Tales of the Elder Realms – Character System


Attributes

	M
	CC
	RC
	S
	E
	W
	I
	A
	Dex
	Int
	Cl
	Will
	Cha

	NA
	100
	100
	10
	10
	NA
	100
	100
	100
	100
	100
	100
	100


Movement [M] This number is used to determine the speed of a character’s movement. 4 is the human average, portraying approximately 10 meters for every 10 seconds, with safe movement. 10 is the horse average.


Combat Capacity [CC] This is a character’s capacity to fight in close-ranged battles. This reflects his skill in wielding melee weapons and skill to hit his target. The higher this skill is, the easier it is to hit or parry an adversary. This attribute will range from 1 to 100%.


Ranged Capacity [RC] This is a character’s capacity for ranged attacks. This is the basis of archery, reflecting his ability to wield a bow or crossbow, or his aiming skills to throw knives, rocks, shuriken and other long ranged weapons. Like Combat Capacity, the higher this skill is the easier it is to his the target and will range from 1 to 100%.

Strength [S] This indicates the raw power of a character and the damage it can deliver in combat. The higher the strength is, the more damage one will do. Strength ranges from 1 to 10.

Endurance [E] This reflects a character’s natural capability to resisting incoming damage. It becomes harder to deliver damage to a creature with high endurance. Endurance ranges from 1 to 10.

Wounds [W] Some creatures will withstand damage better then others, whether its because of their vigorous physical build, or because they are insensible to damage, or take little notice of it. Wounds reflects the amount of damage one can take before falling to serious wounds or even death. One character who’s wounds were reduced to 0 is not dead though utterly incapable to pursue combat.

Initiative [I] This indicates a character’s speed to react to his surroundings. In combat, Initiative is used to determine who will attack first. Initiative is presented from 1 to 100%.

Attacks [A] This is the number of attacks a character will be capable of delivering in a round. All characters start with one attack by default, though it is possible to raise one’s attack’s by feats and possibly other means.

Dexterity [Dex] This is a character’s capacity to perform manual work that is specialised or complex. Dexterity is used to determine how one is capable of doing pick-pocketing, picking locks or any other actions that may require patience and manual ability. Dex ranges from 1 to 100%.


Intelligence [Int] This is simply one’s capacity of reasoning and understanding. This is somewhat his intellectual quotient (I.Q.) though which will range from 1 to 100%.

Calm [Cl] This reflects a character’s courage when facing terrifying situations and creatures found in the realms.


Willpower [Will] This portraits a character’s mental resistance and magical resistance as well as his overall conscience of magic. Willpower his used to nullify the effects of magic spells, charms and other mental influences that a character may face. Characters using magic will gain much from a high willpower. Willpower will range from 1 to 100%.

Charisma [Cha] This reflects at once, one’s appearance, his communication skills with other and his general affinity to social interaction. The general display of “Fitting In”. A character with a high Charisma will find that he is capable to pursue new relations easily and gather information easily, while a character with a low Charisma will find himself getting in trouble from his talk, getting people angry or speaking out at the time. Charisma ranges from 1 to 100%.
Races

	
	Human
	Elf
	Half-Elf
	Drow
	Dwarf
	Mul
	Halfling
	Half-Orc
	Orc
	Felinard

	M
	D3+2
	D3+2
	D3+2
	D3+2
	D2+2
	D2+2
	D2+2
	D3+2
	D3+2
	D3+3

	CC
	2D10+20
	2D10+20
	2D10+20
	2D10+20
	2D10+30
	2D10+30
	2D10+10
	2D10+30
	3D10+30
	2D10+20

	RC
	2D10+20
	2D10+30
	2D10+20
	2D10+20
	2D10+10
	2D10+20
	2D10+20
	2D10+20
	2D10+10
	2D10+20

	S
	D3+1
	D3+1
	D3+1
	D3+1
	D3+2
	D3+1
	D3
	D3+1
	D3+2
	D3+1

	E
	D3+1
	D3+1
	D3+1
	D3+1
	D3+2
	D3+2
	D3+1
	D3+1
	D3+1
	D3+1

	W
	D3+4
	D3+3
	D3+3
	D3+3
	D3+5
	D3+4
	D3+3
	D3+5
	D3+5
	D3+3

	I
	2D10+20
	3D10+30
	2D10+30
	2D10+30
	2D10+10
	2D10+20
	2D10+20
	2D10+20
	2D10+20
	3D10+30

	A
	1
	1
	1
	1
	1
	1
	1
	1
	1
	1

	Dex
	2D10+20
	2D10+30
	2D10+30
	2D10+30
	2D10+10
	2D10+20
	2D10+40
	2D10+10
	2D10+10
	3D10+30

	Int
	2D10+20
	2D10+30
	2D10+20
	3D10+30
	2D10+20
	2D10+20
	2D10+30
	2D10+20
	2D10+10
	2D10+20

	Cl
	2D10+20
	2D10+20
	2D10+20
	2D10+20
	3D10+30
	3D10+30
	2D10+20
	2D10+30
	2D10+30
	2D10+20

	Will
	2D10+20
	2D10+30
	2D10+20
	2D10+30
	3D10+30
	2D10+30
	2D10+20
	2D10+20
	2D10+20
	2D10+20

	Cha
	2D10+20
	3D10+30
	2D10+30
	2D10+20
	2D10+10
	2D10+10
	2D10+30
	2D10+10
	2D10+10
	2D10+20


Human Humans, or men, form the majority of the Netherworld’s populations. They were not very different from ourselves though stronger and more vigorous, as they lived in more demanding times. Not the tallest of folks, they ranged from 5’5 to 7 feet tall and even their physical builds varied drastically. Some were built as Orcs, with rippling muscles, towering above others and well suited for battle, while some were frail and more fitting to be thieves and magicians. 

Elf Ageless in the way that they view the world; Elves are considered the noblest of all creatures. Having a strong sense of good and evil the Elves abide to the ways of good, often forming fellowships with Humans and Halflings in times of despair. Diminutive in stature, Elves have free spirits and lighter hair than most creatures. Often arrogant, believing themselves to be the superior race, Elven people have a natural disliking for Dwarves ranging back to ancient times. They have the ability of dark vision up to 40 feet. They range in height from 5’ to 5’6 feet tall and can live up to 600 years old.

Half-Elf Drawn by the beauty of the Elves, Humans find themselves falling love with them. The results of this coupling are the Half-Elves. Shorter than Humans at 5’ to 6’ tall in general Half-Elves have balanced attributes and Dark Vision up to 20 feet. Flexible in the way that Humans are, Half-Elves can turn to any alignments. These hybrids bare the soft facial traits, and pointed ears of the Elven people but are also gifted with the build and might of the humans. These spawns of different species have grown common in the realms.

Drow The subterranean cousins of the Elves, Drow, or Dark Elves as called by some, lean heavily in the direction of evil. Extremely smart, agile and evil, Drow bare dark skin ranging from ebony to a soft caramel color to even dark blue. They have white hair and compliment the look with either red or white eyes. Long lived, Drow can last up to 400 years and tend to live underground. Average height for a Drow is between 5’ and 5’6’’ feet tall. These cave dwellers are gifted of a dark vision up to 60 feet. These creatures share a strong afinity to Magic, and also has grown a natural resistance to it.

Dwarf Short, stocky and solid. Dwarves stand at an intimidating height of anywhere between 4’6’’ and 5’ feet tall. Dwarves tend to be a grim lot not interacting with the outside world except for their stony homes or caves as some call them. Renowned for their ability as blacksmiths and architects. Because they tend to stay in their underground homes Dwarves have pale skin color and have Dark Vision of up to 10 feet. Siding with whomever they choose they have no qualms over their alignment. Telling characteristics are their thick beards and broad bodies.

Mul An unlikely combination between Human and Dwarf, Man-Dwarves or Muls as they call themselves shave their beards to hide their identity from the rest of the world. The mothers dies giving birth to these massive children. Despite being raised motherless Muls will side with anyone giving no thought to their alignment. Strong and enduring, they stand between 5’ to 5’6’’ feet tall.

Halfling Short in stature even the smallest of the dwarves tower over Halflings. Childlike in appearance Halflings are never taken seriously as they give off a look of innocence. Entertainers for the most part, Halflings have been known to take part in adventures often becoming the most valuable party member just for their short stature. Can have any alignment but tend to forget that there is evil in the world and that everything is good and just happy. This can give them trouble, as they would show no fear, not even to a dragon, until under attack. Averaging anywhere between 2’6’’ to 3’4’’ feet tall they tend to be agile and are renowned thieves. They also have dark vision up to 20 feet.

Half-Orc Swine like in appearance, Half-Orcs are bigger than humans and much stronger. Standing at 6’10’’ to 7’0 feet tall they can be pretty imposing. Lenient towards evil as they tend to abide by chaotic and aggressive manners, because of their origins and the way they are treated as children. Upbringing Half-Orcs do side with good though it is rare.

Orc Ugly and dark-skinned, Orcs are beast like humanoids in appearance. As a result of their animal like heritage Orcs have no regard about their own personal hygiene. Lenient to evil, Orcs do tend to side with whomever has the greatest potential. Their incredible strength combined with their imposing heights of 6’10 to 7’6’’ feet, few complain when Orcs are on their side. Dark vision up to 40 feet makes them great night hunters/warriors.

Felinard Feline humanoids, Felinards origins are unknown and still a mystery to date. Their appearance can range from hairy humans with pointed ears and fangs, to felines that can stand on their hind legs. Very agile, Felinards are known to be thieves and spies as their natural abilities give them an edge over the other races. They stand between 5’6’’ and 6’6’’ feet tall. These felines are gifted with a Dark Vision of 60 feet.
Skills

Acrobatics

One with this skill is an adept of acrobatics, capable of doing back flips, somersaults, or standing on his hands. He’s capable of falling greater heights without getting hurt. The player may add two meters to any jumps he makes. He is now capable of climbing fair slopes and receives a 10% bonus on balance rolls.

Acute Hearing

Characters with this talent are know to have an outstanding hearing. They receive a 10% bonus when doing Listen rolls.

Alchemy

Craft that has recently evolved from herbalism and folk medicine, Alchemy is practiced throughout the world. Alchemist are capable of taping the life-force of plants and other ingridients they use in their experiments, thus binding magic in a way that can be used even by common men. Characters with this skill are adept at creating potions and other alchemical equipment. If character posesses knowledge of any school of magic, he may turn spells into potions that can be used by everyone. 

(See Crafting and Magic chapters)

Alertness

This skill allows a character to make a roll, when being sneaked upon, or if some to sneak past him. He must have a roll below the sneaker’s silent movement success. This becomes very useful to save yourself from thieves or sneak attacks.

Ambidexterity

With this skill, characters are capable of using both their hands with the same skill, without any constraints.  They will receive no penalty from using their off-hands in combat. The character gain 1 new attack per round, but will leave himself open to attacks and be incapable of parrying or dodging if he uses both.

Animal Care

A character with this skill is used to caring for domestic animals, including horses and other mounts. He is aware of their needs and of their nutrition. He knows to attend them and what exercise they will need. He is capable of uncovering any symptoms to illness. This skill applies typically to horses and other mounts.

Animal Ken

The character with this skill shares an unbreakable bond to animal life and has their trust. When they are within 10 meters from the character they will respond to his aura by wagging their tails, or purring, and if they are not tied or restrained in anyway, they will try to follow the character. When they are within that range, the character can give short commands to them, such as “follow me”, “halt”, or “go away”, etc. This may be useful when an animal is threatening to attack the group. The character with this skill may try to alter his mood, and sometimes casting the beast away with a “go-away”, though that animal will show no exterior friendship. Character gains a 10% bonus in Charisma rolls to communicate with animals.

Art

An artist can paint, sculpt or produce marvellous pieces of art. They can create pieces that may prove useful or that they can easily sell on the market. (The decision goes to the Game Master of course.) They are able to create convincing replicas of existing artwork.

The following table may be used by the Game Master when determining the price and the intelligence percentage that is required from one to see it’s a fake.

	Time Spent
	Worth
	Detection

	1 week

Per Add-itional Week
	10D12 GP

10D12 GP
	Intelligence of
 buyer (%)

-10%
(max -90%)


the maximum time spent on a piece is 2 months. The worth varies depending of the buyer’s opinion. Not everyone is a fan of artwork. The character gets a 10% bonus in Mercantile rolls when selling his work. Artists are professionals and will add 15% to their intelligence when attempting to detect a fake piece of work.

Bickering

A useful skill for diversion, characters with Bickering will attempt to spark conversation with an NPC and overwhelm them with a subject of non-sense aiming to confuse them or to let their guards down, or possibly to ignore events occurring nearby. The character makes his speech up, as he goes, leaving the others wondering if he is even crazy. The player makes a roll for Charisma, where a success will grant him 1 round, where the NPC will be bewildered by his crazy speech. If the roll ranges from 1 to 10% the characters gets an additional 1d6 rounds.

A test of intelligence may be used by the NPC to realize what the character is doing. They will roll their intelligence % with a 20% penalty.

Body-Building

Body-building is a skill that the men of the north developed to face the harder ways of life where they live. They make up a diet of beef, and raw meat, something that would make any weaker person sick. Topped with some extensive training they receive a +1 bonus to Strength [S] and 2 bonus Wounds [W] point. Their mass and weight is raised by a lot and they gain 100 lb of muscle. They resemble overwhelming brutes with rippling muscles. Most of the time they spend not working, they have to spend it training to retain their build.

Brawl

Adepts of bar fights and street fights, those skilled in brawl are used to using their fists, feet, clothing and anything they can lay a hand on to fight. Those with this skill do not take the -20% and the -2 to damage penalties that concern unarmed fighting. (See Combat chapter)
Bribery

The character that possess this skill is a master in the arts of buying favours. He receives a +20% to his rolls for Bribery. (Charisma). Note that money isn’t the only way of bribing. You cannot bribe anybody, expect different reactions. 

Cartography

A character with this skill is an adept at reading maps, and making them. He is capable of reading even the most confusing maps. He is capable of recognizing geographical features, even when drawn incorrectly or in a concealed manner. Cartographers can remember directions easily: a very useful skill in dungeons. Tests are based on intelligence.

Climbing

This skill allows the character to climb any vertical surfaces, walls, slopes that he wishes, though to do so, he must have his hands and feet free. A roll is not needed to climb surfaces, unless they are slick, slippery, loose or if the surface is climbed with haste. In these situations the Game Master will estimate the modifiers and penalties for the rolls.

Comedy

With this skill, one will be able to play a role. They receive a 15% bonus in their rolls for Bluff and Bickering. Comedians have a good repertoire of speeches and stories that he is capable to recite with improvisation.

Concealment

A useful skill to thieves and assassins alike, concealment allows a character to conceal a small object or the tiniest weapons, that he will be able to slip past guards or into their pockets. Though anyone may attempt to conceal their objects, one with Concealment gets a 15% bonus to their roll of Concealment.

Cooking

One with this skill is not only a perfect chef, but he gains a 15% bonus to conceal a poison into the food, and another 15% to tell whether food was poisoned or not. If he is successful the character will know there is poison, though its nature will remain unknown.

(See Poisons)

Craft

This skill speaks for itself. A character will be capable of crafting useful little trinkets, to bows and arrows. He receives a 20% bonus when creating small objects, and a 10% bonus when building bows and arrows, when making disguises, or crafting wood or stone.

(Note : Crafting metal and building swords will require the Forgery skill.)

(See Crafting chapter)

Cryptography

With this skill, the character is capable to invent or unravel a code.  He can try to create a new code with a roll of Intelligence. He also receives a 10% bonus to rolls trying to decipher an unknown code. The Game Master can assign modifiers to the rolls depending on the difficulty of the code.

Dance

A straight-forward skill, a character with this is an exceptional dancer, in anyways. He knows to follow the rhythm of the music in a formal or informal way.

Disarm

Characters can choose, with this skill, to disarm their opponents instead of hurting them. The player must announce that his character will attempt to disarm his opponent. He then throws an attack roll, then another. If both are successful he has disarmed his adversary, if not, then nothing happens. If successful, the weapons will fall 2d4 meters away. This method does not work on creatures who are gifted with natural attacks. (Claws, fangs, tail, etc)

Disguise

A character with this skill is an adept of disguise, capable of creating or using disguises. The Game Master may request a description of the disguise and keep those details in mind to see if one is successful and will pass before unsuspecting eyes. Good examination will always reveal a disguise though the character may use a bluff to save himself.

Dodge

Characters whom possess this skill are especially trained at dodging blows by ducking or moving out of the way. An Initiative roll is used, and if the character is successful all damage is ignored. Dodge may only be used once per round. One cannot dodge unseen attacks so sneak attacks cannot be dodged, nor can projectiles from a bow, crossbow or other.

Drive Cart

Cart drivers are capable of driving animal-driven carts and other vehicles. He automatically knows to handle the animals and is capable of travelling without turning unwanted eyes to him or to cause accidents.

Enhanced Strength

The character is extremely strong, and gets a +1 bonus in strength.

Escape Artist

An escape artist is especially skilled at evading or freeing himself. He receives a 20% bonus when rolling his dexterity to untie himself, or otherwise free himself. The Game Master may decide of the difficulty modifiers.

Etiquette

With this talent, the character knows how to act in almost any situations. He receives a 10% bonus on characteristic rolls in high society.

Excellent Vision

The character is gifted with an excellent vision and is capable of seeing up to 50% farther (One and a half the regular distance) then the regular human. This skill does not affect Night Vision.

Fishing

A character with this skill is knows how to place his line and how far to throw it for the perfect catch. When equipped, he is capable of catching fish in almost any water, thought the Game Master will decide of the time spent. 1D4 can normally be used to decide of the time spent to catch enough for one person. The Game Master will decide how much is caught and if it is good for consumption.

Forgery

A professional at crafting metal, the character is able to build weapons and armor, as well as other metal trinkets. He receives a +20 bonus when crafting metal.

(See Crafting chapter)

Gambling

Characters skilled at gambling are extremely proficient tacticians and know the tricks of the trade. Any game is good for them. Each throws for a game will be advantaged by half their intelligence. Gamblers may decide to loose a round to raise the stacks.

Great Resistance

The character is extremely robust and receives a +1 Bonus to his Endurance.
Handling Poison

A character is capable of handling and creating poisons without intoxicating himself. He is a master of preparation and is also capable of recognizing the different types. He may spend a day to create a dose of any kind of poison, and may do 1D6 more doses per day he spends doing nothing else. He also gains a 10% bonus to detecting poison in food or drinks.

(See Poisons)

Heraldry

A character knows to read family crests and other emblems that he may see. He is capable to retrieve a minimum of information about the bearer or owner by reading it. This is applied by a test of Intelligence.

Hide [Rural]
Hide [Urban]

Horse-back Acrobatics

Humour

Hunting

Identify Undead

Identify Magic Objects

Character with this skill can try and analize the magical item he has access to. The roll used is Inteligence, and Game Master can apply a penalty of -10 to -50% for very complex magic items by his discretion.
(See Magic chapter)
Identify Plants

Immunity to Illness

Immunity to Poison

Knowledge [Demons]
Knowledge [Scrolls]
Magic related – Aragorn?

Knowledge [History]
Knowledge [Religion]
Knowledge [Nature]
Knowledge [Runes]
Magic related – Aragorn?

Knowledge [Magic]
Magic related – Aragorn?

Learn Language

Lightning Reflexes

Characters have naturally rapid reflexes and receive a 10% bonus in Initiative.

Lock Picking

Luck

Martial Arts

Medicine

Meditation

Through meditation, character gets more attuned with his life force as well as life force generated by his surrounding. Insight he gains in such a way helps him expand his mana capacities. This skill can be taken multiple times. Each time the skill increases character's maximum mana by XXX.

(See Magic chapter)
Mercantile

Mighty Blow

Mimic

Narration

Naval Construction

Navigation

Night Vision

Orientation [Nature]
Orientation [Underground]

Performance

Precise Blow

Public Speaking

Read Lips

Resistance to Alcohol

Riding

Running

Rowing

Runic Magic

Character is adept at creating magical runes, binding magic in a pattern that affects the object it is inscribed on, or the person that trigered it. If character posesses knowledge of any school of magic, he may turn spells into runes that can be inscribed upon anything. 

(See Magic chapter)
Seduction

Skilled Range Shot

Silent Movement [Rural]

Silent Movement [Urban]
Sixth Sense

Sneak Attack

Speak / Write Language

Spellweaving

Kind of magic both most verstile and difficult to learn, spellweaving is the form most often associated with magic. Characters with this skill posess the ability to tap their own life force and life force of things that surround them, shaping it into magic. If character posesses knowledge of any school of magic, he may cast those spells by expending mana.
(See Magic chapter)
Spot Traps

Stalking

A character with this skill is especially good at following people without being spoted. He receives a 10% bonus to his throws to remain unseen.

Strike to Injure

Strike to Stun

Torture

Trampling

Trapping

Tracking

Weapon Specialist

Wrestling
Initiating the battle

Characters will encounter many creatures throughout their adventures. A battle will continue, starting with the character with the highest initiative. Each round, characters will attack one after in the other, until one dies or is forced to flee.
Charge – The character with the highest Initiative may charge his opponents, giving him a physical and psychological advantage over them. If the character’s distance from his enemy is below or equal to his Movement (M) in meters, he will automatically gain the first attack, with a +10% bonus in his CC for the first round. If both warriors have an equal initiative, they will both charge at the same time, and both gain the +10% bonus in the first round.
Round 1 – Torik (Initiative 32) charges Beril (Initiative 29) and hits him. Beril hits back.
Round 2 – Torik attacks. Beril attacks.

Round 3 – Torik attacks. Beril attacks.

Round 2 – Torik attacks. Beril dies.

Initiative Tie-Breaker – On rare occasions, characters with the same initiative may be face each other. To break the tie, each roll 1d100. The character with the highest result wins the initiative.
Ambush
It is possible that through adventures, characters will be ambushed, or try to ambush others. In an ambush, the characters hidden have the advantage of surprise automatically. The characters reveal themselves, marking the end of the first round. The ambushers will have a free round to attack their targets, who may only turn and flee during that round. Procedure goes back to normal during the second round, characters attacking in order of their Initiatives.
Bursting through a door

There are no set rules to bursting through a door. No dice rolls, no modifiers. The decision will be decided as the Game Master seems fit. Did the occupants behind the door expect them? Had the heroes managed to silently approach the door? Of course, if the adventurers had been hammering the door down for the last few minutes, obviously occupants behind the door will be ready for a fight, or have already fled. If the GM decides the characters have surprised the occupants, then they get a free round to attack their adversaries, who can only turn and flee.
Melee Combat

Combat Procedure
When one’s turn to act comes to him, he may final attack. 

To determine whether an attack hit, and how much damage it inflicted, follow these guidelines:

1. Throw 1d100. If this result is equal or inferior to the character’s CC, he hits the target. If it is superior, he misses, and his turn ends.

2. A successful hit inflicts damage. To determine how much, throw 1d6, and add the character’s strength and weapon Damage modifier. Subtract the opponent’s Endurance and Armor protection from this equation to get the damage inflicted.

3. The damage inflicted is subtracted from the target’s Wounds

4. If the attacker has more then one attack, repeat steps 1 to 3 for each attack.

Ex. Torik is about to attack a castle guard. He rolls a d100 and gets 24. His CC is at 39, so he is successful. He rolls 1d6 for damage and gets a 4. He has 6 in strength and attacks with a greatsword, which gives a +2 damage modifier. The damage he gives is 12. The castle guard has an Endurance of 5 and wears a chain mail with an armor melee protection of 2. So you remove the Endurance and protection from the damage (12-7=5). This means the guard received two points of damage, so removes 5 from his Wounds.

Read the Weapons and Armor sections for Weapon modifiers and Armor modifiers.

Sneak Attack

Sneak attack is an expensive skill to have. Your character must have the Silent Movement (Urban or Rural) depending on the location they attempt their sneak attack, and the Sneak attack skill. They must first make a roll to move in range of their target silently and finally a roll to test whether they hit him or not, as you would in a regular attack. If the character misses his opponent, he will be revealed to him, and be unable to do a second attempt. If he is successful, he does the damage by his strength in addition to his weapon damage modifier and 3d6 of additional damage. If the other character has the Alertness skill, he may do a counter-roll. If the result is below the sneaker’s silent movement roll, he sees him, nullifying the attempts of the sneak attack. If the roll is above the sneaker’s roll, the sneaker may proceed.

Ex. Shinkle is a thief, and tries to sneak to his target whom is starring out of the window at the battle between the guards with a dwarf at the palace entrance. The player rolls a d100 in dexterity for his Silent Movement. His roll is of 39, and has 52 in dexterity, so Shinkle is successful. Surprise! The target has Alertness, and the Game Master rolls a d100. His score is of 43, which is above Shinkle’s 39, so luckily, he does not see him. Shinkle then rolls a d100 for his CC. His roll is succesful and he hits his target. He has 3 in strength and attacked with a dagger with a 0 damage modifier. In addition to that damage (3), he rolls 3d6 of additional damage and gets 12. He does 15 damage to his target who has no armor and an Endurance of 5. The target takes 10 damage which he removes from his Wounds. (He is most likely dead.)

Critical Hit

As in real life, a character can have a lucky shot, striking his enemy in a weak spot, or with all his might. If the player rolls a 1 to 3 on a d100, he has a chance for a critical hit. He rerolls his CC, and if the roll is a success he does the damage of a regular attack with an additional 1d6. 

Ex. Torik swings his blade around to strike the guard once again. The player rolls to see if Torik hits him successfully and to his surprise he rolls a 3 (3 is in the Critical Hit range). He needs to reroll and rolls a 20 where his CC is of 36, so he hits. He attacks with 6 in strength with a Greatsword with a +2 damage modifier and rolls 2d6 and gets a 8. He does 16 damage thanks to his critical hit. The enemy takes 16 damage, minus his endurance (5) and his armor melee protection (1). The guard takes 10 damage.

Critical Miss

Again, as in the real life, a character can be very unlucky, tripping or knocking himself over with his weapon. If the player rolls a 100 on a d100, he risks a critical miss. He will have to do a saving throw, by rolling his CC. If his throw is below his CC% (a success) he moves on with a regular attack. If the saving throw fails, the Game Master may the decide of the results, if he misses and opens himself to damage, if he hits himself, if he stuns himself, drops his weapons or falls off his horse.

Ex. Torik swings at the guard. The player rolls a d100 and gets 100, unfortunatly. The player has a chance to save his character, by rolling his CC again. He gets a 46, and Torik’s CC is of 36, so he fails. To Torik’s surprise, he finds himself missing the guard. The Game Master decides that he put so much strength into his attack that it spun him around, but he tripped from the velocity, falling off the bridge and onto the rocks below. He takes 8 damage.

Disarm

Characters can choose, with the Disarm skill, to disarm their opponents instead of hurting them. The player must announce that his character will attempt to disarm his opponent. He then throws an attack roll, then another. If both are successful he has disarmed his adversary, if not, then nothing happens. If successful, the weapons will fall 2d4 meters away. This method does not work on creatures who are gifted with natural attacks (Claws, fangs, tail, etc). What the opponent does if he looses his weapons is to the Game Master’s likings. He may decide that the opponent will attack in hand to hand combat, take out another weapon or give up and surrender. If he decides to take another weapon out, it will take a round to do so.

Dodging
A characters with the dodge skill is especially trained at dodging blows by ducking or moving out of the way. An Initiative roll is used, and if the character is successful all damage is ignored. Dodge may only be used once per round. One cannot dodge unseen attacks so sneak attacks cannot be evaded this way, nor can projectiles from a bow, crossbow or other. Characters without dodge suffer from a -20% penalty to their Initiative roll, and cannot attack in the following round.
Parrying

A character fighting with the appropriate weapon may choose to parry attacks. Roll 1d100 – if the result is equal or inferior to the character’s CC, this means that was able to use his weapons to block the attack. Characters who try to parry will loose their turn in the next round, whether or not the parry was successful. The player must announce that he is parrying as soon as he knows he’s attacked. One may try to parry a number of attacks equal to his number of Attacks, but is never allowed to try to parry the same attack twice.
Mounted Combat

Striking Mounted Enemies

A character may be confronted to a mounted enemy. Will his attacks hit the rider, or the mount? He first rolls a regular melee or missile attack. If he is successful he then simply throws 1d100. If the player rolls below or equal to fifty he hits the mount, if he roles above he hits the rider. This is for a horse, and similar mounts (dogs, wolves, ponies, etc.) This does not apply to elephants and similar gigantesque beasts, or flying mounts.
Elephants, and other towering mounts will take below or equal to 80 to hit the target and above to hit the rider. 

Flying mounts will need to be attacked with projectiles, or hit as they fly by or dive. If so, this is the same requirements to hitting a horse.
Trampling or Natural Mount Attacks
A character may try to crush his enemy beneath his mount’s hooves or having his ride bite him. Different mounts will be gifted with different attacks. To use these, the player will need to announce his intentions at the beginning of the round. He rolls a Test for Dexterity. He receives a -20% penalty to hit, unless this character has Trampling as a skill. If he is successful, the victim will receive damage equal to the beast’s strength and attack modifier, listed in the Mount chart. Armor bring no protection to trampling, though bring regular protection to biting attacks.
Mount Chart
	Type
	M
	E
	W
	S
	Attack

	Riding Dog

Wolf

Dire Wolf

Horse

War Horse
Elephant
	7

7

8

11

12

13
	2

3

5

4

6

7
	3

4

7

5

10

18
	2

3

6

5

8

12
	Biting (+2 Dmg)

Biting (+2 Dmg)
Biting (+4 Dmg)

Trampling
Trampling
Trampling

	Type : Type of Mount
M : Movement Speed
E : Endurance
	W : Wounds
S : Strength
Attack : Type of Attack


Dying Mount

It is possible that one’s ride is killed as he is riding it. If so occurs, he rolls 1d100 to determine what happens.
0-60 Dismounted – He falls off, but may continue fighting without any problems.

61-90 Thrown – He is thrown forth violently. Throw 1d4 to determine the damage taken.
91-0 Trapped – The rider falls under his horse, taking 1 damage per point of Strength of the mount. He can roll a Strength test every round to crawl from under his mount. Until he is free, he remains an Immobile target.

Ranged Combat

Combat Procedure
Ranged Combat is much like Melee Combat, save that you have more information to keep in mind about your weapons. Also, instead of rolling for your Combat Capacity (CC) you will roll for your Ranged Capacity (RC). There are four stages which you must keep track of to successfully fire or throw.

Arming : This includes the time it will take for a character to ready himself, bringing his arrow to his bow, the rock to his sling, or the dagger to his hand. Some weapons may require an entire round to load, while others will arm, and fire in the same round. Refer to the Missile Weapons Chart.

Aiming : You must keep in mind that characters may only target enemies in a straight line. They cannot shoot around a corner, or through a wall. The target must be in range. If the target is within Normal range, then the character may fire without modifiers. If he is within extreme range, the character will fire with a -20% penalty, and if farther, he cannot hit his target.

Firing : Firing is done like hitting in Melee. The player rolls 1d100. If the result is below his RC, he hits the target and inflicts damage. A character firing in a band of enemies randomly without aiming receives a +40% bonus to his shots and the successful hits will be distributed randomly in the group.
Damage : Damage is determined much like in Melee battle, by rolling 1d6 and adding the character’s strength, though in Ranged, you may sometimes have to use the weapon’s Effective Strength instead of the Character’s strength. Refer to the Missile Weapons Chart for more information.
Missile Weapons Chart
	Weapon
	Normal
	Extreme
	ES
	Load/Fire Times

	Short Bow

Normal Bow

Long Bow

Elven Bow
Crossbow

Sling

Javelin

Lance

Dart

Throwing Daggers

Throwing Axe

Lasso


	36
50

66

70

66

41

20

10
10

10

10

20
	150
250

300

350

300

150

50

25

20

20

20

30
	3
3

4

5

5

3

S

S

S

S

S

-
	1 Round
1 Round

1 Round

1 Round

1 Round to Arm

1 Round to Fire

1 Round

1 Round

1 Round

1 Round

1 Round

1 Round

1 Round to Throw

1 Round to Pull Back

	ES : Effective Strength of the weapon

S : Use the attacker’s strength instead of ES


Unarmed Combat
Unarmed fighting

Members unskilled in Brawl or Martial Arts may still use their fists and feet, but will suffer from a –20% to their success roll and a –2 to the damage they do.

Ex. Keani was taken by surprise, two guards walked up to her hiding spot without her noticing them. She had laid her sword on the ground a little behind, and the guards found it and threw it away. They were on he before she expected it. She tries to punch but she doesn’t have Brawl or Martial Arts. She has 39 CC with a penalty of -20%. She needs 19 to hit.

She rolls a d100 and gets a 18. She kicks the guard. She has 4 strength, with a penalty of –2 she does 2 damage. Unfortunatly the guard takes no damage as he has an endurance of 4, not counting his armor protection.

Unarmed Grappling

An unarmed fighter may decide to immobilize his opponent instead of attacking and inflicting damage. He receives -20% penalty on his CC throws. (This penalty is removed if the character has the Wrestling skill.) If the character is successful, his opponent must roll a d100 and roll under the attacker’s success to set himself free right away.

Once the adversary is immobilized, both characters become immobile targets and cannot do other actions then holding the grip or resisting to it. The attacker may decide to let go off the other any time he wishes, but the victim has to throw a Test of Strength every round. If both are successful or miss in their tests, the grip his held and nothing else happens. If the attacker is successful but the victim misses, he is capable of inflicting damage by tightening the grip. (This damage is counted as a regular Unarmed attack, though Armor does not protect from this.) If the attacker fails and the victim is successful, he frees himself.

Stunning

Characters with the Strike to Stun skill know how to hit an opponent with the fists to efficiently knock him unconscious. The player will roll as he would regularly for an attack. When the time comes to calculate the damage inflicted, the player instead rolls 1d6+1. If the result is equal or above the opponent’s Endurance, he knocked out for 1d6 rounds and becomes an Immobile Target. Note that one cannot knock out an opponent with over 7 in endurance.
Fleeing
When nearing death, turning to despair, one may choose to run from battle. In such events the player must announce that his character is fleeing at the beginning of the round. The character will turn his back and run away as fast as he can in a straight line. His opponents each receive a free attack to him as he lets his defense down and turns his back to them. This attack is not subtracted from his other attacks in that round. Once the opponents have done their free attacks, they will remain in place, to fight other opponents, or get ready for another attack.
The fleeing character will, on his part continue running until he is at safe distance, though he may tumble in other enemies. The Game Master will decide on the events that follow the escape, and will also decide IF the character can run. Certainly, he cannot flee a closed room.
Money

1 GC = 20 SC

GC = Gold Coin

SC = Silver Coin
Equipment
	Food / Ration
	Price
	Disponibility

	Meal (1/day)

Reserve (1 week)

Beer Pint

House Wine Bottle
Good Wine Bottle
	3 SC to 7 SC
2 GC

1 SC
3 SC
4 to 9 SC
	Common

Often

Common

Often

Often


	Inn Rooms
	Price
	Disponibility

	Common Room

Separate Room (4 beds)
Single Bed Room

Stable/Horse/Night

Fodder/Horse/Day
	6 SC

10 SC

1 GC

4 to 8 SC

6 to 10 SC
	Common

Often

Uncommon

Common

Common


	Clothing
	Price
	Disponibility

	Belt

Leather Boots

Cape

Cloak

Coat

Dress

Gloves

Handkerchief (Silk)

Hat (Wide Brimmed)

Hat (simple Cap)

Hood

Overcoat

Pants

Ridding Boots

Robes

Scarf

Shoes

Shirt

Tunic
	10 SC

7 GC

7 GC
10 GC
4 GC

7 GC

10 SC
2 GC

5 GC

10 SC

1 GC

10 GC

2 GC

10 GC
13 GC
3 GC
3 GC

2 GC

5 GC
	Common

Common

Uncommon

Often

Commun

Often

Often

Uncommon

Uncommon

Common

Common

Often

Common

Uncommon
Rare
Common

Common

Common

Common

	Prices given above are for average clothing. When you buy clothing that is of better, or lesser quality, use the following guidelines.
Noble Quality 
x15
Excellent Quality
x10

Good Quality
x4
Poor Quality
x½




Common | Often | Uncommon | Rare

