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CHARACTERS

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 step 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.
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VETERAN
PLAYERS

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
sledgehammer-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.

More on Conan can be found in Howard’s original stories (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.
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ABILITY

MOODIFIERS
Ability Modifiers
Score Modifier
1 )
2-3 —4
) -3
67 )
8-9 —1
10-11 0
12-13 +1
14-15 +2
16-17 +3
18-19 +4
20-21 )
22-23 +6
24-25 +7

etc. ..

THE
ABILITIES

STRENGTH
(STR)

OEXTERITY
(oex)



INTELLIGENCE
(INT)

CONSTITUTION
(CON)

WISOOM (WIS)



CHARISMA
(CHA)

CARRYING
CAPACITY

CHANGING
ABILITY SCORES



Carrying Capacity

Strength
Score Light Load Medium Load Heavy Load
1 3 Ib. or less 4-61b. 7-10 Ib.
) 6 1b. or less 7-13 1b. 14-20 Ib.
3 10 Ib. or less 11-20 Ib. 21-30 Ib.
4 13 Ib. or less 14-26 1b. 2740 Ib.
5 16 Ib. or less 17-33 Ib. 34-50 Ib.
6 20 Ib. or less 21-40 Ib. 41-60 Ib.
7 23 1b. or less 2446 1b. 47-70 Ib.
8 26 1b. or less 27-53 Ib. 54-80 Ib.
9 30 Ib. or less 31-60 Ib. 61-90 Ib.
10 33 1b. or less 3466 Ib. 67-100 Ib.
11 38 Ib. or less 39-76 Ib. 77-115 1b.
12 43 1b. or less 44-86 1b. 87-130 Ib.
13 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 1b. 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 1b. 234-350 Ib.
20 133 Ib. or less 134-266 Ib. 267-400 Ib.
21 153 Ib. or less 154-306 Ib. 307-460 Ib.
22 173 Ib. or less 174-346 Ib. 347-520 Ib.
23 200 Ib. or less 201-400 Ib. 401-600 Ib.
24 233 Ib. or less 234-466 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.
27 346 1b. 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 Ib. 934-1,400 Ib.
+10 x4 x4 x4
ENCUMDBRANCE
By ARMOUR



WEIGHT

BIGGER ANO
CREATURES
LIFTING ANO
ORAGGING TREMENOOUS
STRENGTH
Carrying Loads
Max Check ——— Speed
Load Dex  Penalty (30 (20 ft) Run
ft.)
Medium = +3 =3 20 ft. 15 ft x4

Heavy +1 -6 20 ft. 15 ft. x3



ARMOUIR ANO
ENCUMBRANCE
FOR OTHER
BASE SPEEOS

Encumbrance for

Other Base Speeds

Base Speed Reduced Speed

20 ft. 15 ft.

30 ft. 20 ft.

40 ft. 30 ft.

50 ft. 35 ft.

60 ft. 40 ft.

70 ft. 50 ft.

80 ft. 55 ft. ‘cAc‘c|cAl_

90 ft. 60 ft.

100 fr. 70 fr. MOVEMENT
MOVEMENT



Movement and Distance

Speed

15 feet 20 feet 30 feet 40 feet
One Round (Tactical)*
Walk 15 ft. 20 ft. 30 ft. 40 ft.
Hustle 30 ft. 40 ft. 60 ft. 80 ft.
Run (x3) 45 ft. 60 ft. 90 ft. 120 ft.
Run (x4) 60 ft. 80 ft. 120 ft. 160 ft.
One Minute (Local)
Walk 150 ft. 200 ft. 300 ft. 400 ft.
Hustle 300 ft. 400 ft. 600 ft. 800 ft.
Run (x3) 450 ft. 600 ft. 900 ft. 1,200 ft.
Run (x4) 600 ft. 800 ft. 1,200 ft. 1,600 ft.
One Hour (Overland)
Walk 1.5 miles 2 miles 3 miles 4 miles
Hustle 3 miles 4 miles 6 miles 8 miles
Run — — — —
One Day (Overland)
Walk 12 miles 16 miles 24 miles 32 miles
Hustle e e e e
Run e e e e

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

BASIC
MOVEMENT

Hampered Movement

Additional
Condition Movement Cost
Difhcult terrain ~ x2
Obstacle* x2

Poor visibility x2

Impassable —

* May require a skill check



OVERLAND TERRAIN
MOVEMENT

wALk 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
Plains x1 x1 x3/4
Hustl_e Swamp x1 x3/4 x1/2
Tundra, x1 x3/4 x3/4
frozen
FORCED MARCH
RNIN



MOUNTED

MOVEMENT
THE RULES OF
EXPLORATION
BREAKING
VISION ANO OBJECTS
LIGHTING
CONOITIONS
Light Sources And Illumination
Object Bright Shadowy Duration
Candle n/a' 5 ft. 1 hour
Lantern, oil 30 ft. 60 ft. 6 hr./pint
Torch 20 ft. 40 fr. 1 hr.

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



Substance Hardness and Hit Points

Substance Hardness Hit Points

Paper or cloth 0 2/inch of thickness
Rope 0 2/inch of thickness
Glass 1 1/inch of thickness
Ice 0 3/inch of thickness
Leather or hide 2 5/inch of thickness
Wood 5 10/inch of thickness
Stone 8 15/inch of thickness
Iron or steel 10 30/inch of thickness

Size and Base Defence Of Objects

Size Base Defence Modifier
Colossal -8
Gargantuan —4
Huge -2
Large -1
Medium +0
Small +1
Tiny +2
Diminutive +4

-Fine +8



Object Hardness and Hit Points

Object Hardness Hit Points  Break DC
Rope (1 inch diam.) 0 2 23
Simple wooden door 5 10 13
Small chest 5 1 17
Good wooden door 5 15 18
Treasure chest 5 15 23
Strong wooden door 5 20 23
Masonry wall (1 ft. thick) 8 90 35
Hewn stone (3 ft. thick) 8 540 50
Chain 10 5 26
Manacles 10 10 26
Masterwork manacles 10 10 28
Iron door (2 in. thick) 10 60 28

DCs To Break Or Burst Items

Strength Check to: DC
Break down simple door 13
Break down good door 18
Break down strong door 23
Burst rope bonds 23
Bend iron bars 24
Break down barred door 25
Burst chain bonds 26
Break down iron door 28
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People of the Dborars Age

THE
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BACKGROUNO
skills

RACIAL
OESCRIPTIONS
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LANGUAGES
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CLASSES



Major and Minor Races of the Hyborian Age

Major Races

Associated Variant Races

Cimmerian

Himelian Tribesman

Wazuli

Hyborian

Argossean/Barachan, Bossonian, Gunderman,

Hyperborean, Tauran

Hyrkanian or Turanian

Khitan

Kushite or Northern Black
Kingdom Tribesman

Chaga, Ghanata

Nordheimer

Pict

Shemite

Pelishtim, Meadow Shemite

Southern Islander or Southern
Black Kingdom Tribesman

Darfari

Stygian

Vendhyan

Zamorian

Zingaran

BONUS FEATS

VARIANT
RACES

CIMMERIAN






HIMELIAN
TRIBESMAN



HYBORIAN
WAZULI









ARGOSSEAN OR
BARACHAN



BOSSONIAN



GUNOERMAN

HYPERBOREAN



TAMRAN



HYRKkANIAN

OR
TURANIAN



KkHITAN



kUSHITE OR
NORTHERN
BLACk
KINGOOM
TRIBESMAN






CHAGA



GHANATA

NORODHEIMER



PICT



SHEMITE






MEAODOW
SHEMITE



PELISHTIM

SOUTHERN
ISLANOER OR
SOUTHERN
BLACk
KINGOOM
TRIBESMAN



DARFARI



STYGIAN



VENOHYAN



ZAMORIAN



ZINGARAN






Classes

Deroes of the byborams Age

CHARACTER
CLASSES

HIT OIE

CLASS skills



BASE ATTACk

BONUS
CLASS TABLE
CLASS ANDO
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BASE ODO0OGE

BON\NIS



BASE PARRY
BONUS

BASE SAVING
THROW
BONNISES

LeveLl-
OEPENDENT
BENEFITS



Experience and Level Dependent Benefits

Character XP Class Cross-Class Feats  Single All
Level Skill Skill Max Ability Ability
Max Ranks without Increases  Increases
Ranks  Int points

I 0 4 2 1 — —
2nd 1,000 5 2.5 - -
3 3,000 6 3 2nd — —
4th 6,000 7 3.5 - 1¢ -
5t 10,000 8 4 — — —
6 15,000 9 4.5 3t - 1
74 21,000 10 p) - - -
8t 28,000 11 5.5 — 2nd -
9h 36,000 12 6 4™ - -
10* 45,000 13 6.5 — — 2nd
11 55,000 14 7 - - -
12 66,000 15 7.5 5t 3 -
13% 78,000 16 8 — - -
14 91,000 17 8.5 - - 3
15 105,000 18 9 6t —
16* 120,000 19 9.5 — 4b -
17% 136,000 20 10 — — —
18" 153,000 21 10.5 7o — 4th
19 171,000 22 11 — — —
20t 190,000 23 11.5 - 5th -

CLASS

FEATURES

MULTICLASSING



GAME RULE
BARBARIAN INFORMATION

CLASS skills
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The Barbarian

Base Base Magic
Base Attack Dodge Parry  Attack  Fort Ref Wwill
Level Bonus Bonus Bonus Bonus Save Save Save
1 +1 +0 +0 +0 +2 +2 +0
2 +2 +1 +0 +0 +3 +3 +0
3 +3 +2 +1 ) +3 +3 +1
4 +4 +3 +1 +1 +4 +4 +1
5 +5 +3 +1 +1 +4 +4 +1
6 +6/+1 +4 +2 +1 ) +5 +2
7 +7/+2 +5 +2 +1 ) +5 +2
8 ) +6 +3 +2 +6 +6 +2
9 +9/+4 +6 +3 +2 +6 +6 +3
10 +10/+5 +7 +3 +2 +7 +7 +3
11 +11/+6/+1 +8 +4 +2 +7 +7 +3
12 +12/+7/+2 +9 +4 +3 +8 +8 +4
13 +13/+8/+3 ) +4 +3 +8 +8 +4
14 +14/+9/+4 +10 ) +3 +9 +9 +4
15 +15/+10/+5 +11 +5 ) ) +9 +5
16 +16/+11/+6/+1 +12 +6 +4 +10 +10 +5
17 +17/+12/+7/+2 +12 +6 +4 +10 +10 +5
18 +18/+13//+8/+3 +13 +6 +4 +11 +11 +6
19 +19/+14/+9/+4 +14 +7 +4 +11 +11 +6
20 +20/+15/+10/+5 +15 +7 +5 +12 +12 +6



Special

Track, Fearless, Versatility (-2 penalty)

Bite Sword, Crimson Mist

Trap Sense +1, Endurance

Uncanny Dodge

Mobility

Trap Sense +2, Diehard

Versatility (no penalty)

Improved Uncanny Dodge

Trap Sense +3

Improved Mobility, Damage Reduction 1/-

Greater Crimson Mist

Trap Sense +4

Damage Reduction 2/-

Versatility (double threat range)

Greater Mobility, Trap Sense +5

Damage Reduction 3/-

Unconquerable

Trap Sense +6, Wheel of Death

Damage Reduction 4/-

Versatility (triple threat range)

BOROERER



The Borderer

Base Base Magic
Base Attack Dodge  Parry Attack  Fort Ref Will
Level Bonus Bonus Bonus Bonus  Save Save Save
1 +1 +0 +0 +0 +2 +2 +0
2 +2 +1 +1 +0 +3 +3 +0
3 +3 +1 +1 +0 +3 ) +1
4 +4 +2 +2 +1 +4 +4 +1
5 ) +2 +2 +1 +4 +4 +1
6 +6/+1 +3 +3 +1 +5 +5 +2
7 +7/+2 +3 +3 +1 ) ) +2
8 +8/+3 +4 +4 +2 +6 +6 +2
9 +9/+4 +4 +4 +2 +6 +6 +3
10 +10/+5 +5 +5 +2 +7 +7 +3
11 +11/+46/+1 ) +5 +2 +7 +7/ +3
12 +12/+7/+2 +6 +6 +3 +8 +8 +4
13 +13/+8/+3 +6 +6 +3 +8 +8 +4
14 +14/49/+4 +7 +7 +3 +9 +9 +4
15 +15/+10/+5 +7 +7 +3 +9 +9 +5
16 +16/+11/+6/+1 +8 +8 +4 +10 +10 +5
17 +17/+12/+7/+2 +8 +8 +4 +10 +10 +5
18 +18/+13//+8/+3 +9 +9 +4 +11 +11 +6
19 +19/+14/+9/+4 +9 +9 +4 ! +11 +6
20 +20/+15/+10/+5 +10 +10 +5 +12 +12 +6
GAME RULE
INFORMATION
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Special

Track, Favoured Terrain +1

Combat Style

Endurance

Favoured Terrain +2

Improved Combat Style

Diehard

Second Favoured Terrain +1, Guide

Favoured Terrain +3

Swift Tracker

Bonus Feat

Combat Style Mastery

Second Favoured Terrain +2, Favoured Terrain +4
Third Favoured Terrain +1, Guide (fast movement)
Bonus Feat

Heroic Sacrifice

Favoured Terrain +5

Second Favoured Terrain +3

Bonus Feat, Swift Tracker (full speed)

Third Favoured Terrain +2, Fourth Favoured Terrain +1
Favoured Terrain +6, Guide (mounts)

CLASS skills






NoBlLe
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Noble Regional Features

Region Special Regional Feature
Hyboria +1 bonus to attack rolls with broadsword, hunting bow, heavy
lance and war spear.
Hyrkania +1 bonus to attack rolls with Hyrkanian longbow, scimitar and
tulwar.
+1 bonus to all Intimidate and Ride checks.
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.
Zamora +1 bonus to attack rolls with dagger, short sword and poniard.
+1 bonus to all Reflex saving throws.
Zingara +1 bonus to attack rolls with broadsword and arming sword.

+1 bonus to Parry Defence.



The Noble
Base Base Magic
Base Attack Dodge  Parry Attack Fort Ref Will

Level Bonus Bonus Bonus  Bonus Save Save Save
1 +0 +0 +0 +0 +0 +0 +2
2 +1 +0 +1 +0 +0 +0 +3
3 +2 +1 +1 +0 +1 +1 )
4 +3 +1 +2 +1 +1 +1 +4
5 +3 +1 +2 +1 +1 +1 +4
6 +4 +2 ) +1 +2 +2 +5
7 +5 +2 +3 +1 +2 +2 )
8 +6/+1 +3 +4 +2 +2 +2 +6
9 +6/+1 +3 +4 +2 +3 +3 +6
10 +7/+2 +3 +5 +2 +3 +3 +7
11 +8/+3 +4 +5 +2 +3 +3 +7
12 +9/+4 +4 +6 +3 +4 +4 +8
13 +9/+4 +4 +6 +3 +4 +4 +8
14 +10/+5 +5 +7 ) +4 +4 +9
15 +11/+6/+1 ) +7 +3 ) +5 +9
16 +12/+7/+2 +6 +8 +4 ) ) +10
17 +12/+7/+2 +6 +8 +4 +5 +5 +10
18 +13/+8/+3 +6 +9 +4 +6 +6 +11
19 +14/+9/+4 +7 +9 +4 +6 +6 +11
20 +15/+10/+5 +7 +10 +5 +6 +6 +12



Special

Title, Rank Hath Its Privileges, Wealth

Special Regional Feature +1

Social Ability

Lead By Example +2

Enhanced Leadership

Special Regional Feature +2

Social Ability

Lead By Example +4

Do You Know Who I Am?

Special Regional Feature +3

Social Ability

Lead By Example +6

Rally

Special Regional Feature +4

Social Ability

Absolute Power, Lead By Example +8






Smear Another

Initial New Attitude

Attitude Hostile Unfriendly Indifferent Friendly
Unfriendly 15 - - -
Indifferent 20 15 - -
Friendly 25 20 15 -

Helpful 30 25 20 15
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The Nomad

Base Base Magic
Base Attack Dodge Parry Attack  Fort Ref Will
Level Bonus Bonus Bonus Bonus Save Save Save
1 +1 +0 +0 +0 +2 +2 +0
2 +2 +1 +1 +0 +3 ) +0
3 ) +1 +1 +0 +3 ) +1
4 +4 +2 +2 +1 +4 +4 +1
5 ) +2 +2 +1 +4 +4 +1
6 +6/+1 ) +3 +1 ) ) +2
7 +7/+2 +3 +3 +1 +5 +5 +2
8 +8/+3 +4 +4 +2 +6 +6 +2
9 +9/+4 +4 +4 +2 +6 +6 +3
10 +10/45 +5 +5 +2 +7 +7 +3
11 +11/+6/+1 +5 +5 +2 +/ +7 +3
12 +12/+7/+2 +6 +6 +3 +8 +8 +4
13 +13/+8/+3 +6 +6 +3 +8 +8 +4
14 +14/49/+4 +7 +7 +3 +9 +9 +4
15 +15/+10/+5 +7 +7 +3 +9 +9 +5
16 +16/+11/+6/+1 +8 +8 +4 +10 +10 +5
17 +17/+412/+7/+2 +8 +8 +4 +10 +10 )
18 +18/+13//+8/+3 +9 +9 +4 +11 +11 +6
19 +19/+14/+9/+4 +9 +9 +4 +11 +11 +6
20 +20/+15/+10/+5 +10 +10 +5 +12 +12 +6
CLASS
FEATURES



Special

Track, Favoured Terrain +1, Born to the Saddle

Bonus Feat

Endurance

Nomad Charge +1, Favoured Terrain +2

Mobility

Diehard

Bonus Feat

Favoured Terrain +3

Second Favoured Terrain +1

Improved Mobility

Nomad Charge +2

Bonus Feat, Favoured Terrain +4

Born to the Saddle

Second Favoured Terrain +2

Greater Mobility

Favoured Terrain +5

Bonus Feat

Nomad Charge +3

Second Favoured Terrain +3

Favoured Terrain +6, Mounted Mobility



PIRATE
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The Pirate

Base Base Magic
Base Attack Dodge Parry Attack  Fort Ref Will
Level Bonus Bonus Bonus Bonus  Save Save Save
1 +0 +0 +0 +0 +2 +2 +0
2 +1 +1 +1 +0 +3 ) +0
3 +2 +2 +1 +0 +3 +3 +1
4 +3 +3 +2 +1 +4 +4 +1
5 +3 ) +2 +1 +4 +4 +1
6 +4 +4 +3 +1 +5 +5 +2
7 +5 +5 +3 +1 +5 +5 +2
8 +6/+1 +6 +4 +2 +6 +6 +2
9 +6/+1 +6 +4 +2 +6 +6 +3
10 +7/+2 +7 +5 +2 +7 +7 )
11 +8/+3 +8 +5 +2 +7 +7 +3
12 +9/+4 +9 +6 +3 +8 +8 +4
13 +9/+4 +9 +6 ) +8 +8 +4
14 +10/+5 +10 +7 +3 +9 +9 +4
15 +11/+6/+1 +11 +7 i) +9 +9 )
16 +12/+7/+2 +12 +8 +4 ) +10 )
17 +12/+7/+2 +12 +8 +4 +10 +10 +5
18 +13/+8/+3 +13 +9 +4 +11 +11 +6
19 +14/+9/+4 +14 +9 +4 +11 +11 +6
20 +15/+10/+5 +15 +10 ) +12 +12 +6



Special

Seamanship +1, Ferocious Attack

Pirate Code, To Sail a Road of Blood and Slaughter

Sneak Arttack +1d6, Sneak Subdual

Uncanny Dodge

Mobility

Sneak Attack +2d6, Seamanship +2

Bite Sword, Ferocious Attack (additional attack)

Improved Uncanny Dodge, Poison Resistance +1

Sneak Arttack +3d6

Improved Mobility, Navigation

Seamanship +3

Sneak Attack +4d6

Ferocious Attack (stun, blood & slaughter)

Poison Resistance +2

Sneak Attack +5d6, Greater Mobility

Seamanship +4

Sneak Arttack +6d6

Ferocious Attack (fear)

Poison Resistance +3 (and half effect)



SCHOLAR
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The Scholar

Base Base Magic
Base Attack Dodge  Parry Attack  Fort Ref Will

Level Bonus Bonus Bonus Bonus Save Save Save
1 +0 +0 +0 +0 +0 +0 +2
2 +1 +0 +0 +1 +0 +0 +3
3 +2 +1 +1 +1 +1 +1 +3
4 +3 +1 +1 +2 +1 +1 +4
5 +3 +1 +1 +2 +1 +1 +4
6 +4 +2 +2 +3 +2 +2 +5
7 ) +2 +2 +3 +2 +2 +5
8 +6/+1 +3 +3 +4 +2 +2 +6
9 +6/+1 +3 ) +4 +3 +3 +6
10 +7/+2 +3 ) +5 +3 +3 +7
11 +8/+3 +4 +4 +5 +3 +3 +7
12 +9/+4 +4 +4 +6 +4 +4 +8
13 +9/+4 +4 +4 +6 +4 +4 +8
14 +10/45 ) +5 +7/ +4 +4 +9
15 +11/+6/+1 ) ) +7 ) ) +9
16 +12/+7/+2 +6 +6 +8 ) ) +10
17 +12/+7/+2 +6 +6 +8 +5 +5 +10
18 +13/+8/+3 +6 +6 +9 +6 +6 +11
19 +14/+9/+4 +7 +7 +9 +6 +6 +11
20 +15/+10/+5 +7 +7 +10 +6 +6 +12



Special

New Sorcery Style, Scholar, Background, Base Power Points, Knowledge Is Power

+1 Power Point, New Sorcery Style

Advanced Spell, Bonus Spell

Advanced Spell, New Sorcery Style

Advanced Spell, Iron Will

Advanced Spell, +1 Power Point, Increased Maximum Power Points (triple)

Advanced Spell, Bonus Spell

Advanced Spell, New Sorcery Style

Advanced Spell

Advanced Spell, +1 Power Point

Advanced Spell, Bonus Spell

Advanced Spell, New Sorcery Style

Advanced Spell, Increased Maximum Power Points (quadruple)

Advanced Spell, +1 Power Point

Advanced Spell, Bonus Spell

Advanced Spell, New Sorcery Style

Advanced Spell

Advanced Spell, +1 Power Point

Advanced Spell, Bonus Spell

Advanced Spell, New Sorcery Style, Increased Maximum Power Points (quintuple)






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. w—



Scholar Bonus Spells

Intelligence Bonus

Scholar +1 +2 +3 +4 +5 or

Level higher

3 Bonus  Bonus Bonus Bonus  Bonus
Spell Spell Spell Spell Spell

7 - Bonus Bonus Bonus  Bonus
Spell Spell Spell Spell

11t - - Bonus Bonus Bonus
Spell Spell Spell

15% - - - Bonus  Bonus
Spell Spell

19 - - - - Bonus
Spell

SOLJIER



CLASS skilLls
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The Soldier

Base Base Magic
Base Attack Dodge Parry Attack Fort Ref Will
Level Bonus Bonus Bonus Bonus Save Save  Save
1 +1 +0 +0 +0 +2 +0 +0
2 +2 +1 +1 +0 +3 +0 +0
3 +3 +1 +2 +0 +3 +1 +1
4 +4 +2 +3 +1 +4 +1 +1
5 +5 +2 +3 +1 +4 +1 +1
6 +6/+1 +3 +4 +1 +5 +2 +2
7 +7/+2 ) +5 +1 +5 +2 +2
8 +8/+3 +4 +6 +2 +6 +2 +2
) +9/+4 +4 +6 +2 +6 +3 +3
10 +10/+5 +5 +7 +2 +7 +3 +3
11 +11/+6/+1 +5 +8 +2 +7 +3 +3
12 +12/+7/+2 +6 +9 +3 +8 +4 +4
13 +13/+8/+3 +6 +9 +3 +8 +4 +4
14 +14/49/+4 +7 +10 +3 +9 +4 +4
15 +15/+10/+5 +7 +11 +3 +9 ) )
16 +16/+11/+6/+1 +8 +12 +4 ) ) )
17 +17/+12/+7/+2 +8 +12 +4 +10 +5 +5
18 +18/+13//+8/+3 +9 +13 +4 +11 +6 +6
19 +19/+14/+9/+4 +9 +14 +4 ! +6 +6
20 +20/+15/+10/+5 +10 +15 +5 +12 +6 +6



Special

Bonus Feat

Bonus Feat

Formation Combat

Bonus Feat

Bonus Feat

Formation Combat

Bonus Feat

Bonus Feat

Formation Combat

Bonus Feat

Bonus Feat

Formation Combat

Bonus Feat

Bonus Feat

Formation Mastery

Bonus Feat

THIEF



The Thief

Base Base Magic
Base Attack Dodge Parry Attack  Fort Ref Will
Level Bonus Bonus Bonus Bonus Save  Save Save
1 +0 +0 +0 +0 +0 +2 +0
2 +1 +1 +1 +0 +0 +3 +0
3 +2 +1 +1 +0 +1 +3 +1
4 +3 +2 +2 +1 +1 +4 +1
5 +3 +2 +2 +1 +1 +4 +1
6 +4 +3 +3 +1 +2 +5 +2
7 +5 +3 +3 +1 ) ) +2
8 +6/+1 +4 +4 +2 +2 +6 )
9 +6/+1 +4 +4 +2 +3 +6 +3
10 +7/+2 ) ) +2 +3 +7 +3
11 +8/+3 +5 ) +2 +3 +7 +3
12 +9/+4 +6 +6 +3 +4 +8 +4
13 +9/+4 +6 +6 +3 +4 +8 +4
14 +10/45 +7 +7 +3 +4 +9 +4
15 +11/46/+1 +7 +7/ +3 +5 +9 +5
16 +12/+7/+2 +8 +8 +4 +5 +10 )
17 +12/+7/+2 +8 +8 +4 +5 +10 +5
18 +13/+8/+3 ) +9 +4 +6 +11 +6
19 +14/49/+4 ) +9 +4 +6 +11 +6
20 +15/+10/+5 +10 +10 +5 +6 +12 +6
GAME RMLE
INFORMATION

CLASS skills



Special

Sneak Attack Style, Sneak Attack +1d6/+1d8, Trap Disarming

Eyes of the Cat

Sneak Attack +2d6/+2d8, Trap Sense +1

Sneak Attack Style, Light-Footed

Sneak Arttack +3d6/+3d8

Trap Sense +2, Special Ability

Sneak Attack +4d6/+4d8

Sneak Attack Style, Poison Use

Sneak Attack +5d6/+5d8, Trap Sense +3

Special Ability

Sneak Arttack +6d6/+6d8

Sneak Attack Style, Trap Sense +4

Sneak Arttack +7d6/+7d8

Special Ability

Sneak Attack +8d6/+8d8, Trap Sense +5

Sneak Attack Style

Sneak Attack +9d6/+9d8

Trap Sense +6, Special Ability

Sneak Attack +10d6/+10d8

Sneak Attack Style

CLASS
FEATURES






ROVUNDING
OUT YOUR

CHARACTER USING FATE

POINTS

FATE
POINTS






ROUNDING
OUT YOUR
CHARACTER

FATE
POINTS



USING FATE
POINTS



GAINING MORE
FATE POINTS

STARTING
CEQVIPMENT

AND MONEY



Starting Equipment by Character Class

Class

Starting Budget

Starting Equipment Package*

Barbarian

100 + 10d6 sp

Broadsword, dagger, loincloth, belt
pouch, sandals, belt.

Borderer

150 + 10d6 sp

Arming sword, axe, hunting bow (+0),
20 arrows, dagger, quilted jerkin, cloak,
doublet and hose, work boots, shirt and
braes, hood, costrel, herbalist’s kit, belt
pouch, kit bag, belt.

Noble

500 + 10d6 sp

Arming sword, dagger, steel cap, mail
shirt, buckler, doublet and hose, riding
boots, shirt and braes, belt pouch, belt.

Nomad

150 + 10d6 sp

Riding horse, riding saddle, scimitar,
hunting bow, 20 arrows, dagger, belt,
saddlebags, robes, sandals.

Pirate

100 + 10d6 sp

Arming sword, silk breeks, poniard,
buckler, leather jerkin, sling and 10
bullets.

Scholar

100 + 10d6 sp

Dagger, doublet and hose, work boots,
shirt and braes, cloak, hood, costrel,
spell component pouch, belt pouch,
belt, quill, ink, parchment, herbalist’s
kit, 1 dose yellow lotus resin.

Soldier

200 + 10d6 sp

Broadsword, poniard, any shield, steel
cap, quilted jerkin, cloak, doublet and
hose, work boots, shirt and braes, hood,
costrel, belt pouch, kit bag, belt.

Thief

100 + 10d6 sp

Arming sword, thieves tools, cloak,
doublet and hose, work boots, shirt and
braes, hood, costrel, belt pouch, kit bag,
belt.

[ his may be chosen instead of a starting budget.



Bow (any +0) and 20 arrows, arming
sword or cutlass, poniard, loincloth,
belt pouch, sandals, belt.

Bow (any, up to +2) and 20 arrows,
battleaxe or war spear or war club,
leather jerkin, steel cap, loincloth, belt
pouch, sandals or feathered head-dress,
belt.

Short sword, battleaxe, hunting
bow (+0), 20 arrows, dagger, quilted
jerkin, steel cap, cloak, doublet and
hose, work boots, shirt and braes,
hood, costrel, herbalist’s kit, belt
pouch, kit bag, belt.

Bow (any, up to +2) and 40 arrows,
short sword, battleaxe, leather jerkin,
dagger, cloak, doublet and hose, work
boots, shirt and braes, hood, costrel,

herbalist’s kit, belt pouch, kit bag, belt.

Arming sword, dagger, buckler,
noble’s outfit (all of noble quality,
i.e. cost is 50 times normal: coat,
hat, doublet and hose, riding boots,
shirt and braes, belt pouch, knight’s
belt).

Short sword, light lance, steel cap,
brigandine coat, large shield, riding
horse, riding saddle, poniard,
warhammer, bow (any +0), 20 arrows,
doublet and hose, riding boots, shirt and
braes, cloak, hood, costrel, belt pouch,
knight’s belt.

Riding camel, riding saddle,
scimitar, bow (any, up to +1), 40
arrows, dagger, belt, saddlebags,

robes, sandals.

Riding horse, riding saddle, light lance,
short sword, bow (any, up to +1), 40
arrows, dagger, belt, saddlebags, robes,

sandals.

Bow (any, up to +5) and 20 arrows,
war spear or war club, loincloth, belt

pouch, belt, feathered head-dress.

Cutlass, silk breeks, dagger, looted fancy
coat and riding boots (coat and boots
of good merchant quality, i.e. cost is 10
times normal), belt, belt pouch.

Stiletto, robes, belt, belt pouch, spell
component pouch, shoes, priestly
trappings (small idol or holy symbol,
jewellery of rank, prayer beads etc.
to a value of 75 sp), incense worth
50 sp, ink, quill, parchment.

Dagger, doublet and hose, work boots,
shirt and braes, cloak, hood, costrel,
spell component pouch, belt pouch,
belt, incense worth 100 sp, herbalist’s
kit, quill, ink, 10 sheets parchment,
crafter’s tools (any).

Bill, arming sword, crossbow, 10
bolts, poniard, any shield, steel cap,
quilted jerkin, cloak, doublet and
hose, work boots, shirt and braes,
hood, costrel, belt pouch, kit bag,
belt.

War sword, poniard, bow (any +0), 20
arrows, any shield, steel cap, leather
jerkin, cloak, doublet and hose, work
boots, shirt and braes, hood, costrel, belt
pouch, kit bag, belt.

Masterwork thieves tools, poniard,
cloak, doublet and hose, work boots,
shirt and braes, hood, costrel, belt
pouch, kit bag, belt.

Short sword, dagger, sling, 10 bullets,
thieves’ tools, quilted jack, cloak,
doublet and hose, work boots, shirt and
braes, hood, costrel, belt pouch, kit bag,
belt.



STARTING

MONEY
BENEFITS OF
A CODE OF
HONOUR
CODES OF
HONOUR
BARBARIC COOE

OF HONO\NIR



RESTRICTIONS
OF THE
BARBARIC COOE
OF HONOUR



CIVILISED COOE
OF HONOUIR



PLEOGING

LOSING A code AlLEGIANCE
OF HONOUR
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ALLEGIANCES
ANO INFLUENCE

REPUTATION



Average Reputation Scores

Reputation
Example Score
A young, inexperienced thief 1
A newly recruited guardsman )
A bookish but well-though-of scholar 3
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 ~ 56-75
worshippers of Set
A nomad chieftain at the head of a powerful horde that has 76-90
plundered several settlements
An evil wizard who has returned from the dead to topple 90+

kingdoms and slay the living

GENERATING
REPUTATION



Reputation Modifiers

Action 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 +1
own*

Defeat an enemy whose level or Hit Dice is 4-6 higher than character’s +2
own*

Defeat an enemy whose level or Hit Dice is 7 or higher than character’s +3
own*

Being defeated by an enemy whose level or Hit Dice is 1-3 higher than -1
character’s own

Being defeated by an enemy whose level or Hit Dice is the same or 1 less -2
than character’s own

Being defeated by an enemy whose level or Hit Dice is 2 or more less than -3
character’s own

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 +2
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 FXH*
Become leader of a small mercenary band or other military unit of 25 to +2
249 troops

Become leader of a large mercenary band or other military unit of 250 to +4
2,499 troops

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 +1



REPUTATION By
USING LOCATION

REPUTATION

Reputation Effects

Reputation Score  Bonus to Skill Checks Penalty to Disguise Checks*
1-4 +0 -

5-10 +1 -

11-17 +2 -1
18-25 +3 -1
26-34 +4 -2
35-44 +5 2
45-55 +6 )
56-67 +7 )
67-80 +8 -4
81-94 +9 -4
95+ +10 -5

*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 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



ALIASES
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Skills Skills

Class at 1* at 27
Skills Skill? Race Class Bonus level Class Bonus level
Climb Y 2 2 - 4 1 - 5
Move Y 2 2 - 4 1 - 5
Silently
Survival Y 2 2 - 4 1 - 5
Hide Y - 4 - 4 1 - 5
Listen Y - 4 - 4 - 1 5
Intimidate Y - 2 - 4 - - 4
Spot Y - - 4 4 - 1 5
Jump Y - - 4 4 - - 4
Gather N - 2 2 - - 2
Information
Heal N - - 2 2 - - 2
Balance I\ - - - - - 2 2

skillL cHecks
USING A SskilLlL



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 Track a squad of nomads across hard ground after 24 hours
Impossible (40) of rainfall (Survival)

OIFFICULTY
CLASS TRYING AGAIN

OPPOSED
CHECkS

Examples of Opposed Checks

! An Intimidate check is opposed by the target’s level check, not by a skill check.
See the Intimidate skill description for more information.



FAVOURABLE
ANO
UNFAVOURABLE
CONOITIONS

TIME ANO SkilLL
CHEeCkSs

CHECkSs
WITHOUT ROLLS

TAKING lOo



TAKING 20

ABILITY CHECkKS
ANO CASTER
Level cHeCkS

COMBINING
skill cHeCkS

INDIVIOUAL
EVENTS

AIO ANOTHER

VUNTRAINED
skills



skilL
OESCRIPTIONS

skilL NAME

SkillL SYyNERGY

ABILITY CHECkKkS



Skills by Class

Key
NI Barbarian Borderer Commoner  Noble Ability
Appraise cc cc cC C Int
Balance cc cc cc cc Dex*
Bluff C cc cc C Cha
Climb C C C cc Str*
Concentration cc cc cc cc Con
Craft (alchemy) cc cc cc cc Int
Craft (herbalism) C C cc cc Int
Craft (any mundane) C C C cC Int
Decipher Script cc cc cc cc Int
Diplomacy cc cc cc C Cha
Disable Device cc cc cc cc Int
Disguise cc cc cc cc Cha
Escape Artist cc cc cc cc Dex*
Forgery cc cc cc cc Int
Gather Information cc C cc C Cha
Handle Animal C C C C Cha
Heal cc cc cc cc Wis
Hide C C cc C Dex*
Intimidate C cc cc C Cha
Jump C B C cc Str*
Knowledge (arcana) cc cc cc cc Int
Knowledge cc C cc cc Int
(geography)
Knowledge (history)  cc cc cc C Int
Knowledge (local) cc C cc C Int
Knowledge (nobility)  cc cc cc C Int
Knowledge (religion)  cc cc cc C Int
Listen C C C cc Wis
Move Silently C C cc cc Dex*
Open Lock cc cc cc cc Dex
Perform C cc cc C Cha
Profession C C C cc Wis
Ride C C C C Dex
Search cc C cc cc Int
Sense Motive cc cc cc C Wis
Sleight of Hand cc cc ccC ccC Dex*
Spot C C cc C Wis
Survival C C cc C Wis
Swim C C C cc Str
Tumble cc cc cc cc Dex*
Use Rope cc C C cc Dex

* Use of this skill is affected by the Armour Check Penalty of any armour worn.

C Class skill. cc Cross-class skill.



Skills by Class

Key
Skill Nomad Pirate Soldier Scholar Thief Ability
Appraise cc C cc C C Int
Balance cc C cc cc C Dex*
Bluff C C cc C C Cha
Climb C C C cc C Ser*
Concentration cc cc cc C cc Con
Craft (alchemy) cc cc cc C cc Int
Craft (herbalism) C cc cc C C Int
Craft (any mundane) C C C C C Int
Decipher Script cc cc cc C C Int
Diplomacy cc cc cc cc C Cha
Disable Device cc cc cc cc C Int
Disguise cc C cc cc C Cha
Escape Artist cc C cc cc C Dex*
Forgery cc cc cc C C Int
Gather Information  C C cc C C Cha
Handle Animal C cc cc cc cc Cha
Heal C cc cc C cc Wis
Hide C cc cc cc C Dex*
Intimidate cc C C C C Cha
Jump cc C C cc C Str*
Knowledge (arcana)  cc cc cc C C Int
Knowledge cc C C C cc Int
(geography)
Knowledge (history)  cc cc cc C cc Int
Knowledge (local) C cc C C C Int
Knowledge (nobility) cc cc cc C C Int
Knowledge (religion) cc cc cc C cc Int
Listen C cc cc C C Wis
Move Silently C C cc C C Dex*
Open Lock cc cc cc cc C Dex
Perform cc C C C C Cha
Profession cc C C C C Wis
Ride C cc C cc cc Dex
Search C C C C C Int
Sense Motive cc cc cc C C Wis
Sleight of Hand cc cc cc cc C Dex*
Spot C C cc cc C Wis
Survival C C cc cc cc Wis
Swim cc C cc cc cc Str
Tumble cc C cc cc C Dex*
Use Rope cc C cc cc C Dex

* Use of this skill is affected by the Armour Check Penalty of any armour worn.

C Class skill. cc Cross-class skill.



APPRAISE (INT)



BALANCE (O€X;
ARMOUR CHECk
PENALTY)

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.

Width/Condition Balance DC!
Uneven flagstone 10?

7—-12 inches wide 10

Hewn stone floor 102

Sloped or angled floor 102

2—6 inches wide 15

Less than 2 inches wide 20

! Add modifiers from Narrow Surface Modifiers, below, as appropriate.
2 Only if running or charging. Failure by 4 or less means the character cannot

run or charge but may otherwise act normally.



BLUFF (CHA)

Bluff Examples
Sense Motive
Example Circumstances Modifier
The target wants to believe you. =5
The bluff is believable and does not affect the target much. +0
The bluff is a little hard to believe or puts the target at some ~ +5
risk.
The bluff is hard to believe or puts the target at significant +10
risk.
-The bluff is way out there, almost too incredible to consider. ~ +20



CLIMB (STR;
ARMOUR CHECkK
PENAILTY)



Climbing Checks

Climb
DC Example Surface or Activity
0 A slope too steep to walk up, or a knotted rope with a wall to brace
against.
5 A rope with a wall to brace against, or a knotted rope.
10 A surface with ledges to hold on to and stand on, such as a very rough
wall or a ship’s rigging.
15 Any surface with adequate handholds and footholds (natural or
artificial), such as a very rough natural rock surface or a tree, or an
unknotted rope, or pulling yourself up when dangling by your hands.
20 An uneven surface with some narrow handholds and footholds, such as
a typical wall in a dungeon or ruins.
25 A rough surface, such as a natural rock wall or a brick wall.
25 An overhang or ceiling with handholds but no footholds.
— A perfectly smooth, flat, vertical surface cannot be climbed.
Climb DC
Modifier! Example Surface or Activity
-10 Climbing a chimney (artificial or natural) or other location
where you can brace against two opposite walls (reduces DC by
10).

-5 Climbing a corner where you can brace against perpendicular
walls (reduces DC by 5).

+5 Surface is slippery (increases DC by 5).

! These modifiers are cumulative; use any that apply.



CONCENTRATION
(CON)



Concentration Checks

Concentration

DC! Distraction

10 + damage Damaged during the action.”

dealt

10 + half of Taking continuous damage during the action.?

continuous

Distracting Distracted by non-damaging spell.

spell’s save DC

10 Vigorous motion, such as on a moving mount, taking a
bouncy wagon ride, in a small boat in rough water or below
decks in a storm-tossed ship.

15 Violent motion, such as on a galloping horse, taking a very
rough wagon ride, in a small boat in rapids, on the deck of a
storm-tossed ship.

20 Extraordinarily violent motion, such as an earthquake.

15 Entangled.

20 Grappling or pinned. You can cast only spells without
somatic components for which you have any required
material component in hand.

5 Weather is a high wind carrying blinding rain or sleet.

10 Weather is wind-driven hail, dust, or debris.

Distracting Weather caused by a spell.

spell’s save DC

! If you are trying to cast, concentrate on, or direct a spell when the distraction

occurs, add the PP cost of the spell to the indicated DC.
% Such as during the casting of a spell with a casting time of 1 round or more, or

the execution of an activity that takes more than a single full-round action, such
as Disable Device. Also, damage stemming from an attack of opportunity or
readied attack made in response to the spell being cast (for spells with a casting
time of 1 action) or the action being taken (for activities requiring no more than
a full-round action).

3 Such as from a puncture wound caused by a sabre-tooth.

4 If the spell allows no saving throw, use the save DC it would have if it did allow

-1 save.



CRAFT (INT)



Relevant Craft Checks

Item Craft Skill Craft DC

Stygian Tomb-Dust, Flame-Powder Alchemy 15

Acheronian Demon-Fire, Kothic Demon-Fire  Alchemy 20

Golden Wine of Xuthal, Lotus Smoke (any) Alchemy 25

Armour or shield Armourer 10 + DR

Hunting bow Bowyer 12

Any other bow Bowyer* 15

Any bow with high strength rating Bowyer* 15+ (2x
rating)

Crossbow or Arbalest Bowyer 15

Yellow Lotus Resin Herbalism 15

Black Lotus Juice, Grey Lotus Blossom, Black ~ Herbalism 20

Lotus Wine, Black Lotus Powder

Black Lotus Blossom, Green Lotus Blossom, Herbalism 25

Purple Lotus Juice, Golden Lotus Juice

Simple melee or thrown weapon Weaponsmith 12

Martial melee or thrown weapon Weaponsmith 15

Exotic melee or thrown weapon Weaponsmith 18

Mechanical trap Trapmaking 15 or higher

Superior weapon or armour™* Varies +5

Very simple item (wooden spoon) Varies 5

Typical item (iron pot) Varies 10

High-quality item (bell) Varies 15

Complex or superior item (lock) Varies 20

* If you are making a named racial bow such as a Bossonian longbow and you

are not a member of the race in question, you take a -4 racial penalty to your

Craft (bowyer) skill.

** You must have the appropriate feat — either Superior Armourer or Akbitanan

Smith — to make superior armour or weapons.



Plant or Animal

DC to gather (by location)

Apples of Derketa

20 (jungles of northern Black Kingdoms)

Black Lotus 25 (jungles of northern Black Kingdoms), or 20 (banks of
Zarkheba River)

Golden Lotus 30 (jungles of Khitai)

Green Lotus 20 (jungles of Khitai)

Grey Lotus 25 (Swamps of the Dead beyond Khitai)

Purple Lotus

25 (ghost-haunted swamps of southern Stygia)

Yellow Lotus

15 (jungles of northern Black Kingdoms) —






OIPLOMACY
(CHA)

OECIPHER
SCRIPT (INT;
TRAINED ONLy)



Diplomacy Checks

Initial ——— New Attitude (DC to achieve)——

Attitude Hostile Unfriendly Indifferent Friendly Helpful

Hostile Less than 20 20 25 35 50

Unfriendly  Less than 5 5 15 25 )

Indifferent — Lessthan1 1 15 30

Friendly . . Lessthan1l 1 20

Helpful - - e Less 1

than 1

Attitude Means Possible Actions

Hostile Will take risks to hurt you  Attack, interfere, berate, flee

Unfriendly ~ Wishes you ill Mislead, gossip, avoid, watch
suspiciously, insult

Indifferent  Does not much care Socially expected interaction

Friendly Wishes you well Chat, advise, offer limited help,
advocate

Helpful Will take risks to help you  Protect, back up, heal, aid

JISABLE
OEVICE (INT;
TRAINED ONLy)



Disable Device Checks

Disable
Device Time Device DC'  Example
Simple 1 round 10 Jam a lock
Tricky 1d4 rounds 15 Sabotage a wagon wheel
Difficult  2d4 rounds 20 Disarm a trap, reset a trap
Wicked 2d4 rounds 25 Disarm a complex trap, cleverly

sabotage a clockwork device
'Tf you attempt to leave behind no trace of your tampering, add 5 to the DC.

OISGUISE (CHA)

Diguise Effectiveness Modifiers

Disguise Disguise Check Modifier
Minor details only +5
Disguised as different gender! -2
Disguised as different race! -2
Disguised as different age category’ 22

'"These modifiers are cumulative; use any that apply.
?Per step of difference between your actual age category and your disguised age

category. The steps are: young (younger than adulthood), adulthood, middle
age, old and venerable. w—



Disguise Check Modifiers

Familiarity Viewer’s Spot
Check Bonus

Recognizes on sight  +4

Friends or associates  +6
Close friends +8
Intimate +10

Escape Artist Checks
Restraint Escape Artist DC
Ropes Binder’s Use Rope

check at +10

Net 20
Manacles 30

Tight space 30

Masterwork 35

manacles

Grappler Grappler’s grapple
check result

ESCAPE
ARTIST (O€EX;
ARMOUR CHECk
PENALTY)



FORGERY (INT)

Forgery Check Modifiers

Reader’s Forgery
Condition Check Modifier
Type of document unknown to reader -2
Type of document somewhat known to reader +0
Type of document well known to reader +2
Handwriting not known to reader -2
Handwriting somewhat known to reader +0
Handwriting intimately known to reader +2

Reader only casually reviews the document -2



HANOLE

ANIMAL (CHA;
TRAINED ONLy)
o R Handle Animal Checks
INFORMATION .
(CH A) Task Animal DC
Handle an animal 10
‘Push’ an animal 25
Teach an animal a 15 or 20!
trick

Train an animal fora 15 or 20!
general purpose

Rear a wild animal 15 + HD of
animal
!See the specific trick or purpose
below.



Training an Animal
for a Purpose Checks

General Purpose DC
Combat riding 20
Fighting 20
Guarding 20
Heavy labour 15
Hunting 20
Performance 15
Riding 15



HEAL (wWis)



Heal Check DCs
Task

DC

First aid

15

Long-term care

15

Short-term care

15

Treat poison

Poison’s DC

Treat disease

Disease’s DC

HIOE (DEX;
ARMOUR CHECk
PENALTY)



INTIMIOATE
(CHA)



JUMP (STR;

ARMOUR CHECkK Jump Check DCs (Long
PENALTY) Jump)

Long Jump Distance  Jump DC!

5 feet 5

10 feet 10

15 feet 15

20 feet 20

25 feet 25

30 feet 30

'Requires a 20-foot running start.
Without a running start, double the
DC.



Jump Check DCs (High Jump)
High Jump Distance’  Jump DC?

1 foot 4

2 feet 8

3 feet 12
4 feet 16
5 feet 20
6 feet 24
7 feet 28
8 feet 32

! Not including vertical reach; see
below.

2Requires a 20-foot running start.
Without a running start, double the

DC.

Vertical Reach by Creature Size

Creature Size Vertical Reach
Colossal 128 ft.
Gargantuan 64 ft.

Huge 32 ft.

Large 16 ft.

Medium 8 ft.

Small 4 fr.

Tiny 2 ft.
Diminutive 1 ft.

Fine 1/2 ft.



kNowLeDGE
(INT; TRAINED
ONLy)

LISTEN (WIS)



Listen Check DCs

Listen

DC Sound

-10 A battle

0 People talking!

5 A person in medium

armour walking at a slow
pace (10 ft./round) trying
not to make any noise

10 An unarmoured person
walking at a slow pace (15
ft./round) trying not to
make any noise

15 A 1% level thief using
Move Silently to sneak
past the listener

MovE siILeENTLy
(SEX; ARMOUR
cHecCk
PENALTY)

15 People whispering!

19 A cat stalking

30 An owl gliding in for a

kill

'If you beat the DC by 1.0 or more, Move Silently Check

you can make out what is being i

said, assuming that you understand Modifiers

the language. Check

Surface Modifier

Listen Check Modifiers Noisy (scree, shallow or -2
Listen DC deep bog, undergrowth,

Modifier Condition dense rubble)

+5 Through a door Very noisy (dense -5
+15 Through a stone wall undergrowth, deep

+1 Per 10 feet of distance Snow)

+5 Listener distracted



OPEN LocCck

(OEX; TRAINED
ONLy)

Open Lock DCs

Lock DC
Very simple lock 20
Average lock 25
Good lock 30
Amazing lock 40

PERFORM (CHA)



Perform Check DCs

Perform

DC Performance

10 Routine performance. Trying to earn money by playing in public is
essentially begging. You can earn 1d4 silver quarters per day.

15 Enjoyable performance. In a prosperous city, you can earn 2d6
silver quarters per day.

20 Great performance. In a prosperous city, you can earn 1d8 silver

pieces per day. In time, you may be invited to join a professional
troupe and may develop a regional reputation.

25 Memorable performance. In a prosperous city, you can earn 3d6
silver pieces per day. In time, you may come to the attention of
noble patrons and develop a national reputation.

30 Extraordinary performance. In a prosperous city, you can earn 6d6
silver pieces per day. In time, you may draw attention from distant
potential patrons, or even from demons of other worlds.

PROFESSION
(WIS; TRAINED
ONLy)

RIOE (OEX)



Ride Check DCs

Task Ride DC
Guide with knees 5

Stay in saddle 5

Fight with warhorse 10
Cover 15

Soft fall 15

Leap 15

Spur mount 15

Control mount in battle 20

Fast mount or dismount 20!

'Armour check penalty applies.



SENSE MOTIVE
(%))

SEARCH (INT)

Sense Motive Check DCs
Sense
Task Motive DC
Hunch 20
Sense hypnotism 20
Discern secret Varies
message
Search Check DCs
Task Search DC
Ransack a chest full of junk to find a certain item 10
Notice a typical secret door or a simple trap 20
Find a difficult nonmagical trap (thief only) 21 or higher
Notice a well-hidden secret door 30
Find a footprint Varies'

'A successful Search check can find a footprint or similar sign of a creature’s
passage but it will not let you find or follow a trail. See the Track feat for the
appropriate DC.



SLEIGHT OF
HAND (O€EX;
TRAINED ONLy;
ARMOUR CHECkK
PENAILTY)

Sleight of Hand Check DCs
Sleight of
Hand DC Task
10 Palm a coin-sized
object, make a coin
disappear
20 Lift a small object

from a person



SPOT (WIS)

Spot Check Modifiers
Condition Penalty
Per 10 feet of distance  —1

Spotter distracted -5
]



SURVIVAL (WIS)

Survival Check DCs

Survival

DC Task

10 Get along in the wild. Move up to one-half your overland speed

while hunting and foraging, thus removing the need for food or
water supplies for yourself. You can provide food and water for one
other person for every 2 points by which your check result exceeds
10.

15 Gain a +2 bonus on all Fortitude saving throws against severe
weather while moving up to one-half your overland speed, or gain a
+4 bonus if you remain stationary. You may grant the same bonus
to one other character for every point by which your Survival check
result exceeds 15.

15 Keep from getting lost or avoid natural hazards, such as quicksand.

15 Predict the weather up to 24 hours in advance. For every 5 points
by which your Survival check result exceeds 15, you can predict the
weather for one additional day in advance.

Varies Follow tracks (see the Track feat).




SWIM (STR;
ARMOUR
PENAILTY)

TUMBLE (O€X;
TRAINEO ONLy;
ARMOUR CHECkK
PENALTY)



Tumble Check DCs

Tumble

DC Task

15 Treat a fall as if it were 10 feet shorter than it really is when
determining damage.

15 Tumble at one-half speed as part of normal movement, provoking

no attacks of opportunity while doing so. Failure means you provoke
attacks of opportunity normally. Check separately for each opponent
you move past, in the order in which you pass them (player’s choice

of order in case of a tie).

Each additional enemy after the first adds +2 to the Tumble DC.

25 Tumble at one-half speed through an area occupied by an enemy
(over, under, or around the opponent) as part of normal movement,
provoking no attacks of opportunity while doing so. Failure means
you stop before entering the enemy-occupied area and provoke an

attack of opportunity from that enemy.

Check separately for each opponent. Each additional enemy after the

first adds +2 to the Tumble DC.

Tumble Check Modifiers

DC
SurfaceIs . .. Modifier
Lightly obstructed (scree, light rubble, shallow bog*, undergrowth) )
Severely obstructed (natural cavern floor, dense rubble, dense +5
undergrowth)
Lightly slippery (wet floor) +2
Severely slippery (ice sheet) +5
Sloped or angled +2

*Tumbling is impossible in a deep bog.



USE ROPE (DEX)

Use Rope Check DCs
Use Rope
DC Task
10 Tie a firm knot
10* Secure a grappling
hook
15 Tie a special knot,

such as one that
slips, slides slowly, or
loosens with a tug

15 Tie a rope around
yourself one-handed

15 Splice two ropes
together

Varies Bind a character

* Add 2 to the DC for every 10 feet
-the hook is thrown; see below.



€A TS

T ricks of Scord ared Sorcery
FEATS
FEAT NAME
[TyPe OoF FEAT]
FEAT

OESCRIPTIONS

ACROBATIC
(GENERAL)



Feats
General Feats

Prerequisite

Acrobatic

Agile

Akbitanan Smith

Must be a Shemite, Craft (swordsmith) 12 ranks

Alertness

Animal Affinity

Archer’s Bane#

Dodge, base dodge bonus +6

Armour Proficiency

(light)

Armour Proficiency

(medium)

Armour Proficiency (light)

Armour Proficiency

(heavy)

Armour Proficiency (light), Armour Proficiency
(medium)

Armoured Stealth

Dex 13, Hide 4 ranks, Move Silently 1 rank, Armour
Proficiency (Light), Stealthy

Athletic -

Blind-Fight# —

Brawl# -~

Carouser Constitution 13, character level 5
Cleave# Power Attack

Combat Expertise#

Inc 13

Combat Reflexes#

Crushing Grip#

Str 17, Improved Grapple, base attack bonus +8

Dabbler

Int 13, Knowledge (arcana) 6 ranks

Deceitful

Defensive Martial
Arts#

Must be Khitan, Vendhyan, or Himelian, or may be
of any race but in that case must have the Calm of the
Adept (Basic Oriental Magic) spell (see pg. 319)

Deft Hands

Demon Killer

Must have single-handedly defeated a monster of any
kind, Iron Will

Diehard# Endurance

Diligent -~

Dodge# Dex 13, base dodge bonus +1
Endurance# -

Exotic Weapon Base attack bonus +1
Proficiency™*

Eves of the Cat Spot 1 rank

Far Shot# Point Blank Shot

Fighting-Madness

Must be a Cimmerian, Himelian Tribesman, Wazuli,
Kushite, Nordheimr, Pict, Southern Islander, Darfari
or Tlazitlan; Con 13, base attack bonus +1

Fleet-Footed**#

Flyby Attack

Fly speed

Great Cleave#

Str 13, Power Attack, Cleave

Greater Critical#*

Improved Critical, base attack bonus +16

Great Fortitude

Greater Sunder#

Improved Sunder, base attack bonus +6

Greater Weapon

iocus*#

Weapon Focus with weapon, Proficient with weapon,
soldier level 8



Feats
General Feats

Prerequisite

Greater Weapon
Specialisation*#

Proficient with weapon, Weapon Specialisation
with weapon, Weapon Focus with weapon, Greater
Weapon Focus with weapon, soldier level 12

Gunderland Pike-and-
Shield Fighting#

Gunderman, base attack bonus +1, Shield
Proficiency, Martial Weapon Proficiency (pike)

Horde

Cha 13, Leadership, nomad level 12 or barbarian
level 12

Improved Bull Rush#

Str 13, Power Attack

Improved Critical*#

Proficient with weapon, base attack bonus +8

Improved Disarm#

Combat Expertise

Improved Feint#

Combat Expertise

Improved Grapple#

Dex 13, Improved Unarmed Strike

Improved Initiative#

Improved Overrun#

Str 13, Power Attack

Improved Precise Shot#

Dex 19, Point Blank Shot, Precise Shot, base attack
bonus +11

Improved Sunder#

Str 13, Power Attack

Improved Trip#

Combat Expertise

Improved Two-Weapon
Combat#

Simple Weapon Proficiency, Two-Weapon Combat
Proficiency, base attack bonus +6

Improved Unarmed
Strike#

Intricate Swordplay#

Weapon Focus (various), Parry, Combat Expertise,

Cha 13

Investigator

Iron Will -

Knowledgeable Int 13

Leadership Must have at least 6 character levels

Light-Footed

Sneak Attack class feature, Hide 1 rank, Move
Silently 1 rank

Lightning Reflexes

Martial Weapon -

Proficiency

Menacing Aura# Intimidate 16 ranks, Cha 15, Steely Gaze
Mobility Dex 13, Dodge

Monster Slayer# Power Attack, base attack bonus +3
Mounted Archery# Ride 1 rank, Mounted Combat
Mounted Combat# Ride 1 rank

Multiattack Three or more natural weapons
Navigation Profession (sailor) 12 ranks, Int 13
Negotiator -

Nimble Fingers

No Honour

Must not have a code of honour, or must have lost
code of honour

Parry# Str 13, base parry bonus +1
Performer Cha 13
Persuasive

Pirate Code Expert

Int 13, pirate level 2



General Feats Prerequisite

Point Blank Shot# -

Poison Use Dex 13, base attack bonus +6

Power Attack# Str 13

Precise Shot# Point Blank Shot

Priest Scholar level 4, scholar background: lay priest
Quick Draw# Base attack bonus +1

Rapid Shot# Dex 13, Point Blank Shot

Ranged Finesse#

Precise Shot

Reflexive Parry#

Dex 15, Combat Reflexes, Parry, base parry bonus
+8

Ride-By Attack#

Run#

Ride skill, Mounted Combat

Self-Sufficiency

Shield Proficiency

Shot On The Run#

Dex 13, Dodge, Mobility, Point Blank Shot, base

attack bonus +4

Simple Weapon
Proficiency™*

Skill Focus* -
Sleep Mastery Wis 13, Con 13
Sneak Subdual Ability to sneak attack, base attack bonus +1

Spawn of Dagoth Hill

Must be Kothian or Zamorian, may only be taken at
character creation

Spirited Charge#

Ride 1 rank, Mounted Combat

Stealthy -~
Steely Gaze# Intimidate 8 ranks, Cha 13
Striking Cobra# Bluff 6 ranks, Dex 15, Cha 13, base attack bonus +6

Stunning Attack #

Dex 13, Str 13, base attack bonus +8

Superior Armourer

Must be an Aquilonian or Kothian or Hyrkanian/
Turanian or Zingaran, Craft (armourer) 12 ranks

Toughness#

Track

Trample#

Ride 1 rank, Mounted Combat

Two-Weapon Combat
Proficiency

Two-Weapon Defence#

Parry, Two-Weapon Combat Proficiency

Weapon Focus*#

Proficient with weapon, base attack bonus +1

Weapon
Specialisation*#

Weapon Focus, soldier level 4

Web of Death

Base attack bonus +5, Combat Reflexes, Weapon
Focus

Whirlwind Attack#

Int 13, Dex 13, Dodge, Mobility, Combat Expertise,

base attack bonus +4

Zingaran Surprise#

Must be Zingaran, base attack bonus +8, sneak

attack +4d6

Sorcery Feats

Prerequisite

Adept*

Scholar level 12+, must know three spells from same
sorcery style

Augment Summoning

Summoner, magic attack bonus +4



General Feats

Prerequisite

Focused Magical Link Hexer, Magic attack bonus +3, Craft (fine art,
sculpture, or similar) 1 rank
Hexer Magic attack bonus +1, Sorcery Style: Curses

Opportunistic Sacrifice

Magic attack bonus +3, base attack bonus +3, Base
PP 4, Ritual Sacrifice

Ritual Sacrifice

Magic attack bonus +1, base attack bonus +1

Sorcerer’s Boon*

Scholar level 4, must know two or more sorcery
styles, Int 13

Summoner

Magic attack bonus +1, Sorcery Style: Summoning

Tortured Sacrifice

Ritual Sacrifice, magic attack bonus +2, base attack
bonus +2

* A character may gain this feat multiple times. Its effects do not stack and

instead apply to a new weapon or skill.
** A character may gain this feat multiple times and stack its effect.
# A soldier may select this feat as one of his soldier bonus feats.

AGIlLE
(GENERAL)

AOEPT
(SORCERY)

AKBITANAN
SMITH
(SENERAL)

ALERTNESS
(GENERAL)



FNNT VYN
AFFINITY
(GENERAL)

ARCHER'S BANE

(GENERAL)

ARMOUR
PROFICIENCY
(HEAVY)
(GENERAL)

ARMOUR
PROFICIENCY
(LIGHT)
(SENERAL)

ARMOUR
PROFICIENCY
(MEDIUM)
(GENERAL)

ARMOURED
STEALTH
(GENERAL)



ATHLETIC

(SENERAL) BRAWL
(GENERAL)

AUGMENT

SUMMONING

(SORCERY)
CAROUSER
(GENERAL)

BLINO-FIGHT
(GENERAL)



clLeAve

(GENERAL)
CRUSHING GRIP
(GENERAL)
COMBAT
EXPERTISE
(GENERAL)
OABBLER
(GENERAL)
COMBAT
REFLEXES

(GENERAL)



OECceEITFUL
(GENERAL)

OEFENSIVE
MARTIAL ARTS
(GENERAL)

OEFT HANOS
(GENERAL)

OEMON KkILLER
(GENERAL)

OIEHARO
(GENERAL)



E€YyES OF THE

CAT (GENERAL)
OILIGENT
(GENERAL)
O0O0OGE
(GENERAL)
EXOTIC
WEAPON
PROFICIENCY
(GENERAL)
ENOURANCE
(GENERAL)



FAR SHOT
(GENERAL)

FIGHTING-
MADNESS
(GENERAL)

FLEET-FOOTED
(GENERAL)

FLyBy ATTACk
(GENERAL)

FOCUSED
MAGICAL LINk

(SORCERY)



Focused Magical Link
Craft Check GREATER

Craft Check  Bonus To Magical Cl{l‘ClCAl

Result Attack Rolls

14 or less No bonus; all (GENE'RAI')
materials used
are wasted (lost),
including any
magical links
15-24 +1
25-34 +2
35-44 +3
Etc. Etc.
GREAT
FORTITUDE
(GENERAL)
GREAT CLeAve
(GENERAL) GREATER
S\INOER
(GENERAL)



GREATER

WEAPON FOCUS

(GENERAL)
GUNOERLAND
PlkE-ANO-
SHIELD
FIGHTING
(GENERAL)

GREATER

WEAPON

SPECIALISATION
(GENERAL)



HEXER
(SORCERY)

HOROE
(GENERAL)

IMPROVED
BULL RUSH
(GENERAL)

IMPROVED
CRITICAL
(GENERAL)



IMPROVED
OISARM
(GENERAL)

IMPROVED
FEINT
(GENERAL)

IMPROVED
GRAPPLE
(GENERAL)

IMPROVED
INITIATIVE
(GENERAL)

IMPROVED
OVERRMUN
(GENERAL)

IMPROVED

PRECISE SHOT

(GENERAL)



IMPROVED
SUNOER
(GENERAL)

IMPROVED TRIP
(GENERAL)

IMPROVED
TWO-WEAPON
COMBAT
(SENERAL)

IMPROVED
UNARMED
STRIkE
(SENERAL)



INTRICATE
SWOROPLAY
(GENERAL)

INVESTIGATOR
(GENERAL)

IRON WILL
(GENERAL)

kNowlLeEDGEABLE
(GENERAL)

LEADERSHIP
(GENERAL)



the only forces he can trust implicitly
Leader’s Reputation Modifier

are those gained directly through the

Great renown +2 Leadership feat.
Fairness and +1
generosity

Special power +1

Failure -1
Aloofness -1

Cruelty -2

The Leader. .. Modifier
Has a demonic pact -2

Has a code of honour -1
different from that of

the cohort

Has no code of -2

honour, but the cohort
does (or vice versa)
Caused the death of a -2*

cohort

* Cumulative per cohort killed.

The Leader. .. Modifier
Has a stronghold, base )

of operations, temple,

or the like

Has the Priest feat +1
Is a King, Shah, or +4*
other supreme rank in

a nation

Moves around a lot -1
Caused the death of -1

other followers

* A King will doubtless have other
armies under his command as well
as his own followers per se; however,



Leadership Cohort  —Number of Followers by Level —

Score Level 1* 2n 3 4 5t 6
1 or lower o i i i i . o
2 1 — — — — — —
3 I o — e — — —
4 2nd 1 — — — — —
5 2nd 2 — e — — —
6 3 3 — — — — —
7 3 5 — — — — —
8 4th 8 — — — — —
9 4th 12 — — — — —
10 5 18 — — — — —
11 5 25 — - - - -
12 6 32 1 — — — —
13 6t 40 1 — — — —
14 7% 50 2 1 — - —
15 74 60 2 1 — — —
16 g 70 3 1 — — —
17 g 85 3 1 — — —
18 9th 100 4 2 1 — —
19 9t 120 5 2 1 — —
20 10 150 § 3 1 — —
21 10 200 8 3 1 — —
22 11 250 10 4 2 1 —
23 11 300 12 4 2 1 —
24 12 350 14 5 2 1 —
25 12 400 16 5 2 1 —
26 13 500 20 6 3 1 —
27 13 600 24 6 3 1 —
28 14 800 32 8 4 2 1
29 14 1000 40 10 4 2 1
30 15% 1250 50 13 5 2 1
31 15% 1500 60 15 5 2 1
32 16™ 2000 80 20 6 3 1
33 16% 2500 100 25 7 3 1
34 17% 3000 120 30 8 4 2
35 or higher 17 4000 160 40 10 4 2



LIGHT-FOOTED
(GENERAL)

LIGHTNING
REFLEXES
(GENERAL)

MARTIAL
WEAPON
PROFICIENCY
(GENERAL)

MENACING
A\IRA
(GENERAL)

MoOBILITY
(GENERAL)

MONSTER
SLAYER
(GENERAL)



MOUNTED
ARCHERY
(GENERAL)

MOUNTED
COMBAT
(GENERAL)

MUILTIATTACkK
(GENERAL)

NAVIGATION
(GENERAL)



NEGOTIATOR
(GENERAL)

NIMBLE
FINGERS
(GENERAL)

NO HONOUR
(GENERAL)

OPPORTNUINISTIC
SACRIFICE
(SORCERY)

PARRY
(GENERAL)

PERFORMER
(GENERAL)

PERSVASIVE
(GENERAL)



PIRATE COOE

EXPERT
(GENERAL)
POWER ATTACk
(GENERAL)
POINT
BLANk SHOT
(GENERAL)
POISON USE PRECISE SHOT
(GENERAL) (GENERAL)



PRIEST
(GENERAL)

RANGED
FINESSE
(GENERAL)

QUICk DRAW
(GENERAL)



RAPIO SHOT
(GENERAL)

REFLEXIVE

PARRY
(GENERAL)

RIOE-BY
ATTACk
(GENERAL)

RITUAL
SACRIFICE
(SORCERY)

RUN (GENERAL)



SELF-SUFFICIENT
(GENERAL)

SHIELO
PROFICIENCY
(GENERAL)

SHOT ON THE
RUN (GENERAL)

sSIMPLE
WEAPON
PROFICIENCY
(GENERAL)

skillL Focus
(GENERAL)

sLeeP
MASTERY
(GENERAL)



SNEAk SUBDUAL
((SIANAINE

SORCERER'S
BOON
(SORCERY)

SPIRITED
CHARGE
(SENERAL)

STEALTHY
(GENERAL)

sSTEELly GAZE
(GENERAL)

STRIKING
COBRA
(GENERAL)



STUNNING
ATTACk
(GENERAL)

SUMMONER
(SORCERY)

S\IPERIOR

ARMOURER
(GENERAL)

TOUGHNESS
(GENERAL)



TORTURED TRACk
SACRIFICE (SENERAL)
(SORCERY)



Track Modifiers

Survival
DC

Condition Modifier

Every three creatures -1

in the group being

tracked

Size of creature

or creatures being

tracked:!

Fine +8

Diminutive +4 ‘CRAMPLE

Tiny +2

Small +1
Medium +0 (GENERAI.)

Large -1
Huge -2
Gargantuan —4
Colossal -8
Every 24 hours since +1

the trail was made
Every hour of rain +1

since the trail was
made
Fresh snow cover since +10

the trail was made

Poor visibility:? TWO-WEAPON
Opvercast or moonless ~ +6

night (a(e) V. 1cY.\ of
Moonlight ) PROFI Cl ENCY

Fog or precipitation +3
Tracked party hides +5 (GENERAL)
trail (and moves at half
speed)
! For a group of mixed sizes, apply
only the modifier for the largest size
category.
2 Apply only the largest modifier from
this category.

Surface Survival DC
Very soft ground 5

Soft ground 10

Firm ground 15

Hard ground 20



WEDB OF OEATH

(GENERAL)
TWO-WEAPON
OEFENCE
(GENERAL)
WEAPON
SPECIALISATION
(GENERAL)
WEAPON FOCUS

(GENERAL)



WHIRLWIND
ATTACk
(GENERAL)

ZINGARAN
SURPRISE
(GENERAL)



e UleeN‘C
loot, Cotrt ared the SPod.s of Udar

HIGH LIVING



SELLING LOOT

WEAPONS

WEAPON
CATEGORIES

CURRENCY






WEAPON
QUALITIES



WEAPONS



WEAPON

OESCRIPTIONS
Simple Weapons
Armour  Range

Weapon Cost  Damage  Ciritical Piercing  Increment
Unarmed Attacks

Strike, unarmed" - 1d3 x2 0 -
Gauntlet” 5sp*  1d6 x2 1 -
Light Melee Weapons

Dagger® 3 sp 1d4 19-20/x2  1** 10 ft.
Hatchet" 2 sp 1d6 x3 1** 10 ft.
Knifef 1 sp 1d4 x2 0 10 ft.
Knife, Yuetshi® 1 sp 1d6 x2 1 -
Stiletto® 2 sp 1d4 x4 1 -
One-Handed Melee Weapons

Club - 1d8 x2 1** 10 ft.
Mace, Heavy 3 sp 1d10 x2 4 -
Mace, Light 2 sp 1d8 x2 2 B
Spear, Hunting 2 sp 1d8 x2 1** 10 ft.
Two-Handed Melee Weapons

Spear, Warf ® 3 sp 1d10 x3 2 -
Stafff ® - 2d4 x2 1 -
Ranged Weapons

Bow, Hunting 3 sp 1d8 x2 1** 50 ft.
Arrows (20) 1 sp - - - -
Javelin 3 sp 1d8 x2 1** 30 ft.
Sling 1sp _ 1d8 X3 1 40 fi.

Sling Bullets (10) 1sp - - R .
o=



Hit

Hardness Points Weight Type

- - - Bludgeoning
10 1 1 1b. Bludgeoning
10 1 1 1b. Piercing

5 2 2 Ib. Slashing

8 1 1 1b. Slashing

8 1 1 Ib. Slashing

8 1 Y 1b. Piercing

5 4 2 Ib. Bludgeoning
7 p) 4 1b. Bludgeoning
7 3 215 1b. Bludgeoning
5 4 2 Ib. Piercing

7 4 5 Ib. Piercing

5 5 3 Ib. Bludgeoning
5 2 1 1b. Piercing

5 1 3 Ib. -

5 3 2 1b. Piercing

- - 0 Ib. Bludgeoning

5 Ib.



Martial Weapons

Armour  Range
Weapon Cost Damage  Critical Piercing  Increment
Light Melee Weapons
Axef 3 sp 1d8 ) 1 10 ft.
Knife, Ghanata® 2 sp 1d8 x2 1** 10 ft.
Pommel* - 1d4 x2 1 -
Poniard"® 10 sp 1d6 19-20/x2  1** 5 ft.
Sword, Short! 50 sp 1d8 19-20/x2 1 -
One-Handed Melee Weapons
Battleaxe 5 sp 1d10 x3 4 -
Broadsword* 125sp 1410 19-20/x2 3 -
Cutlass 50 sp 1d10 19-20/x2 2 -
Knife, Zhaibar 25 sp 1d12 x2 1 -
Lance, Heavy* 7 sp 1d10 x3 3 -
Lance, Light* 5 sp 1d10 x3 2 -
Scimitar 75 sp 1d8 18-20/x2 2 -
Sword, Arming® 100sp  1d10 19-20/x2 2 -
‘Warhammer 7 sp 1d6 x3 7 -
Two-Handed Melee Weapons
Bardiche 8 sp 2d10 x3 5 -
Bill* 7 sp 2d8 x3 6 -
Club, War 3 sp 2d6 x2 4 -
Pike*R 5 sp 2d6 x3 2 -
Pollaxe* 8 sp 2d6 x3 8 -
Sword, War** 150 sp  1d12 19-20/x2 3 -
Ranged Weapons
Arbalest 15 sp 2d8 x2 6** 70 ft.
Bolts (10) 3 sp - - - -
Crossbow 12 sp 2d6 x2 4x* 60 ft.
i%olts (10) 2sp - - - -



Hardness Points Weight Type

5 3 2 Ib. Slashing

8 3 2 Ib. Slashing

- - - Bludgeoning

10 ) 1 Ib. Piercing

10 3 15 Ib.  Slashing or Piercing
7 5 3 Ib. Slashing

10 5 2V5 Ib.  Slashing

8 5 2 Ib. Slashing

8 6 3 Ib. Slashing

5 8 7 Ib. Piercing

5 5 4 1b. Piercing

10 5 2V5 Ib.  Slashing

10 4 2 Ib. Slashing or Piercing
7 4 4 Ib. Bludgeoning or Piercing
7 10 7 1b. Slashing

7 10 6 1b. Slashing or Piercing
5 10 6 1b. Bludgeoning

5 8 10 Ib. Piercing

7 10 7 1b. Slashing or Piercing
10 8 4 1b. Slashing or Piercing
6 5 20 Ib. Piercing

5 1 2 1b. -

5 4 15 Ib. Piercing

5 1 1 1b. -



Exotic Weapons

Armour
Weapon Cost Damage  Critical Piercing
One-Handed Melee Weapons
Sabre 125sp  1d10 18-20/x2 2
Sword, War* 150 sp 1d12 19-20/x2 3
Whip** 2 sp 1d4 x2 0
Two-Handed Melee Weapons
Greatsword 200sp  2d10 19-20/x2 4
Tulwar 150sp  2d8 18-20/x2 3
Ranged Weapons
Bow, Hyrkanian 25 sp 1d10 19-20/x2  3**
Arrows (20) 3 sp - - -
Bow, Shemite 25 sp 1d10 x3 4**
Arrows (20) 3 sp - - -
Bow, Stygian 30 sp 1d12 19-20/x2  2**
Arrows (20) 4 sp - - -
Longbow, Bossonian 20 sp 1d12 x3 5**
Arrows (20) 3sp - - -

* See the weapon description for special rules.

** The Armour Piercing score for all ranged weapons is reduced by 1 for each

range increment beyond the first.
" Finesse weapon.
* Reach weapon.



Range Hit

Increment Hardness Points Weight Type

- 10 8 4 1b. Slashing
- 10 8 4 1b. Slashing
- 2 ’ 1 Ib. Slashing
- 10 10 6 Ib. Slashing or Piercing
- 10 10 6 Ib. Slashing
100 ft. 5 ) 2 1b. Piercing
- 5 1 3 1b. -

100 ft. 5 3 2 1b. Piercing
- 5 1 3 1b. -

60 ft. 5 4 3 Ib. Piercing
- 5 1 4 1b. -

80 ft. 5 3 2 1b. Piercing
- 5 1 3 Ib. -






Movement Hands Used Classification  Finesse?
Mounted One Handed Martial N
Mounted Two Handed Exotic Yes
On Foot One Handed Exotic No
On Foot Two Handed Martial Yes



WEAPON
AVAILABILITY

Strength Ratings for Bows

All bows have strength ratings, selected at the time the bow is made. A strength rating
is given as the Strength modifier the weapon is ideally suited for, and is given in brackets
after the bow. For example, a Bossonian longbow made for a character of Strength 8
to 9 would be written as a ‘Bossonian longbow (-1)” whereas a Shemite bow made for a
character of Strength 16 or 17 would be written as a ‘Shemite bow (+3).”

A character whose Strength modifier is less than the strength rating of the bow has a -2
circumstance penalty on his attack rolls with that bow. A bow with a positive strength
rating (+1 or higher), when used by a character who has a Strength bonus, allows that
character to apply his Strength bonus to the damage dealt by the bow and to the Armour
Piercing value of the bow, to a maximum of the strength rating of the bow.

For longbows with strength ratings of +1 or above, the cost to buy the bow is increased
by +20 sp for each +1 of the strength rating.

For example, a character of Strength 16 has a Strength bonus of +3. If he were proficient
with the Bossonian longbow, the ideal weapon for him to wield would be a Bossonian
longbow (+3), at a cost of 80 sp. He would deal 1d10+3 damage with this weapon and
it would have an Armour Piercing value of 9*. If he had instead a Bossonian longbow
(+2) at a cost of 60 sp, he would only deal 1d10+2 damage (AP 8*). If he picked up a
Bossonian longbow (+4), he would still deal only 1d10+3 damage (AP 9*) and suffer a
-2 penalty on his attack rolls with it.



WEAPON
QUALITY

PRIMITIVE
WEAPONS



Primitive Weapons

Armour Range

Weapon Cost Damage  Critical  Piercing  Increment
Light Melee Weapons
Hatchet® 1 sp 1d6 x2 0 10 ft.
Knifef Y5 sp 1d4 x2 0 10 ft.
One-Handed Melee Weapons
Club - 1d8 x2 0 10 ft.
Spear, Hunting 1sp 1d8 x2 0 10 ft.
Two-Handed Melee Weapons
Spear, Warf® 1sp 1d10 x3 0 -
Ranged Weapons
Bow, Hunting 1 sp 1d8 x2 0 50 ft.
Arrows (20) 12 sp - - -
Javelin 1sp 1d8 x2 0 30 ft.

AKBITANAN

WEAPONS
Akbitanan Weapons

Armour

Weapon Cost Damage  Ciritical Piercing
Simple Weapons
Light Melee Weapons
Dagger" 50 sp 1d4 19-20/x2 3**
Stiletto® 50 sp 1d4 x4 3
Martial Weapons
Light Melee Weapons
Poniard"® 50 sp 1d6 19-20/x2 3**
Sword, Short" 250sp  1d8 19-20/x2 3
One-Handed Melee Weapons
Broadsword* 625sp  1d10 19-20/x2 5
Scimitar 375sp  1d8 18-20/x2 4
Sword, Arming* 500sp  1d10 19-20/x2 4
Two-Handed Melee Weapons
Sword, War*¥ 750 sp 1d12 19-20/x2 5
Exotic Weapons
One-Handed Melee Weapons
Sabre 625sp  1d10 18-20/x2 4
Sword, War* 750 sp 1d12 19-20/x2 5
Two-Handed Melee Weapons
Greatsword 1000 sp 2410 19-20/x2 6
Tulwar 750sp  2d8 18-20/x2 5



Hit

Hardness Points  Weight  Type

2 2 2 Ib. NER T

4 1 1 Ib. Slashing

2 4 2 Ib. Bludgeoning

2 4 2 Ib. Piercing

3 4 5 Ib. Piercing

2 2 1 Ib. Piercing

2 1 3 Ib. -

) 3 2 1b. Piercing

Range Hit

Increment  Hardness  Points  Weight  Type

10 ft. 15 2 1 1b. Piercing

- 12 2 ¥ 1b. Piercing

5 ft. 15 4 1 1b. Piercing

- 15 6 1% Ib. Slashing or Piercing
- 15 10 2% 1b. Slashing

- 15 10 2% 1b. Slashing

- 15 8 2 1b. Slashing or Piercing
- 15 16 4 1b. Slashing or Piercing
- 15 16 4 1b. Slashing

- 15 16 4 1b. Slashing

- 15 20 6 1b. Slashing or Piercing
- 15 20 6 1b. Slashing



ARMOUR

ARMOUR
QUALITIES

BROKEN
AKBITANAN
WEAPONS






ARMOUIR
OESCRIPTIONS

Armour Table

Damage Maximum
Armour Cost Reduction  Dex Bonus
Light Armour
Leather Jerkin 10 sp 4 +6
Mail Shirt 400 sp 5 +4
Quilted Jerkin 45 sp 3 +7
Medium Armour
Brigandine Coat 300 sp 6 +2
Scale Corselet 100 sp 5 +3
Mail Hauberk 800 sp 6 +3
Breastplate 2,000 sp 6 +4
Heavy Armour
Mail Hauberk and Breastplate 2,800sp 9 +1
Mail Hauberk and Brigandine Coat 1,L100sp 9 +0
Mail Hauberk and Scale Corselet 900 sp 8 +0
Mail Hauberk and Scale Hauberk 1,000 sp 9 +0
Mail Shirt and Breastplate 2,400sp 8 )
Mail Shirt and Brigandine Coat 700 sp 8 +1
Mail Shirt and Scale Corselet 500 sp 7 +1
Mail Shirt and Scale Hauberk 600 sp 8 +0
Plate Armour 6,500 sp 10 +2
Scale Hauberk 200 sp 6 +1
Helmets
Steel Cap +40 sp +1 -
Great Helm +350 sp +2 -
Visored Helm +450 sp +1/42 -

# Penalty applies to Listen and Spot checks only.
&



Armour Check  Sorcery Speed

Penalty Failure (30 ft.) Weight
-1 40% 30 ft. 5 Ib.
) 60% 30 ft. 20 Ib.
- 30% 30 ft. 2 1b.
-5 70% 25 ft. 30 Ib.
-4 75% 25 ft. 25 Ib.
-4 80% 25 ft. 35 Ib.
-4 70% 25 ft. 20 Ib.
-8 95% 25 ft. 55 Ib.
-9 95% 25 ft. 65 Ib.
-8 90% 25 ft. 60 Ib.
-10 100% 25 ft. 75 Ib.
-7 85% 25 ft. 40 Ib.
-8 85% 25 ft. 50 Ib.
-7 80% 25 ft. 45 1b.
-9 100% 25 ft. 60 Ib.
-6 95% 25 ft. 55 Ib.
-6 90% 25 ft. 40 Ib.
- 10% - 3 Ib.
=27 20% - 7 lb.

-[-27 20% - 5 Ib.



ARMOUR
QUALITY AND
AVAILABILITY

HELMETS

SVUPERIOR

ARMOUR
LAYERING

ARMOUR



SHIELDOS

GETTING INTO
AND OUT OF
ARMOUR

Donning Armour
Don

Armour Type Don Hastily Remove
Shield (any) 1 move action  n/a 1 move

action
Leather jerkin, mail shirt, quilted 1 minute 5 rounds 1 minute!
jerkin, brigandine coat
Scale hauberk, mail hauberk, 4 minutes' 1 minute 1 minute'
breastplate
Plate armour, scale hauberk, all 4 minutes? 4 minutes'  1d4+1
heavy armour combinations minutes'

! If the character has some help, cut this time in half. A single character doing
nothing else can help one or two adjacent characters. Two characters cannot
help each other don armour at the same time.

2The wearer must have help to don this armour. Without help, it can be

donned only hastily. —



Shields

Armour
Shield Check Sorcery
Shield Cost _Bonus Penalty  Failure Damage Ciritical
Buckler Ssp_ +2 -1 20% 1d6 x2
Shield, Large 7sp  +4 -4 15% 1d4 x2
Targe 3sp  +3 -2 30% 1d4 x2



Armour Hit

Piercing Hardness Points Weight  Type

1 10 4 2 1b. Bludgeoning
0 6 10 8 Ib. Bludgeoning
0 6 6 4 1b. Bludgeoning

GOO0OS

GOOOS ANO
SERVICES

Item Cost Weight
Belt 1sp 1 b.
Belt, Knight's

or Lady’s S sp V2 Ib.

Boots, Riding 6 sp 1 1b.
Boots, Work 1sp 11b.
Breeks, Silk S sp -

Cloak 1sp 11b.

Doublet 2sp Y b.
Feathered

Head-Dress 1sp -
Hat, Hood

or Bonnet 1sp -
Hose or

Stockings YVasp  Yalb.

Jacket or Coat 2 sp 5 Ib.

Kirtle or Dress 2 sp 11lb.
Loincloth Visp -

Merchant’s

Clothing See below See belo g



Noble’s Parchment

Clothing See below See below (sheet) Vasp *
Pattens Vasp  12lb. Rope, hemp

Robe 4 sp 2 Ib. (50 ft.) 1sp 10 Ib.
Sandals Vasp  12lb. Sewing needle Y2sp  *

Shirt and Slave collar 1sp 2 Ib.
Braes, or Shift  Y2sp - Soap (perlb.) 1sp 11b.
Shoes 2sp ¥ Ib. Spade or shovel 1 sp 6 1b.
Tunic Vasp Y 1b. Tent 2 sp 20 Ib.
Winter Torch Yisp 11b.
clothing x2 x1.5 Whetstone Vi sp 1 1b.
Item Cost Weight Holds or
Bedroll Va sp 5 1b. Item Cost  Weight Carries
Candles, ten  1sp 11b. Barrel 2sp  201b. 10 cu. ft
Case, for Basket Ysp 11b. 2 cu. ft.
parchment 2sp Y 1b. Bucket,

Chain (10 ft) 15sp  21b. canvas Yasp ¥ 1 cu. ft.
Chalk, 10 Chest 3sp 151b. 3cu. ft
pieces 1sp 1 1b. Kit bag,

Crowbar 2sp 5 Ib. canvas lsp %2lb. 1cu ft
Firewood Pouch,

(Per WCCk) 2 sp 100 1b. belt %) sp 15 1b. Y4 cu. ft.
Fishhook 4 sp - Sack %) NY v Ib. 1 cu. ft.
Fishing net,

25 sq. ft. 1sp 5 Ib.

Flint and steel Y2sp  * Item Cost  Weight
Grappling hook 1 sp 4 Ib. Crafter’s tools  20sp 5 1b.
Hammer 1sp 2 1b. Crafter’s tools,

Ink (1 oz. vial) 1sp h masterwork 120sp 7 Ib.
Ink quill Vasp h Healer’s kit 50sp 11b.
Ladder, 10-foot 1 sp 20 Ib. Herbalist’s kit~ 2 sp 4 1b.
Lantern, candle %2 sp 3 Ib. Musical

Lock instrument,

Very simple 5sp 11b. any brass 18sp  31b.
Average 25sp  1lb. Musical

Good 100sp 1 1b. instrument,

Amazing 500sp 11b. drum 3sp 2 Ib.
Manacles 5sp 2 Ib. Musical

Manacles, instrument,

masterwork 105sp  21b. any pipes or

Mirror, woodwind 8sp 3 Ib.
small steel 10sp Y%1b.



Musical
instrument,
any stringed
Musical
instrument,
horn

Musical
instrument,
masterwork
Thieves tools
Thieves’ tools,
masterwork
Tool,
masterwork
Scale,
merchant’s

Item

Hovel

Small house
Great house
Manor House
Lord’s castle
King’s castle

20 sp

5 sp
+100 sp
30 sp
130 sp

+100 sp

2sp

5 Ib.

3 Ib.

1 Ib.

2 Ib.

1 Ib.

Cost

5gl

50 gl
250 gl
950 gl
3,000 gl
12,000 gl

Cost to have a spell cast for you: PP

cost x scholar level x 50 sp.

Item

Ale

Gallon
Mug
Banquet
(per person)
Bread,
three loaves
Cheese,
hunk of

Cost

2sp
Z3

2sp
Z3

Va sp

Weight

8 Ib.
1 Ib.

3 Ib.

V3 Ib.

Inn stay (per day)
Good 3sp
Common 1sp
Poor Y4 sp
Meals (per day)

Good 3 sp
Common 1sp
Poor Y4 sp
Meat,

chunk of Vasp
Rations, trail

(per day) 1sp
Wine

Ghazan (gallon) 4 sp
Kyros (mug) 2 sp

Item  Cost Weight
Cart  100sp 200 Ib.
Carack 75,000sp —
Galley,

Corsair 60,000 sp
Galley,

Stygian 20,000 sp
Galley,

Trading 15,000 sp
Gondola,

Stygian 4,600 sp
Wagon 300sp 400 Ib.

Item Cost
Bitand bridle 1 sp
Camel, racing 750 sp
Camel, riding 80 sp
Camel, pack 60 sp
Carrier Pigeon 1 sp
Dog, pet Vasp
Dog, war 50 sp
Feed (per day) Y2 sp
Horse, riding 100 sp
Horse, work 75 sp

5 Ib.
1 Ib.

8 Ib.
1 Ib.

Holds or
Carries
Y5 ton
130 tons

80 tons
35 tons
40 tons
10 tons

2 tons

Weight
11b.



Warhorse,
Bhalkana
Warhorse,
Hyborian
Warhorse,
Kushite
Warhorse,
tygian
Warhorse,
Turanian
Desert
Saddle, pack
Saddle, riding
Stabling
(per day)

Item

2,500 sp
800 sp
200 sp
1,500 sp
750 sp
Y4 sp

S sp

Vasp

Slave, female, beautiful
Slave, female, common
Slave, female, high-born,
educated, beautiful

Slave, male,
rebellious savage

Slave, male, work-shy

criminal
Slave, male,

hard-working and

submissive

15 Ib.
25 1b.

Cost
60 sp
30 sp
150 sp
S sp

8 sp

15 sp

- No weight worth noting.

* Ten of these items together weigh 1

pound.

CLOTHING
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Mounts and Vehicles

Mount/Vehicle Per Hour Per Day
Mount (carrying load)

Camel, Pack 3 15 miles 35 miles
Camel, Pack (401-1200 1b.)! 3 V5 miles 35 miles
Camel, Racing S miles 50 miles
Camel, Racing (201-600 Ib.) ! 3 V5 miles 35 miles
Camel, Riding 5 miles 50 miles
Camel, Riding (301-900 1b.) ! 3 Y5 miles 35 miles
Light horse or light warhorse 6 miles 48 miles
Light horse (151-450 1b.)’ 4 miles 32 miles
Light warhorse (231-690 Ib.)! 4 miles 32 miles
Heavy horse or heavy warhorse 5 miles 40 miles
Heavy horse (201-600 Ib.)! 3-1/2 miles 28 miles
Heavy warhorse (301-900 1b.)! 3-1/2 miles 28 miles
Cart or wagon 2 miles 16 miles
Ship

Carack (rowed) 2 miles 20 miles
Carack (sailed) 3 miles 72 miles
Galley, Corsair (rowed) 4 miles 40 miles
Galley, Corsair (sailed) 2 miles 48 miles
Galley, Stygian (rowed) 3 miles 30 miles
Galley, Stygian (sailed) 3 miles 72 miles
Galley, Trading (rowed) 2 ¥ miles 25 miles
Galley, Trading (sailed) 2 ¥ miles 60 miles
Gondola, Stygian (sailed) 1 V5 miles 36 miles
Rowboat (rowed) JRZE VS 15 miles

' Quadrupeds, such as horses and camels, can carry heavier loads than characters
can. See Carrying Capacity (pg. 15) for more information.
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Size Modifiers To
Base Defence

Size Size Modifier
Colossal -8
Gargantuan -4
Huge =2
Large -1
Medium +0
Small +1
Tiny +2
Diminutive +4

Fine +8 PARRY' NG
OOOGING

PARRY OR D0OGES

In Conan the Roleplaying Game, every character must decide in combat
whether to defend by Dodging or Parrying. Most characters will have

a preferred method of defence and it is often easiest to assume that said
preferred method is in use each round unless the Player specifies otherwise.

It should be noted that the terms ‘parry’ and ‘dodge’ are inevitably
abstractions. A character who is dodging is more likely to make use of his
knowledge of his enemy’s reach to stay just out of distance, rather than simply
hurling himself to one side. Likewise, though the word ‘parry’ is used because
it is a familiar one to most gamers and fantasy fans, both Conan and real-
world medieval fencing-masters would have been more familiar with the idea
of ‘setting aside’ an enemy’s weapon — deflecting an attack so as to ensure it
just misses, while setting oneself up to deliver a counterattack. Inevitably, the
lines between parrying and dodging also blur and many techniques will use a

little of both.

Thus, declaring that one is parrying or dodging is more a reflection of combat
style — either fluid and footwork-based, or aggressive and steadfast respectively
— than a precise description of one’s actions. It can certainly be used as a good

basis for such a description, however.



OPTIONAL PARRYING RMLES

The following rules may be used in addition to those given for parrying. They may
slow down combat but can add an increased level of realism to the game. The Games
Master should make sure that all are in agreement before the game begins on which
rules are to be used.

Weapon Breakage

Under the ordinary parrying rules, your weapon is not at risk no matter how many
times you parry an opponents blow with it. Only if he makes a sunder attack against
it is the weapon threatened. Under the optional weapon breakage rule, every time the
attack roll exactly equals the opponent’s Parry Defence, proceed as if the attacker had
made a successful sunder attempt against the opponent’s weapon instead of hitting the
defender. This does not provoke attacks of opportunity and is a side effect of the way
the attacking weapon happened to smash against the parrying one. This rule makes
parrying more effective but also makes it more likely that weapons will be damaged

and broken.
Weapon Length

For the sake of simplicity, the standard rules do not take the difference in weapon length
into account. If you wish to incorporate weapon length, then proceed as follows. For
every step in size difference between the attacking and the defending weapon, apply
a +1 bonus or a —1 penalty to the defender’s Parry Defence, according to whether the
defending weapon is larger or smaller than the attacking one. The order of size is as
follows: Light, One-Handed, Two-Handed. A character armed with a dagger (light)
would thus have a =2 penalty to his Parry Defence when fending off a character armed
with a greatsword (two-handed), while the greatsword wielder would have a +2 bonus
to his Parry Defence against the dagger bearer.
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Actions In Combat

Standard Action Attack of Opportunity’
Attack (melee) No
Attack (ranged) Yes
Artack (unarmed) Yes
Aid another Maybe?
Bull rush Yes
Cast a spell (1 standard action casting time) '
Concentrate to maintain an active spell No
Dismiss a spell No
Draw a hidden weapon (see Sleight of Hand skill) No
Escape a grapple No
Feint No
Light a torch from a burning taper '
Make a dying friend stable (see Heal skill) Yes
Overrun No
Ready (triggers a standard action) No
Sunder a weapon (attack) Yes
Sunder an object (attack) Maybe®
Total defence No

Use extraordinary ability No

Use skill that takes 1 action Usually
Use supernatural ability No
Move Action Attack of Opportunity’
Move &
Control a frichtened mount &
Direct or redirect an active spell No
Draw a weapon No
Open or close a door No
Mount a horse or dismount No
Move a heavy object '
Pick up an item Yes
Sheathe a weapon '
Stand up from prone Yes
Ready or loose a shield* No
Retrieve a stored item &
Full-Round Action Attack of Opportunity’
Full attack No
Charge’ No
Deliver coup de grace Yes
Escape from a net Yes
Extinguish flames No
Light a torch with flint and tinder Yes
Load a crossbow '&
Prepare to throw splash weapon Yes
Run &

Use skill that takes 1 round Usually
Use touch spell on up to six friends Yes



Withdraw® Maybe

Free Action Attack of Opportunity!
Cease concentration on a spell No

Drop an item No

Drop to the floor No

Prepare spell components to cast a spell® No

Speak No

No Action Artack of Opportunity’
Delay No

5-foot step Maybe’

Action Type Varies Attack of Opportunity’
Disarm?® Yes

Grapple® '

Trip an opponent® Yes

Use feat’ Varies

! Regardless of the action, if you move out of a threatened square, you usually
provoke an attack of opportunity. This column indicates whether the action
itself, not moving, provokes an attack of opportunity.

*If you aid someone performing an action that would normally provoke an
attack of opportunity, then the act of aiding another provokes an attack of
opportunity as well.

3If the object is being held, carried or worn by a creature, yes. If not, no.

*If you have a base attack bonus of +1 or higher, you can combine one of these
actions with a regular move. If you have the Two-Weapon Fighting feat, you can
draw two light or one-handed weapons in the time it would normally take you to
draw one.

5 May be taken as a standard action if you are limited to taking only a single
action in a round.

¢ Unless the component is an extremely large or awkward item.

7 A five-foot step provokes an attack of opportunity if it is made as part of (or
combined with) an action that would do so, such as using the Full Attack action
with a bow. Otherwise, it does not.

8 These attack forms substitute for a melee attack, not an action. As melee
attacks, they can be used once in an attack or charge action, one or more times in
a full attack action, or even as an attack of opportunity.

? The description of a feat defines its effect.



STANOARO
ACTIONS

ATTACk

Defence Modifiers

Defenderiis . . . Melee Ranged
Behind cover +4 +4
Blinded 2! 2!
Concealed or invisible — See Concealment —
Entangled +0? +0?
Flat-footed (such as when surprised) +0! +0!
Grappling (but attacker is not) +0! +0Qb3
Helpless (such as paralysed, sleeping, or bound) —44 +0%
Kneeling or sitting -2 +2
Pinned —44 +0%
Prone —4 +4
Squeezing through a space —4 —4
Stunned 2! 2!

! The defender cannot dodge or parry.

% An entangled character takes a —4 penalty to Dexterity. Characters who are

entangled from above, such as by a thrown net, take a —4 penalty to Parry

Defence when parrying with weapons larger than daggers; characters who

are entangled from below, such as by walking into a web, can still parry at no

penalty.

3 Roll randomly to see which grappling combatant you strike. That defender

can neither dodge nor parry.

# Treat the defender’s Dexterity as 0 (—5 modifier to Defence). Sneak attacks can
gbc made against helpless or pinned defenders.
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POWER
POINTS

In game terms, a sorcerer is any character who has learned at least one sorcery style as a
class feature of the scholar class, or who has gained partial access to at least one sorcery
style as a result of taking the Dabbler feat. This is the definition used throughout this
chapter.

Note that a scholar who always elects to choose a bonus feat instead of a sorcery style is
not regarded as a sorcerer, unless of course he selects the Dabbler feat.

Of course, public perception of who is and is not a sorcerer may be very different. A
worthy priest of Ibis (scholar class) who has spent years learning the Counterspells
sorcery style may technically be a sorcerer according to these rules (and a powerful one
at that) but the members of his congregation will certainly not consider him to be so.
Doubtless, after all, he has been granted divine powers to help fight Ibis’s old enemy
Set. That, of course, is not sorcery — not in the popular perception. On the other hand,
a dilettante noble who dabbles even slightly in the Summoning sorcery style may find
himself hounded out of town for his foul magic, though his actual knowledge of sorcery
may be far more limited than the priests.
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Power Rituals (Power Points Gained per Hour)

Number of Average Check Result

Celebrants Less than 10

10 to 14 15 to 19 20 to 24 25+

10 to 19 0 1 2 3 4
20 to 49 0 2 4 6 3
50 to 99 0 3 6 9 12
100 or more 0] 4 8 12 16
THE RULES
OF SORCERY
PUSHING IT
THE RMLE OF
SNICCESS



Enemies Killed Morale Bonus

1 +1

2-4 +2

S +3 THE RULE OF

10-19 +4

20-49 5 IMPERMANENCE
50-99 +6

100-199 +7

200-499 +8

500-999 +9

1000+ )

THE RMLE OF
OEFENCE



THE RMLE OF
OBSESSION



THE RULE OF
THE MASTER



THE RULE
OF THE
SORCERER'S
sSoO\IL

Corruption

Points Description

0 Uncorrupted

1-3 Mildly Corrupted

4-6 Corrupted

7-9 Totally Corrupted

10+ Diabolical
Current Power
Points Description
Less than 1 Drained
1-4 Very Weak
5-8 Weak
9-12 Strong
13-16 Very Strong
17+ Master

SPELL FAIlNRE

THE srPellL's
RESMLT



CONCENTRATION
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sSPeELLS ANO
RUNAWAY
MAGIC

CONSEQUENCES

OF MAGIC

Runaway Magic

Die

Roll  Result

1-10  Minor Burnout! The sorcerer’s magical energies are drained off to a

place or person unknown. He loses 1d4 Power Points. If this would
reduce him below 0 PP, he is instead reduced to 0 PP and dealt 1d6
damage to Wisdom.

11- Major Burnout! The sorcerer’s magical energies are drained off to a

18 place or person unknown. He loses 2d6 Power Points. If this would
reduce him below 0 PP, he is instead reduced to 0 PP and dealt 1d8
damage to Wisdom and 1d8 damage to Charisma.

19- Minor Sorcerous Implosion! Magical energies tear the sorcerer apart.

24 His Power Points are reduced to 0 and he is dealt 10d6 damage.

25- Major Sorcerous Implosion! Magical energies tear the sorcerer apart.

28 His Power Points are reduced to 0 and he is dealt 15d6 damage.

29- Rock the Universe! The sorcerer is killed outright by the forces that he

30 has released. An area around him, 1d6 miles in radius, is devastated
by earthquakes, storms, floods, lightning and meteorites, dealing 20d6
damage to all within the area and reshaping the landscape as the very
Earth itself is rent and pounded.

31+ Fate Worse Than Death! As for Rock the Universe (29-30), plus as

follows. A sorcerous rift into the Outer Dark is opened, and a demon
from that dread realm pulls the sorcerer’s soul through the rift, severing
the magical silver cord that bound his soul to his body. He is eternally
damned, and his body is either a lifeless husk or (at the Games Master’s
discretion) is inhabited by a minion of the demon.
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Corruption Effects Table

Corruption  Effects

1-2 Troubled. The character may have occasional nightmares in which he
commits atrocious acts, or may begin to develop a drink problem or
a taste for some lotus-derived drug (see pg. 332, Drugs, Poisons and
Herbal Preparations). Often this is not so much a direct effect of the
corruption, as a means of attempting to control it or avoid thinking
about it.

3-4 Disturbed. The character begins to question the value of acting
correctly or ethically, feeling pessimistic about the future. He is likely
to toy with the idea that demons or evil gods would be better to
worship than the established religions, feeling that at least evil is honest
in its selfishness. Keeping to a Code of Honour will be very difficult at
this point.

5-6 Detached. The character no longer cares about others’ feelings or
comfort, seeing them as no more than tools to be used in his personal
pursuit of pleasure, power, knowledge or whatever else it is that
motivates him. The thought of a Code of Honour, if he ever had
one, is quite ridiculous to him. He may add his Corruption as a
circumstance bonus to all Charisma-based skill checks to manipulate
Non-Player Characters for his own schemes, which can include Bluff,
Diplomacy and Intimidate at the Games Master’s discretion.

7-9 Corrupt. The character actively seeks out demonic creatures in the

hope of making a pact with one, if he has not already done so. In
most cases, the next level he gains will be in the scholar class, if this
is not entirely inappropriate for some reason. If the Player who plays
the character is unwilling to roleplay these kinds of change, the Games
Master should consider taking over the character as a Non-Player
Character. The character may add his Corruption as a circumstance
bonus to all Intimidate checks, even those relating to demonic entities
or similarly powerful creatures. Minor physical signs of his corruption
will now be visible on at least part of his body: perhaps pasty-white
skin, or glowing eyes, or fish-scales appearing on his belly. These signs
first appear when he reaches Corruption 7 and get progressively worse
each time he gains another point of Corruption, until at 10 points
he no longer has any chance to hide his physical corruption. See the
Physical Signs of Corruption table.

10+ At this point, if the character has not already made a pact with some
demonic entity, he will instead be permanently and completely
possessed by one such, his own soul shooting off to hell or perhaps
reaching a warped accommodation with its body’s new owner. His
personal corruption is now so complete that he begins to directly
corrupt anyone who makes peaceful contact with him, just as though
he were an evil god or demon himself. In any event, more major
physical signs of his corruption will now be visible to most who observe
him — horns, or an apelike gait, or something similar. Examples of
these signs are given in the Physical Signs of Corruption table.




Physical Signs of Corruption

Die

Roll  Corruption 7-9 Corruption 10+

1 Arms become a little The character’s apelike gait means he gains a
longer than usual and +10 innate bonus to all Climb checks and a
the character stoops +5 feet innate bonus to his movement rate, so
slightly. long as he runs on all fours and carries nothing

in his hands.

2 The character’s skin The character’s skin glows faintly, giving a
becomes pasty and shadowy illumination to a 5 feet radius area
pale, giving him an around him but giving him a -4 innate penalty
unhealthy, anaemic to all Hide checks unless he covers up every
look. inch of skin on his body.

3 Odd, fluid-filled cysts The character grows horns, gaining a natural
form on the character’s gore attack form for 1d6 + Strength bonus
temples. damage.

4 The character’s The character grows claws, enabling his
fingernails turn unarmed attacks to deal 1d6 + Strength bonus
purplish-black and swell ~ lethal damage.
up, as though they had
been hit with a hammer.

5 The character’s teeth The character grows great fangs, gaining a
become elongated and natural bite attack form for 1d6 + Strength
sharply tapering. bonus damage.

6 The character begins The character’s body becomes bloated and
to put on a little excess swollen. He gains +1d6 hit points but has a
weight. -1 innate penalty to all Dexterity-based skill

checks.

7 The character becomes The character is little more than a skin-covered
extremely thin. skeleton. He gains a +2 innate bonus to

Dexterity and a -2 innate penalty to Strength.

8 The character’s head The character’s skull cracks open at the rear,
always seems covered in  his brain so swollen it pushes open the bone.
bruises and lumps. His head is almost twice the size of any

other human’s. He gains a +2 innate bonus
to Intelligence but a -2 innate penalty to
Constitution.

9 Fish-like or serpentine The character’s entire body is covered with
scales appear on the small flesh-coloured scales, giving him +1
character’s belly. natural Damage Reduction (this stacks with

any existing natural Damage Reduction if
applicable).

10 The character’s eyes are  The character’s eyes acquire a red glow. He

constantly swollen and

bloodshot.

gains lowlight vision out to 30 feet, or gains
an innate bonus of +30 feet to his existing
lowlight vision if applicable.
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SORCERY STYLES

The following styles of sorcery are available to scholar characters in Conan the

Roleplaying Game. Some of them may also be gained in a limited form by non-

scholar characters, by selecting the Dabbler feat (see pg. 160).

Sorcery Styles
Sorcery Style  Spells Prerequisites
Counterspells ~ Warding -
(Basic
Counterspell)
Greater Knowledge (arcana) 10 ranks, warding
Warding
Incantation Knowledge (arcana) 4 ranks, warding
of Amalric’s
Witchman
Rune of Knowledge (arcana) 4 ranks, Knowledge
Jhebbal Sag (religion) 6 ranks, Wis 13, wardine
Curses Lesser Ill- -
Fortune
(Basic Curse)
Awful Rite of ~ Magic attack bonus +6, lesser ill-fortune
the Were-Beast
Curse of Yizil Magic attack bonus +4, lesser ill-fortune,
warding
Dance of the Magic attack bonus +4, lesser ill-fortune,
Changing must be a Pict
Serpent
Draw Forth Magic attack bonus +7, lesser ill-fortune,
the Soul Ritual Sacrifice, Tormented Sacrifice
Gelid Bones Magic attack bonus +2, lesser ill-fortune, calm
of the adept
Greater IlI- Magic attack bonus +3, lesser ill-fortune
Fortune
Ill-Fortune Magic attack bonus +1, lesser ill-fortune
Divination Astrological Knowledge (arcana) 4 ranks
Prediction
(Basic
Divination)
Dream of Astrological prediction, visions, Knowledge
Wisdom (arcana) 10 ranks, Knowledge Is Power class

feature

Sorcery styles in italic are unsuitable choices for 1*level scholars.
* Spells marked with an asterisk are Mighty spells; potentially world-changing
magic that is especially likely to have runaway magic effects (see pg. 286).



Sorcery Style  Spells Prerequisites
Divination Mind-Reading  Astrological prediction, Knowledge (arcana)
(Cont.) 8 ranks
Psychometry Astrological prediction, Knowledge (arcana)
5 ranks
Sorcerous Astrological prediction, Knowledge (arcana)
News 12 ranks
Greater Astrological prediction, sorcerous news,
Sorcerous Knowledge (arcana) 16 ranks
News
Visions Astrological prediction, Knowledge (arcana)
8 ranks
Visions of Astrological prediction, visions, entrance,
Torment and Knowledge (arcana) 12 ranks, magic attack
Enlichtenment  bonus +5
Hypnotism Entrance -
(Basic
Hypnotism)
Dance of the Entrance, telekinesis, Ritual Sacrifice, Perform
Cobras (any musical instrument) 8 ranks, must be a
worshipper of Hanuman
Domination Entrance, magic attack bonus +3
Dread Serpent  Entrance, magic attack bonus +4
Hypnotic Entrance, magic attack bonus +2
Suggestion
Mass Hypnotic ~ Entrance, hypnotic suggestion, magic attack
Suggestion bonus +5
Ranged Entrance, hypnotic suggestion, magic attack
Hypnotism bonus +5
Savage Beast Entrance, hypnotic suggestion, magic attack
bonus +3
Nature Magic  Summon Beast  Knowledge (nature) 4 ranks
(Basic Nature
Magic)
Animal Ally Knowledge (nature) 6 ranks, summon beast
Children of Knowledge (nature) 8 ranks, summon beast
the Night
Greater Knowledge (nature) 5 ranks, summon beast
Summon Beast
Sorcerous Knowledge (nature) 10 ranks, Craft
Garden (herbalism) 12 ranks, summon beast

Sorcery styles in italic are unsuitable choices for 1*level scholars.
* Spells marked with an asterisk are Mighty spells; potentially world-changing
magic that is especially likely to have runaway magic effects (see pg. 286).



Sorcery Style Spells Prerequisites
Necromancy Raise Corpse Scholar level 4
(Basic
Necromancy)
Agonising Doom  Raise corpse, death touch, magic attack bonus
+6
Black Plague* Magic attack bonus +7, raise corpse
Greater Black Magic attack bonus +8, black plague, raise
Plague* corpse
Death Touch Raise corpse, magic attack bonus +5
Draw Forth the Magic attack bonus +7, Ritual Sacrifice,
Heart Opportunistic Sacrifice, Tormented
Sacrifice, raise corpse, death touch, agonising
doom, conjuring, telekinesis
Oriental Calm of the Wis 13
Magic Adept
(Basic Oriental
Magic)
Darting Serpent Calm of the adept, scholar level 3
Shape-Shifter Calm of the adept, scholar level 12
Warrior Trance Calm of the adept, scholar level 3
Yimsha's Carpet Calm of the adept, summon elemental,
scholar level 14
Prestidigitation ~ Conjuring Scholar level 1, Sleight of Hand 4 ranks
(Basic
Prestidigitation)
Burst Barrier Conjuring, scholar level 3
Telekinesis Conjuring, scholar level 3, Sleight of Hand
5 ranks
Telekinesis, Conjuring, telekinesis, scholar level 3, Sleight
Greater of Hand 6 ranks, Bluff 6 ranks
Summonings Master-Words Magic attack bonus +6, Knowledge (arcana)

and Signs (Basic
Summoning)

15 ranks, must know at least four sorcery
styles, must never have cast the demonic pact
spell

Demonic Pact

Scholar level 1, Knowledge (arcana) 4 ranks

(Basic

Summoning)

Demonic Pact, Magic attack bonus +6, demonic pact, Ritual

Greater * Sacrifice, Tortured Sacrifice, Knowledge
(arcana) 15 ranks, must know at least four
sorcery styles, must have cast the demonic
pact spell

Summon Master-words and signs or demonic pact,

Demon* magic attack bonus +4

Summon Master-words and signs or greater demonic

Elemental* pact, magic attack bonus +7, Perform (song

or any musical instrument) 15 ranks.
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PSYCHOMETRY

MINO-REAJING

Psychometry

Round

Information Learned

Last owner’s species (human, man-ape, jaguar etc)

Last owner’s gender

Last owner’s land of origin (Cimmeria, Hyrkania, the Vilayet Sea etc)

Last owner’s age

Last owner’s current state of health

Last owner’s current location and heading, if moving

Last owner’s name, if any

0 (N[N B[R] —

How the last owner came by the object

Ne)

How the last owner lost the object

—
o

Whether the last owner had any Corruption

—_
—

Previous-to-last owner’s species (human, man-ape, jaguar etc)

I»—A
[\S]

Previous-to-last owner’s gender



SORCERONIS
NEWS

SORCEROUS
NEWS,
GREATER

Check

Result News

15 Movements of major
artefacts such as the
Heart of Ahriman

20 The sudden appearance
or re-appearance of a
sorcerer of great power
(scholar level 15+)

25 The death of a king

30 The plundering of an

ancient tomb
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Wisdom
Duration of Spell Damage
1-6 minutes 1d4
7-11 minutes 1d6
12-15 minutes 1d8
16-18 1d10
19 2d6
20 2d8

HYPNOTISM
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HYPNOTISM)
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Animal Allies

Class Bonus Natural DR Str/Dex Bonus

Level 310) Adj. Ad;. Tricks  Special
3rd_5h +2 +1 +1 1 Link

68 +4 +2 +2 2 Evasion
9th_11h +6 +3 +3 3 Devotion
A +8 +4 +4 4 Multiattack
15%_17® +10 +5 +5 5

18™-20™ +12 +6 +6 6 Improved

Evasion
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Buying and Selling Magical, Herbal and Alchemical Items

It is very nearly impossible to buy any of the items in this chapter in the normal sense,
including the herbal preparations, poisons and alchemical items. Though some of
the latter items are indeed bought and sold, the trade is almost always an exclusive
one. Lotus plants and preparations, for example, are sent by caravan from Khitai to
Stygia; but they are all for the use of the priests and sorcerers who form the theocratic
government of Stygia and are not for sale to adventurers.

The price listed, then, is no more than a guideline. In most cases it is the approximate
price of the item if you were able to buy it legitimately somehow. For the majority of
items, there is no way to buy them legitimately for the average character, so the price
instead is used to determine the cost and time of manufacture for those who gain the
skills to make the item themselves (see pg. 126). A particular rich adventurer might
be able to afford to have special items stolen to order, at a cost of two or three times
the listed amount — half up-front — with no guarantee that the thieves will ever make it
back with the goods, or even alive for that matter.

It will usually be possible to sell items from this chapter at between 50% and 150%
(30% + 2d6 x 10%) of the nominal value, if the seller is in a large city or has contacts
with powerful sorcerers. Astute scholars will realise that it is possible to make a fair
living travelling to exotic lands and gathering strange herbs for preparation in person,
then selling them on once back in civilisation. This is true, though it is not necessarily
any less risky than any other adventurous undertaking!

Magical items proper, such as crystal balls, are never for sale. These artefacts will always
either have found their way into the hands of a sorcerer already, or be so remote from
civilisation and so well guarded that no sorcerers in living memory have been able to
get their hands on them.
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GREAT GREY LOTUS
SERPENT BLossoM
VENOM
GREEN LoTus
BLossom PURPLE LoTus
juIce
Poisons
Initial Secondary
Poison Type Damage Damage Price
Apple of Contact  1d6 Con 1d6 Con 500 sp
Derketa Juice DC 20
Apple of Injury 2d8 Con 2d8 Con 500 sp
Derketa Juice DC 22
Apple of Ingested  2d6 Con 2d6 Con 500 sp
Derketa DC 21
Black Lotus Inhaled 1d3 Str + Unconsciousness 1,250 sp
Blossom DC 25 Hallucinations
Black Lotus Ingested ~ 1d10 Str + 1d6  2d6 Con 750 sp
Juice DC 22 Con
Black Stygian Injury 2d4 Con + 2d4 Con + 1d6 1,000 sp
Scorpion Venom  DC 23 2d6 Dex Dex
Great Serpent Injury 2d6 Con 1d6 Con 850 sp
Venom DC21
Green Lotus Inhaled 1d6 Con 2d6 Con 1,500 sp
Blossom DC 24
Grey Lotus Inhaled 2d6 Wis + 1d6 Wis 800 sp
Blossom DC 22 Madness (see
description)
Purple Lotus Injury 3d6 Dex + 1d6 Dex 2,500 sp
Juice DC 28 Paralysis
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BACKGROUND



Acolytes

Specific Acolyte Backgrounds

Kushite
Level Khitan Sorcerer Witch-Finder Pictish Shaman
1 Calm of the Astrological Prediction Summon Beast
Adept
2 Astrological Warding Lesser Ill-Fortune
Prediction
3 Warrior Trance Incantation of Amalric’s Greater Summon
Witchman Beast
4 Psychometry, Lesser Ill-Fortune, Ill-Fortune, Warding
Raise Corpse Psychometry
5 Gelid Bones Rune of Jhebbal Sag Rune of Jhebbal Sag
6 Darting Serpent  Visions Greater Ill-Fortune
7 Mind-Reading Greater Warding Greater Warding
8 Warding, Free Choice Dance of the
Greater Warding Changing Serpent,
Astrological
Prediction
9 Sorcerous News  Free Choice Free Choice
10 Death Touch Free Choice Free Choice



Wise-Woman or

Rakhsha Cunning-Man Sorcerer of the Black Ring

Entrance Summon Beast Conjuring

Calm of the Adept Astrological Lesser Ill-Fortune
Prediction

Darting Serpent Animal Ally Telekinesis

Warrior Trance,

Greater Summon

Warding, Greater Telekinesis

Warding Beast, Warding

Hypnotic Visions Ill-Fortune

Suggestion

Domination Sorcerous Garden Greater Ill-Fortune

Savage Beast Dream of Wisdom Greater Warding

Lesser Ill-Fortune Free Choice Raise Corpse, Burst Barrier
Greater Warding Free Choice Free Choice

Mass Hypnotic Free Choice Free Choice

Suggestion






Rehgtom

Pr‘\.cier ared Sacrifice tN‘bqbortL

PANTHEONS
ANO GOOS



WORSHIP

BENEFITS OF
WORSHIPPING
A GOD

REQUIREMENTS
OF WORSHIP



BEYOND
WORSHIP:
PRIESTS



GOOS
OF THE
HYBORIAN
AGE

AJUpd

ASURA



BORI

BEL



CROM ANO THE
CIMMERIAN
PANTHEON



OAGON

OERrRkETO

OERKETA

HANUMAN



IBIS

JHEBBAL SAG



KkHITAN
PANTHEON



MITRA

THE PHOENIX ON THE SWORQO

A weapon inscribed with this symbol inflicts +2d6 damage against any demons,
or +4d6 against demons summoned by or involved in a pact with worshippers
of Set. Furthermore, if it strikes a human worshipper of Set or a snake of any
kind, it also deals +1d6 damage. Otherwise it is treated as a mundane weapon.
The phoenix symbol’s power lasts for as long as Epimitreus wishes to grant it,

but this is not usually more than one day. The symbol itself will stay inscribed
on the blade forever.

When the world was young and men were weak
and the fiends of the night walked free,
I strove with Set by fire and steel and the

juice of the upas-tree;

Now that I sleep in the mount’s black heart,

and the ages take their toll,

Forget ye him who fought with the Snake to

save the human soul?



SET

OLLAM-ONGA



SHEMITE
PANTHEON






yoG

TURANIAN AND
HYRkANIAN
PANTHEON



YMIR ANO THE
NORDHEIMIR
PANTHEON



ZAMORIAN COSMOLoOGY
PANTHEON



Caunpa.nsus

RCCT‘C&’C(NS ‘C")C}"C‘bot“lm ASC
NON-PLAYER
CHARACTERS
ADVENTURES

COMMENCING
AN AOVENTURE









PACING

RUNNING
COMBAT



GROVP TACTICS






‘SPOTLIGHT
TIME’

EXPERIENCE



CONAN ANO
CANONS



AGENTS
ANO
AGENOAS



INTRA-PARTY
CONFLICT



BETWEEN
THE O€evVIL
ANO THE
oeeP Blue
SEA

UNEARTHLY
RICHES ANO
UNEARTHLY
OANGER



INEVITABLE
OEATH

HONOUR



SAVED!

HEROIC OEATH



LOVE FOUNO
ANO LOST



THE
PLUNDER OF
THE SEAS



PIRATE COOES

Pirate Codes

Time/
Code Type  Range Cost Message Skill Check
Barachan 4 miles Rockets: 30 Rockets: Profession
Smoke sp/message. 1 round (sailor) DC 20
& Rockets Smoke: 0. Smoke: 10

rounds
Black Coast 1,000 feet 6 sp/ship (for 4 rounds Perform
Drums two drums) (drums) DC 15
Vilayet Sea 2 miles 150 sp/ship 2 rounds Profession
Flags (sailor) DC 20
Zingaran 500 feet 36 sp/ship (for 2 rounds Perform
Trumpets two trumpets) (trumpet) DC

15



THE
JeweELLED
THRONES

OF THE
€ARTH



MERCENARY
CAMPAIGN

TYPES OF
CAMPAIGN



ARMY

CAMPAIGN
WANODERERS
ANO THIEVES
CAMPAIGN

RETINUE

CAMPAIGN

HERO ANO
s1Ioekick



STORY TWISTS



The Faces of
Corars

KING CONAN






CONAN THE
THIEF



INOEX




































