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[ntroduction

Bare Pones is a minatures wargame with roleP[aying clements and
Bare bones is also a rolep[aging game with miniatures wargame clements.
Bare bones is also a random clungeon boardgame and a realm
management game. What this means is that you can create your own war
game heroes, and use them as rolep[aging characters and run their
l(ingdoms and P189 arandom dungeon or wilderness exP]oration games
without a game master all with the same rule set.

Jt's an idea that's fascinated me since the car]g eighties but never
quitc secemed to ge” as roleplaging and wargaming went their separate
ways. So here's the sixth version of Bare Pones. |t's leaner and
meaner than any of my carlier drafts while cloing afar betterjob oFJ’ust
about evergtl-n’ng.

T his basic booklet covers roleplaying camPaigns and clungeon
board game P[ag, leaving the battle field for a Iater, more comP[etc

VO[UmCA

Figures, rleroes, Models, and (nits

A Figure is any creature froma tiny rat to a gigantic clragon, it‘sjust
a nice, easy term Forjust about every combatant. A heroisa mightg
character with sPecia]ize& skills and suPerior traits, if not hggene or
morals. Models are vehicles, bui[dings, and scenery as oPPosed to
Figurea The keg difference between a model and a Figure is thata
model doesn't do tl—»ings but Figures cando things with a model. Lastlg,
Units are groups of Figurcs or models with the same traits and
equipment

T raits

E\/erlj Figure is defined by the lco”owing five traits. Humans have
an average rating of three and a maximum of six in each trait. The

maximum rating is a]waﬂs twice the race’s base rating,

Awareness is used to detect the enemy, and for other activities like

observation and searching.

Cunning is used to solve Problems, remember important c{etails, and lag

battle Plans.

Speed determines who strikes first as well as representing the figure‘s

general agilitg and coordination.

Might determines how hard a Figure can hit and how hard of a hit theg

can take.

WI” is used to resist Fear, lead troops, and also indicates a Figure‘s

abi[itg to ignore its injuries.

Mettle is a measure of the characters competencc The base value is
set bg their race and one Point is added for ecach Point of T raits and
Skills above and begoncl their race’s base ratings.



(Character Creation RaCCS

A beginning character has a total Mettle value of six with which to Subhumans and suPcrhumans are Possib]c but humans are the

buy T raits and 5!(1”5 and twenty five shi”ings for Purchasing equiPment.

most common character race..

The characters race Provides base Trait values and skills. The mettle

cost of the character’s Kace must be Purchased from the six Points and H umans Dwarves

the remaining Points can be spent on imProving T raits and Skills. A widclg varied and A dour race of short,
Prolhcic breed of humanoid bearded miners and craftsmen,

One point of Mettle Purchases one point of a Skill or T rait. found in every clime, culture known for their work ethic and
and condition. stubbornness.

T raits cannot be increased to more than twice their base racial value.
Preferred Light: Day Preferred Light: Day

Characters with the Sorcery or CraFt skills must select one area of

expertise for each Point of skill. ase | raits ase | raits
Awarcness 3 Awarcness %

The character's 25 shi”ings are used to Purchase items from the Goods Cunniﬂg ) Cunning )

and Services section. SPCCCI b Spcecl 3
Might b) Might b)
Will 2 Will 4

Cl’laracter Aclvanccment Mettle 5 Mettle 4

A character needs to accumulate a number of experience Points

equal to a skill or trait's level Plus one forit to increase its level bg one. ase Skills ase Skills

An experience point can be gained by spending six months studying, . .

P p & Y sp 3 ying At}wletlcs i At}wletlcs i
training, and working in the field. Ac{ditional exPerience can be gained Faith . f:ighting .
for exceptiona] events. Ac{ventures and other c{angerous encounters in f:ighting i ]mquence :
Particu[ar Provide experience begor\d the norm. An additional Point [nfluence . [ ore .
should be rewarded for completing an adventure or a stage of a ciuest. Lorc i Shooting i
This should rough]g amount to two additional Points per session of Play, Shooting . Husban&rg .

Husbandrg i Cra)ct 2
Everg Six Months i or

FPer Session I Craft i
Fer ComPlctec] Minor Adventure i
Fer Completec{ Stagc of dest i



Elves

A slender and graceful
race, known for their caPricious
nature. ]mmune to the ravages
of age and disease but little
loved ]33 the divine power.

Fre]cerrec{ Light: Any

ase | raits
Awareness
Cunning
Speed
Might
Will
Mett]e

dase jl(l”s
Athletics

]:ighting
Jnfluence
| ore
Shooting

Sorcery
T‘lusbandry

or

Cralct

[E NI NN T N

Wee [Folk

A small race, much like
humans. Found in many lands
and under many names, tlﬁeg
are often shy and distrustful of
larger and louder folk.

Fre]cerred Light: Dalj

ase | raits
Awareness
Cunning
Speed
Might
Will
Mett]e

dase jl(l”s
Athletics

[Faith
]:ighting
Jnfluence

| ore
Shooting
Husbandry

or

Cralct

WA N W W

Skills

Skills represent the things a Figurc has learned to do

Athletics
The character's skill in runningJumPing, swimming, climbing, and

swinging on ropes.

Cra)ct

T he characteris skilled in manu{:acturing uscful items. Theg must
Pick a sPcchCic craft to learn and cach craft can be learned seParatelg

Actor

Carpentcr

Cloti’lier

Enginecr

Musician

Scamanship

Smith

Tanner

DisciPhne
Mi[itarg training in marcl—:ing, Forming units, signa”ing, and
maneouvreing is covered bg the Disciplinc skill. This is the difference

thWCCﬂ a regular unit and an irrcgular one.

f:ighting
Eac}‘l level of f:ighting allows a character to make one more attack

roll per turn.

[Faith
The character's rcligious cxpcricnces can be drawn upon to

request miracles.



Horscmanship
While any character canride a horse, Fig}‘vting from the back of one
is another matter entirelﬁ A character's Horscmanship is the maximum

Fighting or Shooting level they can use while mounted.
ghting g Y

Husbandrg
The characteris a skilled farmer, able to Plant avariety of crops
and breed animals. T his skill can be very useful to a nobleman as it

allows them to increase the 36”& of their fief t}vrough centeral P]anning.

Jnfluence
The characteris well acquaintecl with human nature and skilled in

winning others over to their Point of view.

Lcadership
The characteris exPcrienced in motivating groups of PeoPlc to

get results.

| ore

The character is learned and can make a success roll to remember
imPortant details about the setting. A successful | ore rollforces the

game master to answer a qucstion, but the game master gets to set the

clhclcicultg

Tl‘leiverg
T he knave is skilled in the arts or larccng from Picking Pockcts, to
Passing unseen t!‘:roug!‘l the shadows.

Shooting
Eac}‘l level of Si’looting skill allows the character to roll one

additional attack die when Firing a missile weapon.

Sorce ry
[Cachlevel of Sorcery allows the character to cast spells of one of
the following types.
Alir
Dark
Death
Ear‘tl‘r
[ire
|ife
Ligl—:t
Mind
5Pirit
Thaumatu rey
Watcr
White

StatccraFt
T he characteris skilled in the governance of nations. State craft

skill is used to acquire Popu[ar support and make allies out of enemies.

Woodcragt
The characteris skilled in the ways of the wilderness and able to
Foragc for Foocl, follow tracks, and hunt wild beasts.
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(Goods and Services

What good is all the treasure in the world if there’s notlving to
spend iton? | he Priccs on these lists are given in generic “shi“ings’ﬂ
Bare Bones makes no effort to distinguish between the metals of which
currency is comPoscd or which nation minted them. A bcginning

character has 25 sl‘yi”ings with which to equip themselves.

I ncumbrance
The weight and bulk of some equipment makes it impractica] to
carry. The encumbrance Pena]ty listed aPP!ies to swimming, sneaking,

c!imbing and acrobatics.

Services

common lifestyle / month: 1 Shilling
gentry lifestyle / week: 1 Shilling
noble lifestyle / day: 1 Shilling
private room at inn / day: 1 Shilling

common room at inn / week: 1 Shi”ing
Provisions

Prescr\/c& rations / week: 1 Slﬂ'lling
fresh rations / month: 1 Sl‘yi”ing

11

Weapons

Dagger: 2 Shillings Sling: 1 Shilling

Sword: 5 Shillings Bow: 2 Shillings

Great Sword: 12 Shillings | ong Bow: 4 Shillings
Hatchet: 3 Shillings Cross PBow: 6 Shillings

Battle Axe: 6 Shi”ings Harquebus: Ke} SHHings

Fole Axe: 9 5}1i”ings

Spear: 3 Shillings 10 Arrows: 1 Shilling

Pike: 4 Shillings i Shot and Powder: 3 Shillings

Halberd: 10 Shillings
Mace: 5 Shillings

Maul: 7 Shillings
Morning Star: ¢ Shillings
Flail: 6 Shillings

Armour
Light |_eather: 1 Shilling
MHeavy | _eather: 3 Shillings, -1 encumbrance
[ight Mail: ¢ Shillings, -1 encumbrance
Heavy Mail: 12 Shillings, -2 encumbrance
[ight Flate: 6 Shillings, -1 encumbrance
Heavy Plate: 18 Shillings, -2 encumbrance

| cather Barding: i5 Shil]ings
Mail Barding: 60 Shil]ings
Plate Barding: 90 Shil]ings

12



Animals

]arge c{og: 3 5}1i”ings

small clog orferret: 1 Slﬁl]ing
cat: 6 groats (2 for a Shilling)
monkey: 15 Shillings

hawk: 5 Shillings

Pigeon with cage: 2 5}1i”ings
canary with cage: 1 Shilling

bull: 15 Shillings
chicken: 1 groat (12 fora
Shilling)

goat: 2 Shillings

milk cow: 15 Shillings
sheep: 3 SHHings
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battle bird: 25 Shillings
bipedal strider: 30 Shillings
camel: 2% SHHings
e!ephant: 50 5}1i”ings

drag horse: 14 SHHings
pony: 12 Shillings

riding horse: 17 Shillings
saddle back: 27 Shillings
war boar: 30 Shillings
warhorse: 20 Shillings

Equipment

back Pack; 2 Shillings, -1 encumbrance
belt and Pouches: i Shilling

sling bag: 1 Shilling

small chest: 2 Shi]]ings, -1 encumbrance
]arge chest: 4 Shi]]ings, -3 encumbrance
glass flask: 1 Shilling

glass bottle: 2 Shillings

small book: 5 Shillings

]arge book 10 Shi”ings, -1 enc.

work clothes: 1 Shilling

good clothes: 3 Shil]ings

fine clothes: 10 SHHings

boots: 2 Shillings

fine boots: 10 Shillings

shoes: 1 5}1i”ing

fine shoes: 7 Shillings

cloak: 2 Shillings

winter clothing: 5 Shillings, -1 enc.

fine winter c]othing: 1595,-1 enc.
tent,/ two men: 5 Shillings

bedroll: 1 Shilling

cookinggear/ 5 men: 5 5}1i”ings
rope / 25 paces: 2 Shillings

lantern: 4+ Shillings

oil / hour: 1 Shilling

torches/6: 1 Shilling

saddle, tack and harness: 6 Shillings

14



SUCCCSS RO”S

A success roll is made bg ro”ing one die per Point of skill
Posscsse& bg the character. Each die that scores a value equa] to or
less than the clhqicultg of the action gic[ds one level of success. A
Figurc‘s traits are a good base line for a the game master to set di]clcicultg
ratings. Forinstance a \Woodcraft skill roll to track an enemy could be

given a target number equal to the tracker's Awarcnesa

5- Simple
4~ Easg

3~ Average
2- Difficult
I~ Harc’

Contests

Ko]] a number of dice equa] to the skill or trait being contested

for each side. The side with the most successes wins.
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Fersonal Combat

T he basics of combat remain the same whether one is \Cighting
a massive battle or a dcspcratc Persona[ duel. Thc battle does need a
few extra rules. [Tor dungcon board game P189 or rolcp[aging adventures

on‘g these basic rules are needed.

(Ground 5cale

One space or inch rePresents a distance of two paces.

Turns

Ro]cp[aging and clungcorx games are essentia”g Proactivc
I ach turn the P]aycrs take their actions followed bg their enemies tal(ing
theirs. | here are a few spccia] cases. [fa Figurc moves into close
combat with a foe with a rcadg missile weapon or a Iongcr melee weapon

the foe gets to attack first.

]:rontage

The front of a figure is in front of it and the rear is behind it.
Amj foes in front of a figure and in line of sight can be targetecl or
chargec[. IF Plaging on a square or hexagonalgric{, Figures are required to
face a sPcciFic side of the space. Futting a dot on the front of the

Figure’s base will avoid many disagreements.

16



Movement
A Figure can move twice its Speed rating each turn. A Figure

that moves into melee can still Fight or throw a weapon.

Searching, sneaking, Firing a missile weapon, opening a door,
or readying aweapon costs them half their movement as does crossing
rough or otherwise difficult terrain. Crossing difficult terrain while
sr\eaking would leave them moving, half their Speed.

Figures must move into spaces in front of them and change
their Facing to match the direction of their movement. Diagonal moves
count as two spaces but the Player can select which direction the Figure

faces. A]ternately a Figure can turn on the sPot and make a half move.

Attack Ko”s

A number of dice equa] to the f:ig}-zting skill of the unit are
rolled againsta 3-to determine how many attacks hit. f:igures armed

with a weapon in each hand receive a +1 bonus to hit.

Dmcending

Characters may opt to set aside some of their dice to defend
against incoming attacks. Ko” after the attacks are made. Tthe chance

of demcenc{ing is also B~ Each success cancels one successful attack.

Shooting

| oaded missile weapons can be fired very rapidly but some
take longcr to load than others. A missile weapon cannot be loaded
while moving,. As discussed earlier, Ioacling a bow, long bow, or sling
costs half the characters movement. Loading a crossbow takes a full
turn in which the character cannot move, gight, or cast spc“s.
Harquebuscs take two full turns to load and cannot be fired while
moving as thcg must be braced and lit with a ]ong fuse called a slow

match.

17

Combat 5ummar3

que Movement Kate
]mcantrg Speec{ X2

Mounts Speec{ x4
Fliers Speec{ x 6

Half Move Actions
Loading

Opcning Door
Searching
Shooting
Sneaking

First Strike Advantage

i | oaded Missile Weapor\
2 Fike

3 Lrance

4+ Spear, Halbcrc{ as Spear
5 Large Weapons

6 Normal Weapons

7 Small Weapons

igotting
Awarencss 5~
-Range
- Bad Light
- Sneaky [Foe

!SACICC

Y:ighting 3

+1 two weapons

+1 Hail or morningstar

+1 target has flail or morning star
+1 attacking foe’s rear

-1 Bad Light

-1 Pad [Tooting

-1 Defended Fosition

Sl‘rooting G-

o Rangc

-1 Range x 2
-2 Range x4
-3 Range x 8
-1 Moving -1

~1 Target in Cover
-1 PBad Light

18



Damage

Attacks that hit inflict their damage on the target and may even
cause a wound. Damage is determined }33 ro”ing 1dé, ac{c{ing the
attackers Might and applging modifiers relating to weapons and armour.
Damage against characters is accumu!ated, that is to say thatif a
character takes 3 Points from one attack and 2 from another tlﬁcy have
taken a total of 5. Norma”y, a Figure that receives a number of c]amage
Points equal to their Might Plus Wl” is knocked unconscious. Twice
that amount kills them dead. Figures in regiments are removed without
tracking accumulated damage if tlﬁey suffera damage equa[ to their
Might P!us Wl” froma single attack.

Damage = Might +1dé

Charging V\/ith | ance +1i

Keceiving Charge With SPear or Fii(e + 1
Large V\/eapon +1

Sma” V\/eapon ~1

Light Armour -2
T‘leavg Armour -?
Shield -1

Slashing Weapon v.s. |_eather or No Armour +1
Crushing Weapon V.5, Chainmail Armour + i
Fiercing Weapon +1,~1 v.s. Shie!ds

Wounds = Might + Wl“ : unconscious
Wounds > 2 x (Might + Wl”) X4 Ki”ed

19

Wea PO ns
Dagger
5worc|

Great 5worc{

Hatchet
Battle Axc
Pole Axe
Spear
Fil(e
[Halberd
Mace
Maul

Moming Star
]:]ai]

Sling
Bow
[ ong Bow
Cross Bow
Harquebus

Sma” Slash or ~1 Damage Fierce, T}’Irow 1o"
Slash or ~1 Damage Fierce
Large Slash or -1 Damage Fierce

Small Slash, Throw 10"

Large Slash

[ arge Slash, Pole Arm

Fierce, + 1 Damage V.5, Clﬁargers, Throw io"
Large Fierce, + 1 Damage V.5, Chargers

Fierce or Large 5[ash or+1 Damage V.5, Chargers

Crush
Large Crush

Crush, +1 to hit and be hit
Large Crush +1 to hit and be hit

Crush, Range 15" half move to load
Fierce, Range 20" half move to load
Fierce, Range 25" half move to load

Large Fierce, Kange 25" full turn to load
Large Fierce, Kange 20" two turns to load

20



Acts of [Taith

T he followers of the Supremc Architect, whatever their credo
or dogma may be can at times command literally infinite power. Acts of
faith can far out strip the capabilities of magic as they draw power from
all the believers involved. On the other hand, having an entire regiment
drop to its knees before the onslaught of their enemies can be a greater
trial of faith than they can bear.

Acts of [aith are resolved by rolling the [Taith skill of all those
actively praying for them. While actively praying a figure cannot take

any other action.

Dmcining il

When c{ealing with the angelic agents of The Supreme
Architect, the question of evilis r\otjust a matter of Phi!osop}uj. For
this purpose, the presence of demons, clragons, undead, or sorcerers
who have access to Death, Darkness, or Black sPe”s in aforce
automatica”g defines them as evil. Forcesin which the Faitlﬁ skill is
entire]g absent are also considered evil. Armies which have raided or
destroyed settlements of any size or taken slaves getno benefit of the
doubt from the hosts of heaven. Ang force orindividual that qua]iFies as
evil under these terms can expect no mercy, nor can units with the Faith
skill that chose to march with such forces expect their prayers to be

answered.

H: thelj are required to chose sides, the hosts of heaven will
favour the side with the highes’c total Faith skill. They are never fond of
magicians, elves, goblins, or sPrites so subtract two Points for each of

these marching with a force.

21

3+ Shield of the Just
By the almightg hand of The SuPremc Architect, the
righteous are sheltered from the wrath of the powers of darkness. AH

those involved in activellj Praging for this blessing receive a three Point

bonus to resist sPe”s and a three Point bonus to their armour against

Elementals, Dream Shac{ows, Fiends, and Night Gaunts.

6+ Fur3 of the [T lements

The heavens darken though the day was fair and clear before.
T hunder roars and winds wail. |n the time frame of the average battle,
the [Fury of the [ lements gives a two point penalty to all shooting and
restricts all movement to half pace. T he storm blows in over the course
of three turns. |n the first turn the sky darkens behind the enemy and the
wind picks up a bit. T'he second turn it covers the enemy’s half of the
battle field and in the third turn it covers both sides. [t takes a full hour
for the full fury of the storm to come in but at this point any combat is
unthinkable. T he torrent of rain, lightning, and hail that cascades down
from the skies is simply impassible and the lightning simply loves to seck

out those with magical Protection from the weather.

9+ Legions of Heaven

The hosts of heaven descend from above to answer the
prayers of the faithful. A regiment of Froclaimers lead bg an Avenger
appear on the battle field where ever the Praging forces wish. The total
number of ange]ic beings who answer the call is equa] to the number of
individuals actively praying for the miracle. [tis worth noting that the
hosts of heaven come of their own free will to ensure the triumph of right.
]n situations where neither side is notabhj evil they will act as peace
keepers, c{ivicling the battle field and interposing themselves between
units to prevent fighting,

22



i 2+ Resurrection

The trumps of heaven sound across the battlefield as the
untimely fall of a champion of light is set to right. A single figure with a
]:aith of atleast 3 is returned to life in full health and Protectecl by the

Shield of the Kighteous foras [ong as they qua[hcy as gooc{ individuals.

15+ StoP The Heavens

The sun either stops in its course orrises in the dead of night
T he latter takes Place over three turns. | he first, a [ight is seen on the
horizon. T his gives a +2 to morale to the individuals who Prage& The
next turn the dawn breaks and the light level becomes twi]ight, this gives a
-2 to everyone else’s morale, even their own side. Fina”y in the third
turn, the sun rises to the apex of the l—»eavcns, the Iight level becomes

clag, and the Praging side’s -2 morale Pcna|t3 is removed.
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Magic

T he world is not a flawless whole as many suppose. The
Supremc Avrchitect has hidden cunning ]oopholcs in the laws of
causa‘ity for his minions to cxploit to their advantagc

”Know]cdgc is Power” is notjust a metaPhor when it comes to
magic. f:or cach level of Sorccrﬁ a character Iearns, not onlg do t!‘:cg
learn one more list of six sPclls but theg also gain two more die with which
to power them and can use one more die per round in the attcmpt.

Eac}‘v sPc[] has a power requiremcnt that needs to be met in
orderto castit. | he magician's Playcr decides how many of their dice to
use and rolls them against a digicultg rcpresenting how Powchu[ magic is
in their world, with cach success contributing one Point of power to cast
the spel]A Additional successes are added to the damagc, digicultg of
resisting, or radius affected. [f t!‘:cg don't get cnougl‘u successes theg
can carry them over to their next turn and use some more of their dice. ]F
necessary a magician can even elect to take &amage to cast sPe]ls, bg

Blood Casting, gaining one die for every three Point&

24



Duration

Most sPe[]s have a simple, Physica] effect that lasts long after
the sPe]] is cast. Other speus last until the magician c{rops the sPe”,
oes to slee , or falls unconscious. As long as a spellis maintained, the
g P 2 P

dice used to power it cannot be regainec].

Kegaining Fowcr Dice
A magician regains all of their power dice when theg sleep fora
full cigl‘zt hours. [f you want to get nit Pickg you can work out the ratio of

power dice rcgainc& forless slcep

Maximum Dice Fer Round = Sorcerg Skill
Total Fowcr Dice = Cunning + Sorccrg \(jiq” X2
Blood Casting: 3 Damagc =1 Power Dice

Digicultg 5~
~1 sPc” level greater than Sorccry skill
~1 per doub]ing of base range

-1 hands bound
~1 gagged or unable to sPcak
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Air SPCHS

[¢) Breeze: This sPe” conjures up an errant breeze that can be
used to ruffle curtains, scatter papers, lift skir’cs, and slam open doors

shut.

i Gust (Base Range %), The strong wind corjurecl }33 this
sPe” can knock over the unwary (Kesistec{ !33 Might), control the
direction in which a fire sPeads, or raise dust off the ground, causing

momentary blindness (bac{ light for i turn).

2 Flgz The magician is borne aloft bg a Powerfu[ wind. (Fly
Move 18”)

3 Lightning (Base Kange 6" The magician hurls a bolt of
]ightning at the target (Damage 1dé + Will).

4+ Wind (Base Range 34 31 Radius) T‘low!ing winds c{isruPt
incoming and outgoing missile attacks -1 to hit or be hit),

5: Corjure Earth E]emental (Ritua[): This ritual invokes an
earth spirit to animate the very earth or rock. The creature will 0}363 the
magician's commands wining!y at first but will resit with its Wl” the first

time the sPe” is renewed.

26



Black Spells

[¢) C]aws: The magician's hands sprout vicious claws that count

as natural weapons.

i urse: is spell causes its victim to have a bad day, things

C This spell h bad day, thing
just don't work out right from the start. -1 Penaltg to the first task
attcmptecl that clag for the length of the c{ag).

2 Divination (Ritual): The magician summons and questions
various evil sPirits to gather information. The information will be

accurate but rare]g Preser\tec{ in a useful fashion.

3 Corjure ]mP (Ritual): The petty demon coru’urec! }33 this black
ritual is willful and mischevious. It will attempt to twist any directions it is

given and will try to stick around when dismissed by resisting with its Wl”

4+ Corj ure Denier (Kitua]): The act of corjuring this minor
demon makes it most]g wi”ing to obey the magician's commands. Lil(e all
demons it has its own ideas on how to get thejob done and is prone to

lging about evergthing it can.

5 Corjure Fiend (Kitua]): The magician invokes a PowerFul
demon which will obeg their commands, most of the time when theg feel
like it. Fiends are c(read]cu”y prone to twisting orders and hanging

around ]ong after theg are summoned, attempting to resist any dismissal

with their Will.
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Darkness Spe”s

[e) Gaze: The subjcct‘s Preferred light becomes night for the
duration of the sPe”.

i ”]usion: Shadows form themselves into an animated image (i)
selected }39 the magician. Those trying to guess if the image is real must

overcome the magician's Curming with their Awareness.

2 Fear (2" radius): Dari(ness gatlﬁers menacingly about the
subject Forcing those nearbg to question the wisdom of their current

Position. (Must flee for one turn, Resisted by Wl”)

3 Shac{ows (2 radius): Murl( and g[oom gatlﬁer in the effected

area making it easier to pass unscen (+1 to Stea]tlﬁ).

4 Darlmess ( " radius): A Po”ution of shadow effuses up from

the neatherworld to make the area as dark as night.

5 Corjure Night Gaunt (Ritua[): This ritual summons a being
of shadow and terror to serve the magician. Nightgaunts are faithful
servants but cannot abide the light of day and are instantlg banished bg

it.
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Deatl'\ Spe”s

[¢) Command (1" radius): The magician can seize control of an
undead entity (resisted ]33 Wl]]) On the down side, theg‘” be well aware
of the attempt.

i Animate (Kitua]): Causes one corpse to become a zombie or a
skeleton under the magician's control. Each additional success can be

used to animate one more corpse.

3 Witlﬁer: Flesh ages and bones become brittle at the magician's
touch as it leaches power from the target. (Wl]] +1dé6 Damage, heals

the magician an equal amount)

3 Engorge (3" radius): the undead targets of this SPen swell and
bloat gaining an additional die when Fighting and a Point of might,

4+ Deca9 (3» range, 9 x 6" cone): | he effects of entropy and
Pestilence are accelerated in the area effected. Dense woods are
reduced to Iight woods, light woods to open ground, and crops become
dust upon the wind.

5 Corjure Wraith (Ritual): A vengexcul spirit is drawn into the

material Plane to serve the magician. Wraiths resent their master but will
obey without hesitation or question. Each time the spe” is renewed the
Wraith will resist the sPe” with its Wl” in order to escape and pursuc its

own er\ds.
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Earth Spc”s

[¢) Ba]ancc: Thc subjcct can cross broken ground as if it were

OPCH.

i f:orgc: Keac]‘ling into the dirt, the magician draws forth a
weapon comPosed of fused sand and minerals. Onlg simP]c melee and
thrown weapons can be created bg this means and the weapon

disintigratcs when the sPcl] ends.

2 Grubbiness: The sulzject‘s bocly is covered in a shell of
Pcbb]cs and sand (+1 Might, 1 Armour)

p) Wrack (5" radius): Tl—:e earth trembles and the grouncl cracks

an& crumbles as tl’lC area alclcéctéd becomes brokcn ground.

4 Crevass (8" X 5" x Z”): A tear in the groun& sPreacls out from
the magician's feet. T hose stan&ing inits Pat}v must make an Athletics

roll or fall in.

5 Corzjure I arth [ lemental (Ritual): T he magician calls up a
SPirit of the earth. |t will do their bidding but is slow to act and tends to

take the long veiw of situations.
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Fire SPCHS

[¢) ]gnite: The magician can set fire to flamable materials with a

word and a touch.
i ]munitg: The subject is immune to fire damage.

2 Blast (Range %), The magician hurls a blast of magica! fire at
their foes (Damage = Wx”)

3 King of Fire (Radius %*): The magician corj ures up a ring of
fire that automatica”y burns all who seek to cross its boundaries

(Damage = Wx”)

4+ Holocaust (16 x 6" Cone): | he magician unleashes a great
storm of flames before them (Damage = Wx”)

5 Corjure Fire E]emental (Kitual) T}’Ie sPirit called up by this
ritual is capricious and ravenous. [Tire elementals need fuel to remain on
this P]ane and care little for the needs and desires of mortal magicians.

One order on]g will theg obeg, "burn®,
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Lhce Spe”s

@] Feace: clears the target’s mind of stress and worry, a”owing

them to relax and sleep.

i T‘leal: cures two Points of damage suffered by the target,

additional successes each heal two more Points.

2 Summon Beast: The magician summons an animal that is
found in the local habitat. This is not a corj uration, the beast wanders
out of the undergrowth and will try to aid and protect the magician to the
best of its abilitg.

3 Qgickening (Active Spe]])
This spe” accelerates the processes of IiFe, making
P!ants grow faster and wounds heal quicug. (Used in combat it gives the

subject on extra die on all actions and a 2 Point bonus to their Speec{.

4+ Animate Undergrowtlﬁ 4 xi2n Path): The unc{ergrowth in
the affected area moves to hinder or aid passage as the magician wishes,

ma!(ing the terrain one level easier or harder to cross.
5 Enhance: The subject is infused with life energy making them

better, stronger, faster. All of the subject's traits are improved by one
g d P Y

Point.
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Lignt Spens

[¢) G[ow: with a touch and a word, the magician makes the target
g[ow Fainthj, mal<ing it visible in the darkness but not i”uminating anytlﬁing

CISC.

2 ]”uminate (2% Radius): with a touch and a word the magician
makes the target glow Brightly enouglﬁ to make the area affected bright

as day. Oxc course, evergthing in the illuminated area is very visible in the

darkness (—I to Stealth)

3 Mirage (3" Radius): The magician weaves an animated image
of Iight and colour. Those veiwing the mirage must win a contest of

Cunning with the magician inorder to Percieve the trick.

4+ Beam (6" Kange): The magician directs a beam of intenshj
focused light at their foes (Damage = Wx” +2).

5 C]eansing (Damage = Wl” 2 Radius, ”]uminates 4 Radius)
B]inding Iight surrounds the magician burning all that are foolish enough
to stand near them. Creatures that Prmcer darkness must pass a morale

check to move any closer to the unbearable radiance.
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Mlﬂcl SPC”S

[e) Meditation: The magician can enter a meditative trance to
restore their inner reserve, hea[ing WII] c{amage and regaining spe” dice

in half the normal time.

i Focus: Reacning out with the powers of their mind the
magician's understanding and insight are enhanced. The magician can

roll one extra die for their actions.

2 Leaping: The magician can make incredible Ieaps. (6" move,

ignoring terrain restrictions)

b T elekinesis: (6" range, 6" move) | he magician can make
olpjects move as if they were being ifted }33 a man with a Might equa! to

their Will.

4+ Dominate (3" range): The magician can take over the target
and control their actions. (Resisted blj Wl”)

5 Jnvincible: T he magjcian can set their will to a single task with
such resolve that they can suffer 10 additional damage Points before
Fa]]ing unconscious. When the spe[] ends, the damage is appliec{ to their
remaining damage points, quite possibly resulting in death.
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Spirit Spe”s

[¢) T rance: The magician can scparate their sPirit from their bocly
and roam the world unhindered. Being alive they can or\]3 tread the
narrow bounds where the spirit realm touches on the mortal world but
while in the trance the magician can only be seen and attacked }33 other

spirits. IF a spirit kills the magician's spirit it can then posscss their body.

i Sencling (3 Kange): The magician's tlﬁoughts are sent
directlg into the mind of the sui)ject, a”owing silent communication,

unimpedec] by the din of battle.

2 Fresence (2% Radius): The magician becomes aware of all the

sPirits in the area around them and cannot be snuck up on or surPrised.

3 Sleep (»* Radius): Agreat weariness overcomes those in the
area affected and they co”apse in enchanted slumber if they cannot
resist the spe” with their V\/x”

4+ Master: (3" Range, 31 Radius): The magician subverts the will
of the subjects, ma!(ing them comP!iant to the magician's commands if

they cannot resist the sPe]] with their Wl”

5 Corjure Dream Shadows (Ritual): At the magjcian's
command, a band of b) Dream Shadows oralone Dream Shadow
knight filters out of uncertainty and darkness to obey their commands.
The Dream Shadows cannot abide the full light of c{ag and are
banished by it.
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Tlnaumaturgg Spe”s

[e) Detect: The magician can discern the influence of magic on an
area and know when a sPe” is elclcecting a target. ]f suCcesses in excess
of the power of the sPe” detected are achievec], the magician also learns

what spell is in effect.

i Scrge (Ritual): USing a reﬂectir\g g[ass, Pool, or crysta[ ba”,

the magician can observe distant P]aces.

2 DisPe”: The magician sets up waves of etherial interference
that break their foe's contact with a spe”. IF the number of successes
achieved on a disPc” exceed the number of successes used to cast a
sPe”, itis cancelled and of no effect. Dispe]]ing is essentia[]g a magica!

Parrg and can }DC USC& as areactionto a SPCH being cast.

3 Ward (Kitual, 1" radius): A ward is an area enchanted with a

dispe” that protects at full value against all sPe”s and summoned entities

that attempt to enter the area Protectec{.

4+ Animate (Ritual): Giives the semblance of life to an inanimate
object ma!(ing ita wi”ing servant to the magician. O{ course, such
animated objects lack the inte”igence to act independantlg without

ma!(ing serious mistakes.
5 Enchant (Ritual): Makes a sPe” a Permanent feature of an

item. The magician must surpass the power requirement for the

enchantment and the sPe[] being made Permanent.
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Watcr Epe”s

[¢) FuriFy: With atouchand a word, the magician can remove all
toxins and Pol]utants froma ga”on of water. This can be used to turn

wine into water.

i Spra3 (m" range): The magician sprays the target with a
stream of water, sufficient to extinguish small fires or knock a person
down (Resisted bg Might, causes Will + 1d6 damage to [Tire
Elementals).

2 Amphibious: The subject can move in water as if it were open

ground and breathe under water.

3 Fog (3" radius): The area is filled with a fine damp mist that will
prevent fire from sPreac{ing from orinto it. Missi[e attacks Passing
through the 1Cog and attempts to sight things through it recieve a -1
Pena[ty.

4 Rain (4" radius): Rain pours down in the area affected. This
makes open ground into difficult terrain as dirt quickly becomes mud and
rock becomes slick. Ang fires in the area are cxtinguished. (causes \Nx”
+1d6 damage to [Fire [ lementals).

5 Summon Water Elemer\ta] (Ritua[): calls a water sPirit into

being, Water elementals are accomodating and congenia[ if c]rearg and

defeatist individuals.
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White SPCHS

[e) Firm of Furpose: The subject recieves a deep and abiding
warm fuzzy Feeling in their heart for the duration of the spe”. Evil

creatures experience a Passing itching sensation.

i Aid: Furity of purpose andjust cause stand with the subject
giving a one die bonus to the next skill theg attempt for the sPe[]‘s

duration.

2 Frotection: There are forces in creation which stand watch
over the pure of heart. The target recieves two Points of armour for the

duration of the sPe”.

3 Banish: Trut}’i and honour are stronger than the blackest
sorcery. Summor\ecl creatures touched ]33 the magician are cast back

from whence the}j came if they lose a contest of Wi”s.

4+ \/alour (6x 8" rectang]e): Firm of purpose in the cause of right,
the magician's allies stand fast with at their side. A” of the magician's
allies in the area of effect use the magician's Wll] for morale checks and
resisting magic as lor\g as that worthy soul remains in the front line of

battle. They may still use their own Discipline and Leac{ership skills

5 Summon Ethica] (Ritual): Three Proc]aimers ora sing]e
Avenger descend ina Pi”ar of light, Man9 servants of the Supreme
Architect chafe at the restrictions P!aced on them for the evil of the
world is begonc{ their capacity to bear. Man9 among their ranks are all
too anxious to answer the magician's call. Oxc course once there, an

Ethica] will do what is right without regarc{ for the wishes of the magician.
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Dungeon Board Games

The very fastest way to P|a3 is to have cach Plager make a six
Point hero. Cut out and shuffle the dungcon tiles uPside down, P]ag
one on the table and bcgin cxploring. Dungcons are Plagc& as if the

heroes were constant]g in combat and turns are taken accordinglg

Kandom DUﬂgCOﬂS

Kandom dungeon games use 5 x5 square map tiles to |a9 out
the dungeon. The adventurers begin on the stairs going down tile.
Random rolls determine what can be seen by torch light in acﬁacent tiles,
mapping the dungeon as the adventuring party works their way through
it. The tiles make it quite clear when a hallleads to a dead end, in which

case no roll is needed.

The Nature of the Beast table indicates the type of monsters
found in the dungeor\. The monsters will be in the room that they were
detected in and as far from the adventurers as Possible. ]( the monsters
are defeated then roll on the | oot! Ta]:)]e to determine what has been
found.

Traps are activated when they are detected. ]( they target the “first”
hero the character who’s movement activated the traP is attacked. I( the
“ast” hero is targeted, the character farthest behind the hero who
tripped the trap is attacked. ]F “all” the heroes are targeted, every Figure
in the same tile as the hero who tripped the trap is attacked. The ro”ing
ballis a sPecia[ case, it moves 6 spaces ina straight line, each turn,
starting from the far side of the tile it was triPPed in until it encounters a
wall. Once stoPPed ballis big enough to block a passage and requires a
Combined Might of 10from 3 characters to be rolled. W}’Ii]e ro]]ing the

ba”, characters can Oﬂ]g move | space PCF turn and can dO nothing C]SC.
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| ost]n The | abyrinth

i

[ AN TN NN )

Right Tumn

| eft Turmn
Straight

T - |ntersection
Crossroads
Room

What | ies Ahead

|4
5-6

Cmpty

Encounter

Thc Nature of the Bcast

i

[ AN SN NN )

(oblins
Orcs
(Undead
Reptilians
Anubians
Erigands

Goblin T ncounters

i

(S NI N

Goblin Hunter
Swarm

1dé Hobgob]in Warriors

2dé Goblin Hunters
Eugbcar Warrior
Champion

Trap
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( }rc Encounters
i i Trog Militia

2 3dé Trogs

% idé GrogSoldiers

4 2dé Trog Militia

5 Ogre 50[dier

6 Trap

(Undead [ ncounters

i Skeleton Milita

2 3dé¢ / ombies

3 1dé Skeleton
Soldiers

4 2d6 Skeleton Militia
Wraith Champion

Trap

chti]ian I~ ncounters
i Small Militia
2 Swarm

3 1d6 Small Soldiers
4 2dé Small Militia

5 Largc Hcro

6 Trap

Anubian | ncounters

i Anubian Militia

2 3d6 Skeletons

% 1dé Anubian
Soldiers

4 2d6 Skeleton Militia
Anubian Magician

6 Trap



Brigand [ ncounters

Human T hief

3dé Dogs

1dé Human Brigands
2d6 Human T hieves
Human Brigand Hero
Trap

(targct, avoid on 1dé, damage)

i

[ AN U NN )

* Thc ball moves 6 spaces per turn, how fast are 3ou?

Dead [Fall (last, Awareness-, 3d6)
Covered Fit (first, Cunning-, 3d6)
Spring Plade (all, Speed, 2d¢)
Spring Darts (all, no save, 1d6)
Rolling Ball (all, Speed®, 3dé)
Poison (Gas (all, Might, 1dé**)

= Armor offers no Protection from gas.

Lootl

[ ncounters 2,3, & 4: 3d6 Shi”ings

Encounter 5 and 6: Treasure Ches’cl

3déx 10 Shi”ings and...

Name:
F]ager:

Description:____

Mettle:

Race:

Awa reness:

Curming:
Speed:
Mig%t:
Will:

His’corg:

i

[N SR NN N

Magic Sword: +1 Fighting
Magic Arrows: +1 Shooting
Potion: [eals 2d6 Wounds
Fotion: x 2 Movement

Wand: +1 Fower Die per spe”
Cloak: +1 Stealth
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]:ighting (“-):
Faith ().
Horsemanship (__):
Husbandry (_):

Leadership )
Lore (__):
Thieverg (-..>:-_.-~_.~_.~~~_.,_.
Shooting (__):
Sorcery (__):

Statecraft ( ):

Woodcra]ct (_ﬁ):_

Equipment:

Coins
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Name: Description:____
F]ager:

Mettle:

Race:

His’corg:

Awa reness:

Curming:

SPCCd:

Mlght

Will:

Athletiecs (). E_q uiPment:

]:ighting (“-):

Faith ().

T‘lorsemaﬂship (_ﬁ):

T‘lusbandry (_ﬁ):

Leadership (_'):_

Lore ()

Thieverg e

SEooting (_ﬁ):

Sorce ry (__):

Statecraft ( ):

Woodcra]ct (_ﬁ):_

T COiI‘XS
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