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PREFACE

When I published the first version of Engines & Empires back in 2008 (has it really been nine years!?), I had very
different priorities. Back then, I was still riding high on the joy of having just cast off the shackles of 3t edition
“d20” gaming, with all of its needless complexity and its catering to the whims of munchkins, min/maxers,
optimizers, and system-masterers. In my undergraduate days, I discovered a copy of the 1991 Rules Cyclopedia
on the shelf of a Half-Price Books in Lawrence, Kansas, and on the spot I fell in love all over again with the same
basic rules I'd played in my earlier youth.

What I found really magical about those rules, though, was not their simplicity or their elegance. Rather,
it was the seemingly inexplicable fact that they bore such a close resemblance to the original Final Fantasy on the
NES. Here was an RPG where the core rules had level tables that casually blew past 20t level without comment;
where fighters promoted into paladins at 9% level and started casting clerical spells (without even having to
deliver a rat’s tail to Bahamut); where mystics and druids hung out in the front of the book alongside the four
more traditional main classes —they might as well have been called “black belts” and “red mages”, because to
me, that was exactly what they were. I thought that I had discovered something extraordinary about the origin
of my favorite video game, and there, in my very hands, was the thing that I had sought, wished for, and tried to
create, but never could quite manage to pull off with 3rd edition: a pitch-perfect Final Fantasy tabletop RPG. And
—Dbonus —it had the elf, dwarf, and halfling classes (classes!) there to give the proceedings just the right soupcon
of Tolkien. It was brilliant and incredible, and all it lacked were some rules for guns and science and technology
(you know, just in case someone ever wanted to play a gruff airship-pilot named Cid, who was so badass that he
lit sticks of dynamite with his ever-present cigarette).

Time and experience are the best of teachers, though, and years of actually playing E&E have taught me
a great deal about what makes a good RPG. Many of the tweaks and changes that I made for the original
Campaign Compendium (ostensibly to make the game more “narrative”) were in fact bad design choices. The old
emphasis on high level play turned out to be glaringly pointless. Most of all, though, I've learned that there’s
little reason to worry overmuch about compatibility with other OSR games. These days, everybody simply “rolls
their own” (and leaves conversion work to individual game-tables); and so that’s what I've decided to do here.
What you see before you now are the core rules to a standalone RPG, not strictly compatible with anything else,
but easy enough to convert where necessary.

This new edition represents another casting off of old shackles. I no longer ascribe to the narrativist
philosophy (indeed, these rules will seem like something of a regression in that respect, with their emphasis on
XP-for-treasure and the removal of the old skill system). I no longer need for this game to feel like a video game;
Retro Phaze exists now to scratch that particular itch. And no more will E&E be straitjacketed to any old rules or
traditions purely for their own sake. Those which have been included in this book are here because I use them
when I play, and they’ve been proven to work.

The World of Gaia setting (whose existence as a fantasy setting actually predates E&E) is now separate
from the E&E core rules. These rules are setting-agnostic; and Gaia is now to be found in its own book, one
mostly system-agnostic. This is for the best: E&E and Gaia were created at different times, to serve different
purposes —and there are many other settings (like the forthcoming Lands of Alyewinn and Shade Isle) that E&E
can serve.

—John D. Higgins
17th June, 2016

iv



INTRODUCTION

fantasy role-playing game. There’s quite a lot there

to unpack, but since it’s fashionable these days to
begin a new role-playing campaign with a “buy-in” session
to make sure that the referee and all the players are on the
same page, perhaps role-playing games themselves should
also be more upfront about their basic assumptions.

0ld-School

The hallmarks of an old-school RPG are these:

* Characters are “generated” by random rolls of the dice,
not “built” by players from a set of character-creation rules.
There is no optimization mini-game.

* The referee is the game’s absolute authority and is to be
impartial with respect to player and non-player characters
alike. He doesn’t favor the players or the monsters.

* Bad things can happen to good players, and the conse-
quences of ill luck or a poor decision can be permanent, just
like in real life. There are no safety-nets in place to ensure
that any given character is the protagonist of a story; the
“story” is what happened while you were playing, and the
protagonists are the smart or lucky survivors.

* No player character is entitled to any item, spell, or other
reward that they cannot earn through playing the game.

* On the flip side of that coin, the referee must always
strive to apply the rules consistently and fairly. While it is
a truism that the rules are merely guidelines that exist to
serve the game, a referee who fudges rolls, suspends or
ignores a rule on a whim, or (the worst sin of all) manip-
ulates an outcome or moves an encounter into the players’
path, fixing things so as to negate their choices, is cheating.

[ ZNGINES & EMPIRES™ is an old-school steampunk and

Steampunk

As a genre, steampunk has something of a
poor reputation nowadays. Compared to
other genres of speculative fiction—hard
science fiction, space opera, horror, super-
heroes, weird tales, all flavors of fantasy,
cyberpunk —steampunk is all too often
criticized as too “superficial”. It's derided
and dismissed as a mere design or fashion
aesthetic, more concerned with sewing
gears into clothing and wearing goggles
over top hats than with any deep themes.
What a perverse lack of imagination
this viewpoint reveals! To be sure, the same charge of shal-
lowness could be (and assuredly has been) leveled at other
genres of speculative fiction in the past. But no serious crit-
ic nowadays would dispute the fact that science fiction and
fantasy have intrinsic value, or that there are exemplars to
be found in the canons of literature and cinema that show-
case perfectly well the power of speculative fiction to ad-

dress aspects of the human condition in ways that realistic
genres simply cannot.

Steampunk has just as much potential as any of its fel-
low speculative genres. And, while it is emphatically not
the purpose of a tabletop game to delve deeply into literary
“themes”, those associated with steampunk are certainly
ripe fodder for high adventure. Steampunk, so inextricably
intertwined as it always is with Victorian England, cannot
help but touch upon the themes of industrialization, colon-
ialism, warfare, and social class or caste. Any one of these
can be a fine impetus for a character to put aside a normal
life and become a professional adventurer, treasure-hunter,
or soldier of fortune.

Fantasy

The de facto standard setting for a role-playing game is fam-
iliar to all: the “high-fantasy” Europe analog, with its elves
and dwarves, wizards and dragons, castles and princesses.
We all know what it looks like; and most of us have inter-
nalized quite completely all of its tropes and clichés.

But clichés inevitably provoke backlash. Whenever a
standard formula emerges in fiction, there will always be
creative types ready to rebel against the status quo. The
OSR'’s reaction to the primacy of high fantasy has generally
been a retreat into “low fantasy” (or “swords & sorcery”).
We all know all of these tropes and clichés too: muscle-
bound barbarians in loincloths; scantily-clad, nubile slave-
girls; jungle-dwelling ape- or serpent-men; cults dedicated
to elder gods and Yog-Sothothery; ritualistic evil sorcery;
and ancient aliens or lost civilizations.

These lattermost tropes brush up against a third much
beloved sub-genre: science fantasy. In science fantasy (and
its close cousins, the weird tale and the sword-and-planet
story), the technological and the supernatural live side-by-
side and play off one another as point and counterpoint,
just as much compliments as they are opposites. The tech-
nology in such tales is always perfectly distinct from the
magic—it is the realm of the extraordinary-but-possible.

Engines & Empires aspires to be a kind of pulp science-
fantasy, but “pulp” meant in the sense (perhaps adulter-
ated) of a certain kind adventure story where a veteran of
the Great War, a whip-cracking archaeologist, an inventor
and mechanic who built his own supersonic jet, and a me-
thodical detective from the Yard can all team up to stop a
fascistic cult form summoning the occult powers of an an-
cient Norse god and taking over the world —“pulp” itself as
a genre.

But more than that, E&E is steampunk fantasy, which is
to say, steampunk mixed in equal measure with the out-
ward trappings of high fantasy. It caters to worlds where
gnomes and goblins build infernal machines; while elves
and fairies and other magical beings either change with the
times and adapt, or dwindle away, whelmed by the un-
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stoppable tide of industry. This is an uncommon little niche
of a genre, but it needn’t be thus. After all, the loss of elves
and their magic from a world predestined to become mod-
ern and industrialized is an important theme in The Lord of
the Rings and other elegiac high fantasies.

This particular blend of genres has what is perhaps its
best exemplar, though, in a computer game from 2001 —
Arcanum: Of Steamworks and Magick Obscura. Players who
are interested in exploring steampunk fantasy as a unique
genre unto itself are thus advised to begin there.

Role-Playing Game

The author will be forgiven for presuming that anyone
capable of finding their way to this book already knows
what role-playing games are and how they are supposed to
work. Therefore, in place of the horrid and by-no-means-
necessary “example of gameplay”, I here present a list of
useful equipment for playing the game:

* E&E makes use of traditional polyhedral dice: d4s, dés
(plenty of these), d8s, d10s, d12s, d20s, and d%s. If you can

obtain some d3 and d5 dice (preferably of the sort which
are d6s marked 1-3 twice and d10s marked 1-5 twice),
you'll be glad for it.

* Gridded playing surfaces and miniature figures are not
by any means necessary, but they can be helpful at times.

* Two decks of playing cards with differently colored
backs can be used for determining initiative in combat.

* If you want to enjoy the full impact of the magic system,
it also helps to have a pack of tarot cards and a set of rune
stones. They can be used to determine the outcome of mag-
ic gone horribly wrong (see Chaotic Surges, pp. 47-48).

* Since much of the fun of role-playing games comes from
exploring ruins and dungeons and such, the players are go-
ing to want to keep on hand a generous supply of gridded
graph-paper for the purpose of mapping their adventures.
Hex-gridded paper is also recommended for mapping the
players” outdoor travels and for certain kinds of natural
cave-complexes or deep underground environments.

* Finally, of course, every game requires one put-upon
referee and at least two players ready to exercise their wits
and imaginations.




CHAPTER ONE:

THE PLAYER CHARACTER

have no toys to play with until they have characters

to run. So it comes as no surprise that practically
every role-playing game since the genesis of the hobby has
begun by defining the features and components of player
characters (PCs). In Engines & Empires, characters have only
a few major components: some attribute scores, a character
class, and background skills.

The Attribute Scores

Attributes are a character’s basic “stats”: a set of four scores
which define how strong, agile, smart, and spirited a char-
acter is. These four attributes are called Strength, Dexterity,
Intellect, and Charisma. They represent a combination of
both inborn talent and a lifetime of education—which is to
say, both nature and nurture.

The scores are ranked on a scale from 1 to 20, although
player characters will usually only have scores in the 3 to 18
range, because (in keeping with that fine auld tradition) the
scores are generated by throwing three six-sided dice (3d6)
and summing the results for each. Generally, this operation
is carried out four times in strict order, assigning the first
roll made to a character’s Strength, the second roll to Dex-
terity, the third to Intellect, and the last to Charisma.

After one has finished generating a complete set of at-
tribute scores, it’s best to take a quick glance at them. Add
up all four scores: if the total is 42 or greater (this is an easy
threshold to remember, since it is, of course, the answer to
life, the universe, and everything; it also happens to be the
mean result of a roll of 12d6), then the character is consid-
ered playable and must be kept. If the sum is 41 or less,
however, the character may be discarded, and a new set of
attribute scores may then be rolled. (This is known collo-
quially as “the mulligan rule”.)

Next, it’s time to select a character class. Players ought
to take great care at this point: their choice of character class
may either finalize their stats, all but setting them solidly

THERE is no game without players, and the players

into stone for the remainder of the game; or it will shortly
wind up swapping one pair of scores around. This depends
on whether the player elects to play a human or “demi-hu-
man” character. Demi-humans are humanlike beings with a
connection to (or ancestors from) the world of Faerie.

Character Class

The core rules of Engines & Empires include seven common
character classes. The four human classes—these are the
fighter, expert, mage, and tech—are expected to be found
in just about every E&E campaign. It would take an extra-
ordinary circumstance (such as a setting without magic,
thereby eliminating the mage class) to disallow one of these
four classes. Also included, by way of example (since these
are always going to vary from one setting to another), are
three demi-human classes: the elfin adventurer, the goblin
sapper, and the dwarfish ranger.

The four human classes are the basic building-blocks
from which the demi-human classes are made. All human
adventurers belong to a single character class (viz. fighter,
expert, mage, or tech), and as they grow in power and ex-
perience, they may rise as high as the 10th experience level
in their class. The demi-human adventures, on the other
hand, have special “combination” classes. An elfin adven-
turer, for example, combines the abilities of a fighter and
magician; a goblin sapper is both a fighter and a technolo-
gist; and a dwarfish ranger operates as both a fighter and
an expert. Demi-humans can attain a maximum of 8th level.

Each of the four basic character classes tends to work
best when the character has a good score (ideally 14 or bet-
ter) in its primary attribute. The correlations are:

Class Primary Attribute
Fighter Strength

Expert Dexterity

Tech Intellect

Mage Charisma
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Electing to play a demi-human, meanwhile, may cause two
of your scores to swap position. Every non-human race in
E&E has one favored attribute and one disfavored attribute.
If it so happens that the disfavored score is the higher of the
two, they must be exchanged:

* Elves favor Charisma and disfavor Intellect. If you want
to play an elf, but the Intellect score that you rolled is high-
er than the Charisma score that you rolled, exchange those
two scores so that the Charisma score is higher.

* Goblins are the opposite of elves: they favor Intellect and
disfavor Charisma. If you wish to play a goblin, but you
rolled a higher Charisma than Intellect, you must exchange
the two scores so that the Intellect score is higher.

* Dwarfs favor Dexterity and disfavor Strength. If you opt
to play a dwarf, but you rolled a higher Strength than Dex-
terity, swap the two scores.

The classes that a given demi-human race may belong
to, and the attribute scores each one favors or disfavors, can
vary quite a bit from setting to setting.

What About Alignment?

It's traditional in old-school fantasy games to explicitly define each
character's morality: good or evil, lawful or chaotic, neutral or un-
aligned. £ngines & Empires quite intentionally dispenses with this
formality. Characters will do good or ill as each player directs; their
morality is their own to judge.

As for Law and Chaos, these are cosmic forces beyond the ken
of mortals. In £&£, most humans are Lawful-aligned by definition—
Law is that which pertains to the societies of mortal men. Mages are
the exception: since they bridge the gap between the mundane
world of men and the eldritch world of all things supernatural and
monstrous, mages (and all demi-humans) are Neutral-aligned. Use
this as a guideline if you feel the need to import some alignment-af-
fecting spell, item, or monster from another OSR game.

Background Skills

Player characters are adventurers first and foremost. It is
assumed that they’ve spent most of their lives learning to
fight or cast magic or build gadgets. If the character were a
great blacksmith or physician or musician or salesman, they
likely wouldn’t be an adventurer at all.

But all adventurers have a backstory: a history that ex-
plains just why some scrappy youth picked up a sword or a
spell-book or a spanner-wrench and then decided to take
up the life of a mercenary treasure-hunter. Along the way,
they most likely picked up at least one side-profession or
skill that may yet prove useful in the future. A character
isn’t just a fighter or a mage: they’re a fighter who used to
apprentice with a swordsmith or a mage who learned to be
an apothecary while they were studying their first spells.
The particular skill may be chosen by the player or rolled at
random, as the players and referee prefer.

Some characters actively seek out these kinds of extra
skills, because they rely upon such practical knowledge
even as adventurers. The whole point of the expert class is
to represent these sorts of characters. Experts are a catch-all
category for anyone who isn’t primarily a fighting-man, a
spell-caster, or a technologist: burglars, artisans, diplomats,
merchants, scouts, scholars, entertainers, and so on.

Explanation of Attributes

Attribute scores provide a rough idea of how tough, quick,
smart, etc. a character is. But they also have two concrete
effects in the game: they determine a character’s chance to
pass a kind of die-roll known as an attribute check (or skill
check), and they apply a positive or negative modifier (or ad-
justment) to the character’s other statistics.

Attribute checks are always rolled on a twenty-sided
die (1d20). The referee will call for an attribute check when-
ever the character attempts to do something of significance
that may fail (due to either the inherent difficulty of the
task or to unusually difficult circumstances), and for which
the consequences of failure would be interesting. All of these
listed components are important: the referee shouldn’t be
calling for die rolls when the character is attempting to do
something they’re obviously competent at, or when failure
is of no interest or consequence to anyone. Of course, this
is always a judgement call on the referee’s part.

The base chance (“TN”, or target number) to pass an
attribute check is derived from the score itself: cut the score
in half, round down any fractions, and add 2 to the result.
For example, a character with a Strength score of 11 has a 7-
in-20 chance to pass a Strength check (11 halved and round-
ed down is 5; and 5 + 2 = TN 7). This means that a roll of 7
or lower on 1d20 passes the check, and the character suc-
ceeds at whatever they were attempting to do.

Score Check TN Modifier
1 2-in-20 -2
2-3 3-in-20 -2
4-5 4-in-20 =]
6-7 5-in-20 -1
8-9 6-in-20 +0
10-11 7-in-20 +0
12-13 8-in-20 +0
14-15 9-in-20 +1]
16-17 10-in-20 +1
18-19 11-in-20 +2
20 12-in-20 +2

The attribute modifier is also der-
ived from the score by a formula: halve
the score, drop any fractions, subtract 5,
halve the result and drop any fractions
once again. The resulting number may
be positive or negative, and it is used to
adjust certain other stats. Note that the




ATTRIBUTE SCORES

vast majority of characters will have no modifier associated
with most of their scores, with only the odd high or low
score conferring a +1 bonus or a —1 penalty on occasion.
Only a rare score of 18 can grant a +2 bonus!

Strength (Str)

The Strength attribute represents a character’s raw muscle,
physical toughness, and athletic prowess. Strength checks
may be called for whenever a character attempts to lift up
something heavy, force a stuck door, hold their breath for a
long time, endure physical discomfort, climb a wall, leap a
chasm, swim, or perform other athletic feats.

A character’s Strength modifier adjusts all to-hit rolls
made to strike someone in hand-to-hand (or “mélée”) com-
bat. Strength also adjusts a character’s total hit points (hp)
at certain experience levels: you apply your Strength bonus
(or penalty) to your character’s hit point total once at 1st
level, and then again at the 4th and 8th experience levels. A
character with a +1 Strength bonus, for example, is +1 to hit
all of his enemies with hand-to-hand weapons (or with bare
fists, for that matter); and gets one bonus hit point at the
start of the game, another bonus hit point upon reaching 4th
level, and a third and final bonus hit point at 8th level.

Strength also affects a character’s chance to heal natur-
ally from rest during an adventure (see pg. 39).

Dexterity (Dex)

Dexterity represents a character’s balance, aim, hand-eye
coordination, manual deftness, and (to whatever extent not
already covered by Strength) bodily agility and athleticism.
Dexterity checks are rolled when a character tries to balance
on a narrow or slippery surface, to sneak around without
making any noise, lift a golden idol off a pressure plate and
quickly swap it for a piece of deadweight, to pick a lock, or
to disarm a mechanical trap.

A character’s Dexterity modifier adjusts all to-hit rolls
made with missile or ranged weapons, whether thrown or
fired: javelins, darts, bows and crossbows, guns. Dexterity
also adjusts a character’s Armor Class (AC), but in reverse:
because a low AC is good and a high AC is bad, Dexterity
bonuses subtract from AC and Dexterity penalties add to it.

Intellect (Int)

This attribute represents a character’s wits, perceptiveness,
reasoning, memory, broad knowledge, and education. An
Intellect check may be called for whenever a character tries
to recall an obscure fact, puzzle out a strange riddle, notice
a hidden clue, find a concealed door, or discern whether
someone is lying to them.

A character’s Intellect modifier applies directly to that
character’s chance to make a saving throw (SV) in order to
avoid danger or to lessen the effects of most miscellaneous
sources of harm (traps, magic, the special attacks of mon-
sters, etc.). Intellect also has a special effect on a character’s
facility with languages, as follows:

* A character with Int 1-3 is simple-minded, functionally
illiterate, and probably has trouble with verbal expression.

* A character with Int 4-7 can speak their native language
well enough but probably has some difficulty with reading
and writing.

* A character with Int 8-13 speaks, reads, and writes their
native language normally.

* A character with Int 14-17 starts the game completely
bilingual, fluent in both a native language and a second
(bonus) language.

* A character with Int 18-20 is trilingual and adds a third
language for free.

Note that even with a low Intellect score, a character
may belong to any class the player chooses. A mage with
low Intellect can still read spell-books and magical scrolls;
the character is simply operating on a level more intuitive
than intellectual. A tech with a low Intellect score can still
learn schematics and formulas; that character will just have
a rough go of it building gadgets and inventions that don't
break down or backfire all the time.

Charisma (Cha)

Charisma represents a character’s willpower, presence of
mind, guts, poise, personal magnetism, leadership ability,
and spiritual “aura”. Charisma checks are mostly called for
when characters are interacting socially: trying to persuade,
bluff, intimidate, or negotiate. They can also be used when
the referee needs to determine whether a character can re-
sist a temptation, show courage in the face of danger, and
other such functions of willpower.

The Charisma adjustment gets applied to two special
kinds of die-rolls: reaction rolls made when encountering
potential enemies or allies for the first time, and morale
checks made to keep troops, henchmen, or hired followers
under a character’s command from fleeing like scared little
children when the going gets tough.

Charisma is also the attribute which represents a char-
acter’s innate magical or psychical aptitude (or, depending
on what you believe about the nature of magic, it measures
divine grace and the favor of the gods). Charisma has a di-
rect impact on a character’s ability to work magic, as checks
of this attribute are called for whenever a mage attempts to
perform a magic trick or work an arcane ritual.
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Character Classes—Humans

By default, most adventurers are human, and human ad-
venturers can belong to any one of four standard character
classes: fighter, expert, mage, or tech. Humans (and only
humans) may surpass the 8th experience level in their class,
possibly rising as high as 10th level; but a human can only
ever have one character class.

Each class works best when you have a good score in
that class’s primary attribute: Str for fighters, Dex for ex-
perts, Int for techs, or Cha for mages. Let your attribute
scores inform your choice of character class, but don’t just
let the dice make the decision for you. A character can still
function in any class, regardless of their stats.

Common Terms

In addition to their several special abilities, the character
classes are defined by their differing progressions in var-
ious quantities:

* Experience Points (XP) are accumulated by finding trea-
sure and defeating enemies. A character must accumulate
the listed total of XP in order to attain the corresponding
experience level.

* Hit Points (hp) are a measure of how much physical dam-
age a character can sustain before they become wounded.
Strength modifies hit points at certain levels only.

* Fighting Capability is a character’s base bonus on to-hit
rolls made when attacking with weapons. Attack rolls are
always modified by either Strength or Dexterity.

* Saving Throw, appropriately enough, is a character’s base
chance in 20 to roll a successful saving throw. A character’s
Intellect adjustment modifies this value.

* Special Abilities are qualities totally unique to that char-
acter class.

The Fighter

Warriors, soldiers, martial artists: fighting men form the
backbone of any adventuring party. They live or die by the
strength of their arms, the sturdiness of their armor, and
their ability to think tactically on the battlefield.

Fighters come from the ranks of town guards, tavern-
brawlers, and veteran soldiers who have seen enough ac-
tion to know that they want more of it. From the frontlines
of a skirmish, fighters naturally slide into the role of leaders
in an adventuring party; and as they gain experience, they
may come to lead a band of men-at-arms, a mercenary com-
pany, or even a whole fiefdom or kingdom.

FIGHTER EXPERIENCE LEVELS
Lv XP HP FC SV Special
™0 g 41 7 Combat Training
2" 2,000 12 +1 7 Heroic Fray (1 HD)
3 4,000 6 +2 8 —
4" 8000 20 43 9 Heroic Fray (1+ HD)
5" 16000 24 43 9 1V Attacks per Round
6" 3000 28 o+ 10 -
™ e4000 32 45 11 -
8" 120000 36* +5 11 Strength+2
9" 240000 40  +6 12 2 Attacks per Round
10" 360000 44  +7 13 Heroic Fray (2 HD)

* Cumulative Strength modifier to hit points applies separately at each of these levels.

Special Abilities
The following are special abilities of the fighter.

Combat Training. A fighter automatically causes greater
damage with weapons (or bare fists) than characters of all
other classes (and most monsters that wield weapons). All
weapon damage caused by a fighter is increased by one die
size, up from the weapon’s base damage.

Base Fighter "Half-Attack”
Damage Damage Damage
1d2 1d3 1 point

1d3 1d4 1d2

1d4 1d6 1d3

1d6 1d8 1d4

1d8 1d10 1d5

1d10 1d12 1d6

The Heroic Fray. From 2nd level onward, when a fighter
engages a group of enemies which all have 1 hit die or few-
er in hand-to-hand combat, the fighter is entitled to make
one attack per level of experience against the targets in that
group (regardless of how many or how few of them there
are). A high-level fighter gives up his usual multiple attacks
(see below) when involved in a heroic fray.

A 4th Jevel fighter can engage in a heroic fray with foes
that have 1+ hit dice or fewer, while a 10t level fighter can
enter a fray with enemies that have 2 hit dice or fewer.
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1% Attacks per Round. Whenever a fighter of 5th level or
greater attacks an enemy in mélée combat, with thrown
weapons, or with certain missile weapons that permit rapid
fire (such as a bow, a revolver, or a repeating rifle), the
fighter is entitled to two attacks each combat round; but the
second attack is a “half” attack which causes only half the
amount of damage it usually would on a successful hit (see
the above table). Note that any damage “riders” or second-
ary effects (such as from an enchanted or high-tech weap-
on) operate normally and are not reduced in effectiveness
for being part of a “half” attack.

Strength +2. At 8th level, the fighter’s Strength score
increases by 2 points, up to a maximum of 20. (If this bonus
would cause the fighter’s Strength to surpass 20, any excess
points are simply lost.)

Two Attacks per Round. A 9th level fighter’s multiple at-
tacks improve, thereafter causing full normal damage with
the second attack, just like the first.

The Expert

Experts are characters who take ordinary, everyday skills
and put them to use for an adventuring party. An expert
might be a former craftsman, trader, street-thief, or noble.
All walks of life can teach sundry skills which may prove
very useful on an adventure.

A burglar knows how to pick locks, which applies to
dungeons as well as private homes. Aristocrats are very of-
ten schooled in diplomacy and finance. Tradesmen, too, can
turn business sense or manual skill to the benefit of a group
of treasure-seekers. An expert could also be an adventuring
scholar or historian. Most experts eventually become all of
these and more, amassing unto themselves a diverse array
of skills (and languages) to complement the abilities of their
sword-, gun-, and spell-slinging comrades.

EXPERT EXPERIENCE LEVELS
Lv Xp HP FC SV Special
"0 6  +1 7  Expertise (x2)
M 1,200 9 +1 7 Lucky Shot 1-2
3¢ 2,400 12 42 8  Range-1/-4
4" 2800 15 42 8  Expertise
5% 9600 18  +3 9 Backstab +3, Crit x3
6" 20000 21 +3 9 LuckyShot1-3
7 40,000 24 +4 10 Expertise, Range —0/=3
8" 80000  27* +4 10  Dexterity +2
9" 160000 30  +5 11  Backstab +4, Crit x4
10" 280,000 33 +5 11 Expertise, Lucky Shot 1-4

* Cumulative Strength modifier to hit points applies separately at each of these levels.

Special Abilities

Expertise. Most characters begin the game with only a
single background skill, but 1st level experts start with two
bonus background skills (for a total of three starting skills).
They automatically add one extra bonus skill at each of the
4th, 7th and 10th levels. The expert’s bonus skills may be

chosen by the player or rolled randomly using the table of
background skills on page 13 (as the referee and the player
prefer). These bonus skills require no money spent or train-
ing time on the part of the expert character, nor must the
expert seek out a teacher before learning them.

Experts also have an easier time learning new skills in
the ordinary way. Characters in other classes must spend
five months (minus any Intellect adjustment) in training to
acquire new secondary skills or languages, but an expert
can learn a new skill in only three months (adjusted for Int).

Lucky Shot. All experts have something of the rogue in
them, and fortune favors the odds of a maverick in a fight.
All characters have a 1-in-20 chance to score a “critical hit”
for double the normal damage; this occurs when the attack
roll made with the d20 turns up a natural “1” (also called
“acing” the roll). But experts of 2nd level and higher cause
critical hits on a natural 2 as well. At 6th level, the expert’s
“crit range” becomes 1-3, and at 10th level it becomes 1-4.

Range Penalties are normally —2/-5. These penalties are
reduced by 1 each for experts at the 3rd and 7t levels.

Backstabber. Any character can sneak up on an unsus-
pecting enemy and strike them from behind. This imparts
a +2 bonus on the to-hit roll, and, if the attack hits, it’s auto-
matically a critical hit for double damage. Starting at the 5th
experience level, experts become +3 to strike from behind,
and whenever they score a critical hit for any reason (a nat-
ural ace, a Lucky Shot, or when striking from behind), they
cause triple the normal damage instead of double.

After reaching 9th level, the expert’s “backstab” bonus
to hit becomes +4, and the expert’s damage multiplier for a
critical hit becomes quadruple normal damage.

Dexterity Increase. Upon reaching 8th level, the expert’s
Dexterity score increases permanently by +2, up to a max-
imum of 20.

The Mage

Mages are humans who have cultivated that rarest of all
talents: the ability to cast magical spells. Magecraft doesn’t
simply come out of nowhere: to become a mage, one must
first have a certain degree of psychic ability, which allows
the mage to be attuned to the world of the spirits.
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Some believe that magic is a function of pure will: a
psychic mind manipulating the sether and using its Chaotic
and inexplicable properties to warp reality itself. Others see
a mage as a mere conduit only, a medium for channeling
the power of spirits (or gods). Whatever the truth, magic is
definitely the stuff of Chaos, not Law. It suspends the nat-
ural order and defies all rational thought. Ergo, mages by
their very nature cannot be Lawful—and humans (which
are beings of nature and thus inherently Lawful) who be-
come mages are thus always compelled to live in the limin-
al space between Law and Chaos and be aligned Neutral.

MAGE EXPERIENCE LEVELS

Lv Xp HP FC sV Special
"0 & 47 Sense Magic
2 2500 6 7 -

3 5000 8 7 -

A" q0000 10 42 8 -

s 2000 12 +2 8 -

6" 40000 14 43 9 -

7" 8000 16 43 9 =

g" 150000 18 +3 9 Charisma +2
9" 300000 20 +4 10 =

10" 450000 22 +4 10 -

* Cumulative Strength modifier to hit points applies separately at each of these levels.

Special Abilities

Mages have the ability to use magic. There are three kinds
of magical powers available to a mage: tricks, spells, and
rituals. Mages have a reserve of mana (spiritual energy or
psychic strength) which allows them to cast one spell per
day per level. (Used mana is completely recovered when a
mage gets a full night’s rest.) Tricks and rituals do not use
mana, but they do require Charisma checks to cast success-
fully. A 1st level mage begins the game knowing two magic
tricks, two magic spells, and one 1st level ritual.

Sense Magic. Mages are seers, attuned to the world of
hidden things. With a successful Charisma check and ten
minutes of concentration, a mage can determine whether or
not an object has magical properties. This ability reveals no
specifics about what those properties may be; it can only de-
termine whether magical energies are present or absent.

The mage need not handle an object to sense its magic,
but line of sight is required. An enchanted dagger hidden at
the bottom of a closed stone chest, for example, cannot be
sensed until the chest is open and the dagger withdrawn.

A mage can generally sense magical vibrations out to
30 feet or so when they come from items or creatures, or
out to 60 feet when they are endemic to an entire location
(e.g. a summoning-room in a dungeon woven thick with
wards and charms, or a faerie-glade in an otherwise mun-
dane forest). The process of sensing magic isn’t subtle: the
mage must fix his gaze on the object, creature, or place that
he wants to read and hold it there the entire time.

Charisma +2: At 8t level, a mage’s Charisma increases
by 2 points, up to a maximum of 20.

The Tech

Techs are adventuring scientists and engineers, adept with
machines, chemicals, and explosives. With little more than
a set of tools, a portable chemistry set, and some common
raw materials, a tech can assemble a formidable arsenal of
clockwork and steam-powered gadgets, advanced guns
and bombs, and a variety of chemical weapons to boot.

Because they spend most of their days in machine-
shops and chemistry labs, techs tend to be poor fighters.
They rely on their devices and inventions just as much as a
mage relies on spells. But where magic often has long tra-
ditions stretching back for millennia, technology is brand-
new — the marvel of the modern age! The average person’s
reaction to a tech can range from the highest admiration for
a keen scientific mind, to outright fear and suspicion.

TECH EXPERIENCE LEVELS
Lv XP HP FC SV Special
0 & 7 Technologist
2™ 1,500 6 H7 -
3 3000 8 7 -
4" 6000 10 2 8 -
s 120000 12 42 8 =
6" 25000 14 +3 9 -
7 5000 16 +3 9 -
8" 100000 18 +3 9 Intellect +2
9" 200000 20 +4 10 =
10" 300000 2 +4 10 -

* Cumulative Strength modifier to hit points applies separately at each of these levels.
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Special Abilities
Techs are able to craft and operate technological devices.
There are three main categories of devices that techs use:
mechanical gadgets, chemical preparations, and high-tech
inventions. A tech is only able to ready one preparation per
experience level per day; whereas gadgets and inventions
are limited only by a tech’s time and resources. A tech be-
gins the game with two gadget schematics, two prepara-
tion formulas, and one 1st level invention schematic.

Technologist: Techs are automatically skilled at smith-
craft, mechanics, and alchemy.

Intellect +2: An 8th level tech’s Intellect score increases
permanently by 2 points, up to a maximum score of 20.

Character Classes—Demi-Human

Demi-humans are mortal races which are mostly similar to
humans. Fantasy and folklore are full of such beings: the
“Fair Folk”, like elves and dwarfs and gnomes; half-animal
chimeras, like centaurs and merfolk and satyrs; and savage
ogres and orcs and trolls.

Unlike other fantasy RPGs, demi-humans in E&E are
not given any special abilities beyond what their physi-
ology absolutely demands. Any race which is pretty much
human-shaped and human-sized (like an elf or a goblin or a
satyr) is treated just like a human by these rules. Dwarfish
races (including gnomes and halflings) are very small, and
so they have special rules to reflect this, but the advantages
and disadvantages balance out—it’s both a blessing and a
curse. The same must be true for any other demi-human if
it is to be made into a playable race.

The differences between demi-humans and humans
are held to be mostly cultural, not biological. This is mainly
reflected in the unique way that the demi-human character
classes are built. All demi-humans operate in two normal
character classes, at least eventually. The special rules that
govern these “combination” classes are outlined here.

Combination Classes

At first, a demi-human character is little different from a
starting human character. The demi-human starts at the 1st
level of experience in one class, which is predetermined by
the demi-human character’s race. Every non-human race
has a “favored class” which reflects that race’s cultural in-
clinations and tendencies. Elves, for example, traditionally
favor the mage class, while dwarfs favor the expert class,
and goblins favor the fighter class.

The one key difference is in the XP required to go up a
level. A combination class always uses the slower of the
two classes” XP tables. Further, when a demi-human earns
enough XP that a human character advancing in the same
class would reach 2nd level, the demi-human does not level
up; instead, the demi-human character adds their second
class. Thereafter, the demi-human has access to all the class
abilities of both of their classes (appropriate to their experi-
ence level), and they use whichever set of combat statistics
(hit points, attack bonus, and saving throw) is better. There

are only two caveats to these general rules: first, because
demi-humans split their focus between two professions, the
+2 attribute boost granted to all human characters upon
reaching 8th level is halved. 8th level demi-humans instead
add +1 to each of their two classes’ favored attributes. Sec-
ond, the fighter and expert classes may be combined with
any other class, but the mage and the tech may not be com-
bined with each other. Hence, there are only five possible
class combinations: fighter/mage, fighter/tech, fighter/ex-
pert, expert/mage, and expert/tech.

The Elfin Adventurer

There are two distinct lineages of elves in the world: the im-
mortal High Elves (or huldra) who rule the Hidden Court of
the Fae; and the sylvan elves (or alva), a mortal race of Fair
Folk who serve the Hidden Court. The common sylvan (i.e.
forest) elves can live up to three centuries; they love music,
feasting and hunting, swordplay and magic, exploring and
sailing. More than anything else, though, these elves crave
adventure. They know that they are not immortal like their
high-elf kin, and they wish to experience all they can before
they pass into the endless night.

The traditional elvish hero is a scholar, a swashbuckler,
and an explorer —an errant mage-knight who wanders the
world in search of new experiences (and, on occasion, car-
rying out missions at the behest of the High Elves). An elfin
adventurer begins in the mage class and is initially no dif-
ferent from a 1st level human mage, with access to all of that
class’s special features and abilities. Once the adventurer
amasses 2,500 XP, he becomes a 1st level fighter as well and
thereafter advances in both classes simultaneously.
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ELFIN ADVENTURER EXPERIENCE LEVELS

Lv XP HP FC SV Special

0 47 Sense Magic

1 2,500 8 o+ 7 Combat Training

2" 5000 2+ 7 Heroic Fray (1 HD)

3 10,000 6 +2 8 -

4" 20,000 20% 43 9 Heroic Fray (1+ HD)

5% 40,000 24 43 9 1Va Attacks per Round
6" 80,000 28 + 10 —

7 150000 32 45 11 -

g™ 200,000 365 45 11 Strength +1, Charisma +1

* Cumulative Strength modifier to hit points applies separately at each of these levels.

Special Abilities

An elfin adventurer starts as a 1st level mage, with all the
same capabilities normally accorded to a 1st level human of
that class (two tricks, two spells, and one ritual; the ability
sense magic at will; and mana enough for one spell cast per
day). At 2,500 XP, the adventurer becomes a 1st level fighter
as well, adding 4 extra hit points and the fighter’s ability to
cause more damage with weapons. Thereafter, both classes
level up simultaneously when a new XP threshold (using
the mage progression) is reached. Since the fighter’s com-
bat statistics are superior to those of a mage, the adventurer
uses the fighter’s hit points, fighting capability, and saving
throws at all higher experience levels.

The elfin adventurer earns all of the special abilities of
both his classes, up to and including a 5th level fighter’s 1%
attacks per round and an 8th level mage’s access to 8th level
magical rituals and mana for 8 spells per day. On reaching
8th Jevel, the adventurer adds a permanent +1 bonus to both
Strength and Charisma.

Other Elves

An elfin mage/expert is known as a “bard”. Bards usually
specialize in music, storytelling, acrobatics, or ancient lore.
No other class combinations are permitted for the alva.

The Goblin Sapper

Goblins are an industrious and technophilic species, well-
positioned to prosper in the Age of Steam. Great miners
and smiths of the mountains in the old days, goblins (or, as
they call themselves, the kobolde) usually become adventur-
ers for one simple reason: to seek riches. Goblin society is
literally plutocratic: tradition dictates that whichever clan
within a mountain-holt possesses the most wealth is divine-
ly entitled to rule it. This has left goblin adventures with a
reputation for greed matched only by their reputation for
cleverness. The archetypical goblin hero is a “sapper” —a
soldier and combat-engineer, skilled at the arts of trench
warfare, gun-smithing, and the setting of explosives.

A goblin sapper always begins in the fighter class, with
access to all of the special abilities normally accorded to a
1st level human fighter. Once the sapper attains 2,000 XP, he
becomes a 1st level tech as well.

GOBLIN SAPPER EXPERIENCE LEVELS
Lv XP HP FC SV Special
0 g 41 7 Combat Training
1 2,000 8 41 7 Technologist
2" 4,000 2+ 7 Heroic Fray (1 HD)
3 8000 6 +2 8 -
4" 16,000 20% 43 9 Heroic Fray (1+ HD)
5022000 24 +3 9 1va Attacks per Round
6" 64,000 28 +4 10 -
7 120000 32 45 11 -
8" 240000  36* +5 11 Strength +1, Intellect +1

* Cumulative Strength modifier to hit points applies separately at each of these levels.

Special Abilities

A goblin sapper starts out with the one special ability of a
1st level fighter: superior damage inflicted with weapons.
Upon reaching 2,000 XP, the sapper also becomes a 1st level
tech, learning two gadget schematics, two preparation for-
mulas, and one 1st level invention schematic; the ability to
ready one preparation per day; and the tech’s skill bonus
with technology and crafting. Thereafter, both classes go up
in level simultaneously, when each new XP total is reached.
The sapper acquires new fighter and tech abilities at the ap-
propriate levels, up to and including the 5t level fighter’s
1Y% attacks per round and the 8th level tech’s access to 8th
level inventions. Upon reaching 8th level, the sapper adds a
permanent +1 bonus to both Strength and Intellect.

Other Goblins

A goblin may be a fighter/expert, a combination that they
call a “guardian” —because they are traditionally charged
with protecting their peoples’ underground strongholds
and treasure-vaults, or roaming the deep tunnels to hunt
and slay foul subterranean beasts. Goblin fighter/mages
are known as “rune-priests”. As one may expect, these are
warrior-priests or -monks who favor thick armor and blunt
weapons which have been engraved with sacred runes, so
as to garner the blessings of the koboldisch gods.
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The Dwarfish Ranger

Dwarfs (dwarrows in their own tongue) are a little people,
gentle and pastoral. They like to make their homes in hills,
woodlands, plains—anywhere away from the noise and
dirt of the cities of men. They are simple farmers and herd-
ers, enjoying the simple pleasures of life: good food, strong
drink, and a puff of the pipe after a day’s honest work.

In their isolated communities, most dwarfs are shield-
ed from the dangers that surround them —the world of the
“big folk”. But they have their own protectors: rangers and
scouts who walk the borders of their lands, staving off the
incursions of wolves, bandits, and worse.

DWARFISH RANGER EXPERIENCE LEVELS

Lv XpP HP  FC SV Special

0 6 +1 7  Expertise (x2)

1™ 2,000 8 +1 7  CombatTraining

2™ 4000 12 +1 7 Lucky Shot 1-2, Heroic Fray

3¢ 000 16 +2 8  Range—1/-4

4" 16000 20+ +3 9 Expertise, Heroic Fray (1+ HD)
5" 32000 24 +3 9 Backstab +3, Crit x3, 112 Atk/Rnd
6" 64000 28 +4 10  LuckyShot1-3

70 120,000 32 +5 11 Expertise, Range —0/—3

8" 240000 36* +5 11  Strength +1, Dexterity +1

* Cumulative Strength modifier to hit points applies separately at each of these levels.

Special Abilities

A dwarfish ranger begins the game as a 1st level expert,
with all of the special abilities normally given to a human
of that class. Once the ranger reaches 2,000 XP, he then be-
comes a 1st level fighter with 8 hp and the fighter’s weapon
damage capability. From that point on, both classes go up
in level simultaneously whenever a new XP threshold is
reached. The ranger acquires both expert and fighter spe-
cial abilities at each new level, up to and including the 5th
level fighter’s 1'2 attacks per round and the 7th level ex-
pert’s fourth bonus skill. Upon reaching the 8th experience
level, the dwarf ranger adds a permanent +1 bonus to both
his Dexterity score and his Strength score.

Dwarfs are smaller than other races. They are unable to
use big two-handed weapons (including pikes, lances, great
swords, great axes, mauls, heavy crossbows, long-bows,
muskets, blunderbusses, shotguns, rifles, and any other
full-sized long firearms). Any medium-sized one-handed
weapons (like spears, maces, broad swords, and war ham-
mers) must be wielded in two hands by a dwarf (but then
dwarfs do get to use the larger, two-handed damage die
when wielding such weapons).

Being small and often subtle enough to go unnoticed in
most situations, dwarfs can squeeze into small spaces that
other, bigger folk cannot reach. They can move about freely
on a battlefield by darting between the legs of any man-
sized or larger creatures. Any monsters which are larger-
than-man-sized (generally taken to mean anything with 4
HD or more) are -2 to hit a dwarf.

Other Dwarfs

Rare indeed is the dwarf who takes up either the practice of
magic or the study of advanced science and cutting-edge
technology. Dwarfish expert/mages (what few there are)
usually style themselves as tricksters or jesters, using magic
to augment a career as a roving scoundrel, entertainer, and
thief —like an elfin bard, but even more rakish. A dwarfish
expert/tech is an even rarer combination: such a character
would be a master burglar, augmenting meticulous capers
and schemes with high-tech gadgets aimed at the breaking
of locks and dismantling of traps and alarms.

Finishing Touches

In addition to a set of attributes and a character class, every
character has at least one language and one background or
secondary skill. (Characters with an Intellect bonus get to
choose one or two extra languages, and experts also get two
extra starting skills.)

Characters also begin the game with a single piece of
gold with which to buy starting equipment. This is always
regardless of a character’s background or presumed social
standing. Impoverished or noble, a player character must
be an adventurer out to seek his own fortune, and whether
he and his whole family had to scrimp and save to get that
one gold piece, or whether it was all that the disgraced son
of the duke managed to salvage after dissipating away a
small fortune, each player’s character will start the game off
on the same footing.

Languages

What languages a character may know will depend entirely
on the referee’s campaign setting. In generic terms, there
will usually be a Common Tongue (the language spoken by
most humans, and by just about everyone else in the places
where humans are powerful). Non-human races also tend
to have their own languages: Elfish, Goblish, Dwarfish, and
so forth. There may be ancient, arcane tongues; high church
languages; trade languages; the tongues of beasts and birds,
dragons, and even the language of the trees. Most settings
will also have a variety of nations or other cultures (usually
human) that have their own languages distinct from the
campaign area’s Common Tongue.

Characters with an Intellect of 13 or less only speak the
Common Tongue of wherever it is that they come from
(which ought to be the place where the campaign is set—
most of the time, when a player wants to insist that their
character does not speak the local language, they’re actively
trying to derail the campaign, just for yuks; don’t allow it).
A character with an Intellect bonus of +1 or +2 gets to begin
the game knowing one or two bonus languages.

Thereafter, learning new languages is a matter of time
and money: to acquire basic proficiency in a new language,
a character must spend five months (minus any adjustment
for Intellect—such that, as when Dexterity adjusts AC, an
Int bonus reduces the time required by one or two months,
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whereas an Int penalty will likewise increase it) studying
with either a tutor or a complete set of books meant for the
purpose of teaching the skill. In either case, the cost will be
50 copper pieces for each month spent studying. Experts,
by virtue of their class’s specialty with skills, may subtract
two months from the required time (and thereby reduce the
final cost by 100 copper pieces). The time spent learning a
new language need not be uninterrupted, but only down-
time not spent away on adventures (or other pursuits, such
as learning a new skill or crafting an item) actually counts
towards the time required.

Background Skills

Adventurers are assumed to be competent at the sorts of
things that adventurers may need to know how to do:
riding, climbing, swimming, and so forth. When an adven-
turer attempts to do something while under pressure or

distracted or being attacked, though, the referee may call
for an attribute check to see whether the character succeeds.

As mentioned at the start of this chapter, the chance to pass
the attribute check depends on which attribute is being
tested and a roll of the d20. For most common tasks, the
chance to pass an attribute check is half the character’s
score (dropping any fraction) + 2, out of 20. For a character
with an average score in some attribute (10 or 11), the
chance to pass an attribute check is 7-in-20.

A character will pass such a check roughly one third of
the time. This should make it obvious that the referee ought
not to be calling for checks when a task is expected to suc-
ceed; rather, attribute checks are for when a task is expected
to fail. If it makes sense that a character should simply be
able to do the task at hand, don’t bother rolling.

Beyond a character’s basic competencies as an adven-
turer, though, there are secondary skills that represent a
character’s background: the profession or trade that the
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character apprenticed in before setting onto the path of a
warrior, mage, or whatever else. The list of background
skills presented here is not by any means meant to be
considered comprehensive: they are merely ideas. Players
may roll for a background profession off the table (use a d6
to pick one of the columns and then a d20 to select a row),
select a skill of their choice, or come up with some other
appropriate background. Let the choices on the table serve
as a guideline for appropriate secondary skills: something
like “sneaking” is at once too narrow and far too broadly
applicable (both burglars and hunters know how to sneak);
a profession like “thief”, meanwhile, is vague and also per-
haps too broad —if you want to play a thief, you must de-
cide whether you were trained as a pickpocket, a burglar, a
confidence artist, a fence, a thug, or some other specialty.

The effects of secondary skills are simple enough: if a
skill would be directly and obviously relevant to some task
when an attribute check is called for, that check receives a
+5 bonus. If the skill might be tangentially applicable (this
is up to the referee), the check gets only a +2 bonus. (Note
that these bonuses also apply to anything a character’s class
implies proficiency with.)

SECONDARY SKiLLS (roll 1d6 and 1d20)

(1-2) (-9 (5-6)
1 Accountant Fence Physician
2 Alchemist Fisher Pickpocket
3 Artisan Furrier/Trapper Printer/Bookbinder
4 Apothecary Gambler Potter
5 Baker Glassblower Roper/Drift Maker
6 Barrister Grifter/Con Man Sailor
7 Beggar Groom)/Trainer Scholar/Philosopher
8 Blacksmith Gunsmith Scrivener/Scribe
9 Bowyer/Fletcher ~ Herbalist Sculptor
10 Brewer/Vintner Historian Scientist
11 Bureaucrat Hunter/Forester Shipwright
12 Burglar Innkeeper Shopkeeper
13 Butcher Jeweler Surgeon
14 Carpenter Journalist Tailor/Weaver
15 Cartographer Mason Tanner
16 Chandler Merchant Teamster/Freighter
17 Cooper Miner Thatcher/Roofer
18 Dentist Musician Tinker/Handyman
19 Diplomat Navigator Wainwright
20 Farmer Painter Woodcutter
Learning New Skills

Only experts get new skills for free as they gain experience
levels. Characters of other classes must train and study to
add new skills. As with languages, the time required is five
months, minus the character’s Intellect adjustment (so that a
bonus lessens the time and a penalty increases it). Experts
learn new skills more easily than other characters do (that’s
their specialty, after all), and so they use a baseline of three
months instead of five months. In any case, skills are more
resource-intensive to learn than languages, and so the cost
for materials and a teacher is 500 copper pieces per month

spent training. This time may be broken up between adven-
tures and other pursuits as the character chooses, but only
downtime which has been entirely given over to learning
the new skill counts against the time required.

Money

The Engines & Empires game can take place in any setting
with a level of technology ranging from the Early Modern
period (the late 17th century or so) up through the early 20th
century; but the default period is assumed to be the mid-
19th century, the height of the Age of Steam. By this time,
currency is rather debased compared to medieval fantasy
settings: gold and silver can now buy a great deal more
than they could in the olden days.

All E&E settings us a copper standard for the prices of
items and equipment (and for earning experience points).
The actual names of the currencies will vary from setting to
setting (and from land to land within a setting). These core
rules name the denominations after the metal type itself, to
keep things as simple and generic as possible.

There are four common coin denominations: the iron
piece (ip), copper piece (cp), silver piece (sp), and the gold
piece (gp). Each coin is considered to weigh a third of an
ounce (or about 10 grams), which means that gold coins are
very small indeed compared to copper and iron coins. Each
denomination is worth ten of the previous, such that a sin-
gle gold piece is worth 10 silver pieces, 100 copper pieces,
or 1,000 iron pieces.

VALUES oF ComMON COINS
P CP SP GP
1 iron piece 1 1/10 1/100 1/1,000
1 copper piece 10 1 1/10 1/100
1 silver piece 100 10 1 1/10
1 gold piece 1,000 100 10 1

Iron and copper are used by most people for everyday
transactions. Silver is used by traders and financiers, or by
common folk for the occasional large purchase. Gold is the
money of kings and is used to broker transactions on the
scale of nations.

There are other, less common denominations. A tin
coin is worth twice an iron, while a brass coin counts as half
a copper. Billon (copper-silver alloy) counts as half a silver
piece, while electrum (silver-gold alloy) equals half a gold
piece. Platinum — the rarest of coinage metals, little used for
transactions and hardly ever found in treasure-caches—is
worth twice the value of gold when minted into coins.
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Encumbrance

The last thing you do before beginning your career as an
adventurer (setting aside magic for the mages and devices
for the techs) is to equip your character with starting gear.
How much gear you can buy with your first gold piece
(that’s 100 copper pieces, you'll remember) is one thing;
how much you can carry on your back is quite another.

Most role-playing games track encumbrance purely by
the weight of items. A few use some abstract system that
accounts for weight and bulk by “slotting” items into a
certain number of fixed “spaces”, so that it's really the
number of items carried that matters. E&E is somewhere in
between these two extremes: it uses an inventory space,
represented by an 8x8 grid which is then divided into four
4x4 quadrants, like so:

This grid appears on the
character sheet at the end of this

book; it’s a handy tool for track-

ing exactly how much “stuff” a

character can carry on their per-
son, without having any of it

lost into that mysterious extra-

dimensional netherworld that

so many characters’ items seem
to slide into in fantasy RPGs,
where a hero has a golf-bag full of hand-weapons and a
nigh-infinite number of arrows, scrolls, and potions.

The idea is simple enough: each small square on the
grid represents about two-and-a-half Ibs. (or 1 kilogram) of
weight allowance. That means that four small squares
(whether in a 1x4 row or a 2x2 block) represents 10 Ibs. of
weight allowance. A full 4x4 quadrant is 40 lbs., and the
whole 8x8 grid is 160 lbs.” worth of inventory space. But
you don’t track each individual pound; items just have a
space that they take up, like “1x2 squares” for a broad-
sword or any other medium-sized hand-weapon. Squares
aren’t an exact correspondence to weight: some items (like
bows) are bulkier than they weigh and take up more space
than they should if going by weight alone; other kinds of
items (most notably armor) tend to be very well-distributed
when worn and therefore count for less inventory space
than sheer weight would suggest.

And then there are very small items, which do not
even fill an entire square. A dagger, for example, has an
encumbrance value of “2:1” —you could fit two daggers in
a single square. Grenades are “6:1”, arrows are “20:1”, bul-

EFFECTS OF ENCUMBRANCE
Empty Load Move Overland Skill
Quadrants Level Speed Travel Penalty
3or4 Light 40' 8 leagues -0
2 Moderate 30’ 6 leagues -2
1 Heavy 20’ 4 |eagues —6
0 Severe 10 2 leagues -10

Offthe Grid ~ Overburdened 5 1 league -20

lets are “50:1”, and so forth. Some items (rings and other
pieces of jewelry, worn clothes, holy symbols, small trin-
kets) effectively have no encumbrance value (EV 0). Within
reason (i.e. assuming that a character has only a few such
items), these can be ignored for the purpose of figuring
encumbrance; but once a character has collected many such
items, they should probably count as 20:1 or 30:1. Coins of
all types take up 100:1 inventory space.

A character’s total encumbrance (or “load level”) is
determined by the number of completely empty 4x4 quad-
rants remaining in his inventory space. Thus, players are
advised to stow their gear well and pack their things into
the grid as tightly as possible.

Load Levels: A character’s total encumbrance is called
“load level”. It's determined by how many 4x4 quadrants
on the character’s inventory space grid remain completely
empty. Note that a quadrant does not have to be entirely
filled for a character’s load level to jump up. A full suit of
articulated plate armor, for example, has an encumbrance
value of 2x5; thus it is impossible for a character to wear a
suit of plates and not be at least moderately encumbered,
even if the character wears or carries nothing else.

The (approximately) 160 lbs. of inventory space afford-
ed by the grid represents the maximum weight a character
can bear and still adventure or travel. A character can try
to move more weight than this, but then the character is go-
ing to be overburdened. The character is only able to drag
the load slowly, moving at a pace of only 5 feet per turn
through the dungeon, or 1 league (3 miles) per day over
land. The limits of what a character can drag and for how
long are left up to the referee’s judgement.

Skill Penalty: Encumbrance inhibits a character’s ability
to perform feats of athleticism, stealth, and certain kinds of
magic. Whenever an encumbered character is called on to
make a Strength check to climb, jump, run, swim, or do
anything else athletic; or a Dexterity check to balance, tum-
ble, sneak, hide, or pick a pocket; then the listed penalty
applies to the target chance-in-20. The same is true of a
mage who attempts to perform either a magic trick or an
arcane ritual while encumbered.

Retrieving Items

The inventory space can also be used (in a rough, ad hoc
sort of way) to determine how deeply “buried” a particular
item is within a character’s pack of gear. Whichever quad-
rant a character starts filling with stuff (let's assume for the
sake of argument that it’s the bottom-left) gets to be called
“quadrant 1”. Items stored here are easily reached; it only
takes one move (that is to say, a third of a round, or about 3
seconds) to stow away or pull items from this region of in-
ventory space. For any large, bulky items occupying multi-
ple squares, so long as it has at least one of its squares in
quadrant 1, it’s considered to be reachable in this way.

The two quadrants adjacent to the first (which in our
example would be the top-left and bottom-right) are quad-
rants 2 and 3. Items stowed here take a full round (about
10 seconds) to dig out. Retrieving an item from this inven-
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tory space (or securing an item there) is all you can do in a
round. The final quadrant, the one diagonally opposite to
where you started tracking your gear, is quadrant 4. Items
stowed in this space are considered deeply buried and take
three full rounds (half a minute) to retrieve.

Anything beyond that means that the character is over-
burdened, which in turn means that any extra items which
have gone off the deep end of quadrant 4 are not packed or
stowed away at all —they’re being dragged. Dragged items
can of course be accessed with only a single move. (Moves
and rounds will be explained in the following chapter.)

Creatures and Vehicles

The inventory space, with its square grid and quadrants, is
for characters, because it's important to know how cumber-
some a character’s load of gear is. For other things that bear
loads —pack animals, carts, boats, and so forth —that level
of precision isn’t needed. Anything that carries bulk loads
for characters has a simple encumbrance volume, given in
“EV” (encumbrance value) points, where 1 EV corresponds
to one square of inventory space (1 kilogram, or 2.5 Ibs., of
weight). To find a particular item’s encumbrance value in
points, simply carry out the multiplication given for its en-
cumbrance: that full suit of plate armor mentioned earlier,
which takes up 2x5 inventory space, can also be said to
have an encumbrance value of 10 squares (or 10 kg).

Armor

The invention of the gun did not mean the end of armor.
Indeed, the fielding of firearms is what gave rise to thick,
“bullet-proof” plate armor in the first place. Historically,
steel cuirasses were even worn by some soldiers during the
First World War. Thus, armor most definitely has a place
for adventurers in a fantastical Age of Steam.

Adventurers, after all, aren’t soldiers. The profession
is entirely different. Adventurers must come face to face
with the weirdest of threats: magic, monsters, deathtraps.
Anything that may save one’s life when in dire straits is fair
game. Never mind that the society journals may call you an
eccentric for wearing armor in the modern age, like the out-
law from the folk-tales, Ned Kelly. Adventurers wear ar-
mor because it actually works. Good armor can turn away
sword-stroke, arrow, and bullet alike. And that’s not even
taking into account armor which has been enchanted by a
mage or forged from elf-steel, or any of the modern marvels
that a skilled mechanic and metallurgist can fashion!

A character who wears no armor at all is AC (armor
class) 10. Armor class is the base chance-in-20 to be hit in
combat when attacked, so a lower AC is better than a high-
er one. A character’s Dex adjustment is subtracted from AC,
so that a bonus lowers the value and a penalty raises it.
Bonuses to AC from other sources (magic, technology, etc.)
are also likewise usually noted as positive when they im-
prove AC and negative when they weaken it: thus, a mag-
ical Cuirass +1 imparts to its wearer an AC of 4, while a
cursed Buff Coat —2 would set its wearer’s AC at 11.

MODERN ARMOR
AC  Armor Type Cost EV
9 Buff coat 30 2x2
7 Plated jack 120 cp 2x3
5 Fitted cuirass 500 cp 2x4
3 Suit of plates 2,000cp  2x5
ARCHAIC ARMOR
AC  Armor Type Cost EV
8 Lamellar 50 cp 2x3
6 Mail coat 350 cp 2x4
4 Plated mail 1,000cp  2x5
MISCELLANY

AC Armor Type  Cost EV
10 No armor = =
=2) Shield 10 cp 1x2

Modern Armor

The following kinds of armors are typically available in any
city or large town, with the weaker categories available in
small towns or villages that happen to have a smith special-
ized in armor.

Buff Coat: The lightest of armor doesn’t afford much
protection, but that’s because it wasn't meant to. A buff
coat (also known as an arming doublet, or a quilted or pad-
ded gambeson) is meant to be worn under metal armor, as
mere padding. But it may just turn away a blade or an ar-
row in a pinch.

Plated Jack: An improvement upon the earlier form of
armor known as brigandine (so known because it was fav-
ored by brigands and outlaws who couldn’t afford better),
the “jack-of-plates” is a leather coat with steel plates sewn
inside it. It's heavy and a bit difficult to move freely in, but
it’s not as rigid as a cuirass.

Fitted Cuirass: This is a single piece of forged steel that
protects the whole torso (unlike the ancient or early medi-
eval breastplate, which was be made of two pieces strapped
together to protect back and front and might yet leave one’s
sides vulnerable). A cuirass is incredibly sturdy and almost
impossible to penetrate —even with a bullet—but it’s stiff to
move in and leaves the limbs and joints mostly unprotec-
ted.

Suit of Plates: The full suit of armor, articulated plate is
cleverly forged so that the weight is distributed over the
body, allowing the wearer to fight, run, jump, even sneak
perhaps. It’s still heavy and makes some noise (you can’t
wear a suit of armor without being at least moderately
encumbered), but the tradeoff is considered well worth it
for most fighters—a warrior in a suit of armor is more
likely to die from heat-stroke than from a sword-stroke.

Archaic Armor

These sorts of armors are more apt to be found in an an-
cient vault or sealed tomb than in a smith’s shop. There are
few in the Age of Steam who have cause to craft them any
longer; they’ve been superseded by superior technologies.
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Lamellar: This category includes armors made from
small rectangular plates of metal, bone, or wood sewn onto
a backing of cloth or soft leather. Also included here are
armors made of hides or leathers, boiled hard in oil to stif-
fen them. Armors like this are cumbersome but not very
protective, only used by those who have no better options.

Mail: Medium-weight metal armors include the mail
hauberk or corselet (a staple of medieval fantasy and war
gaming), and also ancient cuirasses made of metal scales or
bands (lorica squamata and segmentata) and medieval splint-
ed armor. These kinds of armors are as cumbersome as a
solid-forged cuirass (because they tend to have their weight
poorly distributed), but they only impart an AC of 6 be-
cause they’re good at stopping some kinds of weapons and
not so good at stopping others.

Plated Mail: The best armor one could have in the early
Middle Ages, before the invention of suit armor, this armor
combines individual armor plates with mail underneath to
project the joints while still allowing movement. It's heavy
and fatiguing to wear for any length of time, but it protects
quite well.

Shields

Shields of all kinds (from small target shields to kite shields
to big, heavy tower shields) are all treated the same by the
rules of a simple game like this one: when you carry a
shield, your AC is improved by 2 points for all incoming
attacks that you can see. A shield is also a bashing-weapon,
though, and when used as such, it causes 1d3 points of
damage (1d4 for a fighter), but then the wielder forgoes any
AC bonus from carrying the shield that round.

This presumes, however, that the shield is being used
as a bashing weapon in desperation, because it is the only
piece of offensive equipment that the wielder has available;
when a shield is used in conjunction with a weapon, the
usual mode is to attack with the weapon (striking for the
weapon’s damage) and defend with the shield (for -2 to
AC). That said, nothing prevents a character from using the
dual-wielding rules to attack with the shield (for 1d3 or 1d4
damage) and defend with the weapon (-1 to AC and, be-
cause a weapon is being wielded in the off-hand, +1 to the
character’s chance to score a critical hit). This is not usually
a tactically sound option, though.

Weapons

Weapons in Engines & Empires are divided into a few broad
categories. Mélée weapons are used in hand-to-hand com-
bat. Thrown weapons are hurled by the arm alone. (Some
thrown weapons can also be used as mélée weapons, of
course.) Missile weapons, used in ranged combat, include
both thrown weapons and “device-fired” weapons (such as
bows, crossbows, and firearms). Weapons have the follow-
ing characteristics:

Size: A weapon’s size determines how it may be wield-
ed. The weapon size categories include small, one-handed,
medium, and two-handed. Small weapons (like daggers)
can be wielded in one hand and are easy to conceal. One-
handed weapons need only one hand to use and add no
benefit from being “double-gripped” (held in two hands).
Medium-sized mélée weapons can be used one-handed or
two-handed, with a two-handed grip allowing for greater
damage —unless the wielder is a dwarf, in which case only
the two-handed grip is permitted. Two-handed weapons
require two hands and cannot be used with a shield or off-
hand weapon; neither can they be wielded by a dwarf.

Damage: All weapons have a base damage rating which
ranges from 1d2 points of damage for an unarmed strike to
1d10 damage for a two-handed mélée weapon without long
reach. This value is used by anyone who is not a fighter: an
expert, a mage, a tech, a normal human without a character
class (like a hired man-at-arms), or a monster. Fighters and
only fighters, by virtue of their “Combat Training” special
class ability, use a larger damage rating, which ranges from
1d3 to 1d12 for the same weapons.

Under certain circumstances (e.g. when a mélée weap-
on not meant to be thrown, like a sword, is hurled at an
enemy in desperation; or when a fighter of 5th through 8th
level makes a second attack in a round), weapons may in-
flict half normal damage. In such cases, consult this table:

Normal Half Normal Half
Damage Damage Damage Damage
1d2 No damage 1d8 1d4

1d3 1 point 1d10 1d5
1d4 1d2 1d12 1d6

1d6 1d3

Range: All missile weapons have a range value. This is
the distance within which the missile may be thrown or
fired at a target at no penalty to hit (also known as “close
range”). The range value for close range also directly deter-
mines the missile weapon’s medium and long ranges. Med-
ium range is double the missile weapon’s base range value;
attacking a target at medium range incurs a -2 penalty to
hit. Long range (the maximum range) is triple a weapon’s
base range; this incurs a —5 penalty to hit and isn’t possible
wherever the ceiling is lower than the base range.

If a mélée weapon has a range value listed, that means
that it can be a thrown weapon at no penalty to the damage
dealt. Some mélée weapons have a range value listed as
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“reach” —this means that the weapon has very long reach
and may be used to attack opponents in hand-to-hand com-
bat from up to 10" away instead of within 5" like most mélée
weapons. This can prove advantageous in any number of
situations: it allows you to attack enemies over the heads of
a row of allies, or to keep an enemy engaged and at bay
while leaving oneself unengaged in the mélée and therefore
free to break away or flee without having to spend moves
disengaging.

Cost: This is the weapon’s cost in copper pieces.

Encumbrance Value (EV): This is the amount of space, in
squares, that the weapon takes up in a character’s inventory
grid. To find out how many spaces it takes up in the inven-
tory space of a vehicle, pack animal, or similar, just carry
out of the listed multiplication (or division, for ammunition
and very small weapons).

Mélée Weapon Descriptions
Some mélée weapons have special characteristics which re-
quire explanation.

Blackjack: This weapon is non-lethal. If an attack with a
blackjack (or “sap”) ever causes enough damage to wound,
it simply knocks the target out instead.

Club, Dagger, Knife, Hatchet: These mélée weapons have
a range number, so they can be thrown with no penalty to
the damage. Use these weapons’ statistics for similar light,
easily-thrown mélée weapons. A small throwing hammer
ought to have the same range and damage as a club, for ex-
ample.

Knuckle: This weapon increases the damage dealt by a
character’s punches. This benefit does not stack with any
other special effect that improves unarmed damage.

Whip: This is a long-reach weapon, like a pole arm.
The wielder of a whip can attack foes from a full 15" away.
Instead of dealing damage, a whip can be used to entangle,
forcing a target hit by the whip to roll a saving throw or
else be tripped up or bound.

Bayonet: This weapon deals damage as a dagger when
held on its own or when affixed to a pistol. It deals damage
as a spear when affixed to a musket, and in such circum-
stances it may be set against a charge just like a spear. A
bayonet affixed to a pistol counts as a one-handed weapon,
but when affixed to a long-arm, two hands are required to
wield it.

Nunchaku, Small Sword: This category is for weapons
which are light but which are not commonly thrown. The
nunchaku statistics can be used for tonfa and other light
martial arts weapons. A small sword is merely one partic-
ular kind of light blade; other weapons that would use the
very same statistics include the short sword or gladius, the
cutlass, and the rapier.

Broad Sword, Chain Flail, Hand Axe, etc.: This very large
category includes weapons of medium weight which deal
1d6 points of damage when wielded in one hand by a non-
fighter, 1d8 damage when gripped in two hands by a non-
fighter or in one hand by a fighter, and 1d10 points of dam-
age when double-gripped by a fighter. Dwarfs are only able

Weapon
(unarmed)
Blackjack
Dagger
Hatchet
Knife
Knuckle

Weapon
Bayonet
Club
Nunchaku
Small sword
Whip

Weapon
Broad sword
Chain flail
Hand axe
Mace

Pick

Spear

Staff

Trident

War hammer

Weapon
Battle axe
Great sword
Lance

Maul

Pole arm

Weapon
Arrow
Cartridge, Pistol
Cartridge, Rifle
Dart/Shuriken
Powder & Ball
Powder & Shot
Shotgun Shell
Shotgun Slug
Sling stone
Javelin

Quarrel

SMALL WEAPONS
Base Fighter
Damage Damage Range
1d2 1d3 =
1d3 1d4 -
1d4 1d6 10’
1d4 1d6 10
1d3 1d4 20/
1d3 1d4 -
ONE-HANDED WEAPONS
Base Fighter
Damage Damage Range
1d4/1d6  1d6/1d8 -
1d4 1d6 10’
1d6 1d8 =
1d6 1d8 -
1d3 1d4 reach
MEDIUM-SizED WEAPONS
Base Fighter
Damage Damage Range
1d6/1d8  1d8/1d10  —
1d6/1d8 1dg/1d10 -
1de/1d8  1dg/1idio -
1d6/1d8 1dg/1d10 -
1d6/1d8  1d8/1d10 -
1d6/1d8 1d8/1d10 20’
1d6 1d8 =
1d6/1d8 1d8/1d10 10
1d6/1d8  1d8/1d10 -
Two-HANDED WEAPONS
Base Fighter
Damage Damage Range
1d10 1d12 =
1d10 1d12 -
1d8 1d10 reach
1d10 1d12 -
1d8 1d10 reach
THROWN WEAPONS AND AMMUNITION
Base Fighter
Damage Damage Range
1d4 1d6 20
1d8 1d10 -
1d4 1d6 =
1d6 1d8 30’
1d6 1d8 =

Cost

20
3p
3
2
2

Cost
5¢ep
5cp
5cp
5p
5cp

Cost
10
10 cp
10 cp
10cp
10 cp
10 cp
5cp
10 cp
10cp

Cost

20 cp
20 cp
15
20 cp
15 cp

Cost
2ip
2ip
2ip
3ip
1ip
1ip
2ip
2ip
1ip
1¢p
2ip

2:1
2:1
2:1
6:1

EV

1x2
1x2
1x2
1x2
1x2
1x2
1x2
1x2
1x2

1x4
1x4
1x4
1x4
1x4

EV

20:1
50:1
50:1
6:1

50:1
50:1
50:1
50:1
30:1

20:1
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MissILE WEAPONS
Weapon BV Cost Range Damage, Base Damage, Fighter Ammo (Type) Reload
Simple Devices
Atlatl 1x2 5cp 70 1d6 1d8 1 (javelin) 0
Bow, short 1x2* 30 cp 50' 1d6 1d8 1 (arrow) 0
Bow, long 1x3* 50 cp 70 1d6 1d8 1 (arrow) 0
Crossbow, light 1x2 30 p 60’ 1d6 1d8 1 (quarrel) 1 move
Crossbow, heavy 1x3 50 cp 80' 1d6 1d8 1 (quarrel) 2 moves
Sling 1x1 2 40’ 1d4 1d6 1 (sling stone) 1 move
Simple Firearms
Gonne 1x3 20 cp 20’ 1d6 1d8 1 (powder & ball) 2 rounds
Pistol 1 30 cp 30’ 1d8 1d10 1 (powder & ball) 1 or 2 rounds
Pistol, double-barrel 1 40 cp 30’ 1d8 1d10 1 (powder & ball) 2 rounds
Dragon 1 30 cp 10 1d10/1d8/1d6 1d12/1d10/1d8 1 (powder & shot) 1 or 2 rounds
Musketoon 1x3 60 cp 70 1d8 1d10 1 (powder & ball) 1 or 2 rounds
Blunderbuss 1x3 50 cp 30’ 1d10/1d8/1d6 1d12/1d10/1d8 1 (powder & shot) 1 or 2 rounds
Musket 1x4 90 cp 90’ 1d8 1d10 1 (powder & ball) 1 or 2 rounds
Complex Firearms
Pistol, pepperbox 3:1 100 cp 20' 1d6 1d8 4 (cartridge) 1 round
Pistol, revolver 2:1 200 cp 40’ 1d8 1d10 6 (cartridge) 1 round
Carbine 1x3 250 ¢p 80’ 1d8 1d10 1 or 6 (cartridge) 0or 1 round
Shotgun 1x3 150 cp 50’ 1d10/1d8/1d6 1d12/1d10/1d8 2 (shell or slug) 1 round
Rifle 1x4 300 cp 100 1d8 1d10 1 or 6 (cartridge) 0or1round
Thrown Objects Damage (All Classes)
Acid 6:1 20 cp 10’ 1d8 - -
Grenade 6:1 10 cp 10 1d12 (10’ radius) - -
Holy water 6:1 10 cp 10 1d8 to undead - -
Qil 6:1 2cp 10 1d8 (2 rounds) - -
Powderhorn 2:1 2 10’ 1d6 (5' radius) - -
Powderkeg 2x2 40 cp 5 4d6 (15" radius) - -

* The first full quiver of 20 arrows that a character packs may occupy the same inventory space as a bow. Thereafter, every further 20 arrows takes up its own square of space.

to wield these weapons in two hands, but they do enjoy the
improved damage for doing so. The statistics for a broad
sword can be used for any sort of long-bladed, one-handed
sword: sabres, scimitars, arming swords, “bastard” swords,
back swords, katanas, etc.

Spear, Trident: These long, hafted weapons can be set
against a charge, dealing double damage to charging foes.
They also have a range increment, meaning that they can be
thrown with no penalty to damage. The spear may just be
the ideal medium-sized mélée weapon.

Battle Axe, Great Sword, Maul: These weapons are so big
that a dwarf cannot use them at all, and a man-sized crea-
ture must wield them in two hands.

Lance: This weapon must be held in two hands on foot,
but from horseback, a character can grip a lance with one
arm and use a shield or even an off-hand weapon with the
other. (Centaurs can always do this as well.) A lance deals
double damage when it is used to charge from horseback
(and, once again, centaurs always count as “on horseback”
for this purpose). A lance is also considered a long-reach

weapon: if you engage a target with a lance while fighting
on foot, you can attack someone 10" away from you, and
you can keep from being engaged yourself (see pole arms).

Pole Arms: All of the many varieties of pole weapons,
including those perennial favorites, pikes and halberds, can
be set against a charge. Also, their long reach (10”) allows a
wielder to attack over the shoulder of an ally. A character
with a pole arm may attack an enemy from this distance in
hand-to-hand combat and engage a target in mélée without
being considered engaged themselves. (If two opponents
fight with pole arms, neither is treated as “méléed”.)

Missile Weapon Descriptions
Missile weapons have the following characteristics.

Thrown Weapons: This group includes clubs, daggers,
darts, hatchets, javelins, knives, spears, and tridents. These
kinds of weapons become deadly missiles when thrown at
an enemy. It is impossible for a character engaged in mélée
to make an effective missile attack, so if a character in mélée
attempts to use a thrown weapon, it is treated as a hand-to-
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hand attack instead. For most weapons, this is no problem,
but darts and javelins are not meant to be close-quarters
weapons, and so they deal half damage in hand-to-hand
combat.

Dual-shooting and high-level fighters” multiple attacks
are permitted with small or one-handed thrown weapons
(clubs, daggers, darts, knives, and hatchets), but not with
javelins, spears, or tridents.

Rarely Thrown Weapons: When other hand-weapons are
thrown, the base range is 10. Such weapons deal half nor-
mal damage when employed as impromptu missiles.

Bows, Crossbows, etc.: Bows, crossbows, slings, and the
atlat] are the simplest of the device-fired missile weapons —
weapons which remain in the hand and hurl ammunition.
A character engaged in a mélée cannot use a device-fired
weapon to make a successful missile attack—such attacks
will automatically miss. A bow or a crossbow used as an
impromptu club deals 1d3 points of damage (or 1d4, if the
wielder is a fighter).

Bows are the fastest and most reliable of the basic mis-
sile weapons. A character can fire a bow every round, and
bows can be used with high-level fighters” multiple attacks.
Long bows are too big for a dwarf to use, but anyone can
use a short bow.

The atlatl (or spear-thrower) uses spears or javelins for
its ammunition. An atlatl may be used to fling a spear at a
rate of once per round, but no faster.

Slings and light crossbows take 1 move to reload. That
means that they can be fired at a rate of once per round, but
never any faster than that (i.e. they cannot be used with
fighter multiple attacks). Heavy crossbows take 2 moves to
reload. A dwarf can use a sling or a light crossbow, but not
a heavy crossbow.

Pistols vs. Long-arms

Pistols are any of the various short-barreled firearms meant
to be fired with one hand. Pistols can be fired at the closest
of targets —even those in mélée with the shooter —and may
also be fired in pairs, one in either hand (a tactic known as
“dual-shooting”). A pistol used as a mélée weapon causes
1d3 points of damage (1d4 for a fighter). Long-arms, in con-
trast, require two hands to fire. A long-arm used as a club-
bing weapon causes 1d4 damage (1d6 for a fighter). A char-
acter may reload a pistol of any sort while also moving at
the same time; but in the case of long-arms, one cannot
move while also reloading any of the muzzle-loading var-
ieties (hand-gonne, musket, musketoon, or blunderbuss).
Dwarfs can use all pistols, but most long-arms are too big
for them.

Simple Firearms

Simple firearms include the early match-fired hand-gonnes;
matchlock, wheellock, and flintlock firearms; and percuss-
sion or “cap and ball” arms. A tech, or any character with
gun-smithing as a secondary skill, can craft simple firearms
and ammunition for them. (A character with either gun-
smithy or chemistry as a skill can easily make gunpowder
and the mercury fulminate used in percussion caps.)

Gonne: The primitive “hand cannon” has no trigger; in-
stead, it is fired by touching a lit, slow-burning match or
fuse directly to the powder in the barrel. This weapon deals
less damage than other firearms, and it takes 2 full rounds
to load the weapon and prepare a match between shots.

Pistol: The standard single-shot pistol, this weapon can
be a matchlock, wheellock, flintlock, or percussion-cap gun.
The older matchlock and wheellock pistols take 2 rounds to
reload between shots; the flintlock and cap-and-ball pistols
take one round. (Muzzle-loading pistols can also come in a
“double-barreled” variety: these can be fired twice before
they need to be reloaded.)

Dragon: The pistol version of a blunderbuss, a dragon
fires a measure of shot rather than a single ball or bullet.
The damage inflicted varies with the range of the target
(the largest damage die listed is used for close range). Since
it is typically a flintlock, a dragon pistol takes 1 round to
reload between shots.

Musketoon: A short musket with a slightly flared muz-
zle, the musketoon nevertheless fires a ball, not shot. It is
otherwise much the same as a musket, and requires 1 or 2
rounds to reload between shots, depending on what kind of
firing mechanism it uses. A dwarf can shoot a musketoon,
but not a full-sized musket or blunderbuss.

Blunderbuss: Famously regarded for its characteristic
trumpet-flared muzzle, the blunderbuss is the ancestor of
the shotgun. It fires shot instead of a bullet, so the damage
dealt varies with the target’s range (use the best damage die
at close range and the worst at long range). As with other
muzzle-loaders, the reload time is either one or two rounds,
depending: they’re typically found as flintlocks, which take
one round to reload.

Musket: This is the standard single-shot, muzzle-load-
ing musket, which may be a matchlock, wheellock, flint-
lock, or percussion cap weapon. The earlier matchlock and
wheellock varieties (known variously as calivers or harque-
buses) require 2 rounds to reload between shots; a flintlock
or percussion cap musket takes only 1 round to reload.

Complex Firearms

These more advanced firearms can only be crafted by a
tech-class character, and all techs are able to make them,
regardless of what other skills they may know. (It is inher-
ent in that class to be proficient at making such things.) In-
stead of loose powder and a ball or a measure of shot, these
firearms generally fire cartridge ammunition, either bullets
or shotgun shells, with a casing holding the powder and
the blasting cap. One must be a tech to craft the ammuni-
tion for complex firearms as well.
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Pistol, Pepperbox: A small, concealable pistol with four
separate barrels, this is more of a holdout or emergency
weapon than a proper combat weapon. It fires cartridge
bullets of a small caliber and requires a full round to reload
all the barrels.

Pistol, Revolver: The classic cowboy’s six-shot shootin’
iron. It can be fired six times before it has to be reloaded,
which takes one round. Expect pretty much every charact-
er who is not a dedicated swordsman or sniper to make this
gun their weapon of choice as soon as it becomes afford-
able —it is one of the best in the game.

Carbine: This is a short rifle, lighter and cheaper, but
with weaker range; otherwise the same as a rifle. A dwarf
may use a carbine, but not a full-sized rifle or shotgun.

Shotgun: The typical double-barreled shotgun can fire
either shells (the damage varies with range) or slugs. It can
be fired twice before it needs to be reloaded, which takes
one round. Alternatively, the firer can elect to “give it both
barrels” at once, which increases the chance to score a crit-
ical hit from 1-in-20 to 2-in-20 (or, in the case of a high-level
expert, 1-in-20 better than their base chance to crit).

Rifle: The pinnacle of firearms for the rules presented
here, the rifle gives the long-range sniper the most bang for
his buck. A rifle might be a breech-loader, which requires
inserting the bullet into the breech between shots; or it
could be a repeater (with a magazine or even a revolver-
drum) able to hold six shots between reloads. The only dif-
ference between them is that a breech-loader can be fired
once every round, but no more than that, even by a high-
level fighter; while a repeater does need to be reloaded
every six shots (which takes a round each time), but fighter
multiple attacks are permitted in between reloads.

Grenade-Like Weapons and Other Explosives
The base range for all grenade-like weapons is 10".

Acid and Holy Water: If a breakable flask of acid is used
as a weapon, it causes 1d8 points of damage. Holy water
affects the undead, fiends, demons, and devils as if it were
acid, but it has no effect on other creatures. Hitting with
either object requires a missile attack roll vs. AC 10.

Gunpowder, Horn: A powder-horn holds about half a
pound of gunpowder. In the event that it’s ignited, it makes
for a very crude grenade (1d6 damage in a 5 radius, save
for half damage).

Gunpowder, Keg: If a typical ten-pound keg of gun-
powder is detonated by any means, it will explode in a 10’
radius, causing 4d6 damage (save for half). Adding more
kegs to a pile can increase the blast-radius (2’ per keg, up to
a maximum 20’ radius) but not the damage caused.

Grenade: A hollow iron orb packed with gunpowder
and a fuse, it must be lit before it is thrown. Normally it
takes a round to light and a round to throw, with the
grenade detonating at the end of the second round; if a
flame is handy, the grenade can be lit and thrown with one
action, but that doesn’t make it go off any faster. A grenade
that misses its target (a roll to hit vs. AC 10 is required to
land it roughly where the thrower wants) bounces off in a

random direction (“1d12-o0’-clock”) and lands 1d10/2d10/
4d10 feet off-target, depending on whether it was thrown
out to close, medium, or long range. Grenades cause 1d12
points of damage to anyone caught in the blast-radius (with
a saving throw allowed for half damage). Multiple gren-
ades all going off at the same time may increase the area of
effect, but they will not increase the damage inflicted. (Ex-
plosives like grenades cannot critically hit, and so they can-
not benefit from “dual-shooting” —attempting to throw one
grenade with each hand. If some genius decides to try this,
the damage remains 1d12 for the entire affected area, even
where the two blast radii overlap; but both grenades will
bounce off-center at least once, and then again in different
directions if the attack roll should happen to be missed.)

Oil, Burning: Flaming oil is a popular weapon among
that ill-reputed class of adventurer known as the “murder-
ous hobo”. This most ungentlemanly of weapons can be lit
before it is hurled or dashed upon a target and set alight
with a torch. Hitting a target with either the oil itself (lit or
unlit) or a torch requires rolling to hit AC 10, the former
case being missile-fire, and the latter, mélée. Burning oil
causes 1d8 damage for two consecutive rounds, unless the
unfortunate victim can douse the flames first.

Common ltems

The following items are commonly available for purchase
anywhere there’s a market.

Backpack: A backpack has two straps and can be worn
on the back, keeping the hands free. It holds up to one
quadrant (4x4 inventory space) of gear.

Candles: A candle dimly illuminates a 5-foot radius and
burns for 1 hour.

Chemistry Set: This kit (which contains many delicate
pieces of glass apparatus) contains everything that a tech,
chemist, or alchemist may require for producing chemical
items.

Crowbar: A crowbar is 2-3 feet long and made of solid
iron. This object can be used for forcing doors and other
objects open.

Flint and Steel: Lighting a torch with flint and steel is a
full-round action, and so lighting any other fire with them
takes at least that long,.

Grappling Hook: These can be used for anchoring a rope
and typically have 3-4 prongs.

Hammer: If used to fight, this small hammer deals 1d4
damage (1d6 in the hands of a fighter). It can be used for
construction, or as a mallet with iron or wooden spikes.

Healer’s Kit: A pouch of medicines helpful for healing,
it can be used 10 times before the herbs and drugs must be
replaced. Expending one “charge” from the healer’s kit al-
lows a healer to restore a flat 3 hit points (instead of 1d3) to
a patient they are tending (see Healing, pg. 39). The healer
can decide whether to use the charge after rolling the d3.

Horse Barding: Barding is leather armor set with metal
plates, meant to be worn by horses. It counts as 20 EV and
grants an Armor Class of 6 to the horse.
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ADVENTURING GEAR & ITEMS

Foob, DRINK, PROVISIONS & LODGING

ltem Cost EV Item Cost EV ltem Cost EV
Backpack 2¢ep 1 Pick, miner's 3 2x2 Ale, gallon 5ip 2x2
Barrel, wood Tcp 4x4 Pole, 10" wood 2ip 13 Ale, pint 1ip 6:1
Bedroll 1ip 1x2 Pouch, large 181ip - Beer, gallon 4ip 2x2
Blanket 5ip 1 Pouch, small 5ip - Beer, pint 2ip 6:1
Block and tackle 5cp 1x2 Rope, hemp (50") 1cp 2x2 Bread, per loaf Vaip 31
Book, blank 15 cp 1 Rope, silk (50") 10¢p 1x2 Cheese, brick of 6ip 1x2
Bottle, large glass 20 - Sack, large 21ip - Eggs, pickled, cask 12ip 3x3
Bo, large iron 30 p 4x6 Sack, small 1ip - Fish, dry salted, barrel 40 cp 4x6
Box, small iron 10 cp 1x3 Saddle 25¢p 3x3 Inn (1 night), hostelry 5ip -
Candle 1ip - Saddle-bag 1ip - Inn (1 night), travelers’ 3ip -
Case, map or scroll 1cp 1 Spade or shovel 2 1x3 Inn (1 night), flophouse ~ 1ip -
Cask, wooden 5ip 2x3 Spike, iron 1ip 6:1 Meal, good 5ip -
Chemistry set 500cp  2x2 Spyglass 100sp 1 Meal, common 3ip -
Chest, large wood 1¢p 4x4 Stake, wood - 6:1 Meal, poor 1ip -
Chest, small wood 5ip 1x2 Thieves' tools 30¢p 1 Mead, pint 5ip 6:1
Chain (10") 30 cp 1 Torch 1ip 3 Mead, bottle 121ip 31
Crowbar 2 1x2 Vial, empty 1¢p - Rations (1 day), soft 2ip 3:1
Flask 1ip - Waterskin/wineskin 1cp 1 Rations (1 day), trail 5ip 3:1
Flint and steel 2 - Wine, common pint 5ip 6:1
Grappling hook 1¢p 1 Wine, common bottle 121ip 3:1
Hammer 5¢cp 2:1 CLores Wine, good pint 100p 6:1
Healer's kit, new 30 cp 1 Item Cost 2% Wine, good bottle 1ip 31
Healer's kit, refill 10 cp - Belt 5ip _

Ink, 1 oz. vial 8cp - Boots 25ip

Quill pen 1ip - Cap 4ip — NB—ltems that don't have a listed encumbrance
Ladder, 10" 1¢p 1x8 Cloak 5ip 1 value can be treated as 20:1 when lots of items
Lantern 9cp 1 Girdle 5ip = like these are carried bundled together. It's gen-
Lock 20 cp - Hat 6ip — erally a good idea to reserve one square of in-
Manacles 15¢cp 1 Robe 7ip 1 ventory space for the sorts of small trinkets and
Mirror, large metal 15 cp 1x3 Shirt 3ip - other light items that adventurers inevitably col-
Mirror, small silver 25 cp - Shoes 15ip - lect. The encumbrance value of most items of
Mirror, small steel 10 cp - Suit of clothes 10 cp 1 clothing and jewelry can likewise be ignored
Paper (sheet) 4ip - Travelling clothes 8cp 1 while the items are worn.

Parchment (sheet) 2ip - Trousers 5ip 1

Ink: This is black ink. One can buy ink in other colors,
but it costs twice as much (four times for gold or purple).

Lantern: Lanterns can be closed to hide the light. They
burn one oil flask for every four hours (or 24 turns) of use
and have an effective light radius of 30 feet.

Lock: This is a common iron lock with a key.

Manacles: These are used to bind hands or feet.

Oil Flask: In addition to its use as a missile weapon, oil
can also fuel lamps and lanterns.

Rations, trail: This food is dried and preserved, so that
it can be carried on long voyages when securing other food
may be uncertain.

Rations, standard: This food is fresh and will not keep
for more than a few days. The cost for this food would re-
flect fresh food fixed for a militia, or the most basic food at
an inn.

Rope, hemp: This strong rope can hold the weight of
approximately three human-sized beings.

Rope, silk: This rope is stronger than hemp, and can

hold the weight of five human-sized beings.

Sack, Large: This sack has 4x6 inventory space.

Sack, Small: This sack has 2x4 inventory space.

Saddle Bag: This bag holds 3x4 inventory space.

Sailing Ship, Large: This large, seaworthy ship is 100 to
150 feet long, 25 to 30 feet wide, a draft of 10 to 12 feet, and
has a crew of 70. It can carry 15,000 EV. It has square sails
on its three masts and it can be equipped with up to four
heavy cannons.

Thieves” Tools: This kit contains all of the tools a thief
needs to pick locks and disarm small traps.

Torch: A torch burns for one hour, clearly illuminating
a 30-foot radius. If a torch is used in combat, it deals 1d4
damage (1d6 for a fighter).

Vial: A vial holds one ounce of liquid. The stoppered
container usually is no more than one inch wide and three
inches high.

Waterskin: This container, made of hide, will hold two
pints (one quart) of fluid.
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CHAPTER TWO:

ADVENTURES AND BATTLES

Empires game remains the dungeon-crawl and “sand-

box”. A role-playing game is fundamentally about
one thing above all else: exploration. The players assume the
role of treasure-seekers, but being a treasure-seeker is also
being an explorer, a discoverer, and a detective. An adven-
turer’s business must involve travel, mapping, transporta-
tion and logistics... and, of course, combat with fierce mon-
sters and other foes.

This chapter describes the rules needed to play an En-
gines & Empires campaign. The purpose of this book is not
to teach you how to play old-school fantasy RPGs (it has to
be assumed that if you're reading this, you already know
all about them). Rather, it is to act as a repository or encyc-
lopedia of rules most often needed to that end. Any omis-
sions can easily be filled in from other OSR games.

THE DEFAULT mode of gameplay in the Engines &

Dungeon Adventures

The simplest sort of adventure is set in a “dungeon” —not a
prison, necessarily, but a series of rooms or caves in a vast
underground complex. In the broadest terms, a dungeon is
simply “where the adventures happen” —wherever it is
that distance is being measured in tens of feet, time is being
measured in tens of minutes, and the wandering monster
checks are occurring frequently enough to keep the players
looking over their shoulders and tension running high.

Marching Order

When a party of player characters first enters a dungeon,
have them establish a “marching order” —who’s in front,
who’s guarding the rear, who's in the middle. There are a
couple of reasons why this is important: if the party should
be attacked from the front or the rear, it’s helpful to know
who's ready to stand as a line of defense. Also, marching
order determines who is standing where if the adventuring
party should happen to trigger a trap as they’re moving
through a room or corridor.

Mapping, Calling, and Quartermastering

As the PCs explore the dungeon, play can become intense
and loud and sometimes difficult to keep track of. It helps
to assign these three roles to some of the players (there are
usually at least a couple who enjoy such tasks), to help keep
things organized.

Mapping: As the players move through the dungeon,
they map their progress on graph paper. The referee de-
scribes what the players see as they see it— “At the foot of the
stairs, you come to a corridor that continues west. It goes west
10°, 20°, at 30" there’s a door in the north wall, passage continues,
407, at 50" a four-way intersection. Your torchlight lets you see
thirty feet in all directions, so to the north and south you see the
passageway disappear into darkness. To the west, you can see 20
of corridor, and then the passageway opens into a largish room,
with the south wall of the room continuing flush with the south
wall of the corridor...”

It is common practice to give the players the dimen-
sions of a room (e.g. “20" square” or “30" east-west by 40’
north-south”) when the characters enter it, but this is just
an expedient. Strictly speaking, the referee ought to stick
with vague descriptive terms—“a small room”, “a large
cavern”, etc., unless the PCs actually take the time to pace
out the size of the room for themselves. When the players
have access to information that their characters could not,
they invariably use it to search for secret doors and hidden
passages that their characters wouldn’t have otherwise had
a real reason to look for!

This all leads up to the most important detail of player
dungeon-mapping: while the players may perhaps be aim-
ing at a perfect 1:1 reproduction of the referee’s own dun-
geon map, in practice this should be nearly impossible. Un-
less the players should come to know a particular dungeon
level so well (from repeated delves and a great deal of time
spent exploring, measuring, and thoroughly clearing out all
of the rooms) that the dungeon level could serve them as a
forward base of operations, their map ought to remain little
more than a mere sketch or flowchart. It’s inevitable that
the players will make some mistakes as they explore: don’t
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correct them. If the rooms and corridors don’t quite line up,
let the players puzzle it out for themselves. (After all, subtle
slopes and shifting passageways and magical rooms that
teleport players always remain a possible, if annoying, tool
in the dungeon-designer’s arsenal.)

Calling: This practice is little-used today, but it’s indis-
pensable when playing with large groups (of five or more
players) and still helpful even with smaller groups of three
or four. Have the players elect one of their own as “caller”
or party leader. This is the player who relays all finalized
decisions to the referee, so that the rest of the players aren’t
always competing for the referee’s attention. If the referee is
fastidious in only taking directions from the elected caller,
the players will soon start to organize themselves around
relaying the actions that they want to take to the caller—
and the caller can further act as a buffer against “that one
player” who wants to simply waste the other players’ time
or do something incredibly stupid that endangers the entire
party. (This is not to say that the caller can veto other play-
ers’” actions or dictate what they do; rather, it impels every-
body present to actually discuss what they want to do be-
fore leaping to any rash action. This is nearly always a good
idea in an environment as hostile as a dungeon.)

Quartermastering: Well-organized adventuring parties
inevitably fall to the practice of having one player oversee a
“party inventory” of items, gear, and treasure. The party
inventory is not a mysterious “nowhere” space where items
can disappear to and then reappear from when needed; it’s
simply a list of who has what, where communally-owned
items are kept (on the wagon outside the dungeon? —in the
pack-mule’s left saddle-bag?—or all the way back at home
base?), and who all is carrying any treasures discovered so
far during the present delve.

Time and Movement in the Dungeon

Time in the dungeon is tracked in turns which are ten min-
utes long (i.e. there are six turns in one hour). In a turn, you
can:

* Move your Exploring Speed

* Thoroughly search a 10" x 10" area

* Fight a battle (and deal with the aftermath)

¢ Take a short rest

* Whatever else the referee allows in a turn
A character’s Exploring Speed is speed at which they move
through the dungeon, exploring carefully. It is three times
their base Move Speed and thus depends on encumbrance
or load level:

MOVEMENT AND SPEED

Load Move Exploring Sneaking
Level Speed Speed Speed
Light 40 120'/turn 40'/turn
Moderate 30’ 90'/turn 30'/turn
Heavy 20’ 60'/turn 20'/turn
Severe 10° 30'/turn 10'/turn
Overburdened 5’ 15'/turn 5'/turn

Needless to say, Exploring Speed is quite slow—12" per
minute or less. It assumes that the adventurers are picking
their way carefully through the dungeon, keeping quiet,
looking and listening, trying to stay sure-footed amidst the
uneven rubble and cracked flagstones of the dungeon floor.

Sneaking: Attempting to move through the dungeon in
perfect silence is handled with a Dexterity check, modified
by appropriate skills (like burglar, hunter, or pickpocket)
and by encumbrance/load level. Sneaking characters move
through the dungeon at one-third Exploration Speed (that
is, they use their base Move Speed, but per turn instead of
per move).

Resting: One turn out of every six (i.e. once per hour)
may be spent on a short rest. A character who has taken
damage recovers 1 hit point during a short rest (possibly
more if tended to by a skilled healer; see the section on
healing, below). More than one short rest in an hour con-
fers no extra benefit.

Light & Darkness

Dungeons are dark. Characters need a light-source in order
to see, or they’ll be groping blindly and apt to stumble
headlong into a quick death. The commonest light-sources
are torches and lanterns. A torch burns for 6 turns (1 hour),
while a lantern uses oil as fuel, consuming one flask every
24 turns (4 hours). These light-sources shed light out to 30
feet.
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While characters have a light-source, they cannot sur-
prise monsters, because monsters (all monsters that dwell
in a dungeon) can see in the dark out to 90 feet away and
will certainly see the PCs coming. Note that most of the
time, “seeing in the dark” is a property that the dungeon
itself confers on its denizens, not a capability inherent in the
monster itself. A monster that comes into the service of the
player characters actually loses the ability to see in absolute
darkness!

Characters without a light-source (or some magical
means of seeing in the dark) are effectively blinded. If they
are forced to fight, they attack at —4 to hit.

Doors

Dungeons are full of doors. Some of them will open easily,
but most are locked or stuck. A locked door must be picked
if a key cannot be found; this requires a set of thieves’ tools
and a successful Dexterity check (modified for appropriate
background skills: burglar, locksmith, tinker; or any tech).

Alternatively, locked and stuck doors may be bashed
open. This requires a Strength check (brute strength only,
unmodified by any skills). Bashing doors is noisy: for each
attempt, the referee should make an extra roll to encounter
wandering monsters. Certainly nothing in the room will be
taken by surprise if the door to its chamber is bashed open.

Secret doors can be found by a searching player in one
of two ways: if the player describes their character doing
something that would definitely reveal a secret door (such
as, for example, pulling a lever or depressing a catch that
opens such a door), they find the hidden door automatic-
ally. If the character is simply searching a 10" x 10" area for
nothing in particular, they will find any secret doors on a
successful Intellect check (modified for appropriate back-
ground skills: architect, burglar, detective). Rolls to find
secret doors should always be made in secret by the referee,
so that the player doesn’t know whether they failed the roll,
or whether they passed it and there were simply no doors
to be found in that location.

Listening at a door is also handed with an Intellect
check, which may at the referee’s discretion be modified for
skills that imply being good at such things (hunter, spy,
etc.). Note that certain kinds of monsters, most notably the
undead, make no noise and cannot be detected this way.

As with the ability of dungeon-dwelling monsters to
see in the dark, doors in dungeons are one of the ways that
the dungeon itself is hostile to mortal men and the realms
of Law. They’re tricky things that like to snap shut and
make themselves stuck (or possibly even re-locked) 1d4
turns after the PCs open them—unless the PCs have the
foresight to spike the doors open with heavy iron spikes.
(Spiking a door involves loud hammering and may draw
wandering monsters; also, even a spiked door has a 33%
chance of slipping the spike and closing anyway.)

Doors will open freely and automatically for any mon-
sters that wish to pass through them (i.e. doors are never
stuck or locked to the monsters), unless the door has been

spiked shut (the chance of slippage is the same as above); it
is being physically held by one or more characters; or the
door has been “locked” by means of some magical spell,
ritual, or item.

Traps

Characters searching for traps will find them when they
make a successful Intellect check, modified for any second-
ary skills appropriate to the task (with burglar being the
most common and traditional example). Players must say
that they are searching for traps, and they must be search-
ing the correct area. As with secret doors, the referee must
make these checks in secret.

A trap may be triggered by something specific, such as
stepping on a pressure plate or opening a door. Whenever a
character does something that may trigger a trap, the ref-
eree rolls 1d6. There is only a 33% chance (a roll of 1 or 2)
that the trap will actually trigger. This keeps the players
guessing, and (in the case of pit-traps in the floor) it may
cause much of the party to be taken unawares.

Small mechanical traps (like the ubiquitous “poisoned
needle on a lock” trap) may be removed by a character with
the appropriate skill (any tech can do this, as can a burglar,
tinker, or mechanic) and a handy set of thieves’ or mech-
anics’ tools. A successful Dexterity check is required to re-
move the trap without springing it. If the Dex check fails,
the trap triggers 33% of the time, like normal. If the check is
fumbled (a natural 20), the trap definitely triggers.

Large-scale and room-sized traps cannot be removed
like this, because the mechanisms that govern them are
usually out of reach, hidden behind walls and under floors.
A trapdoor in the floor may be spiked open or shut like any
other door.

Wilderness Adventures

Dungeons are traditionally mapped out on square graphing
paper, where each square represents an area 10’ across.
The wilderness is mapped on paper with a hexagonal grid,
with the scale varying by the size of the region mapped.

Distances on outdoor maps are measured in leagues,
where 1 league is equivalent to 3 miles and is based on the
distance that the average unencumbered man can hike in
one hour. Continent scale maps are drawn on hexes 8
leagues (24 miles) across. Country scale maps use hexes 3
leagues (9 miles) across. And region scale maps, which are
the maps actually used for most wilderness adventures, are
drawn at a scale of 1 league (3 miles) to the hex.

Assuming level terrain and a clear trail or path, char-
acters can usually cover several leagues in one day’s hike.
Find the base Move Speed for the slowest character in the
group and divide it by 5: this is the party’s Overland Travel
Speed. If the group’s slowest character moves at a base of
30’, for example, the group can cover 6 leagues in a day.

If the terrain is easier or more difficult, the group’s
Overland Travel pace is modified as follows:
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Terrain Type Overland Travel
Paved, well-kept roads +25%
Desert, hills, forests —25%
Swamps, mountains, jungles —50%

In a pinch, characters can attempt a forced march, which
increases travel distance by +50%, but the day after a forced
march must be spent resting. (When traveling at a normal
pace, only one day of travel in every six needs to be a day
of rest in order to avoid exhaustion.)

Getting Lost

As players travel, they may become lost. If the party is not
following a road or a trail or keeping a visible landmark in
sight, they must blaze their own trail. A hunter, scout, or
navigator can keep a party from getting lost with a success-
ful Intellect check (normal skill bonuses apply). If this check
fails, or if the party has no skilled trailblazer, the referee
must roll a check at the start of each day of travel to see if
the party will veer off course. The chance of getting lost de-
pends on the terrain:

Terrain Type Chance to Become Lost

Plains 1in 6 per day
2 in 6 per day
3in 6 per day

Mountains, hills, forests, sea
Deserts, swamps, jungles

When the party leaves a hex, they can go in one of six pos-
sible directions; if the referee determines that the party is
going to become lost that day, he selects a random point
during that day’s travels where the party veers off-course
slightly from the intended direction. If, for example, the
region map uses hexagons oriented so that the sides are
pointed northeast, east, southeast, southwest, west, and
northwest, a party intending to travel northwest may find
themselves veering either west or northeast instead (and
they may not even be aware for several days that this has
occurred). The referee must keep track of the party’s actual
distance and direction of travel.

Searching a Hex

A typical one-league region hex covers just over 23 square
miles of land. That's an enormous area, and adventurers
won't find everything there just by passing through. Large
landmarks, towns, and cities will be obvious, but most fea-
tures, as well as villages and castles (unless a path or river
leads directly to them), will take some time to find.

Assume that four hours of searching are needed to dis-
cover a village, castle, or manor in a hex, or to discover a
large ruin or typical dungeon. Smaller monster lairs, glens,
glades, shrines, isolated houses, and so forth can be found
by searching the hex for one full day. A week is enough to
search a hex thoroughly for most nooks, crannies, caves,
and hiding-places.

Wilderness Activities

Here are a few of the activities that characters may attempt
during wilderness adventures.

Climbing: Characters are assumed to be able to climb
reasonably well, although sheer surfaces and walls may
require special gear. If the characters are climbing quickly
or being attacked while they climb, Strength checks may be
called for to avoid falling.

Hunting and Foraging: Characters need rations to sur-
vive—one 1 Ib. ration of food per day per character. In a
dungeon, once the rations run out, food may be very hard
to come by (unless the characters manage to slay an edible
monster). Out in the wilds, characters can forage or hunt.
Foraging is the gathering of nuts, berries, roots, and such;
one can forage and travel at the same time. Hunting, mean-
while, takes an entire day, and no travel is possible while
hunting. Either practice is accomplished with an Intellect
check (skill bonuses apply where appropriate), but foraging
is the more difficult task and takes a —4 penalty on the roll.
A single check is rolled for the whole party; use the target
number for the character with the best chance of success. A
successful roll produces enough food to feed 1d6 man-sized
creatures for a day.

If characters go more than a day without food, they
begin to starve, temporarily losing one point of Strength for
every two days gone without food. If the character should
fall to Strength 0, they succumb to starvation and die.
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Swimming: It's assumed that adventurers know how to
swim. A lightly encumbered character can usually swim
with no difficulty, although a strong current or attacking
enemies or some other source of distraction may mean that
Strength checks are called for to avoid being swept away or
sinking and drowning. A moderately, heavily, or severely
encumbered character must make a Strength check (at the
usual encumbrance penalty) to avoid drowning when try-
ing to swim. Overburdened characters cannot swim.

Flying

Air travel is a fact of life in the Age of Steam. The vehicles
that enable it are a complicated matter, to be described later
in this chapter. But there are other means by which adven-
turers may find themselves flying: magical spells or items,
flying creatures, and so forth.

A creature’s Air Travel pace in leagues is equal to its
flying Move Speed divided by 2%2. A creature that can fly
at 40" in combat, for example, can travel through the air at a
pace of 16 leagues (i.e. 48 miles) per day.

A flying beast is able to carry one human-sized rider
(or a burden of equal weight) for every 6 Hit Dice that it
possesses; a 3 HD flying monster could only carry a dwarf,
while a 12 HD flying monster could carry a small horse or
two human riders.

Sailing

Refer to the section on vehicles (pp. 42-43).

City Adventures

A detective stalks along the smoggy, cobble-paved streets
between sooty factories and hopeless flophouses. A horse-
drawn coach makes way as a newfangled automobile zips
by at an unheard-of thirty-five miles per hour. A spring-
heeled second-story-man leaps across the rooftops, while in
an alleyway below, a killer that the salacious newspapers
call a “Ripper” puts a knife in yet another hapless victim.
City adventures are a staple of the Age of Steam: it simply
wouldn’t do to leave them out.

The typical city block is one-twentieth of a mile; that
means that in the absence of traffic, one could conceivably
walk twenty blocks in twenty minutes. But there will be
crowds on the sidewalks, vehicles on the streets, and the
blocks of old cities are twisty and turny —not laid out on a
grid. Assume that unless the characters are moving in the
dead of night or sprinting, they can cover thirty blocks in
an hour (five per turn). The largest cities will have coaches
or taxis (for 1 iron piece per person per block traveled) to
make the trip in ease and comfort, but this does not mea-
surably decrease the travel time.

In the Age of Steam, cities are lit at night by gas lamps
rather than electricity (although electric lights may be a
reality some advanced regions). This only helps to light the
main streets, though. Side streets and back-alleys will be as

dark as any dungeon at night and filled to brimming with
thieves, muggers, press-gangs, and worse.

Asking Around

Cities are often breeding grounds for gossip and rumors.
One can learn just about anything in a big city, with a Cha-
risma check (modified by background skills where appro-
priate) used for gathering information. This represents sev-
eral hours” worth of canvassing an area, asking questions of
those who'll stop and listen for a moment. This is usually
the best way to find a shop or a merchant who can sell you
something you're looking for, a scholar who might know
something you’d like to learn, or even how to get in touch
with a local den of thieves.

Charisma or Intellect checks might also be called for
when trying to bypass red tape, to navigate through a com-
plex bureaucracy, or to deal with taxes and licenses and
other legal matters. Characters with access to a library or
university may use an Intellect check (and several hours) to
conduct research on just about anything: science, history,
folklore, genealogy, anything.

Followers

One very important activity best handled in a city is filling
out the sparse ranks of a small adventuring party with a bit
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of extra help. “Followers” are NPCs who join an adven-
turing party led by the player characters. There are several
kinds of followers:

e Allies are full characters in their own right, who see
themselves as being on equal terms with any of the PCs.
Allies have a character class and an experience level and
they typically demand a full share of any treasure found in
order to remain in the party.

* Sidekicks are similar to allies, except that they defer to one
of the PCs as their leader. Sidekicks don’t lead when they
can follow. They have a class and a level, just like PCs and
allies, but they earn only a half share of any treasure found.

* Hirelings are paid to work for a fee, and they don’t go
down into dungeons or do anything else terribly adventur-
ous. This category includes mercenary men-at-arms willing
to serve as guards and specialists who have valuable expert
knowledge; but mercenaries are not fighters, and specialists
are not experts. Even if they're given treasure, they don’t
earn XP or levels.

Hiring Followers

Player characters hire followers by approaching potential
recruits in a city (or advertising their need for such) and
then negotiating service in exchange for payment (a share
of the treasure for allies or sidekicks, a wage or salary for
hirelings). These negotiations should be roleplayed by the
players and the referee; the ref then rolls 2d6 (modifying
the roll for the Charisma of the PC who took the lead in the
negotiations) and consults the following table:

HIRING FOLLOWERS: REACTIONS

Roll Result

2 Declines the offer*

3-5 Dedlines the offer

6-8 Re-negotiate and re-roll
9-11 Accepts offer

12 Accepts offer**

*On a result of 2, the negotiations have gone so badly that the would-be
employee spreads bad rumors about the PCs; future rolls made to hire
followers in that location are made at —1.

**On a result of 12, the negotiations go so well that the follower joints the
party in the highest of spirits and is +1 to Morale for the duration of that first
adventure.

The vast majority of followers are human; demi-humans
willing to hire themselves out as adventurers are quite rare.
Allies and sidekicks may be of any race, class, or level (al-
though it is very rare for anyone higher in level than the
PCs to join them as an ally, and it’s unheard of to have a
higher-level sidekick).

In any event, it is always important to remember that
followers are characters with their own goals and interests.
They will never sacrifice themselves for the PCs or march
willingly into danger —they're followers, not heroes. They
always expect to be well-treated, with allies and sidekicks

receiving fair shares of treasure and magical items and
hirelings receiving the pay agreed upon without suffering
abuse or undue hardship and danger. PCs who mistreat
their followers (or get very many of their followers killed)
will soon find that they have a bad reputation and won’t be
able to come by new followers easily or at all.

Morale

All followers have a Morale score. For sidekicks, this score
is 7 * the Charisma adjustment of the character they
follow. Allies, being adventurers in their own right, are a
little bit more stalwart: they base their Morale score on the
highest-Charisma PC, regardless of who talked them into
joining the party. Morale can shift up or down during the
adventure, according to how the PCs treat their followers
and what manner of dangers they encounter. Morale must
be checked (rolling 2d6 and comparing the result to the
Morale score) every time something particularly dangerous
or terrifying happens, and also once at the end of every
adventure. The roll passes if the result on the dice is equal
to or less than the follower’s morale score; if the roll is
higher, it fails. Followers who fail a morale check during
the adventure flee from the situation; a failed morale check
at the end of an adventure means that the follower leaves
the party and will not rejoin.

Follower Experience

Followers earn experience points for slaying monsters and
winning treasure, just like player characters. Allies earn a
full share of all XP awarded to an adventuring party, while
sidekicks earn half a share. NPCs can earn the same 10% XP
bonus that PCs can for immediately wasting their treasure.

Specialists & Mercenaries

Allies and sidekicks are adventurers; specialists and mer-
cenaries are not. Paid hirelings like this do not accompany
the party on adventures. Their loyalty, such as it is, is based
on coin. Specialists are NPCs who have some sort of spec-
ialized trade, skill, or knowledge. They are usually hired by
adventurers for one specific task (since only a very wealthy
character could keep a specialist on retainer at all times).

Mercenaries are hired sell-swords —men-at-arms who
will serve as guards or patrolmen. While they may agree to
accompany an adventuring party through the wilderness,
they will usually not go down into a dungeon. Mercenary
morale is based on the category of mercenary (their species
or skill level), again adjusted for the Charisma of the char-
acter who takes charge of leading them:

Mercenary Type Base Morale
Commoner Militiamen 6
Barbarians or Beastmen 7
Trained Infantrymen 8
Mounted Cavalrymen 9
Elite Dragoons 1

1

Zealous Fanatics
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It is assumed that hired mercenaries do not yet have their
own weapons and armor: it’s up to the player characters to
equip them. The pay-rates listed only cover the mercenar-
ies” wages, not their gear. Wages double in wartime.

MERCENARY PAY (IN CP/MONTH)

Troop Type Human  Ef Goblin ~ Ogre  Beastman
Conscript 1 - - - -
Light Infantry 2 4 - 1 1)
Heavy Infantry 3 6 5 1 -
Grenadiers 6 - 15 10 2
Light Cavalry 10 20 15 - 5
Medium Cavalry 15 20 - -
Cuirassiers 20 - 25 - -

Mercenaries require equipment as follows:

* Conscripts: No equipment preference; they use whatever
they’re given (because they aren’t trained with anything).

e Light Infantry: Buff coat, carbine, bayonet.

* Heavy Infantry: Plated jack, musket, bayonet.

e Grenadiers: Buff coat, pistols, grenades.

e Light Cavalry: Buff coat, pistols, sabre, riding-horse.

* Medium Cavalry: Plated jack, carbine, sabre, riding- or
warhorse.

* Cuirassiers: Fitted cuirass, sabre, musket, warhorse.
Only human and elfin cavalry ride horses. Goblin cavalry
ride chdkka-birds instead, while beastmen prefer to ride dire
wolves.

Kinds of Specialists

What follows is a list of specialists and some typical pay-
rates for each. The list is not exhaustive; referees may use it
as a guideline for adding more specialist types.

Animal Trainer (400 cp + 1d2 x 100 cp, per month)

Trainers are specialized in one particular kind of animal.
Training a wild animal takes one month initially (as the
animal gets used to the trainer), and then two weeks for
each particular behavior or command that you want the
animal to learn.

Attorney (1,500 cp + 1d6 x 100 cp, per month)

Attorneys are hired to offer legal advice or to represent
their client’s interests in lawsuits, trials, and out-of-court
settlements. The referee determines how and whether the
attorney (or team of such) succeeds at what the character
wants them to do.

Blacksmith (80 gp + 1d4 x 10 cp, per month)
Most blacksmiths know how to make a variety of common
tools, but if they’re trained to make weapons or armor, they
will be specialized in only one area from among armoring,
forging mélée weapons, or gunsmithing. A smith can make
5 weapons, 3 shields, or 1 suit of armor per month.

An army needs to have 1 smith per 50 troops to keep
the weapons and armor maintained. A smith will often

have apprentices; every 2 or 3 apprentices count as one
smith for the sake of output.

Consulting Detective (400 cp + 1d2 x 100 cp / mo.)

The forerunner of the private investigator, a consulting de-
tective is hired to gather information, usually about a spe-
cific person, place, or object. The referee determines how
competent and reliable the detective is: those with better
reputations for success are often quite a bit more expensive
to hire for a case.

Engineer (700 cp + 2d4 x 10 cp, per month)

Engineers oversee large construction projects. For every
100,000 cp of the cost of the building project, 1 engineer
must be hired to oversee it. Humans are the best engineers
for overseeing above-ground projects; goblins are unparal-
leled for underground projects.

Manservant (10 cp + 2d6 cp, per month)

Servants are hired for simple labor: porters to carry goods,
grooms to care for animals, valets to wait on their employ-
er’s needs. A servant generally agrees to serve in a home,
though: most do not willingly accompany their masters on
wild adventures.

Mechanic (300 cp +1d6 x 10 cp, per month)

Mechanics are hired to maintain vehicles, like locomotives,
automobiles, and airships. One mechanic can maintain a
fleet of up to five automobiles, three autogyros/aeroplanes,
or a single airship. Two mechanics are needed for a loco-
motive and three or more for a steamship, depending on its
size. Large-scale electrical machines require electricians,
who are paid at a rate similar to mechanics.

29



CHAPTER TWO: ADVENTURES AND BATTLES

Printer (100 cp + 1d4 x 10 cp, per month)

Printers will print fliers, broadsheets, newspapers, or books
en masse. If the game is set in a period resembling the 18th
century especially, characters should be aware that defama-
tion laws are far more focused on protecting the government
from criticism than protecting private citizens—therefore,
just about anything may be printed about nearly anyone.
In a more standard 19th century setting, PCs may have to be
a bit more wary about spreading false propaganda.

Scientist (800 cp + 1d4 x 100 cp, per month)

Scientists may be hired to conduct or assist with research.
Chemists are particularly valued for their ability to concoct
and brew potions. The referee determines whatever times
and materials are required to research a formula and pro-
duce a dose of any potion.

Scholar (1,800 cp + 1d4 x 100 cp, per month)

Scholars are specialized in some subject of esoteric know-
ledge and may be consulted for information. If a character
cannot find out what they want to know from basic library
research, a specialized scholar will be required. The referee
determines whether the scholar actually knows whatever it
is they're talking about...

Scrivener (30 cp + 1d4 x 10 cp, per month)

Scriveners are clerks hired to copy books, documents, or
ledgers by hand. A scrivener is much slower than a printer
(perhaps 40 pages per day is the maximum one can copy);
but printers are used for producing dozens or hundreds of
copies of a single text. In a day and age before computers,
scriveners are necessary when one needs to produce only a
few resultant copies from many different source texts.

Seafarers

There are four types of seafarers available for hire: rowers
cost 3 cp/mo., sailors cost 12 cp/mo., navigators cost 175
cp/mo., and captains cost 275 cp/mo. (Other officers, like
a first mate and a boatswain, will cost 1d4 x 10 cp more
than the navigator.)

Experience Points

Characters earn experience points (XP) from two sources:
treasure and monsters. Experience awarded for monsters
defeated (e.g. slain, outwitted, whatever) is based on how
powerful the monster is: a base award which depends on
the monster’s Hit Dice, plus bonus XP for every special
ability the monster has (marked by one or more asterisks
next to a monster’s Hit Die entry). Human opponents with
a character class treat their experience levels as if they were
monster HD; while mages and techs have a number of
bonus XP “asterisks” equal to half their level. A 5th level
mage, for example, is worth XP as a 5** HD monster.
Characters also receive 1 XP for every 1 copper piece
worth of treasure that they either retrieve from a dangerous
place (like a dungeon) and then manage to return to a place

EXPERIENCE POINTS FOR MONSTERS DEFEATED

Monster HD Base XP Value Bonus per Ability
Under 1 5 1

1 10 3

1+ 15 4

2 20 5

2+ 25 10

3 35 15
3+ 50 25

4 75 50
4+ 125 75

5 175 125
5+ 225 175

6 275 225
6+ 350 300
7 450 400
8 650 550
9-10 900 700
11-12 1,100 800
13-16 1,350 950
17-20 2,000 1,150
21 2,500 2,000

For every hit die above 21, add +250 XP to both the base and bonus XP
values.

of safety and civilization (e.g. a vault in their home base, or
deposited into a bank), or which is paid to them for under-
taking a dangerous mission (bounties, rewards, etc.). Any
money the characters might earn through ordinary pursuits
like jobs is not worth XP; only treasure or some kind of re-
ward directly related to adventuring merits experience.

All XP earned by the party, both from monsters slain
and treasure recovered, is divided evenly among all adven-
turers who survived the adventure (rounding all fractions
up). Any character that dies during the adventure forfeits
their share of the XP, even if they get resurrected before the
adventure ends. PCs and their allies get a full share of the
XP award, while sidekicks receive half a share. Optionally,
the referee may also grant a 10% XP bonus to the awards of
individual characters who immediately dissipate away their
treasure on carousing or some other wasteful pursuit.

The Encounter

Encounters happen whenever the players run into some-
thing that forces the characters to take action or make some
kind of decision: when they meet a monster, an NPC who
may be friend or foe, a trap or puzzle or odd bit of magic.
There are three basic types of encounters: triggered en-
counters, keyed encounters, and random encounters. The
first two are fairly easy to explain. Keyed encounters are
simply things that are in a certain place; when the PCs go
there, they encounter what'’s there. If there is a lair of trolls
in room 23 of dungeon level 2, the PCs will meet trolls
when they enter room 23 of dungeon level 2. Then there are
triggered encounters, which are events that happen because
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of the actions of the PCs or the passage of time. This can be
something as simple as the PCs pulling a lever which opens
a secret door to an unexplored sub-level of the dungeon; or
as complex as the arrival of springtime melting the snow
that had been blocking a mountain pass, enabling a foreign
army to march on the PCs” homelands (regardless of what
the PCs have been doing all campaign long).

Random encounters occur because both dungeons and
wildernesses have wandering monsters going about their
own business, and adventurers just may stumble into them.
Wandering monsters may be hostile, friendly, or neutral; it
depends on a reaction roll (and the demeanor and actions
of the PCs).

The Combat Round
Time during an encounter is measured in 10 second rounds.
There are six rounds in a minute and sixty rounds in a turn.

Dungeon Random Encounters

While the characters explore a dungeon, the referee must
occasionally check for the presence of wandering monsters.
Every other turn (i.e. once every twenty minutes of game
time, or thrice per hour), or whenever the characters make
excessive noise or otherwise draw undue attention to them-
selves, the referee rolls 1d6. A roll of 1 indicates that wan-
dering monsters appear. If this happens, time must then
immediately shift from turns to rounds, and the referee will
proceed with the encounter sequence (see below).

Wilderness Random Encounters
Adventures in the wilderness follow this sequence of play:

* At daybreak, the referee first rolls all checks to determine
if the party will become lost.

* The referee checks for weather conditions that day by
rolling 2d6. Weather varies from terrain to terrain, and
referees are free to make their own charts, but for typical
temperate zones, this chart works fine:

Roll Result

2-7 Fair weather

8-9 Gloomy and overcast
10-11 Rainstorm or Snowstorm
12 Squall or Blizzard

Depending on the terrain, storms may slow travel by —25%,
while a squall or blizzard slows travel by —50% and also
increases the chance of getting lost by 2 in 6.

* The referee rolls 1d6 to determine whether the party will
encounter wandering monsters during the day. The chance
to encounter monsters varies with the terrain:

Terrain Type Encounter Chance
Plains, Roads, Farmland 1

Air, Desert, Forest, River, Hills, Sea 1-2%

Mountains, Swamp, Jungle 1-3

* Air encounters are with flying monsters only. For sea encounters, a 1 indicates a
normal ocean encounter; but a 2 indicates a land encounter that only occurs if the
ship puts ashore that day; otherwise there is no encounter.

If an encounter occurs, time shifts to rounds and the en-
counter is played out like usual.

* After any encounter, the party resumes travel. If the
party is lost, the referee checks direction again.

* At nightfall, the party must stop and make camp, set
watches, etc.

* The referee checks for wandering monsters again, but
this time using 1d12 instead of 1d6. If monsters are en-
countered at night, only characters on watch will be ready
and armored; other characters will be in normal clothes
only.

Armor Type Donning Time
Buff coat 1 round
Plated jack, Lamellar 2 rounds
Fitted cuirass, Mail coat 3 rounds

Suit of plates, Plated mail 4 rounds

The Encounter Sequence
Whenever an encounter with wandering monsters occurs,
the referee must follow these steps:

* Determine the type and number of monsters by rolling
on the random encounter table.
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* Roll for surprise.

* Determine the encounter distance.

* Determine initiative.

* Check monster reactions and decide what the monsters
will do.

* Play out the combat, conversation, or chase scene that
follows; or return to normal exploration.

Keyed encounters with monsters deliberately placed in
dungeon rooms follow a similar sequence, except that the
type and number of monsters will already be known, any
factors like distance and surprise will depend on how the
players approach them, and the monsters’ reactions depend
on what the monsters are doing at the time.

Surprise

Whenever an unexpected encounter occurs (this is always
the case with wandering monsters; it may or may not be
with keyed encounters, depending on whether the players
are making noise, using a light-source, etc.), the referee rolls
1d6 for each side that might be surprised; a roll of 1-2
indicates that that group is surprised and may not act at all
on the first round of the encounter. If both sides are sur-
prised, then neither side is able to do anything on the first
round, the surprise round “cancels out”, and the encounter
proceeds to round two and initiative.

Encounter Distance

The distance at which wandering monsters appear depends
on whether the party is in the dungeon or the wilderness,
and whether there was surprise.

* In the dungeon, if there is no surprise, wandering mon-
sters appear 2d6 x 10 feet ahead of the party. If there is sur-
prise, they appear 1d4 x 10 feet behind the party (assuming
that the party is the surprised faction).

* In the wilderness, monsters appear 6d6 x 10 feet away
from the party when there is no surprise and 2d6 x 10 feet
away when there is surprise.

Determining Initiative

Initiative determines who acts first on a given round. It is
checked for each “side” in an encounter (which usually
means once for the party and once for the monsters at the
start of each round). Initiative can be determined by a roll
of the dice or by each side pulling a card from one or more
packs of playing cards. If dice are used (d6s are traditional;
the author prefers d10s), each side rolls a die and high roll
wins. If the referee elects to use cards, the aces are low, the
kings are high, and the jokers are left in the pack and even
outrank the kings. In any case, a tie indicates simultaneous
initiative, with everyone acting at the same time (so that a
monster or character “killed” that round still gets to take
actions; damage dealt to a spell-caster causes any spell be-
ing cast that round to be disrupted and lost; and the refer-
ee may require that the players declare all of their intended
actions at the beginning of the round).

Reaction Rolls

Monsters are not mindless robots. They don’t always attack
on sight, and they rarely fight to the death. Most are just
looking for a good meal. A monster’s demeanor when the
encounter begins is random, and it’s as likely to be friendly
as it is hostile. The referee determines monster reactions by
rolling 2d6 and then consulting the following table, after
adjusting for the Charisma score of any character who ap-
proaches the monster first:

MONSTER REACTIONS
Roll Result
2 Hostile, attacks immediately
3-5 Unfriendly; roll again one round later at —4
6-8 Cautious; roll again one round later
9-11 Indifferent; roll again one round later at +4
12 Friendly, helpful

The player’s actions can shift the result of the roll an entire
category up or down. If the players draw their weapons
and look threatening, the monster is more likely to be hos-
tile. If the players offer food (to a bestial creature) or trea-
sure (to a monster with a humanlike level of intelligence), it
may be friendlier. If the players simply do nothing, and the
monster’s reaction continues to indicate caution or indiffer-
ence, this can only repeat itself for two rounds. After that,
the third roll tells all, with a 2-8 indicating that the monster
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becomes frustrated and attacks; and a roll of 9-12 meaning
that the monster gets bored and wanders off.

Chases

Conducting a chase is a simple matter of comparing the
base Move Speeds (MV) of the characters and the monsters.
Creatures with a better Speed will always catch or evade
slower creatures. If a monster flees, the PCs are free to de-
cide whether to pursue it. Monsters pursue fleeing charac-
ters if they pass a Morale check.

When characters are outpaced by a pursuing monster,
they may choose to drop food or treasure. Hungry mon-
sters of animal intelligence may stop for the food 50% of the
time; monsters with human intelligence will likewise stop
for an eye-catching treasure 50% of the time.

Wilderness Evasion

Whenever an encounter occurs in the wilderness, one party
may decide to flee the other rather than engage. If only one
side has been surprised, the other may flee with automatic
success. Otherwise, the chance to evade pursuit depends on
the relative sizes of the two parties involved:

OUTDOOR EVASION TABLE

Party Size:

1-4 5-12 1324 25+ Chance to Evade:
— — — 1-10 10%

- - 1-6 11-30 25%

= 1-3 7-16 31+ 35%

1 4-8 17+ — 50%

2-3 9+ - - 70%

4+ — — — 90%

The numbers on the body of the table in normal type indic-
cate the size of the pursuing party; the boldfaced headings
are the size of the fleeing party. A smaller party has a much
better chance of evading a large group of pursuers, because
smaller parties can move together more quickly and hide
more easily. (Terrain can also sometimes make it easier for
a fleeing party to get away, at the discretion of the referee.
Dense cover, like a forest or jungle, may increase the chance
of evasion by as much as 50%.)

If the evasion roll fails, it means that the chasing party
has kept their quarry in sight and now have a 50% chance
to catch up to them (if the pursuing party has better Speed).
Otherwise, another attempt at an evasion roll may be made.
This continues until the fleeing party gets away, or until the
chasing party catches them.

Combat

Combat is played out in ten second rounds which get divi-
ded into even shorter units of time and action called moves.
Every character and creature gets three moves per round.
These moves may be used to take any actions, in whatever
order, the characters or monsters may choose. After having
determined initiative for the round, all of the creatures on

the side that won the initiative get the opportunity to make
all of their moves; then the (surviving) creatures that lost
the initiative make all of their moves. After that, the round
ends, a new initiative is determined, and combat continues
until one side or the other flees, surrenders, or is defeated.
If initiative is simultaneous, the referee can break down the
round into three “phases” of one move each.

The Move

Roughly speaking, a move is what you can do with one-
third of a round. Every action has a cost in one or more
moves, so what you can do in a single round is limited:

Type of Action Cost
Move your Move Speed 1 move
Make all of your attacks 2 moves
Throw an object 2 moves
Cast a cast a magic spell or trick 2 moves
Activate an item 2 moves

Reload a light crossbow 1 move
Reload a heavy crossbow 2 moves
Reload a musket 3 moves
Light a fuse (with flame at the ready) 1 move
Disengage from a mélée 2 moves

Since characters get three moves per round, this means that
a character with a Move Speed of 40" could, e.g., move 40
and then attack; or attack and then move 40’; or just move
120’. Characters who are engaged in mélée, however, must
be very careful about how they leave it, lest they suffer free
attacks called parting shots.
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TASK RESOLUTION
This is a good moment to pause for a quick digression on fask

resolution, which is technical RPG lingo for “die rolls made to see
what happens”. In £&F such rolls are nearly always made on the
d20. A low roll always succeeds and a high roll always fails. To those
traditionalists who balk at the idea of rolling low on attacks, just give

it a try. You'll find that it actually works much better alongside your
beloved descending AC than any version of rolling high!

Attacking
Whether a character has one or multiple attacks permitted
each round, it costs a character 2 moves to make all of their
attacks. Making an attack is much like rolling an attribute
check or a saving throw: the character rolls 1d20, compares
the result to a particular target number which represents
the chance-in-20 of making a successful hit, and if the die
roll is equal to or lower than this target number, the attack
hits, and the target suffers damage according to the weapon
used (or the kind of monster attacking).

The chance-in-20 to make a successful mélée (or hand-
to-hand) attack is equal to:

Target’s Armor Class (AC) + Attacker’s Fighting
Capability (FC) + Attacker’s Strength adjustment + other
bonuses (from magic, etc.)

The chance-in-20 to make a successful missile (or ranged)
attack is:

Target’s Armor Class (AC) + Attacker’s Fighting
Capability (FC) + Attacker’s Dexterity adjustment + other
bonuses (from magic, etc.)

The attack hits if the d20 roll is equal to or less than the tar-
get number, and it misses if the attack roll is greater than
the target number.

Irrespective of any bonuses or penalties, an unmod-
ified (or “natural”) roll of 1 is always a hit, while a natural
20 is always a miss. Moreover, a roll of 1 (or “ace”) is also
usually a critical hit, while a roll of 20 may, depending on
the circumstances, indicate a critical fumble.

Critical Hits
An attack roll that turns up a natural, unmodified 1 is al-
ways a hit. Furthermore, an attack roll of 1 causes a critical
hit for double the damage dice. (You must actually roll
multiple dice; don’t just multiply the result of one die roll.)
Modifiers to the damage roll are rare in Engines & Empires:
Strength, Dexterity, and magical weapons only adjust the
to-hit roll, not the damage roll; but a spell or other unusual
effect might. A critical hit only multiplies the damage dice;
any bonuses or penalties to damage adjust the final roll and
are not multiplied.

If the calculated chance to hit the target is less than 1-
in-20 before the die is rolled (e.g. a character with a total
bonus to hit of +4 attacking a foe with AC -4 or better),

then a hit is only possible on a natural 1, purely because a
natural 1 always hits, and in this case a critical hit is not
possible. There must be at least a calculated 1-in-20 chance
to hit to begin with (e.g. a character with a total bonus to hit
of +4 attacking a target with AC -3) for a “crit” to even be
possible.

Experts and Crits: High-level experts cause critical hits
more frequently and with a better damage multiplier. A
natural 1 is always a hit, but natural 2 or 3 or 4 may still be
a miss, even when these numbers are in an expert’s “crit
range”. They only indicate a critical hit if the expert would
be able to score a hit on such a roll to begin with. As for
damage multipliers, it's important to remember that these
are really just added dice, and so multipliers from different
sources don’t compound. If a high-level expert capable of
causing triple damage on a critical hit then scores one from
horseback while performing a lance charge (which normal-
ly causes double damage), the total damage is quadruple
(two extra dice from the critical hit and one die from the
lance charge), not sextuple.

Critical Fumbles

A natural 20 on an attack roll is always a miss, and it may
indicate a “critical fumble” (depending on the exact circum-
stances). A critical hit can only ever occur if the chance to
hit prior to rolling was already at least 1-in-20; likewise,
critical fumbles are impossible of the calculated chance to
hit is 20-in-20 or greater before even rolling the die. If a
high-level character with a modified attack bonus of +11
attacks a foe with AC 9, that would be a 20-in-20 chance to
hit, and so even though a natural 20 would be an automatic
miss, it would not be a fumble.

Most of the time, a character’s chance to hit is less than
20-in-20, and so fumbles are a possibility. In mélée combat,
a natural 20 on an attack is nearly always a critical fumble,
which provokes one immediate, free counter-attack from
the target of the fumbled attack. Unlike with parting shots
(see mélée, below), a creature is only ever allowed to make
one counter-attack per round, and this can only be a single
attack, even if the creature is capable of multiple attacks
(like a high-level fighter or a monster; monsters will use the
most powerful attack from their attack-routine, typically a
“bite” attack, for their counter-attacks).

The limit on counter-attacks to one per round is strict:
if two attackers both fumble while attacking the same target
during a round, the target is only free to counter-attack one
of them.

In missile combat, critical fumbles only have an effect
in one of two circumstances:

(1.) If the target of the fumbled missile attack is in mélée
with one or more allies of the shooter, one of those allies
(chosen at random) must roll a saving throw or else be hit
by the shooter’s fumbled attack. (This is irrespective of the
randomly-chosen target’s Armor Class.)

(2.) If the shooter himself is in mélée range of any enemies
when the fumble occurs, all enemies in reach of the shooter
who have not yet made a counter-attack that round may
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counter-attack the shooter with whatever mélée weapons
they have at the ready.

High Ground, Cover, and Backstabbing

Engines & Empires does not have any rules for combat fac-
ing. In a battle, it's assumed that every combatant is doing
what they can to keep aware of enemies on all sides. That
said, sometimes there are instances where position gives
some characters a clear advantage over their foes. When
shooting down on targets from higher ground (what this
means exactly is left up to the referee), missile attacks get a
+2 bonus to hit. When shooting at enemies behind cover,
missile attacks are —4 to hit.

Whenever you attack an enemy who is totally unaware
of your presence, this is a “backstab” or “sneak attack”.
Backstabbing grants a +2 bonus to hit, and if the attack hits,
it’s automatically a critical hit. (5t level experts are +3 to
hit when backstabbing; 9th level experts are +4.)

Note that a genuinely helpless foe (bound, sleeping, or
paralyzed) can simply be slain, regardless of their nominal
hit points or Armor Class. No to-hit roll is required to cut
the throat of a helpless victim. Likewise, even a high-level
character held at gunpoint must be worried: the referee can
always rule that in a given set of circumstances, a character

simply cannot defend themselves and will be wounded (if
not killed outright) by an attack, bypassing hit points and
going straight to wound levels (see below).

Mélée

Mélée combat occurs when characters within 5 of each
other come to blows with hand-to-hand weapons. The to-
hit roll in mélée (but not the damage roll) is adjusted for
Strength as well as for magic or any other circumstantial
bonuses.

When characters engage each other in mélée, they are
assumed to be rapidly swinging and defending, parrying
and riposting, constantly in motion at all times. It's danger-
ous to turn your back on a foe in mélée, even for an instant.
Once you are engaged in a mélée, you cannot simply leave
it without suffering the consequences. Thus, whenever you
leave a mélée with foes still standing and able to attack you,
you suffer one or more parting shots from all the enemies
you were engaged with. A parting shot is a full attack rou-
tine, which is to say, monsters or high-level fighters get to
make all of their multiple attacks, for free, on any character
exiting a mélée, simply due to the fact that the target has let
their guard down. As with counter-attacks, there is a strict
limit of one set of parting shots per creature per round; but
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they are not the same thing. A creature can both make a
counter-attack and take a parting shot in the same round if
circumstances allow it.

There is a special action that a character can take—
disengage — which costs 2 moves and allows a character to
withdraw from a mélée without suffering any parting
shots. Since characters get 3 moves per round, this means
that all you can usually do after you disengage is move
your Move speed once (40 feet for a character only lightly
encumbered). Leaving a mélée without bothering to disen-
gage is called a full retreat; disengaging and then backing
away is called a fighting withdrawal.

Some weapons, like a whip, pole-arm, or lance, have a
longer reach than 5 feet. Weapons like these can be used to
attack enemies at greater distances (even from behind and
around allies), and to engage a foe in a mélée without
becoming engaged oneself. This assumes, of course, that
the target being attacked doesn’t also have a long-reach
weapon: if a pair of enemies both attack each other with
pole-arms, neither one is treated as engaged in mélée, as
they are holding each other at bay from 10 feet apart. But if
a fighter with a pole-arm attacks a bandit with a sword, the
fighter is free to leave the mélée at any time without having
to worry about parting shots; the bandit is not.

The referee must use some discretion when it comes to
the number of creatures that can engage each other in a
single mélée. In a typical 10’-wide dungeon corridor, only
two human-sized creatures (or three dwarf-sized) have
room to stand abreast and fight. In a doorway, only one
human-sized character has room to fight. (Dwarfs do have
a special knack for squeezing between peoples’ legs,
though, so they’re usually free to move through any mélée
and position themselves where there’s room. This should
also be true of other very small creatures.)

Charging and Setting: When outdoors, a character on
horseback may attack with a lance charge. If they move at
least 20" straight towards their foe before attacking, a hit
causes double damage. (A centaur with a lance can do this
even without a mount!) Some monsters also have a special
ability to make a charge attack on foot, using only their nat-
ural weapons.

A character with a lance, pole-arm, spear, trident, or
bayonet affixed to a long-arm (like a musket or a rifle) can
set vs. a charge, bracing the weapon against one foot on the
ground in order to hold it firmly in place. This allows the
set character to attack with the piercing weapon and deal
double damage to a charging foe (whether a lance charge
from horseback or any monster that rushed at the character
over at least 20 feet before attacking).

Improvised Weapons: When characters fight unarmed,
they are only able to cause 1d2 points of damage with bare
punches and kicks (1d3 for a fighter). So they may decide
to grab for handy objects: broken bottles, bar-stools, rocks,
logs. Improvised weapons deal 1d3 points of damage (1d4
for a fighter).

Dual-Wielding: When a character fights with a weapon
in either hand, the second weapon is used mainly to parry

and feint, although occasionally an extra hit will slip in. To
represent this, holding a second weapon in the off-hand
grants a 1 point bonus to Armor Class and a +1 bonus to
the character’s chance to score a critical hit (1-in-20 for most
characters most of the time; higher for experienced experts)
with their main weapon. The main weapon’s damage die is
used in all cases; the choice of off-hand weapon matters
little, except that the off-hand weapon must be capable of
ordinarily causing at least 1d4 points of damage for dual-
wielding bonuses to apply. (Thus even a knife or a brass
knuckle will suffice as an off-hand weapon for a fighter; for
anyone else, at least a dagger or some such is required.)
The character can freely decide from round to round which
weapon is the “main” weapon and which is the “off-hand”
weapon for the purpose of attacking and dealing damage;
but dual-wielding never grants any extra attacks.

Certain weapons have a few special rules to take note
of. A whip may be used as an off-hand weapon by a
character of any class, even though it only deals 1d3 base
damage; but it can only be used to entangle when it’s used
as the main-hand weapon. Small thrown weapons and
pistols may be used for “dual-shooting” — throwing or fir-
ing a weapon with each hand —which grants no AC bonus,
but does still increase the chance to crit by +1 (at the dubi-
ous cost of practically doubling ammunition consumption).
Should a character ever attempt the “dual-shooting” tactic
with a pair of thrown grenades, bad things happen—both
grenades will bounce off-center once (probably in different
directions), as if they’d missed; then the actual attack roll is
made, and if it misses, they both bounce off in different
directions again. It's impossible to dual-shoot with any of a
tech’s alchemical preparations in grenade form— throwing
just one of these requires entirely too much care and at-
tention.

Characters who dual-wield magical weapons in either
hand apply the main-hand weapon’s bonus to the attack
roll and deduct the off-hand weapon’s bonus from their
AC, just as if the off-hand weapon were a magical shield.
(Likewise, bashing with a magical shield permits adding its
bonus to the to-hit roll, as if it were a magical weapon).

Parrying: Characters are always assumed to be defen-
ding themselves in a mélée. But if a character should want
to focus totally on defense, they may apply a 2 point bonus
to AC for every full normal attack that they give up each
round. Experienced fighters with an extra “half-damage”
attack may give this up for a 1 point bonus to AC. If a 9th or
10th level fighter with two full attacks per round gives them
both up for defense, that amounts to a 4 point bonus to AC,
not counting any bonus the fighter may get from holding
an off-hand weapon or a shield.

Shields: Shields of all types lower the wielder’s AC by 2
points. (And magical shields grant even better bonuses.) If
a character chooses to bash with a shield while still wield-
ing a weapon in the other hand, the “dual-wielding” rules
apply as normal, and so the character will still get a 1 point
bonus to AC from defending with the off-hand weapon
that round, and the bash attack will have at least a 2-in-20
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chance to critically hit. A shield bash causes 1d3 points of
damage (1d4 for a fighter). If the shield is magical, its bonus
to AC also applies on to-hit rolls made when bashing.

Special Maneuvers: There are many other tricks and
maneuvers that a character may attempt while in mélée:
disarming, tripping, grappling, etc. The referee is left to
exercise discretion on how to handle such attacks, but they
should generally require a to-hit roll against the target’s
normal AC, cause no damage, and allow the target a saving
throw or attribute check to resist the special effect.

Missile-Fire

Missile attacks are similar to mélée attacks, except that Dex-
terity, rather than Strength, adjusts the to-hit roll (plus any
bonuses from magic). With the exception of pistols, missile-

fire generally requires a range greater than 5’; if you attack
someone closer than that with a missile-weapon, it gets
treated as an improvised mélée attack instead.

Missile weapons all have a base range (such as 30" for a
flintlock pistol or 70" for a longbow) within which there is
no penalty to hit (“close” range). Any missile attacks made
out to twice this range (e.g. 60" for a pistol, 140" for a bow)
are at “medium” range and take a -2 penalty to hit. Wher-
ever the ceiling is higher than the weapon’s base range, it is
also possible to attack out to “long” range, which is the
maximum accurate range for any missile weapon. Long
range is equal to triple the base range (e.g. 90" for a pistol,
210" for a longbow) and imposes a —5 penalty on attack
rolls. (Note that experts reduce these range penalties to
—1/-4 after 3rd level and -0/ -3 after 7th level.)

The Eightfold Path

Mages have their spells to study. Techs have their inventions. Experts even have extra skills and languages to learn. What
are fighters to do with their downtime? In certain campaigns, the answer may be fantasy martial arts. The original edition of
Engines & Empires had a boxer character class that specialized in unarmed combat, just like monks or mystics in other fan-
tasy RPGs. In this second edition, however, the boxer class has been removed. It's up to referees whether they want to in-
clude fantasy martial arts in their campaigns or not. If you want to include them, follow these guidelines.

Learning a martial art is very much like crafting a magical item, but one which will remain permanently a part of the
fighter who knows the technique. (Ordinarily, only human fighters are permitted to learn these techniques; if the referee so
wishes, demi-human fighters may walk the Eightfold Path at a 50% increase to the time and money required, and human
and demi-human non-fighters may learn these techniques at double the time and cost.) Learning a technique is very similar
to learning a secondary skill: it takes the fighter six months of uninterrupted study under a sifi, sensej, or other master in
order to complete one of the Paths described below and thereby master its characteristic martial arts technique. The masters
who teach these arts are always ascetic monks or holy old hermits living in exotic, out-of-the-way places. Whatever mountain
temple or dojothey run will exact a donation from the fighter of 120 cp x the level of the technique squared. A fighter must
be of the listed minimum level in order to walk a given Path, and each path must be studied strictly in the order given here.
For example, only a 3 level or higher fighter who has already learned both the Gentle Touch and the Sublime Iron Knuckle
may walk the Path of the Four Winds to learn the Invincible Eagle Claw technique.

The ways of the Eightfold Path are as follows:

« 1" Level-The Path of Three Dragons. A fighter who studies this martial art learns the Sublime Iron Knuckle and thereafter causes 1d4 points of damage with
unarmed strikes. (This improved damage does not stack with the use of a brass knuckle or any magical item that might otherwise improve unarmed damage,
although the fighter may wield a magical brass knuckle and thereby combine its magic bonus to-hit with his improved martial arts damage.) Since the fighter
now deals 1d4 damage unarmed, the fighter's unarmed strikes count as an off-hand weapon for the purpose of dual-wielding (-1 to AC and +1 to crit range).

« 2" LevelThe Path of Five Animals. A fighter who studies under the Shaolin Monks who teach this art may learn the Gentle Touch; thereafter, the fighter's
unarmed strikes can damage creatures which can otherwise only be harmed by silver, cold-wrought iron, or other special materials. The fighter can now leap 5’
higher and 10’ further than he previously could; he also ignores the first 10" of a fall for the purpose of calculating falling damage.

« 3" LevelThe Path of Four Winds. This martial art teaches the Invincible Eagle Claw technique, which grants the fighter 1d6 unarmed damage.

« 4™ Level—The Path of One Thousand Hells. A fighter who masters this dangerous art will learn the Breath of Ghosts technique, which causes the fighter's fists
to count as magical for the purpose of striking incorporeal beings, undead, etc. The fighter's leaping bonus doubles to 10" of height and 20 of distance/falling.

« 6™ Level~The Path of Four Seasons. This art teaches the Heavenly Jade Palm technique—the fighter’s unarmed damage becomes 1d8.

« 7" Level-The Path of Eight Drunken Gods. A fighter who masters the style of “drunken boxing” also learns a powerful special technique, the Unquenchable
Inner Flame. Thereafter, the fighter's fists are effectively artifacts for determining what sorts of creatures they can damage. A drunken master can even punch
out the gods! Additionally, the fighter can now leap 20" higher or bound over gaps 40" wider than normal and ignores the first 40" of any falling damage.

« 8" Level-The Path of Seventy-Two Sacred Scrolls. The fighter who walks this blessed path has become very leamed in the philosophy of the Tao and the
power of g/ This imparts a technique called the Torrent of Overflowing Q/~the power to throw a blast of g/energy as a missile attack, at will. The blast-wave
deals 1d12 damage to a single target and has a base missile range of 60'; but using this power to charge up and fire a single blast takes 1 full round (3 moves).

« 10" Level-The Grand Path of Five Elements. The fighter who masters the greatest of all martial arts learns the Immortal Lotus-Blossom Fist and thereafter
causes 1d10 points of damage with unarmed attacks—more than any one-handed weapon!

There are no techniques associated with the 5 and 9" levels (which are the levels at which fighters earn extra attacks).
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Missile attacks with device-fired weapons require am-
munition: it’s no use to fire a gun without bullets (or gun-
powder), and you can’t shoot a bow without arrows. Both
the missile weapons themselves and their ammunition may
be enchanted; if this happens to be the case, the bonuses
don’t stack; you simply apply the higher bonus. That said,
non-magical ammunition has no effect on certain monsters,
such as incorporeal undead, even when it’s fired from a
magical missile weapon. For this reason, magic bullets and
arrows are highly valued, even if they don’t always im-
prove the actual chance to hit.

Hit or miss, magical or not, bullets and shot are always
destroyed when they're fired. Conversely, darts or shuriken
and other small thrown weapons are never destroyed just
by using them. Most other kinds of ammunition, including
arrows, crossbow bolts, and sling stones, all have a 50%
chance of being destroyed when they are fired, unless they
are magical, in which case the chance is reduced by 10% per
magical “plus” (e.g. 40% for an Arrow +1).

Hit Point Damage and Healing

Characters and monsters have hit points (hp), which are a
measure of stamina, luck, fighting skill, and the will to keep
going. When a character suffers a hit from a weapon while
in combat or faces the business end of a trap or spell that
causes damage, the character loses hp. A character who has
suffered some hp damage has received some level of super-
ficial scrapes, bruises, burns, or other minor injuries, but no
serious wounds. In other words, a character who has only
suffered hit point damage is weary and dispirited, but not
yet wounded. Only when a character falls to 0 hp do they
become wounded and may die.

Healing Hit Point Damage
Damaged characters heal hit point loss through rest. There
are two kinds of rests: a short rest and a full night’s rest.

A short rest is one turn (ten minutes). When characters
take a short rest (e.g. while exploring a dungeon), everyone
who stays mostly inactive recovers 1 hit point if they pass
an unmodified Strength check on 1d20. If the party also has
along a character who is skilled in medicine and healing,
that character may apply their arts (and any simple healing
herbs or medicines they may have on hand) to one patient
during a short rest. The healer does not recover a hit point
(since they’re giving their attention to healing, not resting),
but if the healer passes an Intellect check (applying the ap-
propriate skill bonus), the patient recovers 1d3 hp (in addi-
tion to the hit point that they might recover due to passing
the Strength check). A character can only benefit from one
short rest each hour; resting again before at least 5 turns
have passed won't restore any extra hit points.

Hit points might also be healed throughout the day by
various miscellaneous healing effects: spells, potions, and
so forth. These kinds of effects restore hit points instantly,
boosting energy and bolstering spirits; but they often prove
ineffectual on characters who have suffered severe wounds.

A full night’s rest restores all lost hit points, so long as
the character has not suffered wounds.

Wound Levels

The blow that drops a character to 0 hp is the blow that ac-
tually inflicts wounds. Whenever a character takes enough
damage to fall to 0 hp, the character becomes wounded and
must now roll the bones to determine the severity of the
wound. All characters, regardless of their class or level or
Strength, can suffer five wound levels (WL) before dying. A
character with six wound levels is dead.

“Rolling the bones” is a special roll of 3d6, counting
only the middle of the three dice rolled; this result is the
number of wound levels inflicted by each wounding blow.
“Each” is the operative word here: wound levels are all
cumulative, and a character rolls the bones both whenever
they fall to 0 hp (for any reason: from damage, from poison,
from failing a saving throw vs. death magic) and again for
each blow suffered while already at 0 hp. Thus, multiple
wounds will almost invariably kill a character.

Whenever a character suffers a wounding blow (but
assuming the blow doesn’t put the character at six wound
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levels or more and kill them instantly), the player must also
roll 1d6. If the result of this die-roll is less than or equal to
the character’s total number of wound levels, the character
is unconscious and bleeding out. A character in this condi-
tion automatically adds one further wound level each fol-
lowing round until they reach six wound levels and die, or
until they receive some manner of medical attention. Mag-
ical healing will stabilize a dying character instantly (even
if it doesn’t lift any wound levels); a skilled healer can also
stabilize a dying character with a skill-modified Intellect
check and a normal (2 move) action. If the result of the d6
roll is greater than the wounded character’s WL, then the
character is both stable and conscious. A character who is
conscious but wounded cannot fight or cast spells; they can
only move slowly, at half normal speed (any activity more
intense than that will aggravate the character’s wounds and
add another wound level, forcing another dé6 roll to see if
the character stays conscious or falls down dying).

Healing Wound Levels

One can think of a wound level as a bit like a solid block of
7 hit points. Any magical (or technological) healing effect
that would normally heal a total of 7 hit points or more in
one go will instantly lift one wound level. Any effect that
would heal 14 hit points or more can lift two wound levels.
And so on. But any effect that would normally only heal 6
hit points or less cannot lift a wound level. (Wounded charac-
ters recover no hit points until all wounds are lifted.)

There are two other ways to heal from wounds: rest
and surgery. It takes a full week of complete bed-rest and
the constant attention of a healer to recover a single wound
level naturally. (In the absence of a healer, a week’s rest
only lifts a wound level if the character passes an unmodi-
fied Strength check at the end of the week.)

A skilled healer or surgeon can also attempt to perform
surgery on a wounded character. This is a great deal more
difficult than common first aid: performing successful sur-
gery requires that the surgeon pass an Intellect check (the
usual skill bonuses apply) at a —4 penalty. (If a character
who is not a trained healer attempts surgery, there is no
skill bonus, and the penalty on the roll is —6.) Surgery takes
1d4+1 hours. If the check passes, the patient recovers 1d2
wound levels. If it fails, there is no effect. (If the check turns
up a natural 20 —a fumbled roll — the patient adds 1d2 new
wound levels instead and may die.)

Energy Drain

One special kind of damage which may be inflicted by cer-
tain powerful undead monsters is called energy drain or life
drain. This sort of damage applies to both a character’s cur-
rent hit points and to their maximum hp total, temporarily
disabling maximum hp. Life drain is frightening for two
reasons: it’s very slow to heal (it takes one full day of com-
plete bed-rest and the attention of a healer to restore 1 life-
drained hit point; without a healer, a successful Strength
check is required for the character to regain a drained hit
point that day); and if a character’s maximum hp are ever

reduced to 0 by life drain, the character does not roll the
bones; they are simply dead, reduced to a soulless husk or
an aged pile of gray dust. (Characters slain in this way will
often themselves return as vengeful undead spirits.)

Normal healing spells and potions cannot heal energy
drain. Instead, special “restoration” magic is required to lift
this affliction instantly. Such magic is both very powerful
and very rare.

Saving Throws

Characters roll “saving throws” to avoid or mitigate the
effects of traps, spells, and other special forms of attack. As
with attack rolls and attribute checks, saving throws are
made by rolling 1d20 and comparing the result to a target
number. The save is passed if the roll is less than or equal
to the target number, and it fails if the roll is greater. The
chance for a character to pass a saving throw is:

6 + base Fighting Capability + Intellect
adjustment + bonuses from magic

The chance for a monster to make a saving throw is roughly
6 + two-thirds of its Fighting Capability. A natural roll of 1
always makes the save; a natural 20 always fails.

Item Saving Throws: As an optional rule, whenever a
character is slain in spectacular fashion, such as from a Fire
Ball or dragon’s breath or some large-scale deathtrap, it is
assumed that all of their normal possessions are destroyed;
but magical items may not be. These items get a saving
throw (based on the character’s own saving throw, plus any
magical bonuses inherent in the item) to avoid destruction.

Attribute Checks

Attribute checks were already explained in chapter 1; this is
just a quick refresher course, since checks are so frequently
referenced in the previous section. Attribute checks are one
of the game’s three main “task resolution” rolls made on
1d20 to see whether a character succeeds or fails at some-
thing. Along with saving throws and attack rolls, attribute
checks pass if the roll is less than or equal to a given target
number and fail if the roll is greater. (A natural 1 always
passes and a natural 20 always fails, regardless of modifi-
ers.) The chance to pass an attribute check is equal to:

2 + one-half the attribute (rounded down)
+ skill bonus, if any (+2 or +5)

A skill bonus applies to the roll if the character’s class or
secondary skills imply that the character should be good at
the task at hand. Use the +5 bonus whenever the character’s
class or skill would be directly relevant to the task at hand;
or use the +2 bonus if the class or skill may offer some tan-
gential benefit. (This left up to the referee’s discretion.) An
untrained attribute check involves performing a task for
which the character has no applicable skills. Normally, this
is just a test of the character’s raw ability, and no modifier
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applies to the check. But for certain very specialized or dif-
ficult tasks where professional training may be absolutely
required (e.g. performing surgery), the referee may apply a
penalty of —4 or more to the roll.

Morale Checks

Whenever the PCs and their allies engage in combat with
monsters or other foes, it is worth remembering that those
enemies are not brainless bags of statistics, only there to
challenge the players. Most creatures want to live and will
not willingly fight to the death. To that end, creatures are
given a Morale rating (ML) which depends on the nature of
the monster. (NPC followers have different morale rules, as
already explained earlier, in the section on followers.)

Morale Meaning

6 Most animals, monsters just looking for a meal
8 Aggressive beasts, troops, intelligent monsters
10 Intelligent undead, evil or magical monsters
12 Mindless undead, oozes, golems

The referee should check morale for monsters (1) after
the first death on either side in the fight, and (2) after the
monsters’” side has lost half of its members or more. The
referee can also use morale checks when the PCs run away,
to determine whether the monsters pursue or let them go.

A morale check is a roll of 2d6; if the roll is less than or
equal to the creatures’” ML, they stand and fight, but if the
roll is greater, the creatures flee (by withdrawal or retreat,
as circumstances dictate) or may try to surrender.

The Morale rating of 12 is used for creatures with no
will of their own: mindless automatons, like mechanical
constructs, golems, and zombies; and also for berserker
warriors, fanatical cultists, or anything else willing to fight
to the death without a second thought. With these kinds of
enemies, no morale checks are necessary.

Intelligent humanoids trained as soldiers are generally
+2 to morale in the presence of an officer, chieftain, or other
leader; their morale is 10 in such circumstances and only
drops back down to 8 if their leader is absent or slain.

Castle Encounters

On occasion, as characters travel through the wilderness,
they may come across isolated castles, lairs, and other
strongholds. The leader of a stronghold is very often a 10th
level human (or, in very out-of-the-way places, an 8th level
demi-human) of potentially any character class. The lord of
the stronghold could be a fighter who sought to carve out
his own dominion in the wilds, a mage or a tech looking for
solitude to carry out research, or an expert who rules over a
band of rogues or buccaneers. Elfin strongholds are only
found in forests; goblin strongholds are in the mountains;
and dwarfs don’t build “strongholds” per se (but they do
build quiet country villages with homes burrowed into hill-
sides, or forest dwellings with huts up in the treetops).

Strongholds typically send out patrols of 2d6 soldiers,
either on foot or on horseback. The referee can roll for their
reaction normally if they should happen upon the party,
modified accordingly for how the PCs are acting while
passing through the lands of a solitary lord (or king-of-
thieves, or elf-lord or goblin-king, or mad wizard or scien-
tist looking for new test-subjects...).

Vehicle Travel

On occasion, characters will have cause to transport them-
selves, their gear, or treasure by means of beasts of burden,
carts and wagons, boats and ships, and by more advanced
vehicles yet, like trains and airships. Vehicles can get you
where you want to go much faster than going on foot, and
they can carry a great deal more weight.

Small-Scale Transport

This section describes beasts of burden and small-scale land
vehicles. Their speeds are given in overland travel pace (in
leagues per day) and their carrying capacities are given in
EV (encumbrance value units). One EV, you'll remember,
equates to one square of inventory space; or, in terms of
weight, about 2.5 lbs. or 1 kg.
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ANIMALS AND TRANSPORT
ltem Cost
Canoe 55 cp
Cart 100 cp
Chakka, draft 80 cp
Chakka, riding 150 cp
Chakka, war 500 cp
Chicken 1ip
Calf 3cp
Cow, beef 8cp
Cow, milk 4cp
Dog 3ip
Dog, guard 25¢p
Donkey 8cp
Feed (per day) V2 ip
Goat 15ip
Hawk 30 cp
Horse, draft 40 cp
Horse, riding 75¢p
Horse, war 250 ¢p

Beasts of Burden: A mule or don-
key can carry up to 120 EV and cover
81g/day, or up to 240 EV at 4 1g/day.

Vehicle Cost
Watercraft:
River Barge 40 gp
Rowboat 8gp
Sailboat 20 gp
Ship, galleon 650 gp
Ship, schooner 300 gp
Steamboat, paddle 500 gp
Steamship, turbine 750 gp
Aircraft:
Aeroplane 120 gp
Autogyro 140 gp
Balloon 10gp
Dirigible, small 300 gp
Dirigible, large 500 gp
Ground Vehicles:
Automobile 150 gp
Motorbike 80 gp
Locomotive, engine 300 gp
Locomotive, car 100 gp
Tank 600 gp
Weapon Cost
Cannon, light 30gp
Cannon, heavy 60 gp
Gun, heavy machine 45 gp
Gun, swivel 10gp

Item Cost
Mule 30 ¢p
Pigeon, carrier 3ip

Pig 3
Piglet 181ip
Pony 30 cp
Raft 1 cp/sq.ft.
Stabling (perday)  5ip
Sheep 15ip
Wagon 200 cp

Horses and goblin-raised chakka-
birds have different speeds and load
limits, depending on the breed. These
are given in the creatures’ stats, in the
section of chapter 5 that describes

these animals (pp. 114-5 and 120).

Canoe: A canoe is a small boat that
takes up 2x10 inventory space; it has
to be dragged, unless carried by two
people. It can carry up to 300 EV and
is about 15 feet long. A canoe can be

used to travel up to 6 lg/day.

Cart: A cart must travel on a road

VEHICLE STATISTICS
Speed (leagues/day) Cargo (tons)
12 downriver, 6 upriver 5
6 rowing 34 (700 EV)
24 sailing 1 (900 EV)
24 sailing, 6 rowing 15
30 sailing, 6 rowing 30
12 15
40 40
400 - (50 EV)
300 ~ (50 EV)
50 — (50 EV)
100 1 (450 EV)
200 1(900 EV)
300 (60 leagues/refuel) — (100 EV)
300 (40 leagues/refuel) — (50 EV)
300 -
- 10 per car
120 (20 leagues/refuel) — (200 EV)
ARTILLERY STATISTICS
Fire Crew Rate of Fire Range
2 1/ 2 rounds 60"
3 1/ 3 rounds 120'
2 1/ round 90’
1 1/2 rounds 40’

and is pulled by 1-2 draft horses or
2-4 donkeys or mules. It can cover 5
leagues per day. A cart pulled by one
horse or two mules can pull 200 EV.
If pulled by two horses or four mules,
it can carry 300 EV.

Raft: Rafts can be professional or
makeshift water vessels that can be
no larger than 40x40 feet. For every
10%10 area of well-built rafts, the raft
can hold 500 EV. If the raft is make-
shift, it will only hold a weight of 200
EV for each 10%x10 foot area. A make-
shift raft can be built in 1-3 days for
each 10x10 foot raft portion. A raft
can travel 4 1g/day downriver, or 21g
/day upriver.

Wagon: 2-4 draft horses (or other
beasts of burden) can draw a covered
wagon. Two horses can pull a load of
1 ton, while four can pull 2 tons (1 ton
=900 EV). As with a cart, a wagon
requires a road of some kind and can
cover 5 1g/day.

Min. Crew Armaments

10 -

1 =

] —

100 32 heavy cannon
40 24 light cannon
4 —

10 —

1 2 machine guns
'| —

1 —

2 —

4 _

1 -

'| —

2 -

1 1 light cannon, 2 guns
Damage Area of Effect
3d12 10’ radius

4d12 20" radius

2d10 10" x 40’ rectangle
3d6 5' radius
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Vehicle Statistics

It’s a bit beyond the scope of this book to delve too deeply
into vehicles and vehicle-based combat, but some basic
statistics are provided on vehicle speeds (in leagues trav-
eled per day), cargo capacity (in tons, for the most part),
and cost (in gold —vehicles are always terribly expensive to
buy in the first place, and keeping them running isn’t cheap
either).

Cost: The listed cost in gold pieces is the price to pur-
chase the vehicle in the first place; this doesn’t cover crew,
maintenance, or fuel.

Speed: The speeds listed here are Overland (or Sea or
Air) Traveling Pace, which is to say, leagues per day. (1
league = 3 miles.) Sailing ships need a fair wind for sailing,
or else a full crew for rowing. Aircraft (other than balloons)
need fuel —gasoline for aeroplanes and autogyros, coal for
dirigibles. Locomotives require both rails and coal. Other
ground vehicles need roads and gasoline and have limited
ranges of travel —an automobile, for example, must refuel
every 60 leagues traveled or else it “runs out of gas”. All
other powered vehicles are assumed to need refueling be-
tween trips, regardless of the trip’s exact length. All pow-
ered vehicles require an expenditure of money for fuel (coal
or gasoline) amounting to the vehicle’s cost, but in iron
pieces instead of gold pieces, for each full day that the
vehicle is in operation.

Cargo: This is the amount of space that the vehicle has
for cargo, not counting fuel, passengers, crew, etc.

Minimum Crew: This is the bare minimum number of
people required to keep the vehicle running in proper or-
der. Most vehicles (especially sailing ships) operate at their
best when there are some extra crewmen aboard to help
pick up the slack.

Armaments: The weaponry listed here are the standard
loadout for a typical vehicle, but they’re not included in the
vehicle’s purchase-price. A vehicle that the buyer intends to
make into a battleship must be so equipped with the proper
artillery.

Artillery Statistics

Most of the statistics for artillery are self-explanatory. The
damage values listed assume damage to characters or mon-
sters; these rules don’t have the space to cover damage to
vehicles or structures. (The referee can either “wing it” or
refer to any of a vast number of fine wargames better suited
than any RPG to simulate this sort of thing.) Saving throws
are permitted for half damage.

The listed firing crew is the number of people required
to operate the artillery. Missing crew will proportionally
increase the firing-time required. A single crewman would
require four rounds to fire a single shot from a light can-
non, while two men operating a heavy cannon would need
five rounds (to offer two simple examples).

Artillery requires ammunition. Heavy machine guns
fire 30 bullets per round (assume that these bullets cost the
same as rifle cartridges). Swivel guns (which are really just
small cannons) fire small cannon balls (about 6 lbs.); one
powder-keg provides enough gunpowder for two shots,
and the cannonballs cost 1 silver piece each. Light (field)
cannon fire 12 Ib. cannonballs (these cost 2 sp each) and re-
quire a keg of gunpowder per shot. Heavy (ship) cannon
fire big 18 Ib. cannonballs (3 sp each) and require two kegs
of gunpowder per shot.

Other kinds of artillery ammunition (such as grape
shot and chain shot) are possible. It is left up to the players
and the referee to decide the costs and effects of these
alternative munitions.
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impersonal force and the province of unseen spirits and

gods. But there is no absolute or even clear distinction
between “arcane” and “divine” magic. Anyone who has the
knack for magic —the innate psychic potential necessary for
feeling the flow of eetheric vibrations and communing with
spirits from the Great Beyond —could, in principle, learn to
use any sort of spell or ritual that there is.

But what exactly is magic? What does it even mean to
call something “the supernatural” in a world where every-
thing natural can be apprehended by empirical, scientific
study and even harnessed to create modern technologies?
Any discussion of the nature of magic must first begin with
some basic assumptions about the kinds of universes that
E&E games take place in.

IN THE WORLDS of Engines & Empires, magic is both an

The Structure of the Cosmos

First and foremost, Engines & Empires games always take
place in a normal, physical universe, with galaxies and
gravity and stars and planets. Sure, some creative referee
may invent a world which is actually a planet-sized con-
struct built by ancient godlike aliens or something, but EGE
generally isn’t a good fit for universes with a mythological
style of cosmos (the sky is a firmament, the world is a disc
on the back of a turtle, and the heavens are crystal spheres
affixed to celestial machinery — that sort of thing).

There are other realms that “touch” or overlap with the
physical universe, but fewer of them than most fantasy
RPGs will typically assume. The hidden realm which goes
unseen to all who do not have the Sight, the ZAtheric Plane,
is a gateway to realms of light and darkness. The plane of
light is called Faerie, and fae beings dwell in that timeless
realm. Its opposite is the veil of Shadow, a netherworld
whence come the undead and demonic spirits. Faerie and
Shadow are both, in their own different ways, twisted re-
flections of the physical world, with similar geography and
landmarks; but in Faerie, everything seems brighter, more

perfect, more seductive —and more Chaotic. In Shadow, all
is gloom and death—and, yes, Chaos dwells there too. Nei-
ther realm is meant for mortal men.

If there are realities beyond this—a Heaven for gods, a
Hell for devils, an Astral Plane for self-enlightened souls, a
Far Realm of alien horrors —mankind can neither see nor
reach these places; or at least, they cannot do so with the
magic of sorcerers, wizards, and priests (never mind the in-
ventions of scientists).

Sages and philosophers have long speculated, though,
that the physical universe is not alone —that, indeed, there
are many such universes within a great multiverse, a nigh-
infinite number of alternate timelines branching off from
some singular primordial cosmos. Some universes are so
similar (and thus so near each other within the multiverse)
that they only differ in the position of a single atom, or in
what some guy named Dave chose to have for breakfast
last October the 15t. And yet, within this infinity, there can
be universes so different that some are utterly barren of life,
while others are rife with vast intergalactic empires; some
universes where magic suffuses everything and everyone,
while in others none can use it at all; and some universes
where literal deities make themselves decidedly known to
their mortal followers instead of remaining hidden (or just
being nonexistent).

The Nature of Magic

There are two broad kinds of magic in the world, but both
require a mind sensitive to the vibrations of the Ztheric
Plane, i.e. a natural psychic talent. Those with psychic pot-
ential who never receive the proper training required of a
mage may never learn of their gift; or they may go through
life believing that they have some minor connection to the
spirit world which bestows upon them a rudimentary form
of ESP. Such undeveloped talents may become spirit-med-
iums or fortune-tellers, but only those who receive the nec-
essary years of intensive schooling become true mages.
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The two methods of spell-casting are known as spirit-
channeling and ather-weaving. (These are sometimes referred
to colloquially as “sorcery” and “wizardry”.) Channeling is
unquestionably the more dangerous of the two. The mage
reaches out to unseen spirits with his mind and beckons,
compels, conjures them to perform some deed or boon that
the sorcerer himself is not capable of. This invites potential
disaster, for not all spirits are benign, and opening one’s
mind to the great beyond risks possession (or worse). The
other technique, poetically dubbed “weaving”, is a power
which really does originate within the wizard, who reaches
out with pure thought into the Ztheric Plane and shapes the
energies found there —the “fifth element” that scholars call
ethereal quintessence. By the mage’s own will, eldritch ener-
gies come into the material plane, the very laws of physics
get broken or bent, and —hey presto —magic happens.

Zther vs. Mana

A mage’s ability to use tricks and spells is limited by a per-
sonal daily reservoir of mana. It is worth pointing out that
“eether” (or “quintessence” or “heavenly fire”) is the actual
magical energy that a mage manipulates. Zther is, in some
sense, the “substance” of magic. But mana is neither a sub-
stance nor an energy. Rather, “mana” is merely the poetic
name given to an individual mage’s personal “spiritual for-
titude” or “psychic strength”.

The Rules of Magic

There are three basic kinds of magical powers that mages
can use —tricks, spells, and rituals. Tricks are weak, minor
magicks that mages learn to master as apprentices. It takes
no mana to cast a trick, but the trick might not work—or it
could backfire. Spells are more powerful and more reliable:
these are ancient formulas consisting of rote gestures and
words of power that always produce a specific effect. Spells
use up some of a mage’s daily mana, so that a mage is only
able to cast one spell per day per experience level. Finally,
there are rituals, which also consume no mana, but which
take hours to perform. Rituals often need rare components
and may not always work exactly as the mage intends.

Tricks and spells may be cast quickly enough to use
them in combat; a few gestures and words are all it takes.
It takes 2 moves to cast a trick or a spell during a combat
round. In order to cast, the mage must have at least one
hand free for gestures, must be able to speak aloud, and
must be able to concentrate. If the mage takes any damage
or has to roll a saving throw, spell-casting is impossible that
round. (If initiative is simultaneous, this can even disrupt a
mage mid-spell, causing a spell to be lost and wasted to no
effect, or causing a trick to automatically backfire.) Jarring
movement (like riding on a fast-galloping horse or standing
on the deck of a storm-tossed ship) also prevents casting.
Additionally, most spells require that the mage be able to
see the target of the spell (but see spell ranges, below).

If the same spell is cast on a single target more than
once, the effects don’t overlap; the second spell just resets
the duration of the effect.

Characteristics of Spells
Spells and rituals have the following characteristics:

Range: This tells how far away the target of a mage’s
spell can be. A range of “Self” means the magic only works
on the caster. “Touch” is obvious. “Near” spells only affect
targets within the immediate presence of the caster (per-
haps 150" in an open field, or in the same room if indoors).
Spells with a range of “Far” can affect things at even greater
distances; the spell description will say just how far. A few
spells have a range of “The Cosmos,” meaning that they
can even affect things outside of our own plane of exist-
ence, such as creatures within the realm of Shadow, or the
deepest parts of the world of Faerie.

Duration: This tells you how long a spell lasts, either in
terms of rounds or turns or, for longer lasting magicks, in
terms of hours, days, or other real measurements of time.

Save: Magic which affects people directly often allows
the target to make a saving throw to resist the spell. This
entry tells you whether the target gets a save or not.

Tricks do not have all of these characteristics, as they
are always assumed to have a range of “Near”, special dur-
ations are explained in their text, and (if they are in any
way offensive) they always allow their targets to attempt a
saving throw. Their entries, therefore, do not list a range,
duration, or save.
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Chaotic Surges (Optional)

Tricks and rituals require a Charisma check which may fail; but
spells do not. For this reason, tricks and rituals (but not spells) are
strictly divided into the two categories of magic described at the
start of the chapter: spirit-channeling and sether-weaving. The two
different kinds of magic can provoke different kinds of failures or
fumbles. When you fail to cast a trick, it can backfire; when you fail
a ritual, it still works, but with an unforeseen twist. And then there
are critical fumbles, which occur when the casting check turns up a
natural 20. That’s when a Chaotic Surge may occur (if the referee
elects to use them).

To make use of this optional sub-system, one needs a set of
rune stones (usually consisting of 25 stones, 24 of which marked
with one of the rune-letters from the Elder Futhark; plus an extra,
blank stone representing fate) and a pack of tarot cards (only the 22
trump cards, the so-called “major arcana”, are used). Whenever a
mage fumbles a casting-roll for a “spirit-channeling” trick or ritual,
have the mage’s player draw a tarot card. On the other hand, if the
failed trick or ritual was of the “eether-weaving” variety, have the
player draw a rune stone. Then consult one of the tables below and
use it to determine the effect of the Chaotic Surge accordingly.

Keep in mind that the precise effect of a Chaotic Surge should
scale to the level of the ritual being attempted. Higher-level rituals
will result in more powerful blowback if the attempt should be
fumbled. For a fumbled trick, though, the effect ought to be scaled
down dramatically (i.e. treat tricks as “ritual level %) and should
never cause direct, significant harm to anyone.

Rune

Feoh — ¥ - “Wealth”
Ur — N - “Cattle”
porn — b - “Thorn”
fEsc— F - "Ash”
Rad - R - “Ride”
Cen - k- "Torch”
Gifu - X - “Gift"
Wynn - P - “Joy”
Haegl - H - “Hail”
Nyd - + - “Need”
Is=1-"lce"

Jear - ¢ - "Year"
Yeoh - I - “Yew"

Peord - [ - “Chalice”
Eolh - Y - “Elk-Sedge”
Sigel - 4 - “Sun”

Tyr -1 -"Tyr", a god
Beorc - B - “Birch”

Eoh - M - “Horse”
Mann - K - “Man”
Lagu - I - “Lake”

Ing - % - “Ing", a hero
(Edel - ¢ - “Estate”
Daeg - X - “Day”

Woden - the blank stone

Meaning or Effect

Overabundance: The effect covers a much larger area or affects many more targets than intended.
Freedom: The effect “wanders” from target to target for the duration.

Change: The effect changes or reverses itself at random intervals for the duration.

Signal: Every being within a league that has the Sight knows that magic was used.

Journey: The caster and the target teleport, switching positions via localized wormhole.

Revelation: The target (or someone nearby) suddenly knows a secret of the caster's.

Sacrifice: A possession of the caster's is destroyed or transported into the possession of another.
Pleasure: The caster goes momentarily mad with power.

Crisis: The worst possible coincidence suddenly happens to the caster.

Endurance: The effect has a much longer duration than intended (and may wrongly affect an ally/enemy)
Standstill: The caster or an ally is stunned, paralyzed, or put to sleep.

Harvest: Something karmic happens to the caster or an ally—a former bad deed, come back to bite them.
Strength: The magic overwhelms the caster, causing “mana burn” (1d2 damage for a trick; or 1d4 x ritual level)
Foreknowledge: The caster receives a misleading vision of the future.

Defense: An enemy in the area becomes +1 saves and 1 point better AC, or the mage becomes —1 and 1 point worse.
Delay: The caster's magic is disabled for 1d4 hours; the next trick or ritual attempted that day is at —4.
Honor: The caster goes momentarily berserk, charging enemies; or, if there are none, smashing things.
Renewal: The last bad thing to have happened to the caster suddenly happens again.

Movement: The caster or an ally is blasted backwards 2d10 feet and knocked prone.

Intelligence: A hated enemy receives a vision of the caster’s exact location in that moment.

Emotion: The caster or an ally is suddenly overwhelmed by a random, powerful emotion.

Wisdom: The caster begins to babble nonsense or blurt out important secrets.

Desire: The caster is suddenly overwhelmed by greed or desire for a particular unattainable thing.
Transformation: The caster momentarily changes personality, appearance, or even shape.

Fate: The trick or ritual has no effect at all, for good or ill=rothing happens.
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Card

0. The Fool

. The Trickster

II. The Popess

IIl. The Empress
IV. The Emperor
V. The Pope

V1. The Lovers

VII. The Chariot
VIII. Justice

IX. The Hermit

X. Fortune’s Wheel
XI. Strength

XII. The Hanged Man
XIIl. Death

XIV. Temperance

Meaning or Effect

The caster is possessed a by a demon, for a duration that depends on the power-level of the effect.

A demon or poltergeist escapes into the world to haunt the caster and his friends with annoying tricks.

A spirit flies away with one of the caster's memories. It must be caught and slain to recover the memory.

A greedy spirit keeps stealing treasure from the caster and his allies until exorcised.

A fiend of temptation will soon appear and offer the caster great power, for a horrible price.

The next time someone lies to the caster, spirits will conspire to produce evidence making the lie seem true.

At the worst possible moment, a demon appears and forces the caster to make a terrible choice.

A demon is now whispering evil rumors about the caster and his friends to an important nearby ruler.

Evil spirits conspire to frame the caster or an ally for a crime committed by another.

A demonic aura surrounds the caster for a time, making him seem terrifying or untrustworthy to goodly folk.

Evil spirits give the caster bad luck for 13 (rounds? days?) units of time that vary with the power-level of the effect.
A spirit manifests a physical form with HD = the ritual level (tricks are level 12) and demands to fight.

That night, the caster is plagued by dreams of vainglorious ambition and hollow success.

Evil spirits inflict a disease on someone the caster cares about. The more powerful the ritual, the worse the disease.
Mischievous spirits show glimpses of themselves to the caster’s Sight only, causing delusions for a time.

XV. The Devil The Arch-Fiend himself takes notice of the caster. What this means is up to the referee.

XVI. The Tower Ghosts or poltergeists now haunt the nearest otherwise abandoned structure (or dungeon room).

XVII. The Star The next time the caster has the opportunity to learn a new trick, spell, or ritual, a demon steals away the knowledge.
XVIII. The Moon A spirit takes the form of someone the caster knows and trusts, and lies to the caster.

XIX. The Sun A demon flies away with the caster's empathy; the caster becomes pitiless until the demon is caught.

XX. The Angel Distracting spirits whisper in the caster's brain; the next time the caster has to make a key decision, the dice decide.
XXI. The World Nothing happens this time, but the next trick or ritual the caster attempts will backfire, regardless of the Cha check.

True Names

Many creatures, such as spirits, demons, and faes, have common names, which they will give out freely, and true names, which they keep secret.
Demonic true names are often nearly unpronounceable to humans and appear as gibberish when written, though mortals may still memorize them
with some difficulty. Other spirits usually have true names in ancient, forgotten tongues, and the true names of fae folk sound like wind or water or
stone. A dragon’s true name is a word of such power that most fear to utter it aloud.

Humans and many other creatures do not have true names. However, it is possible for them to gain them in naming ceremonies, often when they
come of age, thereafter using a common nickname when among all but their dearest friends. Some human cultures practice this regularly. It is up to a
player to decide if his character has received a true name or not. A creature’s true name can be used against it. Knowing someone’s true name gives a
character great power against him.

By calling out the name, a character gains +5 to all actions taken against that creature, including attacking it. Uttering the name also gives a
character a +5 bonus to all saving throws against the bearer's powers and spells. Sharing your true name can also have a benefit. If a character calls out
a friend’s true name while helping them, the character receives an additional +1 to the roll (usually for a total bonus of +3). Furthermore, if a character
is magically healing another and calls his true name, the recipient receives an additional hit point. Note that in all cases a character must call the true
name aloud in order to receive any benefit. This means that it is usually only done in complete privacy, or when in great need.

Commanding Spirits: Mages who know the “Second Sight” trick have special power over demons and spirits. If such a character knows a spirit's
true name, they may attempt to command it to perform a specific task for them. To do so, they must make a successful Charisma check; they do receive
the normal +5 bonus for knowing the target's true name. However, should the mage fail in their Charisma check, the spirit is free of their power, and
they may never attempt to command it in this way again. For this reason, most mages are wary of trafficking too often with spirits, as they can be very,
very dangerous and vengeful when free of a mage’s power.

Learning True Names: Kept ever secret, true names are difficult to learn. Discovering an adversary's true name will therefore make for a bit of an
adventure in and of itself. Such a hunt will usually involve trying to find a source of information, such as a forgotten library, or an old hermit. Once
found, the characters will usually have to accomplish a particular task in order to get the knowledge they seek.

Spell Books

Mages in £ngines & Fmpires are assumed to know their tricks, spells, and rituals by heart. They have no need to constantly return to their personal
grimoire in order to periodically refresh their memories or their daily spells. (In fact, they don't even have to prepare their spells at the start of the day.)
Mages do sometimes have occasion to write down instructions for certain spells and rituals, though, and this is how they share their knowledge with
their fellow mages or with a proven and trustworthy apprentice. A found spell-book is a valuable treasure indeed!
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LIST OF MAGIC POWERS

Magic Tricks

Magic Spells (cont'd)

Rituals, Level Three

Rituals, Level Seven

1. Analyze Aura
2. Beast Ken

3. Blessing

4. Conjure Sound
5. Glamour

6. Green Thumb
7. Hexing

8. Mage Hand

9. Mage Light

10. Second Sight

Magic Spells

1. Abjuration

2. Banish Undead

3. Bar the Way

4. Burning Hands

5. Call the Swarm

6. Commanding Word
7. Conjure Darkness
8. EIf Shot

9. Entanglement

10. Evade the Dead
11. Faerie Cloak

12. False Friend

13. Flame Charm

14. Flash of Brilliance
15. Feather Fall

16. Greater lllusion
17. Healing Touch

18. Hunger and Thirst
19. Inspiration

20. Magic Missiles

21. Masked Image
22. Mystical Shield
23. Night Craft

24. Obscurement

25. Pass without Trace
26. Petrifying Gaze
27. Phantom Skill

28. Reanimation

29. Sanctuary of Peace
30. Searing Heat

31. Sense Nature

32. Shared Vision

33. Silence

34. Spider Climb

35. Terrifying Presence
36. Tinker's Gift

37. True Strike

38. Vell of Sleep

39. Warping Song
40. Whispering Wind
41. Wild Call

42. Witch Laugh

43, Word of Courage
44. Wrenching Curse

Rituals, Level One

1. Bear's Endurance

2. Continual Light

3. Friends

4. Minor Animation

5. Nepenthean Drink

6. Scribe Scroll

7. Skin of the Woodwose
8. Strengthen the Bond
9. Wizard Lock

Rituals, Level Four

1. Awaken the Wood

2. Determine the Name
3. Master's Bond

4. Scrying

5. The Third Enchantment
6. Wall of Flame

7. Word of Truth

Rituals, Level Eight

1. Arcane Experiment

2. Bind Familiar

3. Circle of Protection

4. Faerie's Call

5. Fair Weather

6. The First Enchantment
7. Gather Mists

8. Good Berry

9. Last Call

10. Mage Armor

11. Naming Ceremony
12. Staff of Might

13. Steed of the Sorcerer
14. Unseen Servant

15. Wanderer's Fortune
16. Witch's Watchman
17. Wizard's Mark

Rituals, Level Two

1. Alter Self

2. Augury

3. Condense Ztherium

4. Heart of the Ox

5. Invisibility

6. Mighty Glamour

7. The Second Enchantment
8. Shape of the Forest

9. Wizard's War

Rituals, Level Five

1. Beating Back the Dark
2. Masterful lllusion

3. Raise Undead Horde
4. Shapeshift

5. Storm of Ice

6. Wooded Guardian

Rituals, Level Nine

1. Arcane Sight

2. Dispel Magic

3. Greater Bond

4. Ritual of Healing
5. Storm'’s Wrath

6. True Identification
7. Witch's Blessing

Rituals, Level Six

1. Change Name

2. Dream

3. Nightmare

4. Perfect Health

5. Spectral Guardian

Rituals, Level Ten

1. Aura of Power

2. Call Storm

3. Cleansing Ritual

4. Endure the Elements
5. Feast's Blessing

6. Magic Stones

7. Order's Communion
8. The Patient Word

9. Summoning

10. Traveler's Blessing
11. Wizard's Home

1. Contagion

2. Fire Ball

3. Full Restoration
4. The Great Curse
5. Shape of Stone
6. Wizard's Flight
7. Wizard's Tome

1. Break Enchantment

2. The Dawn Gate

3. The Final Enchantment
4. Mortality

5. Resurrection

6. Wall of Stone
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Magic Tricks

Tricks (so called because they’re just simple psychic abili-
ties—“mind tricks”, that is to say, and not the illusions of a
stage-magician) are the weakest and most unreliable form
of magic. These are the kinds of powers that an apprentice
mage learns while in training and that an untrained hedge-
mage or psychic medium can sometimes call forth.

To cast a magic trick, the mage must roll a Charisma
check (including the usual +5 skill-training bonus —casting
magic is what all mages do—so that the target number for
the roll will be 7 plus one-half the mage’s Charisma score).
Success means that the trick works as intended; but if the
roll fails, one of two things will happen. Either the magic
will spiral out of control, resulting in a backfire that causes
exactly the opposite of the intended effect (light becomes
darkness, a blessing becomes a curse, etc.); or, if the mage
doesn’t wish to risk the effects of a backfire, he may choose
to “snap the thread” and cut the magic off before it can take

any effect. This has a side-effect, though: if the mage snaps
the thread, “mana drain” causes the mage to lose one of his
daily spells —and if the mage has no spells left, he is instead
cut off from all further use of tricks and rituals for the rest
of the day. The precise nature of a backfire is always left up
to the referee, but in the absence of an obvious reversal of
the intended effect, the referee can always choose to refer to
the Chaotic Surge tables on the preceding pages.

As a rule, tricks can only produce minor effects, and
they can never deal damage. They only work at a range of
“Near”, they usually can’t disrupt another spell-caster, and
their effects are never permanent. That said, tricks are bit
more flexible than other kinds of magic, and the mage may
try to stretch what they can do—but the referee will assign
a penalty to the Charisma check to reflect this. Some tricks
allow a caster to impose penalties on opponents, such as by
hexing them; tricks are too weak to ever give an opponent a
penalty worse than =2 to a roll. New tricks take 2-4 (1d3+1)
days of study to learn, whether from a book or a teacher.

HE FOLLOWING list of tricks (and

this is true of spells and rituals as well)
is not meant to be exhaustive; referees and
players alike should feel free to design
and add new magical effects to the game,
although players may need to have their
character research and invent the new
effect in-game. The referee decides what's
required to do this.

Analyze Aura (£Lther-Weaving)

All mages can sense the presence of mag-
ic, but this trick is required to learn some-
thing specific about a magical aura. When-
ever a mage senses magic, he may attempt
this trick in order to discern the “school”
of magic involved.

By making a successful casting check,
the mage can tell, from looking closely at
the “color” and “texture” of a particular
magical aura, whether the effect has been
brought about by the eether-weaving or
spirit-channeling method (if applicable)
and also which one of the traditional eight
“schools of magic” was involved in the
making of the spell:

* Abjuration (wards and defenses)

* Conjuration (summoning beings or ex
nihilo creation of matter)

* Divination (clairvoyance, ESP)

* Enchantment (ongoing effects that give
power to items)

¢ Illusion (phantasms and glamers)

* Invocation (elemental energy)

* Necromancy (life and death magic)

* Transmutation (changes in shape or
substance)

This trick does not reveal the precise
nature of the magical effect or its source,
nor can it identify magical items. Each use
of the trick can analyze but one aura.

Beast Ken (£ther-Weaving)

A mage with this trick speaks the lang-
uage of the beasts and may even attempt
to call them to him, as the wolf howls to
its pack. The caster may speak to any non-
magical beast. Casting this trick also pre-
disposes most animals to parley with the
caster where they otherwise might have
fled or attacked.

A mage may attempt to speak to mul-
tiple types of animals at once, incurring a
-3 penalty for each additional type. Con-
vincing animals to take action would also
call for a =3 penalty if the caster is trying
to convince the beasts to act outside of
their own perceived best interest. Animals
won't generally endanger themselves for
the user of this trick, though a mage may
try with a large penalty of —6.

Blessing (ZLther-Weaving)

With a touch and a word of hope, this
trick allows the mage to help an ally with
a specific future task, giving him +2 to a
single roll. When a mage casts the spell, he
must name the task for which the char-
acter will receive the bonus (e.g. “Smite
thine enemies!” or “Craft thee a wondrous
sword for the Duke!”). The mage may
attempt to give even greater bonuses to
his subject, taking additional —5 penalties
for each additional +1 he would like to
bestow.

Conjure Sound (Spirit-Channeling)

A mage with this trick is a master of aural
trickery and may produce sounds with
but a wave of his hand. Sounds such as
footsteps, clattering, and screams are all at
his beck and call. Normally this trick pro-
duces an indistinct, quiet sound.

A mage may take penalties to make
these sounds louder or more specific. For
instance, producing indistinct music to the
right of a target would give a -3 penalty,
while a very specific noise, such as a par-
ticular song emanating from directly be-
hind a target, would give —6.

Glamour (Spirit-Channeling)

Mages with this trick are illusionists, able
to conjure silent images. These illusions
are simple visions with no real depth or
weight. Normal use of this trick produces
the image of a small, immobile, normal-
seeming object of unimpressive design.

A mage may produce larger or more
detailed images by taking a —2 penalty.
Creating moving illusions is even harder
and gives a —4 penalty.

Green Thumb (ZAther-Weaving)

Someone with the Green Thumb can get
any cutting to root, any plant to blossom.
No matter how small his garden, he will
have an abundant harvest. Normal use of
this trick causes a single plant to sprout
and grow at a prodigious pace (perhaps
even springing from the ground before
your eyes) or an entire garden to grow at
double its normal rate.

This trick can even heal a blighted or
wounded plant and make it whole again,
though doing so gives a -3 penalty to the
roll. When the wind is right, a mage with
this trick can get the trees to tell him their
secrets; a —6 penalty allows the mage to
speak with a tree, though they often con-
verse in ways alien to man.

Hexing (£Ether-Weaving)
The caster fixes the target with his will
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and utters a curse. The caster must specify
an action, such as “strike with a sword”,
“climb a tree”, or “persuade a noble”, and
the victim then receives a —1 penalty to his
next roll involving this type of action.

The caster may utter a stronger curse,
giving his victim a =2 to his roll instead,
but must take a -3 penalty to do so. The
caster may take a —6 penalty to have this
trick affect the victim until the next sun-up
or sundown.

Mage Hand (Spirit-Channeling)

A mage with this trick is telekinetic, able
to move objects at Near range of up to 5
Ibs. in weight, just by pointing at them
and thinking. Objects float slowly at up to
30" per round and can never be flung hard
enough to cause damage. The effect lasts
while the mage concentrates.

Magic Spells

The simplest and most reliable sort of magic comes in the form of
spells, codified effects taught to mages by their masters or studied
from books. Each spell works in a particular way every time it is
cast. They tend to be more powerful than tricks and weaker than
rituals, though they are safer and more dependable.

Mages have limited “mana”, the magical strength needed to
cast spells; so they can only cast one spell per day per level of ex-
perience. A full night’s rest in a safe place is needed to recover
spent mana. (If resting in a dangerous place like a dungeon, the
mage can only recover mana enough for a single spell.)

Mage Light (Spirit-Channeling)

This trick produces a moderate amount of
magical light. This light may appear from
a physical object in the possession of the
caster, such as from the tip of his staff or
from within an amulet, or as a simple ball
of floating light. The trick normally pro-
duces enough light to illuminate an area
of about 90 feet; the light is dim, but just
strong enough to read by.

A mage may attempt to produce more
light at a penalty to his casting roll; sum-
moning the light of several torches into a
room gives a —3 penalty, while the equiva-
lent to full daylight would call for a =5
penalty. Producing several globes of dan-
cing, colored lights that move about on
their own would call for similar penalties,
as would trying to cast the trick in such a
way as to produce the light in a particular

Mages spend a long time learning spells and recording them
for their own use. In order to learn a new spell, a mage must spend 7 to 10 (1d4+6) days studying it from a book or a mentor.
After this time has passed, provided there were no interruptions, the mage is able to cast the spell from then on.

Abjuration

Range: Near

Duration: Instant

Save: yes

The mage makes a sign of banishing and
attempts to send a single disembodied
spirit back to its home realm. The target
must make a saving throw or immediately
return to its home realm. This spell only
affects spirits not of the natural world who
have found their way here from another
plane of existence.

Banish Undead

Range: Near

Duration: 1 turn/level

Save: yes

This spell causes mindless fear in all sorts
of undead. When the mage casts this spell,
any undead creatures in his presence must
make a saving throw versus magic or else
immediately flee from the caster and hide
for the duration of the spell. The targets
are free to act normally afterward.

Bar the Way

Range: Touch

Duration: 1 minute/level

Save: no

With a touch and a word of power, the
mage bars any ordinary door or gate so
that none may pass. Determined foes may
still batter down the door frame.

Burning Hands

Range: Near

Duration: Instant

Save: yes

The caster spreads his hands as his eyes
glow with a fiery intensity, and flames
shoot from his fingertips to form a cone of
flame extending out to 20" long, 10" at the
widest. It causes 1d3 damage, plus 1d3
points for every level of the caster. Targets
may roll saving throws for half damage.

Call the Swarm
Range: Near
Duration: Concentration

spot at a distance from the caster (e.g. be-
fore the eyes of an enemy, in order to dis-
tract him).

Lights produced with this trick last as
long as the caster is able to concentrate on
them. Being struck in combat or failing the
roll for another trick will make this effect
end immediately.

Second Sight (Spirit-Channeling)

Using this trick allows the caster to see un-
seen spirits of all sorts: the dead, the fae,
and demons of all stripes. This trick only
grants the caster the ability to perceive the
spirits; if he wishes to converse with them,
he must know their language.

The Second Sight trick may also give
characters certain additional powers over
spirits or demons as noted in their mon-
ster descriptions in chapter 5.

Save: no

The caster speaks in a harsh and whis-
pered tone and the land crawls to his call.
A swarm of small animals, such as bats,
insects, or rats, comes from the immediate
area and moves more or less as he com-
mands. Those caught in the swarm take 1
point of damage per round. The swarm
persists until dispersed or until the caster
loses concentration; the caster must focus
entirely on directing the swarm for the
duration.

Commanding Word

Range: Near

Duration: 1 round

Save: yes

With sheer force of will, the mage can
force another to obey a single-word com-
mand. The target will not directly harm
itself but will otherwise carry out the pre-
cise command immediately. A successful
saving throw means that the target is able
to ignore the caster’s command.
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Conjure Darkness

Range: Near

Duration: 3 rounds/level

Save: no

The entire area in Near range of the caster
is blanketed in a shroud of darkness. No
light, even from magical sources, can pen-
etrate the abyssal blackness the mage has
brought down upon the area. The only ex-
ception would be magical light produced
by a mage of a higher level than the caster,
which will banish the darkness and end
the spell immediately.

Elf Shot

Range: Touch

Duration: 5 rounds

Save: special

By humming gently over an arrow, bullet,
or other missile, the caster imbues it with
a powerful and poisonous magic. If the
shot strikes a target before the duration of
the spell ends, that target must make a
saving throw or become completely un-
able to move for 1d10 rounds.

Entanglement

Range: Near

Duration: 10 rounds

Save: yes

At the behest of the mage, all the plants
within range twist and reach out to grab
and hold any creatures, except the caster,
that come within reach. A successful sav-
ing throw will allow a slow escape, at no
more than 10 feet per round.

Evade the Dead

Range: Touch

Duration: 4 rounds/level

Save: no

The target of this spell can pass by any
undead creatures without their noticing,
hiding from their dead sight. An undead
being of any kind simply does not notice
the character in any way for the duration
of this spell. Attacking undead creatures
in any way will end the effects of the spell
immediately.

Faerie Cloak

Range: Near

Duration: 1 round/level

Save: no

The caster softly intones an ancient elfish
incantation, causing a silvery mist to rise
up around him and his companions and
then dissipate again almost immediately.
The shapes of the caster and up to six of
his companions blend into their surround-
ings and become difficult to see. For the
short duration of the spell, all of those
affected gain a +2 bonus on attempts to
sneak or a +4 bonus on attempts to hide.

False Friend

Range: Near

Duration: 1 day/level

Save: yes

Magic is an alluring force. If the target of
this spell fails a saving throw, he believes
that the caster is his trusted ally and close
friend. While he won’'t commit suicide for
the caster, he will go to great lengths to
please him, acting in all ways as a trusted
ally and friend of the caster. If the target is
being threatened by the mage or his allies,
he will receive a +5 to his saving throw. If
cast in combat, the spell simply does not
work, as the target’s sense of self-preser-
vation will override any power the magic
might have over him.

Flame Charm

Range: Near

Duration: Concentration

Save: no

Some mages know the language of flames.
They can speak soothing words to them,
causing fires to dwindle to small coals; or
they can speak words of anger and feroc-
ity, causing the flames to leap higher and
dance about. This spell does not create a
fire, but it may increase or decrease any
existing fire’s brightness or intensity. The
flames still require normal amounts of fuel
to burn, and the caster must intently focus
on the fire for as long as he wishes to con-
trol it.

Flash of Brilliance

Range: Near

Duration: Instant

Save: yes

The mage makes the ancient sign of light
with the fingers of both hands, then claps
them together with a sharp crack, produc-
ing a blinding flash of light. Everyone in
the area except for the mage himself must
save or else be blinded for 2d6 rounds.

Feather Fall

Range: Touch

Duration: 1 round/level

Save: no

The target falls no faster than a feather
and takes no damage upon landing. If the
target is still in the air when the duration
ends, the fall resumes. This spell may be
cast using only 1 move.

Greater Illusion

Range: Near

Duration: Concentration

Save: yes

By speaking ancient words of power, the
caster calls forth an image. These ghostly
images appear real but have no substance.
They make sounds appropriate to the type

of image created, but they are incapable of
intelligent speech or thought. The phan-
tasms endure until the mage’s concentra-
tion is broken. Viewers who have reason
to believe that these images might not be
real may attempt saving throws; success
means that they see the shapes for only
empty visions.

Healing Touch

Range: Touch

Duration: Instant

Save: no

The mage lays his hands upon a wounded
subject and life flows from his touch. The
target regains 2d4 hp. (Undead take 2d4
damage.) Note that this spell can only lift
a wound level if the dice turn up 7-8. This
spell can also remove paralysis (but heals
no hp when used in this way).

Hunger and Thirst

Range: Near

Duration: 1 hour/level

Save: yes

This horrible curse causes one target in
Near range to be filled with overwhelm-
ing hunger and thirst. Unless he makes a
saving throw, the target will eat and drink
until sick—and often past that point—and
find it difficult to do anything else. The
victim will not drop his sword in the mid-
dle of combat, but any other plans or en-
deavors do become secondary. The referee
may call for further saving throws to resist
the effect throughout its duration.

Inspiration

Range: Near

Duration: 3 rounds/level

Save: no

The caster calls upon mystical power to
aid himself and his allies, increasing their
skill, bravery, and fortune. The caster and
all allies within range gain +1 to hit and
saving throws.

Magic Missiles

Range: Near

Duration: 1 turn

Save: no

A glowing bolt of magical energy appears
and hovers by the caster until loosed. The
bolt does 1d6 damage and never misses its
target. (Shooting the missile costs 1 move.)
After firing, a replacement bolt appears by
the caster, only once if the mage is below
3rd Jevel; one extra replacement missile is
added at every odd level (314, 5t etc.). The
bolts appear one at a time; casting the
spell again simply adds to the number of
missiles in reserve. But starting at 5t level,
the mage can conjure and fire off the bolts
two at a time, at the same or different tar-
gets (shooting 2 bolts takes 2 moves).
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Masked Image

Range: Self

Duration: 10 rounds/level

Save: no

The mage makes a mystical sign across his
face and suddenly appears as another. The
caster’s appearance —including his height,
weight, and clothing —changes so that he
no longer resembles himself. He may not
duplicate the appearance of any other spe-
cific individual.

Mystical Shield

Range: Self

Duration: 5 rounds/level

Save: no

The mage pulls the forces of magic into a
physical barrier before him, granting him
a 6 point AC bonus against all attacks ori-
ginating from in front of him for the dur-
ation of the spell. This bonus stacks with
any armor the mage may be wearing, but
not a shield. The caster can also roll sav-
ing throws to block Magic Missiles.

Night Craft

Range: Self

Duration: 1 night

Save: no

This caster spits upon his hands, makes a
sign, and lifts his tools. For a single night,
the caster gains a +5 bonus on any and all
rolls related to crafting, cleaning, or doing
any sort of mundane, manual labor. After
such an intense effort, the mage has a -1
penalty on all rolls until he sleeps.

Obscurement

Range: Self

Duration: 4 rounds/level

Save: no

With a simple gesture, the target becomes
hazy and forgettable. He is difficult to see
and won't be noticed by most creatures.

He receives +6 to any rolls for sneaking
about unnoticed for the duration.

Pass without Trace

Range: Touch

Duration: 1 minute/level

Save: no

The mage’s touch carries the blessing of
the earth, letting the target pass through
any terrain, whether mud or snow or thick
woods, without leaving tracks or prints.

Petrifying Gaze

Range: Near

Duration: 1 round/level

Save: yes

The spell-caster freezes his target with but
a look. While the spell lasts, a victim who
fails his saving throw is held totally im-
mobile, but is otherwise unharmed. If the
target is then attacked, he is hit automat-
ically, but this ends the spell.

Phantom Skill

Range: Near

Duration: 1 day

Save: no

With a gesture and a word of benediction,
the mage blesses one person in his imme-
diate presence with a skill of the caster’s
choice. The target is not quite sure how he
came by such knowledge, but has the full
benefits of the skill for one day.

Reanimation

Range: Near

Duration: 3 hours/level

Save: no

This dark magic causes the dead to walk.
The mage speaks words of power and 1d4
corpses within Near range become zom-
bies. The zombies are under the control of
the caster and will revert to their natural,
lifeless state when the spell ends.

Sanctuary of Peace

Range: Self

Duration: 3 rounds/level

Save: yes

The mage erects a mystical ward around
himself. Anyone who wishes to physically
harm him in any way must make a saving
throw or find that they are unable to do
so. The spell ends immediately if the cast-
er takes any kind of offensive action.

Searing Heat

Range: Near

Duration: 7 rounds

Save: no

This spell causes a single metal object in
Near range to become extremely hot. Nor-
mal creatures immediately drop any such
object they are holding, while those wear-
ing targeted metal armor will take a single
point of damage every round unless and
until they remove the heated armor.

Sense Nature

Range: Near

Duration: Instant

Save: yes

A wizard is both shrewd and wise, and a
whispered incantation can bring out much
knowledge about a person. By means of
this simple but powerful spell, the mage
automatically determines the alignment of
a single target in his immediate presence.
Additionally, the caster may sense if the
target is in any way supernatural; for ex-
ample, the caster would know if the target
were possessed by a demon or other kind
of spirit, or if they were a fae in disguise
or a shapeshifted dragon or wizard. If the
target makes a successful saving throw,
the caster learns nothing.

Shared Vision

Range: Touch

Duration: Concentration

Save: no

By a touch and a word the caster ceases to
see through his own eyes and instead sees
through those of the target. This spell may
be cast on any living creature, human or
otherwise, and lasts so long as the mage
maintains his concentration.

Silence

Range: Near

Duration: 2 rounds/level

Save: no

The mage raises his hand in an arcane ges-
ture, and a blanket of complete silence co-
vers the area around him. For the duration
of the spell, no sound of any kind issues
from or into Near range, including speech
or the sounds of battle.
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Spider Climb

Range: Touch

Duration: 1 minute/level

Save: no

With a gentle touch and a secret sign, the
mage gives his target the ability to climb
upon vertical surfaces and even to hang
from the ceiling like a spider. The target
must have bare hands and feet, but can
then climb across all surfaces exactly like a
spider for the duration of the spell.

Terrifying Presence

Range: Near

Duration: 2 rounds/level

Save: yes

The caster of this spell moves and speaks
with terrible authority and causes even his
enemies to quail before him. The caster
may turn his baleful will toward any one
opponent per round for the duration of
the spell, causing the target to run or hide
for the remaining duration of the spell. A
successful saving throw on the part of the
target negates the spell.

Tinker’s Gift

Range: Touch

Duration: Permanent

Save: no

This spell makes whole again that which
was broken. It can mend broken chains,
rings, or other simple works of metal, as
well as ceramics and wooden objects. The
targeted object must be small, no larger
than a dagger or water jug, and it cannot
have very many moving parts. This spell
does not affect magical or advanced tech-
nological items.

True Strike

Range: Self

Duration: 1 round

Save: no

The mage lays a fell hand upon his blade,
granting himself precision and power. If
he attacks on the round after casting this
spell, he receives +10 to his attack roll, can
hit incorporeal creatures or any creatures
immune to ordinary attacks, and does 1d3
additional points of damage per level if he
hits his target. The mage must attack dur-
ing the next round of combat, or the cast-
ing of this spell is wasted.

Veil of Sleep

Range: Near

Duration: 5 rounds/level

Save: yes

The spell-caster whispers soothing words
of magic, causing targets to drift into a
deep sleep. The spell affects 2d4 hit dice
worth of creatures within Near range. The
sleep caused by this spell is very deep, but

otherwise natural. Normal noises will not
wake the targets for the duration of the
spell, but physically harming them does.
Any targets who make a successful saving
throw are unaffected.

Warping Song

Range: Near

Duration: Instant

Save: no

This elfin spell-song causes a single, non-
magical object made of wood within Near
range of the caster to warp and twist into
a damaged, useless state; a bow becomes
completely unusable, a door springs open,
a boat springs a leak, etc.

Whispering Wind

Range: Far

Duration: Instant

Save: no

The mage speaks to the wind in its own
tongue and gives it a message, which it
then carries to another person known to
the mage. Such a message can travel quite
far, up to about a league per level of the
caster, reaching even very faraway com-
panions.

Wild Call

Range: Far

Duration: Instant

Save: no

Calling out the name of any one type of
animal native to the local region, the mage
lifts his hands and up to 2d6 available
creatures from up to a mile away come to
his call. It may take the creatures some
time to reach the caster, depending on
distance: a pack of rats would probably
arrive within the round when called at the
dockyards, but a pack of wolves may take
several minutes to reach the mage in a
forest. The animals will be predisposed to
help the caster, though they are not his
slaves and may ultimately act of their own
free will. For clarity, they are likely to de-
fend him in a combat situation, but not to
die for him.

Witch Laugh

Range: Near

Duration: 1 round/level

Save: yes

Those affected by Witch Laughter find
everything hilariously funny and laugh
uncontrollably to the point of pain. After
the mage speaks the words of power, the
target begins giggling and then laughing
more and more loudly as the rounds pro-
gress. Initially, affected targets suffer a -3
to all rolls; but, after two rounds of being
affected by the spell, they find themselves
on the ground, incapable of doing any-

thing other than laugh for the remainder
of the duration. Targets which make a suc-
cessful saving throw are unaffected.

Word of Courage

Range: Near

Duration: 3 rounds/level

Save: no

The mage brings himself up to his full
height and shouts words of authority and
power, instilling confidence and courage
in all friends within Near range. They gain
Morale 12, they will stop fleeing if already
doing so, and they will automatically hold
their courage and resist any fear effects for
the duration of the spell.

Wrenching Curse

Range: Near

Duration: 3 rounds

Save: yes

This horrid spell causes a target’s insides
to twist in intense agony. The mage utters
a word of terrible power which pains the
ears of all in range and then points at his
target. Unless the target passes a saving
throw, he will suffer 1d4 points of damage
per round for the duration of the spell.
Additionally, the pain is such that the
target suffers a —2 to all attack rolls and
attribute checks while the spell is in effect.
For every full 3 levels of the caster, the
spell lasts an additional 2 rounds, for a
total of 5 rounds at level three, 7 at level
six, etc.
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Magic Rituals

For the most powerful sorceries, a mage must spend a great
deal of his time studying and bending the forces of the
universe to his will. Rituals are the most powerful form of
magic detailed in Engines & Empires, and also the most time
consuming,.

Every ritual has a level associated with it, and a mage
must be of that level in order to attempt to cast it. For
instance, a level 3 ritual is simply beyond a mage of level 1
or 2, and so he cannot attempt it at all. Casting a ritual
requires a number of hours equal to the level of the ritual,
as well as special ingredients detailed in the ritual descript-
tion. The mage requires complete concentration during this
time, and things may go disastrously wrong if he is in-
terrupted.

Should the mage spend the time
and special ingredients necessary to cast
the ritual, he must then make a Charis-
ma check. (The ordinary +5 skill bonus
applies; casting magical rituals definitely
falls with the job description of a mage!)
If this casting check is successful, then
the ritual works as intended. Should the
check fail, the general effects of the ritual
take place, but with some sort of twist.
The referee gets to decide exactly what
goes wrong. As with tricks, a natural 20
on the casting roll may cause a Chaotic
Surge—a wild and uncontrolled burst of
magic that leaks into the world. Use the
tables on pages 47-48 to describe what
happens (at the referee’s discretion).

Learning a new ritual is a difficult
and time-consuming process. To attempt
to do so, a mage must be of an appro-
priate level to learn the ritual and must
spend one full week in study per level of
the ritual. After this time, the mage now
knows the ritual and may cast it when-
ever he desires.

Mages may attempt to cast rituals
which they do not know if they have an
appropriate source, such as a grimoire
detailing the ritual. This is quite danger-
ous, though. The Cha check takes a =10
penalty (remember, the ritual still works
if the check fails, but it will come with
unintended consequences), and a critical
fumble occurs on 18-20. Many a foolish
apprentice has gotten himself into dire
trouble doing this.

Ritual Components

The components and casting description
given with each ritual are intended as
examples only. Mages are a peculiar lot

and are likely to find or invent a wide variety of rituals. The
referee and players can be involved in discussions of ritual
variants and appropriate components. Ultimately, referees
ought to use this as an opportunity to spur the characters to
adventure. Finding the components for high-level rituals
should result in many sessions of interesting play, as will
the ramifications of casting such mighty magic.

Finally, consider that a copper piece value is some-
times placed on the components for a ritual. This should
not be taken to mean that the components are available for
sale. Even a mundane gem may be the goal of an entire
adventure, whether that means raiding a giant’s treasure
vault or traveling to a distant city where exotic goods are
for sale. All component costs are simply rough amounts for
the referee to use as a guideline.
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Level 1 Rituals

Arcane Experiment (Spirit-Channeling)
Range: Near

Duration: Instant

Save: no

This ritual lets a mage determine the gen-
eral properties of most magical items. The
caster is able to identify the type of magic
associated with the item, but usually not
its specific functions. For instance, a mage
might determine that a ring which turns
its wearer into a snake has powerful prop-
erties of transformation, but not exactly
how the item works.

Working this ritual requires that the
mage spend an hour in intense study of
the item, casting minor divinatory charms
during the process and testing the item in
various ways. To do so, he needs basic al-
chemical ingredients: salts, herbs, various
semi-rare liquids, and plenty of peace and
quiet.

Failing the ritual roll usually results in
false information. This ritual may not give
any information about certain powerful
artifacts, though it can determine the gen-
eral properties of most such items.

Bind Familiar (Spirit-Channeling)

Range: Far

Duration: Permanent

Save: no

Wielders of the arcane arts are very often
shunned by the common folk who do not
understand their ways, but some find sol-
ace in the friendship of a familiar: a small,
intelligent, and magical animal who acts
as friend and companion. This ritual helps
the caster to locate an appropriate animal
and bind it to himself as his familiar.

The mage must find a suitable, quiet
location in the wilderness and burn on a
silver plate the droppings of the sort of
animal he wishes to attract, along with
incense, rare herbs, and some food appro-
priate to the type of animal. If a suitable
animal is within a ten-mile radius, it will
heed his call and approach him at the end
of the hour long ritual. The animal is not
yet his familiar, however; he must treat
the animal with care and affection for a
season, never being separated from it,
before he may call it his familiar.

Familiars are more intelligent than the
average animal of their kind, rivaling the
intelligence of an average human. They
can communicate with their masters using
a queer combination of animal noises, hu-
man speech, comical body language, and
empathic understanding. A mage may see
through the eyes of his familiar if he con-

centrates deeply on that and nothing else.
A mage and his familiar will never allow
themselves to be far apart; if they are ever
separated by more than a mile, they both
become intensely irritable and depressed
and will attempt to find each other by any
means necessary.

The type of animal chosen for a fam-
iliar is personal to the mage in question.
They are invariably small creatures, such
as rabbits, birds, or frogs. A common cat is
about as large as most familiars get.

A character who begins the game with
this ritual can be presumed to have cast it
already and therefore begins play with his
familiar already bound.

Circle of Protection (Spirit-Channeling)
Range: Near
Duration: 1 hour/level
Save: yes
The mage draws a complex series of inter-
locking circles, glyphs, and runes of ward-
ing, creating a barrier against creatures of
Chaos. Any creature of Chaotic alignment
may not enter the circle unless first mak-
ing a saving throw. Even if they manage
to pass the circle, once inside they suffer a
—2 on all attack rolls, and those within the
circle receive a +2 bonus to saving throws
against such creatures’ attacks or abilities.
(Other versions of this ritual exist, offering
protection from other categories of crea-
tures. Examples include Lawful spirits, the
fae, dragons, elementals, and the undead.)
To draw the circle, the caster needs a
good amount of chalk and about an ounce
of powdered silver.

Faerie’s Call (Spirit-Channeling)
Range: Far
Duration: 3 days
Save: yes
Few mortal mages have learned this secret
ritual of the High Lords of Faerie. Upon its
completion, 2d6 fae creatures within a one
league radius are compelled to come be-
fore the caster and offer him their services
for three days. The arriving faes are of a
type determined by the referee based on
the surroundings, and they arrive at their
own speed. If there are more than enough
fae creatures within range, the referee de-
cides which ones are affected; sometimes
the magic calls mighty elf-lords and other
times only small and humble sprites. The
affected faes may ignore the call if they
make a successful saving throw. If there
are no suitable creatures within range, the
ritual has no effect.

The summoned faeries are not neces-
sarily predisposed to like the caster but
will generally offer their services in good

faith. However, they are very unlikely to
act out of character, unless there is a good
reason, or the caster manages to be very
convincing. The referee might call for a
Charisma check on the part of the caster
when attempting to cajole the faeries into
a dangerous or unlikely endeavor.

Every casting of this ritual requires a
unique component which is in some way
significant to the local faes, like a leaf from
the Elder Maple, water drawn from a nai-
ad’s spring, or a stone from the bottom of
the Well of Shadows. During the casting
of the ritual, the mage sings a Faerie song
and the item begins to glow faintly. The
object will continue to glow for the three
day duration of the ritual and then slowly
disintegrate until there is nothing left.

Fair Weather (Spirit-Channeling)

Range: Far

Duration: 1 week

Save: no

Many weather-witches and traveling wiz-
ards make use of this ritual before setting
out upon a journey. This spell guarantees
that the mage and his friends will enjoy
decent weather conditions for travel. It
may well rain on the travelers, or become
uncomfortably warm in midsummer, but
they will be spared any torrential down-
pours, heavy snows, or blistering heat.
Any encounter result which suggests that
the group will have problems because of
weather is ignored for the full duration of
this ritual.

In order to cast such magic, the mage
requires a sacrificial gift for the elements.
Examples include a small meal left for the
spirits of the sky, an image of a traveler
whittled from wood, or the burning of a
miniature wicker man on the eve of the
journey.

Gather Mists (Zther-Weaving)

Range: Near

Duration: 1 hour/level

Save: no

This ritual lets a mage to summon a dense,
billowing fog over a nearby area. The mist
obscures all vision both into the area and
within it; those trapped in the mists can
barely see anything. Normal weather does
not affect this witch-fog, although a very
strong wind from a great storm can blow
it away.

A mage who desires to cast this ritual
must chant in the tongue of the wind and
perform elaborate gestures for the hour it
takes to cast it, and must burn incense
while doing so. At the culmination of the
ritual, he must swallow the tail feather of
a bird of prey as he speaks the last words.
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Good Berry (£ther-Weaving)

Range: Touch

Duration: Permanent

Save: no

With the blessing of the unseen world, the
berries affected by this ritual become pow-
erful sources of curative magic. The ritual
affects 2d4 berries. Anyone eating a berry
instantly heals 1 point of damage. (Seven
berries would have to be eaten all at once
to lift a single wound level.)

A single berry also wipes away fatigue
or exhaustion, and it can sustain a full-
grown man as if it were a day’s rations.

The best berries for this ritual are
those grown by the mage himself, but any
fresh, clean berries will do. In addition,
the caster must wash the berries with pure
water from a fresh spring and store them
in a never-before-used pouch made from
soft leather which he has stitched closed
himself.

Last Call (Ether-Weaving)

Range: Near

Duration: Permanent

Save: yes

Some witches do not like to be bothered,
and there is a reason that people are told
never to meddle in the affairs of wizards.
This ritual enchants a single discrete area,
whether a banquet hall, a woodland clear-
ing, or a cottage. At any time after com-
pleting this ritual, the caster may make a
“last call”. Any creature who wishes to re-
main in the area after the caster makes the
last call must make a saving throw or be
compelled to leave immediately by any
means available to them. Targets affected
by this ritual may still return the following
day. Once the caster has made his “last
call”, the ritual’s effect ends, and he must
cast it again to reuse the effect at another
time.

The components needed for this ritual
are three iron nails, the ashes of a dinner
fire, and an object of the caster’s choice
from the affected area, such as dust from
the window-sill or a splinter of wood from
the mantle. When casting the ritual, the
mage paces the area to be affected, noting
the entryways and exits, and mumbling
words of magic and seclusion.

Mage Armor (Spirit-Channeling)

Range: Self

Duration: 1 month

Save: no

The mage draws runes on his skin with
the blood of a tortoise, making him resist-
ant to the attacks of his enemies. He gains
4-point bonus to his AC. (This bonus does
not stack with any armor worn, but it will
stack with a shield.) Every time the mage

is damaged, the magic he has wrought
upon himself weakens slightly. Once the
caster has taken 8 points of damage, the
ritual’s effect ends. The amount of damage
the caster can take before losing the bonus
AC is modified by +1 per level, so, for
instance, a 3rd level mage could take 11
points of damage before losing the bonus.

In addition to the inscribing of runes
upon himself, the caster must melt a silver
coin and then pour the molten metal onto
the back of his left hand. The metal does
not burn him, but boils and bubbles and
evaporates into smoke when it touches his
rune-painted fist. At that point, the bloody
runes fade and the caster now enjoys the
full benefits of the ritual.

Naming Ceremony (Zther-Weaving)
Range: Touch

Duration: Instant

Save: no

A mage who has mastered this ritual may
give a single, willing target a true name,
which may be a great blessing or a great
curse. Many human tribes and nations are
given to practicing such rituals when a
child comes of age. This ritual has no ef-
fect whatsoever on an unwilling recipient,
nor does it have any effect on a target who
already has a true name.

Should this ritual fail, the target may
find himself ignorant of his own new true
name or, worse, bearing a true name now
magically known by the entire village.

This unusual ritual requires no precise
material components, but must take place
at a holy, magical, or otherwise significant
site. Most villages and cities are going to
have such places within them or nearby.
The caster and the recipient of the name
must spend a full hour in said magical
location without intrusion or interference.
After an hour of meditation or prayer, the
pair emerges, and the target thenceforth
has a true name.

Staff of Might (£ther-Weaving)
Range: Touch
Duration: 1 day/level
Save: no
The caster imbues his own cudgel, walk-
ing stick, or staff with magical strength so
that he may smite his foes. The weapon
gains a +1 bonus on to-hit rolls, and it will
cause 1d8 points of damage for the dura-
tion. (Note that a fighter/mage can cause
1d10 damage with a staff thus enchanted.)
Furthermore, the staff may now harm any
foe, regardless of any special rules or vul-
nerabilities. This ritual only works on an
ordinary wooden staff.

During the casting of this ritual, the
mage must crush the horn of a ram with a

mortar and pestle and sprinkle the dust on
the weapon, blessing it with utterances of
power. Alternatively, the mage may burn
a length of oak an direct its smoke to im-
bue his wooden weapon with its strength.

Steed of the Sorcerer (Spirit-Channeling)
Range: Near

Duration: 11 hours

Save: no

Wizards and sorcerers of old would ride
on the backs of ghostly steeds with coal-
black coats and eyes like fire. This ritual
summons such a steed to serve the caster.
The beast will suffer no other to sit upon
its back, and it fades to mist after eleven
hours of service. It is faster than ordinary
horses and moves in complete silence, its
hooves making no sound as they fall.

The caster must sit perfectly still for
the hour it takes to cast this ritual, uttering
only a single, unintelligible word at the
culmination: the name of his dark steed.
He must then saddle his mount with a
pristine, never-used harness and saddle of
black leather, which will fade with the
beast when it departs this world.

Unseen Servant (Spirit-Channeling)
Range: Near

Duration: 1 day/level

Save: no

Also called the “sorcerer’s friend,” an un-
seen servant is a spirit of another world,
summoned by the charms and will of a
mage. The spirit is invisible and incor-
poreal but can lift and carry small objects,
open doors, and clean chambers. It obeys
mindlessly and silently and will not leave
Near range of the caster. It cannot fight for
its master and is not very strong, but it can
carry or move perhaps 40 pounds (16 EV)
of weight.

This ritual necessitates that the caster
create a small, often horrific looking figure
over the course of an hour; some mages
carve theirs out of wood, while others tie
together little bundles of sticks and leaves.
While crafting this figure, the mage etches
runes into it with the point of a knife and
then submerges it in water from a pure
spring. Finally, the figure is consigned to
the fire, while the mage calls loudly the
name of a spirit from beyond the Veil of
Shadow.

Wanderer’s Fortune (Spirit-Channeling)
Range: Self

Duration: 1 day/level

Save: no

This ritual blesses its caster with great
luck and sharpened senses, guaranteeing
that he will stumble upon any locations he
seeks within the hexes through which he
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travels. This means that the caster and his
party do not need to search a hex to find
any out-of-the-way locations; instead, the
mage will naturally guide the party to
them. The mage must know of the exist-
ence of the location or locations in ques-
tion and have the desire to find them; this
ritual will not help a mage find any and
all hidden locations by which he passes.

The mage must keep on his person a
special component for this ritual, which
will vary from caster to caster. In all cases
this component will be some object which
helps the caster to find his way, such as a
lodestone, compass, or dowsing rod. The
object is not destroyed in the process of
casting the ritual, and so it may be used
more than once.

Witch’s Watchman (Spirit-Channeling)
Range: Near

Duration: 10 hours

Save: no

By pacing out a circle of warding around a
place of rest, the mage protects himself
and his allies from ambush. After casting
the spell, a shrill wailing voice, like the
song of a banshee, will call out should
anyone enter the bounded area, which is
perhaps 20 feet in diameter.

The mage requires enough sand to
mark the threshold of the protected area,
which he will spread slowly over the
course of the ritual, speaking incantations
at the four directions of the compass as he
goes. He then places a bell of pure copper
in the center of the area. This bell is des-
troyed if the ritual is triggered by intrud-
ers, but it may otherwise be reused.

Wizard’s Mark (ZEther-Weaving)

Range: Touch

Duration: Permanent

Save: no

Every wizard has his own mark, usually
an elaborate and unique rune. This ritual
allows a mage to inscribe his mark on any
non-magical substance, including stone or
metal. The rune will remain permanently
upon the surface, only disappearing if the
item or surface itself is ever destroyed.
The mage may choose to make this mark
visible to all or only to those who have the
Sight (meaning that most folk will not be
able to see it at all, but anyone of the mage
class or any creature capable of casting
spells will see it).

In order to make his mark, a mage
must light a fresh candle and stand it
upon the surface to be marked in its own
wax. He then pricks his finger with a
silver stylus and draws his rune upon the
surface, very slowly and deliberately, with
his own blood, seven times. Upon making

the seventh and final drawing, the bloody
“ink” fades, the candle falls away, the sty-
lus cracks, and the mark is finished.

Level 2 Rituals

Aura of Power (Spirit-Channeling)
Range: Touch
Duration: Permanent
Save: no
Mages are a strange and fickle folk, prone
to trickery and confusion. By casting this
ritual, a mage causes an ordinary object to
seem magical. In fact, the item does in-
deed become magical, and it will seem as
such to anyone attempting to sense magic,
even though it has no special qualities be-
yond this aura.

The magician must wrap the object in
a piece of the finest silk cloth, which might
prove very expensive or difficult to obtain.
Over the course of the two hour ritual, the
mage must prick each of his fingers with a
silver needle and let a single drop of blood
from each finger fall upon the silk.

Call Storm (Spirit-Channeling)

Range: Far

Duration: 1 hour/level

Save: no

Spirits of the wind, rain, and lightning yet
heed the old signs of power. By calling on
the four winds and commanding the very
clouds to do his bidding, the mage sum-
mons an intense thunderstorm which lasts
for the duration of the ritual.

The caster utters names of power and
prostrates himself beneath the sky for two
hours. The winds require the ritual burn-
ing of a piece of parchment covered in ar-
cane runes in a bronze brazier. The spirits
of thunder and lightning require the mage
to break over his knee a branch from a tree
struck by lightning. The brazier remains
after use.

Cleansing Ritual (ZEther-Weaving)

Range: Touch

Duration: Instant

Save: no

Many dangers in the world can cause
serious damage to characters, often repre-
sented by drained hit points or attribute
scores. This ritual reverses such effects, re-
storing 2d4 energy-drained hit points or 2
drained points of any attribute score (e.g.
Strength points drained away by the touch
of a shadow). Additionally, the target of
this ritual will be cured of any natural poi-
son or disease, and it can lift most minor
curses (but not petrification). Note that no
hit points or wound levels are ever healed
by this ritual: it affects a character’s max-

imum hp (if the character has lost any due
to life-drain) but not current hp.

This ritual requires that the target be
anointed with holy oils and inscribed with
runes and spells in rare inks. Assuming
the caster has access to an exceptionally
good market in a large city, he may buy
these components for 50 cp. Otherwise the
caster must find the material to make his
own ink, a much more arduous task.

Endure the Elements (£ther-Weaving)
Range: Touch

Duration: 1 day/level

Save: no

This ritual protects the mage and all of his
companions from normal extremes of tem-
perature and weather for the duration. Re-
cipients can still be burned by fire or froz-
en by magical frost, but ordinary heat and
cold have no adverse effect on them.

In order to work this ritual, the mage
must gather all of his companions to him
and speak the names of the ancient gods
of the seasons. Over the course of the two-
hour ritual, the caster must inscribe these
names on the flesh of himself and his com-
panions with ink from an unused well of
pure copper while keeping lit a fire of yew
wood.

Feast’s Blessing (£ther-Weaving)
Range: Near
Duration: Instant
Save: no
Even the most meager or tainted of pro-
visions can serve as a king’s feast for the
one who works this ritual. This magic pur-
ifies any food or drink, even rotten meat
or rancid water, causing it to become fresh
and fit for consumption. Additionally, the
magic flavors any of these provisions so
that they taste as good as anything served
at a lavish banquet; and they adequately
fill the stomachs of all participants.
Besides some maner of food or drink,
this ritual requires the caster to bless all of
the components of the feast with a small
silver holy symbol and a branch of holly.
The silver symbol must be submerged in
the drink, and the branch must be used in
the serving of the food.

Magic Stones (£ther-Weaving)

Range: Touch

Duration: Permanent

Save: no

Priests of the old gods would bless the
sling stones of warriors before they went
into battle. This ritual blesses six such
small stones, which may be either thrown
at an enemy or fired from a sling. Each
stone has a +1 bonus to hit and causes 2d6
hit points of damage.
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Only smooth, round stones taken from
a riverbed and entirely unworked by man
are appropriate for use in this ritual. The
caster must then spend the duration of the
ritual etching ancient signs of power and
war onto the stones with an iron stylus.
The stylus is not destroyed in the process
of casting the ritual and so may be used
more than once.

Order’s Communion (Spirit-Channeling)
Range: Far

Duration: 10 minutes/level

Save: no

By means of this ritual, all the mages in-
itiated into the same wizards’ order may
stay in contact with each other, regardless
of distance. If two members of the order
both cast the ritual on the same day, they
may communicate with one another from
any location on the same plane of exist-
ence; the shorter duration is used for cast-
ers of different levels. Given the constraint
of both castings happening on the same
day, most members of the order have pre-
arranged dates for their communications.
If the caster should happen to fail the Cha-
risma check, he may find himself talking
to something else.

Unlike most rituals, there are no mat-
erial components of any sort required. So
long as the two casters belong to the same
order and have two hours of peace and
quiet, they may cast this ritual.

The Patient Word (Spirit-Channeling)
Range: Self

Duration: Permanent

Save: no

This complex and dangerous ritual allows
a mage to hold within himself the power
of another ritual, waiting to be triggered
and cast at a later time. The mage must
cast this ritual and then the other ritual
which he will store in a single session of
spell-casting. The mage must have the
material components for both rituals on
hand at the time of the casting. The mage
makes a casting roll for the Patient Word
as normal. However, at the completion of
the ritual which the mage wishes to store
for later use, the player should not make a
casting roll; instead, the mage may release
the ritual at a later time with a command
word, and the player makes the casting
roll then. A mage may only store a single
ritual in this way until reaching 4t level.
A 4th Jevel mage can hold two rituals, a 7t
level mage can hold three, and a 10t level
mage can hold four.

Holding such mighty magic can be ex-
tremely dangerous. If the mage ever fails
a casting roll for another ritual or even a
trick while storing a ritual with the Patient

Word, then the magic is automatically re-
leased, whether the mage wishes it to be
so or not.

This ritual requires that the mage craft
a special wand for the stored ritual which
will be destroyed when the ritual is later
released. The stored ritual dictates the ap-
propriate material for such a wand.

Summoning (Spirit-Channeling)

Range: The Cosmos

Duration: Instant

Save: yes

The mage conjures a gateway to another
realm and calls a spirit. Any spirit may be
called, though there are some obvious rea-
sons not to attempt to summon a greater
demon or one of the gods. The target is al-
lowed a saving throw, but at a penalty
equal to the ritual-worker’s mage level.
The target spirit is under no compunction
to obey the caster upon arrival.

Should the caster fail the ritual roll, it
is extremely likely that something else will
make its way through the portal and into
the mortal realm. (Good luck.)

The ritual requires that the mage draw
various intricate circles and signs in chalk
and call out the names of the spirit which
he wishes to summon. Knowing the true
name of the spirit gives the ritualist a +5
bonus to the Charisma check for the ritual,
thereby making him much more accurate
in his summoning.

Traveler’s Blessing (ZEther-Weaving)
Range: Near

Duration: 1 day/level

Save: no

The mage blesses himself and each of his
companions before the outset of a difficult
journey. For the duration of this ritual,
random encounter rolls made during the
day are rolled on 1d12 instead of 1d6, and
rolls made at night use 1d20 instead of
1d12, drastically reducing the chances of
encountering monsters. The chance to be-
come lost is checked on 1d12 as well.

The only component for this ritual is
an iron horseshoe once worn by a knight’s
steed. The mage must bury the horseshoe
before the journey, and, by tradition, he
then digs it back up and places it in his
own home upon the journey’s completion.
Bad luck is said to follow those who fail to
retrieve the horseshoe.

Wizard’s Home (Spirit-Channeling)
Range: Near

Duration: 1 month

Save: no

This ritual is the source of many legends
and songs. When completed, it causes the
caster’s home to become bigger on the in-

side than would seem possible. Using this
ritual, the caster can add one room (or its
rough equivalent in size) per level to his
dwelling. Particularly large rooms, like a
feasting hall or a barracks, count as two
“rooms” for this purpose. The home stays
unchanged on the outside but has become
much larger to those inside its walls.

Furthermore, all parts of the caster’s
home are always within touch range of his
magic, regardless of actual distance. This
makes the mage a formidable opponent
indeed while in his own home.

Most mages who practice this magic
cast the ritual on their homes every month
in order to maintain sufficient space for
their libraries, accoutrements, and various
oddities. If a mage should fail to do so, all
items and furnishings from the magical
rooms are lost. They might or might not
be found elsewhere later. Any servants,
guests, or friends who were in the rooms
at the end of the ritual’s duration also end
up in other places. It is unwise to overstay
your welcome in the dwelling of a home-
body wizard.

The Wizard’s Home must be cast be-
neath the same phase of the moon each
month. The components for the ritual are
an old stone, a fresh brick, mortar, and a
freshly-cut branch of yew. All of these
items are consumed in the two-hour pro-
cess of casting the ritual as the mage goes
from room to room, marking his bound-
aries, making secret signs, opening new
doors, and muttering words of magic.

Level 3 Rituals

Bear’s Endurance (£ther-Weaving)
Range: Near

Duration: 1 week/level

Save: no

A mage with the knowledge of this ritual
can make his friends hardy and strong,
able to face great dangers and still journey
on. This ritual has two effects on the caster
and his party. First, they receive +2 on any
Strength checks that they must make for
the ritual’s duration. Secondly, they have
one bonus hit point which goes away
when the ritual’s duration ends.

In order to cast this ritual, the mage
must serve a feast on the eve of his party’s
departure. All those who are going on the
journey must be present, including any
henchmen, allies, or beasts of burden. This
is an extravagant feast, including the best
food and wine available, and so the cost
will be at least 5 cp per participant. Dur-
ing the feast, the mage must sit on the skin
of a bear he himself has slain on a hunt.
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Continual Light (Spirit-Channeling)
Range: Touch

Duration: Permanent

Save: no

This ritual causes an object to glow with a
light as bright as full daylight. The glow
lasts forever. While the light produced by
this spell is indeed natural sunlight, it's a
captured form of sunlight, so it's too weak
to petrify a troll, paralyze a draug, or dust
a vampire. The light does, however, cause
all creatures with an aversion to sunlight
(including trolls, draugs, vampires, and all

beastmen) to become -1 to attack rolls and
Morale while exposed to the light.

During the casting of this ritual, the
mage must chant for three hours over the
object under the light of a full moon; then
he must immerse the object in pure spring
water which captured the light of the mid-
day sun from that same day.

Friends (Zther-Weaving)
Range: Self

Duration: 1 day/Level
Save: no

Blessing himself with powers of leader-
ship and trust, the mage grants himself a
+3 bonus on Charisma checks made to
interact with others. While the ritual is in
effect, all who meet him are impressed by
his words and bearing.

The mage requires various mystical
herbs, which he makes into a thick drink
and then imbibes. To make his words
sweet, he then paints his lips with his own
blood at the culmination of the ritual.

Minor Animation (Spirit-Channeling)
Range: Touch

Duration: Permanent

Save: no

Granting a portion of his own power to a
mundane object, the mage fills it with a
magical “life” and a crude sense of devo-
tion. This ritual turns any medium-sized
ordinary object, such as a sword or broom,
into an Animated Object (pg. 139).

To cast the ritual, the mage needs the
object in question, a quiet sanctuary, and a
pound of copper dust. Once the ritual is
cast, the mage loses a point of Strength
(which cannot be restored by any means).
The mage may, at any time, destroy his
own Animated Object, thereby regaining
this lost Strength. Alternatively, if the ob-
ject is ever destroyed by another, the mage
then regains his lost Strength.

Nepenthean Drink (Zther-Weaving)
Range: Touch

Duration: Permanent

Save: no

This ritual lets the mage brew a batch of
healing potions for later use. Upon com-
pletion of the ritual, he produces a num-
ber of potions equal to his level, each of
which keeps more or less forever so long
as it is sealed. These are normal healing
potions which restore 2d4 hp each.

A mage requires a quiet place to create
his potions, perhaps his private laboratory
or a sacred grove. The caster requires a
number of clean, crystal phials equal to
the number of potions he is creating, each
costing about 30 cp and probably difficult
to find. The phials are reusable once emp-
tied, provided that the mage cleans them
with the water of a clear stream. Further,
the mage requires an assortment of herbs
or other ingredients which are often hard
to come by.

Scribe Scroll (Spirit-Channeling)

Range: Touch

Duration: Permanent

Save: no

This ritual allows the mage to prepare a
magical scroll containing a single other
ritual. While scribing the scroll, the mage
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must cast both this ritual and the ritual to
be contained on the scroll and must have
the material components for each. Should
either casting roll fail, the scroll will con-
tain a broken and unpredictable version of
the ritual in question.

Once complete, any literate character
may read the scroll and unleash the ritual.
Doing so requires one full round (i.e. three
moves) per level of the contained ritual;
for instance, a scroll containing a level 5
ritual will take 5 full rounds to read. If the
reader is anyone other than the original
creator of the scroll, he must then make a
Charisma check of his own. Failing this
roll causes the magic to go awry as any
other failed roll to cast a ritual; remember
that failed ritual rolls always result in the
casting of the ritual, but the magic will be
changed and uncontrolled. In any case,
the scroll is destroyed when used.

The material components needed for
this ritual are all the accoutrements of a
scribe, and various kinds of arcane inks
and quills. The precise sort of ink and
quill will vary according to the ritual con-
tained on the scroll. Such rare materials
could cost up to 200 cp per level of the
ritual to be scribed, if they are even avail-
able for sale at all. The mage may have to
undertake perilous quests to gain the mat-
erials needed to make such scrolls.

Skin of the Woodwose (ZEther-Weaving)

Range: Touch

Duration: 2 hours/level

Save: no

Binding the spirit of the forest to his tar-

get, bark literally grows out of the target’s

skin, providing 2 bonus points of AC and

+1 to all saves for the duration of the spell.
The magic requires bark from a living

tree in the dark heart of the forest, stuck to

the target’s bare skin with a paste of tree

sap and the spellcaster’s own blood.

Strengthen the Bond (Spirit-Channeling)
Range: Touch
Duration: Instant
Save: no
This ritual strengthens the union between
mage and familiar, with great benefits for
both the caster and the familiar. The ritual
requires that the mage (of course) already
have a familiar gained by casting the 1st
level ritual Bind Familiar. Furthermore, a
mage and a familiar must have been to-
gether for at least one full year before they
are able to strengthen their bond, and may
only use this ritual together once.
Upon completion, the caster picks one

of the following benefits:

* The physical bond between sorcerer
and familiar is strengthened. The mage

and the familiar each gain +2 hit points.
Additionally, the familiar becomes strong-
er in combat, doing an extra 1d4 points of
damage and gaining +1 to hit.

* The magical bond between the sorcer-
er and familiar is strengthened. The mage
picks one spell or trick that he knows, and
he may now cast that magic “through” his
familiar, using the familiar itself to deter-
mine range, line of sight, and other such
considerations.

* The mental and emotional bond be-
tween sorcerer and familiar is strength-
ened. The range through which the mage
may use his familiar’s senses extends up
to a mile, and the mage may communicate
with the familiar telepathically over that
same distance.

Some mages tell stories of their own
familiars teaching them this ritual and
casting the magic with them. While this
may or may not be the case, the familiar
must certainly be a part of the ritual. Just
as with the Bind Familiar ritual, the mage
must burn incense and rare herbs and
both mage and familiar must work the
magic. After the ritual is complete, the
mage must spend the next week in close
communion with his familiar, not engag-
ing in any adventuring activities.

Wizard Lock (Spirit-Channeling)

Range: Touch

Duration: Permanent

Save: no

The mage chants the words of secrecy,
permanently sealing a door or chest so
that only he may open it, or another to
whom he has given the command word.
The door may still be forced open by
strength, but it may otherwise never be
breached.

This ritual requires a tiny silver key
and the first flower of an elderberry tree.
The mage must make a paste from the
flower and from certain other, commoner
ingredients, rubbing this substance on the
door in question. At the culmination of the
ritual, the caster must swallow the key
and say the word of entry aloud.

Level 4 Rituals

Alter Self (ZEther-Weaving)

Range: Self

Duration: 1 day/level

Save: no

When this ritual is cast, the mage can alter
his own appearance in many different
ways, changing his height or weight and
features to that of any other human or hu-
man-like creature. In order to imperson-
ate a particular person or creature, the cas-

ter must succeed on a Charisma check
made at a penalty of =5 (separate from the
casting roll; skills like acting apply).

The mage must gather the hair of three
unblemished yearlings, all from the same
flock, and a shawl knitted from fresh, un-
dyed cotton. After placing the hairs upon
his own head and covering his face and
shoulders with the shawl, the mage then
reveals himself in his new form.

Augury (Spirit-Channeling)

Range: The Cosmos

Duration: 1 month

Save: no

By stretching his will into realms beyond,
the mage asks questions about the near
future and opens himself to the inscrut-
able answers of those who dwell beyond.
The caster states one of the particular chal-
lenges which lie ahead of him (e.g. facing
the warband of Ghiirz the ogre chieftain)
and then gains a +2 bonus to attribute
checks and saving throws made regarding
that challenge for the duration.

This ritual is very dangerous. A mage
who casts it risks opening a gate to the
outer realms. If he should fail the casting
check, then a demon or other wicked spirit
of some sort gains entry into the physical
world. This spirit probably doesn’t make
itself known right away, but it will be
very, very interested in the sorcerer who
brought him here.

Casting this ritual requires a clean bra-
zier of cold-wrought iron, which the mage
then fills with various offerings meant to
propitiate the spirits beyond: small sacrifi-
ces, sweet-smelling incense, or some of his
own personal valuables.

Condense &therium (£Lther-Weaving)
Range: Touch

Duration: Permanent

Save: no

This ritual is similar to the 3d level ritual
Scribe Scroll, except that it lets the caster
store a spell instead of another ritual. The
mage must have access to an alchemy lab,
including a special apparatus (which costs
500 cp) for condensing magical energy in-
to its solid crystal form, atherium.

The four-hour ritual consumes other
components costing not less than 150 cp.
At the end of it, the mage has a fist-sized
crystal of pure setherium which contains
one use of a spell that he knows. Drawing
the magic out of the crystal takes 1 full
round and total concentration.

Heart of the Ox (Zther-Weaving)
Range: Near

Duration: 1 hour/level

Save: no
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Blessing each of his companions in turn,
the mage grants to them the strength of
the Otherworld. The caster may affect all
of his companions (including himself) in
Near range, up to a dozen individuals.
Each affected character gains 1d6 points of
Strength for the duration of the ritual (up
to a maximum of 18).

In the casting of the ritual, the mage
must sacrifice a healthy ox with a hand-
sharpened obsidian dagger which must be
shattered against the animal’s breast-bone.

Invisibility (Spirit-Channeling)

Range: Touch

Duration: 1 day/level

Save: no

This magic makes the target completely
invisible: he cannot be seen by any natural
means, although he still makes noise as
normal, leaves footprints, and can bump
the furniture. Should the target attack any
creature, the magic ends immediately. The
target may otherwise move about and act
normally.

Wielding such mighty magic requires
the sacrifice or the true name of an appro-
priate spirit, such as a wind elemental or
demon of secrecy. Such spirits may, if they
survive the ritual, become angry with the
caster.

Mighty Glamour (Spirit-Channeling)
Range: Near

Duration: Concentration

Save: yes

This ritual functions much as the Greater
Illusion spell (see page 52), but the mage is
now able to conjure much larger illusions
which are capable of more actions. This
ritual allows the mage to create and con-
trol the believable image of a small army
of several hundred men, or of a mighty
monster, such as an ancient dragon. The
images are capable of speech, and they
may even act somewhat independently of
the mage: for example, a phantom army
will not march without the mage’s direct
order, but the illusory soldiers will lounge
about, play at illusory dice, and eat their
illusory rations. The phantasms will last
until the mage’s concentration is broken.
A viewer who has reason to believe that
the images might not be real may make a
saving throw, and success means that they
recognize the shapes as naught but empty
visions.

During the casting of this ritual, the
mage must have material components di-
rectly related to the illusions he wishes to
create. This is relatively straightforward
for a band of troops: a soldier’s uniform

and an old musket will do. If he wishes to
create the image of a dragon or demon,
then the components become much rarer
and harder to obtain.

Shape of the Forest (£Ether-Weaving)
Range: Self

Duration: Special

Save: no

By means of this magic, a mage may take
on the shape of a mighty tree, such as a
large oak. This tends to make the character
quite durable and capable of taking sus-
tenance from the land around him much
as trees do, unless the weather or terrain is
unusually bad.

Furthermore, the character gains an
intimate knowledge of the natural world
around him; when he reverts to human
form, he will know about all interesting
locations within a 7-league radius. Finally,
while in this form, the character may
commune with any other nearby trees and
learn the things that they know, though it
should be noted that trees don’t value the
same information as humans.

Unlike most rituals, this magic has a
minimum duration of one week. Beyond
that, the caster can remain in this form for
as long as he likes, aging as the trees do.
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However, there is a danger; for every full
year that the spell-caster holds this form,
he must make a Charisma check or lose
himself completely and stay a tree forever,
or else wait to someday be awakened by
an even mightier magic.

This ritual is also unusual as it calls for
no material components at all. Instead, the
mage must wander the land he wishes to
become a part of for the four hours it takes
to complete the ritual and commune with
his future fellows. Should his concentra-
tion be interrupted in any way during this
time, he will be unable to complete the
magic.

Wizard’s War (Spirit-Channeling)

Range: Touch

Duration: 1 day

Save: no

A war-mage may cast this ritual on the
eve of battle so that he or one of his boon
companions can face their most dangerous
foes. For the duration, a single target gains
a +1 bonus to all attack rolls and saving
throws, a 1 point bonus on AC, and +1 to
the character’s base critical hit range
(which will become 1-2 for most charac-
ters; better for experts). All of the target’s
attacks also count as magical and can thus
harm creatures which are otherwise im-
mune to ordinary attacks.

This ritual requires that the caster in-
scribe elaborate runes on the target’s main
hand with precious gold and silver inks.
Then, upon completion of the ritual, the
target must swallow a silver bullet.

Level 5 Rituals

Arcane Sight (Spirit-Channeling)

Range: Self

Duration: 1 day

Save: yes

Using powerful words of truth and clarity,
the mage opens his eyes to the unseen
world. For the duration of this ritual, the
mage is considered to be under the effects
of a successful casting of the Second Sight
trick, meaning he can see all spirits; and
the Sense Nature spell, meaning he can
sense a creature’s alignment and whether
they are supernatural (or under the con-
trol of any supernatural entity). Further-
more, the caster may perceive all invisible
and incorporeal beings and sees through
all illusions.

Any creature the caster investigates
may attempt a saving throw to conceal its
alignment or supernatural nature, but this
cannot stop the caster from seeing invis-
ible things. Such power has a downside,
however; the mage is easily distracted by

his expanded awareness and suffers a -2
to all d20 rolls (attacks, saves, checks) for
the duration of the ritual.

This ritual requires a clean robe of un-
dyed linen which has never been worn be-
fore and a clear chunk of crystal the size of
a man'’s fist. While casting the ritual, all
the shadows that normally veil the eyes of
men are absorbed into the crystal, which
turns a murky color and then becomes
quite heavy (EV 1). The mage must carry
the crystal with him for the whole dur-
ation of the spell; losing it ends the effect.

Dispel Magic (Ether-Weaving)

Range: Near

Duration: Instant

Save: no

Working this ritual will instantly end all
magical effects within Near range of the
target. All spells, rituals, and tricks stop
immediately, as do the powers of magical
creatures and items. Magical items thus
affected may even permanently lose their
magical properties; each item affected has
a 50% chance of permanently losing all
magical powers, though artifacts are never
affected in this way. Note that spells and
rituals with a duration of Instant are not
lasting magical effects themselves, and so
they cannot be dispelled.

This is an academic process for most
mages, who must spend the casting time
in research of the magic which is affecting
their immediate area, casting small, minor
magicks along the way. Completion of the
ritual requires various arcane components
which are common to wizard’s laborator-
ies, costing around 500 cp.

Greater Bond (Spirit-Channeling)

Range: Touch

Duration: Instant

Save: no

This is a more powerful version of the
level 3 ritual Strengthen the Bond. The
caster and familiar must have already
been together for a year or more and must
have already undergone the Strengthen
the Bond ritual in order to benefit from
the Greater Bond. Upon completion of the
ritual, the caster picks one of the benefits
described in the text of Strengthen the
Bond on page 61. The caster may choose
the same benefit as taken before, in which
case the benefits will “stack.” If the mage
chooses to increase the range of his bond
with the familiar for a second time, the
range is extended to a league.

Just as with the other familiar rituals,
the mage must burn incense and rare
herbs, and both mage and familiar must
work the magic. After the ritual is com-
plete, the mage must spend the next week

in close communion with his familiar, not
engaging in any adventuring activities. Of
course, each mage and familiar may only
share this ritual together once.

Ritual of Healing (£Ether-Weaving)
Range: Touch

Duration: Instant

Save: no

By the powers of light and life, the mage
blesses a companion, curing him even of
serious wounds, which knit themselves
back before his eyes. Upon completion of
the ritual, a single target regains 1d10 hit
points per level of the ritual’s caster, up to
his normal maximum hit points.

As usual, wound levels are lifted at a
rate of 1 wound per 7 hit points healed; all
wounds must be removed from a wound-
ed character before hit points start to heal.

The mage must minister to the target’s
wounds with unsoiled cloth of white linen
and prepare a poultice of rare herbs. After
tending to the patient and chanting pray-
ers and blessings for the five hour ritual,
the mage must bury a piece of electrum
beneath an elm tree as an offering to the
old gods.

Storm’s Wrath (Spirit-Channeling)

Range: Far

Duration: 1 hour/level

Save: yes

This ritual summons a great storm, com-
plete with roaring winds, heavy rain, and
deafening thunder. The storm covers a
wide area, perhaps a square mile or more,
and dissipates naturally at the end of the
ritual’s duration. For the duration of the
storm (and no more frequently than once
per turn) the mage may call down bolts of
lightning onto his foes within Near range.
The mage may do so once per level, and
each bolt does 1d6 damage per level of the
caster. For example, a fifth level mage
would be able to call down five bolts of
lightning, each doing 5d6 points of dam-
age, over the course of a five hour storm.
All targets may save for half damage. In
order to call down these lightning strikes,
the mage must stay within the area of the
storm, and both he and the target must be
under the open sky.

In order to cast this ritual, the mage
must propitiate the winds and the storm
clouds by chanting the secret names of the
winds and then sacrificing an unblem-
ished yearling from a flock with a silver
dagger. The dagger is then thrown into a
large fire, which the first rains of the storm
soon extinguish. The mage must also have
a branch of an oak struck by lightning
within the past moon, which he points at
his target to direct the lightning strikes.
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True Identification (Spirit-Channeling)
Range: Touch

Duration: Instant

Save: no

While the level 1 ritual Arcane Experiment
gives a vague idea of the properties of a
magical item, this ritual allows the caster
to completely determine the functions of
such items. If successfully cast, the referee
should tell the player the full effects of the
item in question.

This process is much the same as for
the level 1 ritual, and it requires the com-
plete focus and attention of the caster over
the course of five hours of close study and
experimentation. The mage needs a fully
equipped laboratory to perform such tests
and must melt 3 ounces of pure gold (i.e. 9
coins) in the process, which is used to test
the purity of various bits of the item.

If cast upon an artifact of power, this
ritual gives up no more information than
Arcane Experiment. Such items defy full
understanding.

Witch’s Blessing (Spirit-Channeling)
Range: Far
Duration: 1 year
Save: no
Villagers with a friendly witch in their
midst do not fear famine and drought the
way most farmers do. This ritual targets a
single human settlement of up to a thou-
sand inhabitants. For the duration, all the
village’s gardens and farmlands produce
fine quality crops, regardless of other con-
ditions. Only magical weather or curses
have the ability to affect these crops.
While casting this ritual, the mage
must have seven representatives of the
village’s population take part in the mag-
ic and must make an appropriate sacrifice
to the spirits of the land. The nature of this
sacrifice varies according to local custom
and tradition but is always a costly affair,
such as the loss of a whole flock, the des-
truction of all the weapons in the village,
or even the death of a male lord (in places
more tainted with Chaos than usual).

Level 6 Rituals

Contagion (Zther-Weaving)

Range: Far

Duration: Instant

Save: yes

This evil and widely-feared magic brings
an ordinary but virulent plague to a large
area, like a major city or a small county of
several villages. After the completion of
the ritual, every member of the populace
in the area must make a saving throw or

come down with the disease, which will
then run its normal course. The disease is
virulent but not necessarily fatal; you may
assume that many of the young and old
fall victim to it, but that most of the heal-
thy adults shake it off. If it is important to
know if a particular character survives the
plague, have him make a Strength check
with a +3 bonus to make it out after sev-
eral days of illness.

Legends say that a Necromancer cast
this magic on the capital city of an ancient
empire before conquering it, weakening
the population to the point that they could
offer no real resistance.

This ritual requires several rare and
foul ingredients, which will vary based on
the particular disease the caster chooses.
Examples of ingredients include the corp-
ses of a dozen recent victims of plague, the
heart of a demon of disease, and the tooth
of a basilisk.

Fire Ball (Spirit-Channeling)

Range: Near

Duration: Instant

Save: yes

The mage rains fiery destruction upon his
foes, obliterating whole military units or
large, dangerous beasts. While the ritual
takes quite a time to cast, if the mage can
find his way to a safe hill or tower near a
battle, he is likely to destroy his foes upon
its completion, when a small ball of flame
flies from his hand and explodes into a
raging inferno, forty feet in diameter. All
targets within the inferno immediately
suffer 1d8 points of damage per level of
the caster, though they may attempt a sav-
ing throw for half damage. Furthermore,
everything within the inferno is likely to
catch fire, as are any combustible mater-
ials near the blaze, which may mean that
the fire spreads quite far.

Such powerful magic requires intense
concentration and the essence of a fire-
spirit. This can only be gained by knowing
the true name of such a spirit or elemental
and binding it into a small object of some
sort, which is destroyed in the ritual.

Full Restoration (£Lther-Weaving)
Range: Touch
Duration: Instant
Save: no
With gentle words and a magical touch,
the mage heals the target of all damage,
wounds, and energy-drain and cures all
diseases and poisons within the target.
Even magical afflictions and curses are
lifted by this ritual. The target must sleep
through the night and wakes at full hit
points and in perfect health.

The mage must wrap the target in old

linens previously used in the ministration
of the sick, such as dressings and sheets
from a house of healing. After the lengthy
ritual, the target must have a full night of
uninterrupted sleep.

The Great Curse (£ther-Weaving)
Range: Far
Duration: Permanent
Save: yes
The mage utters a mighty curse which be-
stows crippling penalties upon the target
for the rest of his life, causing him to suf-
fer a =5 penalty on all d20 rolls. Hopefully
the poor soul can find some other magic to
counteract the curse.

This ritual requires that the mage craft
a likeness of the target from pure gold,
which he then hurls into a raging bonfire
while uttering a single word of Chaos.

Shape of Stone (Zther-Weaving)

Range: Self

Duration: special

Save: no

Like the level 4 ritual Shape of the Forest,
this mighty ritual changes the character’s
form, in this case turning him to solid
rock. The character requires no sustenance
while in this form and is impervious to
normal damage. Furthermore, the mage
gains intimate knowledge of the natural
world around him; when he reverts to hu-
man form, he will know about all interest-
ing locations within a 7-league radius.

Unlike most rituals, this magic has a
minimum duration of one week. Beyond
that, the caster can remain in this form for
as long as he likes, as ageless as the hills.
However, there is a danger; for every year
that the caster holds this form, he must
make a Charisma check or else lose him-
self completely and stay a stone forever,
or until he can be awakened by an even
mightier magic.

This ritual is unusual, as it requires no
material components. Instead, the mage
must sit in quiet contemplation of the rock
formation or ground he wishes to become
a part of for the entire six hour casting
time. Should his concentration be inter-
rupted in any way during this time, the
magic will fail.

Shape of Stone may also be cast “in re-
verse”, to lift a curse of petrification (such
as that inflicted by the gaze of a gorgon)
from another character. This version of the
ritual does require a material component:
an ounce of gold, worked into the shape of
a sewing-needle. At the finale of the ritual,
the mage drives the golden needle into the
stone form of the victim to be revived; the
needle slides easily into the stone and then
disappears before the target awakens.
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Wizard’s Flight (Spirit-Channeling)
Range: Touch

Duration: 1 hour/level

Save: no

The target of this ritual takes to the skies
and flies just like a bird (at a speed of 120
per move in combat, or about 5 leagues
per hour if traveling long-distance). When
the duration ends, the target immediately
descends to the earth but does not fall.

The mage must fashion a drape of fea-
thers from unusual birds in order to cast
this ritual. For instance, the mage might
make a cloak from the tail feathers of the
ravens who dwell in the dark heart of the
wood, or a mantle of feathers from none
other than the rare pheenix.

Wizard’s Tome (Spirit-Channeling)

Range: Touch

Duration: Permanent

Save: no

Mages are notoriously jealous and close.
Many mages wish to record their magicks
for their apprentices to learn later or to
remind themselves of all the rituals that
they know but are afraid that a rival will
steal their secrets. This ritual protects a
mage’s grimoire, making it dangerous or
impossible for another to read. The ritual
has several possible effects on a book of
spells. First, it might cause the pages to
appear as complete gibberish. Secondly, it
could contain a single incorrect and very
dangerous spell or ritual. Finally, it may
contain any other spell known by the cas-
ter as a trap for unwary readers; the spell
will be automatically cast and targeted at
any reader of that spell. The book may be
made accessible by the utterance of a com-
mand word, or perhaps, if the wizard has
a whimsical streak, introducing the book
to a new reader. The referee and player
should work out the details of all of these
effects on any grimoire so enchanted.

The material components needed for
this ritual are always fine and unusual
book-making materials. A wizard’s tome
is very personal and almost always odd.
Some are bound in the hides of magical
creatures or penned in silver ink. In any
event, it is a costly endeavor, requiring at
least 5,000 cp worth of materials.

Level 7 Rituals

Awaken the Wood (Zther-Weaving)
Range: Far

Duration: 1 day/level

Save: no

The trees live and breathe, but they are
sleepy creatures. This ritual awakens the
trees of a forest, though it does not control

them, so a mage can never know just what
the wood will do. Upon completion of the
ritual, the forest in which the mage is
standing awakens, and all of the trees
within it gain the ability to move, though
slowly, and to strike and tangle with their
limbs. The trees will attack those who
anger them, having a +4 to hit and causing
d6 damage. The forest is likely to be big
enough that fighting back is effectively
impossible for the victims, who would be
wise to flee instead. The forest may move
itself up to a mile per day.

This ritual requires that the mage pro-
pitiate the spirits of the wood with a great
many offerings over the course of working

the ritual. Just what these offerings are
might vary; the mage may have to drape
rare silks over the branches of the oldest
trees, feed the roots of the youngest with
his own blood, and water the edges with
magical spring water of some kind.

Determine True Name (Spirit-
Channeling)

Range: The Cosmos

Duration: Instant

Save: no

The mage reaches into the Cosmos in deep
contemplation and determines the true
name of his target, no matter what plane
of existence it inhabits.
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The mage must have a silver plaque of
perfect dimensions to cast this ritual. After
burning incense on the plaque, the true
name of the target appears momentarily in
flames upon the surface, and it is then
burned into the silver forever.

Master’s Bond (Spirit-Channeling)

Range: Touch

Duration: Instant

Save: no

This ritual is a more powerful version of
the level 3 ritual Strengthen the Bond and
the level 5 ritual Greater Bond. The caster
and the familiar must have already been
together for a year or more and must have
already undergone both the Strengthen
the Bond and Greater Bond rituals in or-
der to benefit from a Master’s Bond. Upon
completion of the ritual, the caster picks
one of the benefits described in the text of
Strengthen the Bond on page 61. The cas-
ter may choose the same benefit as taken
before, in which case the benefits “stack.”
If the mage chooses to increase the range
of his bond with the familiar for a second
time, the range is extended to a league. If
the mage chooses to increase the range of
his bond with the familiar for a third time,
the range is extended to 3 leagues. Just as
with the other familiar rituals, the mage
must burn incense and rare herbs, and
both the mage and the familiar must work
the magic together. After the ritual is com-
plete, the mage must spend the next week
in communion with his familiar, not en-
gaging in any adventuring activities. Each
mage and familiar may only share this
ritual together once.

Scrying (Spirit-Channeling)

Range: Far

Duration: 1 hour

Save: yes

This ritual allows the mage to spy upon an
individual, seeing and hearing everything
that happens in the target’s presence for 1
hour. If the target makes a saving throw,
not only does the ritual fail, but the target
also knows that something is amiss.

The mage must have a silver basin of
pure water in which to view the target
and must have a magical connection to the
target, such as a piece of hair.

Wall of Flame (Spirit-Channeling)

Range: Far

Duration: 1 month

Save: no

This mighty ritual conjures forth a sheet of
flame, twenty feet high and two feet thick.
This wall of fire extends up to three miles
in length, running in a straight line or
surrounding an area. Any creature that at-

tempts to pass through the wall will suffer
2d6 points of fire damage, +1d3 per level
of the caster. Even coming within a few
feet of the wall will cause creatures 1d4
damage from the heat. The fire requires no
fuel, but it is likely to ignite anything near
it at the time of the casting.

Harnessing such awesome magic re-
quires powerful fuel. In order to cast this
spell, the mage must have several spirits
of flame bound and in his possession. The
ritual requires at least 10 hit dice worth of
fire spirits or elementals. These spirits are
forever extinguished when this ritual is
completed. Legend says that the spirits’
cries of torment can be heard near the
wall, and that their true names are erased
from all minds and scrolls when the effect
of the ritual finally ends.

Word of Truth

Type: AEther-weaving

Range: Self

Duration: 1 week

Save: yes

For the duration of this ritual, it is incred-
ibly difficult to tell a lie to the caster. Upon
first trying to lie to the mage, one may roll
a saving throw; only with success may one
then speak the lie. Of course, such power-
ful magic of truth makes it impossible for
the caster to lie for the duration.

During the working of this ritual, the
mage must craft a straight and unadorned
rod of oak taken from a tree growing in a
magical grove. No other hand may touch
this staff until the ritual is completed; the
mage then carries it with him, a symbol of
truth.

Level 8 Rituals

Beating Back the Dark (ZLther-Weaving)
Range: Far

Duration: 1 year

Save: yes

By manipulating the strands of fate and
the powers of light and darkness, the wiz-
ard brings a measure of peace to the land.
For a year and a day, all hostile monsters
and Chaotic supernatural beings are driv-
en out of an area eight leagues in diame-
ter. Any creature with at least 4 hit dice or
more gets a saving throw to resist the ef-
fects of this ritual.

The ritual requires at least five unique
material components that belonged to the
most powerful monsters or spirits dwell-
ing in the area, and thirty small, uncut
diamonds, each worth at least 200 copper
pieces, which must be buried at two-mile
intervals along the edges of the protected
domain.

Masterful Illusion (Spirit-Channeling)
Range: Near

Duration: Permanent

Save: yes

The greatest of illusion magicks, this ritual
allows the caster to create the appearance
of whole towers, buildings, or landscapes.
The images include appropriate illusory
inhabitants which are capable of speech,
and which may even act somewhat inde-
pendently of the mage; a phantom army
will not march without the mage’s order,
but they will lounge about, play dice, and
eat their illusory rations. The images last
forever unless dispelled. Viewers with a
reason to believe that the images might
not be real may make saving throws, and
success means that they can recognize the
shapes as only empty visions.

As with a Mighty Glamour, the mage
must have material components directly
related to the illusions he wishes to create.
An illusion of a tower and surrounding
buildings might require an actual found-
ation of stone upon which to build the
phantasms, for instance.

Raise Undead Horde (Spirit-Channeling)
Range: Near
Duration: Permanent
Save: no
It is said that the mightiest necromancers
can command whole legions of the dead,
and mortals rightly fear such dark magic.
This ritual transforms all corpses within
range of the caster into zombies (95%) or
ghouls (5%). These creatures are assumed
to be under the control of the caster for as
long as they are animated in this way.
Such dark magic requires the foulest
of all components: a human sacrifice. The
victim must be bound for the duration of
the ritual and then slain with a dagger of
iron. Hopefully the heroes can stop the rit-
ual in time!

THAT'S A LOT OF SAVING THROWS

Certain rituals, such as Contagion and Dream, affect
whole populations but allow a saving throw. Obvi-
ously, rolling the saving throws of a couple thousand
peasants is ridiculous. But, most of the time, there is
no need to know whether the spell affects a particular
individual unless that character appears in the game,
in which case the referee can make the saving throw
for the NPC right then, even though the ritual might
have been cast some time ago.

Moreover, the referee may assume that a specific
percentage of the populace is affected, based on the
average saving throws of the inhabitants. For instance,
the average human has a saving throw of 6, so the
referee may assume that 30% of the population
makes the save and is unaffected, and the remaining
70% succumb to the effect.
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Shapeshift (Spirit-Channeling)
Range: Near
Duration: 1 day/level
Save: yes
By means of the magic of shape and form,
the mage transforms himself or another
target into a different creature entirely.
The assumed form can be of any size, but
it must be a living creature with a physical
body, and it must have no more hit dice
than the caster does levels. The target may
return to human form at any time before
the ritual’s end, but this ends the magic.
There is no need for the target to make a
saving throw if he is a willing participant,
but unwilling targets may. A successful
saving throw negates the ritual entirely.
This ritual requires a material com-
ponent from the desired form, whether a
dragon’s scale or an eagle’s feather. Addi-
tionally, the mage must have at hand a
brooch covered in runes of changing and
life, which is smashed during of the ritual.

Storm of Ice (Spirit-Channeling)

Range: Far

Duration: 1 day/level

Save: no

Not content with simple downpours and
tempests, a wizard with sufficient power
can summon a true blizzard, even out of
season. Temperatures drop precipitously
over the course of the first day of the rit-
ual’s effect, and then the snow begins that
night, along with intense winds. Anyone
caught without shelter in such a storm is
likely in mortal danger. This ritual can
play havoc with local weather patterns
and crop growth.

The mage wishing to summon such
mighty storms must bring back a central
component from a mythical place of cold
and storm, such as an icicle from the arctic
north or a feather from the kingdom of the
wind gods. Whatever this component is, it
has a central role in an eight hour long
ritual involving many more components,
such as incense, silver powder, and rune-
inscribed braziers. All of these compara-
tively mundane items cost at least 1,000
copper pieces.

Wooded Guardian (Zther-Weaving)
Range: Touch

Duration: Permanent

Save: no

This ritual transforms an ordinary, fully
grown tree into a living guardian with the
stats of a woodwose (pg. 158). The guard-
ian has its own will and personality, but it
is fully loyal to the caster. The guardian
must always remain within 300 yards of
the spot where it was animated, so most
mages cast this ritual just outside their

homes or some other location which they
wish to protect.

The mage must grow the tree himself,
from the time it was a sapling. This means
that few young mages are able to attain
such protection, although there are other
magicks which can accelerate the growth
of the tree.

Level 9 Rituals

Change Name (Spirit-Channeling)

Range: Far

Duration: Instant

Save: yes

This terrifyingly powerful and dangerous
magic is actually capable of changing the
true name of its subject. The caster must
know the target’s current true name, but
he need not be in the target’s presence. If
the target is unwilling, it may make a sav-
ing throw to ignore the ritual. Of course,
the caster’s knowledge of the target’s true
name will give the save a =5 penalty. The
victim will know that something funda-
mental has changed but will not know its
new true name.

This ritual requires that the ritualist
have a physical connection to the target,
such as a fingernail or a bit of hair. As
mentioned above, the caster must also
know the target’s true name, which must
be engraved on a plate of gold and then
melted in a forge. A new object must be
crafted with that same gold, and the mage
then inscribes the new name on it.

Dream (ZAther-Weaving)
Range: Far
Duration: 1 week/level
Save: yes
The mage sleeps and enters a lucid dream
for at least 9 hours. While there, he crafts
dreams and nightmares of his choosing.
Upon completion of the ritual, all inhabit-
ants of an entire region who fail a saving
throw will have similar dreams. The mage
does not have complete control over what
the inhabitants will dream, though a gen-
eral message or a certain emotion can be
passed on via the dream. For instance, the
mage could not have all the inhabitants of
the barony receive a specific message in
their dreams telling them to visit a hidden
spring at an exact time, but he could make
them experience repeated visions, leaving
them with a strange and powerful desire
to wander into the woods near the spring.
The mage can make these dreams so
terrifying or disorienting that those who
fail their saving throws have a -3 penalty
to all of their die rolls for the duration of
the ritual. Great sorcerers of long ago eras

were said to cast this ritual before sending
their armies to invade a region.

Before the mage sleeps for the 9 hours
of the ritual, he must dress in a cloak of
Faerie silk and place upon his head a fine
crown of silver and platinum worth some
2,000 copper pieces. When he wakes, the
crown will be gone, left in the world of
dreams.

Nightmare (Spirit-Channeling)

Range: Far

Duration: 1 week

Save: yes

The mage summons a horrific creature of
Shadow who sits upon the sleeping tar-
get’s chest every night for a week, allow-
ing it no rest and draining it of strength.
The target is allowed a saving throw every
night, though at a =5 penalty. If the target
passes any of these saving throws, then
the nightmare dissipates and may not re-
turn. While in effect, the nightmare causes
the target 1d10 hit points of damage every
night and causes very unpleasant dreams,
not allowing spell-casters to recover their
mana or technologists to make new chem-
ical preparations for the next day, allow-
ing no healing to come to the victim from
rest, and causing a —3 penalty to all rolls
for the duration of the ritual.

The caster must have a magical con-
nection to the target, whether a bit of hair
or a true name. The caster must also craft
a hideous statue of obsidian, which melts
into a swiftly-moving shadow and then
travels to plague the victim.

Perfect Health (ZEther-Weaving)

Range: Far

Duration: Instant

Save: no

This mighty miracle affects a whole town
or city. All inhabitants of the target settle-
ment are instantly healed of all damage,
wounds, and energy-drain; cured of any
diseases, poisons, and hexes; and restored
to good health as appropriate to their age.
Even magical afflictions and curses will be
dispelled by this ritual. While casting this
ritual, the mage must wander the settle-
ment and speak to its inhabitants over the
course of nine hours. Upon its completion,
the mage expends so much of his magical
energy that he loses a single experience
level. The mage is then assigned the min-
imum experience points for his new level.

Spectral Guardian (Spirit-Channeling)
Range: Near

Duration: Instant

Save: no

The mage brings forth from the eether a
spiritual companion and protector. The re-
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lationship between this guardian and the
mage is not unlike that between a mage
and familiar; the guardian counts as an
ally. The spirit had no existence before be-
ing fully formed by the magic of this rit-
ual, but it immediately gains a true name
upon its creation. The mage may see his
guardian at all times and may confer this
ability on others if he chooses. Spectral
guardians typically have 10 hit dice and
special abilities determined by the mage; a
sample guardian is shown on pg. 175.

The caster must fashion an image of
the spectral guardian’s true form before
casting the ritual. The statuette must be
made of rare and precious materials and
be of exquisite craftsmanship; an average
example would contain several thousands
of coppers worth of materials. The ritual
itself requires complete seclusion, and it
must occur on an astrologically significant
date. It also results in the mage losing a
single point from an attribute score of his
choice. This loss is permanent and may
never be recovered.

Level 10 Rituals

Break Enchantment (Spirit-Channeling)
Range: Near

Duration: Instant

Save: no

This ultimate magic will immediately and
completely end all magical effects within
Near range, regardless of their origin. Un-
like the level 5 ritual Dispel Magic, this
ritual will even reverse the effects of any
spells or rituals with a duration of Instant.
All magical items in the area lose any and
all powers permanently; and even artifacts
are rendered inert. The miracles and pow-
ers of gods and godlike beings are also
ended and broken. Magical creatures are
not necessarily destroyed by this ritual,
but their powers are all rendered useless
and they are likely to feel uneasy in the
presence of this effect.

Besides the elaborate ritual itself, there
are no material components for this mag-
ic. Rather, the mage must sacrifice his own
power; upon completion of the ritual, the
mage cannot cast any magic of his own for
ayear and a day.

The Dawn Gate (Spirit-Channeling)
Range: Near

Duration: Instant

Save: no

A truly foolish mage may open the “gate
between the dawns” —a doorway between
one world and the next. By crafting such a
gate, the caster makes it possible for crea-

tures from either realm to enter the other,
provided they can physically pass through
the doorway or portal created. Needless to
say, this is extremely dangerous and likely
to wreak havoc on one or both realms in
question. This ritual may be used either to
open such a gate or to close one. The ritual
may be cast again to reverse the effects,
but only after a full month has passed, by
which point the world may very well have
changed a great deal.

The other realms which are directly
accessible from the mortal realm by means
of this ritual include any parallel material
planes or universes (i.e. alternate Earths),
Faerie, and Shadow.

In order to cast this ritual, the mage
must first find a suitable location which is
already attuned to the other realm. Such
places are rare, but they do exist through-
out the world: Faerie and Shadow are the
easiest planes to reach, because they share
basic geography and landmarks with the
caster’s home plane. By the time a mage is
able to cast this ritual, he has quite likely
already encountered these sorts of special,
“attuned” places in his travels—or at the
very least, the means to research the loca-
tion of many suitable sites.

After finding an appropriate location,
the caster and his followers and friends
must build an actual gate, which absolute-
ly must appear as an impressive monu-
ment. No simple doorway will do; rather
the mage must construct a mighty henge,
temple, or pyramid at the location of the
ritual. Such an endeavor could take a very
long time and a lot of manpower, and the
mage may need to enlist the aid of whole
villages, cities, or even kingdoms in the
creation of the portal. Closing such a gate
is easier, as it only requires that the mon-
ument be destroyed or in some way bar-
ricaded during the casting of this ritual. Be
warned that destroying or barricading the
door without a successful casting of the
ritual in order to also close the gateway is
futile: the passageway between the planes
will remain open.

Mortality (Zther-Weaving)

Range: Far

Duration: Instant

Save: no

Even the gods fear the mightiest sorcerers.
This ritual makes one spirit of any kind —
even a deity —who is otherwise immortal
into a mortal being. The target is likely
still of immense power and does not age
but may now be killed by violence. Such is
the power of this magic that the target
does not receive a saving throw to resist it.
Thus do deities fall and new ages replace
the old.

The only components required for this
ritual are the target’s true name and the
caster’s own will to live. When this ritual
is cast, the caster’s life is forever tied to his
target’s. Thus, if the target ever dies, so
does the caster —and vice versa.

Resurrection (Spirit-Channeling)

Range: Touch

Duration: Instant

Save: no

By means of this ritual, a mighty wizard
may bring the dead back to the world of
the living. The target must have been dead
for no longer than three days in order to
make it back to the realms of the living;
otherwise, the ritual will fail.

The dangers are great. Any use of this
ritual opens a gate between the worlds of
the living and the dead, and something
else unintended will come through, unless
the caster aces the casting roll. Otherwise,
the referee is encouraged to have a suita-
ble demon plague either the characters or
the entire region in which the ritual was
performed.

This great feat of magic requires that
the ritualist wrap the target in fresh linen
and burn rare and wondrous herbs for ten
hours. Over the course of that time, the
mage places his hands upon the target’s
head and, in spirit, enters the land of the
dead. While there, the mage must make a
great sacrifice, leaving behind either a part
of himself (permanently losing a point
from one of his attribute scores), or some-
thing more precious (treasured memories,
a level, even his sight).

Wall of Stone (Zther-Weaving)

Range: Far

Duration: Instant

Save: no

The mage causes the earth to quake and a
great sheet of rock to burst forth from the
ground. The resulting wall will be several
yards thick and up to a half mile in length,
forever changing the landscape. The caster
can determine a rough shape for the wall,
even using this ritual to encircle his tower
or sanctum, though the stone is obviously
unworked, and it will never be uniform or
perfect.

The mage must place upon a golden
plate a gem of extremely high value (at
least 5,000 copper pieces worth). This gem
is then swallowed up within the resulting
wall, buried deep inside the rock. While
the duration of the spell is Instant (mean-
ing that Dispel Magic cannot cause the
wall to disappear), should an enterprising
thief ever manage to mine into the center
of the wall and remove the gem, the stone
wall will collapse.
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Magical ltems

The sorcery of mages is not the only sort of magic in the
world. Many items carry magical powers of their own,
either because they were enchanted by powerful wizards,
blessed by the gods, or last and best, infused by magic due
to fate or circumstance. Each magical item is a unique trea-
sure with its own rules. Some are simple and only narrowly
useful, such as a lover’s charm, while others have the pow-
er to shake kingdomes.

Weapons

All adventurers wish they had a magical blade at their side.
Most magical weapons give a bonus to hit (but not to dam-
age); for instance, a Sword +2 gives its bearer +2 on all to-
hit rolls. Many magical weapons also have other effects.

Axe of the Deep: Forged long ago by Giott the Goblin,
First King under the Mountain, this fine golden battle-axe
grants the bearer +2 to hit. Perhaps more import-antly, the
bearer of this axe may see in even pitch blackness, and all
who follow him into battle are +1 to Morale.

Brother’s Keeper: This long sword has a notch broken
out where two hundred years ago, on the very day it was
forged, a younger son broke it on his brother’s neck. Ever

since then, the notch has wept blood whenever its bearer
was in danger. Additionally, it grants +1 to hit under all
circumstances; but against the bearer's own relatives, the
bonus to hit becomes +3. Its curse is that the +3 bonus will
be sorely needed.

The Free Arrows: These seven arrows are obviously of
strange make, with heads of a dark, shiny metal (adamant).
They always automatically strike their target, doing normal
damage for a bow. However, the player should still roll to
hit; if they roll a 20, the arrow instead strikes one of their
friends or allies. Each arrow may only be used once; they
destroy themselves once when loosed.

Serpent Slayer: Elf Lords of old forged this kingly
weapon for the slaying of the mighty dragons who once
ruled the skies. It is a great sword with +2 to hit; but
against dragons and serpents of all kinds, the bonus to hit
becomes +4 and the damage dealt to such creatures may be
rolled twice, applying the higher damage roll. Furthermore,
the bearer gains +4 to all saving throws versus dragon’s
breath, and the blade glows with a pale light when in the
presence of true dragons (drakes, wyrms, and longs).

Weyland’s Iron: This deceptively simple blade was
forged long ago from meteoric iron by Weyland Smith
himself. It grants +1 to hit and can harm any creature, no
matter its immunities.

Armor

Magical armor typically lowers the AC of its wearer. A rare
few magical armors are also less encumbering than normal
armors of their type.

Royal Thief Reds: This is a red-dyed Buff Coat +1 (AC
8) which grants a +2 bonus on all Dexterity checks made to
sneak or hide.

Cuirass of Righteousness: This breastplate of polished
steel never rusts. It counts as a Cuirass +1 (AC 4), but only
if the wearer is worthy —a truly selfless hero. Most people
who don the cuirass find that it is only AC 6 for them, and
if a true villain puts it on, it’s as good as no armor at all (AC
10), but still as cumbersome as any cuirass.

Shield of the Lion: A fierce lion’s head, cast in bronze,
sits in the center of this round shield of ancient design. As a
Shield +1, it grants the wielder -3 to AC; and, once per day,
a bearer who knows of its power may cause the lion’s head
to let out a terrible roar, causing all enemies in near range
to save or else flee for 1d8 rounds.

Potions

Potions are a staple of fantasy and legend, not to mention a
quick way to give a flagging character a chance to bounce
back. Village wise-women and stuffy alchemists across the
lands make minor potions for many reasons, kind or cruel.
Zther: Among the rarest of all potions, this volatile
and effervescent substance will restore one spell’s worth of
mana to a mage who drinks it. Rumor suggests that in the
hands of a skilled chemist, ather can be made to transform
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itself into just about any mundane chemical, or any of a
tech’s liquid chemical preparations. (Either transformation
requires that the tech work at transmuting the potion for
about half an hour, using any ordinary chemistry set.)

Full Sight: This rare and airy brew will let the drinker
see spirits, ghosts, and the invisible until the next sun-up or
sun-down. (Don’t spike someone’s drink with this.)

Healing: The hero’s favorite: a flask of this concoction
will restore 2d4 hit points of damage to a character who
drinks it. (It can even lift a wound level if the dice turn up a
total of 7 or 8.) It also cures paralysis.

Love: A staple of every witch’s repertoire, the love pot-
ion’s strength will vary by maker. The drinker is affected as
though the target cast the False Friend spell.

Strength: A single flask of this harsh brew will grant
the drinker a Strength score of 18 until the arrival of sun-up
or sun-down, whichever comes first.

Herbs

Magic is all around, not just in the items enchanted by wiz-
ards and sorcerers. The magic of growing things permeates
the world. All herbs have properties that common folk
would consider magical, but a few, rare sorts are particular-
ly special. The following herbs appear magical to any mage
using the Sense Magic ability and are highly sought after by
sorcerers, apothecaries, and alchemists. Finding such herbs
is very difficult; if an herbalist is trying to find any of them,
he will receive at least a —6 penalty (more than negating the
usual +5 skill bonus), even if in a region appropriate to the
herb. For this reason, herbalists of means often establish a
hidden or well-protected garden to grow such herbs them-
selves, though even this is difficult and requires seasonal
Intellect checks.

Blue Hallows: A creeping herb which flowers only
in early spring, the Blue Hallow is greatly sought after by

healers and caretakers. The small blue flowers and juice
from the stems can be brewed into a sweet-smelling but
bitter tea. Any who imbibe such a tea regain a single hit
point and may immediately make a saving throw to recov-
er from illness, fatigue, or fear.

Elder Rose: These are roses of a deep, vibrant red that
only bloom very near to the equinoxes in places where the
fae-folk tread. They have no thorns and climb high on trees
and walls. Legends say that these flowers are the gifts of
lovers, friends, and parents, and that two who have been
bound by such a gift shall never be parted. A character who
receives an elder rose as a gift finds it easier to receive help
from the giver of the rose. For about two days, while the
rose remains fresh, the recipient of the rose gains an ad-
ditional +1 bonus when helped by the giver (usually +3).

Gnoll’s Bane: Beastmen cannot stand the scent or sight
of this plant. It grows in deep forests and does particularly
well in dry soil. It has reddish, prickly leaves and beautiful
but small white flowers. If the plant is fresh and worn on a
character’s person, beastmen receive a —1 to any attack or
action directed against that character.

The Golden Bough: Sometimes, upon certain trees in
ancient, sacred places, a certain bough will produce leaves
of a deep, golden yellow all year-round. The leaves and sap
from such a branch have powerful magical properties re-
lating to the restless dead. Anyone who chews one of the
leaves can see the spirits of the dead for one hour; and no
undead creature of any kind will attack him.

High King'’s Breath: This scraggly weed was brought
to the land many generations ago by the first High King. It
grows in only a few places, but where it does grow it grows
abundantly and spreads easily. In the spring and fall it puts
out small white flowers, and it stays green throughout the
winter. The herb has medicinal properties and grants a +1
bonus to any herbalism or healing check when used in a
poultice or boiled in water to create a tea. The flowers,
whether dried or fresh, have powers of warding and pro-
tecting and can give a +2 bonus on checks of this type, such
as when a mage casts the Circle of Protection ritual.

Winter Aconite: A deadly and rare herb, this plant
grows only in the winter in shadowed valleys and beneath
the shade of the largest oaks. Even touching the petals of its
jet-black flowers forces a saving throw; failure results in the
loss of 1 hit point. The flowers and stems can be brewed
into a poisonous liquid, the ingestion of which causes 3d6
damage and incapacitates the imbiber for at least a week,
who must remain bedridden or else suffer a =10 penalty to
all d20 rolls. A drinker may save to negate the damage but
will still be very ill and suffer penalties as above.

Witch Myrtle: This delicate, green plant grows rarely.
It climbs quite high and has small flowers of the deepest
purple. It is said to possess powers of protection, secrecy,
and escape. A skilled herbalist knows how to weave a pro-
tective amulet of the stalks without damaging the flowers,
and any who wear such a ward receive a +1 bonus on rolls
to hide, sneak, or escape.
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Rods

Wizards are particularly fond of enchanted sticks. Some of
these items are usable only by mages, but others can be
used by any class.

Rowan Rod: An enterprising young mage crafted this
twisted stick to help him in his spell casting. Only mages
may use the Rowan Rod. It grants the mage mana for one
extra spell-casting per day. Additionally, when the proper
command word is uttered, a blue candle flame will spark at
the tip of the rod.

Rod of Snakes: This cedar rod is carved in the shape of
a snake, and with a drop of human blood and a command
word, it will turn into a rock python (see chapter 5, page
125) for four rounds. The creature obeys the will of the one
whose blood was used.

Wizard’s Rod: A potent symbol of magical power, this
is one possible variant of the sort of magical rod made by
the strongest of mages. It produces light as a torch upon
command, improves its bearer’s AC by 3, and grants +2 to
hit. Its greatest powers, however, and those which enhance
its owner’s spellcasting: the staff allows the mage to auto-
matically pass a trick or ritual casting check once per day.

Yew Branch: This lithe rod holds great power over the
dead. With a successful Charisma check, the user can cast
Banish Undead, as the spell, up to three times per day.

Miscellaneous Magic

Many magic items do not fit into any of the above categor-
ies. Stories and legends are full of magic rings, robes, stat-
ues, and other things.

Cursed Pouch: A small pouch of worn leather, this
item seems at first to be a blessing. Legend says it was
made by a clever witch many years ago to teach a greedy
merchant a lesson. It can hold about 30 coins at a time, and
it doubles any money held within it during the full moon.
However, the owner faces several dangers when carrying
this pouch: he suffers a =5 to any and all saving throws and
cannot heal naturally from rest or the ministrations of those
with the healing skill (including surgery).

Protector’s Band: This simple silver bracelet protects
its wearer from various sorts of danger, improving the AC
of the wearer by 4 and giving a +2 bonus on all saves.

Ring of Gills: This copper ring is carved in the shape
of a fish eating its own tail and grants its wearer the ability
to breathe underwater.

The Shelf of Disorder: A strip of light pine awash in
knotholes, this seemingly innocuous board will rearrange
whatever is set down near it. Small items left unattended
within 5 feet of the board are randomly switched about the
area when no one is watching. Mages will find it impossible
to cast rituals while in the same room as this shelf, and they
are in grave danger of having any such castings go horribly
wrong should they persist.

Shoe Souls: Simple (but indestructible) cuts of leather
adorned with images of kindness serve as the soles of this

battered pair of boots. The wearer gets +2 on Charisma
checks if he’s done a selfless act for a stranger or enemy
within the last hour.

Sign of the Faerie Court: Most great courts of the fae
produce these small tokens, though their form varies from
court to court. A gathering of mighty fae ruled by a High
Elven queen might craft small green gemstones set in finely
wrought silver-white metal, while a Night Hunt of sluagh,
draugs, hags, and other Dark Fae might craft lumps of dull
stone set in brass. In any case, these tokens are a great gift
and are only given to the truest of faerie friends. When the
bearer is in danger, any fae creature that serves the gifting
court within a one-league radius will know of the danger
and get a sense of the owner’s location.

Troll’s Mitts: Scuffed, torn, and patched, these over-
sized leather gloves shrink to fit any hand that tries them.
Taken from the grave of a violent troll warlord, they move
with his strength at their new owner’s command, granting
double damage with mélée and thrown weapons and +5 to
all Strength checks. Such power comes with a price, how-
ever; the human body was not made to bear such strength.
The user must make a saving throw each round the gloves
are used or take 1 point of damage per level of the wearer.

Artifacts and Relics

Artifacts are wholly unlike other magical items. Such items
have incredible power, far beyond that of other magical
items, but also a mind of their own. Their origin stories are
often complex and certainly the stuff of legends; often they
were crafted by the gods themselves or bear weighty places
in history. They are not found casually in a monster’s lair
(unless they want to be), and they are apt to change any
campaign into which they are placed. Think of an artifact as
an extremely powerful, but limited, NPC. Like any good
nemesis, an artifact will shape the story. Here is an example
of the sort of artifact around which a game can be made:

Sample Artifact: The Foundation of Peace

This cubic block of limestone appears to be quite large and
heavy but is actually quite light and may be lifted by any-
one with Strength 10 or higher. Legends say that a being
from the realm of Law carved this to protect the realms of
men against marauding demons and other evil spirits.

If the Foundation is used in the construction of a stone
building, that structure gains several magical powers. First,
only characters and creatures of Lawful alignment (which
usually means “humans who aren’t mages”) may enter the
building; Neutral and Chaotic beings simply cannot set foot
inside. While the master of the building touches the Foun-
dation of Peace, he can instantly determine if anyone in his
presence is lying to him.

The true powers of the stone become apparent only
when placed in the foundations of a lord or ruler’s keep.
Anyone who swears (and keeps!) an oath of fealty to the
master of the house containing the Foundation gains sev-
eral benefits. First, they receive a 5 point bonus to AC while
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within the domain of the ruler. They gain +10 to all saving
throws against magical effects produced by Chaotic crea-
tures, regardless of their distance from the stone. Finally, all
of these “oathsworn” can instantly recognize one another,
knowing friend from foe.

The Foundation of Peace does not help men for their
own gain, whatever the king may tell himself; it is not a
tool meant to make happy kingdoms. Rather, it is a power-
ful artifact of rigid Law, and its goals are stability and order
above all. If placed in the foundation of a ruler’s keep as
described above, all of that ruler’s subjects will gradually
find themselves losing their sense of creativity and innova-
tion, but they won’t quite be able to explain why. For every
year that the stone is in a ruler’s foundation, all of his sub-
jects must make a saving throw; failure causes their inde-
pendent spirit and any artistic inclination to melt away for
good. This change is permanent and may only be reversed
if the Foundation is removed or the keep demolished. In
this case, the inhabitants’ capabilities slowly revert to nor-
mal over the course of the next year.

Finally, the Foundation leeches away at all the magical
power within its realm. Every year that a character with the
mage class lives within the stone’s domain, he must make a
saving throw or else lose a level. Levels lost in this way are
regained as soon as a mage makes his home outside of the
stone’s domain. Magical beasts are likewise affected, losing
a hit die every year instead of a level.

Relics are something altogether different: less than artifacts,
but more powerful than ordinary magical items. Relics tend
to be tied to a particular history, family, or character —and
they always have a story.

Sample Relic: Father’s Sword

This blade has been passed down for generations, and it
carries great magic. It grows in power along with its wield-
er, matching the might of its bearer. The sword gains a new
magical property for each level of the character using it.
The following table describes these powers. The sword al-
ways has the properties of its wielder’s level and all pre-
vious levels.

Because the powers of this item grow as the character
levels, it allows a character to begin with a family weapon
and keep it for the entire campaign, as in much fiction. The
referee and players should feel free to invent their own ver-
sions of this and other relics.

Level Properties

1 The sword is magical, but has no bonus to hit. It can still harm
creatures immune to mundane attacks. Also, the sword always
finds its way home when lost; it is never apart from its rightful
owner for more than a day or two.

2 The sword aids its bearer and grants a +1 bonus to hit.

3 The bearer gains a +1 bonus to all saving throws. The sword also
sends vague dreams to its wielder when grave danger lies in the
near future; the specifics of such dreams are left to the referee.

4 The sword gives its bearer a 1 point bonus to AC.

5 The sword warns its bearer of impending danger. When there
are enemies within a radius of 30 yards, the sword glows with a
dim light.

6 The sword gives its bearer another +1 to hit (total +2)

~I

The bearer gains another 1 point bonus to AC (total -2).

8 The sword makes its bearer swift in battle; whenever the bearer
is engaged in a one-on-one duel, he may roll two dice (or draw
two cards) and use the better result to determine initiative.

9 The swords looks after the health of its bearer, who can no
longer become poisoned or sick in any way when in possession
of the sword.

10 The sword gives its bearer another +1 to hit, for a total of +3.

Creating Magical Items

Fantasy literature is filled with stories of magical items:
powerful blades, magical potions, protective amulets. Such
items are often discovered by heroes on their quests, which
is the default assumption in most RPGs. Just as frequently
in the stories, however, the heroes forge their own items of
power and carry them into danger with them. Players will
certainly want to create their own magical items over the
course of a long-term campaign.

In a steampunk game, of course, it’s expected that most
of the items the characters make for themselves are going to
be of a high-tech nature (chapter 4 covers this sort of tinker-
ing and inventing). That’s the main reason that Engines &
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Empires now uses this subtler system of “fairy-tale” magic
for spells and items both and dispenses with the OSR stan-
dard of gonzo, “weird tale” magic. (That said, though, if
you do prefer to include more traditional magical items in
your campaign, refer to Appendix B —they’re all there.)

This chapter presents some simple rules for creating
magic items that fit with the intended tone of this game.
There are three different and distinct methods of making
such items: crafted magic items, items blessed by the deeds
of their bearers, and items enchanted by mages.

Crafted ltems

These are the simplest kinds of magical items. A gifted
craftsman produces a kind of magic altogether different
from that of a wizard. Doing so requires rare and difficult
materials and some amount of luck.

Characters making crafted items absolutely must have
a crafting or trade skill appropriate to the item. In order to
make a crafted magical item, a character must first acquire
special magical materials appropriate to the item. Making a
magical dagger might require a chunk of meteoric iron or
the silver coin a man was buried with, while magical rope
may be woven from an elf maid’s hair. Searching for these
ingredients will likely result in an adventure in and of it-
self. If the materials were too easy to find, the characters
would swiftly be loaded down with minor magical items,
which could make the magic feel humdrum and ordinary.
That is the last way magic should feel.

These materials are naturally more difficult to work
with than ordinary ones, and so they impose a penalty to
the character’s crafting roll to make the item. This is why
only the greatest craftsmen can make such items with any
regularity. The referee sets the penalty, but =10 is a good
starting point.

The player then makes the appropriate skill check,
such as a Dexterity check with a bonus from the weaving
skill to make a magical shawl. If the character succeeds, he
has managed to make a minor magical item. The referee
and player should talk about what sort of power the item
might have, but it should be kept small and simple; a +1
bonus to hit for a dagger of meteoric iron, or the ability to
untie itself when needed for a rope of elven hair. A minor
item of this sort should produce effects similar to those of
well-cast magjic tricks.

Some rare crafted items hold even more power. If the
character succeeds on the roll, and if the item is being craft-
ed at a particularly auspicious time (such as on the Solstice
or during a rare alignment of the planets), and if the referee
is willing to allow it, then the item will be even more spec-
ial. Now the dagger of meteoric item might always remain
hidden on the character’s body, or the elfin rope may never
break by any natural means. The powers of these more pot-
ent crafted items should be approximately equal to those of
a spell. Most craftsmen only ever get the chance to create
such an item once in a lifetime.

Here are some examples of crafted items:

Beautiful Ring: This precious piece of jewelry inspires
awe and sometimes jealousy in those who see it on the
hand of the wearer, granting a +2 bonus to any Charisma
check to impress strangers. Creating this ring required a
diamond from a magical mine in the distant south and a
Dexterity check augmented by a jewel-crafting skill.

The Single-Handed Sailor: A skilled boatwright made
this small catamaran, and its uncanny way of always find-
ing its way home has become legendary on several islands.
The boat gives a +2 bonus to sailing checks. Creating the
Single-Handed Sailor required a special, silvery wood from
a faerie forest and a Dexterity check using a boatwrighting
skill.

Healing Draughts: These simple potions restore 1d3+1
hit points to the drinker. Creating them requires gathering
rare and delicate herbs and passing an Intellect check with
the herbalism skill. Herbalists can create them in batches of
3 at a time, boiling the herbs overnight; but a given square
mile area usually only has enough herbs for 6 such potions,
and then only in the spring or the summertime.

The Standard of the House: A mighty lord who had
been victorious in many battles employed the most skilled
weaver in his lands make him this banner. While brandish-
ing it, the wearer gains a 1 point bonus to AC, and the men
who follow him in battle are +1 to Morale. Creating it re-
quired golden thread from the faerie woods and a Dexterity
check using a weaving skill.

The War Crown: A powerful blacksmith hammered
out this helm of iron in a rush before battle and gifted it to
his lord. It grants its wearer a +2 bonus to all saving throws
and 2 extra points of AC. Creating it required a chunk of
meteoric iron and a Strength check using the blacksmithing
skill. It is particularly powerful because the smith just so
happened to forge the helm on All Hallows” Eve.

ltems of Deed

An ordinary sword, once plunged into the acidic heart of a
foul murkwyrm, is no longer an ordinary sword. The ring
which has adorned the hands of ten generations of High
Kings as they conquered their enemies and defended their
lands is not simple decoration. Such items become imbued
with the weight and power of their deeds.

When a character accomplishes a truly impressive task,
the player may make a conscious decision to have an item
used in the accomplishment of that task, or closely associ-
ated with it, become a magic item of deed. Doing so simply
requires the unanimous approval of the referee and all the
players at the table.

The referee must be careful only to allow this type of
item creation when something truly worthy of legend has
happened. Such events likely only occur once or twice in an
entire campaign, and sometimes not at all. Items of deed
are mighty instruments of their bearers’ power, and they
should always remain special and rare. Most longtime role-
players remember certain very special events in their games
that caused everyone at the table to gasp in disbelief or grin
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from ear to ear in admiration. Those are the moments that
create this sort of item.

Players who invoke this rule are never entirely sure
what sort of item they will end up with. These items often
have desires of their own. They bear the weight of their
own history and all that comes with it.

First and foremost, once a character has created a mag-
ic item of deed, he will never again under any circumstan-
ces wield any other item of that type willingly. The sword
which he used to slay the dragon is now the only sword
that he will ever bear; the ring he wore at his coronation as
High King is the only ring he will ever wear. Secondly, the
item immediately grants a bonus to performing its primary
function. A weapon of deed automatically gives its bearer a
+3 to hit, armor gives an additional 2 points of AC, and any
other item gives +4 to a particular, specific type of attribute
check (for instance, a smithing hammer which unforged the
chains of a demon prince now gives a bonus to all smithing
rolls; or the aforementioned coronation ring, which gives a
bonus on diplomacy rolls).

The item will then confer three additional powers. For
each of these further powers, roll 1d6. A result of 1 or 2 in-
dicates that the item gains an even greater bonus of the
above type: weapons get a further +1 to hit; armor, an extra
-1 to AC; and other items, a further +2 to the same type of
attribute check, or a +2 bonus to another related kind (e.g.
the hammer might give a bonus to other crafting rolls in ad-
dition to smithing; the ring, a bonus to all rolls to persuade,
bluff, or intimidate the bearer’s subjects).

If the die result is 3-6, however, the item gains another,
often more extraordinary power. The referee must carefully
consider the history of the item and the character of its
bearer and make a decision. Each of these powers should
be of some moderate effectiveness, approximately equal to
the power of a mage’s spells (not tricks or rituals). Each
power is either always in effect or may be invoked by the
bearer once per day, depending on its function (the smith-
ing hammer might burst into flames once a day and burn
all foes in near range; the ring might always confer a bonus
initiative roll/draw, thereby allowing the wearer to act be-
fore others, as befits a king).

Should you find yourself at a loss about powers, just
fall back to having the item give its bearer a +2 bonus to
saving throws. Items of this sort tend to want to protect
their bearers so that they have the opportunity to continue
to grow their legends.

Items of deed have their own personalities and drives.
The item will want to reenact its moment of becoming by
achieving other feats of that sort. The dragon-slaying sword
will want to fight dragons or other mighty beasts. If the
bearer is ever again in the presence of such a creature, there
is a chance that the sword will force him to act according to
its drives. The item will be no more sentient than a keen fox
hound, so it must be in the presence of its desires to drive a
player to action. After having determined the powers of the
item, now roll 1d6 to determine the item’s Personality. The
referee should record this number secretly. Whenever the

bearer is in a situation in which the item would push him to
act in accordance with its drive, the character must make a
saving throw at a penalty equal to the item’s Personality.
Failure indicates that the character must follow the item’s
desires until they are resolved, or for one full day, at which
point he may make another roll. Finally, an item of deed
always counts as a relic.

Here are some sample items of deed:

The First King’s Sword: This blade of ancient but still-
shining bronze was carried by a king at the very beginning
of civilization. He used it to slay the Elf Queen when he
claimed the lands for men and Law. The First King’s Sword
stands in opposition to an older world of Chaos and fae
desires. It is the size of a short sword, with a beautifully
engraved hilt of silver. The First King’s Sword has several
magical properties. First, it gives the bearer a +4 to hit. It
wails loudly when disembodied spirits of Chaos are nearby
and causes double damage to such foes. Finally, the sword
will not allow itself to be parted from its owner, always re-
turning mysteriously by moonrise if taken or lost.

The First King’s Sword has a Personality rating of 5,
and its main drive is to establish order and oppose the fae.
It will urge its wielder to set up kingdoms, trade organiza-
tions, or fraternal orders. While it will tolerate the presence
of sylvan elves and common dwarfs, it will attempt to push
its wielder to bloodlust and combat when in the presence of
any kind of powerful fae with 5 or more (monster) hit dice.

Lover’s Loom: When the village lay under a pall of evil
sorcery, turning all of the inhabitants to lifeless automata, a
band of heroes freed the dwellers from their wicked over-
lord. After obtaining their freedom, two of youths from the
village fell in love, and the town celebrated their liberation
with its first wedding in a generation. Then the town weav-
er made new garments for all of the inhabitants and special
clothes for the lovers. This was the loom he used to do so.

The Lovers’ Loom gives to its user a +4 bonus on all
weaving rolls. Additionally, anyone in the presence of the
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loom must make a saving throw in order to commit any act
of violence. Anyone who has begun a job using the loom
will find that they do not run out of the necessary materials
until the job is done. Finally, any cloth woven by this loom
is immune to all ordinary wear and tear, although it can be
destroyed intentionally as easily as any ordinary cloth.

The Loom has a Personality rating of 2. It always seeks
harmony and balance. It will try to get its owner to do free
work for the worthy poor.

Enchanted Items

Wizards are usually the most prolific creators of magical
items. Through the use of special rituals, characters with
the ability to use magic can craft items of power which car-
ry many mighty enchantments. Doing so is an arduous and
time-consuming task, and it can often lead to several dire
adventures as the mage in question gathers the necessary
materials, finds a suitable location in which to work the en-
chantment, and does whatever is necessary to ensure that
he has enough time undisturbed to finish the great work.

Presented here are four separate rituals which a mage
may use to enchant a magical item. These rituals follow the
same rules as other rituals, with the following important
exceptions.

First, the casting time for each of these four enchant-
ment rituals is a full month per level of the ritual, not an
hour per level of the ritual. While the mage obviously takes
breaks and sleeps during that time, working the enchant-
ment must be his sole major activity for the entire duration.
A mage may not adventure while enchanting the item and
must be in relative seclusion. Any more than perhaps an
hour or two of the waking day away from the work means
that the enchantment has failed. Second, mages must have
a fully equipped alchemical laboratory in order to work the
enchantments. What exactly this entails is left up to the ref-
eree, as different campaigns will suggest different types of
laboratories, based on the cultures and backgrounds of the
characters in the game. At base, assume that setting up a
laboratory requires a great deal of money and at least one
adventure to find and secure a suitable location, whether in
the character’s home village or in a secluded and magically
potent area. Some mages, like a village witch, work with
only simple tools and materials, but they must still spend a
great deal of time and effort to set up a laboratory. Perhaps
they are more concerned about the magical resonance of
their home and the materials used in its construction.

Third, the precise material components required to cast
these rituals will vary immensely from item to item, and
the group and referee should work together to make each
item’s requirements unique and appropriate to the magic in
question. The only consistent requirement is that the object
must be made of mystical and unusual materials of some
sort. For example, a sword of meteoric iron or with a dra-
gon’s tooth set in the pommel would be appropriate when
crafting an enchanted blade, but an ordinary sword would
not. The referee and players together should be able to de-

cide on a case-by-case basis whether a given material is spe-
cial enough to warrant the use of this ritual.

Finally, these enchantment rituals are all cumulative. A
character must first enchant any item with all of the earlier
enchantment rituals before working on a more powerful
one. For instance, a character cannot simply cast the Third
Enchantment ritual on an item; he must first go through the
process of casting the First and Second Enchantments on
the item, building its power as he does so. This means that
creating a powerful item with the Final Enchantment ritual
will be a truly daunting task, requiring the acquisition of
many mystical materials and almost two years of devoted
study and magical work. Thus are the items of great power
only ever created once in a generation. (The rituals do not
have to be cast immediately one after another. A mage may
return to his work later.)

Each enchantment can only be worked on a given item
once. Once an item has received, for instance, a minor pow-
er from the Second Enchantment, it cannot gain another by
this means; the only way to make the item more powerful is
to give it greater powers from one of the later enchantment
rituals. A great item made with the Final Enchantment will
therefore have three powers under most circumstances: a
minor power from the Second Enchantment, a moderate
power from the Third Enchantment, and a greater power
from the Final Enchantment.

All four of the Enchantment rituals are of the “spirit-
channeling” type. They have a range of Touch, a duration
of Instant, and no need for a saving throw.

EXAMPLE LABORATORY

A player, having reached level 4 as a mage and learned the First and Second
Enchantment rituals, decides that it's finally time to set up a laboratory so
that he can get some work done. The group likes using their home village as
a base and resting-space, so the laboratory needs to be close to home. After
some discussion, the referee sets up a quick adventure which will involve
cleansing an old mill down the river of some water spirits and then claiming
the location as a budding wizard's tower.

After taking the mill, the mage PC needs to expend a considerable
amount of money setting up the lab, and most of the supplies are only
available in the great city to the south. The referee manages another session
of adventure as the group heads to the city and has to make deals with
many merchants in order to secure the beakers, braziers, rare herbs, and
other materials necessary for the lab. The referee decides that this all costs
the mage PC about 1,000 copper pieces—a small fortune!

The First Enchantment (Level 1)

This is the first ritual a mage learns for enchanting items. It
makes any single small item permanently magical. How-
ever, it has no further effect. All enchanted items must first
have this ritual cast on them. Most often this ritual is cast at
the beginning of a much longer process to produce an item
of power. On its own, it has two useful functions: to make
weapons able to harm disembodied or enchanted creatures;
and to trick thieves who can detect magic into thinking that
otherwise mundane items are valuable.
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At this point in the enchantment process, the only com-
ponents required are the unusual materials of the item itself
and access to an alchemical lab, as described above.

The Second Enchantment (Level 4)

With the knowledge of this ritual, a mage begins to learn to
give magical items useful but minor powers. After an item
is imbued with the magic of the First Enchantment, this
ritual can be cast to enchant it with a single minor power.
Examples of minor powers are: a +1 bonus to hit with a
weapon; the ability for such a weapon to do double damage
to a particular type of creature, such as black dragons or
vampires; the power to shine light as a torch from the item
upon command; a +2 bonus to a particular kind of saving
throw; or a small boost to a character’s natural abilities, e.g.
a ring which lets a mage cast an extra spell every day, or an
amulet which increases an expert’s critical hit range by 1.

In addition to access to the laboratory, the mage will
require a special and unique material component based on
the nature of the power being granted to the item. An axe
which grants a bonus against trolls might require the blood
of a troll king; a staff which lights the way, the essence of a
will-o’-the-wisp; or a lucky amulet, a strip of leather from
the boots of a hanged man.

The Third Enchantment (Level 7)
Items which hold the Third Enchantment often become the
stuff of legends and are highly sought after by adventurers
and their foes. This ritual gives an item which has already
been through the previous two enchantments an addition-
al, moderate power. Examples of moderate powers are a +3
bonus to hit for a weapon; the ability for such a weapon to
slay a particular type of creature outright should they fail a
saving throw; the power to summon an elemental spirit of 5
hit dice once a month; a +2 bonus to all saving throws; or a
great boost to a character’s natural abilities, such as a ring
which lets a mage ignore a failed casting roll once per day,
or an amulet which grants a fighter an extra half-attack per
round, or which raises an expert’s crit multiplier by 1.
Bonuses to hit (or other die rolls) are not cumulative
with those gained from previous enchantments. Moderate
powers should be truly impressive, but they should not
exceed the power of a level 5 or 6 ritual. At this level of
power, the mage must use extremely rare ingredients. A
mighty arrow which will slay dragons might require the
pure water of the sea lord’s domain; a great wizard’s rod
might need to be shod in mythrill from the Erlking’s forge;
and a potent amulet might require stealing all the memor-
ies of success from a figure of legend.

The Final Enchantment (Level 10)

Very rarely do mages attain enough power to cast the Final
Enchantment, and rarer still are those who have the oppor-
tunity to work such legendary magic. Items holding this
enchantment are among the greatest wonders of the world,
and they gain a greater power in addition to their others.
Examples of greater powers are: double damage from all

attacks with a weapon; the power to banish any spirit of a
particular type for a century from the realms of men once
per day; a +5 bonus to all saving throws; or even an extra-
ordinary and unique ability, such as a huge anvil that may
summon an apocalyptic storm or cause an eclipse when
struck. Greater powers should be game-changing and awe-
inspiring; the sky is the limit. All magic items bearing the
Final Enchantment count as artifacts.

Gaining the material components for this ritual should
be the impetus for several sessions worth of play or per-
haps an entire short campaign. A spear of ensorcelled iron
which is the deadliest weapon in the world might require
the ashes of the seven great emperors of the ancient world;
a cauldron which opens a portal to the lands of the dead
might require the ending of an entire civilization.

Here are some examples of enchanted items:

The Grimalkin Dagger: Created by a notorious witch
and spirit-conjurer, this dagger was forged that she might
threaten her otherworldly minions. It is a ritual blade with
a cat-shaped pommel, made of silver-plated steel. It has no
special powers, but it may harm spirits and other creatures
which are immune to non-magical weapons. This item is
enchanted with only the First Enchantment.

The Brooch of Comfort: This golden pin fits neatly on
any cloak or coat and carries the image of a bear’s face. It
keeps its wearer always at least marginally dry and warm
under ordinary circumstances. The character will certainly
still get damp in a torrential downpour, but he will find
himself in a much better way than his unprotected compan-
ions. The Brooch gives the wearer a +2 bonus to any saving
throws involving the weather or water. In order to make
this item, a wizard traded for magical gold with the goblins
under the hills and burned the pelt of a ferocious and leg-
endary dire bear in the flames of his forge when casting the
Second Enchantment.

The Legate’s Lorica: While most find it difficult and
cumbersome to travel in armor, this suit of ordinary-seem-
ing scale armor fits any character comfortably and seems
light when worn. This is a suit of Scale Armor +2, meaning
that it grants the wearer AC 4. It only encumbers like a buff
coat (EV 2x2), and the wearer always feels perfectly com-
fortable when wearing it, even when sleeping in it. Indeed,
a wounded character wearing this armor while bedridden
can recover a wound level in five days’ time instead of a
week. The crafter of this armor, a wizard of the old empire,
gave it as a gift to a great legate (legion-commander). It was
made from the melted remains of a statue of an old god of a
conquered people. When casting the Second Enchantment,
the imperial wizard gathered the splinters of many heroes’
broken shields as a source of power. Whilst working the
Third Enchantment, he needed the breath of a powerful
spirit of sleep and dreams to give it its other properties.

The Rod of the Master: A fearsome and unparalleled
sorcerer of a distant age enchanted this rod near the end of
his career. It is a gnarled and twisted branch of yew, a full
seven feet in height, and topped with a clear but jagged
crystal. This rod has numerous magical properties. First, its
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bearer may once a day extinguish any blaze up to the size
of a bonfire simply by thrusting the rod into the flames and
uttering a sharp command-word. Secondly, it grants its
wearer a +2 bonus to all saving throws of any kind (as the
master wasn’t terribly brave in the face of danger). Finally,
it can open any already existing portal to any plane of exis-
tence with only a tap. The Rod cannot create new gateways
to the outlands of Shadow and Faerie, or the Inner Planes of
Law and the Elements, but it can open any existing portals,
regardless of how hidden, protected, or ancient they might
be. The Rod of the Master is an artifact.

When the master was making this rod, he selected the
wood of a yew tree which had been struck by lightning
three times. To grant the Second Enchantment, he needed a
brazier from a southern fire-cult; the Third Enchantment
required the scales of a dragon; the Final Enchantment was
powered by the blood and true name of a powerful god of
Chaos.

Destroying Magical Items

Note that the duration of all of the enchantment rituals is
Instant, as the magic immediately infuses the weapon and
then ceases to have anything to do with the sorcerer. This
means that these rituals cannot be dispelled later in the or-
dinary way. Any magic item within the range of a Dispel
Magic ritual does have a 50% chance of being stripped of all
its magical properties, though; and the Break Enchantment
ritual can even disenchant artifacts.

Magical items of all types are incredibly durable, being
completely impervious to ordinary wear and tear. They can
be broken intentionally, but doing so is extremely difficult
and may require special materials or locations. An artifact
is always impossible to break by any except the most ex-
treme means, such as by casting it into a volcano or a sun.
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CHAPTER FOUR:
TECHNOLOGY

technology to play around with. The previous chapter

was all about mages; this one is for the techs. Engines &
Empires games take place in settings with at least an early
modern (late 17th century) level of technology. The early-to-
mid-19th century is taken to be the default. In games with a
setting that resembles the 17th or 18th centuries, the com-
mon folk will barely distinguish a tech from a wizard; it’s
just that techs use a noisier, messier sort of wizardry than
traditional mages do. In a fully industrialized setting, how-
ever, technology is seen for what it is — the fruits of natural
science, and a potential route to wealth and power even for
those ordinary mortals who don’t have the Sight or a bare
jot of psychic sensitivity. Of course, even in a world where
technology is prevalent (and one can certainly play EGE in
an early 20th-century style “pulp heroes” setting), a tech can
still be a kooky loner living on the cutting edge of conven-
tion (and morality and sanity). Mad scientists are every bit
as fearsome as mad wizards, after all.

IT WOULDN'T BE steampunk without some advanced

Gadgets and Gizmos Aplenty

If there is one key difference between playing a mage and
playing a tech, it is this: techs rely on technology, and that
means stuff. Equipment. Physical items that can be lost, de-
stroyed, stolen, sold, lent, or given away. A mage’s power
always belongs only to the mage, for the most part (potions,
scrolls, and the rare enchanted item being the few note-
worthy exceptions). But a tech’s power is tied up in what he
tinkers, brews, or builds. A tech could conceivably supply
his whole adventuring party with a truly formidable arsen-
al of advanced gear (but this would be terribly expensive
and time-consuming). In other words, to have a tech in the
party is to have a ready source of powerful items that rival
magical items in their usefulness and function. But there is
no need for a clear distinction between a tech’s “class abil-
ities” and found or crafted technological items: they're one

and the same. The devices described in this chapter might
be built by a PC tech, or they may be found as treasure.

There are three basic categories of devices that techs
can produce: gadgets, preparations, and inventions. As
one might expect, they’'re roughly analogous to a mage’s
tricks, spells, and rituals. Gadgets are weak and somewhat
unreliable little devices that provide a minor benefit to the
wearer or user. Chemical preparations are more powerful
and more reliable, but the tech is limited to making only
one of these per day per experience level. Inventions are
(usually) large, powerful, impressively intricate machines
that do all sorts of amazing things, but which take a great
deal of time and money to construct.

Players and referees are, of course, encouraged to add
their own devices to the lists presented here; when doing
so, try to balance them out against both the listed devices
and the mage’s tricks, spells, and rituals, as appropriate.

MAGIC-TECHNOLOGY OPACITY

TECHNOLOGY IS NOT MAGIC.  Technological items and effects cannot be detec-
ted like magic, nor can they be dispelled with the wave of a magic wand.
On the other hand, technology is always limited by the laws of nature. The
inventions presented in this chapter can do some incredible things, many of
which are utter science-fiction; but technology cannot ever do anything
which is truly, in-principle, physically impossible. (That's what magic is for.)
Moreover, technology cannot have direct power over spirits or demons, nor
can it make use of true names.

There are a few specific ways that technology and magic can affect
each other. The Flux Detector gadget and Sensor Suite invention can detect
magical vibrations, and the latter can even analyze them to an extent. Any
incorporeal undead that comes within range of an /theric Disruptor is sure
to have a bad day; and a Mana Cancellation Field can actually deaden the
very presence of magic itself. Moreover, all technological items (since they
really are just ordinary physical objects, no matter how complex or sophis-
ticated) can be destroyed, repaired, cursed, or enchanted by magic, just like
anything else.
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Gadgets

Inventions, Level One

Inventions, Level Four (cont'd)

1. Auto-Loader

2. Balanced Alloy

3. Camera Obscura

4. Electric Torch

5. Flux Detector

6. Hypodermic Injector

7. Imperial Multi-Tool

8. Joy Buzzer

9. Lensed Goggles

10. Mechanical Fountain Pen
11. Muzzle Suppressor
12. Pipeweed Lighter

13. Piston Powered Punch
14. Skeleton Key

15. Sniper Scope

16. Spring Holster

Preparations

1. Aerosolized Terror

2. Antitoxin

3. Biohazardous Agent

4. Bottled Lightning

5. Cellular Transparency

6. Corrosive Acid

7. Depressant

8. Dispersible Pheromones
9. Distillate of Ectoplasm
10. Elixir of Fortitude

11. Energy-Boosting Drinks
12. Explosive Rounds

13. Fast-Acting Poison

14. Fragmentation Grenades
15. Flash Bang

16. Hallucinogenic

17. Herbal Healer

18. Incendiary Bomb

19. Joint Ol

20. Knockout Gas

21. Libation of Awareness
22. Liquid Nitrogen

23. Marvelous Brain Tonic
24. Medicinal Cocktail

25. Metallurgic Enhancer
26. Monkey Grease

27. Mutagenic Serum

28. Nitroglycerine

29. Potion of Persuasion
30. Psychotropic Compound
31. Revivifying Libation

32. Smoke Bomb

33. Stimulant

34. Stun Grenade

35. Super Adhesive

36. Wondrous Vaccine

1. Dynamite

2. Electric Taser

3. Flotation Device

4. Grappling Hook

5. Moving Picture Camera
6. Optic Flash-Bulb

7. Phonograph

8. Pressure Trap

9. Shock Absorbers

10. Smoke Machine

11. Spring-Heeled Jackboots
12. Stainless Steel

13. Tranquilizer Gun

14. Turbine Fan

15. Typewriter

16. Vacuum Pump

Inventions, Level Two

9. Power Drill
10. Rebreather

Inventions, Level Five

1. Alchemical Adamant
2. Bio-Current Adjustor
3. Chameleon Cloak

4. Clockwork Companion
5. Lightning Gun

6. Navigator's Orrery

7. Personal Glider

8. Video Transmission

Inventions, Level Six

1. Chemical Dispenser
2. Claymore Mine

3. Clockwork Tensioner
4. Grenade Launcher
5. Hand Cannon

6. Night-Vision Goggles
7. Printing Press

8. Proximity Trap

9. Sonic Amplifier

10. Two-Way Telegraph
11. Vitalizing Emanations

Inventions, Level Three

1. Advanced Automaton
2. Inertial Dampeners

3. Laser Beam Emitter

4. Necro-Reanimator

5. Phlogiston Bomb

6. Rejuvenating Chamber
7. Steam Engine

8. X-Ray Tube

Inventions, Level Seven

1. Chain Saw Blade

2. Electric Discharger

3. Elemental Insulation
4. Flame Thrower

5. Hypno-Spiral

6. Magnetic Inverter

7. Metallurgic Mythrill

8. Rocket-Powered Boots
9. Windup Familiar

10. Wireless Telegraphy

Inventions, Level Four

1. Analytic Engine

2. Jet Pack

3. Mutagen Ray

4. Neuro-Discombobulator
5. Promethean Creation

6. Radar Array

Inventions, Level Eight

1. Combustion Engine

2. Lifelike Replicant

3. Mana Cancellation Field
4. Polymer Plastic

5. Powered Armor

6. Tissue Regenerator

Inventions, Level Nine

1. Atheric Disruptor

2. Alchemical Assembly-Line
3. Bio Blaster

4, Cutting Torch

5. Freeze Ray

6. High-Fidelity Transceiver
7. Holographic Projector

8. Machine Gun

1. Crystal Lattice

2. Force-Field Generator

3. Lumbering Dol

4. Sub-Atomic Disintegrator

Inventions, Level Ten

1. Gravitational Manipulator
2. Mobile Exo-Suit

3. Quantum Shift Transporter
4. Radioactive Plasma Reactor
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Schematics

Every kind of technological device must be created from a
schematic: a set of blueprints or chemical formulas and pro-
cedures that describes how the device is produced. Techs
begin the game with two gadget schematics, two prepara-
tion formulas, and one 1st level invention schematic. Techs
learn new schematics the same way mages learn new spells:
by either finding them in written form or by learning them
directly from a tech who has already mastered that device.

al portfolio and enabling him to build a copy of the device
whenever he wishes), and it only takes three days to build a
working copy of any gadget. Gadgets cost 50 copper pieces
to build and have an EV of 1. Techs start the game with one
free copy of both their starting known gadgets.

The tech must roll an Intellect check (the +5 class/skill
bonus applies) whenever he builds a gadget; failure means
that the gadget will still work, but is prone to jamming or
breaking down, and it might just fail at the worst possible
time. (The referee should roll the build check in secret; if it
fails, the gadget has a cumulative 10% chance of breaking
down or backfiring every time that it is used. When the bad
gadget finally, inevitably fails, it is also destroyed.)

SIMPLY STUNNING!

Several inventions described in the following pages—namely the Joy Buzzer
gadget, the Bottled Lightning and Stun Grenade preparations, the 1 level
Electric Taser invention, the 2" Jevel Sonic Amplifier invention, and the 31
level Electric Discharger invention, all have the capacity to stun one or more
targets. To avoid redundancy, the effects of stunning are summarized here:

« Stunned creatures suffer a 2 point penalty to AC (being rendered momen-
tarily witless makes it rather difficult to defend oneself).

Gadgets

Gadgets are the simplest of devices. A tech can master the
intricacies of a gadget by studying its schematic for about a
day (thereby permanently adding that gadget to his person-

Auto-Loader

This device must be permanently integra-
ted into a “device-fired” missile weapon,
such as a crossbow or firearm. The Auto-
Loader instantly and automatically loads
the weapon between rounds, fast enough
that it can be fired once per round. The
Auto-Loader holds 5 extra shots between
reloads; it takes 2 moves to refill it. (If the
Auto-Loader is built into a revolver or any
sort of breech-loading firearm, it simply
increases the weapon’s ammunition capa-
city by 5, up to 11 shots for a revolver or a
repeater rifle, 7 shots for a shotgun, etc.)

Balanced Alloy

Metallurgic knowledge lets you forge any
one-handed metallic weapon so that the
finished product weighs half normal and
therefore fills only half as much inventory
space as it normally would. Thus, a broad
sword would have EV 1, a pistol or small
sword EV 2:1, and a dagger EV 4:1. The
cost to craft this “gadget” is in addition to
the cost of forging the specific weapon.

Camera Obscura

This boxy device enables the tech to pro-
duce black-and-white daguerreotype-style
photographs. Each photograph taken re-
quires a silver-coated photographic plate

* Stunned creatures are limited to only one move's worth of actions per
round, so that a stunned character cannot attack, cast a spell, or activate an
item; but could, for example, move their base Move Speed once.

« Stunned creatures can't make counter-attacks or take parting shots.

(cost: 2 cp each) and, if conditions require
it, a charge of magnesium flash-powder (1
ip per charge). Note that the flash-powder
is always required in low-light conditions
(e.g. a dungeon), and its ignition makes a
loud retort, not unlike that of a gunshot.
Photographs that the tech takes with a
Camera Obscura must then be developed
in a darkroom (which will cost 15 cp to set
up), treating the plate with mercury vapor

(5 ip per plate).

Electric Torch

This device sheds dim light in a 40" cone
(10" at the widest) for up to four hours per
day. It can be switched on or off at need in
order to conserve the battery and the bulb.
The tech must pay 5 cp per month for bat-
tery-recharging and fresh light-bulbs if he
wants to maintain this gadget.

The tech can also craft spare battery-
packs for 20 cp; these are EV 2:1 and add 4
hours of extra light when swapped out for
the old, depleted battery.

Flux Detector

This gadget is a modified pocket-watch or
compass, altered so that it detects magical
vibrations (and even gives a rough idea of
how powerful they are, “weak” or “mod-
erate” or “strong”, by how far the needle

moves). It usually takes five minutes for
the detector to get an accurate read on an
enchanted object or area. Remember, most
enchanted beings tend not to sit still for the
time required.

Hypodermic Injector

This device has no function by itself, but it
can be loaded with one dose of a chemical
preparation (or perhaps even a magic pot-
ion), which enables the tech to administer
the substance to another via injection. The
recipient of the chemical can then reap its
effects without having had to spend any
actions or moves imbibing liquids. Dosing
an enemy in combat requires hitting their
normal AC in mélée.

Imperial Multi-Tool

This gadget includes nearly any common
hand-tool that you can think of, plus a few
others —screw-driver, bottle-opener, cork-
screw, you name it. It grants to the user +1
on trap disarming (provided the user also
has on hand a full set of normal mechan-
ics’ tools), and it can be used as a substi-
tute for any other tool in a pinch (albeit at
a penalty of -2 or —4, depending on the
intricacy of the task at hand and the refer-
ee’s discretion). Used as a knife, the Multi-
Tool deals only 1d3 damage in mélée.
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Joy Buzzer
This is a discreet, electrified ring that can
be made to deal 1 point of electrical dam-
age to a creature that you touch. (In com-
bat, this requires a mélée to-hit roll vs. AC
10.) The Buzzer also forces any creature so
shocked to roll a saving throw or else be
stunned for 1 round (assuming, of course,
that the creature in question is a living be-
ing with a functioning nervous system).
The Joy Buzzer takes four hours to re-
charge between uses. The tech must pay 5
iron pieces each month for small batteries
to keep this device in working order.

Lensed Goggles

These are magnifying goggles with semi-
opaque, self-polarizing lenses that grant
the wearer a +1 bonus on searching checks
and on any saving throws vs. blindness or
gaze attacks (such as a gorgon’s petrifying
gaze or a vampire’s charm). Lensed Gog-
gles are so useful (and stylish) that they’ve
become ubiquitous among techs and their
allies. Don’t leave home without them!

Mechanical Fountain Pen

A handy fountain pen that holds a charge
of ink within its barrel and can write up-
wards of a hundred pages of text before it

must be refilled, in a pinch it can also be
made to squirt some ink into the eyes of
an unwary assailant, who must then roll a
save or else be blinded for 1d4+1 rounds
or until the ink can be washed away.

Muzzle Suppressor

This device must be attached to a firearm.
The weapon then makes little noise when
fired, and the muzzle-flash and much of
the recoil are suppressed as well. Ideal for
snipers and spies!

Pipeweed Lighter

A fairly simple little piece of technology,
the pipeweed lighter can set just about
any flammable material ablaze in only 1d2
rounds. This does require a steady hand,
of course; and it would be all but impossi-
ble for any but the sneakiest of thieves to
actually light someone on fire with a light-
er in a genuine combat situation. Pipe-
weed Lighters contain a charge of ignition
fluid which must be refilled periodically
(5 ip per month is sufficient to keep the
Lighter in working order). This gadget is,
quite naturally, a favorite of dwarfs.

Piston Powered Punch

Friend to any pugilist or fist-boxer, these
spring-loaded gauntlets allow the wearer
to cause 1d4 damage (1d6 for a fighter)
with each unarmed attack. Strength mod-
ifiers still apply on the to-hit roll; but this
device will confer no further benefit on,
for example, a fighter who has walked the
Path of Four Winds (page 38).

Skeleton Key

This is a nifty tool that grants its user a +2
bonus on lock-picking checks. The aspir-
ing burglar still needs to have a normal set
of lock-picks on hand to fully benefit from
the Skeleton Key; in their absence, the Key
can only serve as a poor substitute for a
proper set of thieves’ tools, allowing lock-
pick attempts at a -2 penalty.

Sniper Scope

This gadget must be secured to a firearm
or crossbow. It increases the base range of
such a weapon by 10 feet.

Spring Holster

This device instantly unholsters a weapon,
allowing the wielder to change weapons
quickly, thereby allowing ample time to
sheathe a weapon already in hand rather
than dropping it. (It usually takes 1 move
to sheathe a weapon and 1 move to draw
anew one.) The Holster can even spring a
mélée weapon into your hand as a react-
ion, when you find yourself unarmed and
in need of a quick parrying bonus to AC.
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Preparations

Preparations require several days of study before a tech can
master the formula. (Three to five days of careful study and
experimentation is generally plenty of time.) Preparations,
however, are far more delicate than gadgets. Each one re-
quires special care and attention —the tech makes all of his
preparations with an hour’s work at the beginning of each
day. Because of the delicate work involved, a tech can only
ready one preparation per level of experience every day.
Moreover, preparations do not last more than one day once
made: the chemicals separate out, minerals oxidize, moving
parts rust and seize up, and biological cultures spoil, any of
which will render the preparation utterly worthless once 24
hours have passed. Thus, preparations cannot be “stock-
piled” (at least, not without the aid of a certain 4th level in-
vention, the Alchemical Assembly-Line).

Before a tech can make preparations, he must have a
stock of chemicals and other materials. Techs get to begin
the game with one chemistry set (500 cp to replace if it gets
lost or broken), two formulas, and enough materials to last
a month: thereafter, the tech must pay 5 cp x his level each
month to maintain his laboratory (assuming, of course, that
the tech intends to use preparations that month— this may
not necessarily be the case during downtime). Preparations
have the same EV as potions or grenades, 6:1.

Unlike a mage’s spells, the descriptions of the tech’s
preparations only have two consistent descriptive qualities:
the duration of the effect, and whether it allows a saving
throw or not. There is no need to list a range, because this
depends entirely the delivery mechanism used to propel or
administer the chemical. A thrown preparation has a range
of 10’, while a preparation hurled by a Grenade Launcher
(alevel 2 invention) has a range of 30".

Aerosolized Terror

Duration: 3 rounds/level

Save: yes

A fear-inducing chemical agent, this sub-
stance can be delivered a number of ways.
It can be made into a spray, into a gas-
grenade, or loaded into the Hypo-Injector
gadget.

As a spray, the gas has a 3’ range (and
a cone-shaped area of effect—usually only
able to hit one target, except for very small
creatures like insects or sprites). Targets
must then save at a -2 penalty or else be
consumed with debilitating fear and will
either flee or cower for the duration.

When loaded into an Injector, the fear-
drug can be introduced directly into the
target’s blood-stream. This causes the sav-
ing throw penalty to become -4, but then
an ordinary mélée to-hit roll is required to
use this preparation in combat.

As a gas-grenade, the fear-gas disper-
ses in a 10’ radius cloud, affecting all tar-
gets in the area; but because the substance
is diluted, they all save at a +2 bonus.

In all cases, a successful saving throw
negates the fear-effect.

Antitoxin

Duration: Instant

Save: no

This preparation can take the form of an
imbibed potion or an injection. In either
case, it halts immediately the ongoing ef-
fects of any poison, and it will prevent the
onset of any poison which has yet to take
effect. The Antitoxin will not heal any da-
mage, wounds, or attribute drain already
inflicted by a poison.

Biohazardous Agent
Duration: Instant
Save: yes

This substance can be prepared as either a
vial of liquid or as a gas-grenade (the tech
makes this choice at the start of the day).
The Biohazardous Agent is a non-contagi-
ous disease which, much like the diseases
contracted due to the foul conditions in a
dungeon, has a 25% of killing its victim
after 1d6 days of incubation time have
passed. A saving throw is permitted upon
initial exposure to avoid being infected.

As a gas-grenade, the disease-causing
Agent disperses in a 10" radius cloud; all
creatures within this area must roll a sav-
ing throw at a +2 bonus or else contract
the disease.

In liquid form, it may be treated as a
grenadelike-weapon and thrown (a to-hit
roll vs. AC 10 is needed to hit; the target
saves at —2) or loaded into a Hypodermic
Injector, which requires a roll to hit vs. the
target’s normal AC in mélée if it happens
to be used in combat (regardless, an inject-
ted target saves at a penalty of —4).

Any effect that cures a disease, includ-
ing a Medicinal Cocktail preparation, will
prevent the Agent from killing its victim if
administered in time. Note that the saving
throw is made upon exposure to the Ag-
ent only, with a modifier that depends on
the delivery mechanism. Any victims that
fail this roll will start to feel sick (=2 on all
attacks, saves, and checks) after 1d6 hours;
then, after 1d6 days, there is a simple 25%
chance of death.

Bottled Lightning

Duration: Instant

Save: yes

A liquid galvanic cell consisting of electro-
lytic chemicals held in a glass vial, Bottled
Lighting constantly sheds soft blue-white
light out to a 5" radius. The vial produces

a strong electric charge if vigorously shak-
en; on that same round, it may be hurled
like a grenade (10" throwing range). It will
explode where it lands, in a 10" radius for
1d8 points of electrical damage, +1 point
of damage per level of the tech. A saving
throw is permitted for half damage; those
that fail this save are also stunned by the
electric shock for one round.

Cellular Transparency

Duration: 1 minute/level

Save: no

This chemical can be produced as either a
consumed potion or an injection. It causes
living cells to become transparent, which
confers a +5 bonus on stealth checks made
to avoid being seen. (If the target is willing
to drop all gear, clothing, and armor, the
bonus becomes +10.) The effect normally
lasts for 1 minute (i.e. 6 rounds) per level
of the tech; but any small adrenaline spike
in the subject’s bloodstream will catalyze
the Transparency agent and cause the tar-
get’s body to metabolize it away in mere
seconds: thus, entering combat, failing any
saving throw, being afflicted with magical
fear, or doing anything else even the least
bit strenuous (like casting a spell) will im-
mediately end the invisibility effect.

Corrosive Acid

Duration: 1 round/level

Save: yes

This formula produces an acid far more
powerful than the everyday variety. It can
burn through a metal lock in three rounds.
Any non-magical metal weapon or shield
targeted by the acid must make an item
saving throw or else become so weakened
that a single subsequent blow from some
other weapon will destroy it.
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When used directly as a grenade-like
weapon, the acid can be dashed onto the
target (requiring a missile attack roll vs.
AC 10). The acid will cause 1d8 points of
damage, just like normal acid; but then it
will continue to burn, inflicting 1d8 more
damage on each subsequent round, for 1
round per level of the tech, or until the tar-
get makes a successful saving throw (one
attempt may be made each round).

Depressant

Duration: 4 rounds + 2 rounds/level

Save: yes

This substance can be produced as a short-
range spray, an injection, or as a gas-gren-
ade. As per usual with such preparations,
the spray version affects one target within
a 3’ cone (the target saves at —2 to mitigate
the effect); the injection requires a Hypo-
Injector gadget and, if used in combat, a
mélée to-hit roll to inject the target (who
then saves at —4); and the gas-grenade will
burst in a 10" radius, having its full effect
on all creatures in the area that fail a sav-
ing throw attempted at a +2 bonus.

Depressant induces deep fatigue in the
targets, leaving them —2 on attacks, saves,
and checks, and reducing their MV by 20’
(down to a minimum of 5) for the dura-
tion. A successful saving throw halves the
duration of the effect.

There is a 1% chance per level of the
tech that an affected victim will be made
suicidally depressed by the drug and will
then attempt (albeit listlessly and with no
real conviction) to harm themselves while
under its effects.

Dispersible Pheromones

Duration: 1 hour

Save: no

This device releases a powerful cocktail of
airborne hormones and scent-markers. For
up to an hour, all animals of a particular
type (which must be chosen at the start of
the day, when tech prepares the chemical)
that come within a furlong (220 yards) of
the device will be drawn to it. The crea-
tures that arrive will be agitated and ready
to fight (or possibly mate, but most prob-
ably fight) with anything that moves.

Distillate of Ectoplasm

Duration: 3 rounds/level

Save: no

This amazing concoction can be consumed
as a potion or dosed via Hypo-Injector. It
shifts the affected creature part-way onto
the Ztheric Plane for one round per level
of the tech. The target does not become in-
corporeal or invisible, but they are able to
affect ghosts and spirits as if such beings
were solid, living matter: perceiving them,

touching them, attacking and hitting them
with ordinary objects (including non-mag-
ical weapons), and so forth.

While under the effects the Distillate,
the imbiber or injectee is also entitled to a
saving throw to mitigate the effects of life-
drain, reducing it to only normal hit point
damage each time the save is made.

Elixir of Fortitude

Duration: 4 rounds/level

Save: no

Whether imbibed or injected, this prepar-
ation grants a single creature a temporary
Strength score of 18 for the listed duration.
To be affected, the target creature must be
living and humanoid.

Energy-Boosting Drinks

Duration: Instant

Save: no

This preparation produces not one potion
or injection, but six. Each is a weaker kind
of healing draught that restores 1d2 hp.
(Note that because these Drinks are made
with science and not magic, they have no
effect at all on the undead, either to heal
or to harm them.) Like all other chemical
preparations, these potions last for only a
day before they spoil.

Explosive Rounds

Duration: Instant

Save: no

This preparation produces (10 + 2 per tech
level) bullets, slugs, bolts, or arrows that
explode on contact for an extra 1d2 points
of damage. The tech must already have
the ammunition available to be modified;
if they go unused, the modified Rounds
revert to normal after a day, as the explo-
sive elements oxidize and become worth-
less.

Fast-Acting Poison

Duration: 1 round/level

Save: yes

This insidious toxin is potentially quite
lethal. It can be applied to a single mélée
weapon or piece of ammunition, placed in
an injector, or even slipped into an unsus-
pecting victim’s food or drink.

After an onset time of 1d6 minutes, the
victim will suffer 1d6 points of damage
per level of the tech. A successful saving
throw will halve the damage.

A dose of Antitoxin (or any other poi-
son-curing effect) administered during the
onset time will halt the progression of the
Poison and prevent any damage.

Flash Bang
Duration: 2 rounds + 1 round/level
Save: yes

This device is a type of a grenade. Pull the
pin, hurl it, and it explodes with a bright,
blinding flash of light and an ear-splitting
thud. Everyone within 20 feet of the Flash
Bang burst must roll two separate saving
throws, one to avoid being blinded and
the other to avoid being deafened. If the
target should fail either or both saves, the
blindness and/or deafness effects last for
two rounds, plus one round per tech level.

Fragmentation Grenades
Duration: Instant
Save: yes
The tech must have a number of ordinary
grenades on hand in order to ready this
preparation. It temporarily modifies three
grenades, plus 1 extra grenade for every 2
tech levels, so that they have pull-pins and
detonate on impact, rather than requiring
lit fuses. This allows the modified Frag
Grenades to always detonate on the round
that they’re activated and thrown.

The modified Grenades also deal 2d8
damage instead of 1d12 (still allowing the
usual saving throw for half damage).

Hallucinogenic

Duration: 3 rounds/level

Save: yes

This psycho-reactive substance can be pro-
duced as a close-range spray, an injection,
or a gas-grenade. As an injection, a mélée
attack-roll is required to hit, but then the
target must roll the saving throw at a —4
penalty. The spray form of the chemical
affects a 3" cone and usually only hits one
target, while imposing a —2 penalty on the
saving throw. The gas-grenade is hurled
or launched; all targets within a 10" burst-
radius must then save at +2 or else suffer
the effects.

Hallucinogenic does precisely what it
says on the tin: it nigh-instantly causes the
victims to hallucinate something. Precisely
what they see is left up to the referee, but
when in doubt, roll 2d3:

Roll Effect

2 Lucyin the sky with diamonds; fluffy tangerine
marshmallow oliphaunts; psychedelic swirls of
marmalade pie.

3 Anengrossing spiritual experience that leaves
the target in tears for the moment, but which
will probably inspire some interesting artwork
later on.

4 Your standard stonerific daze, wherein the
victim sits and stares and contemplates such
universal conundrums as: why fingers don't
“fing"; whether the government isn't in fact
hiding a steam-engine that runs only on water;
and whether or not the chief Deity of the Cos-
mos can in fact warm a burrito until it becomes
so hot that He Himself cannot eat it.
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Roll  Effect

5 Similar to a fear effect: the victim sees all kinds
of ugly monsters—dragons, demons, ghosts,
wolves, insects—and may try to fight, flee, or
simply cower in a feetal position and cry.

6  Freddy and Jason lead the unfortunate victim
on the worst sort of creepshow bad-acid night-
mare-trip imaginable, which leaves them totally
debilitated for the effect’s duration.

Regardless of the specifics, the effects
persist for 3 rounds per level of the tech,
should the victim fail the saving throw.

Herbal Healer

Duration: Instant

Save: no

This is a salve that restores 2d4 hit points
when applied externally to a damaged tar-
get. It can also be prepared as a potion or
an injection, with identical effects. It might
lift a wound level if the dice indicate 7 or 8
hp of healing. Note that the Herbal Healer
is natural medicine and therefore has no
effect on the undead.

Incendiary Bomb
Duration: Instant
Save: yes
Essentially a fire-grenade, this device is
usually made to detonate on impact, but
not always. Clever techs can also use their
inventions to add other sorts of triggers:
timers, trip-wires, proximity sensors, the
good old reliable plunger, pressure plates,
and even push-button radio remote.

The Incendiary Bomb detonates with a
10" blast radius and causes 1d3 points of
fire damage, plus 1d3 per level of the tech
(e.g. a 3 level tech’s Bomb causes 4d3
points of damage). Targets caught in the
blast radius may attempt a saving throw
for half damage.

Joint Oil

Duration: 4 rounds/level

Save: no

This is a potion or injection that temporar-
ily grants to one living, humanoid target a
Dexterity score of 18 for 4 rounds per tech
level.

Knockout Gas

Duration: 1 minute/level

Save: yes

This substance can be prepared as a liquid
spray or injection, or a gas-grenade. The
spray form is a 3’ cone that can normally
only hit one target (who must then save at
-2 to resist the effects). As an injection, a
mélée to-hit roll is required to dose the
victim, who must then roll to save at —4.
The most common choice (whence comes
the name of the preparation) is the Knock-
out Gas-Grenade, which can be hurled or
launched like any other grenade. All tar-
gets caught within the 10" burst-radius of
the grenade who have 4 HD or less must
save with no modifier; anything bigger
(4+1 HD or more) saves at +2.

Creatures that fail the saving throw
are affected by the Knockout Gas and fall
asleep for 1 minute (6 rounds) per level of
the tech, or until roused (a hard slap to the
face or a bucket of cold water will general-
ly do the trick).

Libation of Awareness

Duration: 5 minutes/level

Save: no

This drug (which can be either a potion or
an injection) hyper-stimulates the senses,
making the target +5 on Intellect checks
made to search, spot, listen, sense motives,
or intuit intentions. The effect lasts for 5
minutes per level of the tech.

Liquid Nitrogen
Duration: Instant + special
Save: yes
This unusual preparation is essentially an
“ice bomb”, a freezing grenade which can
be hurled or launched like any other gren-
ade. It bursts upon impact in a 10" radius,
causing 1d6 points of cold damage, +1 ex-
tra point of damage per level of the tech.
Targets in the area may roll a save for
half damage; those that fail the save are
also slowed by the cold for a number of
rounds equal to the damage sustained. A
slowed creature is limited to only 2 moves
worth of actions per round and can’t make
counter-attacks or take parting shots.

Marvelous Brain Tonic

Duration: 4 rounds/level

Save: no

This substance, whether imbibed or inject-
ed, grants the affected target an Intellect
score of 18 for 4 rounds per level of the
tech. The target must be a living, human-
oid creature.

Medicinal Cocktail

Duration: Instant

Save: no

This preparation contains a carefully bal-
anced mixture of antibiotic drugs, herbal
remedies, and various other medicines.
Although it won’t reliably cure 100% of
diseases, it does grant the imbiber or in-
jectee an immediate bonus saving throw
vs. disease to shrug off the effects of any
normal, non-magical disease. This saving
throw gets a +4 bonus, with the bonus in-
creasing by one for every three levels of
the tech (i.e. +5 at 3t level, +6 at 6th level,
and +7 at 9th Jevel).

Metallurgic Enhancer

Duration: 1 hour

Save: no

This oily polish can be rubbed onto any
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metal weapon or shield, or a dozen bullets
or arrowheads. For the next hour, the en-
hanced item(s) are +1 to hit (or -1 to AC,
for a shield). Note that the effect is non-
magical, and so the affected weapons do
not acquire any special ability to strike at
incorporeal or ghostly beings.

Monkey Grease

Duration: 1 hour

Save: yes

This preparation takes the form of a gren-
ade which bursts in a 10" radius, covering
everything in an area in a slick film of oil.
Anyone caught in the area may be called
upon to pass Dexterity checks in order to
keep ahold of items they're carrying, and
they must roll a saving throw or else fall
prone. Characters with Dexterity 18+ pass
the checks and save automatically and can
skate freely over the oil.

Any character who enters the greased
area after having spent at least 2 moves on
movement that round (i.e. jogging) must
also roll a saving throw or else fall prone.
Those who sprint into the oil-slick (i.e. the
character spends all 3 of their moves that
round on movement) doesn’t even get a
saving throw; they just fall prone and go
skidding 1d6 x 10" beyond the oil slick in
the same direction as their approach.

The grease is also flammable and will
cause 2d4 points of damage to all those
caught in the area if set alight (with a save
allowed for half damage). Flaming grease
will burn for 1 minute (6 rounds) and then
be destroyed; otherwise, the puddle lasts
for an hour.

Mutagenic Serum
Duration: 2 rounds/level
Save: no
This peculiar and mysterious preparation
takes the form of either a potion or an
injection. It will transform the drinker or
injectee into a monstrous and ugly berser-
ker, a brutish and violent “Mr. Hyde”.
While effects of the Serum last, the target
is an amoral psychopath with a Charisma
score of 3. The target is also afflicted by a
berserker rage which grants 1 bonus move
each round, but which forces the affected
character to fight to the death (i.e. they will
not flee from battle under any circumstan-
ces while the effects persist). Use of spells,
scrolls, and even most gadgets and invent-
tions is impossible in this state (the rage
prevents concentration). At the referee’s
discretion, the affected target may need to
roll saving throws to tell friend from foe.
The effects of the substance last for 2
rounds per level of the tech. After it wears
off, the target immediately falls asleep (no
save) for 1d6 turns or until roused.

Nitroglycerine

Duration: Instant

Save: yes

A vial of liquid explosive that detonates
upon impact, Nitroglycerine causes 1d10
points of concussive damage, +1 point per
level of the tech, in a radius of 10" + 1" per
level of the tech. A saving throw is per-
mitted for half damage.

Potion of Persuasion

Duration: 4 rounds/level

Save: no

Like other ability-altering substances, this
preparation can take the form of a potion
or an injection. Either way, it grants its tar-
get (which must be a living and humanoid
creature) a temporary Charisma of 18 for 4
rounds per level of the tech.

Psychotropic Compound

Duration: 3 rounds/level

Save: yes

This preparation can take the form of a
spray, an injection, or a gas-grenade. As
an injection, a mélée attack-roll is needed
to hit, but then the target rolls the saving
throw at a —4 penalty. The spray chemical
has a 3’ conical area of effect, usually only
hitting one target, but imposing a -2 pen-
alty on the save. The gas-grenade can be
hurled or launched like any other gren-
ade; all targets caught within a 10" radius
of the burst must save at +2 or else suffer
the effects.

Psychotropic Compound induces total
confusion in all targets that fail the saving
throw. For two rounds per level the tech,
those affected will act randomly, accord-
ing to a roll of 1d6: 1— Act normally; 2—
Attack the nearest creature, friend or foe;
3 — Attack oneself; 4 — Do nothing but bab-
ble nonsense; 5 —Flee; 6 — Charge reckless-
ly at the most dangerous-looking target.

Revivifying Libation

Duration: Instant

Save: no

This preparation can be made into either a
potion or an injection. It heals the target
for 1d4 hp and instantly negates fatigue,
exhaustion, or the effects of Depressant.

Smoke Bomb

Duration: 2 rounds + 1 round/level

Save: yes

This device is a grenade that creates an
opaque smoke-cloud when it bursts, with
a radius of 10" + 2" per level of the tech.
The cloud both obscures vision and irrit-
ates those caught in the cloud, who must
roll a saving throw or be —1 on attack rolls
from tears and choking for 2 rounds plus 1
round per level of the tech.

Stimulant

Duration: 2 rounds + 1 round/level

Save: no

This preparation takes the form of either a
potion or an injection. It imparts to the
target a +2 bonus on attacks, saves, and
checks, and an increase in Move speed of
20, for 2 rounds + 1 round per level of the
tech. Note that any time anyone is dosed
with stimulant, there is a flat 5% chance of
overstimulation, which makes the target
babble rapidly about anything and every-
thing, with no verbal “filter” at all, so long
as the drug’s effects last. Overstimulation
is always followed by a sudden “crash” as
the drug wears off, and the target falls un-
conscious for 1d10 turns or until roused.

Stun Grenade

Duration: 1d4+1 rounds

Save: yes

This is a sonic grenade that detonates on
impact with 10" blast-radius. All creatures
caught in the area of effect take 1d2 points
of damage and must save or be deafened
and stunned (see pg. 81) for 2-5 rounds.

Super Adhesive

Duration: 2 turns

Save: yes

This preparation is a “glue-bomb” which
can be thrown just like a grenade (or even
detonated by any other means the tech can
devise). When it impacts or otherwise act-
ivates, it bursts in a 10" radius, coating the
area in sticky super-glue.

All targets caught in the area of effect
(or anyone entering it) must roll a saving
throw or else be immobilized, rooted in
place and unable to move (they can still
fight, they just can’t change their position
on the battlefield). Anyone with Strength
18+ can break away in only 1 round; for
everyone else, it takes 1d4+1 rounds to get
free. Breaking free of the glue requires a
character’s full attention during the round
(i.e. it takes 3 moves). Those who do make
the save can move over the glue-puddle
slowly, at one-third normal speed.

The glue-puddle will solidify after 20
minutes or so; once this happens, it can’t
ensnare anyone else, and those still stuck
can break out in two rounds.

Wondrous Vaccine

Duration: 1 day

Save: no

This preparation is a potent admixture of
preventative medicines and poison anti-
dotes. Taken as either an imbibed potion
or a hypodermic injection, the Wondrous
Vaccine grants its recipient a +5 bonus on
all saving throws vs. poison or disease for
the next twenty-four hours.
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Inventions

Just as rituals are where a magician’s greatest power lies,
inventions are the means by which a technologist might
change the world. Inventions exist on the cutting-edge of
modern science: they are dangerous, exciting, and potenti-
ally unreliable prototypes that are only just now coming
out of research-and-development. They're costly and time-
consuming to craft, and they’re a great deal more complex
than gadgets or preparations. On the other hand, once an
invention has been built, provided it's been put together
properly, it generally stays built unless destroyed. (Dyna-
mite is one unavoidable exception.)

Before a tech can build an invention, he must become
completely familiar with the schematic that describes the
invention’s parameters and operations. This takes approxi-
mately one week per two levels of the invention, which the
tech must spend in quiet study and not-so-quiet laboratory
experimentation. A successful course of study means that
the tech has come to thoroughly understand the scientific
and engineering principles involved in the invention and
may build a copy of it as many times as he likes (provided
he has sufficient funds, time, and any special components).
This takes several weeks, as noted on the table (see right).

Unless otherwise noted in an invention’s description,
the cost to build an invention is the square of its level x 1
gold piece. That is to say, a 1st level invention costs 1 gp to
build, a 2nd level invention costs 4 gp, a 3rd level invention
costs 9 gp, and so on, up to 10th level inventions, which cost
a whopping, nigh-unaffordable 100 gp to build. And this is
just the baseline cost of development; some inventions will
also have rare, special materials which must be initially in-
corporated into the device, or which are consumed every
time the invention is used.

As with gadgets, the tech must roll an Intellect check
(the +5 skill bonus applies) after having spent the requisite
time and money crafting an invention. If the check passes,
the invention will work normally; but if it fails, the inven-
tion is defective. This won’t be immediately apparent to the

tech (the referee should roll this Int check in secret). A de-
fective invention has a cumulative 10% chance of failing to
work each time that it is used, with a roll of 1-5 on the per-
centile dice indicating a catastrophic (read, explosive) break-
down. If the tech can notice the flaw before the invention
blows up, he can attempt to repair it (which takes half as
much time and money as it took to build the device in the
first place); again, the referee secretly rolls an Int check for
the tech PC after the time and money have been spent on
the attempt. Success means that the invention is fixed; fail-
ure means that the invention is still flawed, but the cum-
ulative chance of breakdown has been reset back at 10%. If
a defective invention ever suffers catastrophic breakdown,
the device will be destroyed and may (at the referee’s dis-
cretion) explode for 1d6 damage per invention level in a 5'-
per-invention-level radius.

Invention EV: The following table lists the cost and time
to build an invention and also the encumbrance values for a
typical invention of a given level; but inventions are quirky
and idiosyncratic. Some of them weigh practically nothing,
while others can fill a room. Each separate invention entry
has the EV for that invention listed, while the values on this
table are meant to be a rough guideline for players and ref-
erees who wish to add inventions of their own devising to
the game.

Invention Base Typical Build
Level Cost Ev Time

¥ 1gp 1x2 1 week
2" 4gp 2x2 2 weeks
31 9gp 3x2 4 weeks
4" 16 gp 4x2 6 weeks
5" 25gp 3x3 8 weeks
6" 36 gp 4x3 12 weeks
7 49 gp 4x4 16 weeks
g" 64 gp 4x5 20 weeks
9" 81 gp 4x6 28 weeks
10" 100 gp 4x8 36 weeks
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Level 1 Inventions

Dynamite
EV:7:1 per stick
For the cost of 1 gold piece (100 cp, or the
price of ten normal grenades), the tech can
fashion 20 sticks of dynamite. (A bundle
of 7 sticks has an EV of 1.) As with a gren-
ade, a stick of dynamite can be lit and then
thrown; the damage dealt by a single stick
is 2d6 in a 5 blast radius, with the usual
saving throw permitted for half damage.
The real advantage of dynamite is that
the tech can wire together multiple sticks
and thereby dramatically increase both the
potential damage and the blast-radius:

Sticks Damage Blast Radius
1 2d6 5

2 2d6 10

3 2d8 10’

4 2d8 15'

5 2d10 15

6 2d10 20

7+ 2d12 20’

The throw range for either a stick or bun-
dle of dynamite is 10". Like an ordinary
grenade, a stick or bundle of dynamite
will explode on the round after it’s been lit.
Most techs prefer to come up with some
safer and more reliable means of detonat-
ing such powerful explosives, though. A
1st level tech should have little difficulty
rigging up a plunger or a timer whilst
fashioning the dynamite. A remote deton-
ator is only possible if the tech knows the
3rd level invention Wireless Telegraphy.

Electric Taser

EV:1x2 (device + battery)

This invention takes the form of a pistol
which fires a pair of wired electrodes out
to a distance of 20". A missile to-hit roll vs.
AC 10 is required to land both of the
electrodes on the target; a hit causes 1d3
points of electrical damage and forces the
target to roll a saving throw or become
stunned for 1d4+1 rounds.

The Taser must be reset by manually
reloading the wired electrodes back into
the pistol-grip, which takes three rounds.
Once used, the internal battery must re-
charge for at least four hours’ time before
it can function again (but note that a
missed to-hit roll does not discharge the
battery). Needless to say, the Taser cannot
stun (but will still damage) the undead,
golems, most oozes, or any other creatures
that lack a functioning nervous system.

Spare battery packs can be constructed
for 5 sp and 3% days’ work; each extra
battery weighs 1 EV and is interchange-

able with the batteries used for the Optic
Flash-Bulb invention (below). It takes two
turns (20 minutes) to swap a depleted bat-
tery for a fresh one, but a battery removed
from the device won't recharge itself.

Flotation Device

EV:1x2

A self-inflating inner-tube that tucks into
the clever gadgeteer’s belt, a simple draw
of a pull-cord inflates the Device. Provid-
ed the wearer is only lightly or moderately
encumbered, it bestows a +5 bonus on any
Strength checks made to stay afloat and
swim on the surface, but it prevents any
diving underwater. If the Flotation Device
is ever activated while the wearer is sub-
merged, it will lift the character to the
surface at a speed of 20" per round (lightly
encumbered) or 10" per round (moderate-
ly encumbered). But a heavily, severely, or
over-encumbered character will remain
submerged until they reduce their EV load
to 4x8 or less. Once activated, the Device
must be reset manually (which takes a few
minutes) before it can be inflated again.

Grappling Hook

EV:1x2

A standard piece of kit for rooftop-swing-
ing heroes and tomb-delving archaeolo-
gists, the Grappling Hook fires a sturdy
metal cable out to a distance of 90’, where
a hooked spike will latch onto any solid
protrusion or even fix itself into stone. (If
fired at a person, a missile to-hit roll is re-
quired; the Hook will cause 1d4 points of
damage on a hit, and the target must save
or be caught on the Hook.) The Grappling
Hook can then be used to swing, or it can
slowly retract, reeling the cable back into
the device at a speed of 10" per round.
The Hook will support a total weight of
300 pounds; beyond that, the cable will
not retract and the Hook may come loose
from its mooring.

Once fired, the Grappling Hook must
be retracted before it can be fired again. It
relies on a tiny charge of gunpowder (cost:
1 iron piece) to propel the cable; provided
the tech makes sure to keep on hand some
extra powder charges, a few minutes’ time
is sufficient to reset the device.

Moving Picture Camera

EV:1x2

A wonder of the modern age, this device
captures moving images in real time. The
tech can film anything he can see, given
decent lighting and proper line-of-sight.
Operating the Camera requires constant
turning of a hand-crank at a steady speed.
The images recorded will be silent and in
black-and-white, and are often grainy and

jerky. The finished film reels must be set
into a separate device, a Moving Picture
Projector, for playback onto a screen.

It costs 1 gp to craft a Moving Picture
Camera and another 1 gp to craft a Mov-
ing Picture Projector. (A Projector has the
same EV as a Camera, 1x2.) A single reel
of film (EV 3:1, cost 1 sp) can record about
ten minutes of moving pictures.

Optic Flash-Bulb

EV:1x2 (device + battery)

An elaboration on the Electric Torch, this
device consists of a heavy battery wired to
a huge bulb which shines bright, flooding
light in a 60" long cone (out to 20" at the
widest). The heavy battery (EV 1) is capa-
ble of powering this light-source for up to
12 hours in a day; it will recharge auto-
matically overnight. The battery must be
replaced each month (extra batteries cost 5
sp and take 3% days to craft) to keep the
device in working order.

At any time while the device is on, the
tech may activate a secondary function:
overcharging the bulb, which produces a
blinding flash of light. All creatures which
are able to see who get caught within the
flash-bulb’s 60" x 20" conical area of effect
must save or be blinded for 1d4 turns. Us-
ing the device’s “flash” function will im-
mediately burn out the bulb. Spare bulbs
weigh 3:1 and cost 3 sp to craft. (They're
also quite delicate and easily broken.)

When used in conjunction with either
a Camera Obscura or the Moving Picture
Camera, the bright, steady light provided
by the normal functioning of the Optic
Flash-Bulb is ideal for clear photography,
even in the deepest, darkest dungeons.

Phonograph

EV:1x2

This invention consists of a microphone, a
horn-shaped loudspeaker, and a turning
axle with a needle for playing and recor-
ding sound to and from a wax cylinder.
When activated, it can record up to 1 hour
of sound, or play it back, by means of a
hand crank and clockwork. Wax cylinders,
necessary for recording and playing, cost
1 cp to make and are EV 3:1. The device
has an effective range of about 30 for clear
recording and 90" for playback, provided
there are no heavy physical obstructions
(e.g. dungeon walls) in the way.

Pressure Trap

EV:1x2

This invention is a portable pressure-plate
which unfolds to cover a 5 square area.
Any creature (or object) of dwarf-weight
or greater that steps on the pressure-plate
may activate it; by default, the trap will be
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triggered 33% of the time (a roll of 1-2 on
1d6), just like any dungeon trap; but at the
time the device is activated, the tech may
set the sensitivity on the pressure-plate to
any activation frequency desired, from 5%
to 95%.

As built, the Pressure Trap is designed
to deploy spikes that cause 1d6 damage to
anyone standing on the trap when it is
triggered; there is no saving throw, but
the spikes roll to hit with an attack bonus
of +2 (or +4 if the trap is deployed by a
tech of 6t level or higher) plus the tech’s
Intellect adjustment.

Instead of spikes, the tech may choose
to attach any other weapon (be it mélée or
missile), grenade, explosive, or chemical
preparation; in which case triggering the
Trap attacks with the weapon, detonates
the explosive, or activates the preparation.
(The tech should be very careful with ex-
plosives, though. If they’re set too close to
the pressure plate, they might destroy it!
The plate itself is AC 5, 10 hp, and has an
item saving throw equal to 5 + its own to-
hit bonus.) A weapon or device triggered
by the Trap—the “business end” of the
whole apparatus —can be placed up to 30’
away from the pressure plate itself.

A Pressure Trap is fairly easy to spot,
even by those not looking for traps; but it
can be concealed under cloth, dirt, leaves,
or some other kind of concealment which
is too light to trigger the device. It takes 1
turn to reset a sprung Trap.
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Shock Absorbers

EV:1x2 plus armor

This device must be permanently integra-
ted into a suit of armor or a reasonably
heavy set of clothing that pads and covers
the whole body. It increases the encum-
brance of the armor or clothing by 1x2 EV.
Shock Absorbers are able to reduce falling
damage, allowing a character who takes
an unexpected tumble to ignore the first
10" of the fall for the purpose of calculat-
ing damage. Shock Absorbers also bestow
upon the wearer a 1-in-6 chance to ignore
a critical hit, possibly turning such a blow
(from any source —even a backstab) into a
normal hit.

Smoke Machine

EV:1x2

The state of the art in special-effects tech-
nology, the Smoke Machine is a portable
smoke-screen generator. Once set in place
and switched on, it will bellow forth an
opaque, clammy fog that obscures vision
and slowly fills enclosed spaces. The fog
rolls laterally along the ground at a pace
of about a foot per minute, so after one
turn, it will fill a 10" radius area centered
on the machine; after two turns, a 20
radius; and so forth. The fog only climbs
to a vertical height of 3" per turn, though,
so the machine must run for half an hour
for the fog to reach the ceiling of a typical
dungeon corridor. The machine can run
for an hour before it runs out of power

and shuts down; thus, the maximum size
of the fog-cloud (outdoors and on a still
day) is 20" high and 120" across. While the
machine is operating, it emits a constant
and steady “chugging” noise, along with
the occasional sputter; but if the Smoke
Machine is, e.g., concealed in the ventila-
tion system of a building complex, these
noises tend to sound more ghostly than
mechanical and may add to the illusion of
a purported “haunting”.

Once generated, the fog will linger for
an hour or so, unless blown away by mod-
erate to strong winds. The Smoke Machine
must recharge for 4 hours (counting from
the moment it gets shut off) before it can
be activated again.

Spring-Heeled Jackboots

EV:1x2

This is a set of heavy, metallic clockwork
boots. They grant their wearer a constant
+6 bonus on Strength rolls made to jump
heights and distances. The wearer of the
Jackboots can leap to heights of 10" and
bound over 20" spans of distance with al-
most no effort.

Stainless Steel

EV: Special

This invention is an improvement over the
Balanced Alloy. The tech can now forge
shields and two-handed metal weapons
which weigh half normal and fill half the
usual inventory space. Whereas most 1st
level inventions are EV 1x2, the weight of
this invention is simply half that of a nor-
mal item of that type, e.g. 1x2 for a great
sword, 1 for a shield, etc. Such items are
also impervious to rust (and therefore, to
the ravages of rust monsters).

Stainless Steel weapons do not get an
enhancement bonus to hit or AC, but they
do get a +1 bonus on item saving throws
made to resist damage or destruction (and
they can still be enchanted normally).

Tranquilizer Gun

EV:1x3

This is a lightweight rifle which has been
designed to be loaded with one of a tech’s
preparations. Any offensive chemical that
the tech can load into a Hypodermic Injec-
tor can also be loaded into the Tranq Gun
(but beneficial chemicals will have no ef-
fect when shot).

A single preparation can be used to fill
up to 4 darts. (The tech can manufacture
spare darts for 1 sp each.) A normal mis-
sile attack roll (the Tranquilizer Gun has a
base missile range of 40°) vs. the target’s
AC is needed to score a hit. Because of the
smaller dosages, any saving throws are at-
tempted at no penalty.

89



CHAPTER FOUR: TECHNOLOGY

Turbine Fan

EV:1x2

This is a high-powered hand-held fan that
can operate steadily for up to four hours a
day. It can generate enough of a breeze to
blow away any smoke, fog, or mist (even
when such has been magically conjured),
clearing a 10" x 20’ area for every turn that
the fan is operated. Once per day, the Tur-
bine Fan may be overcharged, which gen-
erates a single powerful gust instead of a
steady wind. The gust will instantly blow
away all smoke, fog, or mist in a cone-
shaped area 60’ long out to 30" wide; and
any creatures within this area must roll a
saving throw or be pushed back 10" (those
that fumble this save with a natural 20 are
knocked prone). Any airborne creatures in
the area suffer a -5 penalty on their saving
throws, and all flying creatures that roll a

THESE BLUEPRINTS LOOK. .. COMPLICATED

The purpose of magical writing is to preserve the
lore of master wizards for posterity; but mages
often go about this in an obfuscatory manner, so
as to keep ultimate power out of the hands of the
unworthy. But science is not magic. The purpose
of scientific writing is to communicate, clearly and
directly, so that all may understand. Obfuscation is
anathema, as it implies either incompetence or a
malicious and deliberate fraudulence. Neverthe-
less, when dealing with the cutting edge of modern
technology, some difficulties are inevitable.

No one can be expected to master every sche-
matic or formula immediately. This is why techs
must spend time studying and experimenting with
invention schematics, just as mages must study
spells and rituals. And, just as a mage may attempt
to perform a ritual he does not know, so may a
tech attempt to build an invention that he cannot
yet understand fully because its level is above his.

When a tech attempts to build an invention
that he does not “know”, perhaps because he has
found a set of schematics describing an invention
above his level; or because he is sorely pressed for
time and must attempt his build “on the fly", with-
out taking a few weeks to study and master the
schematic, he may attempt to do so, but the Int
check at the end of the process suffers a =10 pen-
alty, just like the foolish mage attempting to cast a
ritual “on the fly".

Assuming the Int check fails (as it probably
will), the invention will be horribly flawed, with a
flat 10% chance of catastrophic (and potentially
explosive) failure each time the device is used, and
a cumulative 20% chance of ordinary malfunction
(i.e. the device simply fails to work at all) each time
it is used. Any attempt to repair a broken or defec-
tive invention also suffers a —10 penalty on the as-
sociated Int check, assuming that the tech still does
not know the invention schematic.

natural 17+ on the save are knocked out of
the air and may take falling damage when
they hit the ground. Once the Turbine Fan
has been overcharged, it may not be used
again at all for the rest of the day.

Typewriter

EV:1x2

A machine for quickly printing pages of
typewritten text, this invention needs little
in the way of explanation, as it doesn’t
have much of a direct mechanical impact
on any game rules. Ribbons of ink cost 1
iron piece.

Vacuum Pump
EV:1x2
Rumor has it that the Vacuum Pump was
invented by a tech to assist a fellow mem-
ber of his adventuring party, a maladroit
mage who had difficulty collecting certain
delicate spell components (vampires’ ash-
es, spider silk, free-floating ectoplasm).
Consisting of hose attached to a pump
and a tank, it allows a 1" radius pile of par-
ticulates or liquids to be “sucked up” and
contained within an airtight canister with
1 minute of work. An entire 10" x 10" area
takes about 3 turns to cover. The canisters
are removable (it costs 4 sp to craft extras),
and the device itself can be activated four
times per day.

Level 2 Inventions

Chemical Dispenser

EV:1+ weapon

This device augments a mélée weapon,
but also increases its EV by 1. (A weapon
with an EV less than 1, like a dagger, just
becomes EV 1 if this invention is incorpor-
ated into it.) The Chemical Dispenser adds
a small chamber inside the hilt, haft, or
blade of the weapon, and an activation
lever is placed on the grip. The chamber
can be loaded with any sort of chemical
the tech desires; common choices include
acid, flammable oil, galvanic electrolytes,
and liquid nitrogen. (Each Chemical Dis-
penser must be specially designed for that
chemical, incorporating e.g. a mechanism
for igniting oil or discharging an elctrolyt-
ic compound, or proper containment for
acid or liquid N2—and so this choice must
be made at the time the invention is built,
and it cannot be changed later.)

The Chemical Dispenser may be activ-
ated up to six times before the chamber is
depleted; doing so causes a hit from the
mélée weapon to cause 1d4 points of extra
elemental damage (acid, fire, cold, or elec-
tricity, depending on the chemical type) in
addition to the weapon’s normal damage.

A successful hit in mélée is required for
the weapon to cause extra elemental dam-
age. The wielder may always choose whe-
ther or not to activate the Dispenser after
having rolled to hit. Note that a critical hit
doesn’t multiply the extra damage (but a
fighter half-attack won’t halve it either).
Refilling the Dispenser requires 1 sp
worth of materials. The tech must have
access to a proper chemistry lab to do this,
but the work only takes half an hour or so.

Claymore Mine

EV:1each

When the tech spends 4 gp to build this
invention, it results in four land mines (i.e.
each separate mine costs 1 gp and takes
3Y2 days to build). A Claymore Mine can
be triggered by any means the tech can
devise: wired plunger is the default (and
assumed when the invention is built), and
a trip-wire trigger is trivially easy for a
tech to rig up; but the tech can also make
use of the Pressure Trap, Proximity Trap,
or Wireless Telegraphy inventions for this
purpose. (Wireless Telegraphy allows for
the creation of a remote detonator.)

When detonated, a Claymore spews
shrapnel in a conical area, 60" distant and
40" at its widest. Those caught in the blast
take 2d10 points of piercing damage, with
a saving throw permitted for half damage.
Multiple Mines set off by the same trigger
will only increase the area of effect, not
the damage dealt.

Clockwork Tensioner

EV:1x2 plus bludgeon

This device must be built into a medium-
sized bludgeon (such as a mace or a war
hammer) or a heavy, two-handed maul. It
modifies the weapon with a spring-loaded
lever-arm and a self-winding clockwork
apparatus. At any time after the wielder
has successfully rolled to hit in mélée, he
may depress a button that activates the
Tensioner, causing the weapon to deal an
extra 1d6 points of bludgeoning damage.
(This extra damage is a property of the de-
vice, not the weapon; thus, it is never
increased by a fighter’s combat training,
halved by a fighter’s half-attack, or multi-
plied when the weapon happens to score a
critical hit.) After the device has been act-
ivated, the clockwork apparatus within it
will start to capture kinetic energy from
the weapon’s own strikes, thereby causing
the machine rewind itself. Each further hit
with the weapon will reset the Clockwork
Tensioner by 25%, so that after four hits,
the device is ready to be used again. (Inci-
dentally, a hit with a 5t-8t ]evel fighter’s
“half-attack” counts as one-eighth of a re-
charge, not one-fourth.) The Tensioner al-
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so has a hand-crank for manually resetting
the device between battles; a manual reset
takes about a minute.

Grenade Launcher

EV:1x4

Considered by many techs to be an essen-
tial piece of kit, the Grenade Launcher can
be loaded with up to six grenades, flasks,
or chemical preparations at a time. Any
wielder can then fire these missiles with a
30" base range (and a rate-of-fire never ex-
ceeding one shot per round). Hitting with
any area-effect grenade still requires roll-
ing to hit AC 10, with a miss indicating
that the missile has landed off-center in a
random direction (1d12 o’clock), out to a
random distance that varies with the
range of the shot (in the case of a missile
fired by the Grenade Launcher, this will
be 1d20’ for close range, 2d20” for medium
range, and 4d20’ for long range).

It takes one round to load one shot in-
to the Grenade Launcher; ergo, one full
minute to fill it to capacity. By default, the
Grenade Launcher is only able to fire off
its various munitions strictly in the order
they were loaded into the machine; but if
the tech spends an extra week (and 1 extra
gp) working on the device, he can add a
selection-lever that allows manual rotation
of the ammo-drum for selecting a specific
grenade or preparation to fire.

Hand Cannon
EV:1 + pistol or 1x2 + rifle
This invention allows a tech to craft mod-
ified firearms that pack some serious extra
heat: “magnum” revolvers and “elephant-
gun” rifles. All firearms so modified add
+10 to their range, they have a 10 round
ammunition capacity, and they cause 1d10
points of damage (1d12 for fighters). (The
range and ammo capacity may be further
modified by gadgets like the Auto-Loader
and Sniper Scope). The weapons are semi-
automatic and so may be used with fight-
er multiple attacks; and they’re magazine-
loaded, taking only 1 move to reload (as-
suming full magazines are handy). Mod-
ified weapons are heavier than usual and
add EV 1 for a pistol, EV 1x2 for a rifle.
The bullets for a Hand Cannon, pistol
or rifle, are custom-made: they weigh 30:1
and cost 1 cp each to craft.

Night-Vision Goggles

EV:1x2

These heavy goggles allow the wearer to
see in the dark, by gathering and amplify-
ing ambient light. (This means that they
need at least a little light to work; they are
useless in a sealed, pitch-black cave.) Be-
cause they restrict the wearer’s peripheral

vision and field of view, the wearer is —4
on Int rolls made to search, spot, or notice
things. Further, any bright light will over-
whelm the goggles and blind the wearer
for 1d6 rounds, with no save if the light is
sudden enough to take the wearer by sur-
prise. The goggles can function for 2 hours
each day, or more if the tech fashions any
extra battery packs (these are the same as
used in an Electric Taser or Optic Flash-
Bulb: EV 1; and 5 sp and 3% days to craft).

Printing Press

EV:Immobile

The steam-powered, rotary printing press
is a large device that fills an entire room.
No tech is going to be bringing this along
on a dungeon-crawl. Nevertheless, there
are some who may find it handy, especial-
ly those who intend to spread propaganda
or wanted posters quickly. The automated
Printing Press is capable of printing 800
copies of a page each hour; once the press
has been built, the tech needs merely to
foot the cost of ink, paper, and coal for the
small steam-engine that powers it. It takes
approximately half an hour to set the type
for a page to be printed.

Proximity Trap

EV:2x2

This device is an improvement over the 1st
level Pressure Trap invention. The Prox-
imity Trap uses reflected EM waves to de-
tect when a moving body comes within its
range. The device is unable to distinguish
living from non-living matter; any moving
object that weighs at least 5 Ibs. will set off
the trap. The effective range of the prox-
imity sensors is 30 feet; the trap that the
device triggers (which can be any mélée or
missile weapon, an explosive, or a chem-
ical preparation) can be placed anywhere
within 60 feet of the sensor. The Proxim-
ity Trap itself is neither small nor subtle,
being 2 feet in diameter, 6 inches thick,
and covered in small radio antennae and
little spinning radar dishes. Nevertheless,
approaching the device to investigate or
disarm it is a very risky proposition.

It takes 1 turn to set the Proximity
Trap, which then arms itself after a fixed
time (up to 1 hour), as decided by the tech
when the trap is set. Once armed, the trap
is triggered by a person or object coming
within 30" of it (the default chance to trip
the trap is 33%; but when the trap is being
set, the tech may select any value between
5% and 95%). As with the Pressure Trap,
the Proximity Trap rolls to hit as if it had a
Fighting Capability of +2 (+4 if the tech
who builds it is at least 6th level) plus the
tech’s Int adjustment. The device has AC
4,20 hp, and SV 5 + its bonus to hit.

Sonic Amplifier
EV:2x2
This device emits a high-pitched, almost
hypersonic sound that affects objects and
creatures within a 60" radius. Once activ-
ated, it will sound for 1 minute (6 rounds),
and all creatures in the area will be =2 on
all attacks, saves, and attribute checks for
the duration. Any creature in the area able
to hear must also roll a saving throw or be
stunned for one round (see pg 81). The de-
vice will shatter glass after 3 rounds and
brittle crystal (including a mass of crystal
grown by the 9t level Crystal Lattice in-
vention) once the full minute has passed.
This device must recharge for 6 hours
after it has been activated before it can be
used again.

Two-Way Telegraph

EV:2x2

This device can be used to transmit coded
signals over great distances using electric
pulses carried by conductive wires. Both
the sender and the receiver of the message
must have a complete Telegraph apparat-
us; and, more importantly, there must be
telegraph wires strung between both loca-
tions in order to send any messages. This
isn’t cheap: it costs 1 gold piece per mile
(and double that for difficult terrain like
forests and mountains) to erect telegraph
wires, including the cost of the wire itself
and pay for a crew of workmen. (Workers
can usually put up perhaps 4 leagues’
worth of wire per day over easy terrain, or
they can cover 2 leagues per day in dif-
ficult terrain.) And this isn’t even account-
ing for the possibility of monsters and
other dangers of the wilderness harassing
the work-crews or damaging the complet-
ed telegraph poles...

Vitalizing Emanations

EV:2x2

This invention concentrates pure élan vital
—life energy —into a single pulse or burst
of radiation. When the machine is activ-
ated, it goes off like an EMP bomb; every-
thing within a 20 foot radius is bathed in
the Vitalizing Emanations for one round.
All living creatures in the area recover 2d4
hit points, unless they are wounded, in
which case they have an 18.75% chance
(i.e. aroll of 7 or 8 on 2d4) of recovering a
wound level. Any undead creatures with-
in the area take 2d4 points of damage with
a saving throw allowed for half damage.

A machine that draws pure life force
out of the eether at stores it within telluric
circuitry is no mean feat of science; but
neither is the technology perfectly efficient
yet. Once activated, it must recharge for a
full 24 hours before it can be used again.
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INTEGRATED TECHNOLOGIES

Many inventions, such as the Shock Absorbers, Chem-
ical Dispenser, Clockwork Tensioner, Chain Saw Blade,
Electric Discharger, and Elemental Insulation, modify
ordinary pieces of gear. If you're using £&Fs grid-
based encumbrance system, you'll naturally be wary
of increasing any item'’s length in the inventory space
more than 4 squares, since this will automatically en-
cumber a character who carries the modified object.
Don't worry: technological modifications can be fixed
onto the “side” of items that they modify (in the ab-
stract inventory space), even if the lengths don't quite
match up. Yes, this can result in some oddly-shaped
equipment, but we're talking about steampunk inven-
tions here; nobody said that they had to /ook elegant.

Level 3 Inventions

Chain Saw Blade
EV:1x4 plus great sword
This device modifies a great (two-handed)
sword with a toothed, vibrating blade and
a petroleum-fueled motor. It takes 1 round
to “rev up” the blade (which is otherwise
inactive and therefore completely useless);
for the next two minutes (12 rounds), the
blade becomes quite a lethal weapon and
cutting-tool, with a base damage of 2d6, or
2d8 for a fighter. Groovy.

Each use of the Chain Saw Blade con-
sumes half a gallon of refined petroleum
(1 EV weight, 1 cp cost).

Electric Discharger

EV:1x2 (device + battery) + weapon

This device is similar to the Chemical Dis-
penser, in that it augments any ordinary
mélée weapon; but the Electric Discharger
must be attached to a heavy battery-pack;
thus, it increases the encumbrance of the
augmented weapon by 1x2, half of which
is just the weight of the battery.

An electrified weapon is, for all intents
and purposes, a lethal cattle-prod as well.
When the device is activated (which must
follow a successful hit in mélée, although
the wielder of the weapon may always de-
cide whether to activate the Discharger
after having rolled to hit), the target suf-
fers an additional 1d6 points of electrical
damage and must roll a saving throw or
be stunned for 1 round. The Electric Dis-
charger has one more benefit that helps to
make up for its cumbersome bulk: one can
always choose to make a “touch attack”
with the weapon and roll to hit AC 10
instead of the target’s normal AC; this
won't deal the weapon’s normal damage,
but it does still deal electrical damage and
force the target to save or be stunned!
Note that a critical hit can never multiply

the electrical damage, nor is the damage
halved by riding on a fighter half-attack.

The weapon may be discharged six
times before the battery is permanently
depleted. (Batteries which have been used
to power the Electric Discharger cannot be
recharged by any means.) Spare batteries
are the same as those used for the Electric
Taser and Optic Flash-Bulb: they weigh 1
EV and cost 5 sp (and take 3%z days” work)
to craft. Note too that the battery is not in-
corporated directly into the weapon; but
rather, a cable connects the battery’s term-
inals to the main Discharger device, which
by itself is only EV 1 and is solidly affixed
to the weapon that it modifies. The battery
must be safely secured elsewhere on the
wielder’s person, usually on a belt or in a
backpack. It takes 1 minute (6 rounds) to
replace a dead battery pack.

U amu
e

Elemental Insulation

EV:1x2 + armor

This invention must be permanently inte-
grated into a suit of armor (or set of heavy
clothes), which increases the item’s EV by
1x2. Thereafter, the wearer is resistant to
the effects of one harmful type of elemen-
tal energy (heat, cold, acid, or electricity),
which must be chosen at the time the dev-
ice is constructed and may not be changed
later without building an entirely new Ele-
mental Insulator.

The wearer is impervious to the ordin-
ary extremes of temperature or environ-
ment associated with the selected element
type: blistering heat, freezing cold, acid
rain or fog, or even the dangers of high-
voltage machinery and exposed live wires.

In combat, attacks based on that element,
whether from spells or dragon breath or
any other source, allow the wearer a +2
bonus on saving throws against that type
of damage; and prior to the saving throw,
any damage dealt by the attack is reduced
by 1 point per damage die.

Flame Thrower

EV:2x3

This heavy device consists of a metal tank
strapped to the wearer’s back, which is
filled with flammable oil, and a handheld
gun with a pilot-light at the nozzle and a
tube connecting the gun to the tank. When
fired, the Flame Thrower emits a linear jet
of flaming oil, 60" long and 5 wide, which
deals 2d6 points of damage to all creatures
in the area; a saving throw is permitted for
half damage. The flames will also ignite
any flammable objects in the area, and any
creatures that roll 18-20 on their save also
catch fire and take an extra 1d6 points of
damage in the following round as the oil
burns out (unless they opt to spend a full
round stamping out the flames).

The Flame Thrower can be fired three
times before the tank is depleted, with a
requisite cooldown time of at least three
rounds between shots (ignoring the cool-
down risks a 50% chance of ruining the
nozzle). A full tank holds the equivalent of
18 flasks of oil, or 6 flasks per shot; it takes
about three rounds to empty one flask of
oil into the tank (i.e. 9 minutes, or nearly a
full turn, to completely refill the tank from
carried flasks of oil).

It takes one round to light the Flame
Thrower nozzle’s pilot-light, which is usu-
ally kept off for safety reasons.

Hypno-Spiral

EV:2x3

This device consists of a large, colorful,
spinning wheel surrounded by blinking
lights timed to go off in mentally disor-
ienting patterns. When the device is activ-
ated and the Hypno-Spiral is shown to liv-
ing beings of at least animal intelligence
(undead are immune), those creatures able
to see the spiral (i.e. anything within Near
range and inclined to look at it) must roll a
saving throw or else become fascinated.
Fascinated creatures will do nothing but
stare at the Spiral, stupefied, unless they
are attacked (which immediately cancels
the effect). While in the fascinated state,
any creatures which are able to under-
stand the language spoken by the device’s
operator will be vulnerable to short, sim-
ple suggestions (not more than a sentence
or two), so long as they sound reasonable
and do not run contrary to the creature’s
morality or sense of self-preservation.
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Once activated, the Hypno-Spiral will
run for one minute (6 rounds), in which
time it may fascinate creatures and hold
them in thrall. Once it wears off, provided
the targets were not attacked, it takes a
full round for fascinated creatures to come
back to themselves. After it has been used,
the Hypno-Spiral has to recharge for six
hours before it may be activated again.

Magnetic Inverter

EV:2x3

This device generates a powerful magnetic
field. It can be strapped onto the wearer’s
person at all times, or it can be set down in
one place before it is activated. The oper-
ator of the device decides when activating
it whether to set the polarity dial to “at-
tract” or “repel”.

A repulsive field acts like a shield of
force around the bearer/wearer of the de-
vice. All metal missiles (including bullets
fired by a Machine Gun) are automatically
deflected away and cause no damage. All
other metallic weapons are —4 to hit the
wearer. The wearer enjoys a +2 bonus on
saves against electricity-based attacks, and
the damage caused by such attacks is re-
duced by 1 point per damage die.

An attractive field has a more peculiar
effect: it causes most lightweight metal
items (including hand-held weapons and
shields) within 30 feet of the device to fly
towards it and stick there in a magnetized
ball of metal. Creatures holding onto such
items may roll saving throws to keep from
losing them; but any unattended items
with an EV of 4 or less will go flying. If the
Magnetic Inverter should be strapped to a
wearer when an attractive field is activat-
ed, any weapons that come flying at the
wearer have a small chance to strike him
for damage (they roll to hit the wearer’s
AC with a Fighting Capability of -8). Hit
or miss, they then stick to the device and
stay there; only a being with Strength 18+
can pry them away while the duration
lasts. If anyone manages to stay in control
of a metal weapon while the Inverter re-
mains active and set to “attract”, or they
launch a metal missile at the wearer, such
attacks are +4 to hit him.

The effects of the Magnetic Inverter
persist for 1d6+6 rounds. Once activated,
the device must be left to recharge for four
hours before it can be used again.

Metallurgic Mythrill

EV: Special

This invention allows the tech to create a
lightweight alloy of aluminum and titani-
um which resembles genuine mythrill and
is ideal for forging medium-weight armor.
The tech is now able to craft “bullet-proof
vests”, which are coats of brigandine that

are EV 1x3; and “impermeables”, shirts of
mail which are EV 2x2 and are easily con-
cealed under normal clothing. The ACs for
these armors remain the same as normal
gear (AC 7 for a jack-of-plates and AC 6
for a coat of mail) unless enchanted. The
impermeable costs the full 9 gp to create;
but the bullet-proof vest uses less metal,
so it costs only 6 gp, 5 sp (and 3 weeks).

Rocket-Powered Boots

EV:2x2

With the push of a button, this heavy but
stylish footwear deploys a set of high-
impact wheels and a pair of self-adjusting
directional rocket-boosters. A click of the
heels sends the wearer careening forward
in a straight line at a speed of 100" per
move. Dexterity checks may be rolled to
change direction, but the only way to stop
is for the rockets to burn out (which takes
a full round, or 3 moves); to fall supine; or
to run into (or trip over) some manner of
obstruction. Since any of these possibilities
can easily result in severe injury, Rocket
Boots are best operated in wide-open, flat
areas. Each time the Boots are used, the
fuel-tank must be refilled with a dose of
specially formulated rocket fuel that costs
6 silver pieces and takes 3 days to cook up.
Finished bottles of fuel are EV 3:1. It takes
one round to refill the boots” tank.

Windup Familiar

EV:n/a

This invention enables the tech to create
small and unfailingly loyal automata of %2
or 1 Hit Die in size, such as the “windup
familiar” described on pg. 147 of chapter
5. Building a %2 HD robot like the titular
windup familiar incurs the normal costs
for a 3t level invention (4 weeks of work
and 9 gp); whereas building a 1 HD robot
—like a simple clockwork soldier, for ex-
ample —costs as much as it takes to build
a 4t Jevel invention (6 weeks of work and
16 gp) despite only requiring this 34 level
schematic to begin construction.

Wireless Telegraphy

EV:2x3

This invention allows the tech to create a
simple radio apparatus capable of sending
wireless signals, but only in the form of
coded electronic pulses. It cannot trans-
mit or receive sound or picture directly;
only beeps or clicks (which can be used to
send coded messages, as dots and dashes);
or special signals programmed to activate
other inventions.

When used to make a telegraph, this
invention is very similar to the 2nd level
Two-Way Telegraph invention, except of
course that wires are no longer necessary.
On its own, one can use a Wireless Tele-

graph to communicate with anybody else
operating a Wireless at the same time out
to within one league; but if a tech goes to
the trouble of erecting a radio antenna and
receiver dish, the transceiver range can be
extended considerably, up to 12 leagues,
assuming that the other party also has a
radio tower. The cost and time required to
build the Wireless Telegraphy invention
assumes construction of one small, port-
able radio apparatus and one full antenna.
The EV listed above is for the apparatus;
of course the antenna is immobile.

If the tech only wishes to construct a
portable wireless transmitter, such as for a
detonator or short-range communication
no further away than 1 league, the cost is 4
gp and the time required is only 2 weeks
(the same as a 27 level invention).

Level 4 Inventions

Ztheric Disruptor

EV:2x4

This large machine emits a steady energy-
field that interferes with any and all vib-
rations originating on the Ztheric Plane.
The device has its strongest effect on crea-
tures connected to the plane of Shadow —
undead and demons—but it also affects
beings of Faerie and the use of magic.

Once the device is turned on, it pro-
jects a field with a 90" radius around the
machine that weakens undead creatures,
causing them to temporarily lose one hit
die, for as long as they remain within the
field. The lost hit die returns immediately
if the undead creature leaves the field, or
if the device is moved away, putting the
creature out of range. (1 HD undead, like
zombies, are not destroyed by the field;
they become inert corpses until the dura-
tion ends or until they exit the range of the
device. Any inert zombies which have not
been destroyed when this happens will re-
animate immediately.)

Fae and demonic creatures are nausea-
ated by the device’s emissions; they suffer
a —2 penalty on all d20 rolls, including
attacks, saves, and skill checks. (Note that
demi-humans are not affected by this—
they’re mortal humanoids, not true Fae.)

The Disruptor also has a flat 1-in-6
chance to cause any magical spell, trick, or
ritual, or spell-like power cast within the
field to fail, or to suppress an ongoing
magical effect. (But remember, enchanted
items are not ongoing effects and are not
affected by a field that suppresses magic.)

The ZAtheric Disruptor will continue to
function for 1d10+10 rounds once activ-
ated. It must then recharge for 6 hours be-
fore it can be activated again.
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Alchemical Assembly-Line

EV: Immobile

This important invention is the tech’s re-
sponse to mage rituals like Patient Word,
Scribe Scroll, and Condense ZAtherium. An
advanced chemistry lab and apparatus, it
allows a tech to create a permanent ver-
sion of any of his chemical preparations,
as if they were ordinary grenades or pot-
ions of the sort that don’t separate out or
rust apart after a day has passed. It costs
150 cp and takes three days of brewing or
tinkering to create a permanent prepara-
paration. In this fashion, the tech can here-
after stockpile his various chemicals, gas-
es, and explosives.

Bio Blaster

EV:2x4

This bulky weapon consists of a tank, a
length of tubing connected to a spray-gun,
and a hazard-suit and breath-mask which
have been specially designed to protect a
wearer from harmful inhaled agents. The
tank contains a nutrient broth and a live
culture of nasty, toxic bacteria which are
capable of inflicting both poison and dis-
ease on any living creature that inhales
them (presuming that it has a respiratory
and a circulatory system, of course —oozes
would be immune to this invention).

The spray-gun aerosolizes the bacter-
ial broth and shoots it in a cone 40" distant
out to 20" wide. There is enough juice in
the tank for three spritzes; once the tank is
emptied, refilling it is a simple matter of
obtaining several gallons of chicken-broth
(this costs about 2 cp) and letting it sit for
2-4 days. (Each day after the first restores
one of three shots.)

Creatures exposed to these pathogens
must roll an immediate save vs. disease.
Those that fail are infected and contract a
deadly disease which has a 25% chance to
kill most creatures after an incubation per-
iod of 1d6 days. (Big, tough monsters may
be accorded a better chance to survive.)

Regardless of the outcome of the save
vs. disease, creatures are also poisoned by
exposure to the bacterial toxins. (This is
automatic and does not allow any saving
throw.) After an onset time of 1d6 turns
(10-60 minutes), exposed creatures suffer
5d6 poison damage, with a save vs. poison
allowed at this point to halve the damage.

The accompanying bio-suit and gas-
mask impart a +10 bonus on both saving
throws, should the wielder of the device
himself be exposed to the pathogen. It also
grants a +4 bonus on saving throws vs. all
other gas-based attacks. If the tech wishes
to produce only spare hazard-suits and
gas-masks, these count as 2" ]level inven-
tions (2 weeks and 4 gp to create).

Cutting Torch

EV:2x4

A primitive oxygen-acetylene torch, this
device consists of a large tank and a hand-
held nozzle-gun with a regulating dial.
The Torch must be lit with another source
of flame; once active, it is capable of cut-
ting through metal up to four inches thick
at a pace of 1d4 inches per minute. (That’s
lateral inches — cutting a hole with a 1-foot
radius equates to a 75-inch circumference,
which will likely take around 30 minutes.)
The fuel-tank has enough gas to keep the
Torch in continuous operating for up to an
hour. Refilling the empty tank requires a
laboratory and costs 8 sp.

If the Cutting Torch is used as a mélée
weapon, a normal to-hit roll is required.
The flames cause 2d4 damage, and targets
can attempt a save for half. Don’t forget to
wear your Lensed Goggles whenever you
operate this invention!

Freeze Ray

EV:2x4

For all intents and purposes, this inven-
tion is a “frost thrower” —a tank contain-
ing liquid helium attached to an advanced
cryonic gun that fires a steady beam of
freezing cold. The beam has an effective
range of 80" and may be directed at one
target at a time (requiring a missile attack
vs. AC 10; the target’s armor doesn’t mat-
ter overmuch). On a hit, the target suffers
2d6 points of cold damage, with a saving
throw allowed for half damage. If the save
is failed, the target is also slowed (limited
to 2 moves per round and unable to make
counter-attacks or take parting shots) for a
number of rounds equal to the damage
sustained. Any target that rolls 17-20 on
the saving throw is actually encased in ice
and frozen solid, effectively paralyzed for
up to a turn (or until they’re exposed to a
heat-source capable of melting away the
ice). A frozen target will also suffer 1 point
of damage per minute (every 6 round) as
long as they remain frozen.

The Freeze Ray’s backpack tank has
enough charge for ten shots. It cannot be
refilled during the adventure, since lique-
fying helium requires a full day’s work in
the tech’s home laboratory.

High-Fidelity Transceiver

EV:2x3

This invention is a more advanced radio-
communication apparatus, one capable of
transmitting and receiving sound in real
time. As with the Wireless Telegraph, the
range of an unassisted transmission is just
one league or so; with a radio antenna, it
becomes twelve leagues (see pg. 93 for the
specifics of building an antenna).

Holographic Projector

EV:2x4

This device is very large and very delicate.
Using a carefully angled arrangement of
mirrors and Fresnel lenses, it can project
silent images (which must have been pre-
recorded using a Camera Obscura or a
Motion Picture Camera) as three-dimen-
sional holograms up to 30" across, within a
90" range. Images recorded with a Camera
Obscura will only be still images; but any-
thing recorded by a Motion Picture Cam-
era will move, even looping back to the
beginning of the image when the film-reel
ends. In either case, the Holographic Pro-
jector can display its illusory image for up
to an hour; then it must recharge for three
hours before it can be used again.

Machine Gun

EV:2x4

At last, we come to a traditional staple of
warfare in the fantastical Age of Steam:
the automatic firearm. The Machine Gun
uses a rotating drum fitted with multiple
gun-barrels in order to fire bullets at a rate
of about three-hundred per minute, or 30
bullets per 10-second round. Convenient-
ly, the device can hold 300 bullets at a
time (assume that the EV listed above is
for a fully loaded Machine Gun), which
means that it can be fired continuously for
six rounds before it is empty. When firing
the Machine Gun, the attacker makes no
roll to hit; instead, the Gun affects a rect-
angular area within 500", either 10" x 10" or
5 x 20" (“strafing”), as the firer chooses.
All creatures in the area take 2d6 points of
damage (or 2d8 if the gunner is a fighter),
with a saving throw allowed to halve the
damage. The save receives a +2 bonus if
the target has an AC of 5 or better, and a
+4 bonus if the defender is behind cover
or has an AC of 1 or better.

Machine Gun bullets cost and weigh
the same as rifle cartridges. It takes 1 min-
ute to load 30 bullets into the machine gun
(i.e. a full turn to completely reload it).

Power Drill

EV:2x3

This device consists of an enormous drill-
bit, nearly a foot in length and an inch
wide, set into a motorized hand-grip and
fueled by petroleum combustion. Like the
Chain Saw Blade, it takes one round to
“rev up” the Drill; it will then remain act-
ive for a full two minutes (12 consecutive
rounds). If used as a mélée weapon, the
drill inflicts 2d8 points of piercing damage
(2d10 for a fighter). It can also be used to
bore holes in metal or stone at a rate of
about 4 inches of depth per minute. The
Drill makes short work of most locks.

94



INVENTIONS — LEVELS FOUR, FIVE

Each use of the Power Drill consumes
half a gallon of refined petroleum (1 EV of
weight, 1 cp cost).

Rebreather

EV: 2x3

This invention consists of an air-tank and
breath-mask that permit breathing under
water for a considerable length of time —
up to eight hours of air may be stored in
the tank. This allows the wearer to operate
underwater for most of a day, at depths
down to 120 feet. Refilling the tank costs
nothing, but it takes 2 hours and requires
that the tech have access to his laboratory
and the appropriate equipment.

Level 5 Inventions

Alchemical Adamant

EV: special

This invention is a metallurgical formula,
the knowledge of which allows the tech to
craft heavy armors (cuirasses, plated mail,
and suit armor) which weigh about 10 Ibs.
less than usual. (This is entirely unlike real
adamant, which is incredibly dense, heavy
stuff.) A fitted cuirass made of Alchemical
Adamant is EV 2x2; while a suit of plated
mail or full suit armor is EV 2x3. The ACs
of these armors are also 1 point better than
normal (AC 4 for a cuirass, 3 for plated
mail, 2 for a suit of plates)—and since this
bonus is inherent in the metal, it stacks
with any further bonuses from enchant-
ment. (If a mage and a tech work togeth-
er, the mage can, if desired, begin the en-
chanting process at the same time the tech
starts forging the armor.) Making enough
Alchemical Adamant for a suit of plated
mail costs 25 gp, the same as any other 5t
level invention. A fitted cuirass uses less
metal (20 gp, 7 weeks), whereas a suit of
plates uses more (30 gp, 12 weeks).

Bio-Current Adjustor
EV:3x3
This weighty device consists of a vest and
several highly complex battery packs, cir-
cuit-boards, and electrodes. When worn
on the body, it regulates and redirects the
wearer’s vital energies, granting a +2 bon-
us on saves vs. poison, a +4 bonus on
saves vs. disease, and the ability to regen-
erate hit ponts at a rate of 1 hp per turn,
up to a maximum of 10 hp in a single day.
For every three days of continuous
use, the vest requires one day to recharge.
For every month of near-continuous use, a
wearer must roll a save or risk becoming
dependent on the Bio-Current Adjustor
(the specific effects of which are left up to
the referee and should not be pleasant).

Chameleon Cloak

EV:2x4

This device is heavy, but at least it’s quiet.
It consists of a battery-pack which must be
worn on the body like a vest, and a trans-
lucent fiber-optic cloak which is capable of
redirecting light and thereby bending real-
time images around itself. This grants the
wearer an effective bonus of +5 on Dex
rolls made to go unseen or hide in shad-
ows, for up to an hour at a time. (Once
activated, the device must then recharge
for 3 hours before it may be used again.)
While using the Chameleon Cloak, it is
possible to creep slowly, but running or
attacking spoils the effect and negates the
bonus. Conversely, if the wearer remains
perfectly motionless, the bonus doubles
and becomes +10 on hiding.

Clockwork Companion

EV:n/a

This invention allows the tech to create
small, 2 HD automata, such as the K-9000
(see pg. 143).

Lightning Gun

EV:3x3

Also known as a “death ray”, this remark-
able invention weaponizes an actual force
of nature —electricity itself. It consists of a
heavy backpack and a rod-shaped emitter
which, when fired, casts a directed light-

ning-bolt at a single target up to 80" away.
This target takes 4d6 points of electrical
damage, with a saving throw allowed for
half damage. The lightning will then arc
out to any and all creatures within 20" of
the first target (beware: the device cannot
discriminate between friend and foe!), and
these all take 2d6 points of damage, again
with a save allowed for half damage.

The Lightning Gun contains sufficient
charge for only two shots. It takes four
hours to recharge one expended shot, or
eight hours to recharge both.

Navigator’s Orrery

EV:Immobile

This elaborate clockwork device must be
built into the dashboard of a ship or air-
ship. It uses mechanical lever-arms and a
pointer to track a vehicle’s exact position
on a built-in map which is part of the dev-
ice and integrated into it when the inven-
ion is built. This allows the a navigator to
keep perfect track of a ship’s exact lati-
tude, longitude, and altitude at all times,
with no chance of the ship ever becoming
lost (barring, of course, any extraordinary
circumstances that foil the invention itself
—electrical storms being one possibility).

Personal Glider

EV:2x4

This device is worn on the back. With the
press of a button, it unfurls into a personal
hang-glider which may slow the wearer’s
descent considerably. After an initial 10 to
40 feet of steep descent, the glider-flight
stabilizes, allowing the wearer to descend
slowly, according to his encumbrance load
level:

Load Fall Speed
Light 10" per round
Moderate 20’ per round
Heavy 30’ per round
Severe 40’ per round
Overburdened n/a

A lightly or moderately encumbered char-
acter can glide forward up to 100 feet per
round as they descend and land gently,
provided there is sufficient room to glide.
A heavily or severely encumbered char-
acter will only cover 50 feet per round and
may have a rough landing (1d6 damage,
save for half). An overburdened character
cannot be held up by the Personal Glider
and will simply plummet.

Video Transmission

EV:3x3

This device consists of a boxy apparatus
containing a phosphorescent screen, a vac-
uum tube, a cathode ray tube, and an elec-
tromagnetic yoke. It allows for the trans-
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mission and reception of real-time com-
munications signals, much like the High-
Fidelity Transceiver, except that this in-
vention can send and receive picture as
well as sound. The range on the apparatus
itself is one league, and of course both the
sender and the receiver must have a Video
Transmission device; with the addition of
a radio antenna (see Wireless Telegraphy,
pg. 93), the effective broadcast range be-
comes twelve leagues; and likewise, wires
(see Two-Way Telegraph, pg. 91) can be
used to carry messages over considerable
distances.

The device can also play back images
and sound recorded by a Motion Picture
Camera and Phonograph, provided they
have been converted into the proper sig-
nal format, namely electromagnetic tape.
A device that converts film-reels and wax
cylinders into electromagnetic tapes and
then displays the contents of the tapes on
the Video device can be constructed as if it
were a 27 level invention (2 weeks, 4 gp,
EV 2x2). The cassettes cost 3 sp each to
produce.

Level 6 Inventions

Advanced Automaton

EV:n/a

This invention permits techs to create free-
willed automata with 3-4 hit dice, such as
auto-mechs and clockwork men (refer to
chapter 5, pp. 139-140, for the specific de-
tails).

Inertial Dampeners

EV:2x3 plus armor

This device is a more potent version of the
level 1 invention Shock Absorbers. It taps
into a fundamental fact of nature —inertia
itself —and partially counteracts it with
interfering gravity-waves. Shock Absorb-
ers are built into a set of armor (of any
type); while the armor is worn, the Inertial
Dampeners allow the wearer to ignore up
to 300 feet of height for the purpose of cal-
culating falling damage. They also impart
to the wearer a 50% chance to negate the
effects of a critical hit (or a backstab), tur-
ning such a blow into a normal hit.

Laser Beam Emitter

EV:2x4

This device is a functioning laser-cannon!
Once constructed, the tech possesses a big,
impressively heavy device which requires
at least both hands to aim and operate, if
not a tripod or some other manner of gun-
mount. Hoses and power-cables connect a
recharging power-supply to a gas-cham-
ber and a focusing-crystal that serves as

the beam-emitter. The laser beam may be
fired at a single target at a time (rolling to
hit vs. the target’s normal AC), with a hit
causing 2d8 damage (or 2d10 for a fighter;
multiple attacks are allowed with the Las-
er, with half-attacks causing 2d5 damage).

The chief advantage of the Laser Beam
Emitter is that it can be fired 24 times be-
fore it runs out of power, and it recharges
one shot for every turn (i.e. six shots each
hour) that it goes unused.

Necro-Reanimator

EV:1x2 each

This invention produces a set of 6 “Necro-
Reanimators”, clockwork devices which
also act as aetheric antennas capable of re-
ceiving dark emanations from the plane of
Shadow. If one of these devices is attached
to the spine of an ordinary humanoid cad-
aver, it will slowly (over the course of a
turn) burrow into the decaying brain and
nervous system and animate the body as a
“clockwork zombie”.

Clockwork zombies are just like nor-
mal zombies, except that their AC is 1
point better (AC 8 instead of 9); and be-
cause they have been created with science
instead of necromancy, their connection to
Shadow is more tenuous than it would
normally be. This has its pros and cons: it
means that clockwork zombies are resis-
tant to the effects of the Banish Undead
spell (they get +2 to saves vs. turning); but
they also have a limited shelf-life. With no
evil enchantment to stave off the process
of decay, clockwork zombies (which start
out with 1d8 hit points, the same as nor-
mal zombies) permanently lose 1 hit point
for each day that they exist. When a clock-
work zombie falls to 0 hit points, the body
has decayed beyond use and cannot ever
be reanimated; but the device itself can be
retrieved (with an hour of delicate work:
it’s practically brain-surgery to retrieve a
Necro-Reanimator intact).

Phlogiston Bomb

EV:3x4

The schematic for this powerful device is
usually a carefully-guarded state secret. It
allows a tech to create an incendiary bomb
that saturates its entire blast-radius with
pure phlogiston (elemental fire). The blast
causes 6d10 fire damage to anything and
everything within a 40" radius. Anything
flammable is sure to be instantly annihil-
ated. It takes about one minute to set the
Bomb in place; thereafter, it can be deton-
ated by timer, remote, or any other means
(including Pressure and Proximity Traps).
Certain rogue airship captains have been
rumored to keep impact-triggered Phlo-
giston Bombs within their ships’ arsenals,

but to actually use such a weapon of mass
destruction on a bombing-run would be
considered a heinous atrocity.

Rejuvenating Chamber

EV:Immobile

This device is, for all intents and purposes,
a healing “pod”. It consists of a tube-like
bed (sort of a metal casket, really) with a
transparent window set into the door, and
copious tubes and hoses which connect to
large machines and chemical tanks which
cannot be easily moved.

One night spent within the Chamber is
sufficient to lift a wound level. An un-
wounded character who spends 2 hours in
the pod will recover all hit points. (Spells,
preparations, and other use-per-day spe-
cial abilities are not refreshed, unless of
course the character actually spends a full
night resting in the pod.)

Repeated use of the Chamber is not
without risk. Each time the device is used,
it carries with it a cumulative 1% chance
of addiction and dependence. Those who
become addicted to the chamber must rest
within it to naturally recover hit points or
heal from wounds, and they are constant-
ly cranky and irritable at all other times.
The referee may opt to impose other side-
effects and decides how (if at all) the ad-
diction can be cured.

Steam Engine

EV: Immobile

This schematic allows the tech to build
steam engines powerful enough to drive
vehicles like steamships, airships, or loco-
motives. Of course, such vehicles always
cost a great deal more than just the engine;
these are large-scale projects that take lots
of time and money to finish building.

For just the cost of the Steam Engine
itself, the tech can build a generator that
supplies mundane electricity to a house-
hold, or perhaps integrate the Engine into
a common wagon or cart, resulting in a
“steam wagon” that can transport goods
without recourse to beasts of burden for
power. The constant need to keep such an
Engine fueled with coal tends to make this
device rather impractical for small-scale
transportation, though. (Look to the level
8 Combustion Engine invention for a more
compact alternative.)

X-Ray Tube

EV:3x4

This machine is more easily wheeled than
carried. It consists of a cathode ray-tube
attached to both an emitter-dish and a
viewing screen. When the device is activ-
ated, the dish beams x-rays in a 90" cone
and captures any reflected images for dis-

96



INVENTIONS — LEVELS SIX, SEVEN

play on the screen. The X-Ray Tube pro-
duces fuzzy, skeletal images of any phys-
ical objects or creatures (and it may even
show indistinct glimmers on the screen
where incorporeal monsters exist), pro-
vided the x-rays are not blocked by, e.g.,
lead shielding.

The X-Ray Tube can operate for up to
an hour of continuous use; it then needs to
be recharged for three hours before it can
be used again.

COLLABORATION AND TRANSPORTATION

High-level inventions take a long time to make, and
they can get very heavy. For the most part, these are
necessary balancing mechanics that help to keep such
inventions from dominating the game. But they can
also keep certain inventions from ever entering the
game at all. The time to learn and build a 10" level
invention, for example, is roughly ten months, which
the tech may not spend adventuring!

To mitigate this somewhat, the referee may allow
a tech to seek out other high-level techs who might be
willing to collaborate on an invention. This is bound to
be terribly expensive, as high-level NPCs are not easy
to find to begin with, and they always have their own
agendas. But if a tech can find a willing assistant (who
is also of sufficient level and knows the schematic to
the invention in question), the time required to build
the invention is reduced by 20% with one assistant,
3500 with two assistants, 45% with three assistants,
and 50% with five or more assistants—all at the cost of
drastically multiplying the amount of gold required to
build the invention. The more brains (and egos) you
bring onto the project, the worse the returns diminish;
but honestly, finding more than two or three high-
level techs willing to work on a single invention would
be a once-in-a-generation, Manhattan Project sort of
occurrence anyway.

Another problem is that high-level inventions are
big. This is intentional: most of them are meant to be
integrated into vehicles or left stationary in the arche-
typical “mad scientist's laboratory”. But two inven-
tions in particular, the Steam Engine and the Combus-
tion Engine, exist to modify other inventions in order
to perhaps make them a little bit more mobile.

Level 7 Inventions

Analytic Engine

EV:4x4

This device is basically a primitive, mech-
anical computer. It uses clockwork relay
arms and vacuum tubes to interpret infor-
mation collected by an external suite of
sensors and cameras.

The Engine can be programmed to act
as a specific sort of detector, by feeding it
a “program” encoded on stacks of paper
punch-cards. (It takes about one minute to
enter the program cards into the Analytic
Engine.) Once a program has begun, the

||||||-uumu|lllll|;l||tm iy

i .[m|t|’ri.':'.|

L1TTh llln..

LT

Engine’s sensors will sweep a 60" radius
around the device for 3 turns and then
print out any findings. Once the Engine
has run a program, it must recharge for
3% hours before it can function again.
Possible detection programs include:

* Chaos * Magic

* Illusions * Poison

* Invisibility * Substances

* Lies ¢ Traps

* Life-Forms * Undead
This list is only meant to provide a few
ready examples and is not meant to be
exhaustive. Clever techs may invent other
programs of their own devising. (A new
program takes a week to create.)

Jet Pack

EV:3x4

This device consists of a rigid frame, fuel-
tank and jet-engines, gyroscopic stabiliz-
ers, and hand-controls. It lets the wearer
engage in controlled levitation or flight for
up to 8 hours on a full tank of fuel. The
wearer can fly at a speed of 120" per move
(if in combat) or 5 leagues per hour (when
traveling overland). The jet-fuel it uses is
both costly and time-consuming to create,
with a full tank requiring 4 gp in materials
and a week’s work to produce.

The Jet Pack is designed to auto-
matically deploy a parachute in the event
that the fuel tank should run out in mid-
flight.

Mutagen Ray
EV:2%6
This device is basically a giant ray-gun
than duplicates the effects of the 8t level
magical ritual Shapeshift, albeit with a few
restrictions. (A device this large isn’t easy
to carry around and aim; so it’s usually
carted around on a wheeled frame, or left
sitting in the tech’s lab.) The Mutagen Ray
is capable of transforming its target into a
completely different species, by rewriting
the subject’'s DNA at the molecular level.
The Ray must be pre-set to the species in
question, by placing a DNA sample (a few
grams of skin or hair is enough) within a
scanning-chamber inside the device.
When fired, the beam has a 60" range
and can only strike one target at a time;
unwilling targets may save to negate the
effect. The Mutagen Ray can only change
a subject into living, ordinary creatures —
into other species of humanoid (whether
monstrous or otherwise) or normal, nat-
ural animals (but not magical beasts) with
no more than 9 hit dice.
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The effects of the Mutagen Ray are un-
stable and have a cumulative 5% chance
per day of reversing themselves. Once the
Ray has been fired, it is out of power and
must recharge for twelve hours before it
can be used again.

Neuro-Discombobulator
EV:3x5
Another cumbersome ray-gun, this inven-
tion saturates a conical area, 90" long and
60" at the widest, with disorienting brain
waves. All subjects in the area of effect
when the device is fired must roll saving
throws or else become confused for 1d4+1
minutes (12 to 30 rounds). The effects of
the Neuro-Discomobulator ray are ident-
ical to those of a Pyschotropic Compound
preparation, namely: the referee rolls 1d6,
and subjects behave accordingly. 1—Act
normally; 2— Attack the nearest creature,
friend or foe; 3— Attack oneself; 4—Do
nothing but babble nonsense; 5—Flee; 6 —
Charge recklessly at the most dangerous-
looking visible foe.

Once this device has been activated, it
must recharge for four hours before it can
be fired again.

Promethean Creation

EV:n/a

This invention allows the tech to create a
“promethean” —a kind of scientific flesh
golem. (The specific details for this biolo-
gical construct are found on pg. 146).

Radar Array

EV:Immobile

This invention adds a set of radar dishes
to a ship or airship, enabling it to detect
other ships or terrain obstacles within two
leagues if on the ocean or flying at a high
altitude; or within a league or less if flying
at a low altitude.

Level § Inventions

Combustion Engine

EV:12x12 (almost immobile)

This invention allows the tech to create
gasoline- or diesel-powered combustion
engines, which are an essential component
in automobiles, aeroplanes, motorbikes,
and so forth. The cost to build this inven-
tion just covers the engine; the rest of the
vehicle will cost more, depending on its
size and technical complexity.

On its own, a combustion engine can
also serve as an electrical generator for a
small shack or cabin; and it can be integ-
rated into a wagon or cart (if the vehicle is
built from a metal frame and given rubber
tires) to make a simple jalopy.

Lifelike Replicant

EV:n/a

This invention allows techs to create rep-
licants: intelligent automatons that look
human on the outside. (Specific details for
this construct are found on pg. 146.)

Mana Cancellation Field

EV:4x4

Much like the Ztheric Disruptor, this dev-
ice is designed to emit a steady energy-
field out to a wide radius. This particular
machine (which is heavy enough that it
must usually be put on wheels in order to
move it) produces a Mana Cancellation
Field in a 60" radius around the device.
Any and all ongoing magical effects are
deadened or suppressed if they enter the
field (or the field changes position to in-
clude them). The magical effects do not go
away (their durations continue to tick by,
for example); they simply have no effect
until they exit the field again. No magic
can be cast into or from within the field,
and magical items become ordinary items
inside the field. Summoned monsters and
incorporeal undead wink out of existence
in the field (but if the summoning dura-
tion lasts long enough, they will reappear
in the same spot once the field goes away).
Corporeal undead are not affected by the
Field; magical monsters merely lose access
to any of their supernatural abilities.

Once activated, the device can only
hold the field up for a short time, namely
1d8+8 rounds. After use, it must recharge
for six hours before it can be used again.

Polymer Plastic

EV:Immobile

This invention allows the tech to add a
special apparatus to his laboratory for the
purpose of cooking up a most unusual
substance: Polymer Plastic. The plastic is
pinkish, rubbery, bouncy, and all kinds of
stretchy; and while the stuff if too soft to
ever be an effective weapon, it’s neverthe-
less highly versatile.

With one day’s work and 100 cp worth
of materials (after the Plastic-creating ap-
paratus itself has been built), the tech can
produce one vial of plastic, very much like
a permanent preparation created using the
3 Jevel invention Alchemical Assembly-
Line. The vial of plastic is no larger than
any other potion (EV 6:1), but when it is
hurled and shattered, it instantly expands
to fill a 10" x 10" x 10" cubic volume with
rubbery plastic, pushing all movable ob-
jects and creatures out of its way.

If the plastic is released in a more con-
trolled fashion, the tech can shape it into a
flat sheet, like a net; or into a long rope. A
solid mass of the plastic has 100 hit points;

it can be damaged by most weapons or
spells, but it’s an incredible insulator and
therefore completely immune to electrical
damage. A sheet of the plastic (which can
fill a 40" square area) can support an in-
credible 2 tons of weight, and it can take
20 points of damage before being pierced.
As a rope or a strand (one vial makes 700"
of stout rope), it can still support half a ton
before it snaps (although it will stretch out
to nearly double its original length if it
comes to bear such a load), and it can take
5 points of damage before breaking.

A tech who knows both this invention
and the Super Adhesive preparation has
another option: he can combine the plastic
and the adhesive into a sticky, stretchy
“webbing” which may be exploded much
like a Super Adhesive grenade; or loaded
into “web-shooters”, wrist-mounted dev-
ices (EV 2:1; two weeks and 4 gp to create
a pair) which, when each one is loaded
with one dose of plastic and one dose of
adhesive, can fire six 20" square nets of
webbing or thirty 100" length web-lines
with properties similar to the plastic noted
above, plus the ability to adhere to walls,
ceilings, and other surfaces.

The plastic itself is rapidly degradable
and dissolves away into nothing after 6
hours have passed; if mixed with Super
Adbhesive, this time drops to 1 hour.

Powered Armor

EV:2x6

This invention allows the tech to create a
suit of nigh-indestructible, powered armor
which grants the wearer an AC of 1 and
bestows a temporary Strength score of 18
(which modifies the wearer’s hit points as
well as to-hit rolls for as long as the armor
is worn and functioning)—at the cost of
reducing the wearer’s Dexterity score to a
temporary maximum of 10.

The armor uses both recharging bat-
teries and winding clockwork apparatus
to power itself. It may only be used con-
tinuously for up to eight hours at a time;
then it requires four hours to recharge.

Tissue Regenerator

EV:Immobile

This is a more advanced version of the 6t
level Rejuvenating Chamber invention. It
takes a similar form: a coffin-like pod at-
tached to sundry complex machines. The
inside of this invention’s pod bristles with
needles: a damaged subject who reclines
within this device is pumped full of potent
drugs that stimulate cellular regeneration.
(Each individual use of this device con-
sumes rare and powerful medicines that
cost 6 gp.) The device cures all hit point
damage in a single round, all wounds in 1
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to 5 turns (i.e. one per wound level), and it
can even regrow a lost limb in a day.

That said, the use of this machine is
not without risk. There is always a small
chance of runaway cell growth—bluntly,
the device is carcinogenic. There is a flat
5% chance that it will inflict malignant,
disfiguring tumors on a subject who uses
the device. A mere 2nd ]Jevel Cleasing Rit-
ual is sufficient to render the tumors be-
nign, and a decent surgeon could perhaps
remove the scars; but frequent and repeat-
ed use of this invention could eventually
damage the subject’s Charisma score.

Level 9 Inventions

Crystal Lattice

EV:3x6

This device consists of a ray-gun set upon
a swiveling mount and affixed to a large,
wheeled machine containing the power-
source and other advanced components.
The gun fires a molecular beam which
produces a solid mass of ultra-hard car-

bon crystal, almost as durable as diamond,
enough to fill a 10" x 10" x 10" cubic vol-
ume for every round that the beam is on.
(As the crystal lattice grows, it will push
non-stationary objects and creatures out of
the space that it occupies, but it will not
encase any of them.) The machine’s power
cells allow it to fire for up to 6 rounds con-
tinuously, and so it can create a wall of
crystal 10" x 10" x 60" in size after one min-
ute of operation. For every round that the
machine is on, it must recharge for four
hours—so twenty-four hours are required
to completely recharge the device if it was
used for the full minute.

The crystal has 60 hit points for every
foot of thickness—thus, 600 hp for a 10
slab. The crystal is permanent once creat-
ed, unless destroyed by some means. The
substance does have one severe weakness:
it’s easily shattered by a 2nd level inven-
tion, the Sonic Amplifier.

Force Field Generator

EV:4x6

This invention produces an impenetrable
force field in a dome-shape with a 30 foot
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radius around the machine. While the
field persists, nothing can pass through it
in either direction, and it is completely im-
pervious to all damage. The Generator can
keep up the force-wall for only a minute
or two (1d6+6 rounds). Then it must re-
charge for four hours before it can be act-
ivated again.

Lumbering Doll

EV:n/a

This invention allows the tech to create a
type of large, slow battle-mech known as a
“lumbering doll” (see chapter 5, pg. 144,
for the details).

Sub-Atomic Disintegrator

EV:3%6

This invention is an enormous particle-
cannon attached to portable nuclear accel-
erator. It fires a beam that can vaporize a
10" x 10" x 10" cube of any ordinary, non-
living matter out to Near range. If fired at
a creature (which requires rolling to hit
AC 10, no matter the target’'s armor), the
target takes 10d6 points of damage, with a
saving throw allowed for half; in either
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case, a creature reduced to 0 hit points by
the Disintegrator is immediately reduced
to a fine dust (no need to roll the bones or
calculate wound levels).

The Disintegrator can be fired three
times before the power-supply is deplet-
ed; each separate shot takes four hours to
recharge (so twelve hours are needed to
recharge the device completely). Roughly
every fourth months, the Disintegrator’s
fissionable fuel must be replaced.

Level 10 Inventions

Gravitational Manipulator

EV:4x8

This huge machine consists of a gravity-
wave generator, a control chair and dash-
board, and four turret-like ray-guns. The
device can be operated in one of two
ways: it can be set to generate a field of
increased, null, or reversed gravity; or it
can fire beams that affect gravity locally
around single objects and creatures.

When the field function is activated,
everything within Near range experiences
either no gravity, reverse gravity, or twice
normal gravity for up to an hour. (After
using this function, the device needs to re-
charge for three hours before it can be
activated again.)

The other option is to use the beam-
emitters, which are controlled from the
machine’s dashboard. The emitters allow
the machine’s operator to lift practically
any weight, floating it through the air as if
it were massless. Up to four objects or
creatures at a time can be manipulated in
this way, but unwilling creatures are per-
mitted a saving throw to remain in place.
Manipulated objects move slowly, no fast-
er than 20" per round. Each separate beam
can keep an object or creature suspended
and floating for up to five minutes; then it
needs fifteen minutes to recharge. All four
beams firing in turn can keep a single ob-
ject suspended for up to four hours; but
then the machine shuts down and needs
to recharge for three hours, just as if the
field-effect had been used.

Mobile Exo-Suit

EV:n/a

This device is a both a vehicle and a suit of
armor. 10 feet tall and fully motorized, it
can carry a single pilot and 200 EV of extra
inventory. The Suit can travel 10 leagues
per day over land; but during adventures,
it’s slow and lumbering, covering only 20’
per move. It grants the wearer an effective
Strength of 20 and the ability to cause 2d6
damage (2d8 for a fighter) with a punch-
ing attack from one of its huge metal fists.

(Fighters are allowed to use their multiple
attacks with the Suit’s punch attacks.) The
wearer’s Dexterity score is reduced to an
effective maximum of 5 thanks to the Exo-
Suit’s unavoidable awkwardness, and fine
manipulation is impossible while wearing
it. The Suit does an effective job of protect-
ing its wearer from most kinds of harm, as
the invention itself is AC 0 and has 40 hit
points, and all hits from weapons damage
the Suit, not the pilot. Area-effect attacks
may harm both suit and pilot, but the pilot
takes half damage from such attacks even
if a saving throw is failed and a quarter
damage if the save is made.

Damage to the Suit must be repaired,
as with damage to an automaton; it cannot
be healed by magic. The Suit has power
enough to operate for eight hours continu-
ously; then it must recharge for four hours
before it will function again.

Some techs like to integrate a Jet Pack
function into the suit; but due to its huge
mass, this only allows for slow levitation,
not actual flight, and the suit can only stay
airborne for one hour at the most.

Quantum Shift Transporter

EV:Immobile

This machine represents one of the holy
grails of physics: the ability to disassemble
solid matter at the atomic level, transmit it
as data, and then reassemble it elsewhere,
intact and unharmed.

The invention takes the form of a large
transporter “pad”, a platform with space
for up to six man-sized creatures to stand
on easily. The device has power enough to
function once per week, sending up to six
creatures (and what gear they can carry)
anywhere else in the world that another
Transporter pad exists.

The device can also be used to trans-
port its subjects anywhere within a range of
120 leagues or so, but this is dangerous —
there is a 10% that a “transporter mishap”
will occur. In this case, all of the subjects
take 1d10 damage from having their mole-
cules scrambled just a bit, and they wind
up missing their target destination by
1d20 x 5 feet (or 1d20 days) in a random
direction in four dimensions. Roll 1d8: 1-
down, 2—up, 3—east, 4—west, 5—north,
6—south, 7— the past, 8 —the future.

Needless to say, attempting to use this
invention intentionally for the purpose of
traveling through time is an exceedingly
risky proposition.

Radioactive Plasma Reactor

EV:4x8

This device consists of a huge plasma can-
non, attached to a fully-functional nuclear
fusion reactor (shaped like a giant metallic
donut—magnetic fields contain the plas-

ma within the toroidal body of the react-
or). The reactor can supply electricity to a
building or a ship nigh-indefinitely; or it
can be used to fire the cannon, which has
two effects: the beam itself is 10" wide and
120" long, and all creatures within the area
take 4d10 damage, save for half; further-
more, any living creature hit by the beam
must also roll a second saving throw or
else contract radiation sickness. This ter-
rible and rapidly-acting disease has a 25%
chance of killing any living being within 4
hours, unless they can first receive some
kind of disease-curing treatment.

After the cannon has been fired, it has
to cool down for at least 2 hours before it
can safely be fired again. Ignoring this in-
junction risks a containment breach in the
plasma reactor. That would be very bad.

Damage to Inventions

Inventions are physical objects which are
vulnerable to attack, damage, and destruc-
tion, just like anything else. Unless other-
wise noted, an invention has 5 hit points x
its level and an AC of 7 minus one-half its
level (i.e. 1¢t level inventions are AC 7; 2nd
and 34 level inventions are AC 6; 4t and
5t Jevel inventions are AC 5, etc.).

Inventions cannot be healed by magic,
but they can be repaired by a tech or by
anyone with a background skill such as
“tinker” or “mechanic”. With one hour of
work, the mechanic can restore 1 lost hit
point to an invention (or an automaton),
unless they pass a skill-modified Intellect
check, in which case they repair 1d3 hp
(just like a healer treating a patient during
a short rest).
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ORLDS OF FANTASY and pulp adventure must
Whave dire enemies to confront and challenge the
heroes. Of course one can always use NPC vil-
lains built with the same character classes as the PCs for
this purpose; but they are not the game’s only antagonists.
The wilds of the world and the deep, dark dungeons are
not filled with people, intent on leading peaceful lives. No,
indeed! —they teem with horrors: fell beasts and Chaotic
abominations, dragons hoarding treasure and fae creatures
pining for the elder world long since driven off by the iron
engines of men.
What follows in this chapter is a bestiary or encyclo-
pedia of monsters. It is divided into several categories:
* Abominations and Eldritch Horrors
¢ Animals, Beasts, and Vermin
* Chimerz, Dragons, and Magical Beasts
* Constructs and Automata
* Faes and Nature Spirits
* Humanoids and Giants
¢ Planar and Elemental Spirits
* Plants, Fungi, and Oozes
* The Undead
A few of these broad classifications are broken down into
even more specific sub-categories. At the start of each main
section, there are two tables of contents: the first is arranged
alphabetically (just as the actual monster entries are) and
the second is given in order of increasing monster strength,
from fewest hit dice to most.

Qualities of Monsters

In the dungeon, all monsters are able to see in the dark out
to 60 feet. (Remember, this often means that a party of ad-
venturers, if they’re using a light source, cannot surprise
monsters —most especially when the monsters are encoun-
tered at random.) Stuck doors always open automatically
for monsters, and without making any extra noise.

Monster entries also have all of the following charact-
eristics.

MONSTERS

Monsters may be Lawful, Neutral, or Chaotic. This is al-
most always predetermined by the monster’s type.

Type and Sub-Type
Monsters are grouped according to the sort of monster they
are —normal animal, magical beast, abominable monstrous-
ity, and so forth. The broad type is listed after the monster’s
alignment; the sub-type (if there is one) is given after the
type in parentheses.

Number Encountered

This entry consists of two die ranges, a smaller range and
then a larger range in parentheses. The smaller range indic-
ates the number of monsters encountered in a dungeon
when the monsters are wandering and encountered at ran-
dom. (The referee can always adjust this figure up or down
to compensate for monsters being encountered on higher or
lower levels than would be usual for monsters of that many
hit dice.) The second number, in parentheses, indicates the
number of monsters typically encountered in a lair or nest
in a dungeon, or when wandering in the wilderness.

Armor Class

A monster’s Armor Class can reflect any or a combination
of natural toughness or agility, thick skin, or (as is typical
for humanoid monsters) actual armor worn.

Move
This entry gives two numbers. The first number is the mon-
ster’'s Move speed (the distance that it can walk in 1 move,
or the distance that it can move and still attack in that same
round). The second value, noted in parentheses, is always
triple the Move speed; this is the monster’s running speed
per round, or its Exploring speed per turn (i.e. the speed at
which it moves through the dungeon when out of combat).
Many monsters have alternative modes of movement,
such as swimming or flight. These are given their own ent-
ries underneath the main Movement stat.
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CONVERTING MONSTERS

If you want to bring monsters from other OSR games into £&£F, this
is fairly easy. Hit dice just convert directly, and most other stats (like
damage) are the same as all “basic/expert” compatible editions. The
only two exceptions are Armor Class and spell-like abilities.

Armor Classes in £&F are one point higher than “basic” editions
(which treat AC 9 as unarmored) and more in line with “advanced”
editions (which treat AC 10 as unarmored). This was done so that 1*
level characters and 1 HD monsters would have a Fighting Capability
of +1 instead of +2, without changing the underlying math (e.g.a 1
level character or a 1 HD monster still has a 55% chance to hit an
unarmored opponent). The author has intentionally sacrificed this
one bit of cross-game compatibility for the sake of aesthetics—and to
make it a bit easier to remember monsters’ base to-hit bonuses (at
least up until they surpass 10 HD or so).

Spell-like abilities, meanwhile, cannot make reference to the
traditional Vancian spells, because these do not exist in £&£ When
converting a monster with unusual powers that duplicate standard
OSR spells, you must decide whether the monster retains this power
as a unique magical ability, or whether it has a power that duplicates
the effects of a trick, spell, or ritual from this book instead.

Hit Dice

This is the measure of a monster’s strength; it is roughly
equivalent to a character’s experience level. Hit dice di-
rectly determine a monster’s hit points, and they indirectly
correspond to a monster’s Fighting Capability (for the pur-
pose of figuring to-hit rolls and saving throws) and the am-
ount of experience points that characters earn for defeating
the monster.

Hit Points: Monster hit dice are ostensibly eight-sided,
although it's often more convenient to simply give each
monster 4 hit points per hit die (or, since six-sided dice are
so much easier to come by in handfuls, to roll dés and just
treat 1s as 7s). The monster entries in this book use the “low
average” of 4 hp per HD (since player characters’ hit points
are determined the same way; it’s only fair), but this is pre-
sumably for an “average” member of a given monster spe-
cies. Referees are always free to give particular monsters
any hit point total appropriate to their hit die range. A troll
(whose hit dice are 4d8+1) typically has 17 hit points, but
there’s no reason you couldn’t populate a lair with a great,
ancient troll possessing 33 hit points and a gaggle of weak
minions who all have 5 hit points.

Adjustments to the listed hit die value are, of course,
single pips added the final hit point total, not to the number
of dice or the hit points rolled on each hit die. An eittin (6+3
HD) has 6d8+3 hit points (9 to 51 hp, with a low average of
27). Monsters with bonus hit points count as the next hit die
up for the purpose of figuring their Fighting Capability.

A few very weak monsters (as well as normal humans)
have fractional hit dice: 2 HD (this equals 1d4 hit points) or
% HD (i.e. 1d6 hit points). These monsters (and NPCs) have
special rules for determining their combat statistics.

Fighting Capability: A monster’s Fighting Capability is
equal to its hit dice (up to 10 HD) plus half any hit dice
above 10, rounding down. A monster’s FC is the bonus it
adds on all of its to-hit rolls, regardless of the number of
attacks it can make in a round. A monster’s Saving Throw
value is approximately equal to 6 plus two-thirds its Fighting
Capability. A monster with %2 HD counts as “0 HD”, while
a monster with % HD counts as “1 HD” for the purpose of
finding its FC and SV.

XP Value: This is the amount of XP that an adventuring
party earns for defeating (not necessarily killing!) this mon-
ster. It gets divided evenly among all the surviving player
characters and their allies (with half shares going to side-
kicks) at the end of the adventure. Note that monsters with
one or more asterisks (*) next to their hit dice get that many
“special ability bonuses” added to their XP value, accord-
ing to the table found on page 30.

Monster “Level”: By tradition, the sum of a monster’s
hit dice and bonus ability asterisks is known as its “level”,
e.g. a 6** monster is called “8th level” — this referring not to
experience levels, but to dungeon levels. 1st level monsters
typically populate dungeon level one, 2nd level monsters
live on dungeon level two, and so on. Of course, monsters
might wander up or down from their “home” level; but
when they do, it’s either a solitary straggler coming up a
level to hunt weaker prey, or a very large band of weaker
monsters descending down to a deeper level, hoping for
safety in numbers.

Attacks

This entry lists the number, nature, and order of attacks
that a monster is able to make it one round —its attack “rou-
tine”. A monster gets to make all of its attacks by spending
2 moves in a round, just like a plyer character. The follow-
ing entry, “Damage”, lists the damage dice for each attack
in the same order.

Damage

Most of the time, the damage inflicted by a monster comes
from its natural “weaponry” —claws and teeth and such.
Some monsters wield actual weapons. Still other monsters
have a variety of special attack forms, described here:

Acid: Many acid attacks cause damage from round to
round until the acid can be rinsed off with water or other
liquid. Acid also sometimes destroys armor and weapons.

Charge: Some monsters are able to “charge” at oppon-
ents. If they have at least 20 feet of distance to move before
attacking, and in a single round they run straight at their
target and then attack, a hit will deal double the normal
damage. If the target has a spear or similar weapon set
against the charge, though, a hit from the spear will deal
double damage to the charging monster as well.

Charm: Some monsters are able to charm their victims,
affecting them just like False Friend spell. The target may
attempt a save to resist the effect. One difference between a
monster’s charm and the spell, however, is that characters
charmed by a monster are too confused to cast spells, oper-
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MONSTER ATTACKS AND SAVES
Monster HD FC SV
upto 12 +0 6
3ato 1 +1 7
1+t02 +2 7
2+t03 +3 8
3+t04 +4 9
4+105 +5 9
5+t06 +6 10
6+t07 +7 11
7+1t0 8 +8 11
8+1t09 +9 12
9+to 11 +10 13
11+1t0 13 +11 13
13+to 15 +12 14
15+t0 17 +13 15
17+10 19 +14 15
19+ to 21 +15 16
21+ and up +16 17

ate inventions, or activate magical items that require com-
mand words or concentration. As with the spell, charmed
characters will regard the monster as a friend and try to
obey and please it, so long as the monster does not directly
harm the character. If the monster and the character do not
share a common language, the character will still try to
protect the monster, treating it as a beloved pet. The dur-
ation of the charm effect is the same as the spell, one day
per hit die of the monster; but it wears off at once if the
monster is slain.

Energy Drain: Some monsters, chiefly undead, have the
ability to leech away life-force with a touch. There is nor-
mally no saving throw vs. this ability. As described on pg.
40, energy drain is much like normal damage, except that it
temporarily reduces the victim’s maximum hit points while
at the same time causing normal damage to their current hit
points. The drained maximum hit points cannot be restored
with ordinary healing magic. If a character’s max hit points
are ever reduced to 0 by energy drain, the character dies at
once and may become undead themselves.

Paralysis: For most monsters that can paralyze, the ef-
fect lasts for 2d4 rounds (give or take) and allows a saving
throw at the start to negate the effect. When a character is
paralyzed, he collapses and cannot take any actions at all —
no movement, attacking, or spell-casting. The character is
conscious and aware of his surroundings, but helpless (and
may be slain by even a single blow, regardless of wound
levels or hit points). The spell Healing Touch can instantly
lift paralysis, but then it does not heal any damage.

Persistent Damage: Certain monsters have attacks that
continue to deal damage round after round after the first at-
tack hits. No further attack rolls are needed to keep dealing
damage this way. Examples of attacks like this include con-
stricting or bear-hugging monsters, blood-sucking mon-
sters, and monsters that swallow their prey whole and then
begin to digest them.

Poison: The venomous bites and stings of some mon-
sters are deadly and dreaded. When a character is struck by
an attack that inflicts poison, there is no saving throw right
away; instead, after a certain onset time, the character must
then save or else suffer some ill effect, ranging from nausea
and a penalty on d20-based rolls for very weak poison, to
hit point damage for very strong poison. Monster poison
usually inflicts 1d6 points of damage per hit die of the mon-
ster that produced it; a saving throw is allowed, but a suc-
cessful save only halves the damage. The effects of the poi-
son can only be negated by applying some kind of magical
or medical treatment that neutralizes the poison before it
has a chance to run its course.

Swallow: Some monsters are so large that they are able
to swallow their prey whole, which generally occurs when-
ever they ace the attack roll, i.e. a natural “1”. (Since this is
also a critical hit, any damage inflicted by the attack is also
doubled, like normal.) Characters who are swallowed suf-
fer damage every round until either they die or the monster
is killed. A character with an edged weapon may attack the
monster from inside it, albeit at —4 to hit. Should a swal-
lowed character remain inside a monster for an hour, his
remains and items have been irrecoverably digested.

Swoop: Some flying monsters are able to dive-bomb
down onto their targets. As with a charge, a swoop attack
requires plenty of space: either nothing but open sky over-
head, or a ceiling at least 20 feet high. Provided the mon-
ster dives down from at least 20 feet of height before attack-
ing, a successful hit will cause double damage; and if the
monster is big enough, an attack roll of 1-3 will grasp and
pick up the character as well.

Trample: When a monster tramples, it attempts to crush
smaller creatures with its bulk. Any monster that can tram-
ple will do so 75% of the time and use its other attack forms
the remaining 25% of the time. Large herds (20 or more in-
dividuals) of cattle and other such animals can also trample
when they stampede. Trampling attacks inflict 1d20 points
of damage.

Stat Blocks and Stat Lines
All of the monsters in this chapter have their basic infor-
mation presented in a “stat block” found at the head of
each monster entry. The top of each entry gives the mon-
ster’s name, alignment, its type (and sub-type, if any); and
then comes the stat block, which summarizes the number of
monsters encountered in the dungeon (and the wilderness),
the monster’s armor class, Move (and Explore) speed, hit
dice (and typical hit points), attacks, and damage.

When monster stats are presented in adventures, they
are condensed using the following set of abbreviations, in a
format known as a “stat line”:

AC (armor class), MV (Move speed), HD (hit dice),
#AT (number of attacks), DG (damage).

This “stat line”is all that’s really needed to run the monster;
just about anything else can usually be inferred from the hit
dice and the kind of monster involved.
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[ « ABOMINATIONS, Eldritch Horrors, and Monstrosities

HIS CATEGORY includes all manner of aberrations and mon-

strosities which have no proper place in the world — perhaps
because such dreadful anomalies do not come from the world, or
even from the Atheric Planes that touch and overlap with it. In-
stead, they come from whatever lies beyond: some far, maddening
sphere beyond the edge of space and time, or from the emptiness
on the other side of the shroud of Limbo, out in the howling Void
of Chaos itself. What separates these creatures from the demons of
the Void is the fact that they are, in some sense, still “natural” fau-
na—completely unnatural to our world, of course, but still entirely
physical beings and not “spirits” of any sort.

ABOMINATIONS (BY NAME)

Aboleth Cthylloid Mimic
Bomb Darkmantle Ochu
Bomb, Mother Decapus Piercer
Brain Collector Ear Seeker Psilithoid
Choker Eye, Crawling Reptoid
Chupacabra Eye, Doom Roper
Cloaker Eye, Floating Rot Grub
Ceeurl Eye, Odd Rust Devil
Creeper, Crawling Gray Visitor Rust Monster
Creeper, Gray Lurker Above Slithering Tracker
Creeper, Purple Malboro Trapper Beneath

ABOMINATIONS (BY HIT DICE)
Ear Seeker (V) Decapus (4) Aboleth (8**)
Rot Grub (1/4) Chupacabra (4*) Malboro (8**)
Odd Eye (2*) Reptoid (4*) Rust Devil (8**)
Piercer (1 to 4) Rust Monster (5*) Cthylloid (8+4*)
Bomb (1*) Slithering Tracker (5%) Brain Collector (10%)
Psilithoid (1** to 8**) Ceeurl (6%) Lurker Above (10%)
Darkmantle (1+2*) Gray Creeper (6*) Trapper Beneath (12*)
Gray Visitor (2**) Ochu (6* to 12*) Roper (12**)
Choker (3*) Cloaker (6**) Doom Eye (12%+*)
Floating Eye (3*) Mimic (7% to 10%) Purple Creeper (15%)
Crawl. Creeper (3+1%) Mother Bomb (7**) Crawling Eye (15**)
Aboleth
Chaotic Abomination
No. Enc.: 1 (1d4) Hit Dice: 8%* (32 hp)

Attacks: 4 tentacles
Damage: 1d6+disease each

Armor Class: 5
Move: 10" (30")
- Swim 60" (180")

Aboleths are intelligent alien horrors that look like great fish with
three eyes and four tentacles around a toothy maw. They are psy-
chic invaders from the void of Chaos, masterful illusionists, and
thoroughly evil.

Notes: Illusions (aboleths can psionically reproduce the effects
of the Conjure Sound trick, the Greater Illusion spell, and the
Mighty Glamour ritual at will, within Near range), Dominate (thrice
per day, an aboleth can try to enslave the mind of a creature within
30’, who must save or become the aboleth’s thrall; the thrall may
save once per day to break free, or the control can be broken by the
aboleth’s death or by a Cleansing Ritual or Dispel Magic); Tentacle
Slime (a hit from a tentacle forces the victim to save or contract the
skum disease — see below).

Skum: A victim struck by an aboleth tentacle who fails a save
will contract a fast-acting transformative disease. Over the next

1d4+1 rounds, the victim’s skin becomes a slimy, translucent mem-
brane; and at the end of it, the victim can no longer breathe air, but
must stay in water (or else take 1 damage per minute, and suffo-
cate after 2d6 minutes). The victim is dependent on slime secreted
by the aboleth to continue breathing under water, and repeated
exposure (over about a month) will turn the victim into a monster
called a “skum” —a mindless thrall, permanently enslaved to the
aboleth. Skums resemble a horrific, slimy combination of human-
oid and fish, with razor-sharp claws and teeth; they can see per-
fectly in the dark, breathe under water, and are just smart enough
to fight with any weapon placed into their hands. Skum stats: No.
Enc. 1d5 (2d10), AC 8, MV 20" (Swim 40"), HD 2* (8 hp), #AT 3, DG
1d4 claw/1d4 claw/2d6 bite.

During the period of transformation, a Medicinal Cocktail may
prevent the disease if another save is made, and a Cleansing Ritual
(read off a scroll, perhaps) or some other disease curing magic will
prevent the transformation; after it takes hold, though, only a Full
Restoration ritual can reverse it. Should the victim become a skum,
no mortal magic can restore them.

Bomb

Chaotic Abomination
No. Enc.: 1d6 (2d6)
Armor Class: 10
Levitate: 20" (60")

Hit Dice: 1* (1 hp)
Attacks: 1 bite
Damage: 1d6 fire

A bomb looks like a floating 3" diameter jack-o-lantern with a pair
of stubby arms and a hissing flame burning within it. An opening
in the top of its head constantly sparks and crackles, resembling a
lit fuse. Bombs are explosive, stupid, and suicidal —they rush at
their enemies and try to bite them with their rubbery (but fiery-
hot) mouths, hoping to provoke attack.

Notes: Levitation (a bomb is always airborne; it can only move
by slowly floating), Fragile (despite having 1 HD, a bomb only ever
has 1 hp), Lit Fuse (any damage from ice or cold will instantly and
safely destroy a bomb; dousing the top of its head with water will
force it to save or die), Explode (damage from any source other than
water or cold causes a bomb to explode for 2d8 fire damage in a 10’
radius, save for half; this can set off other nearby bombs in a chain-
reaction that increases the area of effect but not the damage).

Bomb, Mother

Chaotic Abomination

No. Enc.: 1 (1d4) Hit Dice: 7** (28 hp)

Armor Class: 1 Attacks: claw/claw/bite

Fly: 60" (180") Damage: 1d8/1d8/2d10 + disease

The “mom bomb” is the creature that reproduces ordinary bombs.
She appears to be a cloud of glowing black smoke, some 6" across,
with two wispy arms and an indistinct face (two eyes and a gaping
mouth) that glow like red embers. In combat, a mother bomb is a
vicious fighter: her smoky constitution bestows a very low AC, and
her bite is deadly.

Notes: Fire and Smoke (mom bombs are immune to fire but
take double damage from cold), Inject Spores (anyone bitten by a
mom bomb must save or contract a hideous disease which will kill
in 24 hours and release 1d6 bombs from the victim’s corpse, unless
the disease can first be cured), Self-Destruct (if a mother bomb ever
falls to 8 hp or fewer without being reduced all the way to 0 hp and
slain, she can take an action to destroy herself in a huge fireball
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that causes 6d8 damage to all creatures within a 20" radius, with a
saving throw allowed for half damage; any creature caught in the
blast must also save or contract the spore disease, as noted above).

Brain Collector
Chaotic Abomination
No. Enc.: 1 (1)

Armor Class: 3

Move: 60" (180")

Hit Dice: 10* (40 hp)
Attacks: 1 bite + spells
Damage: 1d10 + spells

A brain collector (or neh-thalggu) is a hideous creature from the
Void of Chaos that enters our world only rarely, and only in places
where dark magic has severely weakened the fabric of space-time.
Six crablike legs support a blobby, mucous-colored (and -covered)
lump of a body and a bulbous head with a toothy maw, a beard of
writhing tentacles, four bulging yellow eyes, and several knobby
lumps — the brains that the collector has swallowed and incorpor-
ated into itself. When a brain collector kills a humanoid being, it
carefully removes the victim’s brain with surgical tools and swal-
lows it; the brain then attaches to the collector’s own, increasing
the creature’s psionic abilities.

Notes: Harvest Brains (a brain collector can add up to 12 hu-
manoid brains to its own; for each brain the collector swallows, it
can cast one spell, randomly determined, once per day each, with a
caster level of 10th).

Choker

Chaotic Abomination
No. Enc.: 1d6 (0)
Armor Class: 5

Move: 60" (180")

- Through Rock: ' (1)

Hit Dice: 3* (12 hp)
Attacks: 1 strangle or rip
Damage: 1d8 or 1d4

A choker is a mockery of the humanoid form, with a baby-sized
torso and head attached to a set of grotesquely long, spindly legs
and arms that bend like tentacles and end in grasping claws. Cho-
kers live underground, where they lie in wait to grab, strangle, and
tear apart their prey.

Notes: Grab and Tear (a choker fights by grabbing a victim and
strangling them for 1d8 damage; if this first attack hits, the choker
then tears gobbets of flesh from its victim, automatically causing
1d4 damage per round), Cowardly (a choker would rather flee with
a bit of flesh to eat than a whole body if it runs into too much
resistance; it will flee if it doesn’t kill its victim in 2-6 rounds), Rock
Walker (chokers can “swim” through solid rock, albeit very slowly).

Chupacabra
Chaotic Abomination
No. Enc.: 1d2 (1d6)
Armor Class: 4

Fly: 40’ (1207)

Hit Dice: 4* (16 hp)
Attacks: claw/claw/bite
Damage: 1d3/1d3/1d6

The chupacabra (“goat-sucker”) stands about
3’ tall. It has large, black eyes; a small, round,
toothy mouth; two clawed arms; and a dis-
tinctive ridge of sharp spikes running down
its back. The creature is a nocturnal blood-
sucker, known for preying on livestock.
Notes: Chupar (when the chupacabra hits
with its bite, it drinks blood, healing a num-
ber of hit points equal to the damage that it
inflicts; the creature is also invigorated by the
blood and receives one extra move per round
for a number of rounds equal to the damage

dealt by the bite —which it will probably use to drink more blood,
thereby extending the duration of the invigorated state).

Cloaker
Chaotic Abomination
No. Enc.: 1d3 (0)
Armor Class: 3
Move: 10" (30°)

- Fly: 40" (120")

Hit Dice: 6** (24 hp)
Attacks: 1 bite/1 tail + crush
Damage: 1d6/1d6 + 1d10

A cloaker has a vaguely humanoid torso, clawed hands, huge bat-
like wings, glowing eyes, and sharp fangs; while its lower body is a
single whip-like tail. Cloakers like to lie in wait near the ceilings of
caverns and then ambush prey.

Notes: Stealthy (a cloaker surprises foes on 1-4 on 1d6), Envelop
(if a cloaker hits with its tail, it will wrap around its victim and
begin to crush them; on following rounds, the cloaker cannot make
a tail attack, but the enveloped victim automatically takes crush
damage each round; any attacks directed at a cloaker with an en-
veloped victim inside it will cause half damage to the cloaker and
half to the victim).

Ceeurl

Chaotic Abomination

No. Enc.: 1d4 (1d4)

Armor Class: 5 (effectively 3)
Move: 50" (150")

Hit Dice: 6* (24 hp)
Attacks: 2 tentacles (and 1 bite)
Damage: 2d4/2d4 (and 1d6)

The cceurl is an alien creature that looks vaguely like a six-legged
panther with large, black, featureless eyes and a pair of spiked ten-
tacles growing out from above its shoulders. The creature bends
light around itself so that it always appears to be about 3" from its
actual position. The creature is more curious than aggressive and is
actually fairly timid; it will only attack adventurers if very hungry
or threatened.

Notes: Displacement (a cceurl is +2 to all saves; and all attacks
are —2 to hit the beast, making its AC effectively 3).

Creeper, Crawling
Chaotic Abomination (Vermin)
No. Enc.: 1d4 (0)

Armor Class: 8

Move: 40" (120")

Hit Dice: 3+1* (13 hp)
Attacks: 8 tentacles or 1 bite
Damage: paralysis or 1 hp

A 9" long, 3’ wide, many-legged and -segemented worm, the crawl-
ing creeper’s mouth is surrounded by 8 writhing tentacles. While
it normally scavenges for dead things, it will readily attack live
prey, either with its tentacles (which can paralyze) or its bite.

Notes: Creepy Crawly (the creeper can move on walls and ceil-
ings with ease), Paralyze (the creeper’s tentacles do no damage, but
allow for 8 attacks per round; a hit does no damage but forces the
victim to save or be paralyzed for 2d4 rounds per hit or until the
paralysis can be cured), Swallow (the creeper can swallow a paral-
yzed victim in three turns).

Creeper, Gray (and Red)
Chaotic Abomination (Vermin)
No. Enc.: 1d3 (1d3)

Armor Class: 7

Move: 20" (60°)

Hit Dice: 6* (24 hp)
Attacks: 1 bite
Damage: 1d8

A giant relative of the crawling creeper, the gra