice the damage
taken during the previous hour of hustling. A character who
takes any nonlethal damage from hustling becomes fatigued.

A fatigued character cannot run or charge and takes a penalty of
-2 to Strength and Dexterity. Eliminating the nonlethal damage
also eliminates the fatigue.

RNIN

A character cannot run for an extended period of time.
Attempting to run and rest in cycles, which is the preferred
method for long distance overland travel when time is not an
important factor or in short supply, effectively works out to a
hustle.

DNDINAUDAO

TERRAIN

The terrain through which a character travels affects how
much distance he can cover in an hour or a day; see Terrain
and Overland Movement. A highway is a straight, major, paved
road. A road is typically a dirt or gravel track. A trail is like a
road, except that it allows only single-file travel and does not
benefit a party travelling with vehicles. Trackless terrain is a wild
area with no paths.

Terrain And Overland Movement

Terrain Highway  Road or Trail  Trackless

Desert, sandy x1 x1/2 x1/2

Forest x1 x1 x1/2

Hills x1 x3/4 x1/2

Jungle x1 x3/4 x1/4

Moor x1 x1 x3/4

Mountains x3/4 x3/4 x1/2 Sy
Plains ol x1 x3/4

Swamp x1 x3/4 x1/2

Tundra, frozen x1 x3/4 x3/4

FORCEDO MARCH

A character walks for 8 hours in a single day of normal walking.
The rest of the daylight time is spent making and breaking
camp, resting and eating. A character can walk for more than
8 hours in a day by making a forced march. For each hour
of marching beyond 8 hours, a Constitution check (DC 10,
+2 per extra hour) is required. If the check fails, the character
takes 1d6 points of nonlethal damage. A character who takes §
any nonlethal damage from a forced march becomes fatigued.
Eliminating the nonlethal damage also eliminates the fatigue. It
is quite possible for a character to march into unconsciousness
by pushing himself too hard on a forced march.

MOUNTEDO MOVEMENT

A mount bearing a rider can move at a hustle. The damage
it takes when doing so, however, is lethal damage. The
creature can also be ridden in a forced march but its
Constitution checks automatically fail. In addition to
this, the damage it takes is lethal damage. Mounts

also become fatigued when they take any

damage from hustling or forced marches.
o
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)2 EXPLORATION
: VISION ANO LIGHTING
CONDJITIONS

Several creatures have darkvision and can see in the dark.
Characters without this. quality need light to see by. See the
table below for the radius that a light source illuminates and
how long it lasts. In an area of bright light, all characters can see
clearly. A creature cannot hide in an area of bright light unless
it is invisible or has cover.

In an area of shadowy illumination, a character can see dimly.
Creatures within this area have concealment relative to that
character. A creature in an area of shadowy illumination can
make a Hide check to conceal itself. In areas of total darkness,
creatures without darkvision are effectively blinded. In addition
to the obvious effects, a blinded creature has a 50% miss chance
in combat since all opponents have total concealment, can
neither dodge nor parry, takes a —2 penalty to Defence, moves
at half speed and takes a —4 penalty on Search checks and most
Strength and Dexterity-based skill checks.

Creatures with low-light vision, such as the Wazuli and other
characters with the Eyes of the Cat feat, can effectively double
the given radius of bright light and shadowy illumination whilst
they are using this equipment to light their way.

Light Sources And Illumination
Object Bright Shadowy Duration
Candle n/a' St 1 hour
Lantern, oil 30 ft. 60 ft. 6 hr./pint
Torch 20 ft. 40 ft. 1 hr.

'A candle does not provide bright illumination, only shadowy
illumination.

BREAKING OBJECTS

When attempting to break an object, you have two choices:
smash it with a weapon or break it with sheer strength. Breaking
objects can also be accomplished through the application of
energy other than kinetic, but the basic rules for doing so are
largely unchanged. Exceptions to this principle are noted below

when appropriate.

Smashing an Object
Smashing a weapon or shield with a slashing or bludgeoning
weapon is accomplished by the sunder special attack, for
which see the Combat chapter. Smashing an object is a
lot like sundering a weapon or shield, except that your
attack roll is made against the object’s Base Defence.
Generally, you can smash an object only with a
bludgeoning or slashing weapon. Base Defence For Objects

Objects are easier to hit than creatures because they usually do

not move, but many are tough enough to shrug off some damage

from each blow. An object’s Base Defence is equal to 10 + its
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size modifier + its Dexterity modifier. An inanimate object has
not only a Dexterity of 0 (=5 penalty to Defence) but also an

Substance Hardness and Hit Points

Substance Hardness  Hit Points i ) ;
e oot 0 SRR BE kit additional -2 .penalty. to its Defence. Furthermore, if you.takf: a
Rt 3 Sl T full-round action to line up a shot, you get an automatic hit with
: - a melee weapon and a +5 bonus on attack rolls with a ranged
Glass 1 1/inch of thickness it
Ice 0 3/inch of thickness 0
I\;;at};er or hide i ?Q?ch :f ;h;jklr:ess Hiirdhess l<’|
32 {nc it TC e Each object has hardness—a number that represents how well it A
Stone 8 15/inch of thickness resists damage. Whenever an object takes damage, subtract its S
Iron or steel 10 30/inch of thickness hardness from the damage. Only damage in excess of its hardness M
is deducted from the object’s hit points. Refer to the following E
Size and Base tables: the Weapons and Shields tables in the Combat chapter,
Defence Of Objects Substance Hardness and Hit Points and Object Hardness and
Base Defence Hit Points.
Size Modifier
Colossal -8 Hit Points
Gargantuan % An object’s hit point total depends on what it is made of and
Huge 2 how big it is. When an object’s hit points reach 0, it is ruined.
Large ) Very large objects, such as wagons or chariots, may have separate
¥ P 0 hit point totals for different sections or locations.
_Sfr;all i; ¥ Energy Attacks: Acid attacks deal damage to most objects
. just as they do to creatures; roll damage and apply it
plmmutlve 4 normally after a successful hit. Fire attacks deal half
e 8 damage to most objects; divide the damage dealt by 2
before applying the hardness.
Object Hardness and Hit Points % Ranged Weapon Damage: Objects take half damage from
Hit Break ranged weapons unless the weapon is a siege engine or
Object Hardness Points DC something similar. Divide the damage dealt by 2 before
Rope (1 inch diam.) 0 2, 23 applying the object’s hardness.
Simple wooden door 5 10 13 8 Ineffective Weapons: Certain  weapons just cannot
ShiEnak 5 1 17 effectively deal damage to certain objects.
AR S Theot 5 15 18 % Immunities: Objects are immune to nonlethal damage
and to critical hits.
gfj;;r;ZEjgn s Z ;(5) ;; o Vulne.mbz'lily to Cemzz'.n Attacks: certain attacks are
e Dl ik s 90 35 especially successful against some objects. In such cases,
= attacks deal double their normal damage and may ignore
Hewn stone (3 ft. thick) 8 540 50 the object’s hardness.
Chain L9 > 20 ¥ Damaged Objects: A damaged object remains fully
Manacles 10 10 26 functional until the item’s hit points are reduced to 0, at |
Masterwork manacles 10 10 28 which point it is destroyed. Damaged (but not destroyed) #&
Iron door (2 in. thick) 10 60 28 objects can be repaired with the Craft skill.
DCs To Break Or Burst Items Breaking Items
Strength Check to: DC When a character tries to break something with sudden force
Break down simple door 13 rather than by dealing damage, use a Strength check (rather
Break down good door 18 than an attack roll and damage roll, as with the sunder special
Break down strong door 23 attack) to see whether he succeeds. The DC depends more on
Burst rope bonds 23 the construction of the item than on the material. If an item
Bendl b 24 has lost half or more of its hit points, the DC to break it
Break down barred door 25, drops by 2. .
Eurslt(zham l?ondil ;g Larger and smaller creatures get size bonuses and
reak down iron door

size penalties on Strength checks to break open
doors as follows: Fine —16, Diminutive

—12, Tiny -8, Small —4, Large +4, Huge .
+8, Gargantuan +12, Colossal +16.
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‘T e roamed far: farther than any other
man of my race ever wandered. I've seen
all the great cities of the dHyborians.
the Shemites. the Stygians and the
dHyrkanians. Tve roamed in the unknown
countries south of the black kingdoms of
Kush, and east of the Sea of Vilayet. Tve been a

mercenary captain, a corsair. a kozak. a penniless

Vagabond. a general - hell. Tve been everything
except a king. and T may be that. before T die. The

fancy pleased him. and he grinned hardly. Then he

shrugged his shoulders and stretched his mighty
flaure on the rocks. “This is as good life as any.
T don't know how long Tl stay on the frontier: a

week, a month. a year. T have a roving foot. “But
it's as well on the border as anywhere.

THE HYBORIAN AGE is one awash with colourful and
unique cultures and civilisations, both alien and yet strangely
familiar. Across the face of Hyboria its people have learned
to adapt to their different homelands; from the hardy men
of Nordheim’s glacial wastes to the desert-dwelling peoples
of Hyrkania and the ebon-skinned tribes hidden amid the
verdant jungles of the Black Kingdoms, each have overcome the
challenges its geography and environment present to become
masters of their own lands.

CHARACTER RACES

During the Hyborian Age, a great variety of humans people the
land. They have a still greater variety of cultures. Though Conan
the Roleplaying Game does not include any non-human races as
player characters, it does present several variant human races.
These are not intended to directly emulate or stereotype any
real-world peoples or nations but only to offer an appropriate
way to simulate the various cultures and peoples described by

by particular stereotypes. As such, many have a
favoured class (see below) and some advantages
and qualities that make them distinct

from other cultures and races.

H"‘h.

This chapter provides only a brief overview of the races. As they
are all essentially human, little description is needed and much
can be inferred from the various special abilities and attributes of
the different races. However, it is recommended that selection of
a race be made in conjunction with the reading of the Gazetteer
chapter. It is not necessary to read the entirety of that chapter
and indeed the Games Master may wish to restrict the players
from viewing some of the less well-known regions. However,
it will certainly be useful to read the main entry for the region
from which the character hails.

THE DOMINANCE
OF THE HYBORIAN
KINGOOMS

As might be expected from a game set in “The Hyborian Age’,
the dominant people throughout the western lands are the
Hyborians. In most Conan the Roleplaying Game campaigns, the
majority of the player characters will either be Hyborians or one
of the peoples living closest to the Hyborian kingdoms; that is,
the Cimmerians, Shemites, Zamorians and Zingarans. However,
the rules certainly do not preclude characters from other realms
and the occasional Hyrkanian archer, Stygian sorcerer or corsair
of the Southern Islands can enhance any campaign, even those
set deep in the civilised Hyborian kingdoms of Aquilonia and
Nemedia. Adventurers in the Hyborian age do travel around a
good deal. Conan himself, though a Cimmerian by birth, visits
more or less every country in the world during the course of
his adventures. Some Games Masters may prefer to start their
Conan the Roleplaying Game campaigns far from the Hyborian
lands, in distant Vendhya or beyond the great Southern Desert
of the Black Kingdoms and this can be a rewarding new take on
the Conan mythos.

Thus, the Games Master may choose to restrict certain character
races from play, depending on his plans for the campaign. For
example, if he has a detailed campaign set in and around the
Himelian mountains, based around inter-tribal raids and the
barbaric politics of the region, he may require all the characters
to be Himelian tribesmen; or he may only need one character
to be a Himelian, so as to have at least some local connection,
with the rest being exiles or wanderers from other lands. In most
cases, it should be possible to allow a more or less free choice of
race at the character generation stage, due to the aforementioned
tendency of adventurers to wander. The Conan stories often
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feature mercenary or bandit groups comprising a rag-tag band
of freelancers from all over the world. Certain organisations are
almost invariably such a mix, including pirates, Kozaks and Free
Companies. See Chapter 11: Gazetteer for more information
about such bands, as well as more on the various places and
people of the Hyborian Age.

RACIAL OESCRIPTIONS

Each race has a paragraph or two of introductory description,
then some notes on culture, religion and typical character
names. The entry for religion should be read in conjunction
with the entry for religion under the character class chosen by
the player, before selecting a god or goddess (if any) from those
presented in Chapter 12: Religion in the Hyborian Age. The
names section first gives names drawn directly from the Conan
stories, then suggestions for similar names. The culture section
describes the culture of each race briefly, including the real-
world cultures on which Howard based them (if any) as a guide
to further research.

BACKGROUND sSkilLLs

Each major race or variant race gains either three or four
Background Skills, as defined in this section.
Background Skill in a racial Background Skill listing, a character
from that race gains 2 ranks of the appropriate skill, whether or
not it would usually be a class skill for him.

For each

For example, as a Southern Islander, Abaku gains the following
Background Skills: Profession (sailor), Survival and Perform (dance).
He is a 1* level thief. Although Profession and Perform (dance) are
thief class skills, Survival is not. Despite this, Abaku has two ranks
in each of Profession (sailor), Survival and Perform (dance), before
he chooses his starting skills for his class and Intelligence bonus.

Note that some races have bonuses to certain skills as well as
having them as background skills. For example, a Pelishtim
Shemite has a +2 circumstance bonus to Knowledge (arcana)
skill checks and also has Knowledge (arcana) as a background
skill, so a starting character from this race would have 2 ranks in
Knowledge (arcana) as well as enjoying a +2 circumstance bonus
to uses of the skill.

FAVOUIRED CLASSES

In Conan the Roleplaying Game, each race has one or more
favoured classes. Rather than allowing for easier multi-classing
for characters of that race and class, favoured classes grant bonus
feats. A character who gains levels in the favoured class for his
race gains one bonus feat at 1% level in that class, one at 5% level
and one at 10 level. Note that it is always the character’s class
level that is considered for purposes of favoured class bonus feats,
not his total character level.

For example, Garm is a Pictish barbarian. At I* level he gains a
bonus feat for belonging to his race’s favoured class. Some time later,
he has also learnt the ways of a shaman and is a 3 level barbarian/
2 level scholar (Pictish shaman). Though he is now a 57 level

-
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character, he does not yet gain another favoured class bonus feat, nor
will he do so until he achieves 5% level in the barbarian class.

For races with two favoured classes, add the character’s level in

-.d_:- |

the two favoured classes together to determine the favoured class Y
level.

o
For example, Ankh-af-na-Khonsu is a Stygian noble. At 1* level he -:: :
gains a bonus feat for being of his races favoured class. Some time .
later he has also taken initiation into the priesthood of Set and learnt
sorcery, so that he is now a 3 level noble/2" level scholar (priest of
Set).  Note that scholar is another favoured class for Stygians. He
adds the two class levels together to determine his favoured class level,
which is 5" level. This allows him to gain another bonus feat.

T
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PROHIBITED CLASSES

Certain races never produce members of a particular class, at
least at low levels. Any class listed as a prohibited class for a
particular race may never be selected as the initial, 1* level class
for a character of that race. At the Games Master’s discretion,
the character may later be permitted to gain levels in a prohibited
class, so long as he has sufficient opportunity.

For exﬂmple, Cimmerians never pmduce characters 0f the Noble,
Scholar, Pirate or Nomad classes. Cimmerian chieftains are simply
high-level barbarians and as a land-locked nation with no steppes or
deserts, Cimmeria does not have the terrain to allow for either piracy
or nomadic life. Likewise, there can be no scholars because there is
no formalised system of teaching; the country does not even have
the shamans and primitive priests that might be expected in other .
barbaric nations, because Cimmerian gods are not worshipped. -1.‘ 5
However, a Cimmerian who travels to other lands and has an ER&
opportunity to learn the skills of the appropriate profession may one
day gain levels in these pro/)z'ln'ted classes, Just as Conan begczn as a
barbarian and thief but later sailed with pirates, rode with nomads
and even became a noble of Aquilonia.

LANGUAGES

Each race has one or two Automatic Languages and several Bonus
Languages, listed at the end of the race entry. Every character [
learns the Automatic Language or Languages for his race and %{. |
may select a number of racial bonus languages, which he also i' 1
knows, equal to his Intelligence modifier plus 3, to a minimum ==
of 1. A character who learns all the racial bonus languages and
still has some bonus languages left to learn has a free choice from

any language in the game.

Furthermore, every character learns one new language at 1* level
and every other level thereafter (3, 5", 7% and so on). This
is known as a level bonus language and represents the
necessity for all adventuring characters to rapidly learn the
local language wherever they go. There is no ‘common

tongue’ in the Hyborian Age, so all travellers typically
know a large number of languages.



Major Races

Major and Minor Races of the Hyborian Age

Associated Variant Races
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VARIANT RACES

Cimmerian i

Several of the major races include variations for specific regions.
For example, the Shemites are generally renowned for their

Himelian Tribesman Wazuli

mastery of the desert. However, the Meadow Shemites actually

Hyborian

Tauran

Argossean/Barachan,
Bossonian, Gunderman,
Hyperborean, Khauran*,

live a pastoral life in their great Meadow Cities and so use the
Meadow Shemite variant. Note that variant races are not usually
given such detailed descriptions as their major races, since in
most cases their culture, religion and names will be similar or

Hyrkanian or Turanian -

identical to those of the major race.

Khitan -
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Kushite or Northern Black Chaga, Ghanata
Kingdom Tribesman

Important Note: Variant races use all of the base race bonuses
and penalties iz addition to their own, except when specified
otherwise in the descriptions. However, when variant races

Nordheimer =
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specify favoured or restricted classes that differ from those of the

Pict —

major race, these variant race classes supersede those given for

Shemite

Pelishtim, Meadow Shemite

the major race.

Southern Islander or Darfari
Southern Black Kingdom

Tribesman

CIMMERIAN

Cimmerians are descended from the ancient Atlanteans, with

Stygian -

dark hair and blue or grey eyes. Their skin is on the dark side

Vendhyan g

of fair and tans easily if ever they leave the gloomy mountains

Zamorian —

of their home. They are tall, physically powerful and very
fierce, being regarded as one of the most barbaric races in the

Zingaran =

game statistics for the Khauran.

* Non-Player Character race only. See Chapter 13: Bestiary for

world by most Hyborians. Unlike most of Hyborian women,
the Cimmerian women fight alongside their menfolk, even in
full-blown war. Cimmerians tend to be direct to the point of
bluntness.

The Games Master usually selects this level bonus language for
all the characters. In this case it will be the language spoken in
the area in which the scenario being played is to take place.

Culture: Cimmerian culture is survivalist and barbaric. They are
a race of fierce moody hill-men, dwelling as they do in a harsh,

Finally, it is always possible for a character to
learn a new language through roleplay and effort.
Typically, around two months are needed to learn

a new language from scratch but simply immersing
yourself in a culture that speaks the language
exclusively can accomplish this in a shorter time.

BONUS FEATS

Some races allow you to select bonus feats. When
selecting these, ignore any prerequisite that requires
a minimum of +1 in any given area. For example,
the Dodge feat ordinarily requires a minimum Dex
of 13 and a Dodge bonus of +1. When selected as
a racial bonus feat, it requires only a minimum Dex
of 13. Similarly, the Hexer feat requires the Curses
sorcery style and a magic attack bonus of +1;
when selected as a racial bonus feat, it requires
only the Curses sorcery style.

drear and cloudy land. The Cimmerians despise weakness and

i

In one of these dens merriment thundered to the

low smoke=stained roof. where rascals gathered

in every stage of rags and tatters - furtive cut—
purses. leering kidnappers. quick-fingered thieves.
- sWaggering bravos with their wenches, strident—
voiced women clad in tawdry finery. “Native rogues
were the dominant element - dark-skinned. dark-eyed ]

Zamorians, wWith daggers in their girdles and guile in
- their hearts. But there were wolves of half a dozen outland

nations there as well.  There was a giant dlyperborean
: ' renegade. taciturn, dangerous. With a broadsword strapped to
his great gaunt frame - for men wore steel openly in the Maul.
There Was a Shemitish counterfeiter., with his hook nose and
b curled blue=black beard. There was a bold-eyed Orythunian
Wench. sitting on the knee of a tawny=haired Gunderman - a
Wandering mercenary soldier. a deserter from some defeated
army. And the fut gross rogue whose bawdy jests were causing
all the shouts of mirth was a professional kidnapper come up
t from distant “Koth to teach woman=stealing to Zamorians who

were born with more knowledge of the art than he could ever
attain.



+1 racial bonus to all Will saving throws. This is another
gift of Crom, that of courage even in the face of great
“That man is no dHyborian!’ adversity.
 exclaimed Xaltotun.
“No: he is a Cimmerian, one of # +2 racial bonus to all Climb checks. Cimmerians are
those wild tribesmen who dwell in the renowned as the finest climbers in the world. Most will
gray hills of the north. have climbed at least one peak that non-Cimmerians

T fought his ancestors of old. would regard as impassable before even leaving their
muttered Xaltotun. “Not even the homeland.

kings of Acheron could conquer them.
They 5“[{ remain a LT the ¥ +2 circumstance bonus to all Hide, Listen, Move Silently,
nations of the south.” answered Survival and Spot checks made in temperate or cold

hills and mountains. Cimmerians are masters of their

Orastes. "de is a true son of that

savage race. and has proved himself. environment in every respect.

thus far. unconquerable.

s : o P * ¥ -2 racial penalty to all Diplomacy checks and verbal-

based Bluff checks. Cimmerians are famously blunt and
the softness of the Hyborian civilisation. They are feuding and direct in their speech, a habit that has been known to get
war-like. them into trouble on any number of occasions. Note

that their penalty does not apply to Bluff checks based on
Names: These are best based on old Irish or Scottish Celtic body language, as they are often excellent at feinting in
names, such as Conan. We do have some examples of names combat and other non-verbal uses of Bluff. The natural
Howard intended to use for Cimmerians in stories he never cunning of their savage race has caused many a civilised
wrote.  These are presumably male: Eithriall, Eanbotha, opponent to fall to their tricks in combat.
Rotheachta, Giallchadh, Cruaidh, Eamhua, Cumal. Suggestions:
(male) Amergin, Agh, Aodh, Brian, Cael, Cailt, Cathal, Conor, % Cimmerians may not have any other religion than Crom
Cuchullin, Cul, Comala, Daol, Dima, Doon, Duncan, Fingal, and the remainder of the Cimmerian pantheon and may
Finn, Fionn, Hydallan, Moghcorb, Morne, Murdoch, Oscur, never gain any benefit from worshipping that or another
Ossian, Rayne, Sldine and Usnach. The following are female: pantheon. Crom has no priests and offers no assistance
Credhe, Deirdre, Dersagrena, Maev, Melilcoma and Ros- to his worshippers, other than gifting them with mighty
Crana. thews and courage at birth. He despises weaklings and vy

expects his Cimmerians to stand alone against the world,
Religion: Crom, ‘Lord of the Mound’, is the chief god of without need for either gods or demons. If a Cimmerian

ever does worship a non-Cimmerian god, he loses the gifts

of Crom, that is, his +2 bonus to Strength and +1 racial

bonus to Will saving throws. Whether Crom or indeed
any of the other gods are real is a philosophical point
and beyond the scope of these rules; the point is that
the Cimmerian, at least, believes Crom to be real.

the gloomy Cimmerians. Others include Lir, the god of
knowledge, Mannanan, the god of poetry and travel,
Morrigan, the goddess of war, Badb, the goddess of
fire and fury, Macha and Nemain “The Venomous.
The Cimmerians do not truly worship these gods,
believing that the gods despise weaklings who call
on them for help. Creating the Cimmerian race was
gift enough. As a result, they are often sceptical
of more demonstrative forms of worship.

Background Skills: Climb, Move Silently and
Survival.
Racial Features: All of the following are Favoured Class: Barbarian.
Cimmerian racial features.
Prohibited Classes: Noble, Nomad, Pirate,
¥ +2 Swength, -2 Intelligence. Scholar.
Cimmerians are a naturally tall
and strong race, made stronger
still, so they believe, by the gifts

Automatic Languages: Cimmerian.

of Crom. Though many have Bonus Languages:
a keen natural cunning, few Nordheimer, Pictish,
Cimmerians are capable of a Aquilonian,

great deal of book learning, Hyperborean.

nor indeed do they have
much opportunity for such
education.



HIMELIAN
TRIBESMAN

Between Vendhya and Hyrkania, far beyond the ken of most
western folk, a vast and harsh mountain range rises, inhabited
by a number of small tribes. These tribes consist of tall, hairy
hill-men, very strong and fierce. They are disdainful of civilised
standards of politeness and good behaviour, though many
adhere to a barbaric code of honour. The tribes include the
Afghulis, Irakzai, Galzai, Dagozai, Zhaibari and Khurakzai,

among others.

J‘f. A

TS

T . il A

Culture: Himelian culture resembles the tribal lifestyle of
Afghanistan and northern India and is survivalist and barbaric
in nature. The Vendhyans seem to refer to the lands facing their
kingdom as Ghulistan; possibly there is an ancestor tribe called
the Ghulis of which these modern tribes are branches.
Himelian tribesmen are a curious race of intelligent, though
stunted, aborigines, conquered by the Hyrkanians on their
westward drift. These would correspond more to a Tibetan style
culture.
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Some

Names: These are essentially a mix of Arabic, Mongol and
Hunnish. Modern Afghani names provide a good, exotic-
sounding base for naming Himelian characters. Examples
(male): Yar Afzal, Yateli. Suggestions: Ahmad, Asad, Dost, Faiz,
Mohan, Shujah and Zemar for male characters, Anahita, Faryaal,
Ghezal, Maryam and Samirah for female characters.

Religion: The savage Himelian tribesmen worship primitive
totemistic deities and demons, such as Hanuman, the Ape God,
in appeasement of the carnivorous apes of the area. Some may
also worship Asura.

Racial Features: All of the following are Himelian racial
features.

¥ +2 circumstance bonus to all Hide, Listen, Move Silently,
Survival and Spot checks made in any hills and mountains.
The Himelian tribes know every inch of their native hills
and rarely descend from them except to raid the richer
lands below.

+1 racial bonus to all Hide and Move Silently checks.
Though the tribes are occasionally led to open battle
by a particularly charismatic chieftain, they prefer to
attack their enemies by stealthy raids and midnight
assassinations.

+2 racial bonus to starting hit points. The Himelians
are possibly the most dangerous mountain range in the
world, since every tribe seems to be at war with every
other tribe, as well as the Vendhyans and Turanians.

¥ -2 racial penalty to save against hypnotism of any
kind. This is for cultural reasons. The folk of the
East have a long tradition of tales and superstitions
regarding the power of hypnotism, which
tends to reinforce the power of the
hypnotist.

Baound Skills: Climb, Hide and Move Silently.
Favoured Class: Barbarian.

Prohibited Classes: Noble, Pirate.

Automatic Languages: Afghuli.

Bonus Languages: Vendhyan, Hyrkanian, Iranistani.

WA ZULI

The Wazuli are typically the first hill tribe a traveller journeying
north out of Vendhya in the night will encounter, for they are
largely nocturnal and prefer to do their raiding during the hours
of darkness. Like other Himelian tribesmen, they are a hardy
and usually honourable folk, with strong traditions of loyalty
and hospitality.

Wazuli culture, names and religion are similar to those of other
Himelian tribesmen.

Racial Features: The Wazuli should be treated as standard
Himelian tribesmen except as follows.

¥ Free Feat: Eyes of the Cat. The Wazuli have probably the
best night vision of any human peoples. They are the
only military force to have ever ambushed Conan himself
successfully, thanks to their superior knowledge of the
terrain and unsurpassed low-light vision. They need not
meet the usual prerequisites for the feat.

# +2 circumstance bonus to all Hide, Spot and Search
checks made during conditions of darkness or dim light;
that is, when they would need to use their Eyes of the Cat
feat.

# -1 morale penalty to all attack rolls and skill checks made
during the hours of daylight. The Wazuli are so close to
being nocturnal that they function only poorly during
the daytime.

Favoured Class: Barbarian.
Prohibited Classes: Noble, Pirate.
Automatic Languages: Afghuli.

Bonus Languages: Vendhyan, Hyrkanian, Iranistani.

HYBORIAN

The Hyborian peoples are all descended from the barbaric
worshippers of the god Bori who swept out of the north three
millennia ago, destroying the ancient empire of Acheron and
conquering all in their path. The Hyborian lands are Nemedia,
Ophir, Aquilonia, Hyperborea, Argos, Corinthia, the Border
Kingdoms, the Baracha Islands, Brythunia, the Bossonian
Marches, Koth, Khauran and Khoraja. Note thatin Khauran, the
ruling caste should be treated as Hyborians but the commoners
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are a separate sub-race suitable for Non-Player Characters only

(see pg. 294).

Asa general rule, Hyborians identify themselves notas Hyborians
per se but according to the nation from which they come.
Thus, Players are encouraged to call themselves Nemedians,
Ophireans and so on, rather than simply ‘Hyborians.” The
Bori-worshipping barbarians of thousands of years ago have
long since become highly civilised and sophisticated folk with
strong nations of their own, who would be scarcely recognisable
to those who knew the Hyborians of old.

The original Hyborians were tawny-haired and grey-eyed,
though by the time of Conan, intermarriage has diversified their
appearance considerably.

Culture: For the most part, culture in the Hyborian kingdoms
is similar to that of the real-world medieval European countries,
though some aspects, particularly in Nemedia, are more
reminiscent of ancient Roman culture. The nations are all run
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on the feudal system. This has often led to decadence as the
nobility spend their time hunting and idling, unconcerned for
the welfare of their subjects. As the nations have developed, the
unity of the Hyborians has dissipated so that each kingdom has
its own features, as follows:

Aquilonia: Together with its rival, Nemedia, Aquilonia is the most
advanced, wealthy and powerful of the Hyborian kingdoms and
its people are correspondingly proud. It most closely resembles
Medieval France. The people of southern Aquilonia have mixed
with the brown Zingarans until black hair and brown eyes are
the dominant type in Poitain, the southernmost province. This
is an area of rich farmland.

Brythunia: We know little of Brythunia, save that its women
folk seem to be highly prized by slavers. There is evidence of
a pastoral culture. The eastern Brythunians have intermarried
with the dark-skinned Zamorians.

Corinthia: The many city-states of Corinthia bring to mind the
city-states of Italy and the corresponding inter-state rivalries and
espionage. It seems to be one of the more culturally advanced
areas, with a developed nobility and priesthood.

Khauran: Kothic adventurers carved Khauran out of the lands of
Shem and its culture reflects that position. Fiercely independent,
while maintaining many Kothic traditions and links, it fears
that Koth will absorb the valuable kingdom. Its tiny fields and
orchards yield three crops a year.

Koth: Koth is one of the oldest Hyborian kingdoms, a vast
meadowland north of Shem. It is famed for its metalworkers,
partly due to the natural resources of its volcanic region of
Khrosha. Kothic culture has suffered from the subtle admixture
of Shemite and Stygian strains. The simple ways of the Hyborians
have become modified by the sensual, luxurious, yet despotic
habits of the East. Koth uses slaves. Its capital is Khorshemish,
known as the Queen of the South.

Nemedia: Nemedia is easily the second great kingdom of the
Hyborians and maybe in the past even surpassed Aquilonia, its
neighbour and rival. While the people live in relative poverty; its
wealthy citizens have the leisure to collect artefacts in museums.
Built on the ruins of ancient Valusia and once a part of the |
sorcerous kingdom of Acheron, Nemedia has many hidden ruins
that might contain fearful horrors.

Ophir: Ophir is a tapering wedge between the border of Aquilonia
and the vast southern kingdom of Koth. It was probably part
of Koth and then claimed independence back in the days of
Acheron. The meadowlands of Ophir produce fine armies
of gilt-mailed knights and warriors, suggesting a land
of great mineral wealth, with probably the same strata
as are found in Koth. Once dominated by Acheron,
Ophir seems to have taken the worst elements of
Zamorian thievery and Shemite double-cross. —
It seems sometimes to be allied with Koth

and sometimes with Aquilonia.



Names: The tribal nature of the early Hyborians means that
there is no one overall naming style, although the civilised
nations tend toward Latin style names.
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Aquilonia: Aquilonian names tend to have a Latin air to them.
Examples: (male) Amalric, Arpello, Athemides, Attelius,
Balthus, Brant, Brocas, Drago, Dion, Dirk, Emilius, Epheus,
Epeus, Epemitreus, Galannus, Galter, Gault, Gorm, Gromel,
Hagar Hadrathus, Hakon, Jon, Karlus, Namedides, Nestor,
Numedides, Otho, Pallantides, Prospero, Publius, Rinaldo,
Scavonus, Servius, Soractus, Strom, Thasperas, Thespius,
Tiberias, Tiberio, Trocero, Valannus, Valerian, Valerus, Valerius,
Vilerus, Volmana; (female) Valeria, Zelata.

Brythunia: Brythunian names are Italian and Teutonic in tone.
Examples: (male) Aratus; (female) Hildico, Natala.

Corinthia: Corinthian names tend to have a Latin, Byzantine
or Iralian air to them. Examples: (male) Athicus, Ivanos, Joka,
Kalanthes, Murilo, Nabonidus, Petreus; (female) Muriela.
Khauran: Khauran names resemble those of Koth. Examples:
(male) Ashkhaur, Valerius, Zang, Krallides; (female) Salome,
Taramis.
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Khoraja: Khorajan names owe a lot to Koth, as some crossover of
names suggests, though the hillmen have a more Shemite sound
to their names, such as Shupras. Examples: (male) Khossus,
Taurus, Thespides; (female) Vateesa, Yasmela.

Koth: Kothic names are Middle Eastern, Byzantine, Etruscan
Examples: (male) Akkutho, Almulric,
Altaro, Arbanus, Constantius, Galacus, Khossus, Pelias, Sergius,
Strabonus, Tsotha-Lanti, Zorathus; (female) Lissa.

Nemedia: Nemedians tend to have Greek/Italian names, though
some are more Germanic. King Numa gave his name to the
city of Numalia. Examples: (male) Alcemides, Altaro, Amalric,
Arideus, Arus, Astreas, Aztias, Bragoras, Brocas, Demetrio,
Dionus, Enaro, Kalanthes, Kallian, Nimed, Numa, Orastes,
Petanius, Posthumo, Promero, Publico, Tarascus, Taurus;
(female) Diana, Octavia, Zenobia.

Ophir: Ophir’s culture is halfway between that of Shem and
the Hyborian culture and the names reflect this; most are Latin
but some Middle Eastern style names are included. Examples:
(male) Amalrus, Chelkus, Fronto, Theteles; (female) Livia,
Olivia, Tina.

and Biblical in tone.

Religion: The worship of Mitra is overwhelmingly predominant
in the Hyborian nations.

Agquilonia: Initially worshippers of the Hyborian ancestor god
Bori, the Aquilonians at some point adopted Mitra-worship as
something close to a state religion. The worship of other gods
seems to been suppressed, at least until the reign of King Conan.
One such ‘secret’ cult is the eastern religion of Asura, although
most Aquilonians regard the cult as demon worshippers and
Asura on a par with Set. It is probable that Ibis is also
worshipped in secret.

Brythunia: Mitra-worship, perhaps mixed with pockets
of reverence for Bori and even the Zamoran gods,
seems most likely.

R

Corinthia: It secems likely that Corinthians worship Mitra, as
with the other Hyborian gods, though Shemite gods such as
Anu are also tolerated.

Khauran: Khaurans are essentially Kothic in their religious
practices, being Ishtar-worshippers.

Koth: Koth has long since abandoned the worship of Mitra,
forgetting the universal Hyborian god and driving out the last of
his worshippers some 900 years before the time of Conan. The
Shemite gods such as Ishtar are worshipped with awe and fear, as
are all the gods of Koth, a sign of Koth’s intertwined history with
Shem. Ishtar was subtly changed in the transfer to Koth, with
animal sacrifice taking over from human sacrifice.

Nemedia: Nemedia worships Mitra as chief divinity, although
other cults, including the Cult of Ibis, are mentioned. In fact,
Nemedia is a more religiously tolerant country than Aquilonia
until Conan’s reign. There are even atheist philosophers in
Nemedia, known as the sceptics, who believe that there are
neither gods nor any kind of life after death.

Ophir: Ophir worships the Shemite gods such as Ishtar as well
as Mitra.

Racial Features: All of the following are Hyborian racial
features.

¥ Adaptability. A Hyborian may choose two skills that for
him are always treated as class skills, whatever his character
class. Furthermore, he gains a +2 competence bonus to
all checks with those two skills. Hyborians are one of the
most adaptable races, capable of turning their hands to
almost any profession. This is largely a matter of cultural
and economic sophistication; the highly developed and
wealthy Hyborian nations provide their citizens with
excellent opportunities for learning all manner of skills.

# Weapon Familiarity: Hyborians can wield greatswords
as though they were martial weapons, rather than exotic
weapons.

#  +1 racial bonus to Fate Points (see pg. 65). As the leading
culture in the time of Conan, the Hyborians are not only
adaptable but lucky too.

Background Skills: Any four skills, as chosen by the Player.

Favoured Class: All classes. A Hyborian gains a favoured class
bonus feat at 1* level, 5™ level and 10* level, whatever his class
or combination of classes. His levels in all his character classes
are added together to determine his favoured class level, even if
he is a multiclass character.

Automatic Languages: The language of whichever Hyborian
kingdom the character lives in. This will be Bossonian,
Nemedian, Aquilonian, Brythunian, Ophirean, Corinthian,
Hyperborean, Kothic, or Argossean.

Bonus Languages: Stygian, Nemedian, Aquilonian, Bossonian,
Brythunian, Ophirean, Corinthian, Hyperborean, Zingaran,
Zamorian, Pictish, Kothic, Argossean, Shemitish.




ARGOSSEAN OR
BARACHAN

The Argosseans were originally a Hyborian people, though
they have intermarried with many other races, particularly the
Zingarans and to a lesser extent the Shemites. Most are short
and stocky. They make superb sailors, traders and pirates.
Renegade Argossean sailors have colonised the Baracha Islands,
turning them into one of the greatest havens for piracy in all

the seas.

Culture: Argos is a country of two contrasting cultures. All the
seaports are cosmopolitan, with the capital, Messantia, being the
most open-minded of all, while the inland provinces are filled
with farmers, craftsmen and labourers, friendly enough but wary
of strangers. Argos is a noted trading nation of sharp-eyed silk-
clad merchants, not all of which remain strictly within the law
— smuggling and piracy are often tolerated. The law is said to
be lax, although occasionally an example is made of foreigners.
It is regarded as a proud and avaricious kingdom. The racial
admixture with the Zingarans has been more extensive than
Argos and
Zingara have an ancient feud that works itself out in their
attempts to become the dominant sea nation. Zingaran

with the Shemites in the Argossean Hyborians.

pirates raid the coast of Argos, just as the Argosseans and
Barachans raid Zingara. Argos has allied itself with Shem

on occasion.

Names: Argossean names are Italian or Greek
in tone, though as it is a major trading
country a mix of names is possible.

Examples: (male) Demetrio, Ortho,

Publio, Tito,
Suggestions: (female) Alcina, Danae, %
Demitrea, Larissa, Polyxene.

Servio, Tranicos. N

Religion: ~ Like  most
Hyborian kingdoms, Argos’s
main god is Mitra. However,
its nature as a cosmopolitan
trading nation means that pockets

of worship of the Shemite and Kothic

gods are also tolerated.

Racial Features: All of the following
are Argossean racial features.

# +2 racial bonus to all Gather
Information,
(sailor), Balance and
Use Rope checks. The

arts of ferreting out

Profession

about
trading opportunities
and taking by
piracy whatever
opportunities

information

they cannot take
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by trade have been in the Argossean blood in almost
equal measure for generations now.

Background Skills: Gather Information, Profession (sailor),
Balance and Use Rope.

Favoured Class: Pirate.

Prohibited Classes: Nomad.

BOSSONIAN

The yeomen of the Bossonian Marches are renowned the world
over for their archery skills and stalwart, well-nigh unconquerable
defence. They are of medium height and complexion, with
brown or grey eyes and are descended from an aboriginal race,
conquered by a tribe of Hyborians early in the first ages of the
Hyborian drift. Many have a strong if rough sense of justice;
the civilised code of honour is common among the Bossonian
soldiery. The Bossonians are generally quite closely allied with
Aquilonia but often see service as mercenaries throughout the
world.

Culture: The Bossonians live mainly by agriculture,
in large walled villages and are part of the
Aquilonian kingdom. They are hardy,
stubborn, defensive fighters. Centuries
of warfare against northern and western

barbarians have caused them to

evolve a type of defence that

is almost impregnable against

direct attack. The Bossonian
Marches form a bulwark between
Aquilonia and the woods of the
Pictish Wilderness in the west,
Cimmeria to the north and the
Border Kingdom in the east,
curving crescent-like around to
Zingara in the Southwest.

Names: Several Bossonians are
specifically named, although it is safe
to assume that Aquilonian names in f&

general would also be common. |

For example (male) Gromel.

Religion: As = with the
Aquilonians, the Bossonians
were once worshippers of Bori
but in more recent years have
taken up Mitra-worship.

Racial Features: All of the
following are Bossonian

racial features.




+1 racial bonus to all attack rolls with the Bossonian
longbow. The Bossonians practise daily with their
powerful bows from an early age. They hone that practice
with regular experience, holding off hordes of Picts and
battling in the armies of the neighbouring kingdom of
Aquilonia.

+2 racial bonus to Defence when fighting defensively or
using the total defence action. The Bossonian fortitude
in defence is almost legendary.

No racial bonus to Fate Points (see pg. 65). Unlike other
Hyborians, Bossonians get no particular bonus to Fate
Points.

Exotic Weapon Proficiency: Bossonian Longbow. All
Bossonians learn to wield Bossonian longbows, since all
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must be ready to defend their homes against the Picts at

¥ i

any time. However, they do not gain weapon familiarity
with the greatsword, unlike most Hyborian races, as they
traditionally field archers rather than knights.

Background Skills: Craft (bowyer), any two other skills chosen
by the player.

Favoured Class: Soldier.

Prohibited Classes: Barbarian, Noble, Nomad, Pirate.
Automatic Languages: Bossonian.

Bossonian,

Bonus Languages: Nemedian,

Zingaran, Pictish, Argossean.

Aquilonian,

GUNOERMAN

Universally tawny-haired and grey-eyed, the Gundermen are very
nearly pureblooded descendants of the original Hyborian tribes.
This makes them a little less cosmopolitan than most of the
other Hyborian nations but also makes them excellent warriors.
Though Gunderland is technically a province of Aquilonia, it
was an independent kingdom for so long that the Gundermen
do not truly consider themselves Aquilonians and likely never
will. However, they march willingly to Aquilonia’s wars and are
regarded as the finest heavy infantry in the known world.

Culture: Gunderland is east of the Bossonian Marches, on the
wild borders of Aquilonia, facing Cimmeria. It seems likely
that like the Bossonians, they live mainly by agriculture, in
walled compounds. Only in the province of Gunderland, where
the people keep no slaves, is the pure Hyborian stock found
unblemished, being tawny-haired and grey-eyed.

' 3
.;#".’ Names: The names of Gunderland are similar to those of

' i M. Aquilonia. Example (male): Nestor.

“‘l ! Religion: Occasional Gundermen still worship the
* i old Hyborian god-hero Bori, though most have

J # i converted to Mitra-worship along with the rest
' g "W of Aquilonia.

Ay ;.-5.
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“No infantry Was a match for the
wild Gundermen. whose homeland. the
northernmost province of Aquilonia was

but a day's ride across the “Bossonian marches
from the borders of Cimmeria, and who. born and

bred to battle. were the purest blood of all the
dHyborian peoples.

Racial Features: All of the following are racial features of the
Gundermen.

% +1 racial bonus to attack and damage rolls with the pike.
Gunderland’s regiments of pikemen are one of the major
factors in Aquilonia’s military strength.

# Martial Weapon Proficiency: Pike. Even the less combat-
oriented Gundermen will have had at least some training
with the pike.

# No racial bonus to Fate Points (see pg. 65). Unlike other
Hyborians, Gundermen get no particular bonus to Fate
Points.

# +1 morale bonus to all Will saving throws. Gundermen
are possibly the most reliable, unshakable soldiers in the
world.

Background Skills: Craft (weaponsmith) and any two other
skills chosen by the Player.

Favoured Class: Soldier.

Prohibited Classes: Nomad, Pirate.

HYPERBOREAN

Many Hyperboreans are still tawny-haired and grey-eyed like the
original Hyperborean tribe, though the influence of Nordheimer
blood has been strong for hundreds of years, ever since
Hyperborea was invaded by conquerors of Asir stock. Since
then, some have married or captured Hyrkanians, Zsir and
Zamoran women, so Hyperboreans can have a variety of skin,
eye and hair colourings. All tend to be gaunt, big-boned, violent
and slow of speech. Hyperborea is probably the least civilised of
the Hyborian kingdoms, with the nearby barbarians of Asgard
and Cimmeria raiding sufficiently often that the Hyperboreans
have had to retain a certain savagery themselves.

Culture: Superstition dominates the Hyperborean way of life,
leading countries such as Aquilonia to consider the stubborn,
somewhat savage race to be backward. The majority of
Hyperboreans live a serf-like existence in stone-walled villages,
where they cke out a minimalistic way of life from the poor
soil and the misbegotten cattle and reindeer that make up their

herds.

Names: Hyperborean names are similar to those of
Nordheim.
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Religion: Most Hyperboreans still worship the old Hyborian
god-hero Bori.

Racial Features: All of the following are Hyperborean racial
features.

¥ +2 Constitution, -2 Charisma. Hyperboreans have a great
deal of endurance in their long yet rangy limbs. They are,
however, somewhat lacking in the strength of character
required to excel as leaders.

¥ -1 racial penalty to all Diplomacy, Gather Information
and verbal-oriented Perform or Bluff checks. The slow,
often plodding speech of the Hyperborean does not lend
itself well to fancy orations, singing, or con tricks. Note
that the penalty to Bluff checks does not apply to purely
non-verbal uses of Bluff, such as feinting in combat.
Likewise, the penalty to Perform checks applies only to
such uses as song, chant, poetry and acting, rather than
musical instruments or juggling, for example.

# No racial bonus to Fate Points (see pg. 65). Unlike other
Hyborians, Hyperboreans get no particular bonus to Fate
Points.

% +2 racial bonus to all Intimidate checks. Hyberboreans
are renowned for their strength and aggressive nature,
which goes a long way towards overcoming their lack of
charm when it comes to intimidating others.

Background Skills: Craft (stone), Intimidate, any one other
skill chosen by the Player.

Favoured Class: Soldier.

Prohibited Classes: Pirate.

TANRAN

The Tauran region of Aquilonia is made up of a mixture of
agricultural lands and wilderness, with no large settlements. Its
people are regarded as somewhat backwards in comparison to
the sophisticated and cosmopolitan Hyborians who live in the
more densely populated and industrialised areas, though they do
make excellent woodsmen.

Tauran culture, religion and names should be treated as for
Aquilonia.

Racial Features: All of the following are racial features of the
Taurans.

# +1 racial bonus to all Survival checks. Taurans are the
best trackers and rangers in Aquilonia.

# +1 circumstance bonus to all Hide, Listen, Move Silently,
Survival and Spot checks in temperate forest or temperate
plains environments. Tauran woodcraft is the best of any
of the civilised folk, though it cannot match that of a
barbarian from a similar environment.

¥ No Weapon Familiarit. Unlike other Hyborians,
the Taurans do not gain weapon familiarity with the
greatsword. They are more used to smaller, lighter

aheV (order 213576
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weapons that do not interfere with rapid movement
through the woods.

Background Skills: Profession (farmer), Move Silently, Survival
and one other skill chosen by the Player.
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Favoured Class: Borderer.

Prohibited Classes: Barbarian, Nomad, Pirate.

HYRKkANIAN OR
TURANIAN

The Hyrkanians are dark and generally tall and slender, though
a squat slant-eyed type exists, resulting from mixture with a
curious race of intelligent, though stunted, aborigines who
were conquered by them on their westward drift, among the
mountains east of Vilayet. The Hyrkanians are descendants of
the ancient Lemurians, once enslaved by the ancestors of the
Stygians in ages past. The most prominent Hyrkanian tribe
is that of the Turanians, who have carved out a kingdom for
themselves that will one day sweep aside many of the Western
nations. All Hyrkanians are noted for their superb archery

skills.

e e

Culture: The Hyrkanians are by nature nomadic horsemen with
a culture resembling that of the Huns and Mongols. However,
the largest of their tribes have settled and founded the Turanian
Empire, which more closely resembles the Medieval Moorish
Empire. In some respects the Turanians are superior to the West,
chiefly those of organisation, politics and bureaucracy but at the
same time they can still be considered brutal when compared to
the most enlightened of Hyborian kingdoms, many of which
regard the Turanians as little better than their nomadic brethren.
This belief is as widespread as it is mistaken. They make cruel
masters; it is no wonder that outlaw bands of Kozaks dwell at
the margins of their society. Under their kings Yildiz and his
son Yezdigerd, the Turanian empire is expanding and will reach
Zamora and eastern Shem during Conan’s lifetime.

Names: The Hyrkanians will evolve into the tribes later known
as Tatars, Huns, Mongols and Turks and their names reflect §
this. One man’s horse is called Trem’. Rulers often have titles
such as Agha, Shah and Khan incorporated into their names.
Examples: (male) Alafdhal, Amurath, Angharzeb, Aram Baksh,
Atalis, Ghaznavi, Isparana, Jehungir, Jelal Khan, Jehungir Agha,
Jungir Khan, Kerim Shah, Khosrun Khan, Than, Yar Afzal,
Yezdigerd, Yildiz. Suggestions: (female) Conchaka, Khultulun,
Mandughai, Orqina.

Religion: Two deities are known of in Turan. These are
Tarim, who seems almost to be the patron god of the
Turanians and Erlik, ‘Lord of the Black Throne’, a god

of Death. There are almost certainly other gods,
possibly including Ishtar. In Zamboula, -
Hanuman, the Ape God, is worshipped,
a deified form of the carvivorous grey
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“Now they were almost within arrow-flight of the silent tower. and they
spread their line. nerves taut. ready for amy horror that might descend upon
them.

On the tower appeared a single figure. lifting a ten—foot bronze horn. Its strident
bellow roared out across the echoing slopes. like the blare of trumpets on Judgement
Oay. And it began to be fearfully answered. The ground trembled under the feet of
the mnvaders. and rumblings and grindings welled up from the subterranean depths.

._._.._:Ah_;.;_n-

The Irakzai screamed. reeling like drunken men on the shuddering slope. and Conan. eyes
glaring. charged recklessly up the incline. knife in hand. straight at the door that showed in the
tower—-wall. Above him the great horn roared and bellowed in brutish mockery. And then ‘Kerim
Shah drew a shaft to his ear and loosed.

Only a Turanian could have made that shot. The bellowing of the horn ceased suddenly. and a high.
thin scream shrilled in its place. The green—robed figure on the tower staggered. clutching at the long
shaft which quivered in its bosom. and then pitched across the parapet. The great horn tumbled upon
the battlement and hung precariously. and another robed figure rushed to seize it. shrieking in horror.
Again the Turanian bow twanged. and again it Was answered by a death-howl.

CHARACTER RACES
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apes that live around the Vilayet Sea. As the ‘Empire of the of hypnotism, which tends to reinforce the power of the
White Wolf,” Turan might also worship some wolf totem as hypnotist.

well. # Weapon Familiarity: Hyrkanians can wield tulwars and
Hyrkanian bows as though they were martial weapons,
Racial Features: All of the following are racial features of the rather than exotic weapons.

Hyrkanians.

Background Skills: Craft (bowyer), Ride, Survival.

% +1 racial bonus to attack rolls with all bows; that is, any

weapon with ‘bow’ or longbow” in the name. Hyrkanians ~ Favoured Class: Nomad.

are renowned as the greatest archers in the East.

+1 circumstance bonus to attack rolls with any bow if the ~ Prohibited Classes: None.

targetisatleast six range increments away, rising to +2 if the

target is at least nine range increments away. (Hyrkanians ~ Automatic Languages: Hyrkanian.

are especially accurate at great range.) If the Hyrkanian

also has the Far Shot feat, the minimum conditions Bonus Languages: Brythunian, Zamorian, Kothic, Corinthian,
required for gaining these +1 or +2 circumstance bonuses Hyperborean, Vendhyan, Iranistani, Khitan, Yuetshi, Shemitish,
are reduced to four range increments and six range  Stygian.
increments respectively.  Hyrkanians are particularly

superb at accurately shooting arrows out to extreme

ranges.
No prerequisite for the Far Shot feat. A Hyrkanian can
select the Far Shot feat as one of his feats without meeting
the usual prerequisite. Otherwise, this feat must still
be acquired normally, as one of the character’s feats or

bonus feats. It is not given as a special bonus feat to all |

Hyrkanians.

+2 circumstance bonus to all Diplomacy, Gather |

Information and Intimidate checks made anywhere east of
Zamora, west of Khitai and north of Vendhya, so long as
the Hyrkanian has a visible (though not necessarily drawn)

martial weapon of any kind. Hyrkanian dominance of
vast swathes of territory on all sides of the Vilayet Sea has
left ordinary travellers and aboriginal natives alike in near
terror of any armed Hyrkanian.

k04 -2 racial penalty to save against hypnotism
of any kind. This is for cultural reasons. The
"=, folk of the East have a long tradition of
tales and superstitions of the power



KkHITAN

The Khitans are yellow-skinned and dark-haired, with what to
Westerners is a quite unfathomable, almost alien look. The game
statistics given here reflect the Khitans who are most commonly
encountered and spoken of in the Hyborian kingdoms, as these
almost always seem to be sorcerers. It might be presumed that
the majority of ordinary Khitans never leave their home jungles.
So few Hyborians ever travel anything like as far away as Khitai
that any such speculation is unlikely ever to be proven one way
or the other.

Culture: Khitai in the far east is little known to the Hyborians.
Khitan caravans trade jade, cloth-of-gold and silk with Turan and
lotus blossoms to Stygia. These caravans and a few exiled Khitans
are the only contact with the West. The culture is essentially
Chinese-like, with a powerful god-emperor ruling from Paikang,
a mighty city whose minarets rise amid the vine-festooned
jungles of bamboo. The Khitans often appear mysterious and
secretive to Hyborian eyes. They are also renowned as wizards,
with some boasting that the Eastern wizards are greater than the
‘Western ones.

Names: Chinese style names will probably fit best. Suggestions:
(male) Huan, Kun, Li, Rong, Wei, Wu, Zhemin; (female) Chan,
Chang, Fang, Feng, Jia, Lei, Shan, Zhi.

Religion: Some Khitans worshipped the elephant god Yag-
kosha for a while but have a wide range of jungle animal gods
as well. Yun also receives worship from haven-headed priests in
the lost jungles of Khitai, perhaps through the ritual ringing of
golden chimes; certainly some especial ceremony requires such
bells. There is an obscure hint that the Zamorian spider-cult
might have originated in Khitai.

Racial Features: All of the following are racial features of the

Khitans.

# +1 racial bonus to all Knowledge checks. Khitans are
highly knowledgeable, particularly with regard to esoteric
lore of all kinds. Their sorcerous temples are also schools
of knowledge both common and obscure.

¥ +2 racial bonus to all Move Silently checks. The Khitans
are notably cat-footed.

¥ Bonus feat: At 1* level, a Khitan may choose one feat
from the following: Dodge, Improved Unarmed Strike,
Weapon Focus (staff), Summoner, Ritual Sacrifice or
Hexer.

¥ -2 racial penalty to save against hypnotism of any kind.
This is for cultural reasons. The folk of the East have
a long tradition of tales and superstitions of the power
of hypnotism, which tends to reinforce the power of the
hypnotist.

Background Skills: Knowledge (arcana), Knowledge (any),
Move Silently.

Favoured Class: Scholar.

T

eV (order £1.

Prohibited Classes: Barbarian, Nomad.
Automatic Languages: Khitan.

Bonus Languages: Hyrkanian, Vendhyan, Afghuli, Shemitish,
Demonic, Old Stygian, Stygian, Acheronian.

KUSHITE OR
NORTHERN
BLACk KINGOOM
TRIBESMAN

The Kushites are a slightly shorter than average, dark brown-
skinned race with curly black hair. These are the Gallahs, who
are the lower class and make up the majority of the population
of Kush. Several other countries of the Black Kingdoms share
similar racial and cultural characteristics to the Kushites,
including the Keshani, Puntans and Zembabweans. To the folk
of the Hyborian kingdoms, relatively ignorant of lands beyond
civilisation, any black man is likely to be presumed a ‘Kushite’
and any land south of Stygia is considered to be ‘Kush.’

Culture: The northern Black Kingdoms of Kush, Keshan,
Punt and Zembabwei approximate to the North African states
of Mali, Ethiopia and so on. There are also sub-tribes among
these nations. Culturally, the Darfari are regarded as a southern
nation, while the Ghanata and Tibu tribes of the desert south of
Darfar and Kush are certainly northern in culture.

Aphaki: The former ruling class of Tombalku, the Aphaki are
the descendents of a tribe from the Osasis of Aphaka in the
Kharanum Desert in southeastern Shem, who moved southwest
and interbred with the black people after moving south. The
power of the Aphaki in Tombalku is dwindling.

Ghanata: The harsh southern desert south of Kush has bred a
hardy nomadic people in the Ghanata.

Keshan: Lying in the eastern hinterland of Kush, where the broad
grassland merges with the forests that roll up from the south,

Keshan is ruled by a mixed race. This dusky nobility claims

descent from an ancient group of Shemites and rules a population
of blacks. These rulers were said to have founded Alkmeenon,
which now houses the legendary treasure, the Teeth of Gwahlur.
The current capital is Keshia. The Hyborians regard Keshan
itself as a legend. Keshan is the hereditary enemy of Punt.
Kush: Western Kush is open savannah, where the black tribes
graze their cattle. To the south and east lie thick steamy jungles
filled with the ruins of bygone civilisations. Beyond the jungle
is desert; to the north lies more desert. The Gallahs are
the original black inhabitants of Kush, ruled over by the
slightly more civilised Chagas, who are descendents of
Stygian settlers. The capital is a Chaga city, Shumballa,
also known as El Shebbeh. About the core of
Shumballa, a larger shanty-town of labourers
and craftsmen has grown. This is known
Kush is home to a thin but

e
as Punt.
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hardy breed of horse. Kush contains the Mandingo coastal tribe;
the Baghirmi; the Dangola and Bornu tribes of the grasslands;
and the Tibu, a desert tribe intermixed with Stygian blood.
Punt: Some Gallahs of Kush moved into the small kingdom of
Punt and settled, naming the whole land after the outer city of
Kush. There is thick jungle south of Punt. Punt is also rich in
gold, so much so that ‘they wash gold out of the rivers in wicker
baskets’.

Zembabwei: Little is known of this land, south of Punt. It is
called a ‘hybrid empire’ suggesting close ties with another
culture, perhaps Iranistan. It has traders (probably including
slavers) and fortresses. It has more than one king and hosts
armies of black spearmen. The land seems to have links with
Shem and with Iranistan, forming a link in the slave trade that
feeds the Turanian Empire with black slaves via Zamboula.

CHARACTER RACES (W

Names: Names from Kush and the northern Black Kingdoms
tend to be North African in nature, particularly Abyssinian.
Keshan: Examples: (male) Gorulga, Gwarunga; (female) Yelaya.
Suggestions: (male) Nacem, Tabari; (female) Latifa, Tapanga.
Kush: Examples: (male) Afari, Agerra, Ajaga, Amboola, Shubba,
Shukeli; (female) Tananda.

Punt: There are no examples by Howard of specifically Puntish
names. Ethiopian names have been used here. Suggestions:
(male) Bogale, Brehanu, Workne; (female) Kebedech, Lakech,
Melke.

Zembabwei: Zembabwean names are also something of a mystery,
with no examples given in the stories. It is assumed here that
they are similar to modern Zimbabwean names. Suggestions:
(male) Kascko, Mthakathi, Ngone, Tuli, Zenzo; (female)
Amadika, Nyasha, Sekai.

Religion: There are many local gods and devils worshipped
among the black kingdoms, such as Ollum-onga and Thog. In
addition, the following more-or-less national gods are known.
Keshan: Keshan has a number of bestial gods, although Gwahlur,
the King of Darkness, is the only one known to the Hyborians.
Kush: The Shemite Derketo has been adopted by Kush, as a
result of contact with the north, though she is worshipped as
Derketa, Queen of the Dead. The ruling class of Kush worship
Set, while the common masses worship Jullah in opposition
to Set.

Punt: The Ivory Goddess, possibly a variant of Ishtar,
is worshipped in Punt.

Zembabwei: Dagon and Derketo (interestingly
under her Shemite name) are worshipped in
Zembabwei.

Racial Features: All of the following are racial features of the
Kushites.

B

% +2 circumstance bonus to all Hide, Listen, Move Silently,
Survival and Spot checks in all hot environments. The
Kushites are at home in desert, plains and jungle alike.

¥ +1 racial bonus to damage rolls with spears of all types,
when used as melee weapons. Long years of practice
with the spear combine with a certain innate savagery to
make the Kushites some of the most dangerous spearmen
around.

¥ Simple Weapon Proficiency. All Kushites are proficient
with all simple weapons, whatever their background.
Theirs is an unforgiving culture, where any who do not
learn to defend themselves from an early age will simply
not survive as anything other than slaves.

# Illiterate. Kushites begin play without the ability to read
and write, unless they choose to spend 2 skill points to
gain it.

Background Skills: Hide, Move Silently, Survival.
Favoured Class: Barbarian.
Prohibited Classes: Noble.

Automatic Languages: Kushite, or Keshani, Puntan or
Zembabwean as appropriate to background.

Bonus Languages: Stygian, Shemitish, Darfari, Puntan,
Zembabwean, Old Stygian, Keshani, Iranistani, Black Coast.



The ruling caste of the Kushites, known
as the Chagas, are of partially Stygian
descent and so are far taller than the
ordinary Kushites. They have a quite
different cultural background to the
Gallahs and so do not gain any of the
They
gain different characteristics as described
below. The Chagas and Gallahs exist in a
constant state of tension that could at any
time break out into open conflict, with the
Gallahs always at least a little wary of their
Chaga rulers.

standard Kushite characteristics.

Culture: Chaga culture is uniquely its own. It is perhaps closer
to Stygian than to Gallah culture, since the Chagas tend to
be quite isolationist with respect to their subject people, the
Gallahs.
Stygia, they have developed their own culture distinct from that
of their erstwhile homeland. The Chagas share the Stygian love
of hunting but have taken it almost to the point of obsession.

However, over the centuries since the Chagas left

While their politics are also almost as convoluted and treacherous
as those of Stygia, the Chagas are not a theocracy, which can
allow for still more factionalism and betrayal.

Names: Most Chagas seem to have names of Stygian origin,
though a few names may have been altered over the years to
a more Kushite style. Examples: (male) Tuthmes; (female)

Tananda.

Religion: It seems likely that most Chagas are Set-worshippers,
though their religious beliefs probably include a hefty dose of a

more Kushite style of superstition and witchcraft.

Racial Features: All of the following are racial features of the
Chagas.

% +1 racial bonus to all Perform (ritual) and Craft (alchemy)
checks. Though the Chagas have nothing like the arcane
lore of their Stygian ancestors, those who do learn a little
magic often prove highly talented.

% +1 racial bonus to all Sense Motive checks. The Chagas
are quite distrustful of the ordinary Kushites who make
up the majority of their subjects.

% +1 circumstance bonus to all Hide, Listen, Move Silently,
Survival and Spot checks in all hot environments.
Though the Chagas are not such adept hunters as the
Gallahs, they still learn to survive and live effectively in
the jungles and deserts of Kush.

# Bonus feat. A Chaga may select one of the following
bonus feats at 1* level, in addition to any bonus feat from
a favoured class: Exotic Weapon Proficiency (Stygian
bow), Summoner, Ritual Sacrifice or Hexer. He must

meet the appropriate prerequisites as usual.

Background Skills: Perform (ritual), Craft (alchemy), Sense
Motive.

DBehind these came

men on half=wild horses
- the Warriors of ‘Kush.
the first of the great black
kingdoms of the grasslands

south of Stygia. They were

shining ebony. supple and
lithe. riding stark naked and
without saddle or bridle.

Favoured Class: Noble.

Prohibited Class: None.

a motley array of wild

GHANATA

The Ghanatas are closely related to the
folk of the northern Black Kingdoms,
though in fact they live in the Southern
Desert. They are illiterate, as are true
Kushites but otherwise are quite different
from most Kushites or other folk of the
: northern Black Kingdoms.

Culture: The Ghanatas are loosely
organised into tribes and smaller groupings, with even less
structure to their society than that of the original Kushites.
Unlike many other tribes from harsh environments, the Ghanatas
are not especially welcoming to strangers and are more likely to
brutalise or attack wanderers from other lands than offer them

hospitality.

Names: Ghanata names seem to be Nigerian in origin. Examples:
(male) Gobir, Saidu, Tilutan. Suggestions: (male) Babatunde,
Nna; (female) Amaka, Yewande.

Religion: Jhil, “The Merciless’, is the god of the Ghanatas of the
great southern desert.

Racial Features: All of the following are racial features of the
Ghanatas.

¥ +2 circumstance bonus to all Hide, Listen, Move Silently,
Survival and Spot checks in all hot desert environments.
The Ghanatas rarely leave their native deserts. These
bonuses replace the usual Kushite bonuses in hot
climates.

¥  +1 racial bonus to damage rolls with scimitars or Ghanata
knives. Spears are unsuited to the wild rush of Ghanata
desert warfare, so the Ghanatas have learned to wield
alternative weapons that are more lethal in close combat.
They do not gain the usual Kushite bonuses to spear
use.

% Martial Weapon Proficiencies: scimitar, Ghanata knife. |

All Ghanatas are proficient with all scimitars and Ghanata
knives, even their scholars.
% +1 racial bonus to all Ride checks. The Ghanatas are
expert riders of horses and camels alike.
Background Skills: Ride, Move Silently, Spot and Survival.
Favoured Class: Nomad.

Prohibited Classes: Noble, Pirate.

Automatic Languages: Ghanatan.



Bonus Languages: Darfari, Keshani, Puntan, Zembabwean,
Iranistani, Tibu, Tombalku.

NOROHEIMER

The Nordheimir (singular: Nordheimer) are two closely related
races, the yellow-haired Asir and red-haired Vanir. All are blue-
eyed and pale-skinned, with tall and powerful physiques. The
Nordheimir in general are welcoming to peaceful strangers,
though they constantly raid foreign lands and can be vicious
when abroad on one of their forays. Though the Nordheimir
women do not usually fight alongside the men in war, they are
charged with the responsibility of managing and defending
their longhouses while the warriors are away. Many a female
Nordheimer has won renown by beating off a horde of raiders
with a broadsword or battle-axe to protect her home and

children.

Culture: Descendants of the pre-Cataclysmic nation of Thule
(possibly with some Atlantean blood), the Nordheimir have a
Nordic culture of tribes ruled by a king who lives in a great hall
about which the tribal village is built. Farmers and hunters,
the Nordheimir are quick to feud among themselves and their
neighbours. The Asir are friendly with the Cimmerians but
hate the Vanir and the Hyperboreans. The Vanir hate the Asir,
the Cimmerians and the Hyperboreans.

Names: Nordheimir names tend to be Scandinavian and
Germanic. It is likely that many of the Norse gods share names
with the Nordheimir. Examples: (male) Bragi, Gorm, Haimdul,
Hialmar, Horsa, Niord, Wulfhere. Suggestions: (male) Balder,
Forseti, Frey, Grimnir, Heimdall, Hermod, Hodur, Honir,
Lodur, Loki, Magni, Modi, Odhinn, Odur, Thorr, Tyr, Uller,
Vali, Ve, Vili; (female) Erda, Eyra, Freya, Frigga, Fulla, Gefion,
Gersemi, Hlin, Hnoss, Iduna, Lofn, Nanna, Nerthus, Nott,
Ran, Saga, Sif, Sigyn.

Religion: Nordheimir worship Ymir, the Frost Giant, as their
chief god. Atali, the Frost-Giant’s daughter, ‘who lures men
from stricken fields into the wastelands to be slain by her
brothers, who lay men’s red hearts smoking on Ymir’s
board” might also have worshippers, although Ymir and
his family are probably worshipped for appeasement rather
than from love. There are probably also local tribal gods,
perhaps the ancestral heroes of the tribes who have become
deified. The Norheimir believe in Valhalla, where they
will go if they die bravely in battle. The races of Asir and
Vanir will themselves be remembered as gods after the
fall of the Hyborian Age.

Racial Features: All of the following are racial
features of the Nordheimir.

¥ +2 Constitution, -2 Dexterity. The typical
Nordheimir fighting style revolves around
wearing  heavy
hoping to outlast one’s
opponent, striking
heavier than

armour and

blows

him and trusting to natural fortitude and strength to
defeat him, rather than dodging his attacks.

% +1 circumstance bonus to all Hide, Listen, Move Silently,
Survival and Spot checks made in any cold land. The
Nordheimir are not such expert outdoorsmen as the
Cimmerians, concerning themselves with valour more
than with woodcraft.

# +1 racial bonus to damage rolls with any sword; that is,
any weapon that includes the word ‘sword’ in its name.
The Nordheimir favour swords as a weapon of war and
though their technique is perhaps unsophisticated, they
have a great deal of practice at delivering hard blows.

¥ Martial Weapon Proficiency: Broadsword. The
broadsword is found in every home in Nordheim, with
children practising with wooden swords from an early
age.

¥ Weapon Familiarity: Nordheimir can wield war swords
as though they were martial weapons rather than exotic
weapons.

Background Skills: Craft (any), Profession (farmer or sailor),
Survival.

Favoured Class: Barbarian.
Prohibited Classes: Noble, Nomad.
Automatic Languages: Nordheimir.

Bonus Languages: Cimmerian, Aquilonian, Pictish,
Hyperborean.
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and enemy Pictish tribes alike. Fortunately for the
Hyborian kingdoms, the different Pictish tribes
rarely co-operate but the Bossonians who border
their lands dread the times when a particularly
powerful shaman or strong chieftain does manage to
unite several tribes.

Background Skills: Jump, Hide and Tumble.

Favoured Class:
Barbarian.

Prohibited
Classes: Noble,
Nomad, Pirate.

Culture: The Picts have a Stone Age culture, one of
the most primitive of the area. Dwelling in tribes in
the game-rich forests of western Hyboria, the Picts

are noted as warriors and shamans, highly feared for ﬁutomatlc N lk{‘
their savagery. They are also exceptional trackers and P?‘n'gﬁa"gfjl.(' e il
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Pictish life include such practices as human sacrifice,
blood-feud and the burning alive of captives. The

fierce blood-feud they have with the Cimmerians pre- Bonus
dates the Great Cataclysm. They are also feared by the Languages:
Aquilonians but occasionally trade with the Zingarans. Aq'ullomz'm,
Cimmerian,
Nordheimer,

Names: Pictish names take two forms: they are either
Iroquois style names or descriptive names like ‘Hawk’.
Tribal names are also based on the tribal animal totems,
for example the Wolf Clan. Examples: (male) Gorm,
Sagayetha, Teyanoga, Zogar Sag. Suggestions: (male)
Akando, Akonni; (female) Cara, Oheo, Orenda.

1 Zingaran.

Religion: Pictish gods include the gorilla-god Gullah,
‘The Hairy One Who Lives In The Moon,” and
Jhebbal Sag, along with other pre-Cataclysmic gods and



SHEMITE

Shemitish archers are probably the best in the world, blue-
bearded expert bowmen wearing light mail shirts and cylindrical
helmets, born with their deadly bows in their hands. They are
good horsemen but can also fight as infantry if need be. Most
Shemites roam the uncharted deserts in the eastern half of Shem
and beyond as far as the kingdom of Turan, though the typical
Hyborian is far more likely to meet a more settled Shemite from
one of the many pastoral settlements to the west of that land.
These latter people are the variant race, Meadow Shemite.
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Culture: The desert-dwelling Shemites are predominantly
nomads, with the individual tribes often ranging over truly vast
areas. Perhaps the widest-travelled tribe is the Zuagir, who can
be found from Zamboula to Zamora and the eastern edge of the
Hyborian kingdoms. Tribal quarrels are common, though the
tribes share a common hatred for their more civilised cousins the
Meadow Shemites. Shem is looked on without much favour by
the Hyborian nations, perhaps because of its years as a satellite
of Stygia, though it seems unlikely that the Stygians ever made
many inroads into the vast eastern deserts where the nomadic
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Shemite tribes live.

Names: Shemite names are Middle Eastern or Biblical in form.
Examples: (male) Bit-Yakin, Gebal, Gilzan, Khumbanigash,
Zargheba; (female) Bélit. Suggestions: (male) Abaddon, Arvad,
Baruch, Eban, Gabai, Hyam, Lamech, Noam, Yadon; (female)
Alumit, Daya, Idra, Jamila, Talitha, Yael.

Religion: Ishtar, Anu and Bel seem to be the main gods of the
Shemites, though it seems possible that some members of the
larger Meadow Shemite pantheon (see pg. 291) might also be
worshipped among the desert-dwellers. One Shemite belief, also
common to all the variant races, is that evil men are imprisoned
in the bodies of apes, as a just punishment for their fell crimes.

Racial Features: All of the following are racial features of the
Shemites.

¥ +2 racial bonus to Appraise, Spot and Bluff checks.
Shemites are renowned as the greatest liars in the world.
They love objects of beauty and great value, particularly
gems and jewellery. They are noted for their keen sight,
which is naturally good and is further honed by long
travels in the desert.

+2 circumstance bonus to all Hide, Listen, Move Silently,
Survival and Spot checks in any desert environment.
Note that the Spot bonuses stack with the appropriate
racial bonuses mentioned above.
unparalleled mastery of their desert homes.

% +1 racial bonus to attack rolls with any bow; that
is, any weapon whose name includes the words
‘bow’ or ‘longbow’.
as renowned as those of the Bossonian bowmen
and Shemite mercenaries are in demand
% throughout the Hyborian kingdoms
; and beyond.

Shemites have an

Shemite archery skills are

i

This would be a battle of horsemen.
such as s possible only in the lands of
the Fast. The riders flowed through the
gates like a river of steel - sombre figures
in black and silver mail. with their curled
beards and hooked noses. and their inexorable

eyes in Which gleamed the fatality of their race
= the utter lack of doubt or of mercy.

# +1 circumstance bonus to damage rolls with any bow
against targets within one range increment, which is
usually 100 feet. Though Shemite archers are most famed
for the distance over which they can shoot their arrows,
they are also deadly accurate at close ranges, sending
arrows unerringly into their enemies’ vitals.

¥ +1 circumstance bonus to damage rolls when performing

As merciless, stone-cold killers, the
Shemites strike harder and more surely than more civilised
folk when attempting to finish off a fallen foe, with not
a trace of the compunction even hardened soldiers of the
West are likely to feel.

¥ Weapon Familiarity: Shemites can wield Shemite bows

a COMP de grace.

as though they were martial weapons, rather than exotic
weapons.

% -1 racial penalty to all saving throws. Shemites are a
fatalistic race and firmly believe that if today is their day
to die, they will die, however much they may duck and
weave and endure and otherwise cling to life.

Background Skills: Spot, Ride and Survival.
Favoured Class: Nomad.

Prohibited Classes: Borderer, Pirate.
Automatic Languages: Shemitish.

Bonus Languages: Stygian, Ophirean, Kothic, Argossean,
Hyrkanian.

MEAOOW SHEMITE

Most adventuring Shemites from the western meadow cities
are mercenary soldiers rather than desert nomads. They are
feared throughout the civilised world for their archery skills
and fierceness in battle.
themselves members of a particular tribe based around a city
or region, rather than simply ‘Meadow Shemites.” Meadow
Shemite tribes include the Anakim and Akkharim. Meadow
Shemites have a long-standing rivalry with eastern Shemites,
who are the standard Shemites defined above.

Meadow Shemites usually consider

Culture: The meadowlands of Shem have given rise to a group of
independent city-states, with strong trading links. The Meadow
Shemites are generally of medium height, though sometimes
when mixed with Stygian blood, gigantic, broadly and strongly



built, with hook noses, dark eyes and blue-black hair. Its people
make fine merchants and warriors.

Names: Meadow Shemite names are identical to those of other
Shemites.

Religion: Western Shem is a land of many gods, as each of
the city-states of the grasslands has its own patron deity. Bel,
God of Thieves, is patron of Shumir, while Ashtoreth, Adonis
and Derketo are patron gods of other unidentified city-states.
Most cities have temples to the Earth-Mother, who is known
variously as Ishtar, Derketo and Ashtoreth, the latter probably
being the most purely Shemite version; and to the sky-god, Anu,
symbolised as a bull. These patron gods are worshipped in the
form of copper idols. Many Shemite gods have been taken up
by other nations, such as Dagon and Derketo but only Ishtar
has found worshippers among the Hyborians. Pockets of Set
worship might survive from the days of the Stygian domination
of Shem.

Other than as follows, Meadow Shemites are treated as standard
Shemites (see above).

¥ +1 circumstance bonus to all Hide, Listen, Move Silently,
Survival and Spot checks in any plains environment. Note
that the Spot bonuses stack with the appropriate racial
bonuses mentioned above. Meadow Shemites know the
plains far better than they know the desert. They do not
receive special circumstance bonuses in the desert, as do
their eastern counterparts.

¥ +2 racial bonus to all Diplomacy checks. With a slightly
more sophisticated culture than their desert-dwelling kin,
Meadow Shemites have learned to apply their expertise
with lying to politics as well as simple interpersonal
relationships.

Background Skills: Diplomacy, Handle Animal and Ride.
Favoured Class: Soldier.

Prohibited Classes: Pirate.

PELISHTIM

The ancient Pelishtia region of western Shem is home to the
Pelishtim, a race of noted warriors and sorcerers. They can be
found throughout the world, for their wise men often wander
far in search of knowledge and their mercenaries will take service
anywhere between Zingara and Turan. It is whispered that the
Pelishtim sorcerers have the secret of eternal youth. Certainly,
wizards of that land are accounted some of the most learned
outside of Stygia and Khitai.

Culture: Pelishtim seems to breed adventurers and wanderers
more than do the other Meadow Shemite regions. Pelishtia is
also steeped in sorcery. Otherwise their culture is very similar to
that of western Shem in general.

Once they heard the clank of brass—
~ shod feet, and drew into the shadow's of
a gloomy arch while a squad of “Pelishti
watchmen swung past. There were fifteen
of them: they marched in close formation. pikes
at the ready. and the rearmost men had their L

broad. brass shields slung on their backs. to protect
them from a knife stroke from behind. The skulking
menace of the black maneaters was a threat even to
armed men.

Names: Pelishtim names are identical to those of other
Shemites.

Religion: Pteor is the patron god of Pelishtia, though Adonis,
Ashtoreth, Derketo and Ishtar are revered above even Pteor and
Bel is worshipped by thieves. Life after death generally is an
accepted fact among the Pelishtim, who also consider that a
sufficiently strong will can allow the dead to come back as ghosts
to fulfil unfinished business.

Other than as follows, Pelishtim are treated as standard Shemites
(see above).

¥ +1 circumstance bonus to all Hide, Listen, Move Silently,
Survival and Spot checks in any plains environment. Note
that the Spot bonuses stack with the appropriate racial
bonuses mentioned above. Meadow Shemites know the
plains far better than they know the desert. They do not
receive special circumstance bonuses in the desert, as do
their eastern counterparts.

% +2 racial bonus to all Knowledge (arcana) checks. The
Pelishtim are noted for their arcane secrets.

Background Skills: Handle Animal, Knowledge (arcana) and
Knowledge (any).

Favoured Class: Soldier or scholar.

Prohibited Classes: Pirate.

SOUTHERN
ISLANOER OR
SOUTHERN BLACk \‘
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Southern Islanders are very dark of skin, tall and

rangily muscled. Their warriors wear white ——
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most feared pirates of the world, raiding up and down the Black
Coast as far north as Stygia and even beyond. Many of the Black
Kingdoms, including Darfar and the southern Black Kingdoms,
are also home to people of a very similar cultural and racial type
to the Southern Islands.

AN KM

Culture: The Southern Blacks are tribal in nature, resembling
the great African tribes like the Zulus and Bantu. They often
go naked but may be adorned with rings of ivory or precious
metal in their noses, €ars or lips. The black kingdoms of
Amazon and the Atlaians are likely to be southern kingdoms.
Other tribes include the Suba of the Black Coast, the Bakalah,
who are just southeast of Kush and the Bamulas and Jihiji, both
neighbours of the Bakalah. Darfar, although quite northerly in
location, is culturally closer to the southern tribes, south of the
River Zarkheba. The spearman armed with an ox-hide shield
is the level of ‘soldier’ among the Black Kingdoms. Ritualistic
displays of aggression are often used to intimidate an opponent
rather than having an all out war, since most tribes are too small
to survive if they sustain heavy casualties. However, wars do
sometimes occur and tend to be bloodthirsty when they do.
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Names: The southern Black Kingdoms tend to have names
that are African, particularly Zulu, in origin. Examples: (male)
Aja, Ajonga, Amra, Askia, Bajujh, N’Gora, N’Yaga, Sakumbe,
Yasunga. Suggestions: (male) Nkosi, Sabelo, Sipho; (female)
Khanyisa, Lukanyo, Nande, Serigne, Thula.

Religion: There are mighty local gods and devils worshipped
among the black kingdoms, such as Ollum-onga and Thog. The
presence of creatures from the Outer Dark in many ancient lost
cities and places like the Vale of Lost Women suggests that these
may be commonly worshipped as local divinities too. The Suba
people worship Ajujo, the Dark One.

Racial Features: All of the following are racial features of the
Southern Islanders.

¥ +2 to Strength, -2 to Charisma. Southern Islanders are
almost as physically powerful as the Cimmerians of the
north, though they rarely make effective leaders and are
often led by chiefs from other regions.
+1 racial bonus to all attack rolls with any kind of spear
or javelin. Southern Islanders are expert spearmen and
rarely bother with any other weapon, save the occasional
heavy war-club for close-in work.
Simple Weapon Proficiencies: Hunting spear, club. Even
the most peaceable Southern Islanders recognise the value
of a spear or length of hardwood as a valid and traditional
mode of political or personal debate.
+2 racial bonus to all Perform (dance) checks. Southern
Islanders seem to have a dance for every occasion, even
war.

# +1 dodge bonus to Dodge Defence when
unarmoured. The Southern Islanders do not usually

wear armour and so have had to become

"ty expert at avoiding blows.
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¥ -2 racial penalty on all Will saving throws against Terror.
Southern Islanders are highly superstitious and prone to
freeze in horror at the sight of supernatural creatures of
any type.

# Illicerate. Southern Islanders begin play without the
ability to read and write, unless they choose to spend 2
skill points to gain it.

Background Skills: Perform (dance), Profession (sailor) and

Survival.
Favoured Class: Barbarian or Pirate.
Prohibited Classes: Noble, Nomad.

Automatic Languages: Southern Islander, Bakalah, Bamulah,
Suba, or Wadai.

Bonus Languages: Black Coast, Southern Islander, Bakalah,
Bamulah, Suba, Wadai, Kushite, Stygian, Shemitish, Argossean,
Zingaran, Tombalku, Tibu.

OARFARI
Though Darfar must certainly be regarded as one of the northern
Black Kingdoms, its inhabitants are far closer both physically
and culturally to the Southern Islanders and southern Black
Kingdoms. The Darfaris prefer bludgeons as weaponry but are
otherwise extremely similar to the Southern Islanders. They are
distinctive for their extremely kinky hair.

Culture: The Darfaris file their teeth. Whether this is as
ornament or to aid in their cannibalism is unknown. They are
savage bandits and murderers for the most part, with their entire
society driven by an obsession with their evil religion.

Names: It seems likely that Howard based the name Darfari on
Darfur, currently a part of Sudan, so non-Arabic Darfurian and
Nubian names are probably the best source for Darfari names.
Suggestions: (male) Adzete, Dahab, Nubu, Nunu, Oteku, Solon;
(female) Ate, Dede, Tele, Tete, Terte.

Religion: Most Darfaris belong to a highly unpleasant cannibal
cult. The god revered by them is uncertain; there is some
suggestion that it might be the desert god, Yog, the Lord of the
Empty Abodes, which would fit with the idea that Darfar is
similar to modern Darfur in being predominantly plateaus and
deserts.

Other than as follows, the Darfari are treated as Southern
Islanders.

¥ +1 racial bonus to all attack rolls with any kind
of bludgeoning melee weapon. The Darfaris love
nothing better than to beat their enemies to death or
unconsciousness, feeling that this retains the flavour of
the meat far better than slicing them open and letting
their blood spill upon the earth. This bonus replaces the
usual Southern Islander bonus to attack rolls with spears
and javelins.
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¥  Bite attack. A Darfari who is grappling an opponent and
performs the Damage Your Opponent action gains a +1
damage bonus and deals lethal piercing damage, instead
of the nonlethal bludgeoning damage that would be usual
for this action.

# +1 racial bonus to all Perform (drums) checks. This
replaces the usual Southern Islander bonus to Perform

(dance).
Favoured Class: Barbarian.
Prohibited Classes: Pirate, Noble.
Automatic Languages: Darfari.

Bonus Languages: Kushite, Stygian, Keshani, Shemitish,
Puntan.

STYGIAN

The modern ruling-caste Stygians are tall, broad and black-haired,
with dusky skin and handsome, straight features. Members of
the ruling caste of the Stygians are hereditary warriors, though
the Stygian deserts and cities are almost as famous for producing
powerful sorcerers. Most have fairly dark skin, though a few
of the most ancient noble families have skin the colour of pale
ivory.

Ordinary Stygians are a downtrodden mix of many different
races, most of them descended from slaves. These should
generally be treated as Kushites, Shemites, Southern Islanders,
or even Hyborians, depending on their origins.

Culture: The Stygian society is essentially a theocracy. Heretics
and criminals alike are punished with horrid tortures such as
skinning alive. According to legend, before the Lemurians
arrived in the land of Stygia, it was inhabited by a race of giant-
kings. The Lemurians bred with the giant-kings and, learning
much of their ancient sorcery, became the Stygians. A Stygian
priest says that some mummies have lain in their tomb of ‘ten
thousand years’ but this could be boasting, to suggest Stygia is
older than it is — or he may be referring to the tombs of the
giant-kings.

Names: Much of the Stygian culture survived to their
Egyptian descendants, including forms of names. These
are often compounded of several meaningful syllables, such
as: Nafer, Nut, Thoth, Merkri, Ak, Mek, Amon, Mes, Ra,
Mun, Ankh, Cris, Ri and Phon. The famous Egyptian name
Tutankhamon is made up of Tut-Ankh-Amon — so there could
be a Stygian called Set-Ankh-Mek or Setankmek. Note that
if you research additional names, it is important that these are
derived from ancient Egyptian rather than modern Egyptian
Examples: (male) Ctesphon, Kutamun, Thoth-
amon, Thothmekri, Thugra Khotan, Thutmekri, Thutothmes,
Tothmekri, Totrasmek, Tuthamon, Tuthmes; (female) Thalis,
Akivasha. Suggestions: (male) Bakt, Imhotep, Kamoses, Menes;
(female) Ankhesenamun, Enchy, Hebeny, Imiu, Isetnophret,
Kiya, Miw-Sher, Netikerty, Sadeh, Yunet.

sources.
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Religion: By far the most widely worshipped Stygian god is Set,
the Old Serpent. However, other dark ‘hideous half-bestial’ and
‘apish’ gods are worshipped as well, perhaps including Hanuman.
There is a cult centre to Derketo in Luxor. There is a suggestion
that Set’s enemy Ibis was once worshipped in Stygia or Acheron
but was driven out. Like the later Egyptians, the Stygians believe
in bodily resurrection and that the soul, or Ka, could be separated
from the body, passing into the afterlife on death.

% +2 racial bonus to all Knowledge (arcane), Perform
(ritual) and Craft (alchemy) checks. The Stygian ruling
caste is steeped in arcane lore from a very early age.

% +1 racial bonus to attack rolls when wielding a Stygian [
bow. Stygian nobles are born to the hunt and to war, B&=
regularly using the heavy bow of their country to bring | !.-“'
down desert lions and prey of a similar size.

¥ -2 racial penalty to all saving throws against Corruption.
Most Stygian sorcerers rather welcome corruption if there
is a chance it will bring them a little more arcane power.

All true

Stygians have had a chance to learn the techniques of the

% Exotic Weapon Proficiency: Stygian bow.

powerful Stygian bow.

Background Skills: Handle Animal, Knowledge
(arcane) and Perform (ritual).

Favoured Class: Scholar or noble.
Prohibited Classes: None.

Automatic Languages: Stygian.



Bonus Languages: Shemitish, Kushite, Keshani, Zembabwean,
Puntan, Darfari, Khitan, Hyrkanian, Acheronian, Demonic,

Old Stygian.
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VENDHYAN

The Vendhyans have probably the most advanced societies
outside of the West and Khitai, with a highly sophisticated
government and religion. They tend to have a light
brown to mid-brown skin tone and straight
black hair, with large dark eyes. Vendhyan
adventurers are almost always from the
Kshatriya caste, the
aristocracy of Vendhya.
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Culture: The rulers of the golden
kingdoms south of the Himelian
Mountains are considered little short
of divine and operate a caste system.
Vendhya’s culture resembles that of
the mythical India described in the
Vedas.

Names: Vendhyan names tend
to be Indian in origin. Examples:

(male) Bunda, Chand, Chunder, Gitara, Hf-':-:.-;-h
Khemsa, Khurum, Shan; (female)

Yasmina. Suggestions: (male) Darshan, Iswara, Kintan, Purdy,
Ravi; (female) Ambika, Bakula, Chandi, Dhanna, Hema, Indira,
Malini, Rajni.

Religion: Vendhyans tend to revere the mystical religion
of Asura and believe in a heaven, a hell and the judgment of
souls. Vendhya also has a well-developed practice of astrology,
suggesting a strong belief in fate. Ascetic hermits dwell in caves
on the borders of Vendhya, meditating on the mysteries of the
world.

¥ +2 racial bonus to all Diplomacy, Sense Motive and
Knowledge (nobility) checks and +1 racial bonus to all
Bluff, Gather Information and Knowledge (history)
checks. The Vendhyans are an ancient, cultured and
well-educated race. Particularly at the higher levels, their
society is highly sophisticated, so that careful choice of
words is often a more important survival factor even than
skill ac arms. Though they seem to be at war with their
neighbours on a regular basis, they will make every effort
to find a diplomatic solution where possible.

Martial Weapon Proficiency: Light lance. Furthermore,
Vendhyans gain a +1 circumstance bonus to attack and
damage rolls made when performing a mounted charge
with a light lance. The Vendhyan lancers form the core
of their military and every citizen of the Kshatriya warrior
caste is an expert lancer.

* +1 racial bonus to all Will saving throws,
except against hypnotism. Vendhyans have
a structured and disciplined society,
which tends to breed strong-willed
Though Vendhyan

citizens.

storytelling is not quite so steeped in the myth of
the all-powerful mesmerist as are many other
Eastern cultures, Vendhyan resolve still breaks
down more often against hypnotism than
against any other cause.

# Weapon Familiarity: Vendhyans
can wield tulwars as though they were

martial weapons, rather than exotic

weapons.

Background Skills: Diplomacy, Sense
Motive and Knowledge (nobility).

Favoured Class: Soldier or noble.

Prohibited Classes:
nomad.

Barbarian,

Automatic Languages: Vendhyan.

Bonus Languages: Khitan, Hyrkanian,
Afghuli, Iranistani, Kosalan.

ZAMORIAN

Most Zamorians are black-haired and fairly
dark of complexion. They are descended from
the Zhemri, a mysterious race said to be one of the first
human peoples. The Zamorians themselves are regarded as an
ancient and evil race.

Zamorians make the best thieves in the world and are notable
for keeping faith with their employers if thieving to order. This
is not the same as a true Code of Honour (see pg. 68) but is
simply a measure taken to ensure repeat business.

Culture: According to Yag-kosha in 7he Tower of the Elephant,
the Zamorians were survivors of an ancient pre-Cataclysmic
civilisation (probably Zarfhaana) and were one of the first
civilisations to develop after the Great Cataclysm. See Chapter
10: The Hyborian Age. Its 3,000 year-old civilisation has long
since sunk into decadence and Zamorians have a reputation as
criminals. Cities such as the ‘City of Thieves’ and ‘Shadizar the
Wicked’ only serve to enhance this notoriety. In theory Zamora
is a despotic state, though in fact strong priests or other courtiers
have been known to.hold the king in thrall.

Names: Zamora is another melting pot of humankind, being
on the crossroads of all land-based trade. Names from all over
the world are probably appropriate. Of the two examples we
have, one seems Spanish, the other Ukrainian; Ukrainian names
are probably a better fit, given Zamora’s geographical location.
Examples: (male) Shevatas, Yara. Suggestions: (male) Bohdan,
Buryan, Danyo, Petruso, Vanko, Yare; (female) Anichka, Ionna,
Luba, Olena, Orynko, Oxana.

Religion: Zamora has a large and varied pantheon of many
deities, which interrelate in a complex manner quite impenetrable
to outsiders. It is most famous for the Spider Cult centred on
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the city Yezud, where dancing girls cavort before a black stone
spider that is their god. The Hyborians regard this god as
abominable and its temples are forbidden outside of Zamora. In
addition, Bel, God of Thieves, is unsurprisingly popular, being
one of the few non-Zamorian gods whose worship is permitted
in Zamora.

% +2 to Dexterity, -2 to Strength. Zamorians are wiry and
lithe but lack the sheer muscle-power of some of the
larger races.

% +2 racial bonus to all Open Lock, Disable Device and
Sleight-of-Hand checks and +1 racial bonus to all Craft
checks. Zamorians have the quickest and nimblest fingers
in all the civilised lands.

¥ +2 circumstance bonus to all Gather Information checks
that relate to theft, assassination and the locations or
powers of legendary or magical objects. Zamorians seem
to know where to find the deadliest poisons and most
ancient artefacts, as well as the richest treasures.

# +1 circumstance bonus to Climb, Hide, Listen, Move
Silently and Spot checks in urban and underground
conditions. Though they are no great woodsmen,

Zamorians are adept at operating stealthily and efficiently

in cities, tombs and similar locations and their senses are

constantly on the alert in such conditions.

Background Skills: Open Lock, Disable Device and Sleight-
of-Hand.

Favoured Class: Thief.
Prohibited Classes: Barbarian, pirate.
Automatic Languages: Zamorian.

Bonus Languages: Shemite, Hyrkanian, Kothic, Brythunian,
Corinthian.

ZINGARAN

Most Zingarans are black-haired and dark of complexion. They
are descended from a mixture of the Pictish and Hyborian
people, along with the pre-Pictish inhabitants of Zingara, who
are thought to be closely related to the Shemites. They are lean
and dangerous-looking in appearance and have fiery tempers.
The warriors of eastern Zingara sport black moustaches.

Culture: The Zingaran culture resembles that of Spain in the
late medieval period. The nobility of Zingara are noted for their
skill with swords and their chivalry. However, the reputation of
the commoners, mainly the abundant sailors, is less impressive.
Black serfs toil in the plantations of southern Zingara, under the
whips of the slave-masters.

Names: Zingaran names tend to have a Spanish, or Gypsy, air
to them. Names often end in ‘o’ for men and ‘@’ for women.
Zapayo Da Kova is an interesting example of a full name,
roughly translated it means “Zapayo of Kova, with Kova
probably being the family estate. Examples: Beloso, Galbro,
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Gebbrelo, Gebellez, Valbroso, Valenso, Zapayo, Zaporavo,
Zarono, Zingelito; (female) Belesa, Sancha. Suggestions: (male)
Castel, Devante, Iago, Inigo; (female) Adoncia, Bonita, Catalina,
Cochiti, Jachinta, Madra, Neva, Perla.

Religion: Zingaran gods are older than many other Hyborian
gods but very little is known about the precise details of their
worship. Many of the younger Zingarans have probably begun
to worship Mitra, the main Hyborian god.

% +2 Charisma, -2 Constitution. Zingarans are swaggering,
flashy and have one of the most complex political
structures outside of Vendhya. However, they are
not as tough as most of the Hyborian races, as Conan
readily demonstrates by killing an experienced Zingaran
freebooter with a single punch to the jaw.

% +1 racial bonus to all Sense Motive checks but a -1 racial
penalty to all Diplomacy checks. The Zingarans are
naturally wary of others' motives, assuming the worst
about their own countrymen and foreigners alike. This
suspicious nature can be useful at times but tends to cause
negotiation to break down into mutual paranoia and
hatred, making the Zingarans poor diplomats.

¥ +1 racial bonus to all Profession (sailor), Balance and Use
Rope checks. The Zingarans do a fair amount of trading
on the sea but even more raiding, with the Zingaran
buccaneers being almost as feared as the pirates of the
Baracha Islands.

¥ +1 racial bonus to all attack rolls made with the
broadsword and arming sword. The Zingarans are some
of the most expert swordsmen of the known world, with
a highly developed and scientific approach to the study of
swordsmanship.

% Martial Weapon Proficiency: Arming sword. Zingaran
swordsmanship is taught in both formal fencing-schools
and the back streets of every city, which are no less
strict; though many Zingarans learn only the civilian
arming sword, rather than the more military-oriented
broadsword.

% Sneak Attack. All Zingarans begin play with a +1d6
sneak attack. This is treated exactly like the thief class
feature of the same name (see pg. 177). It stacks with
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the sneak attack class feature from the thief class or from &

any other class that grants it, if available. Zingarans are

regarded as untrustworthy, not because they are thieves
like the Zamorians but because they will stab a man in
the back as soon as look at him.

¥ Weapon Familiarity: Zingarans can wield greatswords
as though they were martial weapons, rather than exotic
weapons.

Background Skills: Profession (sailor), Balance and Use
Rope.

Favoured Class: Soldier or Pirate.
Prohibited Classes: Barbarian, Nomad.

Automatic Languages: Zingaran.
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CLASSES

THE HYBORIAN AGE s a time of mighty heroesand
churlish vagabonds, evil sorcerers and savage warriors, corrupt
priests and master thieves. It is a time unlike any other and
those who experience this time live the fullest lives imaginable,
constantly striving against powerful foes and unnatural horrors,
seeking out unimaginable wealth and ancient artefacts.

¥ i

Within this chapter are presented the classes of Conan the
Roleplaying Game for use by players in creating their characters.

CHARACTER
CLASSES

Heroes of the Hyborian age live lives of danger, excitement and
adventure. Each chooses his path through life and the means by
which he will seize fame, wealth or power.

Your character class is your vocation; it determines your strengths,
your training and more. Along with race it determines, in game
terms, who you are.

HIT OIE

This is the die type used by characters of the class to determine
the number of hit points gained per level.

A Player rolls one die of the given type each time his character
gains a new level up to level 10. The character’s Constitution
modifier is applied to the roll. Add the result to the character’s
hit point total. Even if the result is O or lower, the character
always gains at least 1 hit point. A 1% level character gets
the maximum hit points rather than rolling, although the
Constitution modifier is still applied.

However, from 11* level onwards, characters gain a fixed number
of hit points per level, instead of rolling. This number is +1 for
gaining a level in a class that would usually give 1d6 hit points,
+2 for a class with 1d8 hit points and +3 for a class with 1d10
hit points. Constitution bonuses are not added to these fixed
hit points.

For example, Amulric is a I? level noble with Constitution
16. Nobles usually have 1d8 hit points but at 1 level
Amulric gains the maximum of 8 hit points, +3 for

his Constitution bonus for a total of 11.
e

‘beroes of *d)e‘bc‘bomm ;\Se

By the time he is 10" level, assuming his Constitution has increased
to 18 by this point, he will have 8 (1% level maximum) + 948 (hit
dice for levels 2 to 10) + 40 (Con bonus +4, times 10) = 88 hit
points.

Each level thereafter, however, he gains only +2 hit points, so at 11
level he has only 90 hit points.

At 207 level, assuming another couple of Constitution increases,
taking Constitution to 20, he will have 8 (1" level maximum) +
948 (hit dice for levels 2 to 9) + 50 (Con bonus +5, times 10) + 20
(fixed hit points +2, times ten) = 118 hit points.

CLASS skills

This section of a class description provides a list of class skills
and also gives the number of skill points the character starts
with at 1st level, as well as the number of skill points gained
cach level thereafter. A character’s Intelligence modifier is
applied to determine the total skill points gained each level. A
character always gains at least 1 point per level, even if he has an

Intelligence penalty.

A 1+ level character starts with 4 times the number of skill points
he receives upon attaining each level beyond 1*. The maximum
number of ranks a character can have in a class skill is equal to
the character’s level +3.

CLASS TABLE

This table details how a character improves as he attains higher
levels in the class. It includes the following information.

EO Level: The character’s level in the class.

& Base Attack Bonus: The character’s base attack bonus
and number of attacks.

& Fort Save: The base save bonus for Fortitude saving
throws. The character’s Constitution modifier also
applies.

kS Ref Save: The base save bonus for Reflex saving throws.
The character’s Dexterity modifier also applies.

£ Will Save: The base save bonus for Will saving throws.
The character’s Wisdom modifier also applies.

O Class Features: Level-dependent class features, each

explained in the section that follows.



CLASS AND LevelL
BONUSES

An attack roll or a saving throw is a combination of three
numbers, each representing a different factor: a random element,
which is the number you roll on the d20, a number representing
the character’s innate abilities, which is the ability modifier, plus
a bonus representing the character’s experience and training.
This third factor depends on the character’s class and level. Each
class table summarises the figures for this third factor.

BASE ATTACkK BONUS

Check the table for your character’s class. On an attack roll,
apply the number from the Base Attack Bonus column to the
d20 die roll. Use the bonus that corresponds to the character’s
level. Numbers after a slash indicate additional attacks at reduced
bonuses: ‘+12/+7/+2’ means that a character of this level makes
three attacks per round, with a base attack bonus of +12 for
the first attack, +7 for the second and +2 for the third. Ability
modifiers apply to all these attacks.

When a character’s base attack bonus reaches +6, he is entitled
to make an extra attack at a +1 base attack bonus. However, if
the character’s attack bonus only reaches +6 or higher because of
modifiers, then he does not get this extra attack.

For example, a 4™ level soldier has a base attack bonus of +4.
When using a crossbow or other ranged weapon, he adds his
Dexterity modifier. Even if this increases his attack bonus to
+6 or higher, he does not gain an additional attack. For these
purposes, only the base attack bonus counts. If a character has
more than one class, add the base attack bonuses for each class
together to determine the character’s base attack bonus. See the
Multiclass Characters section for an example.

BASE OOOGE BONUS

This number represents the amount added to your Dodge
Defence. See the Combat chapter.

BASE PARRY BONUS

This number represents the amount added to your Parry
Defence. See the Combat chapter.

BASE SAVING THROW
BONMISES

Check the table for your characters class. It lists the base
saving throw bonuses for the three types of saving throws:
Fortitude, Reflex and Will. Use the bonuses that correspond
to the character’s level. If a character has more than one class,
add the base saving throw bonuses for each class to determine
the character’s base saving throw bonuses. See the Multiclass
Characters section for an example.
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LEVEL-OEPENDENT
BENEFITS

In addition to attack bonuses and saving throw bonuses, all
characters gain other benefits from advancing in level. The
following summarises these additional benefits.

XP: This column shows the experience point total needed to
achieve a given character level. As a character accumulates
experience points through game play or by Games Master
allowance, his level increases to match the one given on this
chart. Unless specific campaign rules dictate otherwise, a new
level is gained as soon as a character’s experience point total
equals or exceeds that level’s threshold.

Class Skill Max Ranks: The maximum number of ranks a
character can have in a class skill is equal to his character level
+3. A class skill is a skill associated with a particular class. Class
skills are listed in each class description in this chapter.

Cross-Class Skill Max Ranks: For cross-class skills, which are skills
that are 7ot associated with a character’s class, the maximum
number of ranks is one-half the maximum for a class skill.
Maximising a cross-class skill costs the same amount of points
as buying the maximum rank in a class skill. For example, at 1*
level, a character can pay 4 points for 4 ranks in a class skill, or
spend the same 4 points for 2 ranks in a cross-class skill. The
half ranks (.5) indicated on the table do not improve skill checks;
they simply represent partial purchase of the next skill rank and
indicate that the character is training to improve that skill.

Feats: This column indicates the levels at which a character gains
feats; one at 1% level, one more at 3* level and one more at every
3 level thereafter. See the Feats chapter for feat descriptions.

Ability Increases: This column indicates the levels at which a
character gains ability score increases. At 4" level and every
four levels thereafter (8%, 12, 16™ and 20™ levels) a character
gains a permanent +1 increase to any one of his ability scores.
The Player chooses which ability score to improve. At 6
level and every four levels thereafter (10%, 14" and 18® levels)

each character gains a permanent +1 increase to #// his ability &
scores. The ability improvement is permanent. For multiclass |

characters, feats and ability score increases are gained according
to character level, not class level. Thus, a 3 level Scholar/1*
level Soldier is a 4™ level character and eligible for his first ability
score boost.

For example, a Noble with a starting Charisma of 16 intending
to improve his position at court might improve to Charisma 17
at 47 level. At 87 level, the same character might improve
Charisma again from 18 to 19, it having increased ro 18 ar
6th level. This will occur even if the Noble has spent time
as a scholar between 47 and 8” level and is a 67 level
Noble/2" level Scholar.
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CLASS FEATURES

This entry details special characteristics of the class, including
bonus feats and unique talents that are gained as a character
attains higher levels in the class.

MULTICLASSING

Any character can multiclass without penalty in Conan the
Roleplaying Game, so long as he is in a suitable environment in
which to learn the necessary skills and talents of the class, in the
Games Master’s opinion. For some classes this may be quite
tricky; a character who did not start out as a barbarian or nomad,
for example, will need to live extensively with an appropriate
barbarian tribe or nomad clan before he may reasonably take
a level in that class. On the other hand, any character who
joins a mercenary band or army could probably be permitted to
multiclass into the soldier class if he wishes.

However, characters are encouraged to stick to one class for at
least ten levels so as to gain the maximum number of feats under
the Favoured Classes rules (see pg. 17). This allows some players
to create strongly archetypal characters and others to learn a little
something from a large number of different character classes,
just as Conan himself did.

Note that beyond 11" character level, hit points for
multiclass characters work in much the same way as for
single-classed characters. The character gains either
+1, +2 or +3 as a fixed bonus to hit points for
each class level gained between 11% and
20, with the fixed bonus depending
on the Hit Die type of the class in
which a level has been gained.

For example, Conan is a 1" level barbarian with a Constitution of
18. He has 10 + 4 = 14 hit points at 1* level.

By 10" level, he has taken two more levels of barbarian, as well
as two levels of pirate, two of thief and three of soldier and his
Constitution is now 20. His total hit points at this time are 10 +
2d10 + 2d8 + 2d8 + 3d10 + 50 = 105.

From this point onwards, he will only get fixed bonus points, rather
than Hit Dice and Constitution bonuses, when he advances a level.
Thus at 11" level, he decides to take another level of barbarian and
gains +3 hit points for a total of 108. At 12 level he takes another
level of pirate, +2 hit points, for 110. At 13” level he takes a level
of nomad, +3 hit points, for 113.

BARBARIAN

Adventures: The Hyborian Age is a time of great opportunity
for barbarians. The civilised nations that have developed across
most of the Western world from the old Hyborian tribes are
largely decadent and there are plenty of chances for a canny
barbarian to steal from them — or even conquer them. Beyond
the borders of the Hyborian lands lie many forgotten cities and
ancient tombs; once more, the barbarian is ideally suited to
exploring or plundering such lands.

Characteristics: Barbarians have a fast and highly versatile
combat style. In all-round, no-holds-barred fighting, few can
hope to defeat them, though a soldier from a more civilised
nation may have the edge in a formal duel or mass battle.
Barbarians also have excellent reflexes, as well as the ability to
turn fear into anger, slicing through supernatural foes in a red
fury where other characters would flee in terror.



Religion: Barbarians usually follow the religion of their native
land, whether this is the straightforward worship of Crom and
his kin popular in Cimmeria, the grim faith of the Nordheimir,
the savage and sacrifice-hungry gods of the Picts, or the witch-
doctor’s juju and mysterious deities of the Black Kingdoms.

Background: Barbarians may come from almost any non-
civilised land, though nomads are more usual in the deserts and
steppes. Likewise, they may follow almost any profession except
for some of the more esoteric civilised trades. A Cimmerian
might be the son of a blacksmith or warrior chief, a Pict could be
a young hunter or shaman’s apprentice, while an Afghuli hillman
has almost certainly spent much of his life raiding Vendhya and
other civilised lands.

GAME RULE
INFORMATION

Abilities: Strength, Dexterity and Constitution are all crucial
for the barbarian. He must be capable of hitting hard and fast,
dodging most enemy blows and simply taking blows that do get
past his guard. Furthermore, he should cultivate his Charisma
if he plans to be a great leader of men; Wisdom to ensure his
senses are as keen as possible; and Intelligence so that he
gains plenty of skills.

Hit Die: d10.

CLASS skills
The barbarian’s class skills (and the key ability
for each skill) are Bluff (Cha), Climb (Str),
Craft (herbalism) (Int), Craft (any mundane)
(Int), Handle Animal (Cha), Hide (Dex),
Intimidate (Cha), Jump (Str), Listen (Wis),
Move Silently (Dex), Perform (Cha),
Profession (Wis), Ride (Dex), Spot (Wis),
Survival (Wis) and Swim (Str).

Skill Points at 1st Level: (4+ Int modifier)
x 4.

Skill Points at Each Additional Level: 4+
Int modifier.

CLASS
FEATURES

All of the following are class features
of the barbarian.

Weapon and Armour Proficiency: A
barbarian is proficient with all simple
and martial weapons, two-weapon
combat (Barbarians effectively gain
the Two-Weapon Fighting feat for
free), light and medium armour and
shields. Note that armour check penalties for
wearing medium or heavy armour apply to the skills
e
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Balance, Climb, Escape Artist, Hide, Jump, Move Silently,
Sleight-of-Hand and Tumble. Also, Swim checks suffer a -1
penalty for every 5 pounds of armour and equipment carried.

Fearless: The barbarian gains a +2 resistance bonus to all Will
saving throws against any fear type of effect, including Terror

(see pg. 313).

Track: At 1* level the barbarian gains the Track feat for free.
This is an extraordinary ability. If he already has the Track feat,
he instead gains the Skill Focus (Survival) feat.

Bite Sword: The barbarian often finds it useful to carry his sword
in his teeth, when suddenly plunged into icy water, clutching at
a crumbling cliff-face, or leaping a palisade. There would be no
time to replace the blade in its scabbard but he can hold it in his
strong jaw in an instant. Up to once per round, as a free action,
a barbarian of 2™ level or higher can place any light weapon
or any one-handed slashing weapon in his mouth and carry it
securely there for up to 3 + Strength modifier rounds, or 3 +
Strength modifier minutes if it is a light weapon, before taking it
back into his hand as a free action once more. While carrying his
weapon in his mouth in this manner, the barbarian can act
normally, though he may not attack with the weapon in
his mouth. This is an extraordinary ability.

Versatility: Barbarians have little time for
the niceties of civilised swordplay but their
unorthodox fighting style allows them to
pick up and wield almost any weapon
with ease, or turn an everyday object
such as a heavy bench or treasure chest
into a deadly improvised weapon. All
barbarians suffer only a -2 penalty
when using a weapon with which
they are not proficient, including
improvised
weapons and melee weapons that
cannot usually be thrown. This
is an extraordinary ability.

exotic ~ weapons,

From 7% level onwards,

the barbarian

weapons with which he is
not proficient, whether
they are exotic weapons,
improvised weapons, or
melee weapons which
usually  be
thrown. In effect,
he is proficient
with all weapons.

cannot

=

suffers no
penalty at all when using |
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' ™ Base Attack Dodge Parry Attack  Fort Ref  Will
! Bonus Bonus Bonus Bonus Save Save  Save Special
'r. 1 i +0 +0 +0 +2 +2 +0 Track, Fearless, Versatility (-2 penalty)
; i 2 +2 +1 +0 +0 +3 +3 +0 Bite Sword, Crimson Mist
; i .'s o) +3 +2 +1 +0 +3 +3 +1 Trap Sense +1, Endurance
i W0 4 +4 +3 +1 +1 +4 +4 +1 Uncanny Dodge
| 0 3 +5 +3 +1 +1 +4 +4 +1 Mobility
t 3 6 +6/+1 +4 +2 a5l +5 +5 an Trap Sense +2, Diehard
4 | (V] 7 +7/+2 +5 +2 +1 +5 +5 +2 Versatility (no penalty)
L -1 8 +8/+3 +6 +3 +2 +6 +6 +2 Improved Uncanny Dodge
9 +9/+4 +6 +3 +2 +6 +6 +3 Trap Sense +3
P l 10 +10/+5 +7 +3 +2 +7 +7 +3 Improved Mobility, Damage Reduction 1/-
L 11 +11/+6/+1 +8 +4 +2 +7 +7 +3 Greater Crimson Mist
12 +12/+7/+2 +9 +4 +3 +8 +8 +4 Trap Sense +4
13 +13/+8/+3 +9 +4 +3 +8 +8 +4 Damage Reduction 2/-
14 +14/+9/+4 +10 +5 +3 +9 +9 +4 Versatility (double threat range)
15 +15/+10/+5 +11 +5 +3 +9 +9 +5 Greater Mobility, Trap Sense +5
16 +16/+11/+6/+1 +12 +6 +4 +10 +10 +5 Damage Reduction 3/-
17 +17/+12/+7/+2 +12 +6 +4 +10 +10 +5 Unconquerable
18 +18/+13//+8/+3 9 +6 +4 +11 +11 +6 Trap Sense +6, Wheel of Death
19 +19/+14/+9/+4 +14 +7 +4 +11 +11 +6 Damage Reduction 4/-
20 +20/+15/+10/+5 +15 o +5 +12 +12 +6 Versatility (triple threat range)

At 14" level, the barbarian doubles the threat range when
wielding any melee weapon, including simple, martial, exotic
and improvised weapons, as well as unarmed attacks and
grapples. At 20" level this threat range is tripled.

Crimson Mist: Any time a barbarian of 2 level or higher
succeeds in a Will saving throw against terror (see pg. 313), he
flies into a furious anger instead of becoming terrified. This
is treated in all respects as the Fighting-Madness feat (see pg.
108), including the restriction that it may only occur once per
day. A character who has the Fighting-Madness feat and is also
a barbarian of 2" level or higher however may voluntarily go
into a Fighting-Madness once per day due to his feat, as well
as entering a crimson mist once per day if he succeeds in a Will
saving throw against terror. This is an extraordinary ability.

From 11™ level onwards, the barbarian’s crimson mist is more

powerful, with the bonus to Strength increasing to +6, the bonus

to hit points increasing to +1.5 per class level (rounded down)

and the bonus to Will saving throws increasing to +3. Note

that if the barbarian also has the Fighting-Madness feat, this

improved crimson mist ability has no effect on his Fighting-
Madness.

Trap Sense: At 3* level, the barbarian gains a +1 bonus
to Reflex saving throws made to avoid traps and a +1
dodge bonus to Dodge Defence against attacks by
traps. Every three levels thereafter, these bonuses
increase by +1. Trap Sense bonuses gained
from different classes stack. This is an
extraordinary ability.

Endurance: At 3" level, the barbarian gains Endurance as

a bonus feat. If he already has Endurance, he instead gains
Diehard.

Uncanny Dodge: From 4™ level and above, the barbarian can
still use Dodge Defence or Parry Defence when caught flat-
footed or when struck by an invisible attacker. If the barbarian
already has Uncanny Dodge from some other source, such as
from being a 4™ level pirate already, he instead gains Improved
Uncanny Dodge (see below). This is an extraordinary ability.

Mobility: From 5% level onwards, the barbarian gets a +4
dodge bonus to Dodge Defence against attacks of opportunity
caused when he moves out of or within a threatened area. If the
barbarian already has Mobility from some other source, such as
from being a 5% level nomad already, he instead gains Improved
Mobility (see below). Note that Mobility does not apply if the

barbarian is mounted. This is an extraordinary ability.

Improved Uncanny Dodge: At 8 level, the barbarian can no
longer be flanked, except that a thief or pirate at least four levels
higher than him can still flank him.

Diehard: At 6™ level the barbarian gains Diehard as a bonus
feat. If he already has Dichard, he instead gains Toughness.

Improved Mobility: From 10" level onwards the barbarian
never provokes attacks of opportunity, whatever he does, so long
as he moves at least 10 feet during that combat round. If the
barbarian somehow already has Improved Mobility, such as for
already having had Mobility from another source before reaching
5% level and so gaining Improved Mobility at 5* level instead



of Mobility, he instead gains Greater Mobility (see below).
Note that Improved Mobility does not apply if the barbarian is
mounted. This is an extraordinary ability.

Damage Reduction: Starting at 10" level, the barbarian gains
the extraordinary ability to shrug off some amount of injury
from each blow or attack. Subtract 1 from the damage the
barbarian takes each time the barbarian is dealt damage. At 13
level, this damage reduction rises to 2. At 16™, it rises to 3. At
19%, it rises to 4. Damage reduction can reduce damage to 0
but not below 0.

Greater Mobility: From 15® level onwards the barbarian may
move up to his speed as part of a full attack action, rather than
merely taking a five-foot step. He may move and attack in
any order, so he might for example move five feet, attack once,
move fifteen feet, attack twice more and then move again for
the remaining twenty feet of his movement. Note that Greater
Mobility does not apply if the barbarian is mounted or is wearing
heavy armour. This is an extraordinary ability.

Unconquerable: A barbarian of 17* level or higher who is
reduced to below 0 hit points (but still alive) no longer takes a
point of damage for performing a standard action, as he usually
would according to the Dichard feat. Furthermore, he is not
Left for Dead (see pg. 163) until reduced to a number of negative
hit points equal to his class level and may continue to perform
either a move action or a standard action each round until that
point. This is an extraordinary ability.

Wheel of Death: From 18" level, the barbarian gains a bonus
attack at his highest attack bonus on any round in which he has
no allies within five feet and at least three opponents within five
feet. This is an extraordinary ability.

BOROERER

Adventures: Borderers are used in particular by civilised nations
attempting to push back their boundaries into wilderness. At
present Aquilonia, with its regular pushes into the Pictish
Wilderness, is the primary sponsor of Borderers. Borderers in
those new settlements can expect a life of danger and trouble,
constantly pushing back Pictish raids and counter-raiding Pictish
villages in turn. Other civilised regions may also sometimes
contain appropriate conditions for borderers to find work.
Some may spend most of their time as gamekeepers in the great
forests of the nobility, protecting their lords’ game animals from
poachers. Others may live in border regions, acting as a bulwark
against their land’s enemies, while others still find employment
with armies or mercenary bands as scouts and outriders.

Characteristics: Borderers are especially at home in any
woodland, including jungle and gain a number of bonuses while
in such terrain. The more experienced borderers also learn to
take advantage of other terrain conditions. They learn suitable
combat skills for hit-and-run skirmishers, either archery or the
use of paired weapons. Finally they are expert trackers and have
almost unstoppable endurance, fighting on against overwhelming
odds even at the cost of their own lives.
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They were of a new breed growing
up in the World on the raw edge of the
frontier = men whom grim necessity had

taught wooderaft. Aquilonians of the western

provinces to a man, they had many points in
common. They dressed alike - in buckskin boots.
leathern breeks and deerskin shirts. with broad
girdles that held axes and short swords: and they
were all gaunt and scarred and hard-eyed: sinewy
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and taciturn.

Religion: Most borderers revere the main deity or deities of their
race — usually Mitra among the Hyborian peoples. Some learn
a few of the secrets of their enemies’ gods too, though this may
alienate them from their own people. The cults of the Pictish
gods in particular have a good deal of hidden lore that can be
useful to any woodsman.

Background: Most borderers are originally from regions that
are relatively peaceful but which nonetheless have a good deal
of wilderness as well as scattered farms and villages. Growing
up in these relative backwaters, such as Tauran and the other
western provinces of Aquilonia, borderers learn the woodcraft
and hardiness necessary to excel at what they do.

GAME RULE
INFORMATION

Abilities: The abilities needed by a borderer are very much
dependent on the precise role he is to play. If he is to be
predominantly a skirmishing borderer, he will need to be very
capable in combat, so Dexterity is probably the most crucial
ability, particularly if he specialises in archery, with Strength
and Constitution next. A more skill-oriented borderer will
need a high Intelligence to gain plenty of skill points, as well as
reasonable Wisdom, Dexterity and Charisma for the skills based
on those abilities.

Hit Die: d10.

CLASS skills
The borderer’s class skills (and the key ability for each skill) are
Climb (Str), Craft (herbalism) (Int), Craft (any mundane) (Int),
Gather Information (Cha), Handle Animal (Cha), Hide (Dex),
Jump (Str), Knowledge (geography), Knowledge (local), Listen
(Wis), Move Silently (Dex), Profession (Wis), Ride (Dex),
Search (Int), Spot (Wis), Swim (Str), Survival (Wis) and
Use Rope (Dex).

Skill Points at 1st Level: (4 + Int modifier) x 4.

Skill Points at Each Additional Level: 4
+ Int modifier.



Base Base Magic
Base Attack Dodge Parry Attack  Fort Ref  Will
Bonus Bonus Bonus Bonus Save Save  Save Special
1 +1 +0 +0 +0 +2 +2 +0 Track, Favoured Terrain +1
p) +2 +1 +1 +0 +3 +3 +0 Combat Style
3 +3 +1 +1 +0 +3 +3 +1 Endurance
i 4 +4 +2 +2 +1 +4 +4 +1 Favoured Terrain +2
i 5 +5 +2 +2 +1 +4 +4 +1 Improved Combat Style
t 6 +6/+1 +3 +3 +1 +5 +5 +2 Diehard
| 7 +7/+2 +3 +3 +1 45 +5 ) Second Favoured Terrain +1, Guide
£ 8 +8/+3 +4 +4 +2 +6 +6 +2 Favoured Terrain +3
;4 9 +9/+4 +4 +4 +2 +6 +6 +3 Swift Tracker
l 10 +10/+5 +5 £5 +2 +7 +7 +3 Bonus Feat
f 11 +11/+6/+1 +5 +5 +2 +7 +7 +3 Combat Style Mastery
112, +12/+7/+2 +6 +6 +3 +8 +8 +4 Second Favoured Terrain +2,
Favoured Terrain +4
+13/+8/+3 +6 +6 +3 +8 +8 +4 Third Favoured Terrain +1, Guide
(fast movement)
+14/+9/+4 +7 +7 +3 +9 +9 +4 Bonus Feat
+15/+10/+5 +7 i +3 +9 +9 ) Heroic Sacrifice
+16/+11/+6/+1 +8 +8 +4 +10 +10 +5 Favoured Terrain +5
+17/+12/+7/+2 +8 +8 +4 +10 +10 +5 Second Favoured Terrain +3
+18/+13//+8/+3 +9 +9 +4 Sl a0l +6 Bonus Feat, Swift Tracker (full
speed)
+19/+14/+9/+4 +9 +9 +4 k) ] +6 Third Favoured Terrain +2, Fourth
Favoured Terrain +1
+20/+15/+10/+5 +10 +10 +5 +12 1) +6 Favoured Terrain +6, Guide

CLASS FEATURES

All of the following are class features of the borderer.

Weapon and Armour Proficiency: A borderer is proficient with
all simple and martial weapons, two-weapon combat (Borderers
effectively gain the Two-Weapon Fighting feat for free), light
armour and shields.
wearing medium or heavy armour apply to the skills Balance,
Climb, Escape Artist, Hide, Jump, Move Silently, Sleight-of-
Hand and Tumble. Also, Swim checks suffer a -1 penalty for
every 5 pounds of armour and equipment carried.

Note that armour check penalties for

Track: At 1* level the borderer gains the Track feat for free. This
is an extraordinary ability. If he already has the Track feat, he
instead gains the Skill Focus (Survival) feat.

Favoured Terrain: At 1* level, the borderer gains a favoured
terrain type from among the following: Plains, Swamp, Hills,
Forest or Mountains. At 7% level, 13% level and 19® level he
may choose an additional favoured terrain. All the benefits
derived from favoured terrain are extraordinary abilities.

(mounts)

Any time a borderer is in one of his favoured terrains and
wearing no heavier than light armour, he gains certain benefits
as follows:

# +1 circumstance bonus to all Hide, Listen, Move Silently,
Search, Spot and Survival checks.

# +1 dodge bonus to Dodge Defence. The borderer is
adept at using the natural features of the terrain to his
advantage in combat.

At 4" level and every four levels thereafter, the borderer’s
favoured terrain bonus for his first favoured terrain increases by
+1. His second favoured terrain bonus increases by +1 at 12
and 17% levels and his third favoured terrain bonus increases by
+1 at 19% level.

The borderer gains additional benefits as his favoured terrain
bonuses increase. If he has a favoured terrain bonus of at least +2
for the terrain he is in, he gains a +10 feet circumstance bonus
to his movement. If he has a favoured terrain bonus of at least
+3 for the terrain he is in, he may use the Hide skill even if the
terrain does not usually grant cover or concealment. If he has
a favoured terrain bonus of at least +4 for the terrain he is in,
his movement bonus within that terrain increases to +20 feet,
replacing and not stacking with the +10 feet bonus gained at +2.



If he has a favoured terrain bonus of at least +5 for the terrain he
is in, he can use the Hide skill even while being observed.

Combat Style: At 2™ level, the borderer may select a combat
style from among the following: archery or two-weapon combat.
This is an extraordinary ability.

If he selects archery, he is treated as having the Rapid Shot feat,
even if he does not meet the prerequisites for that feat.

If he selects two-weapon combat, he is treated as having the Two
Weapon Defence feat.

In cither case, the borderer only gains the benefits of the feat
when wearing no heavier than light armour.

Endurance: At 3" level, the borderer gains Endurance as a bonus
feat. If he already has Endurance, he instead gains Diehard.

Improved Combat Style: At 5% level, the borderer improves his
knowledge of the combat style he previously selected at 2™ level.
This is an extraordinary ability.

If he selected archery, he is treated as having the Shot on the Run
feat, even if he does not meet the prerequisites for that feat.

If he selected two-weapon combat, he is treated as having the
Improved Two-Weapon Combat feat, even if he does not meet
the prerequisites for that feat.

In either case, the borderer only gains the benefits of the feat
when wearing at most light armour.

Diehard: At 6% level, the borderer gains Diehard as a bonus feat.
If he already has Dichard, he instead gains Toughness.

Guide: At 7% level, the borderer learns to guide others expertly
through any of the terrains he has mastered. Whenever he is
leading or guiding a other characters numbering up to one
per two borderer levels through a terrain for which he has the
favoured terrain class feature at +1 or higher, they all gain +1
circumstance bonuses to Move Silently, Survival and Search
checks. By assisting them in finding appropriate hiding places,
he can also grant them +1 circumstance bonuses to Hide checks,
though he must spend one move action to assist with this
attempt to hide. This is an extraordinary ability.
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At 13 level, any characters being guided as above also gain +10
feet circumstance bonuses to their movement, so long as the
borderer has favoured terrain +2 or higher for the appropriate
terrain.

At 20™ level, the bonuses extend to any mounts being ridden by
the characters the borderer is guiding.

Swift Tracker: A borderer of at least 9™ level may move at his

normal speed without penalty while tracking. He may move at

up to twice normal speed while following tracks and take only a

-10 penalty, rather than the usual -20. This is an extraordinary
ability.

From 19" level, the borderer may track while moving at up
to his run speed without penalty. His tracking abilities
are legendary.

Bonus Feat: At 10% level and every four levels
thereafter, the borderer may select a bonus feat, taken
from the following list: Toughness, Great Fortitude,
Lightning Reflexes, Dodge, Improved Initiative, Self-
Sufficient, Stealthy, Quick Draw, Alertness and Run.

Combat Style Mastery: At 11% level, the borderer
masters the combat style he previously selected at 2™
level. This is an extraordinary ability.

If he selected archery, he is treated as having the Improved
Precise Shot feat, even if he does not meet the prerequisites for
that feat.

If he selected two-weapon combat, he is treated as having
the Reflexive Parry feat, even if he does not meet the
prerequisites for that feat.

In either case, the borderer only gains the benefits of the
feat when wearing no heavier than light armour.

Heroic Sacrifice: At 15" level
the borderer gains the ability
to sacrifice his life for the :



benefit of his friends, allies or dependents, allowing him to
prevail even against overwhelming odds at the cost of his own
life. When he is reduced to -10 hit points, he may either elect
to continue fighting, or collapse as though Left for Dead (see

pg. 163).

If he chooses to continue fighting, his death is certain. Even
after he is reduced to -10 hit points, he may continue to take
either a standard action or a move action each round, still barely
clinging to life, until the end of a combat round during which
he was not adjacent to any opponents. At that point he dies. He
will not die from hit point damage or massive damage until that
point, however much additional damage is inflicted upon him,
though he could still potentially die from other means including
poison or sorcery.
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Once he reaches -10 hit points he may not be healed or otherwise
restored to life by any means. He will definitely die at the end
of the encounter, whatever measures may be taken to save him.
This is an extraordinary ability.

NoBLE

Adventures: Most nobles lead or hire groups of adventurers. Few
will accept anything less than the position of party leader and
front man. They are, however, eminently well suited for this role
and unless the group contains an especially charismatic sorcerer,
the noble will usually lead it. Hyborian nobles are born into
rank and privilege in the most civilised countries, yet they are
political animals and the schemes of themselves and others will
often lead them into adventure. Some nobles take up the life of
an adventurer simply because they have little or nothing better to
do. They are not usually sufficiently skilled to earn a living doing
a regular trade or craft and their training and relatively wealthy
background can make them both well-equipped and ready to
face a life of adventure. Others quest for specific reasons, such
as to revenge themselves on an old family enemy or retrieve a lost
hereditary artefact. Some nobles are exiles from their rightful
estates, left to wander the world and avoid pursuing assassins’
daggers. Some are usurpers, positioning themselves to have the
money and influence to make a strike at power.

Characteristics: Nobles are the most courtly of characters and
are often accompanied by a retinue. They frequently favour
brains over brawn and will use others to achieve goals. They
dislike being disobeyed. The nobles of each nation have slightly
different characteristics, reflecting the particular expectations
that each nation has for its leaders. In addition, every noble
may select a number of different social abilities during his career,
which further ensure that each noble is different from each
other noble. Noble characters then can represent everything
from pampered courtiers to battle-hardened border lords,
with characteristics to match. What they do have in
common is their powerful leadership qualities and the
ability to command a certain degree of respect.

“The governor has sent his rivers

after us. he laughed. By Crom,
we wWill lead him a merry chasel “What
0o you think. Oevi - will they pay seven

lives for a Kshatriya princess?

“They will send an army to hang you and
your spawn of devils. she promised him
with conviction.
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Religion: Nobles almost invariably follow the state religion
or other main religion from their land of origin, at least in
public. A few may have private religious practices that are far
less mainstream. Indeed, many a noble from a supposedly
civilised land has turned to demon-worship when matters did
not go entirely his way. Most nobles are not particularly pious,

as priests are often their political rivals.

Background: Nobles can be bona fide titled aristocrats, or less
commonly other upper-class characters such as poets or courtiers.
All begin their careers with the potential to be highly influential
both locally and in their home country as a whole, though most
will not achieve that potential for some time. Typically, a noble
is the younger son of a landed aristocrat, rather than the heir.

GAME RULE
INFORMATION

Abilities: As born leaders, nobles usually rely on Charisma above
all other attributes. For those nobles wishing to concentrate on
political intrigues, high Wisdom and Intelligence scores will also
be vital, whereas for more martial nobles Dexterity, Strength and
Constitution can all be very useful indeed.

Hit Die: d8.

CLASS skills

The noble’s class skills (and the key ability for each skill)
are Appraise (Int), Bluff (Cha), Diplomacy (Cha), Gather
Information (Cha), Handle Animal (Cha), Hide (Dex),
Intimidate (Cha), Knowledge (history) (Int), Knowledge (local)
(Int), Knowledge (nobility) (Int), Knowledge (religion) (Int),
Perform (Cha), Ride (Dex), Sense Motive (Wis), Spot (Wis) and
Survival (Wis).

Skill Points at 1st Level: (4+ Int modifier) x 4.

Skill Points at Each Additional Level: 4+ Int modifier.

CLASS FEATURES

All of the following are class features of the noble.



Weapon and Armour Proficiency: A noble is proficient with
all simple and martial weapons, with light, medium and heavy
armour and with shields. Note that armour check penalties for
wearing medium or heavy armour apply to the skills Balance,
Climb, Escape Artist, Hide, Jump, Move Silently, Sleight-of-
Hand and Tumble. Also, Swim checks suffer a —1 penalty for
every 5 pounds of armour and equipment carried.

Title: The noble bears a title of nobility within his native country.
He comes from noble birth and family and can expect to ascend
to his father’s title if he is in the direct line of succession. If
not in the direct line, he can still better his title by deeds of
note, martial or diplomatic and still retains his title and status.
Sample titles suitable for a character include:

Knight
Baronet
Lord (Direct heir or child of a landed noble)

It is not recommended for a beginning player character to be
a landed noble, such as a Patrician, Baron, Count, or Duke.
A landed noble has little time for adventuring, being more
concerned with his position in court and his lands. A relative,
however, has far more freedom and mobility and makes an
excellent adventurer, albeit one who is likely to look down on
less than salubrious inns and taverns. This is an extraordinary

ability.

Rank Hath Its Privileges: The character is a noble within his
nativeland. Assuch he possessesall benefitsand privileges entitled
to one of noble birth and title. Depending on his country, such
benefits might include: the right to bear arms, the right to have
armed and liveried retainers, the right of hospitality in another
noble’s domain, the right to attend the King’s court and the right
of trial by his peers. Along with these benefits, however, comes
the responsibility to uphold them. The character is expected
to uphold the nobility of the land and support the King (or
Queen, Khan, Prince, Duke as may be appropriate). As such he
is expected to behave in a manner befitting his station, to remain
free of the suspicion of treason and to appear, in all ways, to be a
peer of the realm. Should the character fail to uphold his status
then at the best he will become a social outcast, at the worst he
will be executed for treason. This is an extraordinary ability.

Wealth: The noble starts with amazing wealth for a first level
character.
equipment, the noble receives 200 sp + 200 sp for every point
of Charisma modifier he possesses, if positive. Some or all of
this initial bonus money can be added to the noble’s starting
equipment budget if desired. This money is a stipend from the
noble’s family and is provided to ensure the noble does not drag
the family’s name into the mud by appearing unkempt. Each
year, the noble receives another allowance of the same amount.
If he publicly squanders this money, however, he will receive no
more. This is an extraordinary ability.

In addition to his normal starting money and

Special Regional Feature: At 2™ level, the noble gains a special
regional feature, representing additional training or other
bonuses he gains by virtue of his regional origin. As nobles are

Noble Regional Features
Region
Hyboria

Special Regional Feature

+1 bonus to attack rolls with broadsword,
hunting bow, heavy lance and war spear.

+1 bonus to attack rolls with Hyrkanian
longbow, scimitar and tulwar.
+1 bonus to all Intimidate and Ride checks.

Hyrkania

Khitai

+1 bonus to all magic attack rolls.
+1 bonus to all Knowledge checks.

Kush +1 bonus to attack rolls with war spear and
hunting bow.
+1 bonus to all Perform (ritual) and Craft

(alchemy) checks.

Shem +1 bonus to attack rolls with Shemite longbow
and scimitar.
+1 bonus to all Bluff and Sense Motive checks.

+1 bonus to all Fortitude saving throws.

Stygia +1 bonus to attack rolls with Stygian longbow.
+1 bonus to all magic attack rolls.
+1 bonus to all Handle Animal and Knowledge

(arcana) checks.

Vendhya +1 bonus to attack rolls with light lance and
scimitar.

+1 bonus to all Diplomacy, Knowledge
(nobility), Gather Information and Sense Motive
checks.

+1 bonus to attack rolls with dagger, short sword

Zamora
and poniard.
+1 bonus to all Reflex saving throws.

+1 bonus to attack rolls with broadsword and o i W
arming sword. :

Zingara

+1 bonus to Parry Defence.

expected to be exemplars of their nation and race, this is usually
tied in to the racial bonuses the character may have, or to the
weapons preferred by the nobility in that region. See the Noble
Regional Features table for full information. All special regional
features are extraordinary abilities.

At 7% level and every five levels thereafter, all the bonuses
associated with the special regional feature increase by +1.

Social Ability: The noble receives a social ability from the list |
below at levels 4, 9, 14 and 19. All gained abilities must be
supported by roleplay and cannot be chosen without the approval
of the Games Master. At the Games Master’s discretion, a noble
may declare that he is spending his time off hunting instead of
socialising, in which case he may choose a bonus feat from the
following list instead of a social ability: Alertness or Skill Focus
(Handle Animal, Ride, or Survival).

Ally: You have a close relationship with an influential
individual, who will go out of his way to aid you. Your
ally holds some position of power, whether a noble
title, position of influence within a temple or

guild, or some other rank that gives him i
influence over others. To gain the ally’s
aid you must address him personally,

-



Base Base Magic
Base Attack Dodge Parry Attack  Fort Ref  Will
Bonus Bonus Bonus  Bonus Save  Save Save  Special

il +0 +0 +0 +0 +0 +0 +2 Title, Rank Hath Its Privileges, Wealth
2 +1 +0 +1 +0 +0 +0 +3 Special Regional Feature +1
3 +2 +1 +1 +0 +1 +1 +3

i 4 +3 +1 +2 +1 +1 +1 +4 Social Ability

1 5 +3 +1 +2 +1 +1 +1 +4 Lead By Example +2

t 6 +4 +2 +3 +1 +2 +2 +5 Enhanced Leadership

4 | 7 +5 +2 +3 +1 +2 +2 +5 Special Regional Feature +2
! -1 8 +6/+1 +3 +4 +2 +2 +2 +6

9 +6/+1 +3 +4 +2 +3 +3 +6 Social Ability

l 10 +7/+2 +3 +5 +2 +3 +3 +7 Lead By Example +4

r ] +8/+3 +4 +5 +2 +3 +3 +7 Do You Know Who I Am?
12 +9/+4 +4 +6 +3 +4 +4 +8 Special Regional Feature +3
18 +9/+4 +4 +6 +3 +4 +4 +8
14 +10/+5 +5 +7 +3 +4 +4 +9 Social Ability
15 +11/+6/+1 +5 +7 +3 +5 +5 +9 Lead By Example +6
16 +12/+7/+2 +6 +8 +4 +5 +5 +10 Rally
17 +12/+7/+2 +6 +8 +4 +5 +5 +10 Special Regional Feature +4
18 +13/+8/+3 +6 +9 +4 +6 +6 +11
19 +14/+9/+4 +7 +9 +4 +6 +6 +11 Social Ability :
20 +15/+10/+5 +7 +10 +5 +6 +0 +12 Absolute Power, Lead By Example +8

or get word to him of your need for assistance. Bear in mind
that if you are adventuring in a distant land, this may be time-
consuming or even impossible. The Games Master makes an
Ally check based on 1d20 + your Charisma modifier + any
applicable circumstance modifiers.
might include whether you have recently assisted your ally (+2),
whether you have risked your life for your ally (+4) or whether
you have personally saved your ally’s life (+6 or higher). This is
an extraordinary ability.

Circumstance modifiers

The DC for the check depends upon the type of assistance
requested. Ifit is a simple request, such as for an invitation to a
social function, the loan of a small amount of money or the like,
the DC is 10. Asking your ally to introduce you to someone
of equal status to him might have a DC of 15. A request for
physical assistance, such as asking for soldiers who are loyal to
your ally to come to your aid, might be DC 25 or higher.

You may request aid from your ally once per month. However,
for each request in successive months, the DC rises by two.

The ally social feature may be selected more than once. Its
benefits do not stack. Each new ally social feature represents
a different ally.

Comeliness: You take a pride in your appearance and
are naturally well dressed and groomed. You receive
a +2 circumstance bonus to all Charisma-based
skill checks in situations where your
appearance might play a part. This is an
extraordinary ability.

Entertainer: You are highly regarded at court as much for your
skills as a poet, singer or other entertainer as for your noble
blood. You gain a +2 competence bonus to all Perform checks.
Furthermore, you may use a performance of one of your works,
such as a poem or play, to make a political point. Creating and
performing such a work takes one week and requires a Perform
check. By doing so, you may achieve one of the following
effects:

#  Attempt to alter the attitude of one or more people, using
your Perform check result as though it were a Diplomacy
check result.

# Ruin another’s Reputation. The DC for this is (10 + % of
target’s Reputation). If successful, the target immediately
loses 10% of his Reputation (round up).

Etiquette: You may attempt to smooth over bad feelings from a
social faux pas or vulgar breach of etiquette, committed either
by you, or your companions, or someone you take pity upon.
You cannot undo the mistake but you can erase the social stigma
from whoever committed the error. This is an extraordinary

ability.

For example, if Lord Stefano accidentally insulted Baroness
Demarque by mistaking her for the serving wench, you can step in
to keep tempers from rising or tarnished pride causing an over-hasty
response by delivering a discourse on the merits of rational thought
and forgiveness over hot-headed action. If someone is intentionally
trying to cause a social incident, make opposed Diplomacy checks
with all relevant modifiers. Characters with the Etiquette ability
gain a +2 bonus to this check.



You can use your Etiquette ability a number of times per day
equal to 1 + your Charisma modifier (minimum 1).

Family Ties: You have strong ties to your blood kin, such that they
would delay important tasks to come to your aid. Of course, this
cuts both ways; if someone kills your brother, you will have to
hunt him down to the furthest reaches of the realm and beyond.
To gain your family’s aid, you must address a member personally
or get a message to him. As with the Ally social ability this may
prove difficult or impossible if you are adventuring thousands of
miles away from your home country. The Games Master makes
a Family Ties check based on 1d20 + your Charisma modifier +
any applicable circumstance modifiers. If you have recently done
a favour for your family, you might get a +2 circumstance bonus
to the check. If you have recently risked your life for them, you
might get a +4 or +6 bonus to the check, at the Games Master’s
discretion.

The DC for the check is based on the type of aid asked for. Asking
to stay at a relative’s house whilst you and your companions
recover from an adventure might be a 10 or 15, depending on
how well you know them. Requesting a cousin to meet you with
armed retainers for a midnight raid on a bandit camp might
be a 15 or 20, depending on whether the bandits affected your
cousin personally. Asking them to help you kidnap a baron and
hold him for ransom would be a 35 to 40 and might get you and
them, disowned and attainted if you fail.
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Your family might not have the high status or power that the
Ally feat provides but they are more loyal and persistent. This is
an extraordinary ability.

Refuge: You have some hidden place where you will be welcomed
and can feel safe. Your refuge might be the home of another
noble, within a travelling merchant caravan or just a cave
outfitted for your comfort. Whatever the case, it is almost always
open to you, unless of course someone else gets there first. This
is an extraordinary ability.

Reputation: You gain a +2 bonus to your Reputation score (see

pg. 70).

Savoir-Faire: You have a certain flair, dashing style, élan, or
bravura that marks you as someone special. Everything you do
is done with style, whether it be entering a room and turning
heads, carving your initials into a tapestry with your rapier, or
even savouring a meal at a banquet to impress your host.

You can intentionally attempt to impress others with your style
in any task. You may make any required checks normally but if
your result is five or more levels higher than the required DC to
succeed at the task, you have performed the deed with stunning
flair. The Games Master is free to dictate any rules effects from
this but possible outcomes are: You gain an initiative bonus on
successive actions or a bonus to your Charisma-based skills to
further impress those who witnessed your deed.

It is very hard to embarrass you, for you can turn even a fall into

an elegant dance. Anytime you fail badly at something, you can
make a Bluff skill check as a free action to mitigate the failure
and make it look intentional. The DC depends on the nature
of what you have done wrong but it is usually 15 or 20. The
higher your result, the better your reaction to failure appears.

As a free action, you may make a Diplomacy check to oppose
anyone trying to embarrass you, even if you are unaware of
what is going on. The Games Master can make the roll for
you.

Smear Others: You can attempt to ruin another’s good name or

instil hostility toward him in certain people. It usually takes at ]

least one night of socialising with the targeted audience, similar
to a Gather Information check, in order to change their minds
concerning the object of your smear campaign. Characters
normally make Charisma checks to alter someone’s
attitude for the better. You can alter it for the
worse with your own Charisma check. Whenever
the object of your smear campaign arrives, people’s
initial attitudes toward him are whatever you
influenced them toward. The audience does
not_need to personally know the person;
reputation and name is enough.
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Smear Another

Do You Know Who I Am?: The noble receives this
ability at 11% level. As a full-round action, the noble

character may loudly declare his name, titles and heritage

to all who listen. Following this declaration any who

wish to attack the noble, whether physically or verbally,

must make a Will saving throw at DC 10 + noble class
level + noble’s charisma modifier. Should they fail this

e Initial New Attitude
- . | i’ Attitude Hostile Unfriendly  Indifferent Friendly
il i Unfriendly 15 5 : :
4 j & Indifferent 20 15 5 :
! e Friendly 25 20 15 -
Hl ;_f Helpful 30 25 20 15

Note: Add +5 to the DC if people in the crowd know the
individual personally.

- o
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Lead By Example: At 5* level the noble may lead by example.
When carrying out the aid another action, the noble performs
particularly well. If the noble’s attack roll is successful, the
noble’s ally receives a +4 bonus to his attack roll, or a +4 bonus
to his defence (noble’s choice). At 10™ level, this bonus increases
to +6 to attack or defence, at 15% level to +8 and at 20™ level
to +10.

5 o p—

Enhanced Leadership: The noble receives the Leadership feat
for free. However, given his natural status as a leader of men and
peer of the realm, the noble gains a +1 bonus to his Leadership
score for every full three class levels he has attained; that is, +2
at 6™ to 8™ level, +3 at 9™ to 11 level, +4 at 12% to 14™ level,
+5 at 15" to 17 level and +6 at 18" level or higher. This is an
extraordinary ability.

Although in most cases the noble’s followers and cohort will be
something like hereditary retainers, loyal subjects, or a division
of his nation’s army placed under his command, this need not
always be the case. For example, Bélit, known as Queen of the
Black Coast, was a Pelishtim noblewoman who rose to become
leader of a fleet of Southern Island pirates through a combination
of force of personality, noble bearing and sheer charisma that
would have put a goddess to shame.

If the noble already has the Leadership feat by the time he
reaches 6™ level (through multiclassing), he instead gains Skill
Focus (Diplomacy) as a bonus feat. He still gains the bonuses
to his leadership for Enhanced Leadership and may indeed gain
said bonuses earlier — if he already has the Leadership feat as a
3 level noble, he will gain a +1 bonus to his Leadership score
for Enhanced Leadership, since the bonus is +1 for every three
class levels. For single-classed characters these bonuses do not
begin to be counted until 6% level, as characters cannot take
Leadership before 6™ class level.

Rally: As a full round action, the noble can rally his allies. Allies
within a 30-foot radius gain a +2 morale bonus to all attack
rolls and saving throws. Furthermore, if they are already
affected by Terror (see pg. 313), they may make new saving
throws at the original DC to attempt to shake off the
terror. This is a spell-like ability and lasts for one round
per class level. If the noble is attacked while using
this ability, he must make a Concentration
check (DC + damage received) or the
rally is ineffective.

Will saving throw, then they are unable to assault the

noble. Those affected must be able to see and hear the
noble for this extraordinary ability to take effect. Furthermore,
those affected must have some reason to be afraid of the power
of the noble. Bandits, humanoid ruffians and the like should
all have some fear for the rule of law within the noble’s native
land and rightfully be concerned about the consequences of
assaulting him. However, confirmed traitors to- the throne,
agents of a foreign power, or wandering barbarians might well
have little to fear, or at least little more to fear about adding the
death of the noble to their list of crimes. The Games Master
decides on whether a listener is or is not immune to this power
through a lack of fear. In most cases, player characters should
be unaffected, although the Games Master should feel free to at
least remind them of the likely consequences if they do attack
the noble.

Absolute Power: The noble is now in such a position of power
as to be all but inviolate. The noble receives the benefits of the
11* level ability Do You Know Who I Am? without having to
spend the full-round action to declare his name and heritage.
This is an extraordinary ability.

MULTICLASSING ANO
NOBLES

Although there is no particular restriction on characters starting
the game as nobles other than the usual prohibited class
restrictions for certain character races, it is not possible for a
non-noble to gain a level in the noble class once play has begun,
except by special dispensation of the Games Master. This can
happen if the character somehow becomes ennobled by game
play, such as by seizing power (as Conan did) or by being
knighted for valiant service to a local lord.

EX-NoBLes

Ex-nobles retain all class features and special abilities and may
use them without penalty, except as follows. At the Games
Master’s discretion, a noble who is publicly exiled from the land
from which his titles stem may lose some or all benefits of the
class. Likewise, if he must flee the land in disgrace to avoid a
worse fate, he may lose some or all of the noble class benefits.
These matters should always be resolved on a case-for-case basis;
for example, a noble with a code of honour (see pg. 68) who is
exiled by a dishonourable king may find that the majority of
his retainers (as represented by his Leadership score) voluntarily
go with him into exile, while his family and ally may be more
willing than ever to help him if it is perceived that his cause is
just, though the nature of their help may need to be a good
deal more subtle. Indeed, if he uses his influence to mobilise
support against the king, perhaps even starting a revolution, he



may find himself with still more benefits from the noble class
than he started off with — especially if he deposes the old regime
and installs himself on the throne!

NOMAO

Adventures: Whether feuding with arival, raidinga neighbouring
tribe, or taking service as a mercenary in one of the Hyborian
Age’s incessant wars, the nomad rarely has a quiet life! Even
surviving in his harsh desert or steppe environment can be an
adventure in itself. By their nature, nomads are travellers; and
travellers tend to get involved in various risky ventures as well
as whatever local trouble there is going. Furthermore, there are
many secrets out in the deep desert that can impinge on nomads’
lives, whether as the objects of quests or the sources of danger.

Characteristics: Nomads are powerful combatants, excelling
particularly in hit-and-run raids, guerrilla tactics and archery.
Their travels also give them quite an edge over other characters
when it comes to mounted combat and movement, as well as
survival and ambush in the deserts and steppes.

Religion: Most nomads will revere the gods of their region,
usually the more eastern deities. These are typically goddesses of
love and pleasure, offering an easy afterlife of honey and houris
that sharply contrasts with the nomad’s tough existence in life.

After these rolled a horde that

seemed to encompass all the desert.
Thousands on thousands of the war-
like Sons of Shem: ranks of horsemen
in scale-mail corselets and cylindrical
helmets - the asshuri of “Nippr. Shumir
and Eruk and their sister cities: wild
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white—robed hordes - the nomad clans.

Background: There are two types of nomad; those who are
born to it and those, like Conan, who spend years learning the
customs and rise through nomad society. Almost all nomads
come from the vast desert of Eastern Shem, the Southern
Desert beyond Kush, or the steppes and plains in and around
Hyrkania and Turan. Born into families, clans, tribes or hordes,
they are steeped in nomad traditions, culture and superstitions
all their lives. However, it is also possible to become a nomad
later in life. The nomad group known as the Kozaks is formed
entirely from Hyborians and others from the western kingdoms,
brought together as slaves by the Turanians and then escaping
to band together and wreak vengeance on their former captors.
Likewise, the eastern Shemite nomad tribes such as the Zuagirs
often choose a foreigner to lead them and an adventurer who
has proved himself tough, capable and honourable may well be
permitted to join a nomad group.

GAME RULE
INFORMATION

Abilities: Constitution is paramount for the nomad, because his
usual environment is one of the harshest on the planet. Dexterity
comes a close second, as his combat style is usually based on
archery and fast, furious melee fighting, though Strength is also
useful. Many of the nomad’s class skills are based on Wisdom,
so the nomad who wishes to emphasise survival and scouting
skills should concentrate on this.

Hit Die: d10.

CLASS skills
The nomad’s class skills (and the key ability for each skill) are
Bluff (Cha), Climb (Str), Craft (herbalism) (Int), Craft (any
mundane) (Int), Gather Information (Cha), Handle Animal
(Cha), Heal (Wis), Hide (Dex), Knowledge (local) (Int),
Listen (Wis), Move Silently (Dex), Ride (Dex), Search
(Int), Spot (Wis) and Survival (Wis).

Skill Points at 1st Level: (4+ Int modifier) x 4.

Skill Points at Each Additional Level:
4+ Int modifier.



Base Base Magic
Base Attack Dodge Parry Attack  Fort Ref  Will
Bonus Bonus Bonus Bonus Save Save Save Special
+1 +0 +0 +0 +2 +2 +0 Track, Favoured Terrain +1, Born to the
Saddle
2 +2 ¥1 +1 +0 +3 +3 +0 Bonus Feat
F 3 +3 +1 +1 +0 +3 +3 +1 Endurance
1 4 +4 +2 4 +1 +4 +4 +1 Nomad Charge +1, Favoured Terrain +2
I: 5 +5 +2 +2 +1 +4 +4 +1 Mobility
; ; 6 +6/+1 +3 +3 +1 +5 +5 +2 Diehard
3 7 +7/+2 +3 +3 +1 +5 +5 +2 Bonus Feat
-1 8 +8/+3 +4 +4 +2 +6 +6 +2 Favoured Terrain +3
3 l 9 +9/+4 +4 +4 ¥2 +6 +6 +3 Second Favoured Terrain +1
B 10 +10/+5 +5 +5 +2 +7 +7 +3 Improved Mobility
11 +11/+6/+1 +5 +5 +2 +7 +7 +3 Nomad Charge +2
119 +12/+71+2 +6 +6 +3 +8 +8 +4 Bonus Feat, Favoured Terrain +4
13 +13/+8/+3 +6 +6 +3 +8 +8 +4 Born to the Saddle
14 +14/+9/+4 +7 1 ) 19 +9 +4 Second Favoured Terrain +2
15 +15/+10/+5 % +7 +3 +9 +9 +5 Greater Mobility
16 +16/+11/+6/+1 +8 +8 +4 +10 +10 +5 Favoured Terrain +5
17 +17/+12/+7/+2 +8 +8 +4 +10 +10 +5 Bonus Feat
18 +18/+13//+8/+3 +9 +9 +4 +11 +11 +6 Nomad Charge +3
) +19/+14/+9/+4 +9 +9 +4 +11 +11 +6 Second Favoured Terrain +3
20 +20/+15/+10/+5 +10 +10 5) 2 +12 +6 Favoured Terrain +6, Mounted Mobility

CLASS FEATURES

All of the following are class features of the nomad.

Weapon and Armour Proficiency: A nomad is proficient with
all simple and martial weapons, two-weapon combat (Nomads
effectively gain the Two-Weapon Fighting feat for free), light and
medium armour and shields. Note that armour check penalties
for wearing medium or heavy armour apply to the skills Balance,
Climb, Escape Artist, Hide, Jump, Move Silently, Sleight-of-
Hand and Tumble. Also, Swim checks suffer a -1 penalty for

every 5 pounds of armour and equipment carried.

Track: At 1* level the nomad gains the Track feat for free. This
is an extraordinary ability. If he already has the Track feat, he
instead gains the Skill Focus (Survival) feat.

Favoured Terrain: At 1 level the nomad selects a favoured
terrain from the following: Plains or Desert. At 9* level, he gains
whichever of those two terrains he did not already choose, as a
second favoured terrain. All the benefits derived from favoured
terrain are extraordinary abilities.

Any time a nomad is in one of his favoured terrains and
wearing at most light armour, he gains certain benefits
as follows:

O3 +1 circumstance bonus to all Hide,
Listen, Move Silently, Search, Spot and
Survival checks.

# +1 dodge bonus to Dodge Defence. The nomad is adept
at using the natural features of the terrain to his advantage
in combat.

At 4% level and every four levels thereafter, the nomad’s first
favoured terrain bonus increases by +1. His second favoured
terrain bonus increases by +1 at 14™ and 19 level.

The nomad gains additional benefits as his favoured terrain
bonuses increase. If he has a favoured terrain bonus of at least +2
for the terrain he is in, he gains a +10 feet circumstance bonus
to his movement. If he has a favoured terrain bonus of at least
+3 for the terrain he is in, he may use the Hide skill even if the
terrain does not usually grant cover or concealment. If he has
a favoured terrain bonus of at least +4 for the terrain he is in,
his movement bonus within that terrain increases to +20 feet,
replacing and not stacking with the +10 feet bonus gained at +2.
If he has a favoured terrain bonus of at least +5 for the terrain he
is in, he can use the Hide skill even while being observed.

Born to the Saddle: Nomads devote an enormous amount of
time to riding, studying, caring for and going to war with horses
and camels. They are able to select the finest steeds, beasts with
just the right blend of fierceness, speed and strength to be a
perfect mount for battle. If a nomad makes a successful Handle
Animal or Ride check (DC 15), he can discern the precise
number of Hit Dice and hit points of any camel, horse or pony.
This extraordinary ability takes 1d6 rounds to perform and the
nomad must be within 5 feet of the creature to be assessed.



From 7" level, the nomad can also can also determine the
creature’s precise ability scores (Strength, Dexterity and so forth)
if he succeeds at the Handle Animal or Ride check.

At 13" level, the nomad can determine all the above information
as a free action, up to three + Wis modifier times (minimum
one) per round, for any riding animal which he can see.

Bonus Feat: At 2" level and every five levels thereafter, the nomad
gains a bonus feat selected from the following list: Leadership,
Horde, Mounted Combat, Mounted Archery, Ride-By Attack,
Spirited Charge, Weapon: Focus (scimitar, tulwar, light lance,
or any bow), Point Blank Shot, Far Shot, Rapid Shot, Shot on
the Run, Improved Precise Shot, Great Fortitude, Lightning
Reflexes, Toughness, Self-Sufficient, Stealthy. He must meet the
prerequisites as usual.

Endurance: At 3" level, the nomad gains Endurance as a bonus
feat. If he already has Endurance, he instead gains Diehard.

Nomad Charge: A nomad of 4™ level or higher gains a +1
circumstance bonus to attack and damage rolls for any charge
attack he makes. The bonus applies whether he makes the
charge on foot or upon a mount of some kind.

This bonus increases to +2 at 11% level and to +3 at 18® level.
This is an extraordinary ability.

Mobility: From 5* level onwards the nomad gets a +4 dodge
bonus to Dodge Defence against attacks of opportunity caused
when he moves out of or within a threatened area. If the nomad
already has Mobility from some other source, such as from being
a 5% level barbarian already, he instead gains Improved Mobility
(see below). Note that Mobility does not apply if the nomad is
mounted. This is an extraordinary ability.

Diehard: At 6™ level, the nomad gains Diehard as a bonus feat.
If he already has Diehard, he instead gains Toughness.

Improved Mobility: From 10™ level onwards the nomad never
provokes attacks of opportunity, whatever he does, so long as he
moves at least 10 feet during that combat round. If the nomad
somehow already has Improved Mobility, such as for already
having had Mobility from another source before reaching 5
level and so gaining Improved Mobility at 5* level instead of
Mobility, then he instead gains Greater Mobility (see below).
Note that Improved Mobility does not apply if the nomad is
mounted. This is an extraordinary ability.

Greater Mobility: From 15® level onwards the nomad may move
up to his speed as part of a full attack action, rather than merely
taking a five-foot step. He may move and attack in any order, so
he might for example move five feet, attack once, move five feet,
attack twice more and then move again for the remaining 20 feet
of his movement. If the nomad somehow- already has Greater
Mobility, such as for already having had Improved Mobility from
another source before reaching 10® level and so gaining Greater
Mobility at 15% level instead of Mobility, then he instead gains
Mounted Mobility (see below). Note that Greater Mobility does

o - y -\_,_ __n _._.._. -
| L roie? Hﬁ.;-#f-ihmbm

T

GaheV (order #13576)

i —

not apply if the nomad is mounted or is wearing heavy armour.
This is an extraordinary ability.

Mounted Mobility: When he reaches 20 level, the nomad may
use the Mobility, Improved Mobility and Greater Mobility class
features even when he is mounted and extends all the benefits of
those class features equally to his mount. This isan extraordinary —ESl

ability.

PIRATE

Adventures: Whether they are frecbooters raiding coast towns
from the Baracha Isles, Zingaran buccaneers attacking Argossean
shipping, black corsairs plundering the southern seas or the
ragged pirates of the Vilayet Sea preying on Hyrkanian vessels,
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“To sail a road of blood and
“This

keel will stain the blue waves crimson

slaughter? he questioned.

wherever it plows.

"Aye. to sail with you on blue seas or red.” she
answered passionately. You are a barbarian.
and T am an outcast, denied by my people. “We

are both pariahs. Wanderers of earth. Oh. take

me with you!’
“With a gusty laugh he lifted her to his fierce
lips.

Tl make you Queen of the “Blue Seal Cast
off there. dogs! “We'll scorch King Vildiz's
pantaloons yet. by Crom!’

pirates abound in the Hyborian Age. Even when they cannot
get good freebooting work, many pirates turn to honest sailing
aboard a merchantman, or half-honest work as a smuggler. A
pirate’s life is a wild and free one, untamed by the corrupt laws
of the civilised lands, recognising no authority save that of their
own elected captains.

Characteristics: The pirate is one of the fastest, most agile §
combatants around, combining a powerful sneak attack ability
with excellent mobility and defensive dodges. His initial attacks
are so frenzied as to often lay low or terrify his foes before they
even have a chance to strike back. He is even more dangerous
on board ship, using the peculiar features of shipboard existence
to his advantage.

Religion: Some pirates are conventionally religious but
many take to the worship of the devils of their own lands,
feeling that as-outcasts they should have outcast gods.
Others, especially those that sail with the corsairs of
the Black Coast, may revere the strange and dark
deities of that barbaric land.



Ty

isles are full of former Argossean merchant crew, while most of the
Zingaran buccaneers were once legitimate sailors too. However,
pirate ships are not too fussy as to what their recruits used to do
and many a soldier or barbarian has found his way into a pirate
crew. Most pirates value a man’s courage and fighting ability
more than they care for his seamanship, for sailors are easy
enough to find. Both the pirates of the Baracha isles and those
of the Vilayet sea call themselves the Red Brotherhood, perhaps
pointing to a shared culture between the two groups, since so
many of the Vilayet pirates are originally from the Hyborian
nations.
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GAME RULE
INFORMATION

Abilities: A pirate usually relies on Dexterity for his fast-moving
combat style and many of his skills, though Strength and
Constitution are also useful, as for any character who expects
to get into combat. Charisma is also handy to enhance his
Ferocious Attack class feature and for several of his skills.
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Hit Die: d8.

CLASS skills

The pirate’s class skills (and the key ability for each skill) are
Appraise (Int), Balance (Dex), Bluff (Cha), Climb (Str), Craft
(any mundane) (Int), Disguise (Cha), Escape Artist (Dex),
Gather Information (Cha), Intimidate (Cha), Jump (Str),
Knowledge (geography) (Int), Move Silently (Dex), Perform
(Cha), Profession (Wis), Search (Int), Spot (Wis), Survival
(Wis), Swim (Str), Tumble (Dex) and Use Rope (Dex).

Skill Points at 1st Level: (4+ Int modifier) x 4.

Skill Points at Each Additional Level: 4+ Int modifier.

CLASS FEATURES

All of the following are class features of the pirate.

Weapon and Armour Proficiency: A pirate is proficient with
all simple and martial weapons, two-weapon combat (Pirates
effectively gain the Two-Weapon Fighting feat for free) and light
armour. Note that armour check penalties for wearing medium
or heavy armour apply to the skills Balance, Climb, Escape Artist,
Hide, Jump, Move Silently, Sleight-of-Hand and Tumble. Also,
Swim checks suffer a -1 penalty for every 5 pounds of armour
and equipment carried.

Seamanship: A 1% level pirate gains a +1 circumstance
bonus to all Climb, Profession (sailor), Use Rope and
Balance checks, as well as to Defence, so long as he is
aboard a ship or boat at sea. This is an extraordinary

ability.

These bonuses increase by +1 every
five levels thereafter.

Ferocious Attack: The pirate’s ferocity tends to overwhelm
almost any opponent rapidly. On the first round of any combat,
he may declare a ferocious attack. He gains a +2 bonus to his
Initiative check and all melee attack and damage rolls that
round. However, he is unable to defend himself very effectively
during the ferocious attack and has a -2 penalty to his Defence
during the first round of combat. Furthermore, he may not
make any sneak attacks on the round in which he declares a
ferocious attack. This is an extraordinary ability.

At 7% level the bonuses to Initiative, attack and damage rolls
increase to +4 and the penalty to -4. Furthermore, the pirate
gains an additional attack on the first round of combat, at his
highest attack bonus.

At 13™ level the bonuses increase to +6 and the penalty to -6.
Furthermore, any opponent struck and damaged by the pirate
during the first round of combat must make a Will saving throw
(DC = 10 + ¥ pirate’s class level + pirate’s Charisma bonus) or
be stunned for 1d4 rounds due to fear of the pirate. Note that



if the pirate is also able to somehow perform a successful coup
de grace on the first round of combat using his To Sail a Road of
Blood and Slaughter class feature, any Will saving throws called
for by the Ferocious Attack class feature have their DC increased
by +2.

At 19 level the bonuses increase to +8 and the penalty to -8.
In addition, if the pirate strikes any opponent during the first
round of combat, any of that opponents allies who observe the
ferocious attack must make Will saving throws (DC = 10 + %
pirate’s class level + pirate’s Charisma bonus) or suffer a penalty
of -2 to attack rolls for 1d4 rounds.

Pirate Code: A 2™ level pirate may select one pirate code
from the following: Barachan Smoke and Rockets, Black Coast
Drums, Vilayet Sea Flags, or Zingaran Trumpets. Effectively,
the knowledge of this code acts like an additional language,
allowing for communication with other pirates who also know
it at distances of up to several thousand feet, depending on
weather, visibility conditions and your resources to produce the
code. See Chapter 14: Campaigns for full information about
pirate signalling methods. This is an extraordinary ability.

To Sail a Road of Blood and Slaughter: A pirate of 2™ level
or higher may perform a coup de grace as a free action up to
once per round. This coup de grace never provokes an attack
of opportunity, as the pirate is so used to despatching helpless
opponents that he can do so before an opponent can react.
Furthermore, he gainsa +4 circumstance bonus to any Intimidate
checks he may make for one round immediately following the
performance of the coup de grace, if it was successful. This is an
extraordinary ability.

Sneak Attack: From 3" level onwards, at any time when the
pirate’s target can neither dodge nor parry or when the pirate
flanks the target, the pirate’s attack deals extra damage. The
extra damage is +1d6 at 3" level and an additional 1d6 every
three levels thereafter. Should the pirate score a critical hit with
a sneak attack, this extra damage is not multiplied.

Ranged attacks can only count as sneak attacks if the target is
within 30 feet. The pirate cannot strike with deadly accuracy
from beyond that range.

With a sap or an unarmed strike, the pirate can make a sneak
attack that deals subdual damage instead of normal damage.
The pirate cannot use a weapon that deals normal damage to
deal subdual damage in a sneak attack, even with the usual -4
penalty, except in the case of the Sneak Subdual class feature, for
which see below.

A pirate can only sneak attack a living creature with a discernible
anatomy. Any creature that is immune to critical hits is also not
vulnerable to sneak attacks. The pirate must be able to see the
target well enough to pick out a vital spot and must be able to
reach a vital spot. The pirate cannot sneak attack while striking
a creature with concealment or striking the limbs of a creature
whose vitals are beyond reach.

Sneak Subdual: At 3" level, the pirate gains the Sneak Subdual
feat for free. This is an extraordinary ability.

Uncanny Dodge: From 4% level and above, the pirate can still
dodge or parry if caught flat-footed or struck by an invisible
attacker. If the pirate already has Uncanny Dodge from some
other source, such as from being a 4™ level barbarian already,
then he gains Improved Uncanny Dodge instead (see below).
This is an extraordinary ability.

Mobility: From 5% level onwards, the pirate gets a +4 dodge
bonus to Dodge Defence against attacks of opportunity caused
when he moves out of or within a threatened area. If the pirate
already has Mobility from some other source, such as from being
a 5" level nomad already, then he gains Improved Mobility
instead (see below). Note that mobility does not apply if the
pirate is mounted. This is an extraordinary ability.

Bite Sword: The pirate often finds it useful to carry his cutlass
in his teeth, when boarding an enemy ship or clambering up the
walls of a coastal fortress on a night raid. There would be no
time to replace the blade in its scabbard but he has learned how
to hold it in his jaws. Up to once per round, as a free action,
a pirate of 7" level or higher can place any light weapon or any
one-handed slashing weapon in his mouth and carry it securely
there for up to 3 + Strength modifier rounds (3 + Strength
modifier minutes if it is a light weapon), before taking it back
into his hand as a free action once more. While carrying his
weapon in his mouth in this manner, the pirate can act normally,
though he may not attack with the weapon in his mouth. This
is an extraordinary ability.

Poison Resistance: At 8" level, the pirate gains a +1 resistance
bonus on all Fortitude saving throws against poisons, drugs and
alcohol. His dissolute lifestyle has allowed him to build up an
incredible tolerance to almost any poison or drug known to
man. This is an extraordinary ability.

At 14™ level this resistance bonus increases to +2 and at 20®
level to +3. Furthermore, at 20™ level he only suffers half effect
(rounded down) from any poison or drug, even if he fails his
saving throw against it and no effect whatsoever if he succeeds

at his saving throw. This also applies to penalties caused by |

the poison. For example, a hallucinogenic poison that would
usually cause the victim to suffer a -4 penalty to all attack rolls
will only cause the pirate to suffer a -2 penalty, even if he fails
his saving throw.

Improved Uncanny Dodge: At 8" level, the pirate can no
longer be flanked, except that a thief or pirate at least four levels
higher than him can still flank him.

Improved Mobility: From 10™ level onwards the pirate
never provokes attacks of opportunity, no matter what
he does, so long as he moves at least 10 feet during

that combat round. If the pirate somehow -~
already has Improved Mobility, such as A
for already having had Mobility from
another source before reaching 5% ;
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Base Attack Base Dodge  Base Parry  Attack Fort Ref Will
Bonus Bonus Bonus Bonus Save Save Save Special
+0 +0 +0 +0 +2 +2 +0 Seamanship +1, Ferocious
Attack
+1 +1 +1 +0 +3 +3 +0 Pirate Code, To Sail a Road of
Blood and Slaughter
1 +2 +2 +1 +0 +3 +3 +1 Sneak Attack +1d6, Sneak
i Subdual
1 +3 +3 +2 +1 +4 +4 +1 Uncanny Dodge
1 +3 +3 +2 +1 +4 +4 +1 Mobility
A +4 +4 +3 +1 +5 +5 +2 Sneak Attack +2d6, Seamanship
. l +2
: i +5 +5 +3 +1 +5 +5 +2 Bite Sword, Ferocious Attack
(additional attack)
+6/+1 +6 +4 +2 +6 +6 +2 Improved Uncanny Dodge,
Poison Resistance +1
+6/+1 +6 +4 +2 +6 +6 +3 Sneak Attack +3d6
+7/+2 +7 +5 +2 +7 +7 +3 Improved Mobility, Navigation
+8/+3 +8 +5 +2 +7 +7 +3 Seamanship +3
+9/+4 +9 +6 +3 +8 +8 +4 Sneak Attack +4d6
+9/+4 +9 +6 ¥3 +8 +8 +4 Ferocious Attack (stun, blood
& slaughter)
+10/+5 +10 +7 +3 +9 +9 +4 Poison Resistance +2
+11/+6/+1 +11 +7 +3 +9 39 45 Sneak Attack +5d6, Greater
Mobility
+12/+7/+2 +12 +8 +4 +10 +10 +5 Seamanship +4
+12/+7/+2 +12 +8 +4 +10 +10 +5
+13/+8/+3 +13 +9 +4 +11 +11 +6 Sneak Attack +6d6
+14/+9/+4 +14 +9 +4 +11 +11 +6 Ferocious Attack (fear)
+15/+10/+5 +15 +10 5 +12 +12 +6 Poison Resistance +3 (and half

level and so gaining Improved Mobility at 5% level instead of
Mobility, then he gains Greater Mobility instead (see below).
Note that Improved Mobility does not apply if the pirate is
mounted. This is an extraordinary ability.

Navigation: At 10% level the pirate gains Navigation as a bonus
feat. He need not meet the prerequisites for the feat. If he
already has Navigation, he gains Skill Focus with Profession
(sailor).

Greater Mobility: From 15% level onwards the pirate may move
up to his speed as part of a full attack action, rather than merely
taking a five-foot step. He may move and attack in any order; so
he might for example move five feet, attack once, move fifteen
feet, attack twice more and then move again for the remaining
ten feet of his movement. Note that Greater Mobility does
not apply if the pirate is mounted or is wearing heavy
armour. This is an extraordinary ability.

effect)

SCHOLAR

Adventures: Scholars in the Hyborian Age must often quest for
knowledge, for there are few formal academies or other teaching
processes from which to learn and perhaps draw an income.
For many scholars, digging around in dusty tombs or leading
expeditions deep into the jungles of Khitai is not just a way of
life, it is a way to make a living, since both ancient artefacts and
rare knowledge can be valuable. Those who attach themselves
to one or another religion as priests or shamans commonly
find themselves expected to work not just at translating old
manuscripts or preaching to the faithful but to undergo
hazardous pilgrimages to carry out strange rituals in faraway
shrines, to get involved in the power-politics of the royal court
and to war against rival religions either actively or by intrigue.
Wandering independents are almost by definition adventurers,
while those who have given their mind, body and soul in thrall
to some superior, whether earthly or demonic, are at their coven
or master’s beck and call whenever he needs an obscure material
component finding or a sorcery-sapping compound delivered to
a rival’s accommodation in secret.



Characteristics: The scholar is defined not merely by his broad
knowledge but more importantly by his access to sorcery, if he
desires it. Truly mastering sorcery requires precisely the kind
of focused, intense study that only scholars can achieve. As the
scholar becomes more experienced, he learns a greater variety of
spells, including some of potentially devastating power.

Religion: Many scholars are irreligious, bowing down to neither
men nor gods in their supreme arrogance. Even priests are not
always religious, having joined the clergy of their religion not
out of genuine piety but because of the perceived easy life of a
priest and the opportunities for bribery and blackmail, or as a
cover for their secret practices of the most evil sorcery. However,
some priests are genuinely devout and may gain a great deal
of encouragement and inner strength from their religion. For
those scholars who come from a primitive background, such
as the shamans of the Pictish Wilderness and the witch-men of
Kush, their superstitious religion is inextricably intertwined with
their sorcerous knowledge. Then there are those who actively
align themselves with the demons and dark gods; whether their
devotion is truly religious, or merely an indication of their
corrupt ambitions, is a moot point.

Background: Scholars can come from any number of
backgrounds but all share a thirst for knowledge and often for
power. Most are reliant on a teacher of some kind for their
sorcerous knowledge, such as a higher-ranking priest, coven
leader, master sorcerer, or even some demonic entity. A few
brave or foolhardy souls elect instead to learn their magic by their
own efforts entirely. Many scholars are more mundane, never
learning sorcery at all. This type, however, rarely adventures.

GAME RULE
INFORMATION

Abilities: The scholar who concentrates on pure knowledge
and skills will probably prioritise a high Intelligence. A more
sorcerous scholar will certainly need Charisma, in order to
magically attack his enemies, deal with demons and summon
servitors; and Wisdom, for sheer magical power. Some of the
Eastern scholars, who learn the mystical combat arts, will also
benefit from a high Wisdom as well as Dexterity.

Hit Die: d6.

CLASS skills

The scholar’s class skills (and the key ability for each skill)
are Appraise (Int), Bluff (Cha), Concentration (Con), Craft
(alchemy) (Int), Craft (herbalism) (Int), Craft (any mundane)
(Int), Decipher Script (Int), Forgery (Int), Gather Information
(Cha), Heal (Wis), Intimidate (Cha), Knowledge (any) (Int),
Listen (Wis), Move Silently (Dex), Perform (Cha), Profession
(Wis), Search (Int) and Sense Motive (Wis).

Skill Points at 1st Level: (8 + Int modifier) x 4.

Skill Points at Each Additional Level: 8 + Int modifier.
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‘A “Nemedian priest l[oosed
black magic again in the streets
of Tarantia to slay men who

still were loyal to your memory. I
myself saw . Armed men dropped
like flies and died in the streets in
a manmer no man could understand.
And the lean priest laughed and said.
T am only Altaro. only an acolyte of
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I Orastes. who is but an acolyte of him
who wears the veil: not mine is the
power. the power but works through
me.

CLASS FEATURES

All of the following are class features of the scholar.

Weapon and Armour Proficiency: A scholar is proficient
with all simple weapons. Note that armour check penalties for
wearing medium or heavy armour apply to the skills Balance,
Climb, Escape Artist, Hide, Jump, Move Silently, Sleight-of-
Hand and Tumble. Also, Swim checks suffer a -1 penalty for
every 5 pounds of armour and equipment carried.

Scholar: All scholars have a special restriction when spending skill
points. They must spend at least 12 skill points on Knowledge
skills at 1* level and at least 3 skill points on Knowledge skills at
cach subsequent level.

Background: Every scholar mustchoose abackground for himself
at 1% level. This is an extraordinary ability. The background
indicates the manner in which he came by his knowledge.

A scholar may only ever begin the game with one background
but at the Games Master’s discretion he may gain an additional &
background or backgrounds during play. For example, an |
independent may call up a demon and make a pact with it, then
some time later be accepted as an acolyte by a sorcerous society.
Likewise, a lay priest or acolyte may elect to conduct a little
independent research, just as though he were an independent
himself but in most cases his religion or coven will at best frown
upon such impertinence and at worst will put him to death if
they catch him.

The choice of background should be made in conjunction
with the Games Master, who will inform the player of
which options are available in his campaign.

=

Acolyte: Acolytes are members of a coven

or sorcerous society, or are occasionally

e
. -,
apprenticed to a lone sorcerer. They are



usually in thrall to their coven leaders, though they can gain a
great deal of power this way. The drawback is that they rarely
understand said power without their masters’ direct assistance.

J‘f_. -

An acolyte must always select a specific group to join, or a master
to whom he may apprentice himself. An acolyte may only ever
learn new sorcery styles or advanced spells (see below) known to
his masters. Depending on his superiors and on the nature of
the society, he may have a free choice between the various styles
and spells they know, or his progress may be highly regimented
so that his sorcery styles and spells are always assigned for him
rather than chosen by him. Most sorcerous societies require a
student to follow a strict curriculum of specific spells for the
first ten levels but allow him to learn whatever he wills after
that, so long as they can teach it to him or he can discover it for

himself.
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CLASSES

Sorcerers from civilised lands often take on apprentices. This is
an accepted method of learning found from Stygia to Khitai, even
if one cannot find a larger sorcerous society to join. Some of the
more primitive regions such as Kush also have village sorcerers,
along with the more shamanic or witch-doctor style priests;
these sorcerers, also known as Witchmen or Witch-Finders, are
employed on a freelance basis to cast spells for clients and often
take on apprentices to whom they can pass on their skills.

Independent: Independents are the most versatile variety of
scholar, since they have no particular ties to any authority.
However, they also have no one to teach them or to guide them
through their sorcerous paths and so must work a good deal
harder to gain access to any
true secrets. Though at best

their advancement can be
highly flexible, at worst it
is simply haphazard, with the
independent scholar simply picking
up a little knowledge here and there
as he goes.

Every time an independent gains
the New Sorcery Style or Advanced
Spell class features, he must make a ~ Knowledge
(arcana) check. The DC is 15 for New Sorcery Styles
or 20 for Advanced Spells. Success indicates that he
may choose the style he will learn. If he fails, the
Games Master will select a style for him at random
from among those he does not currently know but
for which he meets the prerequisites. If his check
result was less than 10, he does not gain a sorcery
style at all but must select a bonus feat or skill
points instead, as appropriate. See the New
Sorcery Style and Advanced Spell class
features.

Pact: A scholar who makes a
pact with a demonic
entity or other

. dark

force to learn sorcery is in a very similar state to that of an
acolyte to a sorcerers’ ring or coven, since he is often effectively
in thrall to the source of his knowledge. He has a lot more
choice as to what he learns; however, the master has no human
compunctions to prevent him from forcing the poor scholar to
perform the direst of acts. Furthermore, he will begin the game
at least somewhat corrupt, for no truly decent sorcerer makes
pacts with demons.

A scholar with a pact begins the game with a Corruption of 1
(see pg. 189 for more information on Corruption). At 1 level,
he must choose the New Sorcery Style: Summoning and the
spell demonic pact. On gaining New Sorcery Styles or Advanced
Spells, he may choose either to do his own researches, in which
case he must make a Knowledge (arcana) check as though he
were an independent, or else risk further Corruption by calling
up the entity with whom he has the pact once more. If he does
the latter, he may freely choose which style or spell he learns,
so long as it is one the entity knows but he must also make a
Corruption check for dealing with the demon once more.

A scholar with a pact also starts the game with one additional
bonus language available, as well as those offered him by his
race. This is Demonic. He must expend a language slot as usual
to learn to speak it. :

The Games Master is always free to rule that player character
scholars may not begin the game with a pact. This is particularly
appropriate in short-term or one-off campaigns, where the
natural disadvantage of the pact scholar (namely the Corruption
he gains, which will someday almost certainly doom him,
one way or another) may have little impact on play. This
background is better balanced for long-term campaigns,
offering immediate power at the cost of one’s soul, or
worse.

Lay Priest: Scholars who choose the lay priest
background are attached to a temple for purposes
of study but with little or no religious authority.
If they wish, they can work their way up to the
position of fully ordained priest (sece Chapter 6:
Feats), which brings with it a number of benefits
and responsibilities.

Priests, whether they are lay priests
or fully ordained, do not usually have
access to sorcery at all; if they do, it is
most commonly some form

or other of counter-sorcery

with which to combat evil

cults. The precise nature of

each priest and which magical
abilities (if any) are available to him
will vary depending on both the
deity he worships and his own honesty
—or lack of it. More information on the
cults of the various gods can be found in
Chapter 12: Religion in the Hyborian



Priests are treated as acolytes in that they must gain sorcery styles
known to their religion. They do not usually need to learn their
styles in a specific order but in most cases their religion will offer
only a very limited selection of styles in the first place. Most
higher-level priests have either conducted independent studies
themselves in secret, or have even more secretly made a pact with
a demon or joined a sorcerous society.

The shamans found in barbaric regions such as the Pictish
Wilderness can usually be treated as lay priests, though each
tribe or village usually has only two or three shamans at any one
time. A shaman might have the Priest feat (see p. 124) but will
not have had any official ordination and may have an apprentice
or two.

New Sorcery Style: At 1% level, 2™ level, 4* level and every four
levels thereafter, the scholar gains a new sorcery style from the
table in the Sorcery chapter on pg. 182, along with the basic spell
associated with it. The sorcery styles are more fully explained in
Chapter 9: Sorcery.

At any time at which he is eligible to gain a new sorcery style,
the scholar may instead gain a bonus feat from the following list:
Skill Focus (any), Diligent, Iron Will, Investigator, Negotiator,
Priest, or any Sorcery feat. If the sorcerer knows the calm of the
adept spell from the Oriental Magic sorcery style, he may also
select from Brawl, Defensive Martial Arts, Improved Critical
(staff or unarmed strike), Stunning Attack, or Weapon Focus
(staff or unarmed strike). In all cases, the scholar must meet the
usual prerequisites for the feat.

Note that the scholar may or may not be permitted to choose
his new sorcery style himself, depending on his Background class
feature.

Base Power Points: A 1 level scholar learns to access his own
personal magical energy. This is referred to as Base Power Points,
or Base PP.

A beginning scholar has Base PP equal to 4 + Wisdom Modifier,
to a minimum of one point.

Power points are used when casting spells and creating magical
objects. They can be regained by rest or the use of various lotus
concoctions (see Drugs and Herbal Preparations, pg. 223), or
temporarily increased by various means, most commonly by
sacrificing one or more humans. For most characters, their
power points can rise to a maximum of double their Base Power

Points. See Chapter 9: Sorcery for more on power points and
their use. This is a supernatural ability.

If for some reason a character already has Base Power Points
when he becomes a scholar, usually through the Dabbler feat,
he does not gain ‘new’ Base Power Points as above. Instead,
he receives a one-time bonus of +2 to his already acquired Base
Power Points.

Knowledge Is Power: A scholar may make a special scholarly
knowledge check with a bonus equal to his level + his Intelligence
modifier to see whether he knows some relevant information
about local notable people, legendary items, or noteworthy
places. This check will not reveal the powers of a magic item
but may give a hint as to its general function. The scholar may
never take 10 or take 20 on this check; this sort of knowledge
is essentially random. The Games Master should determine the
Difficulty Class of the check by referring to the table below.

DC Type of Knowledge

10 Common, known by at least a substantial minority of
the local population.

20 Uncommon but available, known by only a few
people in the area.

25 Obscure, known by few, hard to come by.

30 Extremely obscure, known by very few, possibly
forgotten by most who once knew it, possibly known
only by those who do not understand the significance

of the knowledge.

+1 Power Point: At 2™ level and every four levels thereafter, the
scholar’s Base Power Points increase by +1. This is a supernatural

ability.

Advanced Spell: At 3™ level and every level thereafter, the
scholar improves his knowledge of any one of the sorcery styles
he already knows by gaining any one of the advanced spells listed
under the style. More information about advanced spells can be
found in Chapter 9: Sorcery. Alternatively, at any time at which
he is eligible to gain an advanced spell, the scholar can instead
gain a +2 bonus to the skill points that he gains for the level.
As with the New Sorcery Style class feature, the scholar may
or may not be permitted to choose his advanced spell himself, §
depending on his Background class feature.

Note that when a sorcerer gains Advanced Spell and New Sorcery
Style simultaneously upon gaining a new level, he may choose to

gain the Advanced Spell in the New Sorcery Style.

Bonus Spell: From 3 level the

Scholar Bonus Sp ells scholar becomes eligible

Intelligence Bonus for a small number of & ,
Scholar Level  +1 +2 +3 +4 +5 or higher bonus advanced spells, 4 ; . :
o Bonus Spell ~ Bonus Spell ~ Bonus Spell ~ Bonus Spell ~ Bonus Spell depending  on  his 3 * ?—,i
7E - Bonus Spell ~ Bonus Spell  Bonus Spell ~ Bonus Spell Intelligence.  His w k e
11 - - Bonus Spell ~ Bonus Spell ~ Bonus Spell maximum S e 1
155 - - - Bonus Spell ~ Bonus Spell possible
19 - - - - Bonus Spell number
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£ ™y Base Attack  Base Dodge  Base Parry  Attack  Fort  Ref  Will

! Bonus Bonus Bonus Bonus  Save  Save Save  Special

'r. +0 +0 +0 +0 +0 +0 9 New Sorcery Style, Scholar,

; i Background, Base Power Points,
: i wn Knowledge Is Power

] u +1 +0 +0 +1 +0 +0 +3 +1 Power Point, New Sorcery Style

1 m +2 +1 +1 +1 +1 +1 +3 Advanced Spell, Bonus Spell

] < 43 +1 +1 +2 +1 +1 +4 Advanced Spell, New Sorcery Style

; ; t; +3 +1 <l ) +1 <l +4 Advanced Spell, Iron Will

i +4 +2 +2 3 +2 =) +5 Advanced Spell, +1 Power Point,

- Increased Maximum Power Points
3 l (triple)

E +5 +2 +2 +3 +2 +2 +5 Advanced Spell, Bonus Spell
+6/+1 +3 5 +4 +2 +2 +6 Advanced Spell, New Sorcery Style
+6/+1 +3 +3 +4 +3 i) +6 Advanced Spell
+7/+2 +3 +3 +5 +3 +3 +7 Advanced Spell, +1 Power Point
+8/+3 +4 +4 +5 +3 +3 +7 Advanced Spell, Bonus Spell
+9/+4 +4 +4 +0 +4 +4 +8 Advanced Spell, New Sorcery Style
+9/+4 +4 +4 +6 +4 +4 +8 Advanced Spell, Increased

Maximum Power Points (quadruple)
+10/+5 +5 +5 +7 +4 +4 +9 Advanced Spell, +1 Power Point
+11/+6/+1 +5 +5 +7 +5 +5 +9 Advanced Spell, Bonus Spell
+12/+7/+2 +6 +6 +8 +5 +5 +10 Advanced Spell, New Sorcery Style
+12/+7/+2 +6 +6 +8 +5 +5 +10 Advanced Spell
+13/+8/+3 +6 +6 +9 +6 +6 +11 Advanced Spell, +1 Power Point
+14/+9/+4 +7 +7 +9 +6 +6 +11 Advanced Spell, Bonus Spell
+15/+10/+5  +7 +7 +10 +6 +6 +12 Advanced Spell, New Sorcery Style,

of bonus spells is equal to his Intelligence bonus, if any. However,
he can gain only one bonus spell at 3% level and an additional
bonus spell every four levels thereafter, whatever his Intelligence.
This is summarised on the Scholar Bonus Spells table.

Iron Will: At 5 level, the scholar gains Iron Will as a bonus feat.
If he already has Iron Will, he may instead select any Sorcery feat
for which he meets the prerequisites as a bonus feat.

Increased Maximum Power Points: As scholars become more
experienced and knowledgeable, they become able to store far
more magical power in their bodies, so long as it is available to
them by means of sacrifice or some artefact or other. At 6* level,
a scholar’s maximum Power Points rise to triple his Base Power
Points, rather than double as is usual for most characters. At
13t level it rises again to quadruple his Base Power Points and
at 20" level to quintuple his Base Power Points.

For example, Thothmekri is a I* level scholar with Wisdom
14. His Base PP is 6 (4, +2 Wis) and his Maximum PP is
12 (double his Base PP). By the time he is 6" level, his
Base PP is 8 (4, +2 Wis, +2 scholar class feature)
and his Maximum PP is 24 (three times his
Base PP).

Increased Maximum Power Points
(quintuple)

SOLJOIER

Adventures: In the grim, war-torn kingdoms of the Hyborian
Age, there is always work for a soldier. When there is no proper
military work in the region, his skills can be put to just as good a
use as a brigand, guard, or hired thug; or else he can simply join
a similar band of footloose mercenaries and travel to a nearby
land where there is a war going on.

Characteristics: Soldiers gain far more feats than any other
character class and have the freedom to select them from
an enormous variety of combat-oriented feats. In addition,
they gain certain benefits when fighting alongside others in a
formation — this is particularly useful in mass combat but can
also come in handy in an adventuring party that contains three
or more characters all with at least three levels in the soldier
class.

Religion: Soldiers are frequently superstitious but rarely practise
a particular religion devoutly. Most would rather rely on their
own strong arms and the support of their comrades than put too
much faith in the gods, who may not even exist and certainly
show no inclination to intervene in the world even if they do.
Despite this, few soldiers will refuse the aid of a priest if offered.
Their lifestyles are so risky and uncertain that they will take
any support they can get, even potentially spurious spiritual



assistance. After all, if you bow to receive a blessing, you have
lost nothing if it does not work; and if it does work, it might

The mercenaries brought up the rear.
a  thousand horsemen. two thousand
- spearmen.  The tall horses of the cavalry
seemed hard and savage as their riders: they
made no curvets or gambades. There was a
grimply business=like aspect to these professional
killers. veterans of bloody campaigns. Clad from head
to foot in chain-mail. they wore their vizorless head-

pieces over linked coifs. Their shields were unadorned. l
their long lances without guidons. At their saddle-bows
hung battle-axes or steel maces. and each man wore at
his hip a long broadsword. The spearmen were armed in
much the same manner. though they bore pikes instead of
cavalry lances.

just save your life.

Background: Mostsoldiers joined either an army or a mercenary
company at a very young age, sometimes in childhood as a page, .
squire, or servant to a more experienced soldier. These know no
other lives than soldiering and often seem very hard and grim
for their age. Some soldiers may not have had such a formal
military background but simply come from particularly war-
torn regions, whether borderlands like the Bossonian marches
or lands with a strong raiding culture such as Cimmeria, Asgard
and Vanaheim.
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They were men of many races and many crimes. There
were tall Hyperboreans, gaunt. big=boned. of slow
speech and violent natures. tawny—haired Gundermen =
! from the hills of the north-west: swaggering Corinthian

renegades: swarthy Zingarians. with bristling black
mustaches and fiery tempers. Aquilonians from the
distant west.

GAME RULE
INFORMATION

Abilities: Strength and Dexterity are vital for the soldier.
Though most stress Strength above all else, Dexterity is vital for
archers and skirmishers and even the most stalwart pikeman may
find it useful on occasion. All require Constitution, whatever
their role, if they are to survive the long marches and bitter wars

that are every soldier’s lot. Those who have ambitions to rise to
Lo .. CLASS SkilLLs

a commanding position would do well to have a reasonably high
The soldiers class skills (and the key ability for each skill)

Charisma too.
are Climb (Str), Craft (Int), Intimidate (Cha), Jump (Str),
Hit Die: d10. Knowledge (geography), Knowledge (local), Perform (Cha),
Profession (Wis), Ride (Dex) and Search (Int).

Skill Points at 1st Level: (2 + Int modifier) x 4.

Skill Points at Each Additional Level: 2 + Int modifier.

CLASS FEATURES

All of the following are class features of the soldier.

Weapon and Armour Proficiency: A soldier is proficient with
all simple and martial weapons, two-weapon combat (Soldiers
effectively gain the Two-Weapon Fighting feat for free), light, e
medium and heavy armour and shields. Note that armour check N - l}.\{
penalties for wearing medium or heavy armour apply to the [ 5

skills Balance, Climb, Escape Artist, Hide, Jump, Move Silently, :
Sleight-of-Hand and Tumble. Also, Swim checks suffer a -1 |

penalty for every 5 pounds of armour and equipment carried.

Bonus Feats: At 1* level, the soldier gets a bonus feat in addition
to the feat that any 1* level character gets and any bonus feats
granted by his race. The soldier gains an additional bonus feat
at 2™ level and every two levels thereafter (4%, 6%, 8%, etc.). The
feats that may be selected as soldier bonus feats are indicated
as such in the Feats table in the Feats chapter. A soldier
must still meet all prerequisites for a feat, including

ability score and base attack bonus minimums.

Formation Combat: At 3" level the soldier .-r'“#
learns to fight as part of a formation, rather

than as an individual. He may select

one of the following formations:

GaheV (order #13576)



Base Attack Base Dodge Base Parry  Attack Fort Ref  Will
Bonus Bonus Bonus Bonus Save Save  Save Special
il +1 +0 +0 +0 +2 +0 +0 Bonus Feat
2 +2 +1 +1 +0 +3 +0 +0 Bonus Feat
3 +3 +1 +2 +0 +3 +1 +1 Formation Combat
§ 4 +4 +2 +3 +1 +4 +1 +1 Bonus Feat
1 5 +5 +2 +3 +1 +4 +1 +1
t 6 +6/+1 +3 +4 +1 +5 +2 +2 Bonus Feat
" 7 +7/+2 +3 +5 +1 +5 +2 +2 Formation Combat
i 8 +8/+3 +4 +6 +2 +6 +2 +2 Bonus Feat
! 9 +9/+4 +4 +6 +2 +6 +3 +3
l 10 +10/+5 +5 +7 +2 +7 +3 +3 Bonus Feat
r 14l +11/+6/+1 +5 +8 +2 +7 +3 +3 Formation Combat
112 +12/+7/+2 +6 +9 +3 +8 +4 +4 Bonus Feat
13 +13/+8/+3 +6 +9 +3 +8 +4 +4
14 +14/+9/+4 1% +10 +3 +9 +4 +4 Bonus Feat
I +15/+10/+5 +7 +11 +3 +9 +5 +5 Formation Combat
16 +16/+11/+6/+1 +8 +12 +4 +10 +5 +5 Bonus Feat
74 +17/+12/+7/+2 +8 12 +4 +10 +5 +5
18 +18/+13//+8/+3 +9 +13 +4 Al +6 +6 Bonus Feat
19 +19/+14/+9/+4 +9 +14 +4 +11 +6 +6 Formation Mastery
20 +20/+15/+10/+5 +10 +15 +5 +12 +6 +6 Bonus Feat

Heavy Cavalry: Whenever the soldier is mounted and has two
mounted and allied soldiers who have also selected Heavy
Cavalry within 20 feet of him, he gains a +1 circumstance bonus
to his Armour Piercing rating with any melee weapon. All three
must be mounted and in medium or heavy armour.

Heavy Infantry: Whenever the soldier has two allied soldiers who
have also selected Heavy Infantry adjacent to him, he gains a +1
circumstance bonus to his damage rolls with any melee weapon.
All three must be on foot and in medium or heavy armour.

Light Cavalry: Whenever the soldier has two and allied soldiers
who have also selected Light Cavalry within 20 feet of him, he
gains a +1 circumstance bonus to all melee attack rolls. All three
must be mounted and in light or no armour.

Skirmisher: Whenever the soldier has two allied soldiers who
have also selected Skirmisher within 10 feet of him, he gains a
+1 circumstance bonus to Defence. All three must be on foot
and in light or no armour.

The soldier may select a new formation every at 7%, 11" and 15%
levels. Formation combat is an extraordinary ability.

Formation Mastery: A 19% level the soldier’s circumstance
bonus for fighting in formation increases to +2. This is
an extraordinary ability.

THIEF

Adventures: Whether cracking open a long-forgotten tomb
in Stygia, raiding a Khitan caravan, or stealing sacred jewels
from a Zembabwean jungle temple, the thief lives a risky but
hopefully profitable life wherever he goes. Thieves are common
in Hyboria, often low born adventurers who use their wits to
rob others. Zamora is almost a state of thieves. Shem, Koth
and Zingara also have their fair share of thieves. A thief who
has acquired a reputation, or even one foolhardy enough to go
where others will not, is likely to be hired to break into sorcerers’
homes or tombs. They might be asked to gather rare artefacts,
such as poison from the snakes of the swamps of Zingara, or
lotus blooms from a far eastern land. Some are hired to capture
particularly valuable slaves. Teams of thieves might work on the
more difficult tasks but there are no formalized “Thieves’ Guilds’
even in notoriously lawless regions such as the Maul in Zamora.
Nobles will often hire such people for spies and assassins as
well as thievery. When work does not come in thieves will seek
out legendary treasures for their own profit. As a member of
an adventuring team, his role can be that of scout, negotiator,
assassin, or anything else for which his particular choice of skills
suits him.

Characteristics: The thief is expert at stabbing his enemies in
the back and with a well-planned sneak attack he can be far
more devastating than the most stalwart greatsword-wielding
mercenary. His greatest strength, though, is in the breadth and
depth of skills to which he has access, allowing him to specialise
or generalise as he chooses in any of a variety of different fields
of expertise.



“What else? Tve had my plans lad for
months. but you, I think. have acted on a
sudden impulse. my friend.

You killed the soldier?

‘Of course. 1 slid over the wall when he was on
the other side of the garden. 1 hid in the bushes.
he heard me. or thought he heard something.
“When he came blundering over. it was no trick
at all to get behind him and suddenly grip his
neck and choke out his fool's life. dHe was like
most men. half blind in the dark. A good thief

should have eyes like a cat.

Religion: The best-known thieves' god is Bel, originally a
Shemitish deity but now worshipped almost everywhere Shemites
are found, from the Hyborian kingdoms to Stygia, Zamora and
Turan. Other thieves have been quick to adopt Bel as patron,
with his priests’ promises of an easy life of plunder and excess.
However, there are other gods who favour thieves, including
several in the extensive and complex Zamorian pantheon.
Thieves from the East and South, such as Vendhya and Kush,
tend to worship their own gods. Many thieves, though, prefer to
avoid religion entirely, perhaps fearing that if they give too much

credence to the gods they will never be able to break into tombs
or rob temple coffers again.

Background: Many thieves come from the sprawling western
cities, whether in the Hyborian kingdoms or the notorious
slums and back streets of Zamora. However, not all thieves are
from urban regions and the nomadic tribes of Shem, Hyrkania
and other lands can also produce effective rogues, as can the
barbaric lands of Cimmeria and Nordheim. Often a wanderer
into the Hyborian kingdoms will find employment as a thief
before moving on to other things, since anyone with a quick
mind and nimble fingers can turn his hands to thievery.

S3SSVYID

GAME RULE
INFORMATION

Abilities: For most thieves, Dexterity is paramount. It lets them
strike first, before their opponents can propetly defend against
a sneak attack. It also drives most of their skills. Intelligence
should also be a priority, for an intelligent thief will be able to
get a better range of the skills that are so crucial to this class. The
thief who wishes to make his mark as a conman or fixer rather
than a straight robber or burglar would do well to have a high
Charisma, so as to better dupe his marks or make his deals.

Hit Die: d8.

CLASS skills

The thief’s class skills (and the key ability for each skill) are
Appraise (Int), Balance (Dex), Bluff (Cha), Climb (Str), Craft
(herbalism) (Int), Craft (any mundane) (Int), Decipher Script
(Int), Diplomacy (Cha), Disable Device (Int), Disguise (Cha),
Escape Artist (Dex), Forgery (Int), Gather Information (Cha),
Hide (Dex), Intimidate (Cha), Jump (Str), Knowledge (arcana)
(Int), Knowledge (local) (Int), Knowledge (nobility) (Int), Listen
(Wis), Move Silently (Dex), Open Lock (Dex), Perform (Cha),
Profession (Wis), Search (Int), Sense Motive (Wis), Sleight of
Hand (Dex), Spot (Wis), Tumble (Dex) and Use Rope (Dex).

Skill Points at 1st Level: (8 + Int modifier) x 4.

Skill Points at Each Additional Level: 8 + Int modifier.

CLASS FEATURES

All of the following are class features of the thief.

Weapon and Armour Proficiency: A thief is proficient with all
simple weapons, all light and one-handed martial weapons and
light armour. Note that armour check penalties for wearing
medium or-heavy armour apply to the skills Balance,
Climb, Escape Artist, Hide, Jump, Move Silently,
Sleight-of-Hand and Tumble. Also, Swim checks suffer

a -1 penalty for every 5 pounds of armour and

equipment carried. e £

"

Sneak Attack Style: At 1% level, the

e
x 1
thief chooses a sneak attack style. This a5 ol
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4 Base Attack  Base Dodge  Base Parry  Attack  Fort  Ref  Wiill
! Bonus Bonus Bonus Bonus Save Save  Save Special
L4 +0 +0 +0 +0 +0 +2 +0 Sneak Attack Style, Sneak Attack +1d6/
; i' +1d8, Trap Disarming
. i n % +1 +1 +1 +0 +0 +3 +0 Eyes of the Cat
§ v 3 +2 +1 +1 +0 +1 +3 +1 Sneak Attack +2d6/+2d8, Trap Sense +1
1 m 4 +3 +2 +2 +1 +1 +4 +1 Sneak Attack Style, Light-Footed
] 4 5 +3 +2 +2 +1 +1 +4 +1 Sneak Attack +3d6/+3d8
; ; -u. 6 +4 +3 +3 +1 ) +5 +2 Trap Sense +2, Special Ability
i V +5 +3 +3 ¥1 +2 +5 +2 Sneak Attack +4d6/+4d8
1 8 +6/+1 +4 +4 +2 +2 +6 +2 Sneak Attack Style, Poison Use
: l 9 +6/+1 +4 +4 +2 +3 +6 +3 Sneak Attack +5d6/+5d8, Trap Sense +3
B 10 +7/+2 +5 +5 +2 +3 +7 +3 Special Ability
11 +8/+3 +5 +5 +2 +3 +7 +3 Sneak Attack +6d6/+6d8
12 +9/+4 +6 +6 +3 +4 +8 +4 Sneak Attack Style, Trap Sense +4
13 +9/+4 +6 +6 +3 +4 +8 +4 Sneak Attack +7d6/+7d8
14 +10/+5 +7 +7 +3 +4 +9 +4 Special Ability
115 +11/+6/+1 +7 +7 +3 +5 19 +5 Sneak Attack +8d6/+8d8, Trap Sense +5
16 +12/+71+2 +8 +8 +4 +5 +10 +5 Sneak Attack Style
1£74 +12/+7/+2 +8 +8 +4 +5 +10 +5 Sneak Attack +9d6/+9d8
18 +13/+8/+3 +9 +9 +4 +6 +11 +6 Trap Sense +6, Special Ability
19 +14/+9/+4 +9 +9 +4 +6 +11 +6 Sneak Attack +10d6/+10d8
20 +15/+10/+5 +10 +10 +5 +6 +12 +6 Sneak Attack Style

can be any one weapon with which he is proficient, including
unarmed strikes and missile weapons. Whenever he makes a
sneak attack (see below) using his chosen weapon, he inflicts
greater damage and gains a +1 circumstance bonus on his attack
roll. At 4™ level and every four levels thereafter, the thief gains
an additional sneak attack style. This is an extraordinary ability.
Note that if the thief has Sneak Attack as a class feature from
another class, the sneak attack style increased damage only applies
to the damage from the Sneak Attack class feature acquired by
taking thief levels. For example, a 4" level thief/5" level pirate
whose sneak attack style is poniard deals 1d6+2d8+1d6 damage
when he sneak attacks with a poniard; 1d6 for the poinard’s base
damage, 2d8 for the sneak attack damage from the thief levels
(poniard style) and 1d6 for the sneak attack damage from the
pirate levels.

Sneak Attack: Any time at which the thief’s target is unable to
dodge or parry, or when the thief flanks the target, the thief’s
attack deals extra damage. The extra damage is +1d6/+1d8 at
1+ level and an additional 1d6/+1d8 every two levels thereafter.
The number before the slash indicates the extra damage dealt by
most weaponry; the number after the slash indicates the extra
damage dealt by any weapon that is one of the thief’s sneak
attack styles. (You use either the first figure or the second,
according to whether the thief is using a weapon that is
one of his styles or not. You do not add the d6 and the
d8 damage.) Should the thief score a critical hit
with a sneak attack, this extra damage is not
multiplied.

Ranged attacks can only count as sneak attacks if the target is
within 30 feet. The thief cannot strike with deadly accuracy
from beyond that range.

With a sap or an unarmed strike, the thief can make a sneak
attack that deals subdual damage instead of normal damage.
The thief cannot use a weapon that deals normal damage to deal
subdual damage in a sneak attack, even with the usual -4 penalty
to attack rolls.

A thief can only sneak attack a living creature with a discernible
anatomy. Any creature that is immune to critical hits is also not
vulnerable to sneak attacks. The thief must be able to see the
target well enough to pick out a vital spot and must be able to
reach a vital spot. The thief cannot sneak attack while striking
a creature with concealment or striking the limbs of a creature
whose vitals are beyond reach.

Trap Disarming: Thieves (and only thieves) can use the Search
skill to locate traps when the task has a Difficulty Class higher
than 20.

A thief who beats the DC of a trap by 10 or more with his
Disable Device check can, if he chooses, bypass it rather than
disarming it. He may lead his allies past it at their normal speed
without risk.

Eyes of the Cat: At 2 level, the thief gains the Eyes of the Cat
feat as a bonus feat. He need not meet the usual perquisites for
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the feat. If he already has Eyes of the Cat, he gains Alertness
instead. This is an extraordinary ability.

Trap Sense: At 3™ level, the thief gains a +1 bonus to Reflex
saving throws made to avoid traps and a +1 dodge bonus to
Dodge Defence against attacks by traps.
thereafter, these bonuses increase by +1. Trap Sense bonuses
gained from different classes stack. This is an extraordinary

ability.

Every three levels

Light-Footed: At 4" level, the thief gains the Light-Footed feat
as a bonus feat. He need not meet the usual prerequisites for
the feat. If he already has Light-Footed, he gains Fleet-Footed
instead. This is an extraordinary ability.

Special Ability: At 6* level and every four levels thereafter, the
thief may select a special ability from the following list. All
special abilities are extraordinary abilities.

¥ Crippling Strike: When the thief damages an opponent
with a sneak attack, the target also takes 2 points of
Strength damage.

¥ Evasion: If exposed to any effect that normally allows
a character to attempt a Reflex saving throw for half
damage, the thief takes no damage with a successful
saving throw. Evasion can only be used if the thief is
wearing light armour or no armour.

¥ Jack-of-all-trades: The thief gains a +2 innate bonus on all
Craft and Profession skill checks.

¥ Opportunist: Once per round, the thief can make an
attack of opportunity against an opponent who has just
been struck for damage in melee by another character.
This attack counts as the thief’s attack of opportunity for
that round. Even a thief with the Combat Reflexes feat
may not use the opportunist ability more than once per
round.

¥ Skill Mastery: The thief selects a number of skills equal
to 3 + Intelligence modifier. When making a skill check
with one of these skills, the thief may take 10 even if stress
and distractions would normally prevent him from doing
so. The thief may gain this special ability multiple times,
selecting additional skills to which to apply it each time.

¥ Sorcerous Protection: Experienced thieves often arrange for
minor magical protection, or learn to create their own
defences, so as to more safely plunder cursed tombs or
Stygian caravans. The thief gains a +2 resistance bonus
to all saving throws against spells and spell-like effects,
whether the required roll is a Will, Reflex or Fortitude
saving throw.

3 Feat: The thief may select a bonus feat in place of a special
ability, so long as he meets the usual prerequisites for the
feat selected.

Poison Use: At 8™ level the thief gains the Poison Use feat as
a bonus feat. He need not meet the usual prerequisites for the
feat.

—r- LA I S

ROVUNOING OUT
YOUR CHARACTER

As part of the character generation process, the following stages &%
enable you to find out a little more about your character beyond g5
his class, race, feats and skills.
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FATE POINTS

Fate Points are a narrative device enabling the players to bring
creative input to bear in the game, beyond merely describing
their own actions and throwing the dice. With Fate Points, you,
the player, can alter the game world in some way so as to benefit
your character. Fate points are intended to offer you the chance
to add to the story of your character, adapting the events around
him or the circumstances that befall him so as to improve the
game and give it more Conanesque feel.

e e

At the start of your career, you have 3 Fate Points, or FPs.

These Fate Points are extremely precious, since they can save
your life. You can achieve this by opting to be ‘left for dead’
rather than killed outright.

They have three other uses as well; but saving your life is
definitely the most crucial one, so it is reccommended that you
always keep one or two FPs reserved for that purpose alone. Of
course, the angle might be perfect for a Mighty Blow (see below)
instead, even if that leaves you desperately short of FPs but that
is a decision for you to take. Magical resurrection is so scarce
as to be almost unattainable in Conan the Roleplaying Game,
though a character who has a major task left unfulfilled or a
loved one to protect from imminent peril has a chance to make
a brief return as a ghost (see Chapter 13: Bestiary). Despite this,
it is usually best to simply not die.

USING FATE POINTS

There are four standard uses for Fate Points: Left For Dead,
Mighty Blow, Repentance and Destiny. Your Games Master
may allow other uses, so check with him before play.

Left For Dead: In Conan the Roleplaying Game, characters |
become unconscious when reduced to -1 hit points and die when
reduced to -10 hit points. See Chapter 8: Combat. However,
when a character’s hit points reach -10 by any means, he may
spend 1 FP to avoid being killed outright. He is instead ‘left
for dead.’

A character who is left for dead appears dead to a casual
examination, though he still has a chance of recovering,
particularly if attended quickly by a character with the
Heal skill (see pg. 90). If he is healed of at least 1 point
of damage within one hour of being left for dead,
either with the Heal skill or by some sorcerous -~
or other means, he is considered to be .
stable and at -9 hit points.

A
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louder beat of wings. Lifting his head
he watched with the burning glare of a
wolf the shadows wheeling above him. e
knew that his shouts would frighten them |
away no longer. One dipped - dipped - lower

his dulled ears sounded the

and lower. Conan drew his head back as far as

he could. waiting with terrible patience. The

vulture swept in with a swift roar of wings.
Tts beak flashed down. ripping the skin on
Conan's chin as he jerked his head aside: then
before the bird could flash away. Conan's head
lunged forward on his mighty neck muscles. and
his teeth. snapping like those of a wolf. locked '
on the bare wattled neck.

CLASSES

If he is not healed, he must make a Fortitude saving throw (DC
20) after one hour. If successful, he stabilises himself and is at -9
hit points. If he fails, he is finally and irrevocably dead, whether
or not he has any FPs left.

Mighty Blow: Rather than rolling the damage dice on any
successful hit or damaging magical attack of some kind, you can
elect to declare a Mighty Blow, at the cost of 1 FP. A Mighty
Blow always deals the maximum possible damage. This includes
any bonus damage, such as that rolled for sneak attacks. A
primitive or standard quality melee weapon always shatters
irreparably when used to deliver a Mighty Blow. Even an
Akbitanan weapon used to deliver a Mighty Blow has a straight
50% chance of snapping in two, though if it does, it will usually
be possible to use the broken blade as an improvised weapon. It
will not be completely destroyed.

Repentance: You spend one or more Fate Points to leave behind
your old, evil life and make an effort to start afresh. Each FP
spent in this way removes one point of Corruption.

Destiny: You can at any time spend one or more Fate Points,
with the agreement of the Games Master, to alter the world in
some minor way. Essentially, this allows you the player to have
some input into the story, over and above the actions of your
character. This change must be one that is plausible, minor
and not overwhelmingly beneficial to the player characters. It
may well assist them to accomplish their goals but they must
still accomplish those goals by their own strength and wits, not
simply by spending Fate Points!

For example, a character captured by the law and
imprisoned might spend a Fate Point to have a chance at
escape, such as a comrade or slave-girl smuggling him
in a dagger, or a guard becoming drunk on duty,
B OF the discovery of a loose chunk of granite
with which to smash open his ankle-

chain.
have his escape handed to

He may not, however,

him on a plate, such as by a sorcerer magically putting all the
guards to sleep and bursting his door open.

Another option for this use of a Fate Point is to alter your own
character in some minor way, by revealing a new facet of his past.
This might include knowing a language that he did not know
before, which proves useful in his current situation, or having a
contact in the area from his previous dealings in the region.

One good use of Destiny is when the players are at a dead end
in an adventure. Perhaps they have missed some crucial clue,
or failed to puzzle out where to go next. A single Fate Point in
this case is usually enough for the Games Master to offer some
kind of in-game hint. Preferably, this will not be so blatant as
to have a friendly non-player character tell them the answer
outright but, instead, something more along the lines of the
background information often given out in Conan stories. For
example, a lotus-dream could reveal a vision of the past history
of the creatures and places crucial to the plot; or an ancient scroll
could be uncovered that, with a Decipher Script check and a bit
of logic, could provide a hint as to where to look next.

The Games Master will be more likely to accept proposed uses
of Destiny which' could plausibly relate to a character’s own
future destiny, as reflected by his goals. For example, in the story
Black Colossus, Conan is offered the position of commander of
a nation’s armies and given a fine suit of plate armour as an
indication of his position. All about him observe a regal quality
to him, which they had not seen before. This is a deliberate
foreshadowing of his destiny to one day be King of Aquilonia.
Had Conan’s player always made it clear that his ambition was
to one day be King, the Games Master might allow him to be
made commander for just one Fate Point, since it would allow
that very foreshadowing.

GAINING MORE FATE
POINTS

When you spend a Fate Point, it is gone forever. It does not
recover with time, nor do you automatically gain new FPs as you
advance in level.

Each time your character accomplishes a major goal, either
personally or as part of an adventuring party, he gains from 1
to 2 FPs, always at the discretion of the Games Master. Usually
this will occur only at the successful conclusion of an adventure.
An entirely unsuccessful adventure will tend to mean that you
do not gain any FPs as a result.

STARTING
EQUIPMENT ANO

MONEY

Each character begins the game with a very small budget with
which to buy equipment. This is usually just sufficient to buy
a weapon or two and cheap, light armour for those who need
it. Starting equipment budget is dependent on character class.




Starting Equipment by Character Class

Class Starting Budget Starting Equipment Package*

Barbarian 100 + 10d6 sp Broadsword, dagger, Bow (any +0) and 20 arrows, Bow (any, up to +2) and 20
loincloth, belt pouch, arming sword or cutlass, arrows, battleaxe or war spear or
sandals, belt. poniard, loincloth, belt war club, leather jerkin, steel cap,

pouch, sandals, belt. loincloth, belt pouch, sandals or
feathered head-dress, belt.

Borderer 150 + 10d6 sp Arming sword, axe, hunting Short sword, battleaxe, Bow (any, up to +2) and 40
bow (+0), 20 arrows, dagger, hunting bow (+0), 20 arrows, arrows, short sword, battleaxe,
quilted jerkin, cloak, doublet dagger, quilted jerkin, steel leather jerkin, dagger, cloak,
and hose, work boots, shirt cap, cloak, doublet and hose, doublet and hose, work boots,
and braes, hood, costrel, work boots, shirt and braes, shirt and braes, hood, costrel,
herbalist’s kit, belt pouch, kit hood, costrel, herbalist’s kit, herbalist’s kit, belt pouch, kit
bag, belt. belt pouch, kit bag, belt. bag, belt.

Noble 500 + 10d6 sp Arming sword, dagger, steel Arming sword, dagger, Short sword, light lance, steel
cap, mail shirt, buckler, buckler, noble’s outfit (all cap, brigandine coat, large shield,
doublet and hose, riding of noble quality, i.c. cost is riding horse, riding saddle,
boots, shirt and braes, belt 50 times normal: coat, hat, poniard, warhammer, bow (any
pouch, belt. doublet and hose, riding +0), 20 arrows, doublet and

boots, shirt and braes, belt hose, riding boots, shirt and
pouch, knight’s belt). braes, cloak, hood, costrel, belt
pouch, knight’s belt.

Nomad 150 + 10d6 sp Riding horse, riding saddle, Riding camel, riding saddle, Riding horse, riding saddle, light
scimitar, hunting bow, scimitar, bow (any, up to lance, short sword, bow (any, up
20 arrows, dagger, belt, +1), 40 arrows, dagger, bel, to +1), 40 arrows, dagger, belt,
saddlebags, robes, sandals. saddlebags, robes, sandals. saddlebags, robes, sandals.

Pirate 100 + 10d6 sp Arming sword, silk breeks, Bow (any; up to +5) and Cutlass, silk breeks, dagger,
poniard, buckler, leather 20 arrows, war spear or war looted fancy coat and riding
jerkin, sling and 10 bullets. club, loincloth, belt pouch, boots (coat and boots of good

belt, feathered head-dress. merchant quality, i.e. cost is 10
times normal), belt, belt pouch.

Scholar 100 + 10d6 sp Dagger, doublet and hose, Stiletto, robes, belt, belt Dagger, doublet and hose, work
work boots, shirt and braes, pouch, spell component boots, shirt and braes, cloak,
cloak, hood, costrel, spell pouch, shoes, priestly hood, costrel, spell component
component pouch, belt trappings (small idol or holy pouch, belt pouch, belt, incense
pouch, belt, quill, ink, symbol, jewellery of rank, worth 100 sp, herbalist’s kit,
parchment, herbalist’s kit, 1 prayer beads etc. to a value of  quill, ink, 10 sheets parchment,
dose yellow lotus resin. 75 sp), incense worth 50 sp, crafter’s tools (any).

ink, quill, parchment.

Soldier 200 + 10d6 sp Broadsword, poniard, any Bill, arming sword, crossbow, ~ War sword, poniard, bow (any
shield, steel cap, quilted 10 bolts, poniard, any shield, ~ +0), 20 arrows, any shield, steel
jerkin, cloak, doublet and steel cap, quilted jerkin, cap, leather jerkin, cloak, doublet
hose, work boots, shirt and cloak, doublet and hose, and hose, work boots, shirt and
braes, hood, costrel, belt work boots, shirt and braes, braes, hood, costrel, belt pouch,
pouch, kit bag, belt. hood, costrel, belt pouch, kit kit bag, belt.

bag, belt.
Thief 100 + 10d6 sp Arming sword, thieves’ tools, =~ Masterwork thieves’ tools, Short sword, dagger, sling, 10

cloak, doublet and hose,
work boots, shirt and braes,
hood, costrel, belt pouch, kit
bag, belt.

*This may be chosen #nstead of a starting budget.

The budget can be spent on any of the goods for sale in Chapter
7: Equipment. A scholar character may choose to spend some
of his budget or all of it on items from Chapter 9: Sorcery, if he
can afford them.

Note that this budget is not the same as starting money. If the

budget is not used, the character does 70z get to keep the money.

poniard, cloak, doublet and
hose, work boots, shirt and
braes, hood, costrel, belt
pouch, kit bag, belt.

The budget represents items he has managed to acquire
and keep for himself over the years prior to the game
beginning, not actual money.

Any player can choose to have a starting
equipment package for his character

bullets, thieves’ tools,-quilted
jack, cloak, doublet and hose,
work boots, shirt and braes,
hood, costrel, belt pouch, kit
bag, belt.
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instead of a starting equipment budget. These are similar in
value to the appropriate budgets.
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STARTING MONEY

In addition to his starting equipment, each character has 2d6-
2 silver coins at the start of the game. At the Games Master’s
discretion, this may be reduced to zero, if he wishes to start a
campaign in which the characters begin desperately short of
money, rather than just very short!
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CODES OF HONOUR

There is no alignment in Conan. Its place is taken by two
concepts, codes of honour and allegiance.
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Generally speaking, deciding what is moral and what immoral is
up to the individual. However, certain dark, corrupting forces
can turn humans into cowed slaves or gibbering madmen.
Holding to a code of honour, however primitive, is one way in
which heroes can avoid such a fate.

The two most common codes of honour are given below. At
the Games Master’s discretion, variant codes of honour may be
permitted but it is strongly recommended that they should be
based on those given here. For example, the Games Master may
agree a variant barbaric code of honour better suited to the Vanir
with a player who wishes to play such a character, given that the
standard barbaric code of honour is based more on Cimmerian
morality.

However, there should be no ‘thief code of honour’ or ‘pirate
code of honour.” As portrayed in the Conan stories, most such
characters are inherently without honour, though they may
occasionally feign honour for their own purposes. Any who do
have a code of honour have retained a civilised or barbaric code
from their earlier lives but they are in the minority and most lose
even that honour sooner or later. Conan is a rarity, a barbarian
so strong-willed he has upheld his honour even when among the
most treacherous and amoral company of rogues or corsairs.

BENEFITS OF A CODE OF
HONOUR

Any character can begin the game with a code of honour at no
cost. Any character with a code of honour gains a +3 morale
bonus on all Will saving throws, rising to +06 if the Will saving
throw is against Corruption (see pg. 189). Furthermore, he
gains a +2 bonus to Reputation (see pg. 70).

However, living by any code of honour will require certain
restrictions on what the character can and cannot do and
breaking a code of honour usually means the loss of its
benefits forever.

BARBARIC COOE OF
HONONIR

This is Conan’s style of morality, such as it is.

The barbaric code of honour is common only in lands with
harsh climates, such as Cimmeria, Vanaheim and Asgard in
the north, Ghulistan in the east and is also found among some
of the Shemites and Kozaks who live in the great deserts that
stretch over many of the southern and eastern lands. Here even
strangers are given hospitality and fallen foes are extended mercy
if they ask for it, since it is recognised that humanity must to
some extent work together against the bitter cold or suffocating
heat. Barbarian tribes who have a relatively easy time of it, such
as the Picts in their lush forests, do not usually have a need for a
code of honour, for their environment is not sufficiently deadly
as to be their most dangerous enemy. It could be argued that
the presence of a code of honour is what separates a barbarian
from a mere savage.

RESTRICTIONS OF THE
BARBARIC CODE OF
HONOUR

A character with a barbaric code of honour will:

¥ Respect alliances with other honourable characters.

# Ignore an alliance with a dishonourable character, even
pre-emptively, if it suits him.

# Abide loyally by a contract of employment, even with a

dishonourable employer, so long as the character is well-

treated and shown loyalty in return.

Slay a dishonourable foe, even if that foe is helpless.

Slay an honourable foe who is not helpless.

Protect those weaker than himself, at least from physical

dangers, if such protection is requested. This includes

IR RO

ordinary folk such as peasants captured for interrogation,
who will be set free once it is safe to do so and rewarded
if they were of assistance, as well as children and most
women. A woman who has demonstrated herself to be
more capable in war than the average man need not be
protected, though the typical male with a barbaric code
of honour will probably attempt to protect her anyway.
# Offer his allegiance only to an honourable leader who is
clearly stronger and better suited for power than himself,
or to a greater cause of some kind; once allegiance is
granted, the character must be utterly loyal, so long as
his leader remains honourable and loyal to him in return.
Note that a character with a barbaric code of honour
need not necessarily retain an allegiance that was always
intended to be temporary, such as a mercenary contract,
after the conditions are fulfilled.
Plunder and rob anyone other than honourable allies.
Lie, cheat and con anyone other than honourable allies.

OO RO

Have no in-principle objection to slavery, being willing to
keep or free slaves as it suits his purposes.



¥  Grudgingly respect genuine piety but despise venal priests
and the typical trappings of civilised ‘religion’.

¥ Like or dislike others based on their honour and their
actions, not on their religion or race.

¥ Be hospitable and generous to those in need, even to

strangers.

unless there is a famine and all starve, because every

family will give of their own food to anyone without.

Respect the hospitality shown him.

Avenge any seriously intended insult with immediate and

lethal force, if at all possible. Note that barbarians new to

civilisation are likely to avenge even a jesting insult in the

same way, not having yet learnt the subtleties of civilised

behaviour, which can allow a man to insult another

without the imminent danger of having his skull split.

# Avenge any physical harm done him, at the earliest
opportunity, in a manner fitting his sense of balance and
justice.

It is said that no man starves in Cimmeria,

¥ %

A character with a barbaric code of honour will not:

# Slay a wild animal, or any other creature, for sport alone.
He may slay in self-defence, or for revenge, or to get food
or other resources, or slay a sworn enemy.

# Slay an honourable foe who offers a ransom or throws
himself on the character’s mercy.

# Slay or steal from one who has shown him hospitality
in his own house, even if they turn out to be an enemy,
unless the other breaks hospitality first.

# Harm anyone currently under his protection or receiving
his hospitality, even if they turn out to be an enemy,
unless the other breaks faith first.

¥ Assist the authorities with any information about his
friends or allies, even if refusing to do so puts him at
risk.

¥ Desert his henchmen or retainers, even if they appear to
desert him. If he ever achieves the position of chieftain or
a similar authority, he feels he must set an example to his
followers. Even if they doubt him, he must prove himself
to them, particularly if they need him.

CIVILISED CODE OF
HONOUR

This is the code of honour practiced by most knights and nobles
from the civilised lands. Some civilised warriors, soldiers and
mercenaries also practice this code of honour.

A character with a civilised code of honour will:

¥ Respect alliances with other honourable civilised
characters. May also respect alliances with honourable
barbaric characters but this is not required.

# Respect an alliance with a dishonourable civilised
character up undil that character breaks it.

¥ Offer his allegiance to any leader who might be regarded
as a legitimate authority, or to a greater cause of some
kind; once granted, the character must be utterly loyal, so

long as his leader or cause remains honourable and loyal

to him in return. Note that a character with a civilised
code of honour need not necessarily retain an allegiance
that was always intended to be temporary, such as a
mercenary contract, after the conditions are fulfilled.

¥ If seriously insulted, demand a formal duel at the next
suitable opportunity. Honour may also be satisfied with
sincere and profuse apologies, at the discretion of the
insulted party.

% Obey the laws of his homeland and co-operate with lawful
authorities in other lands wherever possible, unless at war
with those lands. This applies even if such behaviour
would be to the detriment of his friends or allies.

% Protect those weaker than himself, if such protection is
formally requested and if the person requesting protection
is highborn.

# Have no in-principle objection to slavery, being willing to

keep or free slaves as it suits his purposes.

Respect religious authorities.

If religious, make war upon the enemies of his religion

without showing mercy or offering quarter.

PO

A character with a civilised code of honour will not:

% Break the law of the land, unless he has formally thrown
in his lot with an organised and (in his opinion) legitimate
force of rebels.

% Slay an honourable foe who offers a ransom or throws
himself on the character’s mercy, unless ordered to do so
by a legitimate authority. Even in the latter case, if the
character believes that such an order indicates that the
authority is no longer legitimate, he may at the Games
Master’s discretion be able to avoid killing the foe, so long
as he immediately attempts to remove the illegitimate
authority from power; this may involve something along
the lines of the rebellion mentioned above.

% Slay a dishonourable foe of noble birth who offers a
ransom or throws himself on the character’s mercy, unless
ordered to do so by a legitimate authority.

% Knowingly work for a dishonourable employer.

% Attack peasants or ordinary civilians and tradesmen,
unless those folk have openly rebelled against a lawful
authority.

LOSING A COOE OF
HONOUR

Any character who voluntarily breaks his code of honour
immediately loses its benefits.

He may regain it if he secks out a priest who can provide
atonement, so long as he worships the same gods as that
priest and the priest has a code of honour of his own.
The priest will set the character a task, which must be
fulfilled before full atonement can take place.

An irreligious character or one who cannot
find a suitable priest may attempt to
right the wrong himself somehow. The
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Games Master will always be the judge of how much needs to
be done in this case before the code of honour can be regained
but generally it should be at least as much of a challenge as a task
set by a priest.
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AlLLEGIANCE

A character may have up to three allegiances, listed in order
from most important to least important. These allegiances
are indications of what the character values in life and may
encompass people, Organisations, or ideals. A character may
have no allegiances, being either a free spirit or a lone wolf, or
may change allegiances as he goes through life. Also, just because
the character fits into a certain category of people does not mean
the character has to have that category as an allegiance.
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If the character acts in a way that is detrimental to his allegiance,
the Games Master may choose to strip the character of that
allegiance and all its benefits and assign an allegiance more
suitable to those actions.

PLEOGING ALLEGIANCE

A character’s allegiance can take the form of loyalty to a person,
to an Organisation, to a belief system, or to a nation.

In general, a character can discard an allegiance at any time
but may only gain a new allegiance after attaining a new level.
However, a character who also has a code of honour (see above)
may gain a new allegiance at any time, subject to the Games
This reflects the inherent trustworthiness of
a character with a code of honour. Characters with codes of
honour may also find it difficult to discard their allegiances
without losing their honour, though, so should select allegiances

Master’s veto.

with care.

Having an allegiance implies having sufficient intelligence
and wisdom to make a moral or ethical choice. As a result, a
character must have Intelligence and Wisdom scores of 3 or
higher in order to select allegiances.

Allegiances include but are not limited to, the following
examples:

Person or Group: This includes a leader or superior, a family, a
group of linked individuals such as a band of adventurers, or a
discrete unit within a larger Organisation, such as members of
the character’s watch on a ship, or individuals for whose safety
the character is responsible.

Organisation: This may be a secret society, a caravan train,
a pirate ship or brotherhood, a local temple, a city, a guild,
a mercenary company, an employer, or an otherwise
established authority. Examples: the Argossean trading
ship Sea-Witch; the temple to Ibis in the village of
Hanumar.

Nation: This may or may not be
iy the nation in which the hero
currently resides. It
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may be where the individual was born, or where the hero resides
after emigrating to a new home.

Religion: This is always a particular faith or religion, though it
need not necessarily be limited to one god. For example, a Pictish
shaman is more likely to have allegiance to all the multitudinous
deities and obscure spirits of his pantheon, rather than just one
particular entity. Conversely, most sorcerers make pacts with
specific demons or dark gods.

ALLEGIANCES ANO
INFLUENCE

An allegiance can create an empathic bond with others of the
same allegiance. With the Games Master’s permission, the
character gains a +2 circumstance bonus on Charisma-based
skill checks when dealing with someone of the same allegiance,
so long as the character concerned has had some interaction with
the other character, allowing the connections to be discovered
and thus bring the bonus into play.

REPUTATION

During a typical campaign of Conan the Roleplaying Game,
characters will amass fewer tangible rewards for their efforts (such
as gold, land and magical items) than characters in most fantasy
settings. They are more likely to be fleeing the country after an
adventure than being given a land grant, unless perhaps at high
levels they seize control of an entire nation as Conan himself did.
Gold, if they ever gain it, will slip through their fingers in the
taverns, gaming-houses and bordellos of the nearest city within a
matter of a few weeks. Magical items are few and far between; if
not a sorcerer, you would be well advised to steer clear of them,
for most come with a price few would be prepared to pay.

Adventurers in the Hyborean Age must rely on their own skills
over and above expensive equipment or magical weaponry.
Their experience and combat prowess are paramount, though
their reputation can also be of enormous benefit. A character’s
reputation, though, is always with him, even when he is a
penniless wanderer or captured prisoner. For example, in the
Conan novel The Hour of the Dragon, Conan is able to use his
reputation as a chief of the black corsairs to cause a slave revolt,
allowing him to defeat an entire shipload of Argossean sailors.

The following rules provide a mechanic to reflect the effects of
reputation in day-to-day situations. These rules should never
be regarded as a substitute for roleplaying but can make minor
encounters run much more smoothly.

Reputation works a little like the Charisma ability score. It helps
characters influence situations through the use of skills such as
Bluff, Intimidate and Gather Information, as well as helping
them recruit mercenaries and followers effectively. Also provided
are rules that allow the nature of a character’s reputation to affect
the way it may be used. For example, a lowly Zamboulan street
thug known for his bloodthirsty behaviour is likely to find a
very different response when negotiating with another thief than
with a virtuous priest of Mitra. In addition, this section permits



Average Reputation Scores
Example

Reputation Score

A young, inexperienced thief

1

A newly recruited guardsman 2
A bookish but well-though-of scholar o)
A priest who has worked among the people of the area 4-5
A person known to be a thief or thug 6-7
An old soldier in local lord’s retinue 8-9
A scarred and battle-tested mercenary 10-15
A sorcerer-for-hire 16-25
A person who averted a major disaster 26-35
A gifted assassin 36-55
A priest renowned for his successful and active opposition to the worshippers of Set 56-75
A nomad chieftain at the head of a powerful horde that has plundered several settlements 76-90
An evil wizard who has returned from the dead to topple kingdoms and slay the living 90+
Reputation Modifiers
Action Reputation Modifier
Have a Code of Honour +2
Break your Code of Honour -2
Defeat an enemy whose level or Hit Dice is 1-3 higher than character’s own* +1
Defeat an enemy whose level or Hit Dice is 4-6 higher than character’s own* +2
Defeat an enemy whose level or Hit Dice is 7 or higher than character’s own* +3
Being defeated by an enemy whose level or Hit Dice is 1-3 higher than character’s own -1
Being defeated by an enemy whose level or Hit Dice is the same or 1 less than character’s own -2
Being defeated by an enemy whose level or Hit Dice is 2 or more less than character’s own -3
Defeat an enemy whose Reputation is 15 — 19 +1
Defeat an enemy whose Reputation is 20 — 50 +2
Defeat an enemy whose Reputation is above 50 +4
Committing a crime that earns the character 5,000-9,999 sp +1
Committing a crime that earns the character 10,000-24,999 sp 1
Committing a crime that earns the character 25,000-49,999 sp +3
Committing a crime that earns the character 50,000-99,999 sp +4
Committing a crime that earns the character 100,000-999,999 sp +5
Committing a crime that earns the character 1,000,000+ sp +10

Imprisoned

-1 per year of sentence

Escape from imprisonment

+2 per year of sentence

Spend three consecutive months without any change in Reputation**

-1

Return from a journey to a distant city or region +1
Widely believed to be dead -1
Return from apparent death g
Become leader of a small mercenary band or other military unit of 25 to 249 troops +2
Become leader of a large mercenary band or other military unit of 250 to 2,499 troops +4
Become leader of an army of 2,500 or more troops +6
Become ruler of a city +8-10
Become ruler of a nation +12-15
Win a great battle or complete a major scenario +5
Gain a character level )

*An enemy supplies this bonus only if it is a dangerous threat in an area or is well known amongst the people of the area. A

character also gains these bonuses for defeating foes whilst being witnessed by large groups of people. Furthermore, the defeat

should be single-handed.

**This penalty applies for each three-month time period spent inactive. See below for rules on how Reputation falls

over time.

***This bonus applies only once. A character who keeps on apparently dying and returning will find that these

exploits are no longer worthy of tales and gossip.
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characters to cultivate a different Reputation in several different
cities or nations. For example, King Conan is loved in Aquilonia
for deposing the old, repressive dynasty and ruling wisely and
justly, yet among the black corsairs he is Amra, the lion, the most
bloodthirsty and successful pirate leader they have ever had.
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While Reputation works much like an ability score, it rises and
falls frequently, often after each scenario a character completes.
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The Reputation score measures how well known a character
is among the general population of a region or town. A high
Reputation means that many people have heard impressive things
about the character, such as his exploits in escaping the law or
the theft of a heavily guarded and incredibly expensive artefact.
A low Reputation shows that either few people have heard of
the character’s exploits or have heard terrible things about him,
such as his propensity to murder innocents at whim or his defeat
at the hands of a lone peasant. However, Reputation is not
always an honest assessment of a character’s skills or exploits.
As word travels of his accomplishments, some bending of the
truth takes place as rumour builds upon rumour. Despite this,
unless someone deliberately spreads misleading lies, a character’s
Reputation is largely based on his actual actions.

CLASsSES
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A character applies Reputation to:

¥ Acempts to influence others with skills such as Bluff,

Intimidate and Gather Information.

¥ Actempts to see whether a person knows who the character
is.

GENERATING
REPUTATION

A character’s base Reputation score equals his character level
plus his Charisma modifier, though it can never drop below 1.
Thus, each time a character gains a level, his Reputation usually
goes up by one, though a low level character with a negative
Charisma modifier may have to work hard before his Reputation
can increase above 1.

Actions a character undertakes also modify his Reputation.
Defeating enemies, overthrowing tyrants, slaying evil sorcerers
and completing other difficult or heroic tasks all help boost a
character’s Reputation. On the other hand, a character who
temporarily retires from adventuring or who departs to a distant
city or world for many years loses Reputation. Truly legendary
characters’ stories may continue to live on as popular songs and
myths but the exploits of most fade with time.

The following table summarises the actions that can change
a character’s Reputation. It does not cover every possible
action in a campaign but should give Games Masters and
players a good starting point when judging how to
rate a character’s most important actions.

VUSING REPUTATION

A character’s Reputation can be a tremendous asset among
mercenaries, nomads and thieves. When a person is encountered
for the first time, make a Reputation check to determine if he
has heard of the characters exploits. To make a Reputation
check, roll 1d20 and add the character’s Reputation score. If
this matches or equals the check’s DC, the person has heard of
the character. The standard DC for a Reputation check is 25.

If a person has heard of the character, he may use his Reputation
score to provide a bonus when using the following skills: Bluff,
Intimidate, Perform and Gather Information. The bonus gained
from Reputation is based on its overall score and is shown on the
table below. Generally, any skill used in social situations may
use Reputation as a bonus, so long as those who the character is
trying to impress recognise him.

Reputation Effects

Reputation Bonus to Penalty to
Score Skill Checks Disguise Checks*
1-4 +0 -

5-10 +1 -

1217 +2 -1

18-25 +3 -1

26-34 +4 -2

35-44 +5 -2

45-55 +6 -3

56-67 +7 -3

67-80 +8 -4

81-94 +9 -4

95+ +10 =)

At the Games Master’s discretion, the penalty to Disguise Checks
in the table above is applied whenever the character disguises
himself in a location where he is well known. It may be reduced
if he is popularly believed to be dead or far away.

REPUTATION By
LOCATION

Reputation is attached not only to a character but also to a place.
An outlaw famous in one town for defeating a hated inquisitor
may be completely unknown in another, where word of the
inquisitor never reached. When making a Reputation check,
the DC is determined by where the character currently is. His
Reputation may not travel with him if he goes further afield. Ifa
character travels to an area where he has not been before, consult
the table below to determine any modifiers to his Reputation.

Distance Travelled: This is the physical distance from the
nearest area where the character has built up a Reputation.

Temporary Reputation Check DC: The DC of Reputation
checks for the first month a character spends in a new area. Over
time, news of his arrival and knowledge of his actions spreads
enough to return to the standard DC of 25.



Reputation Modifier: Determine a character’s Reputation for
a new area by applying this modifier to his Reputation score in
the original area.

Reputation and Travel

Temporary Reputation ~ Reputation
Distance Travelled  Check DC Modifier
Nearby Town 30 -10
Elsewhere in the
same country 35 -20
Another country 40 -30
Another world 50 -40

THE NATURE OF
REPUTATION

Not everyone has the same kind of reputation. A notorious and
successful assassin meets with quite different reactions from a
popular priest who is willing to help anyone, believer or not.
The Games Master may assign one of the following Reputation
types to each character. Players are allowed to select the nature
of their own characters’ Reputation, though the Games Master
has the option to force them to change this nature if the player
does not live up to it.

Each nature dictates how a character may use his Reputation
score. A Reputation’s nature determines which skill checks it
may be used as bonus to. In all cases, people must recognise a
character in order for his Reputation score to apply in a situation,
as detailed above.

Brave: The character is known for his unflinching and steadfast
demeanour in the face of danger. He has faced down many
powerful enemies and defeated them not only with skill at
arms but also indomitable spirit. The character may apply his
Reputation bonus to Bluff and Intimidate checks when dealing
with others.

Coward: When danger calls, the character runs in the opposite
direction. He is known for his flighty nature and tendency to
shirk from challenges. Few respect him and his Reputation
makes it difficult for him to deal with others. If he is recognised,
his Reputation bonus automatically counts as a penalty to any
Intimidate checks when dealing with others. However, he may
use it as a bonus to Bluff and Gather Information checks as
others tend to underestimate him and he can take advantage of
that when lying or trying to extract information from them.

Cruel: The character inflicts pain upon others for little reason
and is known for his sadistic and capricious nature. Those who
recognise the character will attempt to avoid him, for his name
commonly arouses fear and loathing in others. He may apply
his Reputation bonus to Bluff and Intimidate checks when
dealing with others. He may only apply his Reputation bonus
to Intimidate checks when dealing with authority figures.

Honest: The character is thought to keep his word at all times.
He is known not only as a hero of the people but also as a person
who adheres to a strict code of honour. Whether this is truly
the case is irrelevant, so long as he maintains his public persona.
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The character may apply his Reputation bonus to Bluff, Sense
Motive and Gather Information checks. People trust him and
are easily swayed by his words or eager to help him out.

Talented: The character is known as an expert in his field. He
may, for example, be a gifted scholar or powerful warrior. His
exploits are well known but his talent and ability mark him as a
legend in the making. The character may apply his Reputation
modifier to Bluff and Profession checks when dealing with
others. As an acknowledged expert, his advice and work are

both highly valued.

Trickster: When the character moves through a room, everyone
pauses to check their purses. He is known as a shifty and sneaky
scoundrel. When the character’s Reputation precedes him,
apply it as a penalty to Bluff checks when dealing with others, as
people expect him to lie about everything anyway. On the other
hand, his exploits make others somewhat nervous, allowing
him to use his Reputation as a bonus to Intimidate and Gather
Information checks.

Villain: The character inspires fear and dread in others because
of the ruthless goals he pursues. His methods may not be brutal
but he is known as someone best not crossed. The character may
apply his Reputation bonus to all Bluff, Intimidate and Gather
Information checks when dealing with others.

ALIASES

Some thieves and outlaws use false names, either out of personal
preference or sheer necessity. An alias is a persona invented to
cover a true identity. It must include a name and disguise that
separates it from a character’s real nature.

An alias acquires its own Reputation, generated separately from
a character’s true identity. When travelling under an alias,
any bonuses earned to Reputation apply only to the aliass
Reputation score. If a character gains a level because of actions
taken while under his alias, or if he earned the majority of the
experience points needed for a level whilst using it, his alias earns
the Reputation bonus. Thus, while a character’s true personality
is barely known by anyone, his alias could be the leading villain

(or hero) in the city.

If a character’s alias is ever revealed, the higher of his own and his
alias’s Reputation becomes his true Reputation score. In addition,

he gains half of his lower score as a one-time bonus to his new

Reputation, reflecting the uproar and interest surrounding the
revelation of his identity. However, the character only modifies

his Reputation score in this way if the general populace learns of
his alias. If only a few close friends or a very limited number of

people are in on the secret, his alias is secure.

Aliases work best as a roleplaying tool. The heroic outlaw who
dons a disguise and struggles against a corrupt and autocratic
priest, or a common thief desperately trying to keep his
activities hidden from the local lords or police are two
examples of how they may be used. They add depth to
a character’s background and supply some interesting
roleplaying opportunities. If a player feels an

alias is appropriate to his character, he should —
consult with the Games Master about i
adopting one.
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the Conan stories.

subsequent levels.

are then spent on 2 class
skills and two cross-class

of expertise, many also pick up certain skills along the way which
might be useful for their roles as adventurers, such as sneaking
about, clambering up cliff-faces, spotting an assassin in the night
and puzzling out the meanings of ancient rolls of parchment. A
barbarian might not be quite so knowledgeable about religion as
a priest of the same level would; nonetheless, he will probably
have picked up bits and pieces of information here and there, if
he is the typical cosmopolitan, observant adventurer depicted in

For this reason, although all characters must spend the skills they
derive from their character classes on class skills or else gain only
half a rank per skill point spent on a cross-class skill (as detailed
below), any bonus skill points gained through a high Intelligence
are more flexible. The bonus skill points from a high Intelligence
may be spent on any skill without penalty. In effect, all skills are
treated as class skills for the various skill points gained through
having a high Intelligence. This applies both at 1st level and at

For example, the table below shows Conan’s starting skills as a
barbarian. He starts with 16 class skill points and 12 bonus
skill points. As he is a Cimmerian he gets 2 ranks on Climb,
Move Silently and Survival as racial bonuses. He then spends
2 extra class skill points on each one to get them to rank 4. He
then spends his remaining class skill points on Hide, Intimidate
and Spot. His bonus skill points (obtained from 4xInt bonus)

TLoDET eversee bevuniin
life £ Oeaxh

ALL CHARACTERS IN Conan the Roleplaying Game,are
self-sufficient, highly capable of turning their hands to just
about anything. Though almost all specialise in particular areas

Remembering  something. the
Cimmerian drew forth the roll of
parchment he had taken from the mummy

and unrolled it carefully. as it seemed ready
to fall to pieces with age. de scowled over
the dim characters with which it was covered.
In his roaming about the world the giant
adventurer had picked up a wide smattering of

knowledge. particularly concerning the speaking

and reading of many alien tongues. Many a
sheltered scholar would have been astonished
at the Cimmerian's linguistic abilities. for
he had experienced many adventures where
knowledge of a strange language had meant

the difference between life and death.

For his second level, after spending most of his skill points, he
decides that balance would be a useful skill to have. As this is a
cross-class skill, he spends his bonus skill points on it and buys
it at rank 2.

PURCHASING SkILLS

If you buy a class skill, your character gets 1 rank (equal to a +1
bonus on checks with that skill) for each skill point. If you buy
other classes’ skills (cross-class skills) with the skill points you

: Class Skills at Skills at
Slflus‘ As thclzse are from Skills Skillz Race Class  Bonus 1+ level Class  Bonus 2" level
h:l bon‘: P"lmts’ i‘ef Wals Climb Y E 2 : 4 1 - 5
T S L D e Move Silently Y 2 2 - 4 1 - 5
point rather than buying ;

: Survival G 2 2 - 4 1 - b
them from his class -
skill points, where he Hlde Y 2 £} L 4 1 ] 5
would pay 1 point Listen % 3 4 - 4 - 1 5
ot Wam il Intimidate DC - ) - 4 - - 4
Spot % - - 4 4 - 1 5
Jump i - 4 4 - - 4
Gather N E = 2 2 _ : 3
Information

Heal N - - 2 2 - - )

Balance N




gain from your class, as opposed to your bonus skill points from a
high Intelligence, then you get %2 rank per skill point. Character
class descriptions indicate which skills can be purchased as class
skills and how many skill points are gained when a character
takes a level in that class.

Your maximum rank in a class skill is your character level +3.
Your maximum rank in a cross-class skill is one-half of this
number. Do not round up or down.

Using Skills: To make a skill check, roll: 1d20 + skill modifier.
The skill modifier is equal to skill rank + ability modifier +
miscellaneous modifiers. This roll works just like an attack
roll or a saving throw; the higher the roll, the better. Either a
character is trying to match or exceed a certain Difficulty Class
(DCO), or he is trying to beat another character’s check result.

Skill Ranks: A character’s number of ranks in a skill is based
on how many skill points he has invested in it. Many skills can
be used even if the character has no ranks in them; doing this is
called making an untrained skill check.

Ability Modifier: The ability modifier used in a skill check is the
modifier for the skill’s key ability, that is, the ability associated
with the skill's use. The key ability of each skill is noted in its

description.

Miscellaneous Modifiers: Miscellaneous modifiers include
racial bonuses, armour check penalties and bonuses provided by
feats, among others.

USING A skill

When a character uses a skill, the Player makes a skill check
to see how well he performs. The higher the result of the skill
check, the better. Based on the circumstances, the result must
match or beat a particular number (a DC or the result of an
opposed skill check) for the check to be successful. The harder
the task, the higher the number a Player needs to roll.

Circumstances can affect this check. A character that is free to
work without distractions can make a careful attempt and avoid
simple mistakes. A character who has lots of time can try over
and over again, thereby assuring the best outcome. If others
help, the character may succeed where otherwise he would fail.

Examples of Opposed Checks
Task Skill (Key Ability)

Opposing Skill (Key Ability)

skilLL cHEeCkS

A skill check takes into account a character’s training, represented
by his skill rank, his natural talent, represented by the ability
modifier and an element of luck, represented by the die roll.
It may also take into account his race’s knack for doing certain
things (a racial bonus) or what armour he is wearing (armour
check penalty), or a certain feat he possesses, among other
things.

To make a skill check, roll 1d20 and add your character’s skill
modifier for that skill. The skill modifier incorporates the
character’s ranks in that skill and the ability modifier for that
skill’s key ability, plus any other miscellaneous modifiers that
may apply, including racial bonuses and armour check penalties.
The higher the result, the better the character performed. A
natural roll of 20 on the d20 is not an automatic success and a
natural roll of 1 is not an automatic failure, unlike some combat
rolls.

OIFFICULTY CLASS

Some checks are made against a Difficulty Class or DC. The
DC is a number, set using the skill rules as a guideline, which
you must equal or beat with the result on your skill check in
order to succeed.

Difficulty Class Examples
Difficulty (DC) Example (Skill Used)

Very Easy (0) Notice something large in plain sight
(Spot)

Easy (5) Climb a knotted rope (Climb)

Average (10) Hear an approaching guard (Listen)

Tough (15) Rig a wagon wheel to fall off (Disable
Device)

Challenging (20) Swim in stormy water (Swim)

Formidable (25) Open an average lock (Open Lock)

Heroic (30) Leap across a 30-foot chasm (Jump)

Nearly Impossible Track a squad of nomads across hard

(40) ground after 24 hours of rainfall

(Survival)

OPPOSED CHECkKS

An opposed check is a check whose success or failure is
determined by comparing the check
result to another character’s check

In an opposed check, the

higher result succeeds, while the lower

result.

Con someone Bluff (Cha) Sense Motive (Wis) el T e higher
Pretend to be someone else Disguise (Cha) Spot (Wis) skilll" modifier. wins:' - If these
Create a false map Forgery (Int) Forgery (Int) scores are the same, roll again

Hide from someone Hide (Dex) Spot (Wis) to break the tie.

Make a bully back down Intimidate (Cha) Special'

Sneak up on someone Move Silently (Dex) Listen (Wis)

Steal a coin pouch Sleight of Hand (Dex) Spot (Wis)

Tie a prisoner securely Use Rope (Dex)

' An Intimidate check is opposed by the target’s level check, not by a skill check. See the

Intimidate skill description for more information.

Escape Artist (Dex)

-
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TRYING AGAIN

In general, a character can try a skill check again if he fails

o
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and can keep trying indefinitely. Some skills, however, have

consequences of failure that must be taken into account. A few
skills are virtually useless once a check has failed on an attempt
to accomplish a particular task. For most skills, when a character
has succeeded once at a given task, additional successes are
meaning]ess.
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FAVOURABLE ANO
UNFAVOURABLE
CONOITIONS

Some situations may make a skill easier or harder to use, resulting
in a bonus or penalty to the skill modifier for a skill check or a
change to the DC of the skill check. The chance of success

can be altered in four ways to take into account exceptional
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circumstances.

¥ Give the skill user a +2 circumstance bonus to represent
conditions that improve performance, such as having
the perfect tool for the job, getting help from another
character (see Combining Skill Attempts), or possessing
unusually accurate information.

Give the skill user a —2 circumstance penalty to represent
conditions that hamper performance, such as being
forced to use improvised tools or having misleading
information.

Reduce the DC by 2 to represent circumstances that
make the task easier, such as having a friendly audience

or doing work that does not have to be done up to a

basic standard.

Increase the DC by 2 to represent circumstances
that make the
uncooperative audience or doing work that must be

task harder, such as having an

flawless.

Conditions that affect your character’s ability to perform the
skill change the skill modifier. Conditions that modify how
well the character has to perform the skill to succeed change
the DC. A bonus to the skill modifier and a reduction in
the check’s DC achieve the same result.
better chance of success. However, they represent different

Each creates a

circumstances and sometimes that difference is important.

TIME ANO SkilLL
CHECkS

Using a skill might take a round, take no time, or
take several rounds or even longer. Most skill

uses are standard actions, move actions,

Ig_\ or full-round actions. Types of

actions define how long activities

take to perform within the
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framework of a combat round (6 seconds) and how movement is
treated with respect to the activity. Some skill checks are instant
and represent reactions to an event, or are included as part of an
Other skill checks

action. These skill checks are not actions.
represent part of movement.

CHECKkS WITHOUT ROLLS

A skill check represents an attempt to accomplish some goal,
usually while under some sort of time pressure or distraction.
Sometimes, though, a character can use a skill under more
favourable conditions and eliminate the luck factor.

TAKING lO

When your character is not being threatened or distracted, you
may choose to take 10. Instead of rolling 1d20 for the skill
check, calculate your result as if you had rolled a 10. For many
routine tasks, taking 10 makes them automatically successful.
Distractions or threats, such as combat, make it impossible for a
character to take 10. In most cases, taking 10 is purely a safety
measure; you know or expect that an average roll will succeed
but fear that a poor roll might fail, so you elect to settle for the
average roll,-a 10. Taking 10 is especially useful in situations
where a particularly high roll would not help.

TAKING 20

When you have plenty of time, which generally means 2
minutes for a skill that can normally be checked in 1 round, one
full-round action, or one standard action, you are faced with
no threats or distractions and the skill being attempted carries




no penalties for failure, then you can take 20. In other words,
eventually you will get a 20 on 1d20 if you roll enough times.
So, instead of rolling 1d20 for the skill check, just calculate your
result as if you had rolled a 20.

Taking 20 means you are trying repeatedly until you get it
right. It assumes that you fail many times before succeeding.
Taking 20 takes twenty times as long as making a single check
would take. Since taking 20 assumes that the character will fail
many times before succeeding, if you did attempt to take 20
on a skill that carries penalties for failure, your character would
automatically incur those penalties before he could complete the
task. Common ‘take 20’ skills include Escape Artist, Open Lock
and Search.

ABILITY CHECKS ANO
CASTER LevEL CHECKS

The normal take 10 and take 20 rules apply for ability checks.
Neither rule applies to caster level checks.

COMBINING SkIilLL
CHECkS

When more than one character tries the same skill at the same
time and for the same purpose, their efforts may overlap. This
can be done in several different ways; each combination is
adjudicated using its own set of rules.

INDIVIOUAL EVENTS

Often, several characters attempt some action and each succeeds
or fails independently. The result of one character’s Climb check
does not influence the results of other characters’ Climb checks.

AIO ANOTHER

You can help another character achieve success on his skill check
by making the same kind of skill check in a co-operative effort.
If you roll a 10 or higher on your check, then the character you
are helping gets a +2 bonus to his check, as per the rule for
favourable conditions. You cannot take 10 on a skill check to aid
another. In many cases, a character’s help will not be beneficial,
or only a limited number of characters can help at once. In
cases where the skill restricts who can achieve certain results, you
cannot aid another to grant a bonus to a task that your character
could not achieve alone.

UNTRAINED SkiILLS

Generally, if your character attempts to use a skill he does not
possess, you make a skill check as normal. The skill modifier
does not have a skill rank added in because the character has no
ranks in the skill. Any other applicable modifiers, such as the
modifier for the skill’s key ability, are applied to the check.

Any character may attempt any task, even if he has no formal
training (skill ranks) in the appropriate skill. Heroes are highly
adaptable, after all. However, he may never achieve more

than the most basic success with an untrained skill, however
naturally able he might be, if that skill has ‘trained only’ in its
description.

To use a ‘trained only’ skill untrained, the character simply rolls
1d20 and adds his key ability modifier along with any other
applicable modifiers. Any die roll result of 10 or above is treated
as a result of 10. You cannot take 10 on such a check.

For example, the Vendhyan noble Aisha is trying to read an inscription
on a crumbling wall, above a narrow ledge. Her first task is to make
her way o the end of the ledge to reach the inscription, a task which
calls for a Balance check. Aisha has no ranks in the Balance skill.
Balance is not a ‘trained only’ skill, so she simply rolls 1d20 and adds
her Dexterity modifier of +2. The d20 roll is 16, which with +2 for
her Dex modifier gives a check result of 18. She easily negotiates the
ledge. Reading the inscription is another matter. It makes reference
to several formulas involving the binding of demon lords, calling
for a Knowledge (arcana) check. Aisha has no ranks in Knowledge
(arcana), which is a ‘trained only’ skill. Her Intelligence is 17, for
a +3 modifier. She rolls 18 on the d20 but because she is using
Knowledge (arcana) untrained, this is reduced to 10, for an overall
result of 13. The Games Master rules that she understands the basic
gist of the inscription but does not glean irs full meaning.

SkilL SYyNERGY

It is possible for a character to have two skills that work well
together. In general, having 5 or more ranks in one skill gives the
character a +2 bonus on skill checks with each of its synergistic
skills, as noted in the skill description. In some cases, this bonus
applies only to specific uses of the skill in question and not to
all checks. Some skills provide benefits on other checks made
by a character, such as those checks required to use certain class
features.

ABILITY cHECkS

Sometimes a character tries to do something to which no specific
skill really applies. In these cases, you make an ability check.
An ability check is a roll of 1d20 plus the appropriate ability
modifier. Essentially, you are making an untrained skill check,

since using a skill in which a character does not have any skill &

ranks is effectively an unmodified ability check.

In some cases, an action is a straight test of one’s ability with no
luck involved. Just as characters would not make a height check
to see who is taller, they would also not make Strength checks
to see who is stronger. The Games Master is responsible for
determining what situations call for ability checks, which ones
have skill checks as a more appropriate method of adjudication
and when rolls are not required at all.

SKkILL OESCRIPTIONS

This section describes each skill, including common
uses and typical modifiers.
sometimes use skills for purposes other
than those noted here. Here is the
format for skill descriptions.

Characters can
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Commoner

Key

Skill Barbarian  Borderer  (see pg. 294) Noble Nomad Pirate Soldier Scholar Thief Ability
Appraise cc GE, €6 & cc (© cc © @ Int
Balance cc cc cc cc cc (6} (oo cc « D!
Bluff (C ce & @ € © cc C & Cha
Climb © (€ © cc Q) € G GG @ Strd)
Concentration cc cc ce cc cc cc cc @ cc Con
Craft (alchemy) e cc cc cc cc cc €C © cc Int
Craft (herbalism) (@& @ cc cc & He cc @ & Int
Craft (any mundane) (3 &' (C (e & € € € @ Int
Decipher Script (efc cc cc GO GG cc cc © @ Int
Diplomacy cc cc G € cc cc cc cc € Cha
Disable Device GG cc (0 cc ce (6E cc GG @ Int
Disguise GE cc € ca GE C cc cc (®; Cha
Escape Artist cc GG e¢ cc [ € cc cc (@ Dex*
Forgery cc e cc cc cc cc cc @ € Int
Gather Information cc @ cc (G} € © cc C & Cha
Handle Animal € € € C € (ol e cc G Cha
Heal cc cc cc Ge @ (o cc @ G0 Wis
Hide @ @ cc @ (& o5 e, cc © Dex*
Intimidate @ ¢ cc G (&8 @ & @ @ Cha
Jump C (€ © cc cc @ € & (@ o Ser s
Knowledge (arcana) cc cc Cq o cc co e @ € Int
Knowledge G (& e cc cc @ © @ cc Int
(geography)

Knowledge (history) e cc e, @ cc cc cc G cc Int
Knowledge (local) cc & cc (O C cc (@ @ G, Int
Knowledge (nobility)  cc cc cc @ cc cc cc € C Int
Knowledge (religion) cc cc cc C e o GG (© Ge Int
Listen C @ (€ cc @ e cc € G Wis
Move Silently (€ @ &G cc G (@ cc © © Dex*
Open Lock Ge cc cc cc 5o cc cc cc @ Dex
Perform @ cc cc © cc @ © (© © Cha
Profession (& © © cc GG € © C € Wis
Ride @ © ) Q © e @ cc CG Dex
Search cc @ cc Ge © © © C © Int
Sense Motive cc cc cc C cc cc cc C @ Wis
Sleight of Hand cc GG cc @ cc ca cc GG € Dex*
Spot @ G cc G © &) cc cc & Wis
Survival @ C cc C @ @ €6 cc e Wis
Swim (C: (@ & ce GG (@t (5 GE GG Str
Tumble cc cc cc cc (ofe G cc cc G Dex*
Use Rope EC (© & €c cc (& cc cc (G, Dex
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skilLL NAME

The skill name line includes the following information, in
addition to the name of the skill:

¥  Key Ability: The abbreviation of the ability
whose modifier applies to the skill check.

* Use of this skill is affected by the Armour Check Penalty of any armour worn. C Class skill. cc Cross-class skill.

Exception: Speak Language has ‘None’ as its key ability
because the use of this skill does not require a check.

% Trained Only: If this notation is included in the skill
name line, you can attempt it untrained but you can

never score a result higher than 10; see above. If any
special notes apply to trained or untrained use, they are
covered in the Untrained section, for which see below.

¥ Armour Check Penalty: If this notation is included in

the skill name line, then an armour check penalty applies



(when appropriate) to checks using this skill. If this entry
is absent, then an armour check penalty does not apply.

The skill name line is followed by a general description of what
a use of the skill represents. After the description are a few other
types of information:

# Check: What a character (‘you in the skill description)
can do with a successful skill check and the check’s DC.

% Action: The type of action that a use of the skill requires,
or the amount of time required for a check.

# Try Again: Any conditions that apply to repeat attempts
to use the skill successfully. If the skill does not allow you
to attempt the same task more than once, or if failure
carries an inherent penalty (such as in the case of the
Climb skill) then you cannot take 20. If this paragraph is
omitted, then the skill can be retried without any inherent
penalty other than the additional time required.

¥ Special: Any extra considerations that apply to the skill,
such as special effects deriving from its use or
bonuses that certain characters receive because of class,
feat choices or race.

¥ Synergy: Some skills grant a bonus to the use of one or
more other skills because of a synergistic effect. This
entry, when present, indicates what bonuses this skill may
grant or receive because of such synergies.

% Restriction: The full utility of certain skills is restricted
to characters of certain classes or characters who possess
certain feats. This entry indicates whether any such
restrictions exist for the skill.

APPRAISE (INT)

Check: You can appraise common or well-known objects with
a DC 12 Appraise check. Failure means that you estimate the
value at 50% to 150% (2d6+3 times 10%) of its actual value.

Appraising a rare or exotic item requires a successful check
against DC 15, 20, or higher. If the check is successful, you
estimate the value correctly; failure means you cannot estimate
the item’s value.

A magnifying glass gives you a +2 circumstance bonus on Appraise
checks involving any item that is small or highly detailed, such as
agem. A merchant’s scale gives you a +2 circumstance bonus on
Appraise checks involving any items that are valued by weight,
including anything made of precious metals. These bonuses
stack.

Action: Appraising an item takes ten consecutive full-round
actions; a total of one minute.

Try Again: No. You cannot try again on the same object,
regardless of success.

Special: A Shemite gets a +2 racial bonus on Appraise checks
that are related to gems or jewellery because Shemites are familiar
with valuable items of all kinds

A character with the Diligent feat gets a +2 bonus on Appraise

checks.

Synergy: If you have 5 ranks in any Craft skill, you gain a +2
bonus on Appraise checks related to items made with that Craft
skill.

Untrained: For common items, failure on an untrained check
means no estimate. For rare items, success means an estimate of
50% to 150% (2d6+3 times 10%).

BALANCE (OE€X; ARMOUR
CHECk PENALTY)

Check: You can walk on a precarious surface. A successful check
lets you move at half your speed along the surface for 1 round.
A failure by 4 or less means you cannot move for 1 round. A
failure by 5 or more means you fall. The difficulty varies with
the surface, as follows:

Narrow Surface Modifiers

Surface DC Modifier!
Lightly obstructed +2
Severely obstructed +5
Lightly slippery +2
Severely slippery +5
Sloped or angled +2

. Add the appropriate modifier to the Balance DC of a narrow
surface. These modifiers stack.

Being Attacked while Balancing: While balancing, you cannot
move to avoid a blow, so you cannot dodge. You can, however,
use your Parry Defence to defend yourself, though you cannot
add your Strength bonus without putting yourself at risk. (If
you parry an attack and use yo