save attack

-3 10

A character can jump as high or as far as half

-13 9
their height. Jumping further requires an

-3

agility roll with strength as a major contributor
and a penalty of the extra feet (for a long jump)
or twice the extra feet (high jump). A character
can make a running long jump as far as their
height, and the penalty for jumping further is
per yard. They must run for three times the
distance they wish to jump.

endurance times 30 minutes
endurance times 5 minutes

endurance rounds
endurance minutes
endurance times 10 minutes
endurance minutes
endurance minutes
endurance rounds

time base

half movement
twice movement

feet per round
movement

6 times movement 3 times movement
10 times movement 5 times movement

20 times movement 10 times movement
30 times movement 15 times movement
50 times movement &5 times movement

yards per minute
twice movement
4 times movement

Semiconscious movement
Chases are agility contests. The faster contestant is at +1

movement. When in combat, a character may only use
for every three points their movement is faster.

When attacking, a character may only use combat
combat movement or dash.

Speed
Combat
Explore
Dash
Walk
Jog
Run
Sprint

Movement

Abilit3 Modifiers Difficulties GOC!S & Monsters

Ability Major Minor Incredibly Easy +16
3 -3 -2 A Snap +8 \"-.
4-5 -2 -1 Very Easy +4 N
6-8 -1 0 Easy +2 / ’ _‘
9-11 0 O  Difficult 0 /‘ A AT
1214  +1 O  Very Difficult 2 Noug
15-16 +2 +1  Extremely Difficult -4 A\ A
17 +3  +2  Nearly Impossible -8 X "l : 2
18 +4  +2  Pragctically Impossible -16 : //
Careful attempts are at +1, and extra careful /'/ el

attempts at +2. Carefulness increases time spent
from a round to a minute, to ten minutes, to an
hour, to a day.

Group Effort \ NN

Group effort bonuses apply to ability rolls, attacks, ,
defense, number of actions, and combat movement, bc\lend I"Ieré h@ dragOnS

and penalize decision times. If group members have
varied scores, use the median score.

Survival potential is the median plus the bonus

times the median. Survival loss is divided among all Ad\/@nturé GUI d e

combatants. On g failed Evasion roll (defense is a
bonus), the character takes up to the amount the
Evasion was failed by as injuries instead.

Count: 2 4 8 16 32 64 128 256 512 1024
Bonus: 1 2 3 4 5 6 7 8 16 32

ltem Saving Rolls
Material Fire Bludgeon Acid Bonus

Glass +8 0 +16 quarter inch
Ice 0 0 +8 halfinch
Metal +6 +B 0 quarter inch
Paper -2 +6 +8 halfinch
Stone +8 0 +10 inch

Wood 0 +3 +5 inch

Item saving rolls are a fortitude roll against four. If
failed, the item is damaged as normal. Beyond the
bonus thickness, they gain a bonus of one; for each
doubling, another bonus is gained. Items have
survival points equal to their weight in pounds.
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miles per hour. Characters can walk twice their movement

Walking speed is approximately one-third movement in
in miles per day under perfect circumstances.



Conflict

Attack rolls are against an 11 or less.

Surprise: Awareness grants a bonus of 4; sleeping is a
penalty of 6. Surprise means a penalty of 2 to defense
and 6 to attack in the first round, half that thereafter.
A willpower or fortitude roll is required to become
unsurprised.

Unconsciousness: Targets who gain injuries must
make a Fortitude roll or fall unconscious at the end of
the round. Injury point penalty applies.

Death: Targets who gain injuries that exceed current
survival contest their injuries with their Endurance.
Injury point penalty applies. Warriors gain a bonus of
level. Unconscious characters gain a bonus of two.
Death occurs after Endurance minus injuries minutes
or (if unconscious) hours.

Called Shot: A character may take a -3 attack and

focus the attack on a specific location. Effects will vary.

Cover: Warriors gain +1 defense for weak cover, +2 for

strong, and +3 for full. Non-warriors gain +0, +1, and +2.

Covered: If the target is “covered”, the attacker gains a
free attack at +4 attack and +1 damage. If the target
attacks first, the attacker must make a perception roll
for the attack to be free.

Defensive Action: A combatant may forego any attack
and gain a +2 defense.

Firing into close combat: Two to four combatants
count as strong cover. Five or more count as full cover.
If the target is hit, any of the target’s adjacent
attackers who the roll would also have hit must make
an Evasion roll or take the same damage. If the attack
misses, one random adjacent opponent must make an
Evasion roll with defense as a bonus or be hit.

High Ground: +1 to either attack or defense.

Immobilized Target: Attacking an immobilized target
is at +10 attack. Agility does not apply to defense.

Non-defending opponent: Attacking a non-defending
or unaware opponent is at +4 attack.

Quickdraw: A character can attempt to draw and use
an available weapon in the same round. An Evasion roll
is required. If unsuccessful, the character acts as
surprised, which must be thrown off as normal.

Smaller size: Smaller defenders who choose not to
attack gain a +1 defense per size difference. If the
smaller defender attacks, the bonus is halved.
Knockout: Called shot to the head against an unaware,
surprised, or immobilized target required. Target
allowed evasion roll, with a bonus according to

headgear. If successful, no damage. If unsuccessful, one
point of the damage adds to the target’s injuries. Warriors
may allot two combat points to do up to two injury points.

Immobilization: For a -2 defense, an attacker may try to
immobilize a target. A called shot is required. An evasion
roll is allowed at +2 for each size difference the target is
larger than the attacker. Once partially held, the
combatants are in a fortitude contest, with the larger of the
two gaining a bonus of 4 for each size difference. If the
target succeeds, the hold is broken; if the attacker
succeeds, the target is immobilized and further fortitude
rolls at -3 are required to break the hold. While partially
held neither combatant may attack.

Unseen targets: Attacks against unseen targets, if the
attacker is basically aware of the target’s location, are at a
penalty of 3 in close combat, 6 in ranged combait.

Covered, immobile, & non-defending do not combine.

Obstacle Size

Size: 2 4 8 16 32 64 128 256 512 1024
-1 2 -3 4 -5 -6 -7 -8 -9 -10
Distances will often be based on 10-foot sizes.
F‘a"mg Damage
Height Damage Time Evasion
upto 10 feet 1d6 1 second Negates
11-30 feet 246 2 seconds Halves
31-60 feet 3d6 3 seconds No effect
61-100 feet 4d6 4 seconds
101-150 feet 5d6 5 seconds
151-210 feet 6d6 6 seconds
211-280 feet 7d6 7 seconds
281-360 feet 8d6 8 seconds
361-450 feet 9d6 9 seconds
+50 yards n/a +1 second
Encounters
Group Size Increase Size countas Size one
8 +5% Large 2 Small 2
16 +10% Huge 4 Tiny 4
32 +15% Gigantic 8 Fine 8
64 +20% Titanic 16
128 +25%
256 +30%

How faris my horizon?

Height Horizon Height Horizon
3 feet 2.3 miles 150 feet 16 miles
4 feet 2.7 miles 200 feet 19 miles
5 feet 3 miles 300 feet 23 miles
6 feet 3.3 miles 400 feet 27 miles
8 feet 3.8 miles 500 feet 30 miles
10feet 4.3 miles 1,000 feet 43 miles
12 feet 4.7 miles 2,000 feet 60 miles
15 feet 5.2 miles 3,000 feet 74 miles
18 feet 5.7 miles 4,000 feet 85 miles
24 feet 6.6 miles 5,000 feet 95 miles
30 feet 7.4 miles 7,500 feet 117 miles
40 feet 8.5 miles 10,000 ft 135 miles
50 feet 9.5 miles 12,000 ft 147 miles
75 feet 12 miles 15,000 ft 165 miles
100 feet 13 miles 20,000 ft 190 miles
Creatures
Type Saving Roll Survival Combat
Fantastic Health ds Unintelligent
Undead  None d10 1/ g o o
Animal  Health de 1/8 areunaffected by
Faerie Evasion de 1/2 Torociron il gam
Drme Dm0 ] s
Intelligence Range Learning Evasion
Unintelligent/Plant 0O n/a 1/& Larger creatures
Animal 1-2 -5 gain a fortitude bo-
iemi—intelligent 456 215 2 c()?%z)l i%%f
oW - - _1 io), +4 (titanic).
Average 7-13 0] Thiﬁﬁiﬂiﬁz: ;11:
High 14-16 +1 +] deathrolls if their
Ve%’y High 17-18  +3 42 loasnd (larger, 4
Incredible 19-20 +5 +3 (huge), 8 (gigantic)
L. and 16 (titanic).
Divine 21- +7+ +3+
Charisma Range Perception Willpower
None 0] n/a n/a
Animal 1-2 -5 -3
Very Low 3 -3 -2
Low 4-6 -1 -1
Average 7-13 0] 0
High 14-16 +1 +1
Very High 17-18 +3 +2
Incredible 19-20 +5 +3
Divine 21- +7+ +3+



Gods & Monsters

© 0o
—~ + + +
% +
=
- R
@
om =
WW > B>
N o M % +2
O 8&§= 3
5& B RE
S mseawh
O <P ®EA
QL
= HSx~oo
0 =
QO 8
S FPeTo
=
2
= b
=g B
8 o
<
a1y} seuIT)

N

be\ljond here lie dragons

\

o< ©
___.l_* m _Nu
mmmm PM
2.8 T o9 Q
ums met um.l
Sag 98¢ ©7%
& v O+ O m.l
SA2E 833 A
2o as BEag8 B9
OC>ag > ko Qg
ﬁdm.m eem a ©
.lmICdPn o T
De1v..u.1 Ce > 0
W»PP% mmt (O
em%m l.,%..nbu dyﬂ
VENP+me, S Q.
843 EEL
o7 §88 25%
am e,mu._p
20 s Q = 5
B2 .88%
7ewy EYgpga®
R i
Foos S8
mPO%wC
we, . BESTOES
w0 B GgEH S
2 © 3686325
— — Vsd d Hod
‘dwmn( 0 ystm Aayq 90Ur}sSIp
98d411] J0J UNnd 4snuI Aoy, ‘paek Jod

st aeyany gurdwn(f a0y Lyreusd ey pue “YUFey
J1e71q s® Je] st dwun( §uol Suraund B o3eUl Ueo
J9708Ie(9 ¥ '(dwmnl ySy) 1097 BI1X U3 901M7] I0
(dun[ guof & 10}) 1097 BIIX9 o7 JO Aq1eUad ® PUR
JOINQIIQU090 J0[eW B S® YISUSILS LM [T0d A1[ISe
ue saedmbad Joqany urdwnpe usey J1e7)

ITey s® JB] S® J0 USTY s' dwnl ued 10108I8YUD ¥

0T g8
6 4I-
8 &
& @
vy I
¥ O
0O O

yoe)R AARS

SPUNOJI 9OURINPUS
SOINUIW 90URINPUS

SOINUIWI G SOUIT) 9OURINPUS
SOINUIUWI OF SSUIT] 89UBINPUS
S9INUIUL 3DURINPUD
S9INUIUWI QT SOUIT] 89UBINPUS
S9INUIUL 3DURINPUD

SPUNOJI 90URINPUS

aseq aurr}

mor

Wa

November 16,2008

http://www.godsmonsters.com/

*S90UBISUINOJIO 109]dod Jopun Aep Jod SOTTW Ul
QUOUISAOUI JI8T[} 90TMY [BM UBO SI910BIBYD "dNOY Jod SoTTul
UT QUSUISAOW PJTU3-0U0 A[ojeuarxoadde ST peads SUTITR M

*I91SB] ST TUSWSAOUI J181[ S1UT0d 98471 AISAS JI0]
T+ 9% ST TUR1SOIU09 J995%8] ST, 'S1S97U09 AI[IS8 848 S9OSR

“USBP JO JUSUISAOUL YBRqUIOD

asn ATuo ABUI 1870BJIBYD B ‘“YeqUIOD UT USY ) “JUSTISAOUI
7BqUIOD 9SN ATUO A£BUI J910BIBYD B ‘SUINOBIIE USY M

TUSWISAOUI SOUIT} G
JUSWISAOUI SOUWIT) G T
JUaWISAOUI SOUWIT) O T
QUSWSAOUL SOUITY G
JUAUWIdAOUL SOWII] &
TUOUISAOUI SOTMY)
JUaMWDAOUL
QUOUISAOUI JTRY
punox xad 1933

QUaWSAOUI SOUIT} OG quradg
JUOWISAOW SOWITE 02 unyg
QUaWSAOUI SOUIT} O sop
JUOWISAOW SOWITE O T TR
JUAUIdAOUL SAUWIT] O ysed
TUSWISAOUI SOUIT) adqordxyg
JUAUIAOUL OTM Y Tequro)
JUOWISAOTI SNOTOSUOOTUISS

amurw xad spaef paadg

JUDWDAON



Conflict

Attack rolls are against an 11 or less.

Surprise: Awareness grants a bonus of 4; sleeping is a
penalty of 6. Surprise means a penalty of 2 to defense
and 6 to attack in the first round, half that thereafter.
A willpower or fortitude roll is required to become
unsurprised.

Unconsciousness: Targets who gain injuries must
make a Fortitude roll or fall unconscious at the end of
the round. Injury point penalty applies.

Death: Targets who gain injuries that exceed current
survival contest their injuries with their Endurance.
Injury point penalty applies. Warriors gain a bonus of
level. Unconscious characters gain a bonus of two.
Death occurs after Endurance minus injuries minutes
or (if unconscious) hours.

Called Shot: A character may take a -3 attack and

focus the attack on a specific location. Effects will vary.

Cover: Warriors gain +1 defense for weak cover, +2 for

strong, and +3 for full. Non-warriors gain +0, +1, and +2.

Covered: If the target is “covered”, the attacker gains a
free attack at +4 attack and +1 damage. If the target
attacks first, the attacker must make a perception roll
for the attack to be free.

Defensive Action: A combatant may forego any attack
and gain a +2 defense.

Firing into close combat: Two to four combatants
count as strong cover. Five or more count as full cover.
If the target is hit, any of the target’s adjacent
attackers who the roll would also have hit must make
an Evasion roll or take the same damage. If the attack
misses, one random adjacent opponent must make an
Evasion roll with defense as a bonus or be hit.

High Ground: +1 to either attack or defense.

Immobilized Target: Attacking an immobilized target
is at +10 attack. Agility does not apply to defense.

Non-defending opponent: Attacking a non-defending
or unaware opponent is at +4 attack.

Quickdraw: A character can attempt to draw and use
an available weapon in the same round. An Evasion roll
is required. If unsuccessful, the character acts as
surprised, which must be thrown off as normal.

Smaller size: Smaller defenders who choose not to
attack gain a +1 defense per size difference. If the
smaller defender attacks, the bonus is halved.
Knockout: Called shot to the head against an unaware,
surprised, or immobilized target required. Target
allowed evasion roll, with a bonus according to

headgear. If successful, no damage. If unsuccessful, one
point of the damage adds to the target’s injuries. Warriors
may allot two combat points to do up to two injury points.
Immobilization: For a -2 defense, an attacker may try to
immobilize a target. A called shot is required. An evasion
roll is allowed at +2 for each size difference the target is
larger than the attacker. Once partially held, the
combatants are in a fortitude contest, with the larger of the
two gaining a bonus of 4 for each size difference. If the
target succeeds, the hold is broken; if the attacker
succeeds, the target is immobilized and further fortitude
rolls at -3 are required to break the hold. While partially
held neither combatant may attack.

Unseen targets: Attacks against unseen targets, if the
attacker is basically aware of the target’s location, are at a
penalty of 3 in close combat, 6 in ranged combait.

Covered, immobile, & non-defending do not combine.

UPkeeP & Maintenance

Poor: 1 monetary unit per week

Basic: 1 monetary unit per day

Extravagant: 10-100 monetary units per day
Weapons: 10% weapon cost per year

Armor: 5% armor cost per month

Riding animals: 10% per month

Other animals: 5% per month

Spencli'ng MOJO

1. Failed but useful archetypal rolls: bid as much
mojo as you are willing to spend to succeed.
Mojo will only be used as necessary to turn a
failed roll into a success. Character gains 50
experience per mojo. If mojo used is enough to
increase field (or gain skill, if appropriate), do so.
Return to semi-consciousness: 1 mojo
New field: 11 mojo for field at +1 and one skill.
4. New skill in an existing field: 5 mojo, or 7 mojo
for restricted fields.
Field bonus: 4 mojo plus the field's current bonus.
6. Ability increase: twice current ability for
archetypal ability; thrice for other abilities.

@~

o

Mojo spent on fields and skills at the same time as the
field is used grant the mojo spent as a bonus on the roll.

If mojo spent to make a roll successful is enough to
have increased the field or gained the skill or field, do it.

Archetypal mojo must always be useful.
Practical mojo must always have a purpose.

Combat Bonus Pool

Up to twice level attack bonuses can be placed
into the combat pool in any round.

One combat bonus point can be used to benefit
either damage, defense, attempts to throw off
surprise, quickdraw, or combat movement by 1.

Four points can be used to gain an extra action.

Unarmed Combat Increases

Increase Damage
0 d& or d3
+1 d4
+2 de
+3 das
+4 dlo
+5 dla
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Conflict

Attack rolls are against an 11 or less.

Surprise: Awareness grants a bonus of 4; sleeping is a
penalty of 6. Surprise means a penalty of 2 to defense
and 6 to attack in the first round, half that thereafter.
A willpower or fortitude roll is required to become
unsurprised.

Unconsciousness: Targets who gain injuries must
make a Fortitude roll or fall unconscious at the end of
the round. Injury point penalty applies.

Death: Targets who gain injuries that exceed current
survival contest their injuries with their Endurance.
Injury point penalty applies. Warriors gain a bonus of
level. Unconscious characters gain a bonus of two.
Death occurs after Endurance minus injuries minutes
or (if unconscious) hours.

Called Shot: A character may take a -3 attack and

focus the attack on a specific location. Effects will vary.

Cover: Warriors gain +1 defense for weak cover, +2 for
strong, and +3 for full. Non-warriors gain +0, +1, and +2.

Covered: If the target is “covered”, the attacker gains a
free attack at +4 attack and +1 damage. If the target
attacks first, the attacker must make a perception roll
for the attack to be free.

Defensive Action: A combatant may forego any attack
and gain a +2 defense.

Firing into close combat: Two to four combatants
count as strong cover. Five or more count as full cover.
If the target is hit, any of the target’s adjacent
attackers who the roll would also have hit must make
an Evasion roll or take the same damage. If the attack
misses, one random adjacent opponent must make an
Evasion roll with defense as a bonus or be hit.

High Ground: +1 to either attack or defense.

Immobilized Target: Attacking an immobilized target
is at +10 attack. Agility does not apply to defense.

Non-defending opponent: Attacking a non-defending
or unaware opponent is at +4 attack.

Quickdraw: A character can attempt to draw and use
an available weapon in the same round. An Evasion roll
is required. If unsuccessful, the character acts as
surprised, which must be thrown off as normal.

Smaller size: Smaller defenders who choose not to
attack gain a +1 defense per size difference. If the
smaller defender attacks, the bonus is halved.
Knockout: Called shot to the head against an unaware,
surprised, or immobilized target required. Target
allowed evasion roll, with a bonus according to

headgear. If successful, no damage. If unsuccessful, one
point of the damage adds to the target’s injuries. Warriors
may allot two combat points to do up to two injury points.
Immobilization: For a -2 defense, an attacker may try to
immobilize a target. A called shot is required. An evasion
roll is allowed at +2 for each size difference the target is
larger than the attacker. Once partially held, the
combatants are in a fortitude contest, with the larger of the
two gaining a bonus of 4 for each size difference. If the
target succeeds, the hold is broken; if the attacker
succeeds, the target is immobilized and further fortitude
rolls at -3 are required to break the hold. While partially
held neither combatant may attack.

Unseen targets: Attacks against unseen targets, if the
attacker is basically aware of the target’s location, are at a
penalty of 3 in close combat, 6 in ranged combait.

Covered, immobile, & non-defending do not combine.

UPkeeP & Maintenance

Poor: 1 monetary unit per week

Basic: 1 monetary unit per day

Extravagant: 10-100 monetary units per day
Weapons: 10% weapon cost per year

Armor: 5% armor cost per month

Riding animals: 10% per month

Other animals: 5% per month

Spencli'ng MOJO

1. Failed but useful archetypal rolls: bid as much
mojo as you are willing to spend to succeed.
Mojo will only be used as necessary to turn a
failed roll into a success. Character gains 50
experience per mojo. If mojo used is enough to
increase field (or gain skill, if appropriate), do so.

@~

Return to semi-consciousness: 1 mojo
New field: 11 mojo for field at +1 and one skill.

4. New skill in an existing field: 5 mojo, or 7 mojo

for restricted fields.
Field bonus: 4 mojo plus the field's current bonus.

o

6. Ability increase: twice current ability for
archetypal ability; thrice for other abilities.

Mojo spent on fields and skills at the same time as the
field is used grant the mojo spent as a bonus on the roll.

If mojo spent to make a roll successful is enough to
have increased the field or gained the skill or field, do it.

Archetypal mojo must always be useful.
Practical mojo must always have a purpose.

Thief skill base times

Backstab
Climb Walls
Conceal Item
Cram

Disguise
Forgery

Hide

Forgery

Move Silently
Locks & Traps
Pick Pockets
Prestidigitation
Search
Silence
Tightrope

1 action
1/3 move
1 action
1/2 day
special
special

1 round
special
Move-2

1 round
1 round
special

5 minutes
move-2
1/& move

Understand Languages special
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It takes spell level times three minutes to

Sorceror

impress a spell, and spell level plus two verve.
The sorceror must meditate ten minutes to

prepare for memorization.
Casting a, spell costs two verve.
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Conflict

Attack rolls are against an 11 or less.

Surprise: Awareness grants a bonus of 4; sleeping is a
penalty of 6. Surprise means a penalty of 2 to defense
and 6 to attack in the first round, half that thereafter.
A willpower or fortitude roll is required to become
unsurprised.

Unconsciousness: Targets who gain injuries must
make a Fortitude roll or fall unconscious at the end of
the round. Injury point penalty applies.

Death: Targets who gain injuries that exceed current
survival contest their injuries with their Endurance.
Injury point penalty applies. Warriors gain a bonus of
level. Unconscious characters gain a bonus of two.
Death occurs after Endurance minus injuries minutes
or (if unconscious) hours.

Called Shot: A character may take a -3 attack and

focus the attack on a specific location. Effects will vary.

Cover: Warriors gain +1 defense for weak cover, +2 for
strong, and +3 for full. Non-warriors gain +0, +1, and +2.

Covered: If the target is “covered”, the attacker gains a
free attack at +4 attack and +1 damage. If the target
attacks first, the attacker must make a perception roll
for the attack to be free.

Defensive Action: A combatant may forego any attack
and gain a +2 defense.

Firing into close combat: Two to four combatants
count as strong cover. Five or more count as full cover.
If the target is hit, any of the target’s adjacent
attackers who the roll would also have hit must make
an Evasion roll or take the same damage. If the attack
misses, one random adjacent opponent must make an
Evasion roll with defense as a bonus or be hit.

High Ground: +1 to either attack or defense.

Immobilized Target: Attacking an immobilized target
is at +10 attack. Agility does not apply to defense.

Non-defending opponent: Attacking a non-defending
or unaware opponent is at +4 attack.

Quickdraw: A character can attempt to draw and use
an available weapon in the same round. An Evasion roll
is required. If unsuccessful, the character acts as
surprised, which must be thrown off as normal.

Smaller size: Smaller defenders who choose not to
attack gain a +1 defense per size difference. If the
smaller defender attacks, the bonus is halved.
Knockout: Called shot to the head against an unaware,
surprised, or immobilized target required. Target
allowed evasion roll, with a bonus according to

headgear. If successful, no damage. If unsuccessful, one
point of the damage adds to the target’s injuries. Warriors
may allot two combat points to do up to two injury points.
Immobilization: For a -2 defense, an attacker may try to
immobilize a target. A called shot is required. An evasion
roll is allowed at +2 for each size difference the target is
larger than the attacker. Once partially held, the
combatants are in a fortitude contest, with the larger of the
two gaining a bonus of 4 for each size difference. If the
target succeeds, the hold is broken; if the attacker
succeeds, the target is immobilized and further fortitude
rolls at -3 are required to break the hold. While partially
held neither combatant may attack.

Unseen targets: Attacks against unseen targets, if the
attacker is basically aware of the target’s location, are at a
penalty of 3 in close combat, 6 in ranged combait.

Covered, immobile, & non-defending do not combine.

Upkeep & Maintenance

Poor: 1 monetary unit per week

Basic: 1 monetary unit per day

Extravagant: 10-100 monetary units per day
Weapons: 10% weapon cost per year

Armor: 5% armor cost per month

Riding animals: 10% per month

Other animals: 5% per month

Spendi'ng MOJO

1. Failed but useful archetypal rolls: bid as much
mojo as you are willing to spend to succeed.
Mojo will only be used as necessary to turn a
failed roll into a success. Character gains 50
experience per mojo. If mojo used is enough to
increase field (or gain skill, if appropriate), do so.
Return to semi-consciousness: 1 mojo
New field: 11 mojo for field at +1 and one skill.
4. New skill in an existing field: 5 mojo, or 7 mojo
for restricted fields.
Field bonus: 4 mojo plus the field's current bonus.
6. Ability increase: twice current ability for
archetypal ability; thrice for other abilities.

@~

o

Mojo spent on fields and skills at the same time as the
field is used grant the mojo spent as a bonus on the roll.

If mojo spent to make a roll successful is enough to
have increased the field or gained the skill or field, do it.
Archetypal mojo must always be useful.

Practical mojo must always have a purpose.

Sorcerors

Sorcerors may acquire new spells for three maojo
per spell level. Commonly-known spells cost two
mojo per spell level.

The sorceror must have ten times the basic spell
components for experiments. When using
archetypal mojo, the player may retroactively
spend the necessary money if reasonable.

Compatibility rolls apply when using practical
mojo: Learning, at a bonus of 6, and a penalty of
spell level. On a failure, the character may try
again at a later level for two mojo and three
times spell components on hand.

Mnemonic sorcerors must insribe acquired spells
into their spell book using the Inscription spell.
When using archetypal mojo, the player may
retroactively pay for the ink.
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It takes spell level plus effect level verve to cast a

spell.

Sorceror
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Conflict

Attack rolls are against an 11 or less.

Surprise: Awareness grants a bonus of 4; sleeping is a
penalty of 6. Surprise means a penalty of 2 to defense
and 6 to attack in the first round, half that thereafter.
A willpower or fortitude roll is required to become
unsurprised.

Unconsciousness: Targets who gain injuries must
make a Fortitude roll or fall unconscious at the end of
the round. Injury point penalty applies.

Death: Targets who gain injuries that exceed current
survival contest their injuries with their Endurance.
Injury point penalty applies. Warriors gain a bonus of
level. Unconscious characters gain a bonus of two.
Death occurs after Endurance minus injuries minutes
or (if unconscious) hours.

Called Shot: A character may take a -3 attack and

focus the attack on a specific location. Effects will vary.

Cover: Warriors gain +1 defense for weak cover, +2 for
strong, and +3 for full. Non-warriors gain +0, +1, and +2.

Covered: If the target is “covered”, the attacker gains a
free attack at +4 attack and +1 damage. If the target
attacks first, the attacker must make a perception roll
for the attack to be free.

Defensive Action: A combatant may forego any attack
and gain a +2 defense.

Firing into close combat: Two to four combatants
count as strong cover. Five or more count as full cover.
If the target is hit, any of the target’s adjacent
attackers who the roll would also have hit must make
an Evasion roll or take the same damage. If the attack
misses, one random adjacent opponent must make an
Evasion roll with defense as a bonus or be hit.

High Ground: +1 to either attack or defense.

Immobilized Target: Attacking an immobilized target
is at +10 attack. Agility does not apply to defense.

Non-defending opponent: Attacking a non-defending
or unaware opponent is at +4 attack.

Quickdraw: A character can attempt to draw and use
an available weapon in the same round. An Evasion roll
is required. If unsuccessful, the character acts as
surprised, which must be thrown off as normal.

Smaller size: Smaller defenders who choose not to
attack gain a +1 defense per size difference. If the
smaller defender attacks, the bonus is halved.
Knockout: Called shot to the head against an unaware,
surprised, or immobilized target required. Target
allowed evasion roll, with a bonus according to

headgear. If successful, no damage. If unsuccessful, one
point of the damage adds to the target’s injuries. Warriors
may allot two combat points to do up to two injury points.
Immobilization: For a -2 defense, an attacker may try to
immobilize a target. A called shot is required. An evasion
roll is allowed at +2 for each size difference the target is
larger than the attacker. Once partially held, the
combatants are in a fortitude contest, with the larger of the
two gaining a bonus of 4 for each size difference. If the
target succeeds, the hold is broken; if the attacker
succeeds, the target is immobilized and further fortitude
rolls at -3 are required to break the hold. While partially
held neither combatant may attack.

Unseen targets: Attacks against unseen targets, if the
attacker is basically aware of the target’s location, are at a
penalty of 3 in close combat, 6 in ranged combait.

Covered, immobile, & non-defending do not combine.

Upkeep & Maintenance

Poor: 1 monetary unit per week

Basic: 1 monetary unit per day

Extravagant: 10-100 monetary units per day
Weapons: 10% weapon cost per year

Armor: 5% armor cost per month

Riding animals: 10% per month

Other animals: 5% per month

Spendi'ng MOJO

1. Failed but useful archetypal rolls: bid as much
mojo as you are willing to spend to succeed.
Mojo will only be used as necessary to turn a
failed roll into a success. Character gains 50
experience per mojo. If mojo used is enough to
increase field (or gain skill, if appropriate), do so.
Return to semi-consciousness: 1 mojo
New field: 11 mojo for field at +1 and one skill.
4. New skill in an existing field: 5 mojo, or 7 mojo
for restricted fields.
Field bonus: 4 mojo plus the field's current bonus.
6. Ability increase: twice current ability for
archetypal ability; thrice for other abilities.

@~

o

Mojo spent on fields and skills at the same time as the
field is used grant the mojo spent as a bonus on the roll.

If mojo spent to make a roll successful is enough to
have increased the field or gained the skill or field, do it.
Archetypal mojo must always be useful.

Practical mojo must always have a purpose.

Sorcerors

Sorcerors may acquire new spells for three maojo
per spell level. Commonly-known spells cost two
mojo per spell level.

The sorceror must have ten times the basic spell
components for experiments. When using
archetypal mojo, the player may retroactively
spend the necessary money if reasonable.

Compatibility rolls apply when using practical
mojo: Learning, at a bonus of 6, and a penalty of
spell level. On a failure, the character may try
again at a later level for two mojo and three
times spell components on hand.

If a classical sorceror has the mnemonic formula
for a spell, this counts as “commonly known”.
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It takes spirit level times two minutes to call a

Prophct

spirit, and one verve per level. The prophet must
spend twenty minutes in prayer to prepare, and

must be well-rested.
It costs one verve to manifeset a spirit’s power.
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Conflict

Attack rolls are against an 11 or less.

Surprise: Awareness grants a bonus of 4; sleeping is a
penalty of 6. Surprise means a penalty of 2 to defense
and 6 to attack in the first round, half that thereafter.
A willpower or fortitude roll is required to become
unsurprised.

Unconsciousness: Targets who gain injuries must
make a Fortitude roll or fall unconscious at the end of
the round. Injury point penalty applies.

Death: Targets who gain injuries that exceed current
survival contest their injuries with their Endurance.
Injury point penalty applies. Warriors gain a bonus of
level. Unconscious characters gain a bonus of two.
Death occurs after Endurance minus injuries minutes
or (if unconscious) hours.

Called Shot: A character may take a -3 attack and

focus the attack on a specific location. Effects will vary.

Cover: Warriors gain +1 defense for weak cover, +2 for
strong, and +3 for full. Non-warriors gain +0, +1, and +2.

Covered: If the target is “covered”, the attacker gains a
free attack at +4 attack and +1 damage. If the target
attacks first, the attacker must make a perception roll
for the attack to be free.

Defensive Action: A combatant may forego any attack
and gain a +2 defense.

Firing into close combat: Two to four combatants
count as strong cover. Five or more count as full cover.
If the target is hit, any of the target’s adjacent
attackers who the roll would also have hit must make
an Evasion roll or take the same damage. If the attack
misses, one random adjacent opponent must make an
Evasion roll with defense as a bonus or be hit.

High Ground: +1 to either attack or defense.

Immobilized Target: Attacking an immobilized target
is at +10 attack. Agility does not apply to defense.

Non-defending opponent: Attacking a non-defending
or unaware opponent is at +4 attack.

Quickdraw: A character can attempt to draw and use
an available weapon in the same round. An Evasion roll
is required. If unsuccessful, the character acts as
surprised, which must be thrown off as normal.

Smaller size: Smaller defenders who choose not to
attack gain a +1 defense per size difference. If the
smaller defender attacks, the bonus is halved.
Knockout: Called shot to the head against an unaware,
surprised, or immobilized target required. Target
allowed evasion roll, with a bonus according to

headgear. If successful, no damage. If unsuccessful, one
point of the damage adds to the target’s injuries. Warriors
may allot two combat points to do up to two injury points.
Immobilization: For a -2 defense, an attacker may try to
immobilize a target. A called shot is required. An evasion
roll is allowed at +2 for each size difference the target is
larger than the attacker. Once partially held, the
combatants are in a fortitude contest, with the larger of the
two gaining a bonus of 4 for each size difference. If the
target succeeds, the hold is broken; if the attacker
succeeds, the target is immobilized and further fortitude
rolls at -3 are required to break the hold. While partially
held neither combatant may attack.

Unseen targets: Attacks against unseen targets, if the
attacker is basically aware of the target’s location, are at a
penalty of 3 in close combat, 6 in ranged combait.

Covered, immobile, & non-defending do not combine.

Upkeep & Maintenance

Poor: 1 monetary unit per week

Basic: 1 monetary unit per day

Extravagant: 10-100 monetary units per day
Weapons: 10% weapon cost per year

Armor: 5% armor cost per month

Riding animals: 10% per month

Other animals: 5% per month

Spendi'ng MOJO

1. Failed but useful archetypal rolls: bid as much
mojo as you are willing to spend to succeed.
Mojo will only be used as necessary to turn a
failed roll into a success. Character gains 50
experience per mojo. If mojo used is enough to
increase field (or gain skill, if appropriate), do so.
Return to semi-consciousness: 1 mojo
New field: 11 mojo for field at +1 and one skill.
4. New skill in an existing field: 5 mojo, or 7 mojo
for restricted fields.
Field bonus: 4 mojo plus the field's current bonus.
6. Ability increase: twice current ability for
archetypal ability; thrice for other abilities.

@~

o

Mojo spent on fields and skills at the same time as the
field is used grant the mojo spent as a bonus on the roll.

If mojo spent to make a roll successful is enough to
have increased the field or gained the skill or field, do it.

Archetypal mojo must always be useful.
Practical mojo must always have a purpose.
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Conflict

Attack rolls are against an 11 or less.

Surprise: Awareness grants a bonus of 4; sleeping is a
penalty of 6. Surprise means a penalty of 2 to defense
and 6 to attack in the first round, half that thereafter.
A willpower or fortitude roll is required to become
unsurprised.

Unconsciousness: Targets who gain injuries must
make a Fortitude roll or fall unconscious at the end of
the round. Injury point penalty applies.

Death: Targets who gain injuries that exceed current
survival contest their injuries with their Endurance.
Injury point penalty applies. Warriors gain a bonus of
level. Unconscious characters gain a bonus of two.
Death occurs after Endurance minus injuries minutes
or (if unconscious) hours.

Called Shot: A character may take a -3 attack and

focus the attack on a specific location. Effects will vary.

Cover: Warriors gain +1 defense for weak cover, +2 for

strong, and +3 for full. Non-warriors gain +0, +1, and +2.

Covered: If the target is “covered”, the attacker gains a
free attack at +4 attack and +1 damage. If the target
attacks first, the attacker must make a perception roll
for the attack to be free.

Defensive Action: A combatant may forego any attack
and gain a +2 defense.

Firing into close combat: Two to four combatants
count as strong cover. Five or more count as full cover.
If the target is hit, any of the target’s adjacent
attackers who the roll would also have hit must make
an Evasion roll or take the same damage. If the attack
misses, one random adjacent opponent must make an
Evasion roll with defense as a bonus or be hit.

High Ground: +1 to either attack or defense.

Immobilized Target: Attacking an immobilized target
is at +10 attack. Agility does not apply to defense.

Non-defending opponent: Attacking a non-defending
or unaware opponent is at +4 attack.

Quickdraw: A character can attempt to draw and use
an available weapon in the same round. An Evasion roll
is required. If unsuccessful, the character acts as
surprised, which must be thrown off as normal.

Smaller size: Smaller defenders who choose not to
attack gain a +1 defense per size difference. If the
smaller defender attacks, the bonus is halved.
Knockout: Called shot to the head against an unaware,
surprised, or immobilized target required. Target
allowed evasion roll, with a bonus according to

headgear. If successful, no damage. If unsuccessful, one
point of the damage adds to the target’s injuries. Warriors
may allot two combat points to do up to two injury points.
Immobilization: For a -2 defense, an attacker may try to
immobilize a target. A called shot is required. An evasion
roll is allowed at +2 for each size difference the target is
larger than the attacker. Once partially held, the
combatants are in a fortitude contest, with the larger of the
two gaining a bonus of 4 for each size difference. If the
target succeeds, the hold is broken; if the attacker
succeeds, the target is immobilized and further fortitude
rolls at -3 are required to break the hold. While partially
held neither combatant may attack.

Unseen targets: Attacks against unseen targets, if the
attacker is basically aware of the target’s location, are at a
penalty of 3 in close combat, 6 in ranged combait.

Covered, immobile, & non-defending do not combine.

UPkeeP & Maintenance

Poor: 1 monetary unit per week

Basic: 1 monetary unit per day

Extravagant: 10-100 monetary units per day
Weapons: 10% weapon cost per year

Armor: 5% armor cost per month

Riding animals: 10% per month

Other animals: 5% per month

Spencli'ng MOJO

1. Failed but useful archetypal rolls: bid as much
mojo as you are willing to spend to succeed.
Mojo will only be used as necessary to turn a
failed roll into a success. Character gains 50
experience per mojo. If mojo used is enough to
increase field (or gain skill, if appropriate), do so.
Return to semi-consciousness: 1 mojo
New field: 11 mojo for field at +1 and one skill.
4. New skill in an existing field: 5 mojo, or 7 mojo
for restricted fields.
Field bonus: 4 mojo plus the field's current bonus.
6. Ability increase: twice current ability for
archetypal ability; thrice for other abilities.

@~

o

Mojo spent on fields and skills at the same time as the
field is used grant the mojo spent as a bonus on the roll.

If mojo spent to make a roll successful is enough to
have increased the field or gained the skill or field, do it.

Archetypal mojo must always be useful.
Practical mojo must always have a purpose.

Monks

Skill Technique: 2 mojo.

Field Technique: 4 mojo.

Widen technique from skill to field: 3 mojo.
Widen technique from two skills to field: 2 mojo.

L NS



Abilities

Agility: Level: Species:
Charisma: Experience: Height:
Endurance: Moral Code: Weight:
Intelligence: Age:
Strength: Archetype: Home:
Wisdom: Movement: Defense:
: Carry: Hand Actack:
Saving Rolls y
9 : Mojo: Thrown Attack:
EV?SIOH: Injuries: Propelled Attack:
Fortitude: Verve: Survival:
Health:
Perception:
Reason:
Willpower:
Skills Specialties
Weapons Armor
damage fire range bulk defense agility bulk
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€ quipment
Carry:

Archetypal Abilities

Goals & Quotes
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