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Player’s Handbook

No player of HACKMASTER™ can exist without a copy of the HackMaster
Players Handbook. Here within the hundreds of pages is a wealth of information
on all aspects of the game, written for the use of the players.All important infor-
mation needed during play is outlined and explained, including the generation of
characters, their classes, skills, talents and proficiencies, equipment and weapons
costs, and a complete descriptive treatment of over 600 magic spells used in the
game.
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The Hacklopedia of Beasts

The many hundreds of fearsome monsters which are part of Garweeze Wurld
come to life within the eight volumes of the Hacklopedia of Beasts! Within this
collection are over 1600 creatures of every conceivable type. Each is carefully
described in individual narrative, which appears along with a full listing of game
abilities. Most of the monsters are illustrated in addition, giving an awesome
visual representation to players and Game Masters.

G
a

Quest for the Unknown

Many years ago, rumor has it, two noted personages in the area, a fighter of
renown and a magic-user of mystery & power pooled their resources and exper-
tise to construct a home and stronghold for the two of them to use as a base of
operations. Word just reaching civilization tells of their demise. If only one had
the knowledge and wherewithal to find their hideaway, there would be great
things to explore.

This is the first instructional module designed for use with HackMaster, filled
\with plenty of hacking for beginning players.

-

Little Keep on the Borderlands

You are indeed members of that exceptional class— adventurers who have jour-
neyed to the Little Keep on the Borderlands in search of fame and fortune.
Somewhere nearby, amidst the forests & tangled fens, are the chaotic caves
where fell creatures lie in wait. Fate seems to have decreed that you are to
become an adventurous band who must pass through many harrowing experi-
ences together.

An exciting underground and wilderness setting provides plenty of adventure for
\novice and seasoned players alike!

© Copyright 2001 Kenzer and Company. All rights reserved. Legal Notice: The Kenzer and Company Logo, HackMaster,
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Reality Check, A Disclaimer

The fictional works collectively known as “HackMaster” are what is
known as a fantasy role-playing game. Some of the material may not
be suitable for children and/or young readers, which is why we strong-
ly suggest parental discretion. It has also come to our attention that
some people have no backbone for high fantasy or the concept of hero-
ic deeds which often involve fighting evil monsters and taking on
supernatural beings intent on the down fall of all things good and
noble. 1f you are such an individual and are squeamish about such
things, you may want to accept the fact that this book is not for you
and read no further (but please do send in a 25¢ royalty payment for
the portion you HAVE read up to this point, to do otherwise is tanta-
mount to THEFT).

HackMaster is a game and as such, the creators have tried to imbue
it with a bit of ambiance that reflects a mysterious world fraught with
danger, magic and wondrous creatures. We want to emphasize the
term ‘game’. HackMaster has very little to do with reality. It's an
escape mechanism designed to entertain players for a few hours, after
which the game is shelved and everyone returns to their boring ‘real
lives’.

As a game, HackMaster throws players into situations (conflict)
which must be resolved using wit and/or any skills, weapons or other
means the players’ in-game personae may possess. All of this action, of
course, exists only in the mind of those playing the game. Such make-
believe conflicts are resolved with equally make-believe solutions.
Some conflicts are resolved peacefully through negotiation, parley and
other non-violent means. Sometimes they're resolved with magic. Oft
times, however, such conflicts are resolved through force (i.e., vio-

lence). Again, all the action in HackMaster takes place in the imagi-
nations of the players and the GameMaster. Are you getting all chis?

HackMaster has nothing to do with advocating the occult, drug use,
teen suicide, random acts of violence or any of the many sinister agen-
das which those harboring a grudge against role-playing have attempt-
ed to lay at our feet. The writers do not condone violence to solve ‘real
life’ situations. In fact, we frown upon it. Again, this book is a work
of fantasy and the reader should remind himself of that. If you cannot
separate reality from fantasy you should put this book down and seck
professional help (or at the very least make a photo-copy of this dis-
claimer and review it before and after EVERY session of HackMaster).

Just so we're clear on this — attempting to worship the demons pre-
sented in Hacklopedia will result in nothing but ridicule from your
peers (our demons are ‘made-up’). Likewise, with the ‘magic spells
presented in HackMaster. They are fake. Made up. Not real. No mat-
ter how hard you try to cast Invisibility on yourself, it just aint gonna
to happen. If you jump off a roof because you believe your ‘boots of
flutter soft’ will protect you and you end up shattering your hip, do not
come crying to us. We will merely show you a highlighted photo copy
of this disclaimer and marvel at your stupidity. Are we on the same
sheet of music here? Good. ‘Nuff said.

Disclaimer Addendum: The views expressed in this work are solely
those of Hard Eight Enterprises and its staff and NOT those of Kenzer
and Company or its employees. Remember this work is a parody of
games and the people who play them (as well as make them).

Foreword: Interrupt lllusion

The book you hold in your hands (as well as its companion volumes
the HackMaster Player’s Handbook and the Hacklopedia of Beasts)
has literally been a labor of love. Hopefully that much is obvious to
even the casual reader. You would think by now we would have been
getting used to the process, but it's always difficult to have something
you've been working on so closely for many months torn from your
loving hands and plunked on the presses.

As creators and designers we always have the feeling the product isn't
quite complete— that there’s always something else which can be
added, crammed between the covers and made to fit. One more idea,
One more table on the melting points of precious metals. One more
typo to chase down and beat into submission. And so it was with the
book you hold in your hands. Like nurturing parents we wanted to
hold onro our baby for as long as possible before sending it out into the
world.

We have often been told our passion for games shows in our prod-
ucts and that our love for gaming is infectious. Thar’s always nice to
hear and it really helps motivate us to keep doing what we do.

ustie, (R B

We were thrilled that so many people flocked to HackMaster when
the Player's Handbook was released a few short months ago. A lot of
people didnt believe the game could find a niche in an already crowd-
ed market, but thankfully you, the reader, proved them all wrong.

The PHB, as you may recall, was dedicated to all the countless folks
who contributed to role-playing, KODT and AD&D over the years.
The HackMaster GameMaster’s Guide, however, is dedicated to YOU!
By voting with your wallets and supporting what we have been doing,
you sent out a loud message that there is always room for a good, fun
game,

You also proved that word of mouth can be more powerful than large
advertising budgets, hype and fluff. Give yourself a pat on the back
and a few experience points!

Indeed, this book is dedicated to ALL of you. In our books, you are
truly heroes.

GoinPelle AL

Jolly Blackburn, David S. Kenzer, Brian Jelke, and Steve Johansson
The KODT Development Team
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Fame Rub Signatures
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Have Game Designers and other “lucky” notables sign their autographs here. That way they'll always be handy for emergency dice purgings and luck charging.

Note: To charge a die to roll higher numbers you should stroke the die left to right. For lower numbers strake right o left. Fame Rubs can be used to prime new dice and many game design-
ers at conventions and store signings are more than glad to oblige fans. As a rule of thumb you should do a minimum of six swipes of the die across the signature (but no more than ren as that can
sometimes have the apposite effect of what is desired). To get you started we've added two facsimile signatures of Jo Jo Zeke and Gary Jackson. They'll only be 32% as effective as an original sig-
nature but they could come in handy in an emergency. For more information on dice charging and other dice care and maintenance, please refer to Appendix L of the HackMaster Player's Handbook.




Hard 8 Enterprises®
What do you want to Hack today?™

Greetings friend, or rather, Esteemed Colleague!

We've heen waiting for you. In the HackMaster equarion, you are the most important variable. Why? Because the GameMaster is the backbone of the game.
Withour you the game is incomplete; a narrative without a storyteller to dramatize the tale, a camera without a director behind the lens, a brilliant score withour a
conductor. You get the idea.

The tome you hold in your hands is the long awaited 4th incarnation (edition) of the HackMaster GameMaster's Guide. This book is an indispensable weapon
in the GM’s arsenal; a must for those with a desire to take up the GM’s Shield and referee HackMaster. All things HackMaster are made possible by the secrets con-
rained herein. This book is a key, a Roserta stone if you will. For in it rests the path to understanding the vastest and greatest game ever created by mankind. This
magnificent instrument is the Tree of Knowledge in this Garden of Eden of role-playing games. Thus, it should be safeguarded accordingly from those unqualified
individuals desirous to peruse its contents. And while we are on the subject of unqualified individuals. ..

This book in its entirery has been expressly classified by the HMGA (HackMaster GameMaster’s Association) as GM Proprictary Information (a.k.a.
“GAMEMASTERS EYES ONLY” material). What does that mean exactly? Well, for one, if you are a player, then this is your frickin’ cue to stop reading. Pur this
book down, and step off — PERIOD,

You should only be reading this book if:
. You are already a certified HackMaster GameMaster or;

Il You are a GameMaster-in-Training and have dedicated yourself ro mastering the game of HackMaster and are working toward becoming a GM yourself (i.c.,
you plan to study the material herein, actively assemble your own group of players and step behind the Shield).

Take heed, the consequences for a player reading GM Proprietary Information are severe and such transgressions are taken very seriously. | should also add that
it is reprehensible to feign interest in becoming a GM simply to gain access to GM restricted material such thar one could use it to gain an edge as a player. Such
individuals are the lowest of the low and are universally despised. They risk the loss of their HMPA/HMGA membership and eternal banishment from the game.
So please, consider this a friendly warning and proceed accordingly. If you do not meet the eriteria set forth in 1. or 11 above, please stop reading now.

Still with me? Good.

I am going to assume you are, or plan to be, a GameMaster and that you are already intimately familiar with the rules in the Player’s Handbook. The Player’s
Handbook and the GameMaster’s Guide along with the Hacklopaedia of Beasts conrain everything you are expected to know in order to fulfill your role as GM.

As a HackMaster GM you bear an enormous weight and responsibility on your shoulders: judging and running combat, interpreting the actions of your players,
creating adventures, world building, assigning experience, keeping track of Honor, and even maintaining the peace among players when occasional differences of
apinions flare into full blown fisticuffs. In addition, you must constantly work ar mastering the rules of the game and honing your skills, Maost importantly, like
the proverbial captain of a ship at sea, you must constantly strive to maintain your authority over your game. Clearly, the role of GameMaster is a daunting job by
ﬂnyonc‘s Standards.

Many of you will no doubt discover you are lacking and do not have what it takes to be a GM. There is no shame in this. Our research indicates that less than
2.167% of the world’s population has the cranial capacity to comprehend this game (less if we do not provide a translation). Those numbers plummet to a mere
0.032% thar have the skills to run a game for live players. If you do find that you are not up to the job, or suddenly discover that you can no longer meer the chal-
lenge, it is your duty to step down and spare your players the sad chore of petitioning the HMA to have you forcibly removed. It is always preferable for a GM to
recognize his own inadequacies and step aside voluntarily.

But enough of such grim talk. Chances are thar if you have felt compelled to answer the call, you have the right spirit, drive and determination to rise to the chal-
lenge. And fear not! For you are not being sent into the fray unarmed. You have the rules to back you up. Like the caprain of that ship at sea, you are undeniably
the master of your domain. Armed with this book you are a formidable individual with whom the players must reckon. You will gird up your loins, don the armor
of confidence that comes with knowing that the rules empower you and proclaim, “The GameMaster is always right!” (barring intervention by the HMPA of course).

As GM, you will be called upon ro be the game moderator, judge, jury, oft executioner and even supreme gawd of your milieu. You must invest huge amounts
of time and energy into your craft. Nort only must you dedicate yourself to the tasks mentioned above, but you must do so while juggling your secondary real life
commitments and obligations. Furthermore, you must do so without a hint of bias, unfairness, incompetency or impropriety. Think you are up ro the job?

The HackMaster GameMaster’s Guide is THE essential tool for the GameMaster. It is the bible of HackMaster and physically represents your authority over the
game. One of the first things you should do is turn to page 14 and read the GM’s Oath and GM’s Code of Conduct. Once you have carefully considered the
scope and meaning of those instruments and taken ample time to consult, or consciously waive your right to consul an artorney, you should take the oath (in the
presence of a witness, of course). Make sure you sign and date it.

You should keep your personalized GM'’s Guide in your possession at all rimes when administering the duries of your title,
Before you turn the page and begin your quest at unlocking the secrets of mastering the Game, | would like to relate a morsel of wisdom to help bolster your spirit.

Gary Jackson had a placard on his desk ar the old GameMaster’s Academy in Sagninaw, Michigan. It was presented to him by the players from his very first group
back at Ball State and read simply: “Flying in the face of adversity and loving it!” In many ways that sums up what being a GM is all abour.”

Se S
Jo Jo Zeke

Director of HackMaster Development

Game on, my friend! And may the dice serve you well.

Hard Eight Enterprises

* By the way, some smartass bastard stole this placard in 1998. A standing reward of $50 is being offered by the HMA.
Anyone with information leading to the recovery of the plaque and the identity of those responsible for stealing it should contact me immediately.
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i:low the Rulebooks are Organized

The HackMaster rulebooks, in their stately entirety, can seem a bit daunting to the
uninitiated when first glanced on the bookshelf. As GM you will have to be intimately
familiar with ALL of them. Nothing will diminish your authority quicker than a play-
er who knows more about the game than you do.

HackMaster GameMaster’s Guide (GMG)

This is, of course, the book you hold in your hands. Most of the hard ‘rules’ of
HackMaster are contained in this tome. This book is the GM’s inner sanctum. The
rules contained within are designed to guide you, and give you all the information that
is vital for you to run your campaign effectively. Even so, the GMG does not cover
EVERY situation that may pop up, such a task is paramount to writing a how-ro book
describing every possible nuance and potential event in the life of every human being in
human civilization. No book could ever hope to do thar - not even one published by
us. Rather, the GMG provides the infrastructure upon which the GM can make rea-
sonable calls when faced with a situation for which the rules do not specifically provide.

HackMaster Player's Handbook (PHB)

You should already know the contents of this book from cover to cover. If you do
not, you have a serious problem my friend. Artempting to be a GM withour explicic
knowledge of the rules contained in the PHB is akin to going into a firefight wearing a
blindfold. Players love nothing more than exploiting the rules and can swiftly sniff out
a GM who is lacking in his mastery of the game. So remove the blindfold and see the
enemy in all its forms. In other words, read and master the Player's Handbook.

Hacklopadia of Beasts Volumes | thru 8 (HOB |, HOB 2, etc.)

These works (affectionately referred to as HOBs or Hacklopedias), like the GMG, are
the province of the GM. They give complete and detailed informartion about the mon-
sters, people, and other creatures inhabiring the HackMaster Teraverse. You will find
that your players are constantly trying to glean knowledge of what lies within these
books in order ro develop racticals for their characters and thereby gain an edge in the
game. Since so many retailers have refused to honor our request that these books be sold
ONLY to qualified GMs, you should be aware that this is going on and that it should
be expected. That does NOT mean, however, it should be tolerared.

In our own group at Hard Eight, I do not tolerate players intruding inro this inner
sanctum. My players know, and I recommend this course of action to other GMs, that
if I find our they have been reading the HOBs (or any GM Proprietary Information, for
thar marrer), I rain down upon them like a blacksmith’s hammer on a bloated toad. On
the first infraction, I dock the guilty party 1,000 experience points. Subsequent infrac-
tions result in the loss of larger amounts of EPs uncil, ultimately, it is possible they could
lose an entire level of character development or more. Some may think such justice a
bit harsh, bur these rules keep order and prevent the gaming session from spiraling into
a maelstrom of chaos. Besides, hitting a player where it hurts will always make him
think wice before infringing upon forbidden territory again. ‘Nuff said.

How the GameMaster’s Guide is Organized

The HackMaster GMG has been painstakingly organized to serve as a reference
work. All the informarion herein has been meticulously grouped and arranged in an
eminently logical fashion to enable you to quickly find what you are looking for.
Everything in this book is based on the assumption that you are familiar with the
HackMaster Player's Handbook, Much information was purposely omitted from the
HackMaster PHB as it is data which would not normally be known - ar least initially -
by adventurers in a world of swords and sorcery. Many players, feeling somehow cheat-
ed, have complained abour this approach in the past, and you'll likely hear them whine
about it at your table. Don't be swayed — the information in this book is for YOU and
you alone. Safeguard it as though your life depended on it

You'll be happy to learn that the index in the back of this book is significantly more
accurate than in past editions. You'll find that you can easily look up the references to
any specific topic by checking this index.

Before delving any further into this book you should take a few minutes o familiar-
ize yourself with the manner in which it has been organized.

There are four basic sections to the book which are in turn further subdivided accordingly.
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Section 0: Introduction

You're reading this section now. If you don't know what an introduction is by now
then you need some serious help. Key features of this section include the GM’s Oath
and the GM’s code of conduct. Read them, learn them, live by them.

Section I: GameMaster’s Arsenal

This section covers everything the GM needs to know prior to running a game. Most
of it deals with those aspects of the hard rules falling expressly under the GM'’s domain
which were omitted from the PHB. These rules are the weapons of the GameMaster
and are to be used to combat the various actions of the players. After reading, under-
standing and committing this section to memory you will be ready to stand tall, confi-
dent and proud behind your official HackMaster GameMaster Shield.

Section Il: GameMaster’s Workshop

This secrion covers those rules and other issues that will help you maintin a
HackMaster game over a long period of time. And while they can be as potent as those
topics discussed in the GameMaster’s Arsenal, they generally require more effort and
experience on the part of the players as well as you, the GM. This section also provides
you with invaluable lessons on how to run a game from the non-rules perspective such
as methods for handling troublesome players. or creating your own advenrtures and run-
ning a campaign.

Section Ill: Appendices

The appendices are packed with a wide variety of source material designed to help the
GM with his many tasks. Here you'll find an incredible variery of magic items, random
tables, useful lists and forms.

Sub-Section llla: GameMaster Coupons

It is said among scientific circles thar for every action there is an equal yet opposite
reaction. With this in mind we have provided a tool for you, the GameMaster, to keep
your players in check and defend yourself and your carefully crafted game from abuse,
At the very back of the book you will find official coupons similar to those found in the
Player’s Handbook. These game coupons, while similar to those available to the play-
ers, are more powerful (representing the greater importance and prestige of the
GameMaster). Because of this, and because the GameMaster is allowed to use one
coupon per player per session, the coupons should be used only in important situations
where the effects can significantly alter the ourcome. Usually this is reserved for those
times when one or more players bring our their arsenal of coupons and use them to
change the course of YOUR game. Keep in mind however, the GM coupons should
never be used in spite. Such actions are below the station of trrue HackMaster GM.,

A Few Words from the Author

Before we jump into the new edition I would like to address a few issues that have
come to light since the last edition went to press. Please take a few moments to read
them since they are of crucial importance.

On GMs and Non-Disclosure

There are times that the GM will want to shed his aura of supremacy and return o
the ranks as a player. This is perfectly acceptable since it sometimes takes a little recre-
ational hacking to recharge the GM spirits, which are often worn down over the course
of a long, drawn-out campaign. But let me remind you of something: as GameMaster
(active or inactive matters not) you have taken an oath not to divulge the GM-only
information to which you have been privy. While in the role of player, the GM turned
player must NEVER divulge GM-eyes-only rules to non-GM players. To do so is a
breach of your oath and you may be branded untrustworthy or even a dirty sneak. If
public evisceration were an available punishment in this day and age, you might be a
candidate. Having said that, however, this should not stop you from using every bit of
your GM expertise and rules knowledge to challenge your acting GM. Such friendly
competition can only make the contestants in such bartles of wits thar much stronger.

On the Use of the Male Pronoun

I dealt with this topic in the Player’ Handbook. Please refer to page 10 of thar vol-
ume for my thoughts on the marter.
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Rule Contradictions?

[t has come to my attention that there are certain individuals who are of the opinion
that a grear many rules in HackMaster are contradictory, flawed or even broken.
Rubbish! 1 thought my foreword to HackMaster 3rd edition would have put this issue
to rest once and for all, but here we are, three years later, and not a day goes by that |
am not confronted with these claims.

Let me say it again. And THIS time I will make it very, very clear, There are no con-
tradictions in HackMaster, only ‘apparent’ contradictions or user errors. You can trust
me when [ say that because [ stand from a vantage point where I can see the entire game
as a whole. If you run across a rule that you feel is in contradiction with another rule
you should remind yourself that it is most certainly a case of your mastery of the rules
being deficient in some way. HackMaster is a complex game and as such not EVERY
rule or nuance of the game has been trusted to the common GM and/or player. The
game is bigger than any one player is. It is bigger than you or me... well, it is bigger
than you, anyway.

A Note About Content and Difficult Decisions

One of the toughest aspects of working on this tome was the reality that only so much
material could be squeezed between two covers. There was so much material, in facr,
that straws had to be drawn and the one drawing the shortest straw was tasked with the
difficult task of deciding what material would have to be omirted. This person ended
up being Waco Bob and he was given detailed criteria for determining what material gor
the axe and what material would be spared. Whar did thar criteria entail? Well, first
came material that was absolutely vital to play, then came the inclusion of what would
be most helpful to the GM, and finally interesting items of broad appeal that tended o
improve the flavor of the game were sifted into the appendices.

The Role of the GameMaster

“We will not lie, cheat, or steal,
nor tolerate such actions among our own.”

—~GM’s CREED
Greetings Friend, and well met.

Welcome to the ranks of an esteemed group of individuals who, as unsung heroes,
have been carrying the torch of role-play forward for nearly thirty years. Here, we
proudly bear the title GameMaster and be you a veteran GM simply advancing from
HackMaster 3rd edition to HackMaster 4th edition or a prospective GM rising up from
the masses to heed the call, we welcome you into our fold as an equal.

Your position as GameMaster is not an easy one. It requires wit, determination,
drive, imagination, diplomacy, organization and the ability to think on ones feet and o
roll with the punches. You are essential to the game. Through the selfless endeavors of
in=the-trenches GMs such as yourself that strive to hone your skills and keep your play-
ers challenged, the HackMaster experience continues to grow. You are the reason play-
ers keep returning to the table and bringing new blood into the game. Thar’s right, you!
As a GM, you are the backbone of the HackMaster experience and bear some of the
credic for any success, and certainly for any failures, the game may experience in the
future.

The GameMaster Guide is reserved for your eyes only. It contains all the essential
rules that are not discussed in the Player's Handbook. Ir has been placed here so you
can have control over it. While the players are not your enemies, they are by no means
your allies and it is imperative that you bear that in mind at all times. But this book is
not just about ‘hard rules’. As you will soon discover, a large portion of this book is
devoted to discussions of the principles behind the rules. Another sizeable component
is brimming with source material that will arm you to handle those situations thar will
inevitably arise from time to time that are not explicitly covered by the rules. The pur-
pose of this book, after all, is 1o better prepare you for your role as game moderator and
referee. The better you understand the game, the berter equipped you will be to handle
unforeseen developments and unusual circumstances,

As GM you are master of your table. The success of your own campaign is primari-
ly in your hands and you must take a firm, active hand in guiding it. When you take
on the title of GM you are entering into a contract of sorts with the players you have
assembled. They are agreeing to show up to your game each week and invest time as
you weave your magic and take them into realms of high adventure. In rerurn, you are
agreeing that you will give them somerthing worthy of their time.

Let me stress that this is not a relationship you should enter into lighdy. If you are
skimming through this introduction, slow the hell down, back up and read it again.
Slowly. It is crucial that you understand the grave nature of the commirment you are
abnut to mﬂkﬂ.

First Things First

Okay before your journey takes one step further, you must pause for the moment of
truth. It is time for you to put your affairs in order and prepare for the task at hand.
The first thing you need to do is to take the GM’s Oath. Even if you are already a qual-
ified GM stepping up from HackMaster 3rd edition you should sign the oath below and
transfer your authority over to 4th edition. (You can keep your 3rd edition GMG as a
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momento but it should be put away and retired since 4th edition rules supercede all pre-
vious editions).

It is preferable that an HMGMA certified GM serve as witness to your signing. If
this is not possible you should leave the witness block blank and go ahead and sign and
date the oath. At your earliest convenience you should track down a qualified witness
and then reaffirm your Oath having him sign off on it.

Note that the GM’s Oath is comprised of two articles. You should sign Article One
prior to reading the GMG. Article Two is to be signed only AFTER you have read the
GMG.

The GM Code of Conduct is just that. Drafted by the HMGMA, it sets the stan-
dard to which all certified GameMasters are expected to adhere. A GM must adhere to
the GM Code of Conduct for all HMGMA sancrioned campaigns, adventures, scenar-
ios and tournaments.

HackMaster GameMaster Code of Conduct

Drafted by the HackMaster GameMaster’s Association,
September 8th, 1978

Ratified by the HMGMA National Office, February 17th 1980 [Nor rarified by the
Idaho HMGMA]

As amended (and ratified by the HMGMA National Office) March 22nd 1981,
January 3rd 1986, October 16th 1988, April 16th 1991, November 4ch 1991,
November 11th 1996, February 18th 1997, July 2nd 2001,

CANON [:The game must go on.

The GameMaster shall do everything within his power to ensure that the Game will
not be canceled. Neither shall the GameMaster allow said Game to be interrupred,
impeded or unduly delayed. The GameMaster shall use best efforts to guarantee that
the Game goes on notwithstanding inclement weather, unruly players, player absen-
teeism, civil or military authority, war, riots, strikes, fire or natural disaster.

CANON 2:The GameMaster is always right.

The GameMaster shall maintain authority at the GameMaster’s table and not waiver
in the face of player adversity or opposition. A GameMaster's ruling shall stand as final
unless subsequently overruled by the GameMaster or an HMA convening authority.

CANON 3:The GameMaster’s table is neutral territory.

The GameMaster shall not allow external dispures, grievances, animosity, hostility or
grudges to enter into the Game.

CANON 4: Let the Dice Fall Where They May.

A GameMaster shall not fudge, alter or reroll legal die rolls in sanctioned games. The
GameMaster shall not alter the results of a die roll in order to save or harm a monster
in a sanctioned game. Neither shall the GameMaster alter the results of a legal die roll
to save or harm a character in a sanctioned game. Neither shall the GameMaster use his
power over the table to inequitably bring harm, impede or destroy a character. The
GameMaster shall ler the dice fall where they may.

CANON 5: The GameMaster shall uphold all rules including
published errata, amendments and changes.

The GameMaster shall personally observe impeccable standards of conduct such thar
the integrity of his table, campaign and players are preserved.

Rules of Fair Play: The GameMaster shall abide by the rules of fair play. The
GameMaster must clearly describe andfor provide all pertinent information in an
encounter and provide any information to which a player character would reasonably
have knowledge. Neither shall the GameMaster withhold information from the players
with the express intent of putting them at a tactical disadvanrage, unless such informa-
tion would not, could not, or has not been properly discovered ar known by the player
characters.

The Rules are a force of equity and function in both directions, for the GameMaster
as well as the player.

The GameMaster’s Shield is a wall. It symbolizes the line of demarcation between
player and GameMaster and it shall not be breached nor diminished. The GameMaster
shall hold the line and not waver in his calls and decisions unless new facts are unearthed
that, in the GameMaster’s sole opinion, shed uncertainty on a call. The players are at
constant odds with the GameMaster. It is their unspoken mission to chisel away at the
wall, to bring it down brick by brick. It is the GameMaster’s duty to thwart them in
that effort.

CANON 6:The GameMaster shall avoid all impropriety, even
the appearance of impropriety, in all Game and GameMaster
related activities.

The GameMaster shall not engage in any activities that might put into question the
integrity of his table, game or players. The GameMaster shall not allow family, social,
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or other relationships to influence his official Game calls, die results or judgment. The
GameMaster shall not lend the power and prestige of his title and position to benefit
others,

CANON 7:The GameMaster shall adhere to all rules and stan-
dards in performing the duties of his title and position.

In performing the duties of GameMaster, the GameMaster shall maintain his rules
knowledge and keep up on new editions, errara and official changes. The GameMaster
must require adherence to such standards by those players under his charge. The stan-
dards of this Code shall not affect or preclude other more stringent standards required
by the HMA, HMPA or the HMGMA.

CANON 8:The GameMaster shall respect and comply with all
rules in the official HackMaster books, supplements, adventures
and other materials as well as the GameMaster’s Oath and the
GameMaster Code of Conduct.

A GameMaster shall report to the HMGMA any attempt to induce him to violate or
comprise the rules, his GameMaster's oath or GameMaster Code of Conduct.

A. The GameMaster shall not alter a rule in order to accelerate the advancement or
give an unfair advantage to a Player Character.

B. The GameMaster shall be faithful to the spirit as well as the letter of all rules and
standards and maintain a high level of competence in all areas of responsibility
pertaining to the title.

». The GameMaster shall be patient, dignified, respectful and courteous to all per-
sons with whom the GameMaster deals in an official capacity, including players,
fellow GameMasters, Convention/Event staff and HMA officials. The
GameMaster shall demand and enforce similar conduct of any players under his
direction and control. A GameMaster shall diligently discharge the responsibili-
ties of his title in a prompt, efficient, nondiscriminatory, fair and professional
manner. A GameMaster shall not perform any discretionary or ministerial func-
tion of the Game in a manner that improperly favors any player.

D. The GameMaster shall avoid making Game calls on the merits of a pending or
impending character action. This proscription does not extend to public or pri-
vate statements made in the course of official duties or to the explanation of Game
procedures. The GameMaster shall never disclose any GameMaster Proprietary
Information received in the course of official duties excepr as required in the per-
formance of such duties, nor shall a GameMaster divulge such Information for
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personal gain or other impropriety. A former GameMaster shall observe the same
restrictions on disclosure of any GameMaster Proprietary Information that apply
to a current GameMaster.

E. The GameMaster shall not engage in nepotism. Note: See also HMGMA 3110
(GMing for relatives);

E Conflicts of Interest.

(1) The GameMaster shall avoid conflicts of interest in the performance his duties.
A conflict of interest arises when a GameMaster knows that he (or the spouse,
minor child residing in the GameMaster’s houschold, or other close relative of the
GameMaster) might be so personally or financially affected by a matter thar a rea-
sonable person with knowledge of the relevant facts would question the
GameMaster’s ability to properly perform official duties in an impartial manner.

(2) Certain GameMasters, because of their relationship to a player or the nature of
their duries, are subject to the following additional restrictions:

{a) The GameMaster shall not allow personal bias or prejudice concerning a play-
er influence his adjudication in any manner.

(b) If the GameMaster steps down from the Shield and re-enters the game as a
player he will not divulge GameMaster Proprictary Information to other players.
Nor will he act upon such Information as a player in order to gain an unfair advan-
tage unless it is with the express purpose of challenging the acting GameMaster
with the intent of improving said GameMaster’s skills.

. Compensation and Reimbursement. The GameMaster may receive compensa-
tion and reimbursement of expenses relating to running his game/campaign.
Expense reimbursement shall be limited to the actual cost of materials, snacks,
food or drinks. Any payment in excess of such an amount is considered compen-
sation. The GameMaster shall not receive any salary, or any supplementation of
salary, as compensation for his services or in exchange for running his campaign.

Note: A number of HMGMA statutes of general applicability govern GameMaster
performance of official duties. These include:

HMGMA 201 (bribery of a GameMaster, Player and witnesses);

HMGMA 211 (acceprance of a bribe or solicitation in exchange for a favorable call
or action);

HMGMA 285 (fudging a die roll in order to bring harm to a player character);

HMGMA 287 (false, or fraudulent calls against a player due to a personal grudge or
external prob]rm):
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HMGMA 508 (counterfeiting, pirating or forging of HackMaster materials);

HMGMA 641 (embezzlement or conversion of Gaming Group money, property.
coupons or records);

HMGMA 643 (failing to account for Game Group treasury);

HMGMA 783 (disclosure of classified information);

HMGMA 1001 (fraud or false statements in a HMA report);

HMGMA 1719 (misuse of GameMaster privilege);

HMGMA 2071 (concealing, removing or murilating an HMA record);
HMGMA 3110 (GMing for relatives);

HMGMA 3729 (false claims against a player, another GameMaster or the HMA).

The Game

Before we proceed any further let us establish a clear definition of exactly what
HackMaster is and what the designers set out to accomplish.

Do not ler anyone fool you. HackMaster is first and foremost a game. The single
greatest game ever known to mankind, but a game nonetheless, It was designed to pro-
vide hours of fun and enjoyment for those intelligent individuals who demand to use
their imaginations and creativity while engaged in what amounts to a never ending series
of mentally stimulating challenges. As with most games it is also socially engaging and
provides a wonderful opportunity for a group of friends to come together and work as
a team toward a common goal. In short, it is a hell of a lot of fun and beats the snot
our of more static forms of spectator enterrainment o which the largely weak-minded
masses flock.

Now there are those who hold up role-playing games as some sort of artsy fartsy mys-
tical new age tool. Yeah, they are out there and it is best you leave such theatre and art
school dropouts to their own devices. They do not seem to cotton to our way of gam-
ing and to be honest we like it that way. If they were any good they would not be sit-
ting around trying to modify an already perfecr game with their weak-ass chearrics.
They would be in a movie or an Broadway. So leave them out of it until such time as
they can grow up and face reality.

HackMaster is nothing more than a form of escapism and the object is to have fun.
This is not to say that the GM is some sort of babysitter for his players and thar he must
entertain them week to week. Notarall. HackMaster has been designed to be an amus-
ing and diverting pastime, something that can fill a few hours or consume endless days,
months or even years. If you are doing your job right there is no reason your players
will not keep coming back. But not because you are entertaining them. There are plen-
ty of diversions out there that can entertain and numb the senses. No, the reason your
players will keep coming back is because you are challenging them and giving them fun,
excitement and captivating fantasy. In this regard role-playing surpasses all other forms
of ‘entertainment.” HackMaster remains unsurpassed!

Tools of the Trade

Dice
As the GM, the tools of your trade are dice. Dice were covered in detail the Players
Handbook (Appendix L: Dice Eriquerte) and it will pay for you to read chat section

often and review it.

The random numbers that you generate by rolling dice determine results based on
the probabilities reflected on the charts, tables and descriptions herein, in the PHB,
HOBs or in other officially sanctioned publications. In case you are not familiar with
statistics and probability curves, there are two types that are determined by your dice:
linear (straight line), which has equal probability of any given integer in the number
group, and bell (ascending and descending line), which has greater probability towards
the center of the group of numbers than at eicher end. The two curves are illuscrared
thus: A single die, or multiple dice read in succession (such as three dice read as hun-
dreds, tens and decimals) give linear probabilities. Two or more dice added togerher
generate a bell-shaped probability curve.

Use of Miniature Figures in the Game

The HackMaster Tactical Combar Miniatures™ are specially cast for HackMaster
game play, add color to play and make referecing far easier. Each player is required to
furnish painted figures representing his or her player character and all henchmen and/or
hirelings that he has employed. As GM you are responsible for providing any monsters
or NPCs the party may encounter (though these need not be painted).

You should not underestimate the value of such painted figures in your campaign.
They enable you to immediately recognize each individual involved. Figures can be
placed so as to show their marching order (i.e., which characters are in the lead, which
are in the middle, and which are bringing up the rear). Furthermore, players are more
readily able to visualize the dire circumstances in which their characters will undoube-
edly find themselves and plan their tacticals accordingly. Monster figures are likewise
most helpful, as many things become instantly apparent when a party is arrayed and
their monster opponent(s) placed. Most groups defray the cost of such figures by using
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the Gaming Group treasury. Be very careful to purchase castings which are officially
HackMaster branded Tactical Combat Miniatures™ — Miniatures not bearing the
HackMaster mark are not worthy of your game (and indeed detract from it in most
cases), Hackmaster miniatures are cast in the heroic 32 mm scale, where 32 mm rough-
ly equals 6 feer of height. Each ground scale inch should equal five linear feer, so a 10"
wide scale corridor is two actual inches in width and shown as two separate squares.
This allows depiction of the typical array of two figures abreast, and also enables easy
handling of such figures when they are moved. While you may not find it convenient
to actually use such figures and floor plans to handle routine dungeon movement, hav-
ing sheets of squares for encounter area depiction will probably be quite helpful. If you
do so, be certain to remember that ground scale differs from figure scale, and when deal-
ing with length, only one man-sized figure per square is possible, as the space is but five
scale feer with respect to length (and the man-sized character in combat requires ar least
25 square feet for movement and attack).

HackMaster Tactical Combat Miniatures™ should be available in all finer hobby
shops no later than early 2002, If your local store does not carry them yer, make sure
they stock the full line and stock it deep. If they refuse to even order the miniatures you
request, surely take your business (all of it) elsewhere for they clearly are indicating thar
they care naught for you nor your purchasing decisions! Details of preparation and
painting of HackMaster Tactical Combar Miniatures™ are not germane ro this work.
Your habby supplier will have an assortment of small brushes and paints for such pur-
poses, and you may inquire there as to the best techniques of painting. In all likelihood,
your hobby shop manager will gleefully teach you how to paint miniatures or introduce
you to a local expert.

Aids to Playing HackMaster

HackMaster is one of the best supported RPGs on the market and as such there are
a wide variety of products coming down the pike which you may find useful in your role
of GameMaster, Products such as adventure modules, playing aids, campaign settings,
and miniature figurines will be most helpful in establishing and maintaining an inter-
esting and exciting campaign. There are so many such products in the works that it is
not possible to detail each here. Check with your local game shop or visit www.kenz-
erco.com for a list of official HackMaster products.

You may also find it useful ro pick up the HackJournal or KODT Magazine. Both
periodicals are packed with official HackMaster material, articles and campaign tools
and ideas,

Be Off With You Now

Now that you have read the introducrory sections, taken your Oath and read the
Code of Conduct you are ready to begin the greatest journey upon which you will ever
embark (uncil fifth edirion, that is). So grab a beverage of your choice, head over to a
well-lit area with a comfortable chair or area in which to recline and commence. We
recommend you read every page in order. We want you to feel free to skip around and
read whatever catches your fancy, but please come back to the point from which you left;
it is imperative that you read each and every word by the time you have finished.




Player Character Creation

The HackMaster Player's Handbook provides a highly detailed process for creating
player characters. As a GameMaster, you need to know those rules inside and out. The
purpose of this chapter and much of this book is to give you, the GM, guidance on how
to mold the players” characters to suit the needs of your campaign. This includes many
rules thar are on a need to know basis. This means you must also learn and use these
rules, but do not tell the PCs about them unless they need to know. If you give them
too much informartion, you are just asking for trouble.

ATblIE Scores

Most player characters put too much importance on their Ability Scores. They often
think that the survival of their character directly relates to their statistics. There is some
correlation, bur any veteran HackMaster player knows there is more than one way to
skin a cat (or any other beast for that marter), and often encounters can be won with-
out heavy reliance on Ability Scores. As a GM, you can use your player’s obsession with
their abilities to your advanrage. Ifa PC is getting uppity or obnoxious, devise a way to
lower one of their abilities (cursed magic items fit the bill nicely). On the other hand,
if you want to reward someone, increase one of his abilities. They will think this is a
much bigger gift than it really is.

Being the whiney lot they are, your players will undoubtedly complain abour their
Ability Scores, and how their characters all suck, and how the character creation dice
rolling method is so unfair. You may have been expecting to see a few alternate ability
rolling methods here. Well, forget it! Such alternate methods are reserved for inferior
games created for wimpy inferior players! A true HackMaster player or GM does not
need extra dice, nor does he need more rolls or the ability to assign scores where he wants
them. He lets the dice fall where they may and does not complain. If your PCs com-
plain, you must be able to show them the error of their ways. Here are a few arguments
with which to enlighten them.

First, Ability Scores for the average citizens are determined by rolling 3d6 once for
each ability in order. You will notice that this works the same as assigning Ability Scores
to PCs. Thar is because PCs start as ordinary people, The only difference between a 1st
level fighter and his brother who works on a farm is several years of dedicated training,
What sets PCs apart from their more mundane peers is dedication, effort, knowledge
and craining, PCs are heroes because of their actions, not their innate abilities, Thus,
there is no reason to give them any bonuses to their abilities. To think otherwise is pure
folly, and if you think so yourself, stop reading right now and go join a pog team or
bingo league since HackMaster is clearly not for you.

Second, this ability rolling method maintains the special status of character races and
classes that have stringent requirements. There are high ability score requirements for
certain classes, such as the monk and the paladin, because the average person cannor
become one of these. Classes like these are rare and special. If any character who was
rolled up could become one, they would quickly lose the mystique and privilege associ-
ated wich them. Similarly, this rolling method makes high Ability Scores a special thing,
If every character has ar least one 18, having an 18 is not a special thing. Under this
rolling method, an Ability Score of 16 or 17 is special, and an 18 is unique.

Finally, as GM you will most likely not have time to go though the detailed charac-
ter creation process for every NPC, trying to optimize their Abilicy Scores while balanc-
ing it all with clever use of quirks, flaws, skills and talents. When you need to create an
NPC quickly, you will likely be rolling his 3d6 and Fractional Ability Scores and letting
the dice fall where they may. This is ok. However, for important non-player characters
you should spend the time to give them every advantage allowed in the rules thar the
players may have. Even so, most of your common farmers, merchants and beggars just
will not get the special care and treatment that a loving player would provide. In this
sense, the PCs will have an advantage over most NPCs.

The Gene Pool Method

The exception to the character creation dice-rolling method is the Gene Pool Method
of determining abilities. If a character is the offspring of two other characters (i.e. the
mother and father are or were active player or non-player characters), then he is eligible
for this method of ability generation. First, take the abilities of each parent and average
them by adding them rogether and dividing the sum by two. For example, if the father's
Strength was 13 and the mother’s Strength was 15, the rotal would be 28. After divid-
ing by two, the average score would be 14. When averaging the scores, ignore the

Fractional Ability Score associated

with each Ability. Next, roll a d6 and Table |A:

the variation die. The variation die for Ability Score Variation Dice
each ability is shown on Table 1A: Ability Variation Die
Ability Score Variation Dice. If the d6 Strength Id4-1

roll is 1-3, subtract the number on the Dexterity 1d4-1
variation die from the average. If the Constitution | dd- |

d6 roll is 4-6, add the number on the Intelligence Id3-1
variation die. Note: Starting Honor is Wisdom Idé-1
computed as per the normal rules Charisma 2d4-2
shown in the PHB (Table 4]: Family Comeliness 1d3-
Honor located in Chaprer 4:

Character Priors and Particulars). Any

character generated using the Gene Pool Method receives his Honor bonus/penalty from
the parent with the lower Honor score. For instance, if the character’s parents both have
great Honor, then this characrer receives the great Honor bonus. Honor benefits of
Gene Pool Honor will be discussed in Chapter 4: Alignment, Honor and Fame. The
influence of the Gene Pool Method on character class choice will be discussed in
Chapter 2: Player Character Races and Classes.

After the Ability Scores are determined, the player rolls percentile dice as per the
normal rules for the Fractional Ability Scores.

The Gawd and the Wuss

Inevitably, as a GM you are going to have to deal with these two types of characters.
The first, nicknamed ‘the gawd,’ is a character whose abilities are all (or almost all)
exceptional. This is generally the result of lucky rolling by a PC, and is relatively easy
to deal with. While it is within your power as a GM to ask the player to re-roll (espe-
cially if he did not roll in your presence), this is not necessary. This character will prob-
ably be significantly more powerful than the other PCs, If they are able to figure this
out, then why not his opponents? If the player of a gawd character starts causing trou-
ble, just make sure everyone and everything tries to take him out. He will either die or
step back in line. As a GM, you have the power, nay, the responsibility to slap down
any P'C who gets too big for his britches. Curses, diseases and political machinations are
great for this sort of thing,

The other type of character, the wuss, is much more difficule. First, the player of a
wuss character will probably not wane o play the character. lts creation was the result
of bad luck, and it probably only qualifies for one of the basic classes. This is a prob-
lem, for an dissatisfied player will ruin the game for everyone. The player’s misconcep-
tion is that a character cannot succeed with bad statistics. This is, of course, false. If
you can convince the player to play the character, he might find it very rewarding. In
any event, it is important that you nor take pity on that particular character. The worst
thing for the player of a wuss character is the idea that he is getting preferential treat-
ment. Instead, challenge the character. Encourage him by raunting, questioning his
honor, intelligence and self-respect. If the player plays the character and succeeds, he
will probably grow to love his character. If not, you must stand firm and demand thar
he play the character at least one session. [f he refuses, forget him, he is clearly not
HackMaster material and never would have survived a proper campaign anyway. If he
plays the character and gets him killed, so what? Ding, dong, the wuss is dead, and the
problem is solved.

Ability Score Checks

The Player’s Handbook derails how Ability Scores are of use to the PC. However, the
Ability Scores mean additional things to you, the GM. The most important instance of
this is the Ability Score check. Ability Score checks are used in instances when there is
no skill that applies or the PC does not possess the relevant skill. In each of these
instances, you may require the PC to make an Ability Score check. An Ability Score
check consists of the PC rolling a d20 and comparing it to his relevant Ability Score. If
the result of the roll is less than or equal to the Ability Score, the check succeeds. If the
result is higher than the Ability Score, the check fails. Note thar the modifiers in Tables
1B 1o 1G apply to the relevant Ability Score, not the d20 roll. For example, Garrison
the fighter is retreating from a burning castle tower by running along the parapets
(Garrison is not the brightest fighter). The GM rules that this requires a Dexterity
check. Garrison'’s player rolls a d20. The result is an 18! Since Garrison’s Dexterity was
only 15, the GM tells the player that Garrison has slipped and fallen off the castle wall.
He computes the falling damage and the player starts rolling up Garrison 1.
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Strength

Strength (Str) is a measure of the muscle power of the character. This is more than
a simple measure of musculature, butr a combination of power, endurance and stamina.
This affects the character’s ability to wield heavy weapons, deal damage, wear heavy

armor and generally kick ass.

A player should make a Strength check whenever his character attempts a difficult,
buc feasible, feat of Strength or is exerting his Strength under strenuous condiions.

Throwing a heavy object (such as

Table |B:

descriptions for the exact effects).

unencumbered,

Strength Check Modifiers

* There are two types of drunks in Garweeze
Wurld: those who fall down when they are drunk,
and those who pick fights. Roll percentile dice — on
a roll of [-80, the character falls into the first cate-
gory, and receives a -1 on his Strength checks, On
a roll of 81-100, he is one of the "lucky” drunks, and
receives a +| to Strength checks when drunk (see
Table 12V: Effects of Alcohol and Drugs in Chapter
12, The Adventure, as well as individual drink

** Characters receive a cumulative -1 to all Strength
checks for each category of encumbrance beyond

an armored halfling), holding on
to ledges, doing push-ups in
armor, jumping a fence, climbing a

E;:_L}:;?nce Mf:i'::er tree or breaking a club over one’s
Sitting 2 kneel are aJ‘l examples of things Lh.iu
— . require a hlrength'chcck. In addi-
Feet not touching the ground -2 tion, doing anything that requires
Has momentum 42 a significant amount of Strength
Bncumbered™ 1 0 =4 while under stress, i.e. combar, also
Target resisting 2 requires a Strength check. For

example, pushing over a small,
empty merchant’s cart would not
normally require a Strength check
unless the character attempting the
action is particularly  weak.
However, if the character involved
has a reasonable Strength yet the
merchant and all his “associates”
are trying to rearrange the PC's
face at the same time, the GM
could also require the player to
make such a check. Modifiers for
a Strength check are listed in Table

1B: Strength Check Modifiers.

Any feat of Strength that is extraordinary should use the Bend Bars/Lift Gates
(BB/LG) statistic instead of a Strength check. An easy way to determine whether you
should use a Strength check or a BB/LG is as follows: if an average character would suc-
ceed ar least half of the time, then a Strength check is appropriate. This is because an
Ability Score check is successful around half the time for an average ability. If an aver-
age character would only succeed on rare occasions, use the Bend Bars/Lift Gates value.
Successes with BB/LG are much more rare.

Dexterity

Dexterity (Dex) is a general measure of several abilities including agility, hand-eye
coordination, reaction speed, reflexes and balance. This affects the character’s ability to
use ranged weapons, dodge artacks and his reactions to a threat or surprise.

A character should make a Dexterity
check whenever he attempts a fear of
Dexterity that has some significant risk
of failure. Everyone trips while walking
occasionally, but normally one can walk
without problem. Thus, an action like
walking would not require a Dexterity
check. However, walking on a slippery
ledge or catching a falling fragile glass
statue is not an everyday occurrence
and has a significant risk of failure asso-
ciated with i. Thus, these types of
actions would require a Dexterity
check. In additon, performing an
action under strenuous conditions that
would not normally require a Dexterity
check may necessitate such a check.
For example, throwing a baby dragon
egg against the ground and doing a cel-
ebratory dance does not normally

Ak

* See Table 12V: Effects of Alcohol and Drugs
in Chapter 12, The Adventure.

Dexterity checks for each category of encum-
brance beyond unencumbered.

Table IC:
Dexterity Check Modifiers

Circumstance Modifier
Inebriated™® 2t0-5
Movement restricted -3
Unable to move -6
Feet bound together -5
Slippery surface: water -l
Slippery surface: grease -3
Slippery surface: other -2
Encumbered** -l to -4

Characters receive a cumulative -1 to all

require a Dexrerity check. However, if a PC were trying to perform such an action while
avoiding the attacks of the mother dragon, a Dexterity check would be necessary (prob-

ably along with a saving throw versus breath weapon).

Potential modifiers for a

Dexterity check are listed in Table 1C: Dexterity Check Modifiers.

Constitution

Constitution (Con) is a measure of the general fitness of a character. Tt also encom-
passes his health and physical resistance to hardship, injury and disease. Ofall the abil-
ities, it is the most directly related to character survival as it helps determine hit points

and saving throws for some races.

A character must make a Constitution check whenever you want to derermine
whether a character can continue doing something strenuous over an extended period.
The amount of time necessary to require such a check varies with each action, but when-
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ever a character does something for
longer than they are used to, a check is
necessary.  Examples of Constitution
checks are surviving without food
and/or water, suffocation and fighting
off a disease. Note that the
Constitution check differs from Fatigue
Save in that the Constitution check
involves pure health (or lack thereof),
while the Fatigue Save (detailed under
Chapter 8: Combar) involves a combi-
nation of health and willpower
(Wisdom). Potential modifiers for a
Constitution check are listed in Table
1D: Constitution Check Modifiers.

Intelligence

Table ID:
Constitution Check Modifiers
Circumstance Modifier
Iliness: minar -2
lliness: major -4
lliness: debilitating %
Encumbered* -l to -4
Lost 25% of maximum hit points -1
Lost 50% of maximum hit points -2
Lost 75%+ of maximum hit points = -4

* Characters receive a cumulative -1 to all
Constitution checks for each category of
encumbrance beyond unencumbered.

Intelligence (Int) is a measure of the character’s memory, reasoning and learning. It
is similar to an 1Q score. This ability governs knowledge and learning such as skills, lan-

guages and spell casting ability.

Intelligence checks are used to determine if a character can achieve some feat of men-
tal prowess. Examples include deciphering riddles, remembering important details and

knowing facts.  In addition, an
Intelligence check can be used to deter-
mine if a character can perform a mun-
dane knowledge related rtask under a
time constraint or other instance of
stress. For example,,the average charac-
ter can answer a simple riddle without
much difficulty.  However, doing so
while having a torch thrust at your
groin is a different situation altogether.
The latter would require an Intelligence
check while the former would not.
Potential modifiers for an Intelligence
check are listed in Table 1E: Intelligence
Check Modifiers.

Wisdom

Wisdom (Wis) is a measure of a char-
acrer'’s judgment, guile, willpower and
common sense. While Inrelligence
measures what a character knows,
Wisdom represents whart a character can
do with that knowledge.

Wisdom checks should be made
when you are trying to test the charac-
ter's common sense or willpower. Lying,
deceprion and deceit are the most com-
mon instances of this, but any test of the
sort would necessitate a Wisdom check.
Potendal modifiers for a Wisdom check
are listed in Table 1F: Wisdom Check
Modifiers.

Charisma

Charisma (Cha) is often erroneously
associated with a person’s physical attrac-
tiveness. [t actually measures personality,
social skills, persuasiveness and charm.
While charismaric people are often phys-
ically attractive (the Comeliness modifier
reflects this), the Charisma ability influ-
ences a character’s ability to influence
others and maintain followers.

You should use a Charisma check
whenever a character is trying to influ-
ence the reactions of other people. This
includes, among other things, attempits to
gain favor th rough bribery. In addition, a
character's Charisma should be checked
whenever the reaction of a stranger needs
to be derermined. A similar check can be
made to determine the reactions of
henchmen and other hirelings. In gener-
al, any interaction can be role-played
instead of rolling. However, this might

Table |E:
Intelligence Check Modifiers

Circumstance Modifier
Pertaining to PCs home town +3
Pertaining to PCs home area +1
Inebriated® -l to
Has a headache -1
Has a migraine -3

* SeeTable 12V: Effects of Alcohol and Drugs
in Chaprer 12, The Adventure.

Table IF:

Wisdom Check Modifiers
Circumstance Modifier
Inebriated* <l to -7
Mental illness: minor** -l
Mental illness: major** -2
Lack of sufficient sleep -1

' Character is middle-aged +|
Character is old +2
Character Is venerable +3

* See Table 12V: Effects of Alcohol and Drugs
in Chapter 12, The Adventure,

¥ This can vary depending on the nature of
the illness.

Table 1G:
Charisma Check Modifiers

Circumstance Modifier
Told a funny joke il
Been publicly humiliated -1
Been publicly disgraced -2
Honorable +1
Great Honor +3
Dishonorable -3
Well dressed* +1
Well groomed* +1
Bloady** -1+l

* These modifiers are cumulative with each
other, i.e. a well dressed, well-groomed person
would ger a +2 modifier.

** Some people will be disgusted by your bat-
tle scars, and others will be impressed. This
reaction is increased if the character is still
bleeding. Roll percentile dice. On a result of
1-50, your blood repulses them, and you get a
-l. On a result of 51-100, your wounds
impress them, and you get a +1 to your roll, If
the person with whom you are dealing is
female, there is a +25 modifier. Chicks in
Garweeze Wurld dig scars,
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not always be practical. In those cases, make a Charisma check. Potential modifiers for a
Charisma check are listed in Table 1G: Charisma Check Modifiers.

Increasing Ability Scores

There are three basic times when a character can improve his abilities. The first is dur-
ing the character creation process. It involves raising one or more abilities by spending
Building Points. The Player’s Handbook covers this The second time is when a charac-
ter earns enough experience to gain a level. After completing the necessary blocks of
training, the character may roll his Honor Die plus the appropriate die for raising
Fractional Abilities (as shown on PHB Table 11A: Statistical Percentile Die Roll by Class),
and add this total to his Fractional Ability Score. If the score exceeds 100, the character
increases his Ability Score by one and records the difference as his new Fractional Abiliry
Score. This is the only way most characters will increase their Ability Scores.

The third way is to increase your Ability Score through the use of Wishes (granted
either by a spell or magical item). If your players get ahold of Wishes, one of their first
priorities will be o increase their Ability Scores. However, special rules must apply o
this circumstance. In order to prevent your players from easily increasing their Ability
Scores to outrageous levels and unbalancing the game, once an ability reaches 16, a Wish
will be less effective. A Wish will only increase the Fractional Ability Score by 10 points
p|us the roll of the character’s Honor Die. Thus, it may take up to ten Wishes to raise
an Ability Score of 16 10 17.

Characteristics For Player Characters

Use of the NPC personality traits and characreristics for player characrers is NOT
recommended (see Chapter 11: Non-Player Characters). The Player’s Handbook pro-
vides an ample amount of personality quirks should the player choose to use them
when creating a character. Any other personality traits he wishes to add when role-
playing his character are generally left up to him. If additional personality traits are
forced upon PCs without the commensurate Building Point benefits, then your play-
ers will bitch and complain thar they are being forced to play a type of character they
did not want. If this happens during the character creation process when rolling for
quirks and flaws, then so be it. A player should know what he is getting into when he
tempts the hand of fate. However, do not try to saddle him with the type of baggage
normally reserved for NPCs. It is only fair that you ro allow each player the right to
develop his character as he chooses, given the foundation provided by the Player's
Handbook. If he screws that up, then show no mercy.

This is not to say that some of the information used for development of NPCs can-
not be used for PCs. [f a player asks to have you make certain determinations for his
character, you may do so if you believe that the player will be able to properly act the
part as dictated by the dice rolls. For example, a player might complain thar Table 4E:
Average Height and Weight in the Player's Handbook does not represent a full range of
possible variations and he may even question his character's statistics in this area. This
is a perfect time to slap that player down in front of the other players. It says right in
the Player’s Handbook that Table 4E does not represent the full variety of mankind (or
demi-humankind). In this case, an immediate roll on Table 1H: Exceptional Height
and Weight is warranted for that mouthy player. Have him adjust his record sheet
accordingly.

Player Character Non-Professional Skills

When a player character selects a class, this profession is assumed to be that which
the character has been following previously, virtually o the exclusion of all other activ-
ities. Thus, the particular individual is at his 1st level of ability, However, some minor
knowledge of certain mundane skills might belong to the player character, e.g. informa-
tion and training from early years or incidentally picked up while the individual was in
apprenticeship learning his primary professional skills of clericism, fighting, etc.
However, these should all be reflected in his choice of skills, talents and proficiencies. It
would not necessarily make sense for a PC to be an expert at some mundane craft.
Ortherwise why would he become an adventurer? Furthermore, it is quite probable that
a PC who has not selected any skills that he could fall back on (if the adventuring thing
does not work) out might be a slacker. That is to say, most adventurers become what
they are because they have no other skill of measurable worth (and cerrainly not one at
which they could make a successful living).
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Starting Level Of Experience For Player Characters

As a general rule the greatest thrill for any neophyte player will be the first adventure,
when he has no clue what is happening, how powerful any encountered monster is, or
whar rewards will be gained from the adventure. This assumes survival, and you should
gear your dungeon to accommodate 1st level players, If your campaign has a mixture of
experienced and inexperienced players, you should arrange for the two groups to adven-
ture separately, possibly in separate dungeons, at first. Allow the novice players to learn
for themselves, and give experienced players tougher situartions to face, for they already
understand most of what is happening - quite unlike true 1st level adventurers of the
would-be sort, were such persons actually to exist.

It has been called to my attention that new players will sometimes become bored and
discouraged with the struggle to advance in level of experience, for they do not have any
actual comprehension of what it is like to be a powerful character of high level. To this
I say, Bullcocky! In a well planned and well judged campaign this will never happen, for
the superior GM will have just enough treasure to whet the appetite of players, while
keeping them lean and hungry still, and always chasing after thar carror just ahead. One
player’s growing ennui can often be dissipated by rivalry, i.e. he fails to go on an adven-
ture, and those who did play not only had an exciting time but brought back a rich haul
as well. Thus, a challenging campaign and careful refereeing should obviate the need for
immediate bestowal of levels of experience to mainrtain interest in the game. It has been
further suggested that allowing relatively new players to participate in a modular cam-
paign game (assuring new players of characters of higher level) would often whet their
appetites for continued play at lower level, for they can then grasp whac it will be like
should they actually succeed in attaining proficiency on their own by working up their
original characters and gaining high levels of experience. This reasoning seems sound,
and pmvidrd there is a separation of the two campaigns, and the one is not hegun until
new players have had some number of expeditions as Ist level characters, it is not
destructive to the game as a whole.

If you have an existing campaign where the majority of the players are already above
Ist level, it is often tempting to allow the few newcomers to begin at 2nd level (or even
3rd or 4th) in order to give them a survival chance when the group sets off for some
lower dungeon level. A HackMaster GM worth his salt must never do this! Granting
unearned experience level(s) tends to rob the new player of the real enjoyment he would
normally feel upon actually gaining levels of experience by dint of cleverness, risk and
hard fighting.

Sometimes in an existing high-level campaign, a character dies and the player would
have to begin anew with a new firsc level character. You should never allow the player
to roll up a new character and gain free levels as we just discussed above. Nevertheless,
if the player had foresight, his last (the deceased or even retired) character could have
guaranteed he would begin play anew with a character that already gained some levels
beyond 1st. The only ways to accomplish this within the HackMaster rules are to fol-
low the Mentor/Protégé protocol or activate a sidekick as a PC (See Chapter 11: Non-
Player Characters for information on sidekicks).

Mentor/Protégé System

The Mentor/Protégé system allows experienced players to have their player characters
enter into a mentor/protégé relationship with one or more NPCs. Note that the men-
tor/ protégé rclatiunship is different than the mentors who teach skills to PCs (see Using
Skills in Chapter 7 of the PHB). Those mentors should basically be considered skill
teachers. The mentor/protégé relationship described here allows the player to channel
experience points and other benefits from his current player character to one or more
lower level NPCs in order to give them a head start over other NPCs. A player normally
does this so that if his primary PC dies, he can assume the role of his former protégé and
not have to start over at first level. As mentioned in the Player’s Handbook, a PC is
allowed to gain up to four protégés. These are generally characters thar the player has
rolled up using the same method as he did for his primary PC, Once created, these play—
ers are in a state berween being a PC and an NPC. We call them Potential Player
Characters or PPCs. They are not automatons to be controlled ar the whim of the play-
er for the benefit of his primary PC! The player is allowed to suggest what course of
action the PPC will take but the GM has the final say in dictating how protégés behave
and interact with the PC.

When a player creates a protégé character, he should create a reason

Table |H:
Exceptional Height and Weight
Height/Weight multipliers
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why his PC and the PPC share a bond in such a fashion. A common

bond is for the PPC to be a relative of the PC. The PPC can be of any

race since one can explain away any major differences by adoprion.

Another idea for a common bond is that of childhood friends. Perhaps

1.2/2.2 the PC and the PPC grew up rogether and the PC went off into the
99100 | world of adventure first and now writes home to the PPC to share his
1 96-100 | experiences. In rare circumstances, a GM-created NPC could become
- 96-100 aPPCofa plnycr (ptrhaps the PC rescued him from certain death as a
97-100 prisoner to the Lich Lord on the 8th level of the dungeon). Typically,
95-100 however, the burden of creating the PPC should be placed on the play-
98-100 er. Asa GM, the only reason ro acrively create an NPC and allow the

i i 88- :00 | PC to work him into his mentor program is to try to inject a certain
lif 5:1'343 type of character class or race into the party. One would do this because
$7.100 he might be important to the plot of one of your planned adventures.
For example, if the party needs a cleric, but none of the players bother
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to create one on their own, you might try creating one and suggest that he is very inter-
ested in becoming a protégé of one of the PCs.

Once a player creates a PPC, a PC can funnel up to half of his newly earned experi-
ence points to the PPC(s) at the time that the experience points are awarded. A PC can-
not record experience points on his record sheet, then later decide to funnel a portion
to his protégé; it must be done immediately at the time of the experience point award.
The PPC(s) need not be in proximiry to the PC or thé adventure at hand for this to
occur, but somehow the events of the adventure or experience gaining situation must be
communicated to the PPC. This is how the PPC gains his experience points, from
learning abour the adventures of the PC while they are still fresh in his mind. This has
the added benefit of allowing the PPC to enter the parry with nearly full knowledge of
its past deeds, vicrories and defeats or grudges. If the PPC is housed nearby to the
adventuring zone of the PC, he can be supplied with informartion and experience points
directly from the PC within 24 hours of the experience gaining event up to the full expe-
rience point amount allowed (50%). If they are not in proximity, the PC can send word
of the adventure through letter or verbal messenger to the PPC. The drawback of trans-
ferring the experience points by message is that the protégé will retain only a portion of
the EPs transferred. Table 11: Menror/Protégé Experience Communication and Table
1J: Communication Delay Modifiers detail several possible methods of communication
and the effectiveness of each.

Thus, if a PC earns 200 EPs and he sends half of them (100) to his protégé remore-
ly by letter, the protégé will only rerain 50 of them. If the same PC waited 3 days before
recording his adventure in the letter, the letter would only afford the PPC 40 experience
points (100 x 50% x 80% = 40).

Here is a full example of PPC experience sharing in action, Tingar the thief enters a
high level dungeon with some PC accomplices. His protégé Hulick the fighter obedi-
ently waits outside to guard the mounts of his master and friends. Tingar earns 2000
experience points while adventuring. When they exit the dungeon, Tingar chooses to
give Hulick the maximum experience points allowable (50%). He relates his experiences
to Hulick and Hulick learns from it, thus gaining 50%, or 1000 experience points (and
Tingar never receives these). If the same group is then attacked by Aarnz Hounds short-
ly after exiting the dungeon, Hulick the fighter would ger a normal share of experience
points for his participation in or witnessing of the battle. After the carnage ends, Tingar
could then discuss the battle with Hulick and also pass on 50% of the experience points
that Tingar earned from the bartle himself.

One caveat of funneling experience points to a protégé is the rule that a protégé may
never be the same or higher level than his mentor. If a sixth level PC has a fifch level
protégé and the PC loses a level as a result of an undead energy drain attack, the protégé
will sense his superiority over his former mentor. He will feel he no longer has anything
to learn from his mentor, thus severing the relationship and becoming a regular NPC.
The only way one can restore the relationship is if the mentoring PC regains his edge on
his former protégé by ar least two levels of experience. However, if one decides to retire
the character that has been drained or the poor soul otherwise meets with unfortunate
circumstances (death), the player may elevate the protégé in question to active status,
The player must make the decision to do this in the same gaming session as the level
draining incident occurred, otherwise the protégé will revert to NPC starus.

A PC may donare an unlimited amount of his own personal wealth or equipment to
his protégé(s). The one cavear ro this is that the player does not control whether or not
the protégé will return the money if requested. Ler us suppose a PC gives his protégé a
valuable gem as a gift. The player is clearly prepping the PPC by lining his pockets in
case he has to assume the role of the PPC. Now if the PC comes upon hard times, he
might be inclined to ask for the gem back. There are two ways a GM could handle this
situation. One is that the PPC might be glad to give the gem back as it would benefit
a good friend. On the other hand, the PPC might be terribly insulted by having to asso-
ciate with someone who would be so bold as to ask that a gift be returned. Finally, the
PPC might have spent the gem on equipment, upkeep or charity (GM’s option). The
particular reaction of the PPC depends on the characters involved and their relationship.
The point is that a PC who showers his PPCs with wealth cannot automarically assume
the wealth is still accessible. For that matter, the same holds true for magic items and
anything else given.

Furthermore, any wealth owned by the mentoring PC ar the time of his death must
be properly bequeathed in writing to the protégé he intends to “bring up to the majors.”
If the sertlement of a PC'’s estate is not properly documented with a wimness in a legally
binding fashion, there could be dispures over who has rights to the wealth, 1f this is the
case, certainly any other protégés of the PC would feel they might be entitled to some
of the estate. There will certainly be other PC adventuring associates that would also vie
for a piece of the action if the pie is great enough. And whart of any surviving family
members? Surely they should be entitled to the entire estate. Finally, some governments
even ger involved in a character’s death by trying to collect an inheritance tax. As in the
real world, a death without a proper will can throw the surviving interested parties into
turmoil and probate for years.

There are many things that a mentor can teach his protégé. If a protégé has any
unfilled weapon proficiency slots, the mentor may teach his protégé basic proficiency in
a weapon. The weapon must be one that the mentor himself knows how to use. The
training will require one week and cost 20% of the course cost listed in the Player's
Handbook Appendix F: Skills, Talents and Proficiencies List. In addition, a fighter
could teach weapon specialization skills to his fighter prorégé.

20

The HackMaster GameMaster’s Guide

A mentor can pass skills and lan-
guages on to the protégé. Unlike pass-

ing on experience points, the mentor Tab,ie 1k

and protégé must be in direct contact Mentor/Protégé Experience
for skills to be passed on. If the mentor Communication

has a skill mastery level lower than Communication Percentage
advanced (<51%), when he takes a class Method of EPs Gained*
to increase that skill, he can pass on directly 100%
some of the skill mastery points he gains tslewthv 100%

to his protégé. This is at the expense of by crystal ball 75%

his own skill mastery. The protégé need by.letter Al

not have any mastery in the skill in excallent messerger 60%
question but he must still check ro see if Svernge :::;enger ;g:

he can learn the information by check- cl:“r:ly;‘bigeo:‘r 25%

ing his learning ability percentage on Sl i 20%
Table 1D: Intelligence, in the Player’s mime 15%
Handbook. If the mentor is not as smoke signal 59
intelligent as his protégé you should signal fire 59
check the learning ability roll for the Whispering Wind 5%

protégé at a percentage equal to that of
the mentor. For example, Tingar the
thief is advancing to fifth level. He
takes a class on basic looting and ends
up with a skill mastery of 17%. He can
share some of what he has learned with
his protégé, Hulick the fighrer.
However, Hulick is rather bright for a
fighter with an Intelligence of 12, while
Tingar's score is only 10. Tingar has a

* This is the percentage applied to the actual
EPs the PC is trying to award,

Table 1J:
Experience Communication
Delay Modifiers

learning ability percentage of 40%, Communication Percentage
while Hulick has 50%. Tingar wants to Delay of EPs Gained*
give Hulick a mastery level of 5% in 24 hour delay™* 100%
basic looting, leaving himself with 12%. 2 day delay 90%
Hulick checks to see if he can learn the 3 day delay B0%
information Tingar is giving him by 4 day delay 70%
rolling a d100. He rolls a 36% which 5 day delay 60%
means he is able to grasp and retain it. 6 day delay 50%
Had he rolled a 46% he would not have 7 day delay 40%
learned the information since he is lim- 8 day delay 30%
ited by Tingar’s teaching (learning) abil- ?D‘iwd:;l:zlay Tg:

ity of 40%. If Hulick fails to gain the
skill points, Tingar would retain them
himself. If Hulick later enrolls in a basic
looting class himself, he would gain the
initial mastery associated with his
Ability Scores and Mastery Die in addi-
tion to the mastery he has previously gained from Tingar.

** Delay deductions are cumulative with com-
munication factor.

If the mentor has advanced knowledge of a skill (>50%) he can teach skills to his pro-
tégés withour sacrificing mastery from his own skills. The cost is 20% of the listed course
cost in Appendix F of the Player's Handbook. In this case, the mentor must make a check
against his learning ability to sce if he can teach the marerial effectively and the protégé
must make a learning ability check to see if he grasps and retains the material. [f either
one of these checks fail, the protégé’s skill is not improved. The total time it takes to turor
a protégé in this manner is the same as if they enrolled in a class. However, if the men-
tor and protégé are doing other things such as adventuring, traveling, shopping, etc., the
tutoring may take longer since they are obviously not devoting their full time to studies.

Accelerated development programs can sometimes be used ro bring a prorégé up ro
snuff more rapidly than he would otherwise be. The mentor may enroll the protwégé in
such a class that only takes half the rime of other standard classes (same cost). Thus,
instead of the standard two skill per week course load of most rraining schools, the accel-
erated student could attempt to cram up to four skill classes in a single week of instruc-
tion. As with so many things in HackMaster, this is not without risk. If the accelerar-
ed student fails any classes, he must roll on the minor quirks tables (either Table GF:
Quirks, Minor (Menral) or 6GH: Quirks, Minor (Personaliry) in the Player's Handbook,
GM's choice) and deal with the effects on his personality. Obviously, he does not gain
any Building Points from acquiring this quirk.

Blood relatives have certain perks when it comes to prepping. Since it is generally
assumed that the blood relative of a PC came from a similar area and had a similar back-
ground, the blood relative protégé gains +1% to any skills raught to him by his mentor.
Furthermore, because of family connections, the blood relative protégé gains a percent-

age of his mentor’s final Honor when he begins play as a PC, i.e. the Honor the mentor
had when he died or retired. Roll on Table 1K: Mentor Residual Honor.

-Hacktriaickf

The Hackerack is a character creation method to be used only in the most dire cir-
cumstances. There are times when the PCs, in spite of the most blatant warnings from a
harried GM, will blunder into the doom of the entire party. If this happens there may be
no sufficiently prepped protégés waiting in the wings. Or worse yet, perhaps the protégés
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Table IK:
Mentor Residual Honor
14100 Effective Honor
1 Protégé begins with no Honor due to Mentor’s dishonorable death or retirement

2-10 Protégé loses 10% of Mentor final Honor (dishonorable final outcome)
1120 No gain
21-50 Protégé gains 10% of Mentor final Honor*
51-68 Protégé gains 20% of Mentor final Honor
69-79  Protégé gains 30% of Mentor final Honor
80-89  Protégé gains 40% of Mentor final Honor
90-99  Protégé gains 50% of Mentor final Honor
00 Protégé gains 60% of Mentor final Honor

all bought the farm with their “clever” mentors while standing ar the gates of Hell and
yelling “You want a piece of me, Malefane? Huh? Arch Devil my ass!” In either case, this
scenario can be a real campaign buster. All the PCs have died. There are no prepped char-
acters waiting for them and everyone is really depressed. Such groups often do not recov-
er from such catastrophes and soon disband as players lose interest and move on.

The Hack-start system of character creation, as it is sometimes called, can be used if,
and only if, all active player characters have died in a single adventure and the majority
of any existing prepped characters are second level or below. In such a circumstance, the
GM may allow his players to create characters who begin the campaign ar up ro fourth
level. You can give the player characters their money and potential magic items using the
rules presented in the Starting Funds for Characters Above First Level section in Chapter
3: Priors and Particulars. Now before you get too excited by the prospect of such a loop-
hole, let me mention the restrictions.  First, the characters bcgin with zero Honor and
must level up to fourth level assuming the character had zero Honor from the start (no
extra Honor Dice where appiicablc. erc.). Second, the Hacktrack method of character
creation may not be used by any HackMaster gaming group more than once per calen-
dar year. Finally, you and your name group as well as each player will be on HMPA pro-
bation for one year for resorting ro such a rule. Obviously, if you have any shred of pride
as a GM, you should only use this character creation method as a last resort if you think
your players have lost interest in the game. After all, the game must go on!

Character Aging, Calendar, Disease and Death

Character Aging

Players determine the starting age for their characters using Table 4A: Age in the
Player's Handbook. You may do the same for other characters, or you may assign age as
you see fit in light of the milieu you have developed. Burt at the onset of each and every
character’s creation it is necessary that you establish his maximum age. This is the age
at which he will die of natural causes if not forced into the afterlife earlier through some
foolish actions or unlucky rolls.

Even though players are supposed ro keep track of their characters” aging, you as GM
need to keep them on their toes. Since you keep track of time in the campaign, you will
be able to check the player's honesty in aging their characters. Your first duty is to record
each character's maximum age as per Table 4A: Age in the HackMaster Players
Handbook. It appears there because while characters can have some idea of the lifes-
pan of members of their race, no individual knows their own allotted time. Note also
that, unlike maximum ages, the ages at which Ability Score modifications occur do
NOT change for individuals.

To determine a character’s maximum age, roll the variable amount indicared on Table
4A of the Player's Handbook, add 1/2 of the character’s starting Constitution and then
add the total to the base amount. For example, Willowthorp is a pixie fairy with a 14
Constitution (pretty impressive for one of his race). The GM rolls 1d4 (variable maxi-
mum age die) as specified on Table 4A in the Player's Handbook and gets a 2.
Willowthorp’s maximum age is therefore caleulated as: 6 (base) + 2 (variable) + 7 (half
his Constitution), for a total of 15 years.

Once character starting and maximum age is established, you must keep track of
character age from game year to game year. The primary purpose of this is so that you
remember to impose the effects of aging on a PC's Ability Scores. Second, of course, is
so that you can tell the PC when Ankou comes a knockin’. But in HackMaster, PC
death from natural causes is extremely rare.

Calendar

There is more than one calendar in use on Garweeze Wurld. One of the more com-
mon ones is based on the lunar phases of the largest moon. Three moons orbit
Garweeze Wurld — the largest is named Arlora. The names included for the months in
Table 1L: Character Month of Birth are the names taken from the older Fariador
Empire. Use Table 1L to determine a character’s month of birth, and Table 1M: Days
of the Week to determine the day of the week on which the individual was born. Once
the month and day of the week are determined, roll a d4 to determine the week of the
month (and therefore the specific date) that the PC was born.

The year on Garweeze Wurld is 394 days long and consists of fourteen 28-day
months, each of which has four 7-day weeks. This calendar, which is still used through-
our most of Garweeze Wurld, was first developed by the ancient Fariador Elves and was
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originally based on Arloras 28-
day orbit. The new year begins Table IL:
on the first day of Spring, the first Character Month of Birth
of Haar'kiev, and runs through Roll (1d100)
the 28th day of Fre"Ta'Kerz. The Month Month
s‘ca.so?s are _?ﬁproximaccly 98.5 Die roll Number Name
(i])d's (lllg. ¢ current yc;lr on "
the Fariadoran calendar is 12,082, g.;:?g ; m:‘m
One should note that 14 months 14-20 3 Nardurkisy
of 28 days each comes to a 392- 21-27 s Tomar kiev
day year. The remaining two days 28-34 5 Blin'sa
are called “Flur'mars” which 35.42 6 Sirin'sa
translates to “useless days.” They 43.48 7 Yurn'sa
were originally ignored simply for 49-54 8 Monz'tera
the sake of keeping the calendar 55-62 9 Barz'tera
nicely balanced with even days 63-70 10 Quay'tera
and months. This allows each day 71-78 I Tarn'tera
of the month o anays fall on the ;;'g: :; ':fm':::
same day of the week. Thus, the 5 s
first nfy Blain’Sa is always on 95-00 14 Fresakerz
Sa'mar. In fact, the first of any
month will always fall on Sa'mar.
Flur'mars are considered days of Table |M:
ill conception. As such, these are Days of the Week
considered days of non-activity. Roll (1d100)
Very litde planting, cooking or Die roll Dav Nirmber:  DiviNirie
labor of any kind is performed 01-14 Y ) ga’mar
CXCCP[ h)’ servants  or SlﬂVCS. 15-28 2 Tu'mar
Although some will choose to con- 2942 3 Quay'mar
duct  business as usual on 4357 4 Rin' mar
Flur'mars, they will find themselves 58.72 5 Ara'tar
hampered because so many of their 73-86 6 Gart'mar
associates refuse to tempr fate. 87-00 7 Pin'mar
In some communities a child

born on Flur'mars will be killed

out of sheer mercy for the child. Traditionally, any child born on a useless day is des-
tined to bring sadness and tragedy ro himself and to his family. Flurmars have no con-
sideration in societal time keeping whatsoever. If a man says that he will return in seven
days, and one of the Flur'mars falls within that period then he is not expected for eight
days. One Flur'mar falls after the 28th day of Yurn'sa and one falls after the 28th day of
Fretakerz. For purposes of keeping track of game time for magical effects lasting on the
order of days or the onset time of diseases, poisons and similar ills, the GM should count
Flur'mars as real days since time passes normally during them. They are just not recog-
nized by the calendar or society as “real” days.

Also note that it is not equally likely for a PC to be born on any given month or
day of the week. This reflects the propensity for people to try to avoid having cheir
children born near the time of Flur'mars. If a PC birth month roll indicates any of
the months of Yurn’sa, Monz'tera, Freta’kerz or Haar'kiev, roll another d100. There is
a 3% chance that the PC was born on one of the Flur'mars that is closest to the month
indicated on the original roll. In this case, ignore any roll thar you made on the day
of the week table or for determining the week of the month.

Unnatural Aging

Certain creatures will cause unnatural aging, and in addition, various magical factors
can do so. Table 1N: Causes of Magical Aging details magic causes of loss of life span,
aging the practitioner as indicated. (Longevity potions and possibly other magical means
will offser such aging ro some extent.) You must keep track of magical aging (and
“youthening” in the case of Potions of Longevity, et.al.), as such aging does affect physi-
cal characreristics (Strength, Dexterity and Constitution), and death from reaching a
maximum age. Intelligence and Wisdom, however, only increase with real experience and
are thus unaffected by magical aging. Races that age more quickly gain these benefits as
well as suffering the penalties of age.

Pixie fairies, however, are an exception Table IN:
as they do nor adjust their Ability Scores )
with age, Causes of Magical Aging
: ; Circumstance Penalty
Magical aging adds exact ycar(s),, casting Alter Reality spell 3 years
rc'gardless of exactly when a character’s casting Gate spell 5 years
birthday falls. For example, Kelthemar casting Limited Wish spell | year
the human fighter is 43 years old but casting Restoration spell 2 years
will turn 44 tomorrow.  If someone casting Resurrection spell 3 years
casts a Haste spell on him roday, he casting Wish spell 5 years
ages one year and is now 44. The next imbibing a Speed or Hasten potion | year
day he turns 45 and loses a point of | under a Haste spell | year
Strength and a point of Constitution.
His Intelligence and Wisdom, however, Note: Reading one of the above s.pells from a
do not increase for another year. It scrt?ll (or using the power from a ring or other
sucks to be Kelthemar, Aging penalties device) does not cause unnatural aging, but plac-
S 3 ing such a spell upon the scroll in the first place
and increases do nor affect Fractional 1l do's6l
Abiliry ratings. Wil do 5o
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I_D_eath

Characrers face death in many forms. The most common, a violenr and gruesome
end at the hands of a nasty foe, is no grear matter in most cases, for the character's allies
can often bring him back by means of a clerical spell, or even Wish. Of course, recov-
ery of damage sustained in the form of severed limbs, massive scars or poisoned flesh
might be a problem, but that is not insurmountable,

Death due ro aging is a far more serious matter, for unless the lifespan can otherwise
be prolonged, the character brought back from such death faces the prospect of soon
dying again. Beyond the maximum age determined for the character in question, no
form of magic that does not prolong life span will work. Thus, some characters may
become Liches. Of course, multiple Potions of Longevity, Wishes and possibly magical
devices will allow a greatly extended life span, but once a character dies due to reaching
his maximum age, it is all over. If you make this clear, many participants will see the
continuity of the family line or protégés as ways to achieve a sort of immortality.

Retiring Player Characters

Euthanasia is defined as the act of killing or permitting the death of hopelessly sick
or injured individuals in a relatively painless way for reasons of mercy. As it relates to
PCs, there are times when a player might feel the character just is not worth salvaging,
This can happen as a result of a crippling critical hit or a hit to Honor so great that the
character will have to live with reminders of it for the rest of his life. In this case, there
are several options you have to resolve the situation. One option is to simply allow the
character to retire. He settles down and loses the will to adventure, thereafter becoming
an NPC under the control of the GM. This is sometimes acceprable bur just as a play-
er may not have more than four protégés per PC, so may he neither have more than four
retired characters either. Note that these retired characters may pass away due to old age
or die of other means thus clearing the way for another retiree slot. But HackMaster is
not about sending your poor crippled fighter off to the old folk’s home. It is abourt bat-
tle with wits or blade, glory and, above all, Honor. Ifa player retires a “damaged” char-
acter he will often be stuck in the old reminiscing rur with no way out. “Remember
when ol’ Justin Andronicus scammed the...” (ended with a heavy sigh) will forever more
be the idle gossip around the table as the players recall their grief at such a dubious end.
Allowing a player ro retire a PC is sometimes the best option, but you should be aware
that other, often more effective, options exist.

Some players might even feel that it would be better to suicide their character than
to let him drift into oblivion in retirement or continue on in a pathetically weakened
state. As GM, you must never permit this. This is the coward’s way our. The protégés
who served a mentor that has committed suicide will immediately take a 90% hir to
their Honor. Feel free ro share this information as a deterrent with any player who con-
templates PC suicide.

If the character is truly unsalvageable, the better course of action is to design an
adventure with him in mind. You must design one that will allow that character to be
uniquely suited to resolve the plot using his special skills or die trying. Perhaps there is
an obscure prophecy that states only one of his bloodline can pass through the gate, bat-
tle the beast or wield the irem critical to the adventures success. Then toss in something
nasty like an ancient dragon and the character is almost certain to find an opportunity
for heroism in the face of overwhelming odds. Trust me. This is a much betrer resolu-
tion than retiring a character (or worse).

When a player loses a character is such a blaze of glory I insist that they sit our at least
one gaming session before rolling up another character or bringing a new protégé to the
front ranks. This helps to build a sense of loss for the other players due to the empry
chair and gives the player who lost a character a proper period of mourning before pick-
ing up the dice again.

Death Due To Disease (or Disorder)
or Parasitic Infestation

Any character brought back from death by disease or infection will suffer che ravages
of the disease or infestation (permanent losses in abilities, for example) until magically
countered. Furthermore, such a character will be 90% likely to still be suffering from
the cause of death unless a curative is used. Even then, the character will have to spend
time recovering as if from a severe illness. Ability losses that have been permanently sus-
tained will not be corrected by a curative of any sort, including a Cure Disease spell.
Magical corrections (such as Wishes, Alter Reality spells and magical devices) may cor-
rect these deficiencies.

Nature of Disease in Garweeze Wurld

Disease, plagues and pestilence are common in medieval realms such as Garweeze
Wurld. Lack of advanced sanitation, lack of knowledge of the methods of disease trans-
mission and simple ignorance all add up to very deadly factors. Fortunately, cerrain reli-
gious groups (such as the Temple of Nudor) often help curb disease, at least in cities and
towns. The construction and improvement of sewage and sanitarion systems that has
gone on in many cities for centuries has contributed to curbing outbreaks. Those who
work with herbs and natural medicines have also coneributed greatly to the eradication
of disease and the halting of plagues. Unfortunately, the activities of some faiths such as
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that of Mangrus (gawd of disease) have more than made up for the positive effects of
both secular and religious organizarions.

Clerics of Mangrus exist for one purpose: to spread disease and the horrors thar it
causes as far and wide as possible. In so doing they have created and unleashed diseases
thar have extirpated whole tribes and cities. The diseases they create are usually remark-
ably resistant to natural and magical cures. Fortunately, the worst diseases tend to be
rare, as they kill off the entire afflicted population and then die off when they have
nowhere else to go. However, some of the most advanced diseases can lie dormant for
decades (or even centuries) while waiting for a living victim. Thus, disease can strike
anywhere at any time in Garweeze Wurld.

Infection: Catching Diseases or Parasitic Infestation

Catching a disease or other ailment is usually a marter of luck (or ill-luck). Few dis-
eases are actually able to hunt for victims; they have to be either carried in some way or
lie in wait in moist, hot and filthy areas. Many diseases are carried by vermin thar may
or may not be affected by the disease. Some diseases are carried in the air, while others
are contracted from eating afflicted mear, drinking contaminated water or rouching
afflicted people.

The following discussion gives both general categories of disease and specific maladies
and their game effects, as well as the chance to contract an ailment according ro the sur-
roundings. Use Table 10: Chance of Contracting Ailment. Adjust the base chance of
contracting an illness by applying modifiers. The Immunity to Disease modifiers for
Constitution on Table 1C: Constitution in the Player's Handbook are also applied to
this “Virulence Roll.” When you find the final percent chance to contract a disease or
infestation, roll for each character
concerned. If an ailment is indi-
cated, go to Table 1Q: Disease (Or
Disorder) to determine what sort is
contracted,

The GM should determine

Table |0
Chance of Contracting Ailment
(Virulence Roll)
Condltlons Base Chance

occurrence by rolling a d100 and il e i 2?5 8 T
checking the Occurrence column Tl
on Table 1Q: Disease (Or :z
Disorder). Occurrence determines c .

: ; i rowded encampment: 8%
whether the disease is a single
(acute) attack or whether the dis- Conditional Modifiers
ease will recur periodically once Terrain/Season
contracted (chronic),  Chronic . 6%
maladies will affect the character +4%
periodically, often at the most 2%
inopportune times. If they occur Moimamass e, T, T T X
at the same time as any other mal- Sub-arctic climate 2%
ady (disease, disorder or parasitic Desert climate -2%
infestation), the severity of both | || Summer M T ¥,
will be increased. Thus, if the char- Winter il ke L] L=, 4
acter contracts two chronic mal- | | Arctic climate b o, AN
adies, he is not likely to survive Shipboard (at sea) >2 weeks -4%

another disease attack. For the
general ailments and parasitic
infestations the ailment level
defines the levels associated wich
each stage of the disease. For
example, Tingar the thief comes
down with a disease. Tingar's

Samtatlon

Extr;!mely sanltary

i . lliness
Constitution is 9. The GM rolls
A Low contagion level Ll NE
on the disease table and gets a 06 H !‘ MM BT AN G

indicating a general bone disorder

contaglous | #20%

has befallen Tingar. The GM then Haéically contagious i
rolls a d100 to determine occur-
rence and gets a 28, Applying the Exposure*
-10% modifier for Tingar’s Stage One s TR 96T
Constitution (Player's Handbook ISage Ml il o e
Table 1C; Constitution) results in SugeThm BT e TS5 e R
an 18% for his occurrence roll. |  Stage Four +10%
Thus, the disease is chronic and Carrier +15%
may recur even if Tingar seems to PC currently Diseased or
overcome this particular bout with Infested with parasites +2%
it (unless a Cure Disease is used on PCis old & oA it el
him). The GM then rolls a d100 PCis venerable A e -ﬂo"
for ailment virulence factor and PCisHonorable s

. : ) PC is Dishonorable +7%
gets a 30, He again modifies IhIIS B o i ER 7%
roll by -10% for Tingar's PC has eaten contaminated food
Constitution and gets a resulr of (Le. improperly cooked meat) +2%

20%. This indicates that the viru-
lence factor of each stage of the dis-
ease will be from four to seven
respectively. Recall Tingar’s
Constitution is 9. For a factor 4
virulent disease (stage 1) he would

/PC enters or drinks polluted water +10%

*If the character has encountered a diseased group
at mixed stages, use only the highest stage bonus,
+1% per additional diseased member of the dis-
eased group.
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need to roll a 5 or less (9-4) on a twenty sided die to avoid entering stage 2 of the
disease once the duration of stage one has expired. Note that rolls made ro derer-
mine the ailment virulence factor thar result in numbers less than one or greater
than 100 when modified are treated as one or 100 respectively.
The Course of a Disease and Cure Disease Spells Ll
Once a character has contracted a disease, he gnters stage | of the disease. T3
Each stage has a virulence factor; for example, stage 1 of the Black Plague has a 46
factor of 6. The afflicted character must roll against his Consritution with a 7-9
penalty equal to the factor of the disease at that stage. If he rolls above his | 1012
Constitution he fails and enters the next higher stage of the disease. If he rolls | 13-15
under his Constitution modified by the factor he remains in the current stage for 16-18
another duration and then must make another roll. Once he has succeeded in 19-2
rolling against his Constitution twice at the same stage the disease is reduced one 2224
stage in effect. (Note: many discases directly affect the Constitution of the afflice- g:‘gg
ed; do nor forger the modifiers to Constitution in these rolls). Thus, a vietim 3|:33
might fail in stage 1 and go to stage 2; if he then succeeds twice in stage 2 he will | 34 3¢
go back into stage 1, where he may again either fall deeper into the plague or per- | ~39.4
haps heal. Note: a roll of a natural “1” on the Constitution check always suc- | ~ 43.45
ceeds, even if there is no staristical chance of success (i.e. a negative effective |  46.48
Constitution). Likewise the roll of a natural “20” is always a failure. 49-51
Various precautions can be taken; some may be valid while others may just be 254
old wives' tales. The efficacy of precautions is at the discretion of the g:-:;
GameMaster or as detailed in the various disease descriptions, below. 61-63
Characters with appropriate skills can concoct certain herbal treatments 1o 64-66
shorten the period of illness. Those with healing can reduce a disease to stage 1 67-69
form and reduce the duration to the shortest possible on a successful skill check. 70-72
Those with herbalism or alchemy can reduce a stage 4 affliction to stage 3 and | 73-74
provide a +1 bonus to saves against fatigue with a successful skill check. ;g';:
A successfully cast Cure Disease spell will automarically cure the victim, how- |  go-g4
ever, he immediately falls back into a lower level stage and thence through every | = 85-89
subsequent lower level stage of the disease with a normal time factor. For exam- 90-92
ple, if a characrer were successfully cured with a Cure Disease spell while in stage 93
3 of the Black Plague, he would immediately fall back into stage 2 for 1d6 days | 94-100
and then back into stage 1 for another 2d4 days until he was completely cured.

Cure Wounds spells can be used to speed recovery by reducing the remaining

Table 1Q:
Disease (Or Disorder)
Ailment Virulence Factor

Occurrence (1d100) Roll (1d100)

Area of Body Affected Acute Chronic |-4  4-7 7-10
general, blood/blood formlngorgam 140 41-100 1-20  21-70  71-100
general, bones 1-10 . 1J-100 |-10° 11-30  31-100
general, brain/nervous system 175 76-100 120 2)-51  51-100
general, cardiovascular-renal 1-40  41-100 1-18  19-55  56-100
general, connective tissue 1-10 11-100 1-5 635  36-100
general, ears 1-89 90-100 1-60 61-80 81-100
general, eyes 1-80  81-100 1-70  71-89  90-100
general, gastro-intestinal 1-65  66-100 150 51-70  81-100
general, generative organs 125 26-100 140 41-76 77-100
general, joints 1-50 51-100 1-60  61-100 -
general, mucous membranes 1-95  96-100 I-60 61-100 -
general, muscles 1-60  61-100 1-50 5190  91-100
general, nose-throat 170 71100  1-60 61-100 -
general, respiratory system 1-75  76-100 1-55 56-80 8I1-100
general, skin 1-55  56-100 1-60.  61-80  81-100
general, urinary system 1-70 71-100 1-59  60-79  80-100
parasitic infestation, cardiovascular sys. - 1-100 1-27  28-60  61-100
parasitic infestation, intestines - 1-100 1-30 31-.78 79-100
parasitic infestation, muscles : - 1-100 1-34 3559 60-100
parasitic infestation, respiratory sys. s 1-100 1-9 1070  71-100
parasitic infestation, skin/hair - l-100 1-89  90-100° -
parasitic infestation, stomach - 1-100 119 20-80 81-100
specific, Black Plague 1-100 - - - -
specific, Blue Death 1-100 - - - -
specific, Burning Death 1-100 - - - -
specific, Dancing Death T e, Sk e :
specific. Goblin Pox 1-90  91-100 L - -
specific, Orc Shingles - 1-100 - - -
specific, Rotting Death 1-100 - - - -
specific, Rotting Flesh Disease of Mangrus 1-100 - - - -
specific, Withering Drips 1-50  51-100 2 = -

disease time (once he has been cured with the Cure Disease spell), at the cost of one
point of healing per day (or time factor). No hit point damage would be healed by a
spell used in such a manner, and any addirional points of healing beyond those need-
ed to heal the character’s disease would be lost. Thus, in the above example, if a char-
acter were to still be afflicted by the Black Plague for 2 days at stage 2 and 6 days at
stage 1, a Cure Light Wounds spell for 7 points of healing would reduce him ro a mere
one day remaining at stage 1. Diseases whose effects are realized in hours would heal
at one hour per hit point of healing, etc.

Disease Saving Throws versus Cure Disease

The Cure Disease spell is the most efficacious method known to cure a diseased
being. However, in Garweeze Wurld it is not necessarily a certain cure. Diseases vary
in their ability to resist magic, as is only natural in a magical world. Thus, some ailments
are difficule (if nor impossible) to eradicate using clerical powers. Diseases’ saving
throws versus Cure Disease and similar spells are derailed on Table 1R: Disease Saving
Throws. The disease’s saving throw is modified by the relative level of the disease ver-
sus the cleric or paladin that is using the Cure Disease ability or spell, as detailed on
Table 18: Discase Saving Throw Modifiers.

The bonus or penalty is to the disease’s roll to save. Any disease fails its save on a nat-
ural roll of “1” and succeeds on a natural roll of “20”. Thus, a 12 virulence factor dis-
ease with a basic saving throw of 14 would need ro roll a 20 to save against a Cure
Disease cast by a 20th level cleric, while it would have to roll only a 10 to save against
the cure disease special ability of a 1st level paladin.

There are two faiths thar have specific benefits against diseases. Clerics of Nudor and
Gazzar-Kree count as double their normal level against discases when using the Cure
Disease spell. Clerics of Mangrus also count as double normal level against natural dis-
eases. In addirion, clerics of Mangrus may automatically cure any disease they created
through Cause Disease by casting a Cure Disease (the disease receives no saving throw
against the Cure Disease). Similarly, a disease created by a lower level cleric of Mangrus
does not receive saving throws against the Cure Disease spell of a higher level cleric of
Mangrus.

Table IP:
Adjustments To Disease Occurrence Rolls*

Character already has a chronic disease or disorder *10%
Chamw”lrudyhasuqum +10%
~ Character under 25% of normal hit point total when exposed +10%

Modifiers from Table 1C in the Player’s Handbook as Applicable

* Apply to Occurrence (1d100) roll in Table 1Q: Disease (or Disorder)
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Natural Disease Immunity

Some beings are naturally immune to specific diseases. Any being that makes two
successive successful resistance rolls against a disease in their first time in stage 1 becomes
immune to the disease if it was the first time that the being ever had to roll against chat
disease. This does not apply in cases where it is the second or subsequent time the being
has been exposed to the disease. The being may be susceptible to similar diseases or vari-
ants of the same disease, but will never again have to worry about contracring thar spe-
cific disease. Note, however, that natural immunity also leaves the being open to becom-
ing a carrier of the disease (see the next section).

Becoming a Disease Carrier Table IR:
Any being that contracted a disease and Disease Saving Throws
was either immediately immune to it or sur- Disease
vived through several stages has the potential | vVjrylence Factor Saving Throw
to become a disease carrier. Carriers will 12 20
forevermore be afflicted by the disease kel 19
though they will suffer no ill effects from it; 56 18
they merely act as a mode of transport for the 7-8 17
disease and help spread death and plague. In 9-10 16
cases where the character is immune to a dis- 1-12 14
ease through natural immunity (see the pre- 13-15 12
vious section) the percentage chance that the 16-18 10
being also becomes a carrier of the disease at 1921 8
the time of exposure is five rimes the viru- £
lence factor of the disease ar Stage One. For s 2
; ge 28+ 2
example, if a character became “immune” o
the Black Plague under such circumstances
he would have a 30% (factor 6 x 5%) chance Table IS:
of becoming a carrier .oF the plague. Disease Saving Throw
In cases where a being goes through sever- Modifiers
al stages of the disease and survives, the per- Clafial Lsval B
centage chance that the being becomes a dis- SCRIESVE onus
ease carrier is equal to the combined viru- ) s 9t
lence factors of every stage that the being | Disease Virulence Factor Penalty
passed through and survived. Note that each 1o+ -8 Penalty
stage counts only once regardless of how 79 =5 Pﬂ““?
many times the being passed through it Tg ?:‘“{W
Thus, a being that survived the Black Plague 0 ) N:naty
: ne
after reaching Stage Three would have a 27% lto -3 +1 Bonus
c!nmcc (factors 6 + 9 + 12) of becoming a car- 4106 +2 Bonus
rier of the Black Plague. 7 ta: %3 Bonos:
=10 or less +4 Bonus
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The only way for a carrier to be rid of a disease is to have a Cure Disease success-
fully cast specifically for the purpose. The effective virulence factor of the carried dis-
case (for carrier purposes only) is 1/2 the percentage chance that the being became a
carrier in the first place (round down). For example, if a character had a 42% chance
of becoming a carrier and did, the disease he carries would save against Cure Disease
as though it had a virulence factor of 21. Note that paladins cannot become disease
carriers through natural means!

.

Disease carriers are reviled throughour Garweeze Wurld. They are usually killed
when discovered, preferably at a distance. Some good faiths of mercy and healing run
colonies for disease carriers where the diseased are isolaced from the rest of the world,
but these are few and far berween. Such groups seek to cure as many as possible of their
affliction. Then, too, the clerics of Mangrus seck out carriers of disease o join their
group; many do, as they join the fold of Mangrus to wreak vengeance upon the society
that shunned them.

General Afflictions and Parasitic Infestations

For the general diseases, the stages are defined as follows unless otherwise noted with
the various virulence factors associated with each stage defined by Table 1Q: Discase (Or
Disorder). One can find these diseases anywhere and they can be carried by anyone.
Note: Because someone always whines about not being able to memorize even the sim-
ple Garweeze Wurld calendar, all examples here use the plain, boring days you're used to
(Monday, Tuesday, Wednesday, etc.).

Stage One: During the period of affliction the character is unable to effectively per-
form strenuous activities because he must rest often, For each round the charac-
ter performs a strenuous activity he must save against fatigue. See special note
regarding fatigue section in Chapter 8: Combat. A normal period of stage one
affliction is 1-3 weeks.

Stage Two: During stage two, the character will need 25% more sleep than nor-
mal. He will have difficulty making skill checks, losing 1d4% of mastery per
attempt (non-cumulartive). This is in addition to the stage one symptoms.
Duration: 3d6 days.

Stage Three: A stage three malady will lower the characrer’s hit points to 50% of nor-
mal and make him totally disabled for 1-4 weeks in addition to those effects from
stages one and two.

Stage Four: The malady will cause death (or loss of the body part or function) in
1-12 days (longer periods are stated hereafter in the discussion of the various mal-
adies) in addition to those effects described under stage three.

Blood and bone afflictions will cause a loss of 1 point each of Stength and
Constitution per week until totally cured. Thus, chronic problems here will slow-
ly wear the character away. Stage four cases will last 1-12 weeks.

Brain et al problems will cause a loss of 1 point each of Intelligence and Dexterity
per week until torally cured, so chronic maladies will evenrually be fatal. Stage
four affliction lasts only 1-12 hours before death.

Cardiovascular-renal afflictions should be treated in the same manner as blood prob-
lems, excepr that stage four cases last only 1-12 days until death.

Connective tissue diseases (such as leprosy) permanently remove 1 point each of
Strength, Dexterity, Constitution, Charisma and Comeliness for each month of
affliction - thus only an acure stage one or two artack is unlikely to cause such loss,
Stage four lasts until eicher Strength, Dexterity or Constitution drop to zero as
which time death occurs.

Ear afflictions that enter stage four result in hearing loss in one ear.

Eye afflictions that enter stage four result in blindness in one or both eyes (50%/50%
chance for either case).

Gastro-intestinal problems of chronic narure cause the loss of 1 point each of
Strength and Consritution per month until cured. Stage three artacks cause such
loss permanently. Stage four cases require 1-12 weeks for farality.

Generative organ disorders cause no additional problems except spread of infection.
Stage four cases take 1-12 months.

Joint disorders that enter stage two cause the loss of 1 point of Dexterity, with each
stage three attack causing such loss on a permanent basis,

Mucous membrane problems that enter stage two cause the loss of 1 point of
Constitution, with each stage three arrack causing such loss permanently.

Muscle disorders that enter stage two cause the loss of 1 point each of Strength and
Dexterity. Stage three atracks have a 25% chance of causing such loss perma-
nently. Stage four cases last 1-12 months until deach.

Nose-throat afflictions of chronic nature have a 10% chance of causing a 1 point
Constitution loss each time a stage three artack occurs.

Respiratory disorders of chronic, stage three nature are 10% likely to cause the loss
of 1 point each of Strength and Constitution (check separately for each). Stage
four cases take from 1-12 months until farality occurs.

Skin afflictions of stage three nature are 10% likely to cause permanent loss of 1
point of Charisma and Comeliness. Chronic, stage two attacks are also 10% like-
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ly to cause such loss, while chronic, stage three attacks will be 25% likely to cause
such loss. Srage four cases will take 1-12 weeks for fatality.

Urinary system disorders of chronic, stage three nature are 20% likely to cause the
loss of 1 point each of Dexterity and Constitution per occurrence. Stage four cases
will take 1-12 weeks.

The Black Plague (a.k.a. the Kiss of Mangrus)

Where is the Disease Found? The Black Plague is found throughout Garweeze
Wurld. It is believed to have originated during the War of the Gawds many thousands
of years ago when it was unleashed by Mangrus on the followers of his enemies. It is
one of the most potent common diseases extant today, due to its virulence, ease of trans-
port and difficulty to cure, It is most common in urban areas, especially large cities and
towns that lack good sanitation.

How is the Disease Contracted? Fleas thar live on rats, mice and similar creatures
carry the Black Plague. The fleas leap from their current carrier to humans and then the
disease leaps from the fleas to the human victim. Contrary to popular belief the disease
is not carried by air or vapors, and thus rose petals and scents do nor ward off the plague.

Who Carries the Disease? Very few become carriers as mose die due to the plague.
Demi-humans, notably dwarves, halflings, gnomelings and gnomes are susceptible to
the plague, though halflings and dwarves receive resistance bonuses equal to their
Constitution bonus against poison and are half as likely to become carriers if they
survive. Elves, half-elves and pixic fairies are naturally immune to the Black Plague,
and cannor act as carriers. Humanoids, including half-orcs and half-ogres, are less
susceptible to the plague, and gain a bonus against it similar to that granted o
dwarves and halflings. Humanoids that survive are twice as likely to become carriers
of the plague, allowing any of the ubiquitous ricks and fleas that they carry to trans-
port the disease to other victims.

Stages of the Disease:

Stage One: Begins 1d6 days after infection. Symproms include fever; itching and
blackened skin around lymph nodes is common, and is the first sign of the disease.
Duration: 2d4 days. VIRULENCE FACTOR: 6.

Stage Two: Symproms include tiredness, dizziness, fever and swollen lymph nodes.
Victims suffer -1 to Serength and Intelligence and -5% 1o all skill rolls.
Intelligence check is required in order to cast spells. Duration: 1d6 days. VIRU-
LENCE FACTOR: 9.

Stage Three: Victim is bedridden; symptoms include continued fever and chills;
severe, bloody coughs large, painful puss-filled buboes; blackened, infected lymph
nodes and swollen glands. Victims suffer -3 to Strength, Constitution and
Intelligence. Spell casters cannor cast spells. Duration: 1d3 days. VIRULENCE
FACTOR: 12, Unconscious.

Stage Four: Symptoms are the same as stage three, only far more painful and ugly.
Victim suffers -6 to Strength, Constitution and Intelligence and -3 ro Dexerity,
Wisdom and Charisma. Spell casting is impossible. Duration: 4d6 hours. VIR-
ULENCE FACTOR: 15, Death.

Example: Hralnar Grimbold, a human fighter with a Con of 16, is afflicted on
Monday. He begins to notice that he has a fever and feels itchy on Thursday, three days
later. He fails his stage one resistance roll (versus 16-6 = 10 or less) and he continues on
his adventure, though tired and dizzy. By Friday, four days after affliction, he is extreme-
ly tired and notices that his skin is blackened in places and he has lumps forming in
some areas. At the end of the next day he collapses in an exhausted heap and begins
coughing up blood; the small lumps swell into pus-filled buboes; he is unable to rise
from the ground on his own (failed his stage two roll, 16-9= 7 or less). The very next
day, Sunday, he fails his stage three roll (16-3-12 = 1 or less). He lapses into uncon-
sciousness and though he survives to the end of the day his friends have few hopes that
he would see another sunrise. His misery continues for another night until he expires
at sunrise on Monday (16-6-15 = -5, survives only on a roll of a natural “17).

Cures: There are no known natural cures for the Black Plague, though there are some
rare herbs thar will give victims a +1 to +3 bonus against the disease. Magic is the anly
known remedy, and even then it is not certain, as the Black Plague is at double normal
virulence factors to save against Cure Disease spells and abilities; it is difficult to cure in
the early stages and nigh impossible at later stages.

The Blue Death (a.k.a. Kennad’s Vengeance)

Where is the Disease Found? This is a rare disease found in arctic and sub-arctic
regions. [t is active during the short northern summers and lies dormant in winrer.

How is the Disease Contracted? The Blue Death is found in the ponds thac form
on the northern plains and forests during the summer months. Contact with infected
water or drinking it has the same effect, as does eating the flesh of an afflicted creature;
merely touching an afflicted being does not constitute exposure. It is magically conta-
gious, with a +25% to carch the disease when exposed.

Who Carries the Discase? Humans and halflings are the only races affected by this
disease; dwarves, elves and gnomes are apparently immune and cannot act as carriers.
Ores, half-orcs, half-ogres and Goblin folk will merely carch a sniffle when afflicted,
though they can act as carriers. Animals act only as carriers.

Stages of the Disease:
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Stage One: Begins 4d6 hours after infection. Symptoms include a chill that no fire
will warm. Duration: 4d6 hours. VIRULENCE FACTOR: 6.

Stage Two: Symptoms include aching joints; the chill is now noticeable by others as
the skin starts to turn bluish-white. The victim no longer swearts even under
extreme physical strain. Victims suffer -1 to Strength, Dexterity and Constitution,
-10% to skill use. An Intelligence check is required to cast spells requiring a
somatic component. Damage to others for touching the victim due to cold: 1 hit
point/turn of contact. Duration: 4d6 hours. VIRULENCE FACTOR: 9.

Stage Three: Symproms include frost forming on the victims' skin, which turns ice
blue; victims' hair starts turning blue, as do the whites of his eyes and his irises.
Victims suffer -3 to Srength, Dexrerity and Constitution, -15% ro skill use. Spell
casters cannot cast spells requiring somatic components; an Intelligence check is
required to cast spells requiring verbal components. Damage to others for touch-
ing the victim due to cold: 1 hit point/round of contact. Duration: 4d6 hours.

VIRULENCE FACTOR: 12.

Stage Four: Symptoms are the same as stage 3, only far more painful as the victims'
skin cracks, rifts form at joints whenever the victim moves. Victim suffers -6 to
Strength, Dexterity and Constitution. Victim cannot move or act on his own will.
Damage to others: 1-4 hit points round. Duration: 4d6 hours. VIRULENCE
FACTOR: 15.

The Burning Death (a.k.a. Hell’s Fury, the Boar’s Boon)

Where is the Disease Found? The Burning Death is a moderately rare disease usu-
ally found among the “employees” of various brothels and bordellos in the seaports of
Garweeze Wurld.

How is the Disease Contracted? The Burning Death is contracted only via sexual
or intimate contact; casual physical contacr is not sufficient.

Whe Carries the Disease? This disease can affect only humans, demi-humans and
humanoids (or so it is presumed).

Stages of the Disease:
Stage One: Incubation takes quite a while; stage one begins 4d6 days after infection.

Symproms include fever, sweats, cthirst and an increase in sexual desire. Duration:

4d6 hours. VIRULENCE FACTOR: 1.

Stage Two: Symproms include very high fever, dizziness and extreme sexual appetite.
Skin is warm to the touch, Victims suffer a —1 to Intelligence and Wisdom. —5%
to skill checks. An Intelligence check is required to cast spells. Duration: 3d6
hours. VIRULENCE FACTOR: 3.

Stage Three: Symptoms include a deadly fever, red rash and burning hor flesh; skin
contact causes one point of damage per round to anyone touching the victim.
Sexual appetite is such that the victim acts as though he were under the effects of
a Philter of Lust for the first person in sight (of opposite sex or otherwise). Victims
suffer a =3 o Intelligence and Wisdom. —10% to skill checks. Spell casters can-
not cast spells. Duration: 2d6 hours. VIRULENCE FACTOR: 6.

Stage Four: At this stage, the victim will literally be on fire; the victiim will suffer 1d4
points of damage per hour and anyone that touches the victim will suffer 1d4
points of damage per round. Victims will seck sexual contact with ANY being in
sight, in public or otherwise. Victims suffer a —6 to Intelligence and Wisdom.
—15% to skill checks. Duration: 1d6 hours. VIRULENCE FACTOR: 10. Death
results in an explosive conflagration, causing 2d6 points of damage to anyone
within five feet.

Cures: The Burning Death, though rare, is a fairly well known disease. There are
several cures, all of which have the same effects. The most common cure is mineral spir-
its from the springs in the Iron-Sta Mountains. These liquids, when imbibed, act as a
Cure Disease spell cast at the 12th level of clerical abilicy. The cure, however, renders
male drinkers permanently imporent if imbibed while diseased. The mineral spirits and
similar treatments also act as a potent preventative medicine when taken monthly.
However, such medicines invariably render male users impotent while they are used.
Most such nostrums cost 10 to 25 gp per dose,

The Dancing Death

Where is the Disease Found? The Dancing Death is an uncommon disease found
almost exclusively in the Fragments of the Ragean Empire; it has been surmised that
clerics of Mangrus in the region created the disease and char it chus far has not spread
elsewhere because of the surrounding mountain ranges and seas.

How is the Disease Contracted? The Dancing Death is contracted only by the touch
of an afflicted being in stage one or stage two. By stages three and four the disease has
altered to the point where it is no longer contagious. Rumors say the ashes of one that
has died due to the disease can be put into a drink, and the drinker thereof will not con-
tract the disease.

Who Carries the Disease? Only humans, demi-humans and humanoids are affected
by this disease; animals are nor affected by ir.
Stages of the Disease:

Stage One: Symptoms include random ticks and jerky reacrions. Duration: 1d12
hours. VIRULENCE FACTOR: 4.
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Stage Two: Symproms include loss of appetite, queasiness of the stomach and
increased ticks and involuntary movements. ~5% to skill checks. An Intelligence
check is required to cast spells requiring a somaric and or verbal component (one

check for each). Duration: 1d12 hours. VIRULENCE FACTOR: 6.

Stage Three: Symptoms include frothing at the mouth, involuntary movement and
speech, usually loud, nonsensical chanting and muttering, Victim suffers 1 hit
point of damage per hour and —1 to Dexterity, Constitution and Charisma and
—15% to skill checks. Spell casters cannot cast spells requiring somatic and or ver-
bal components. Duration: 1d4 hours. VIRULENCE FACTOR: 8.

Stage Four: Symproms are the same as stage three, only magnified to the point where
the herky-jerky movement of the victims makes it look as though he is “dancing.”
Victim suffers -3 to Dexterity, Constitution and Charisma. Victim will stumble
and shuffle abour in a mad, screaming, l'mlhing mania suﬂ-cring 1d4 puinls of
damage per hour; victims will “dance” until they reach negative hit points equal to
half their Constitution, upon which they will die. Duration: 1d12 hours. VIR-
ULENCE FACTOR: 10. Death is due to exhaustion from “dancing.”

Cures: Oddly enough, Aramar wines (and ONLY wines from Aramar) are effective
against the disease, providing a +1 to +5 bonus on saving throws depending on vintage
and quality. A horrid cure is to drink this wine laced with ashes from a cremated for-
mer victim of the Dancing Death; such a concoction acts as a Cure Disease spell.

Goblin Pox (a.k.a. Mage Bane, Babbling Sickness)

Where is the Disease Found? Goblin Pox is found in regions of high Goblin popu-
lation. It is most commonly found among forest or swamp dwelling Goblins. It is rare
ourtside of Goblin communities,

How is the Disease Contracted? Goblin Pox is passed through the air, usually
through coughs or through the explosive expressions of the guttural goblinoid language.
It is highly contagious.

Who Carries the Disease? This disease can affect only humans and most humanoids;
halflings, dwarves and gnomes are immune, while elves have a +6 to their occurrence
roll! Hobgoblins are naturally immune. Any race thac can catch it can carry it, though
Goblins will always end up being carriers. Known carriers are usually slain on sight,
though in Krandaneer they are unmolested if they wear red robes and white masks and
ring gold bells to warn of their coming.

Stages of the Disease:

Stage One: Begins 1d3 days afier infection. Symptoms include a slight rash and
small red spots on the skin. Duration: 1d6 days. VIRULENCE FACTOR: 4
(Goblins 1).

Stage Two: Symptoms include rashes, large red splotches on the skin, fever and dizzi-
ness. -5% to skill checks. Victims have a 50% chance to lose 1 point of Intelligence
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permanently ar this stage. Magic-users cannor memorize 7th, 8th or 9th level spells
while in this stage. Duration: 1d3 weeks, VIRULENCE FACTOR: 6 (Goblins 2).

Stage Three: Symproms include rashes, very large red splotches, babbling and mut-
tering and a general mental malaise. Victims suffer -1 to Intelligence and -15% to
all skill checks. Victims will lose an additional one (01-80) or two (81-00) points
of Intelligence permanently at this stage. Spell casters must roll a successful
Intelligence check to cast spells. Magic-users cannot memorize 4th to 9th level
spells. Duration: 1d3 weeks. VIRULENCE FACTOR: 9 (Goblins 4).

Stage Four: Ar this stage the victim’s brain begins to turn to mush. Rashes cover
100% of the victim's body, most of which is also covered in horrible red splotch-
es. Vietims suffer -3 to Intelligence. -30% to all skill checks. Victims will lose an
additional one (01-75), two (76-95) or three (96-00) points of Intelligence per-
manently at this stage. Magic-users cannot memorize ANY spells at this stage.
Duration: 1d6 days. VIRULENCE FACTOR: 13 (Goblins 8), Intelligence
reduced to 3 permanently.

Example: Nekistan Dreaan, a Goblin fighter with a Con of 13 and Int of 10 contracts
the Goblin Pox. Three days later he gets a slight rash and norices small red spots on his
skin. Six days go by and he fails his stage one resistance roll (13-1 = 12 or less). Another
week goes by during which he loses 1 point of Intelligence permanently; he then fails his
stage two resistance roll (13-2= 11 or less) and goes into stage three. The effects of the
disease damage his already lowered intellect further, and he operates with an Intelligence
of 8; he then loses an additional point, and is reduced to a current effective Int of 7. He
fails his stage three resistance roll (13-4 = 9 or less) after three weeks and slips into stage
four. While in the four day delirium of stage four he loses an additional two points of
Int, down to an effective Inc of 3, to which he is permanently reduced after failing his
stage four resistance roll (13-8 = 5 or less).

Cures: The elves developed a cure for the Goblin Pox centuries ago, bur they rarely
share it with other races; even then they will only give a vial to afflicted friends for imme-
diate use. The elven cure, known as Illuromellian, is in the form of an elixir; when
imbibed, the elixir acts as a Cure Disease cast against Goblin Pox at the 18th level of
clerical ability. The elves never charge their friends for the porion; they will expect a sim-
ilar favor at a later date. Otherwise, only rare herbs from the Bowmar Forest mixed wich
Hobgoblin blood can cure the disease; such a concoction, costing 300 gp or more, acts
as a Cure Disease spell cast at 9th level. Goblins have their own potions that granca +1
to a +3 to resist, bur are only potent for goblins.

Orc Shingles (a.k.a. Slow Rot, Swine Rash)

Where is the Disease Found? Orc Shingles is found throughout Fangaerie, the
Gnome Protectorates and Roathaven. It is an old and common disease, found among the
lower classes (mostly beggars). It is also found near large Orc populations worldwide.

How is the Disease Contracted? Orc Shingles is contracted by rouch; specifically,
touching an afflicted being on an afflicted spot of skin. The chance of contracting the
disease by rouch is 5% per stage the afflicted being is in (i.e. 5 to 20%).

Who Carries the Disease? This disease can affect only humans, demi-humans and
humanoids. Anyone that survives the disease has double normal chances of becoming
a carrier! Afflicted Ores will always end up being carriers.

Stages of the Disease:

Stage One: Begins 1d6 days after infection. Symproms include itchy skin and a
slight rash. Duration: 1d6 weeks. VIRULENCE FACTOR: 1.

Stage Two: Symptoms include rashes on 50% of the body, large boils and open, ooz-
ing sores. Vietims have a 50% chance of suffering a permanent -1 to their
Charisma score during this stage. -5% to skill checks. Duration: 1d6 weeks.
VIRULENCE FACTOR: 3.

Stage Three: Symproms include rashes on 75% of the body, very large bleeding
boils, open, infected oozing sores and a general physical weakness. Victims suffer
-1 to Strength, Dexterity and Constitution. —5% to all skill checks. Victims will
lose an additional one (01-80) or two (81-00) points of Charisma permanently at
this stage. Spell casters must roll a successful Intelligence check ro cast spells.
Duration: 1D6 weeks. VIRULENCE FACTOR: 5.

Stage Four: At this stage the victim’s skin begins to liquefy. Rashes cover 100% of
the victim's body, most of which is covered in sores and boils. Victims suffer -3 to
Strength, Dexterity and Constitution. -5% to all skill checks. Victims will lose
an additional one (01-75), two (76-95) or three (96-00) points of Charisma per-
manently at this stage. Duration: 1d6 days. VIRULENCE FACTOR: 7, Death.

Example: Gharr, a human male cleric of Mangrus with a Con of 13 infects himself
with Ore Shingles. Three days later his body breaks out in a rash; he relishes the itchy
feeling. Two weeks later Gharr fails his stage 1 resistance roll (13-1= 12 or less) and his
skin breaks out in boils and sores. Four weeks later he fails his stage 2 resistance roll (13-
3 = 10 or less). He starts to feel weak, and decides that he had best cease the disease
before it goes too far. He casts his Cure Disease spell and falls to stage 2 for another 2
weeks and then back into stage | for another four weeks, after which he must again
inflict another disease upon himself,

Cures: Orc Shingles is a fairly common disease; unforrunarely, it is difficule to cure.
Simple potions made by alchemists and wise women relieve the pain of the boils and
sores. These philters cost berween 1 sp and 10 gp per weekly dose depending on effica-

26

The HackMaster GameMaster’s Guide

ey and the local marker; they abate the skill penalties of the disease. Other more potent
potions can be concocted that will granta +1 to a +5 to the victims’ next resistance roll
against the disease; such nostrums cost 5 to 50 gp per dose, again depending on effica-
¢y and local marker. Patent cures are available, though rare and expensive. A potion
made of Orc bone powder and rare herbs from Orkryn'Phar act as a Cure Disease spell
against this disease; the Cure Disease will be as though cast by a 12th level cleric. This
potion costs 100 gp up to 500 gp the further one gets from Orkryn'l’har,

The Rotting Death (a.k.a. Green Rot)

Where is the Disease Found? The Rotting Death is an uncommon tropical or sub-
tropical disease that rarely flares up in temperate regions during hot and humid sum-
mers. It is found among jungle or swamp dwelling populations.

How is the Disease Contracted? The Rotting Death travels by contact with an
infecred being or through conract with items thar were held by or worn by infected
beings within the last 24 hours. The Rotting Death also lies in wait in still pools of
water, and can be contracted through rouching or drinking such water. If such warer is
drunk, or if the meart of infected beings is eaten, the virulence factors of the disease are
doubled at all stages due to ingestion.

Who Carries the Disease? Any race can carry the disease, though elves become car-
riers at only 1/2 chance. Known carriers in Hazaar are required to wear green robes,
continually sound gongs and avoid entering cities and towns, but are usually unmolest-
ed otherwise. Carriers in the Kingdom of Polst are usually slain when discovered, nor-
mally with flaming arrows as fire supposedly slays the disease.

Stages of the Disease:

Stage One: Begins 1d3 days after infection. Symptoms include itching and running
nose, slight fever. Duration: 1d6 days. VIRULENCE FACTOR: 3.

Stage Two: Symptoms include extreme itching, a greenish rash with boils and weak-
ness. Victims suffer -1 to Strength, Dexterity and Charisma, -5% to skill use.
Intelligence check ro cast spells requiring a somaric component. Duration: 1d6
days. VIRULENCE FACTOR: 6.

Stage Three: Symproms include rotring flesh and muscle and a horrible stench.
Victims suffer -3 to Strength, Dexterity and Charisma, -15% to skill use and move
at 1/2 their normal rate. Spell casters cannor cast spells requiring somatic com-

ponents. Duration: 1d6 days. VIRULENCE FACTOR: 9.

Stage Four: Symptoms are similar to stage three, only far more painful and ugly. The
victim suffers -6 to Strength, Dexterity and Charisma, -30% to skill use and moves
at only 1/4 their normal rate. Spell casting is impossible. Duration: 1d4 weeks.
VIRULENCE FACTOR: 12, lose one point each of Strength, Dexterity and
Charisma permanently per week of stage four until remission to stage three or

death.

Example: Shev Arwehn, a human commoner with a Con of 12, is afflicted on
Monday. He begins to notice that he has a slight fever and feels really itchy on
Wednesday, two days later. He succeeds at his first resistance stage one resistance roll
two days later on Friday, but fails to his second resistance roll the next day on Sarurday
(versus 12-3 = 9 or less). By Tuesday, three days later, he is continually scratching all
over his body and notices greenish skin and boils. Ar the end of the day he fails his stage
two resistance roll (12-6= 6 or less) and is slowed down due to his continual scratching,

The very next day, Wednesday, bits of flesh start sloughing off and he loses control of
his finger and hand movements; three days later he slips into stage four when he misses
his srage three resistance roll (12-9 = 3 or less). He hobbles along for three weeks in
abject misery and fails his resistance roll (12-12 = 0, resists only on a roll of a natural
“17).  He immediately and permanently loses 3 points of Strength, Dexterity and
Charisma. Fortunately for Shev, he happens upon a 12th level cleric of Nudor who suc-
cessfully casts Cure Disease upon himelf; Shev immediately slips back to stage three and
will spend the nexc 6 days recovering; however, those ability points he lost are gone per-
manently, and will be scarred for life.

Cures: Hishmanvi, a rare herb found near volcanic vents, acts as a Cure Disease
spell against the Rotting Death; raken in a broth the herbs will act as though a Cure
Disease spell had been cast by a 12th level cleric. Lesser herbs from the Blau-Sea
Mountains will granta +2 to +5 to resistance rolls against the disease; they are effective
only when taken daily. Hishmanvi costs 250 gp per dose, while lesser herbs cost 5 gp
per plus per daily dose.

The Rotting Flesh Disease of Mangrus

Where is the Disease Found? The Rotting Flesh Discase of Mangrus is often local-
ized in the smaller villages of Garweeze Wurld. It is an extremely potent and vile dis-
ease that could cause the deaths of thousands if it were introduced to the water sources
of large towns and cities,

How is the Disease Contracted? The disease apparently is transmitted through
F()I.].Iﬂd warters; D[I’l(!r mr.:[h ﬂdS may bﬂ Pﬂssiblﬁ.

Who Carries the Disease? As the disease is extremely deadly it is extremely unlikely
that any species could ever act as carriers, though it is possible that some few individu-
als might be naturally immune to the disease. In such cases the victims would carry the
disease and infect any waters they bathe in and potentially any being they touch!
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Special Considerations This disease is so incredibly virulent that once someone has
entered stage two they will die unless cured through Cure Disease! Resistance rolls are
rolled only during stage one, every Con+1d4 hours, against Constitution; if the charac-
ter makes the roll, they must roll again and again every Con+1d4 hours until they enter
stage two; then there will be no further resistance rolls! A being is naturally immune
only if it makes a total of five successive successful rolls against the disease ar stage one.
In such cases the being will thereafter always be a carrier of the disease!

Stages of the Disease:

Stage One: Begins Con + d4 hours after infection. Symptoms include mild cramp-
ing and heartburn. Durarion: 24 + 1/2 Con hours. VIRULENCE FACTOR: 0
(SPECIAL).

Stage Two: Symptoms include major cramping and heartburn, horrid breath, vic-
tims suffer -1 to Strength and Dexterity. Duration: 12 +1/2 Con hours. VIRU-
LENCE FACTOR: 0 (SPECIAL).

Example: Killian Fernwood, a human ranger with a Con of 16, is afflicted at 5:00
on Monday afternoon. He begins to notice some mild effects around mid-morning the
next day (Tuesday). However, he manages to make his first resistance check and the
symptoms subside. Then on Friday morning (three days later), his mild cramping and
heartburn returns. He fails his second resistance check. At abour dinnertime Sarurday
(36 hours later) stage two begins and Killian begins to get worried. Just after lunch on
Sunday (the next day), Killian gasps his last breath.

Cures: There are as yet no known natural cures for the Rotting Flesh disease; there
has been no time to investigate the disease for potential narural cures. A Cure Disease
spell or ability is thus at this point the only possible cure. Once cured by a Cure Disease,
healing spells will remove one hour of continued effects per hit point healed. The viru-
lence factor of the disease is equal to the level of the cleric of Mangrus who cast it.

Withering Drips

Where is the Disease Found? Withering Drips is common among the dwarves of
Praxrer. It afflicts the surrounding populations to a lesser extent (half virulence factor).

How is the Disease Contracted? The disease is carried within bodily fluids of those
afflicted or carriers. Sneezing, intimate contact or ingestion of infected bodily fluids can
cause the disease to be spread.

Who Carries the Disease? Withering Drips is common among the dwarves. It
afflicts gnome, gnomeling, half-orc and Ore populations to a lesser extent.

Stages of the Disease:

Stage One: Stage one will manifest symproms much like a common cold or allergies.
[rchy, watery eyes, runny nose and coughing are all common. Duration: 1-2
weeks. VIRULENCE FACTOR: 2.

Stage Two: Stage two begins a period of profound weakness. Those afflicted lose a
point of Constitution for each day they are in stage two. If their Constitution
drops to zero they will be bed ridden and unable to do anything but speak.
Duration: 2d4 days. VIRULENCE FACTOR: 4.

Stage Three: During stage three, the release of bodily fluids becomes pronounced.
Increased sweating and a constantly dripping nose, eyes and mouth means the
afflicted must drink twice as many liquids as normal or suffer the effects of dehy-
dration. Charisma is adversely affected by 1d4 points, Duration: 1d8 days. VIR-
ULENCE FACTOR: 6.

Stage Four: When in stage four, the victim will feel a near constant need to go to the
bathroom. Excessive urination and diarrhea means the victim must now drink
four times the normal requirement of water or face dehydration. Charisma goes
down another 1d4 points. Any strenuous activity will result in uncontrolled bod-
ily functions. Duration: 1d4 days.

Cures: Eating fruits and vegetables with large amounts of vitamin C is effective at
increasing saving throws by +1d4. This will also reduce the duration of each stage by a
like amount of days.

Magical Diseases

Lycanthropy

Lycanthropes can transform inte animals and half-animal/half-humanoid hybrids.
There are two types, those who are born with the curse (true lycanthropes) and those
who are infected with it from a lycanthrope attack. In general, any human or demi-
human injured by a lycanthrope’s claws or bite has a 1% chance per point of damage
sustained of becoming a lycanthrope. Those who sustain a sufficient amount of dam-
age to contract lycanthropy will be of the same animal type as the lycanthrope that
infected them. It might be months before the character begins to suspect thar lycan-
thropy has taken hold of him. The player character will feel driven to hunt and kill -
generally selecting as his victims people he knows in his daily life. The stronger the emo-
ton (either love or hate) toward the person, the more likely the character will be to stalk
and slay that person. While the character may suspect that he has done something ter-
rible, he does not have clear memories of the preceding night.
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After that first night, all that the character will remember is thac he was very ill and
extremely tired. In the morning, the townspeople will quite possibly be combing the
countryside looking for a rampaging beast. The player character may join in the scarch
for the werebeast, nor realizing that he is the lycanthrope. Afier a few months of chang-
ing, the adventurer will (or should) begin to suspect that something is wrong, On the
nights before the full moon, the lycanthrope will become withdrawn and edgy, prefer-
ring his own company to that of others — including family. The torn and shredded
clothes he wakes up in, or the mud and scratches on the his arms and legs may trigger
the realization that he is the werebeast the townspeople are searching for. Ifat all possi-
ble, the GM should try to moderate the campaign so that the players are not immedi-
ately aware that the character is now a lycanthrope.

If the player eats belladonna within an hour after being bitten, there is a 25% chance
the disease will not manifest, and thus the character will not be afflicted. Note that bel-
ladonna is also poisonous and just might end up killing the character unless he makes a
saving throw versus poison. Regardless of the saving throw, the character will be inca-
pacitated for 1-4 days. If he survives burt the belladonna fails to cure the disease, or no
belladonna is available, then a 12th or higher level cleric must administer a Cure Disease
within three days after the victim was injured by a lycanthrope. If the adventurer is only
able to find a cleric of a high enough level after the initial three days, he may elect instead
to have a spell caster attempr a Remove Curse. This spell must be performed on the
player character when he is in wereform. The beast will need to make a monster's sav-
ing throw vs. spell, and while in wereform the creature will fight violently to put as much
distance as it can between it and the caster performing the spell. If the creature fails its
saving throw, the curse is removed. If none of this works, there is still hope.

If the adventurer decides to continue to seek a cure and the methods mentioned thus
far have been unsuccessful, he may rake refuge in a holy/unholy place such as a
monastery or an abbey. There the clerics or druids can administer to the afflicted one
holy/unholy warer laced with a goodly amount of wolfsbane and belladonna prepared
by the spiritual methods of that particular religion. This potion is to be consumed by
the victim ar least twice a day from a silver chalice. The character may not participate
in adventures while he is being treated by the clerics. After a month or more (depend-
ing upon how advanced the disease is) the player character should be allowed a saving
throw versus poison which, if successful, will cure him but leave him somewhat poorer
in the purse, as this procedure is very costly. The required trearment time is one month
for every month the character was infected with the disease. If the character fails his first
saving throw allowed by the process, after each subsequent month of treatment, he may
attempt another saving throw with a cumulative +1 bonus per month of further treat-
ment. The clerics will charge for the cost of the herbs and the holy/unholy warer as well
as for the services rendered. The GM may also wish to factor the level of the cleric as well
as the adventurer into the cost of this treatment. Note that true lycanthropes (those born
with lycanthropy) cannot be cured by any means short of a Wish spell or similar magic.
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If the character has died in a fight with a lycanthrope and is Resurrected, the disease
will be 100% certain if the cleric raising the adventurer is unaware of the disease or fails
to follow the proper procedure to eradicate it. The aforementioned cure will work on
the werestricken adventurer who has been Resurrected. The cleric can use a Cure
Disease (if there is still time) or a Remove Curse (if there isn't) on the dead adventurer
before employing the Resurrection spell. If the cleric doesn't take the above safety meas-
ures, then it will be necessary to wait until the adventuger becomes a lycanthrope to try
to Remove Curse or use the cure with the herbs and holy/unholy water.

There have been many different approaches to the disease of lycanthropy. Many are
too complicated to understand or are structured so poorly that the werecreature domi-
nates the game. Playing a lycanthrope as a player character should be discouraged in
HackMaster. This can be done by continually having the would-be lycanthrope sought
out by bounty hunters and well-intentioned NPCs who are following the wake of mur-
der and destruction thar most lycanthropes are sure to leave.

If the character opts to remain a lycanthrope, many things will need to be taken into
consideration, such as the menral anguish caused by the act of changing, Another con-
sideration is the conflicting alignments between the character and his lycanthrope nature,
and what his family and friends will do once they discover thar their friend and loved one
is the werebeast thar might have been terrorizing the countryside on the nights of the full
moon. The more extreme the difference in the alignments of the adventurer and the
beast, the more mental anguish the character will be prone to suffer. For example, a law-
ful good paladin is bitcen by a Werewolf, which is a chaotic evil creature. He does not
discover that he has the disease until it is too late, His mental torment is grear, especial-
ly when the moon is waxing full, up to the time it is full and then for several days after-
wards. (There is a 25% chance the character will acquire a quirk or flaw. If this is indi-
cated, roll on Table 6A: Flaws and Quirks in the Players Handbook to determine the
problem caused by the lycanthropy. A character gains no Building Point bonus for quirks
or flaws acquired in this way). Furthermore, the paladin, even after being cured, is no
longer a paladin because he is no longer pure enough for that honored state. The GM
can elect to have the gawds send the paladin on a quest in order ro restore him to his pal-
adinhood, but it is not recommended thar you ler the character off easily in this case.

A player character may nor gain experience points while in lycanthrope form. If the
character is a fighter/lycanthrope, the fighter will be able to gain levels only as a fighter,
never as a lycanthrope. This applies to all classes. The only way a lycanthrope will ever
be able to control the change from man to beast is with time measured by full moons.
There will be no control of the change into a werebeast for two years of game time and
it will be another year before an inflicted lycanthrope has any control over the change
back into a human. On the nights of a full moon all lycanthropes with less than three
years experience as a werebeast will change into their wereform and remain thar way
from the rise of the moon until dawn.

There are other factors besides the full moon that can cause the release of the
werecreature in a person afflicted with lycanthropy. One common cause is stress during
a melee, If the character has lost more than one-third of his narural hit points during
the fight, there is a 50% chance thar the werenature will emerge, causing the character
to be disoriented for one to two rounds (characters with more than two years of experi-
ence as a lycanthrope will not suffer this disorientation). During this time, the lycan-
thrope will be unable to engage in combar. He will also sustain damage from the change
as shown on Table 1T: Lycanthrope Armor Constriction Damage.

Spells used in the vicinity of a lycanthrope such as Monster Summoning IH-VII,
Conjure Animals and Animal Summoning I1T might cause the werenature to be released.
It will be up to the GM 1o decide what spells or magic irems could trigger the beast
inside the afflicted adventurer. Arguments with other player characters as well as fear
could cause the change from man to beast.

All lycanthropes will fight and do damage as described in the Hacklopedia of Beasts
regardless of how long the character has been a lycanthrope. The diseased adventurer
will eventually acquire the alignment of his lycanthrope form (if it isn't the same already)
within 2 to 12 monchs. While in wereform the character will not be interested in any
of his material belongings and will leave them where the change took place. This usu-
ally includes armor and weapons, although some lycanthropes can use weapons in their
hybrid, or half-animal, form. They will do this if they have a particularly effective
weapon or if they do not wish to bestow lycanthropy upon others.

Werebears are the most powerful form of lycanthrope. As with most lycanthropes,
they will eventually flee to the woods, Once a Werebear engages in combar with a crea-
ture of an evil alignment it will fight undil it or its opponent is dead. Seventy-five per-
cent of the time, if a monster with an evil alignment is encountered, the Werebear will
artack immediately.

Wereboars are the most foul-tempered of the lycanthropes. Their temperament is such
that they will nor join a party unless they can be the leader. If they do join one and are
not allowed to lead, they will argue birterly with anyone who disagrees with them. This
action may cause them to change into their wereform from the stress of the argument.

Wererats will want to live in the city near humans (humans being one of their favorite
foods). If a human is captured and not eaten immediately, it will probably be held for
ransom. A Wererat will do all it can to keep the party it is with from discovering rhat it
is a lycanthrope. When the marching order of a party is being decided, a Wererar will
almost always volunteer to be in the rear,

Weretigers are usually interested only in what benefits them, They will talerate other
cats to a certain extent and perhaps even have one for a companion. In human form,
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Table IT:
Lycanthrope Armor Constriction Damage
This table shows how much damage a character takes from armor constriction (before the
straps burst and it falls off) during a sudden change to lycanthrope form.
Were- Were- Were- Were- Were-
Armor Type bear  boar rat tiger wolf  Other
No Armor 0 0 0 0 0 0
Leather/Padded i - AL 0 1d4-2 | I
Studded Leather/ 1-2 1d4-2 | 1-3 Id-2 1d4-2
Ring Mail/Hide
Scale Mail/Brigandine  1-3 1-3 1d4-2 1-4 1-3 1d6-3
Chain Mail 1-4 1-4 1d4-2 2-4 1-4 1d6-2
Splint Mail/ 24 2-4 1d4-2 2-5 2-4 1-4
Banded Mail
Plate Mail 2-5 2-5 I-3 2-5 2-5 2-5
Table 1U:
Change Probability For Lycanthropes
Waxing Moon Years of Affliction
<2 years 3 4 5

Night before Half 25% 5% - -

Half 75%** 30% 20% 10%

Night after Half 50% 5% - -

Night before Full 50% 5% - -

Full 100%* 75% 50% 25%

Waning Moon Years of Affliction

Night after Full 50% 5% - -

Night before Half 50% 5% - :

Half 75%" 25% 15% 5%

Night after Half 25% - - -
*There is no chance for voluntarily changing out of wereform.
* There is only a 25% chance for voluntarily changing out of wereform.

Weretigers can be mistaken for magic-users if they have a domestic car for an apparent
familiar. For this reason many in HackMaster will disguise themselves as magic-users,
possibly taking up the trade just enough to give the facade an appearance of realism.
Weretigers might have no qualms about turning on their party if the party begins ro
behave in a manner that the Weretiger finds incompatible with its desires.

Werewolves are chaotic evil and therefore very unpredictable, especially in a melee.
Werewolves tend to run in packs or family units. Seldom will they join a normal party
of adventurers, and if they do, once discovered as a lycanthrope they will turn and arrack
the party, usually choosing to do so when the adventurers are in combar with anather
monster.

Lycanthrope Change Probability

Table 1U: Change Probability For Lycanthropes will aid the GM in determining the
percentage chances of a player character lycanthrope changing into and out of wereform.
Norte that true lycanthropes are not affected by the stages of the moon, stress or any
other effect thar might cause a PC lycanthrope to undergo a transformation. After six
years of experience, infected lycanthropes will be able to control their change at will.
This table assumes the PCs are playing in a campaign world that has only one moon.
For campaign worlds that have additional moons such as Garweeze Wurld, different
transformation probabilities are possible. In fact, certain types of lycanthropes can be
affected by different moons, Assume that the standard lycanthrope’s transformation is
tied to Arlora, the largest moon above Garweeze Wurld,

The change begins when the moon rises and ends when it sets. During this time the
character is controlled by the GM, not the player, Ofien, the character discovers thar he
has done terrible things while changed and under the GM's control.

Other Magical Diseases

Lycanthropy is not the only type of weird and magical affliction that can strike a char-
acter. Filthy rats can carry disease. Mummies possess the dangerous Rotring Touch. In
each case there are effects set our in the description in the Hacklopedia of Beasts.
However, it is important for the GM to distinguish berween normal and magical dis-
eases. A normal disease is one that, no marter how exotic or fantastic, is caused and
transmitted in ways we normally understand—germs, mosquitoes, rats, erc. To that
end, the disease would be treatable by normal methods in the real world. A magical dis-
case, like Rotting Touch, is one that functions by some unexplained magical property.
As such, it is not curable by normal means. The GM should understand the distinction
between the two types of diseases. With that knowledge, he can rule on the effects of
various cures and potions.
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A player character is much more than a series of numbers on a piece of paper who
suddenly springs forth from nothingness. When a player sits down at the rable for the
first time and takes on the role of a new character he should be reminded that his char-
acter had a life BEFORE he entered the picture. The character had a birth, he had a
mother who loved him (if he was lucky) and he had a childhood; years of experience
being reared in a world fraught with dangers and many challenges.

By the time the player comes along to step into thar characrer’s shoes there are sever-
al decades of life experiences behind that sheet of paper. And that's really what the back-
ground generation provisions in the PHB artempr to illuscrate.

Many factors can affect a character’s background. Two of the most important are his
race and his character class. In a real sense, a character’s class is his profession. Some
characters are fighters, some are magic-users, some are clerics, and some are worthless
no-accounts (such as your throw-away NPCs).

A character’s race affects which character classes are available to him. Only humans
have unlimired class options. All non-human races are limited to some extent. It is hard
to forget this particular tenant of the rules because players moan and whine about it so
much. How nice for the players if they were allowed to create any absurd combination
of race and class that their hearts desired. Soon there would be Frost Giant clerics and
Lizardmen bards frolicking all over the damn place. You think I'm kidding? Trust me,
the restrictions on demi-human race/class combinations are there for good reason,

First, the restrictions are intended to channel players into careers that make sense for
the various races. While it is possible for players to abuse the system and begin running
such ridiculous things as half-orc illusionists, it’s just not natural and such abominations
should be extremely rare. Half-ores are brutal thugs whose instincts, no matter how
intelligent an individual may be, are for the application of purely physical violence.
Inarguably, the vast majority of them do not possess the temperament to become magic-
users. Half-elves, for the most part, lack the hardiness and physical will to be barbar-
ians. Similar situations exist for the other demi-human races.

Secondly, the demi-human races have distinct advantages unavailable to humans.
Infravision comes to mind. Keen hearing and eyesight are prerry big perks as well.
Flexibility, the ability to choose from among all the classes and to advance without limit,
is one of the very few human advantages. No matter how much your players cajole,
whine, beg and persist do NOT allow yourself to be tempred to alter the rules when it
comes to such restrictions. Remember your oath and stand your ground.

Even with this in mind, there’s always got to be one wise guy who wants to be dif-
ferent. Playing by the same rules as the rest of us isn't good enough for him. Well, life
in HackMaster isn't going to be easy for this freak! It is possible to create unusual class

selections for certain half-breed races of characters thar use the Gene Pool Method of

characrer creation, Characters created under this method have access to the restricred
“Take After” talent described in Chapter 6: Skills, Talents and Proficiencies.

A Non-Human World

The irresolute GM can, if he chooses, make all classes available to any race. This will
certainly make your players happy — for the moment. However, by doing so you have
announced to your players that you are prepared to compromise your principles as GM
as well as the very integrity of HackMaster. This is a decidedly hazardous course on
which to embark for there is no going back, no means of restoration. Consider the
example of a misguided parent who, in the desire to be their children’s friend, fails o
discipline them when they engage in repugnant social behaviors or downright self-
destructive practices. As the good proverbs state, “He that spareth the rod hareth the
child." Do not shirk your role. You are in charge— so take charge! If not, your “friends”
will soon up the ante and eventually begin whining for a HackMaster +12!

If you are indignantly determined to plow ahead regardless of my initial warning,
consider these additional consequences. 1f the only special advantage humans have is
given to all the races, who would want to play a human? No one! Humans would be the
weakest race in your world. Why play a 16th level human paladin when you could play
a 16th level dwarven paladin and have all the abilities of paladins and dwarves? If none
of the player characters are human, the next logical step is to assume that no non-play-
er characters of any importance are human either. Your world would have no human
lords, emperors or magi and consequently no human kingdoms. It would be governed
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by dwarven, elven and/or half-arcish nobility. This is not necessarily a contemptible
stare of affairs, but you must carefully consider what kind of society non-humans would
create. Building a believable fantasy world is a daunting task; creating a believable alien
fantasy world (which is whar a world dominated by non-humans would be) is a huge
challenge even for the best professional writers of fantasy. Trust me on that one.

What would non-humans value? How would this affect trade and commerce? What
would non-human governments be like? A society governed by long-lived elves would
be a vastly different place than a human-dominated world. It is possible that certain
character classes might not even exist. Paladinhood, for example, is a uniquely human
perspective. If you only change the image (i.c. elven paladins behave exactly like human
paladins), what you have got is the “humans in rubber masks” syndrome common 1o
certain substandard science-fiction programming. Even within the human race there are
vast cultural differences. Think how much greater these differences would be if the
DNA were entirely different. Additionally, if humans are weak, will the other races trear
them with pity? With contempt? Will humans be a short-lived worker class or fodder for
use in bactle?

Racial Level Restrictions

In addirion ro unlimited class choice, humans may advance without limit in their
chosen class(es). Once again, this is a human special ability, something no other race
has. In the HackMaster game, humans are more morivated by ambition and the desire
for power than any other race. Thus, humans advance further.

Demi-humans can attain significanc levels in cerrain classes, but they do not possess
limitless horizons or a scope of choices. Such characrers are limited in how high a level
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they can achieve both to preserve internal consistency (humans are more flexible than
non-humans) and to enforce game balance.

With their great longevity, demi-humans withour limirations could potentially reach
levels of power far beyond anything attainable by humans. The world would be domi-
nated by these extremely powerful beings, to the exclusion of humans. Human heroes
would be feeble compared to the Ubercharacters which centuries of adventuring by elves
could produce. Given their numerous advantages, demi-humans would be the most
artractive races—no one would play a human. The resulting game will be completely
unlike the standard sword-and-sorcery milieu. You might need to ser the campaign in
an ancient age, before the ascendance of men (but given thar the deck is stacked against
them, it is unlikely that humans would ever become dominanr).

The Game Must Go On!

As a GM, you will eventually be faced with a situation in which a player has maxed
out his precious little dwarf or elf and is forced to stand idly by while his human com-
patriots continue to advance past him. Studies have shown thar this stress will eventu-
ally cause the player into behaving irrationally; he may “kamikaze” the character or sim-
ply quit the game.

Should you be faced with the above mentioned situation, inform the player thac the
situation he has gotten himself into is purely the result of poor planning and greed.
(Maybe next time he'll think twice before salivating over all the advantages demi-humans
have over humans). However, there is no need to act like a big baby just because he can
no longer advance in level. There is still a purpose to adventuring, His character can
vastly improve upon his skills. Gaining mastery in several combar procedures may well
prove more valuable that the couple of extra hit points gained by advancing a level,
Since he will undoubredly have a large pile of cash now thar he doesnt have to pay egre-
gious training fees, why not spend some of that money attending courses? A perfect time
to do so would be while his fellow adventurers are spending tens of thousands of gold
pieces advancing to the next level.

Furthermore, although the PC may no longer advance in level, he may still earn expe-
rience points and funnel these to his protégé(s) (See Mentor Protégé System in Chapter
1). Thus a character who is “maxed out” in character class levels is likely ro have pro-
tégés of a higher level than his human peers. This should be some consolation.

Creating New Player Character Races

The races listed in the Player’s Handbook are only a few of the possible intelligent
races populating Garweeze Wurld. Your players may want to experiment with charac-
ters of other races, such as Lizardmen, Brownies or even giants. Before you agree to this,
however, you need to know very clearly the dangerous area you are getting into.
Unrestricted or ill-considered use of non-standard races can easily and quickly destroy a
campaign. Always consider a new race from a variety of angles: How does the new race
fit with the other player characters? How daes it fir in the campaign in general? What
could you accomplish with this race that you couldn’t with another?

Some players who want te play an unusual race desire only the thrill and excitement
of a truly challenging role-playing situation. The majority are, however, rules-lawyer
types who sce such races as a way to take advantage of the game system and campaign
situations. You are well advised to move slowly and carefully in this area. Allowing play-
er characters of unusual races introduces a whole new set of problems.

In creating a new non-human or demi-human player character race, the rules and
guidelines below should be followed to preserve game balance. The race should be
humanoid (i.c. it must have two hands, at least two legs and stand generally upright).
The race must be able to move about on land. It must also be intelligent. An Orc ora
Cenraur would be acceprable. The race cannot possess special abilities beyond the scope
of those already given for the other player character races. Although a dragon can poly-
morph into human form, it makes for an unacceptable player character because it has a
number of extraordinary abilities such as a breath weapon, shape changing and signifi-
cant spell use, all of which give the potential player of such a character enormous and
unfair advantages over their peers.

The race cannot be extra-dimensional or draw on extra-dimensional powers. It can-
not have significant innate spell casting ability, be undead, or possess magic resistance.
The race must have some tangible connection to the human-dominated surface world.
Duergar, evil dwarves living in the NetherDeep, have no use for any of their dwarven
brethren unless it is to push them in front of a pursuing Mindflayer. It is highly unlike-
ly that one of these diminutive phengophobiacs would decide to pursue an adventuring
career. Similarly, Satyrs resent intruders into their woods and glades, which rules them
out as player characters. You must judge this criterion based on the conditions in your
game world. [f these condirtions are met, the race can be considered as a possible play-
er character race. Some examples of races that definitely fic the profile are Orcs,
Lizardmen, Goblins, Cenraurs, and Kobolds.

When experimenting with a new player character race, allow only one at the start.
Do not begin your experiment with a whole party of Brownies. Start slowly, involving
only one player. If the new race is too powerful, dont say we didn't warn you!

Once the new race is selected, the real work begins. Examine the race and apply all
of the following guidelines to it.
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Character Abilities: All races, regardless of type, must use the same ability generation
method as all other player characters. Their scores will range from 3 to 18 unless mod-
ified by pluses or minuses,

Creature sizes, defined in the Hacklopedia, affect abilities as follows:

Creatures of Tiny (T) size have a -3 modifier to Strength and receive only a 10 hit
point “kicker” instead of the 20 hit point “kicker” standard for other races. Creatures
of Small (S) size have a -1 modifier to Strength. Creatures of Large (L) size have a +1
modifier to Strength. Huge (H) creatures gain a +2 to Strength and Garganruan (G)
creatures have a +4.

Those with an Intelligence less than average (as determined by the GM or as listed in
the Hacklopedia) suffer a -1 penalty to Intelligence and those exceprionally Inrelligent
or greater gain a +1 bonus.

All other ability modifiers are assigned by the GM. Likely candidates include minus-
es to Charisma and Wisdom and plus or minus adjustments to Dexterity. In all cases,
bonuses and penalties should balance out. If a creature has a +1 bonus to Strength, it
should have a -1 penalty to another ability. With the exception of Strength, ne creature
can have a modifier greater than +2 or -2 to any score.

Racial Ability Requirements: It is possible for a creature to have seemingly illogical
Ability Scores. However, you can ser minimums and maximums on these. Table 2A:
Ability Prerequisites for Demi-human Characters in the HackMaster Player’s Handbook
shows these limits for the standard player character races. It is your job to do the same
for nonstandard races. As a guide, creatures of large size should have at least an 11
Strength and, unless they are described as agile or quick, should have a ceiling of 17
Dexterity. Dull-witted creatures (those of low Intelligence) should have a limit of 16
Intelligence. You can waive any requirements if, for example, a player wants (or gets) a
Hill Giant character with Strength 6 — tough luck for him! Some rationale should be
offered, however. (In the case of the weakling Hill Giant, perhaps he was the runt of the
family with a degenerative tissue disease, cast out by his fellows, and forced to take up
adventuring.)

Character Classes: You must judge whar character classes the new race can be, Use
the following information as your guide, and start with a narrow range of options. You
can always widen it later. Almost any sort of creature can be a fighter. None (except
humans) can be paladins. Those favoring the outdoors (Centaurs, for example) may be
rangers. Those with penalties to Wisdom cannot be clerics; others can be clerics only
if their descriprion in the Hacklopedia mentions NPC clerics and the creature has some
type of social organization (a tribe, clan, etc.). Sylvan or faerie characters may be
druids. Those with penalties to Intelligence cannot be magic-users. If the description
in the Hacklopedia implies that a creature is stupid, dull-witted or in any way averse
to magic and spell casting, it cannot be a cleric or magic-user. A Dexterity penalty
does not necessarily prevent the character from being a thief, just a capable one.
Crearures of large size or greater must have severe penalties applied to their base
chances for success in the various thieving disciplines. If it is implied that a creature
is clumsy or awkward, it too must have severe penalties (see Table 3NN: Thieving Skill
Racial Adjustments in the HackMaster Player's Handbook and use the penalties
applied to half-ogres as a starting point). A new character race can be multi-classed if
there is more than one porential class open to it (e.g. fighter and thief), Classes from
the same group cannot combine into multi-classes (e.g. fighter/ranger). Characrers
from variant races must also have scores of 14 or higher in the prime requisites of both
classes to qualify for multi-class standing.

This particular condition does not apply to normal player character races.

Level Limits: Like all non-

humans, new player character Table 2A:

races h'avrf level limits, However, Maximum Levels for Variant Races
these limits are lower than those . iy o

for other non-humans, since these Pr,me ReqL!|5|t:=e Score Level Limit
races are often unsuited to adven- | = |9 Il et A S
turing. (Perhaps this explains why i :? ; ; i i
player characters of these races are 13 ry

so rare.) The maximum level a 13 7
character from a variant race can 14 8

artain depends on the character’s s i 9 T
prime requisite Ability Score (or T ARy S Ui Tt
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mine the character’s maximum

level.

As with the standard demi-human races, these level limits are there for a reason. It is
unusual enough that a member of the race has become a player character ac alll Wichout
the direct intervention of the gawds themselves, a character from a non-standard race can
never rise above 12th level.

Alignment: The Hacklopedia lists alignments for most races. If an absolute align-
ment is listed (e.g. “good” or “chaotic neutral”), the player character has thar alignment.
If only alignment tendencies are given, the player can choose any alignment.

Hit Points: All creatures roll their hit points using the die appropriate to their cho-
sen class plus the 20 hit point “kicker” {or 10 point “kicker” in the case of tiny crea-
tures). At lst level, Large and greater size creatures gain one additional hit point for
every Hit Die the creatures would normally receive (pluses to the die are ignored) in
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addirion to their normal Constitution bonus. Thus, a Gnoll thief with a Constitution
of 11 would still gain a +2 hit point bonus at first level, since Gnolls normally have 2
Hit Dice. (Remember that Large size creatures suffer larger-than-man-sized damage
from weapons!) Thereafier, all new races earn hit points according to level advancement,
Constitution, and character class.

Level Advancement: The character progresses like all others of the same character
class. Being a nonstandard race does not give the player character any special benefits
: A
to his character class.

Armor: Most creatures (Orcs, Gnolls, Goblins) have an Armor Class of 10 (and thus
wear armor for protection). Some creatures, however, have natural armor which is
retained by the player character. These characters gain the benefir of a +1 bonus ro their
AC only if any other armor worn is worse than or equal to their natural Armor Class (as
per horse barding), If better armor is worn, natural armor is ignored and Armor Class
is derermined by the armor being worn. Odd-sized and odd-shaped creatures cannot
wear off-the-shelf armor; it must be custom made (a good rule of thumb is thar this spe-
cialty armor costs twice as much for creatures through size M, quadruple for size L, eight
times as much for H and twenty times as much for G.)

Movement: The creature’s movement rate is the same as that listed in the
Hacklopedia.

Artacks: The player character is allowed the number of attacks given his character
class and level, not the number listed in the monster description in the Hacklopedia.

Size Problems: Players who play Large-sized creatures hoping to get an advantage
over others should quickly discover many problems they did not anticipate. Consider
the plight of the player who decides to run a Hill Giant. Right away, he will have a hard
time buying basic equipment. Who makes boots for giants in a human town?
Everything must be custom made at two to twenty times its normal cost. This is a minor
inconvenience compared to other difficulties. Buildings and dungeons are usually buile
for humans and other Medium-sized creatures, denying the large oaf the opportunity for
lodging and causing severe difficulries in most dungeon crawls. Even the most stubborn
player will eventually tire of drinking from thimble sized cups and buying five dinners
ata time. Will he enjoy spending a restless night in a leaky stable while his companions
enjoy warm feather beds upstairs in the inn? Days of traveling will quickly show him the
joys of blisters while everyone else rides (no horse can carry him), especially when his
companions gallop spryly away from oncoming danger, leaving him in its path. Ropes
will have an annoying tendency to break when the big lug tries to climb them. And the
Hill Giane better have ar least 20 friends handy ro pull him our of thar 30-foot pit!

NPC Reactions: On the personal side, expect NPCs to have strong negative feelings
abourt an unusual player character race. He will likely be an outcast and a liability to the
other players. These reactions will make life more difficult for the player character, but
they are the price the power player pays for his unusual choice.

Final Note: If you, through an arrogant disregard for our warnings, find yourself
knuckling under to the demands of your players and are in danger of losing control,
keep this fact in mind. Turnabout is fair play. The next band of Ores they encounter is
likely to be battle hardened veterans, each of which is an 8th level fighter. Tempora
mutantuy, nos et mutamur in illis.

Player Character Classes

The HackMaster Player's Handbook discusses the nucleus of characrer classes,
explaining the mechanics of how they work and whart they can do. However, there is
more to being a GM than just knowing the hard and fast rules; after all, any idiot savant
player can manage that. Characrer classes form the hearr of the HackMaster game, so it
is useful to understand some of the concepts and relationships that define classes and
how they funcrion.

Class, Level and the Common Man

Character class and level are handy measures of a character’s capabilities. Every class
outlines a basic role for the character — a manner in which he can best contribute to the
dungeon crawl and ultimately in life. Each level defines additional power and provides
a system whereby you can quantify and balance encounters. With only a little pracrice
you will learn thar characters of X classes and levels can easily defeat monsters with a
Hackfactor of Y, but that monsters wich a Hackfactor of Z will cause them serious prob-
lems. This helps you create exciting, balanced adventures for your players. Yer, at the
same time, you must be aware that the concepts of classes and levels don't really apply
to the civilian world. The longshoreman unloading the caravel from whence the char-
acters have just debarked isn't a Ist, Sth, or 18th level dockworker. Such a concepr is
ludicrous in the extreme. Only a complete dunderhead would waste time creating peas-
ant characters of various levels. The longshoreman is a commoner whose job it is to load
and unload cargo on seagoing vessels. The waitress is not a special class, nor do levels
define her abilities. Her sassy artitude is a function of her personality, not her level as a
commoner. The longshoreman or waitress may be exceptionally skilled and competent,
but for them this is not measured in character classes. There is no such thing as a dock-
worker or restauranteur class, any more than there are merchant, nobility, smith, aristo-
crat, hermit, navigator, tinker, beggar, clerk or commoner classes. These are occupa-
tions, not all-encompassing descriptions. Absurd attempts at generating complete class-
es for commoners in a high-fantasy game is a symptom of foolish game designers and/or
a company thar has its own way and no longer has the pulse on the needs or desires of
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the average gamer. Push such games away with disdain as they will only degrade rapid-
ly as each succeeding supplement secks 1o outdo the last for thoughtless blather and
shrinking content value, In HackMaster, commoners are common and heroes are hero-
ic. The situation would be utterly ridiculous if every NPC had a character class. You
would potentially have 7th level waitresses (perhaps the hostess?), 3rd level street urchins
and 5th level merchants reporting to a name-level guildmaster. The whole concept
defies common logic and utterly boggles the mind.

In HackMaster, we do it the right way. Most non-player characters are just com-
moners making a living and nothing more, Only a few people actually attain any char-
acter level. Not every soldier serving in a war becomes a fighter (in fact, the first level
fighter level title is “Veteran’ indicating the character probably already served in the mil-
itary in some capacity). Not every invalid beggar who cons a gullible paladin becomes
a thief. Characrers with classes and levels have them because they are in some way spe-
cial. This has nothing to do with Ability Scores, class abilities or levels, Such characters
are special by definition. The fact that players control player characters renders them
special. Perhaps these special individuals are more driven, have some unknown inner
spark or just the right combination of ralents and desires. That's up to the players.
Similarly, non-player characters with classes are special because you as GM have so dic-
tated. Plain and simple. There is no secret reason for this, it just is.

0-Level Characters

The great mass of humanity, elven-kind, dwarves and halflings, are “0-level” (zero-
level) characters. They can gain skills, talents and proficiencies, bur they do not earn
experience points for their activities. These common folk form the backbone of every
fantasy world, making goods, selling cargoes, building ships and sailing oceans, cutting
trees and hauling lumber, raising and tending livestock, raising crops and just abour any-
thing else necessary to keep the economy moving. Many are quite talented craftsmen
and artisans. They tend to be even more proficient than player characters with the same
training. Afrer all, 0-level characters earn their livings doing this kind of work. For play-
er characters such skills are almost more of a hobby. For the vast majority of 0-level
NPCs you create and use in your game, all you need to know is a name, a personality,
and an occupation. When the characters deal with the blacksmith or the innkeeper,
there’s no need to create Ability Scores, to-hit adjustments, Armor Class and the like.
This assumes, of course, that your player characters don’t go attacking every blacksmith
and innkeeper in sight. 1f they do, (always a possibility), you need to know a little more
abour O-level characrers.

Ability Scores: These range from 3-18. For simplicity, don’t worry about most racial
modifiers for the demi-human races. Racial modifiers to combat, Armor Class, hit
points, etc., do apply.

Skills and Proficiencies: At best, a [non-mercenary] 0-level character will have one
weapon proficiency, if that character’s profession reasonably allows for it. For example, a
blacksmith could be proficient with a warhammer, and an innkeeper might be allowed
skill with a club (the axe handle under the bar...), but there’s little chance a clerk is going
to be skilled with any type of weapon. In nonmilitaristic skills, talents/arts and profi-
ciencies, O-level characters have as many, and at the level of mastery, as are needed (and
reasonable) given their profession and age. Thus, a blacksmith will have the sophisticat-
ed task: blacksmithing skill, usually in the Advanced (51+) mastery range. Novices and
incompetent craftsmen have the bare minimum training and skill (mastery range 0-25).
Typical journeymen spend two or three slots on their main skill (mastery range 26-50).
Experts and brilliant artists who devote all their ability to a single skill, talent or profi-
ciency usually possess a high degree of mastery in their chosen profession. Masters, who
watch over the work of journeymen and apprentices, are normally no more accomplished
than journeymen but have additional skills in other relevant areas such as administration.

Hit Points: The majority of people have from 21-24 hit points (20+1d4) or 1/2 of a
Hit Die. Dwarves and gnomes average from 21-28 hit points (20+1d8) or one Hit Die.
Adjustments can be made for occupation or condition as indicated on Table 2B: 0-Level
Hit Points by Tide.

Some players think it is Table 2B:
unrealistic thar a rypical 0-Level Hit Points by Title
peasant cannot be killed | profession Die Range
by a single sword blow, a | Manual Laborer 20%1d6
fall from a horse or a | soldier ; e LA041dR
thrown rock. However, in | Above Average Active Person 20+1dS
the real world, people can | Average Person 20+1d4
and do survive incredible | Sedentary Person 19+1d3
injuries and wounds. Itis | Invalid/Beggar 15+1d4
sometimes useful to make | Child UTHEET
important NPCs, such as | Youth 3dé

O-level kings or princes,
tougher than the average person. This is particularly imporrant in the case of rulers; oth-
erwise some crazed player character is going to overthrow the campaign kingdom with
a single lucky swipe of his sword. This is normally not a desirable result and can upset
your carefully laid plans. However, using hit points to do this is NOT the proper
method. Just because you want your zero level NPC king to be tough doesn’t give you
the right to tamper with the rules. These rules are above you. The right thing to do is
think about the situation realistically and make the king stronger through applied logic.
Make his body guards high level fighters. Have the king benefit from many permanent
defensive magical spells and magic items (obrtained with his vast wealth). He could even
be a clone of himself. Let it be known that his son has several high level assassins in his
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employ and that he would be greatly put out if his father were to die unnaturally early.
The methods are as infinite as your imagination, so don't go needlessly stampeding
toward an extra dozen hit points or more as a solution.

Adventurers and Society

Since most people do not fall into a particular character class, how common are those
with character classes and how do they fir into the seciery around them? This is an
important question, one you will answer as you create your campaign. You don’t have
to sit down and calculate a precise formula (e.g. 2% of the population are adventurers),
although you certainly can do so if you want. More likely, the answer will form over
time. As you populate villages, create encounters and GM game sessions you will
unconsciously make your choices about frequency and character role. As a general rule,
the more “rough and tumble” the area, the more likely thar individuals with character
classes will be present. A wealthy commercial district in a major town far from the fron-
tier will doubrlessly contain far fewer adventurers. There are, however, differences in
how frequently che different class types will logically show up.

Fighters

Fighters are by far the most common character types in normal campaigns. They meet
the least stringent class requirements and are drawn from the biggest pool of ralent: sol-
diers of innumerable field armies, mercenary companies, town militias, palace guards,
temple hosts and sheriff's men. In such forces, the potential fighter learns his trade. He
is taught how to wield and maintain his weapon(s) and grows accustomed to bearing the
heavy load of armor and equipment on long marches, He learns basic tactics and earns
acceptance as a fighting man. From these ranks skilled veterans go on to become 1st level
fighters. Such men are often given rank in recognition of their comperence. Thus, a Ist
level fighter may become a sergeant.
sively higher level fighters. However, this trend is not absolute and often breaks down at
the highest levels. A legion’s commander may only be an upstart 8th-level fighter but due
to his high level of skill mastery in the military: leadership and military: operations skills,

The tendency is to award officer ranks to progres-

he now commands barealions led by 9th and 10th level fighters! Level is no guarantee of

rank, nor is rank fixed to level. Some people don't wanr responsibility and all the hassle
that inevitably comes with it. They would rather receive a specific mission from the “big
picture” guy. Political maneuvering, social class and favoritism can raise even the lowest
level character to the highest position of authority, thereby ensuring thar most choice
ranks in any army will be filled by cavaliers, not simple fighrers.

Few armies are composed of high or even low-level fighters. Opportunities to gain
experience in battle are necessarily fraughe with danger and only the small minority sur-
It is just not possible to find an
army composed solely of 4th level fighters. Its rare enough to find a single unit staffed
exclusively with leveled fighters, Such units are elite, superbly trained and outfirted, and
are normally held in reserve for special tasks. They may be the shock troops of an
assault, the reserve of an army held back for a decisive counter-attack, or a special oper-
ations “monster squad.” Adventurer fighters (whether player characters or NPCs) are
those who have struck our on their own. Not every man is content to either take orders
or give orders, and fame seldom comes to the common foort soldier (though of course
there is the occasional Audie Murphy). Some men are willing to try ro rise through the
ranks, but it is by no means an easy or speedy process, There aren't many openings, nor
is it a path where skill at arms guarantees success. Given all this, it's not surprising that
most fighters opr for the more direct method of adventuring. In the course of adven-
turing, though, many fighters ironically find themselves becoming leaders and com-
manders, assembling men around them as they carve their own place in the world,

vive long enough to become accomplished fighters.

Paladins

Paladins are rare, in part because of the statistics of dice rolling and in part because
paladinhood is an exacting road for characters to follow. It is human nature to err and
fall from the special state of grace required. Few characters are up to these demands, but
those thar are can be truly special. You will not find military units with hundreds or even
dozens of paladins, At best, they form small groups. Ofien, because of the sterling exam-
ple they set, paladins lead others in battle. On the other hand, they tend to be ill-suited
to the task of ruling, which roo often requires compromise of one’s principles. It is com-
mon to find the paladin working in cooperation with the clergy of his religion, but lone
paladins, carrying their faith into the wilderness, also appear in the tales of legend.

Dark Knights

The evil knight (somerimes colloquially known as an “anti-paladin”) is also rarely
encountered, in part because the statistics of dice rolling weigh against generating such
a character but also because many infernal demands are placed upon his shoulders. The
champion of evil has many eyes watching him and the penalty for failure tends to be
more severe than receiving a counseling statement! Few characters are up to these
demands, but those that are can be truly diabolical. Often, because of their sinister
Charisma, dark knights lead others in battle. They also tend ro be well suited to the task
of ruling with an iron fist. It is common to find the dark knight working in coopera-
tion with evil clerics.

Knight Errant

These vainglorious loose cannons are often a menace ro adventurers. Whenever

there's fame and fortune to be had, knighrt errants are sure to appear. Since said oppor-

32

The HackMaster GameMaster’s Guide

‘“fv
w\u Iu, "

tunities tend ro closely correlate most to adventures in which players find themselves
embroiled, there is often friction (if not open conflict) between the two.

Rangers

Rangers tend to be gruff loners, uncomfortable in the company of “civilized” men.
They are also uncommon, again due to the demanding ability requirements of the class.
These two factors make companies of rangers most unlikely — only marginally less
common than hordes of paladins, Although loners, they do not mind the company of
other rangers, those who understand the ways of the wilderness and the need for space.
Small groups of rangers will sometimes join an army as its scouts, especially if the need
is pressing and the cause is just. They will occasionally be found in remote villages or
near untracked wildernesses. Here guides, scouts, woodsmen, trappers and pioneers
form the pool from which the ranger ranks are filled. Few can be found in civilized
lands—rangers in cities are cruly oddities.

Cavaliers

Though not as rare as paladins, their membership in the aristocracy ensures that they
keep their distance from the “unwashed masses.” Most will serve in high-profile posi-
tions (preferably as large unit commanders but potentially as ambassadors or governors)
within the established order. Interaction with them on the pare of adventurers will be
rare and usually handled by intermediaries unless of grave importance. If they can lower
themselves to seck assistance it will only be for “messy jobs™ with litde porential for
recognition by their peers and superiors.

Barbarians

Owing to the nature of the environment needed to foster the future barbarian, they
understandably will not be encountered in the civilized areas of Garweeze Wurld unless
as part of a raiding party, captured slave or gladiator. However, in those areas not domes-
ticated by civilization, they are found in numbers. In fact, many of the healthy people
berween 16 and 40 will probably be 1st level (or greater) barbarians!

Berserkers

The inherent self-destructive bent of these guys ensures a shorr life span.
shunned by most people and consequently rarely encountered.

They are

Monks

This special class of fighter draws their power from rigorous mental and physical dis-
cipline. Complete withdrawal from ordinary society is a prerequisite for the pedagogic
meditation necessary in attainment of samadhi. This is not to say thar monks do not
have strong ties to the communities around them. Indeed, in times of rouble these Zen
masters will intercede in conjunction with the clergy to combat some terrible menace,
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Most of the inhabitants of a monastery are there secking enlightenment; pursuit of an
adventuring career is never a goal of the typical monk. Thus, an adventuring monk is
an oddity driven by some higher purpose.

Clerics

Cleric characters are not required to take up arms and set out on adventures to smite
evil. No, their hierarchies require administrators, clerks and devout workers of all types.
Thus, although there may be many clergymen at a femple, only a few will have a char-
acter class and levels. Not all of the faithful at a temple are 1st level (or higher) clerics.
Most are deacons or nuns, devout men and women working to serve their faith. Non-
adventuring clergy are no less devout than their adventuring brethren, nor do they
receive any less respect. Thus, it is possible to have leaders within a religious hierarchy
who show no signs of special clerical ability, only proper faith and piety. Even more so
than with military men, level is not a determiner of rank. Wisdom and its use, nor the
application of firepower or the number of foemen smitten, are the true pearls of the cler-
gy. In the end, adventuring clerics tend to form a small nucleus of crusaders for the
faith. They are the ones who demonstrate their faith by braving the dangers thar threat-
en their beliefs, the ones who set examples through trials and hardships. From these,
others may spiritually profir.

Druids

As with clerics, NPC druids foster a community and are even less inclined to be
adventurers. Inherently pacifistic, druids seek to maintain the status quo balance of
nature. Humanoid tribes, given their tendencies towards wanton destruction, tend to
be most likely to cause druidical circles to step forth and combar the threar. However,
an encroaching civilization with its atctendant deforestation, road building and overgraz-
ing can also draw their ire.

Magic-users

Magic-users are the most iconoclastic and self-important of all the characrer class-
es, for they are unique among all character classes. The peasant can pick up a sword
and fight; a pious man can hope to serve his faith; a local wag can spin a good rale;
and an unprincipled cad can rob the local merchants. But no one other than a
magic-user can cast magical spells. The need for highly specialized training truly sets
them apart, and they know it. When magic-users gather, they tend to form societies
or associations, organizations for men who speak of things not understood by the
common folk (much like scientists, scholars and sages). These guilds can be extreme-
ly powerful. The combination of lofty 1Qs coupled with vast resources and potent
magic can easily result in a veritable “Manhattan Project.” The machinations of
some of these groups defy scope.

To oursiders, magic-users seem aloof and daunting. Like craftsmen, they are most
comforrable in the company of their fellows, speaking a language they all understand.
The untrained, even apprentices, are intruders upon this fellowship and are apt to
receive an icy and rude reception. Magic-users are an eccentric, even perverse, lot,
They're likely to be found just about anywhere. Nonetheless, they have an affinity for
civilization, ranging from small villages to vast cities. Many magic-users become adven-
turers, although it is an extremely dangerous undertaking to which they are ill trained
and ill-suited. The powerful magical devices they crave usually lie deep in the bowels of
some dungeon and it is only with the aid of a band of lunkhead fighter-types that they
can get their grimy hands on them!

Some magic-users spend their time experimenting in seclusion or working in the
service of others, preferably well-paid. Nearly all major families, merchant princes and
nobles have a magic-user or two in their employ. A few atrempr (generally without suc-
cess) to have these magic-users mass-produce magical items. The problem is that magic-
users are difficult to manage. They do not care for others bossing them around or
encroaching upon their perceived privileges and rights, especially since they have the
magical resources to make their displeasure known. Also, they are usually kept busy
finding ways to strike at their employer's rivals (or thwarting such atrempts against their
own lord). Foalish is the king who does not have a personal magic-user, and lamenta-
ble is the ruler who trusts the wrong magic-user.

There are a few odd magic-users who spend all their time shut away from humanicy
in dark, forbidding towers or gloomy, bat-infested caves. Here they may live in rooms
where opulent splendor mingles with damp foulness. Perhaps the strains and demands
of their art have driven them mad. Perhaps they live as they do because they see and
know more than other men. Who knows? They are, after all, eccentric in the extreme
and doubtlessly on the path to someday becoming a Lich!

llusionists

Ilusionists tend to be more detached from reality than magic-users. They tend to
crave attention, though, and enjoy living in large communities where they can bedazzle,
shack and amuse people far less clever than themselves. The further they progress in
their art, the more they become enamored of rwisting reality. Most higher level illu-
stonists live in a world entirely of their own imagination,

Battle Mages

Focusing on the martial applications of magic, battle mages are less prone to dabble
in aloof theory than ordinary magic-users. Their skills are highly sought after by those
commanding armies. Since they age at twice the normal rate, battle mages are all about
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the “here and now” and are practical to the point of bluntness. Most NPC bartle mages
will be employed by a warlord or similar type.

Thieves

Thieves, easily the most common class after fighters, are often people who don't fit in
elsewhere. Unlike other classes, nearly all thieves are adventurers, often by necessity.
True, many settle permanently in a single area and live off the local population, but
when your life tends to be in defiance of the local law, you have to live with your bags
packed and be ready ro leave at a moment’s notice! Each job is an adventure involving
risks (including, possibly, death), and there are precious few opportunities to relax and
let your guard down. Thieves occasionally form guilds, especially in major cities and
places with a strong sense of law and order. In many cases, they are forced to cooperate
merely to survive. Influential thieves see guilds as a way to increase their own profits and
grant them a modicum of respect. They become crime lords, directing operations with-
our ever having to dirty their hands. At the same time, the membership of a thieves’
guild is by definition composed of liars, cheats, swindlers and dangerously violent peo-
ple. Thus, such guilds are hotbeds of deceir, treachery and back-stabbing (literally).
Only the most cunning and powerful rise to the top. Sometimes this rise is associated
with level ability, but more often it is a measure of the crime lord’s judge of characrer
and political adeptness. Curiously, thieves who are masters of their craft tend not to
advance too high in the organization. Their talents in the field are oo valuable to lose,
and their effort is expended on their art, not on maneuvering and toadying. There is,
in fact, no rule tha says the leader of the thieves' guild has to be a thief. The leader’s
job involves Charisma, character appraisals and politicking; a powerful crime lord could
turn our to be a shifty merchant, a well-educated nobleman or even a Nefarian.

Assassins

Universally loathed by nearly all sentient races, assassins have carved out a niche for
themselves as a resource of last resort. Even the darkest souls are loath to seek the serv-
ices of such characters, for it is well known thar their loyalty is for sale to the highest bid-
der. Tit-for-tat assassinations are the norm once this card is played and this is a high
stakes game indeed. Never again having a restful night's sleep is a high price to pay for
conveniently disposing of a rival.

That being said, there are enough desperate and greedy folks in the world to keep assas-
sins gainfully employed. More so even than thieves, assassins are forced to cooperate if they
wish to keep breathing. Nearly all assassins belong to a guild. While the ranks of a thieves’
guild may be filled by non-professionals, such is not the case with assassins. Assassins’
guilds are highly secret organizations usually long established in a large city. Secrecy is
paramount for they can number nearly all of humanity as their enemies, most notably their
employers! (The surest means of protecting oneself from a retaliatory assassination is to kill
the assassin you just hired.) Contracts will typically only be taken from individuals well
known to the guild and then only through a Byzantine network of agents. The true iden-
tity of the assassin, or indeed any member of the guild, will never be revealed. Freelancing
is an anathema to the guild not only because it deprives them of the fee but more impor-
tantly because it endangers the lives of every member of the guild.

Typical fees paid (in gold pieces) for assassination are listed on Table 2C: Minimum
Fees for Assassination,

Table 2C:
Minimum Fees for Assassination*
Level

Of Level of Victim
Assassin 0 -2 3-4 5-6 7-9 1012 13-15 |6+

I 50 100 150 200 250 <= gt o

2 60 120 175 250 1300 350 - ==

3 75 150 225 300 400 500 i T

4 100 200 300 450 600 750 1,000 —

5 150 300 450 700 900 1,100 1,300 1,500

6 250 500 750 1,000 1,300 1,600 2,000 2,500

¥ 400 800 1,200 1,600 2000 2500 3,500 4,500

8 600 1,200 1,800 2400 3,000 3750 5000 7,500

9 850 1,700 2,600 3,500 4400 @ 6000 7,500 10,000

10 1,200 2400 3,600 4800 6000 8000 10,000 15000

I 1,700 3,500 5100 7,000 9,000 12,000 15000 20,000

12 2500 5000 7,500 10,000 13,000 17,500 20,000 25000

13 3500 7,000 11,000 15000 19,000 25000 32,500 40,000

14 5,000 10,000 15000 20,000 27,500 35000 45000 60,000

15 10,000 20,000 35000 50,000 75000 100,000 150,000 250,000

16 15,000 30,000 55,000 80,000 122,500 165,000 255,000 440,000

17 20,000 40,000 75,000 110,000 170,000 230,000 360,000 630,000

18 25,000 50,000 95,000 140,000 217,000 295000 465,000 820,000

19 30,000 60,000 115,000 170,000 265,000 360,000 570,000 1,010,000

20 35,000 70,000 135000 200,000 312,500 425,000 675,000 1,200,000
*Important, popular, and/or noble victims will be considered as being above their actual level
with respect to fee. For example, an elder of a town who is generous and just (thus popu-
lar) might be only 4th level, but for purposes of payment for assassination the character
would be considered at three times actual level.
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Bards

Bards are very common, rivaling thieves in their lack of rarity and, like thieves, tend
to be adventurers, bur for somewhat different reasons. They do often violate the law
and, in particular, anger their latest mark, and find it necessary to move on to the next
town and the next adventure. But just as often they are driven by lack of casy marks,
Although some bards sertle down in a rown or city, most travel from place to place.
There are generally no bard guilds or schools, no colleges, societies or clubs. Instead,
bards sometimes band in small groups, loose affiliations that allow them to work their
scams on unsuspecting patsies. Most frequently, however, bards rely on the informal
hospitality of others. Universally charming and full of entertaining stories, bards make
wonderful guests (that is, unril they've taken off with your silverware).

Character Classes in Your Campaign

While the character discussion above provides a structure for adventurers in the game,
your own campaign might be quite different. Whenever you alter the balance of the
character classes, be sure you consider what the changes could do to your campaign.

High-Level Characters

Along with character classes and levels comes the natural tendency to classify cam-
paigns according to the level of the characters. Experienced players speak of “low-level”
or “high-level” games in different terms and, indecd, such games are different from one
another. Also differing from game to game, however, is the definition of high level.

Defining “High Level”

What constitutes a low or high-level game is a matter of taste. Generally, GMs and
players find a range of character levels that is comfortable for their style of play.
Campaigns that commonly have 4th to 8th level characters consider those with 12th
level or more to be high level, while those with 12th level characters set the limir closer
to 18th or 20th level. While there is no set break-point for high level, character duties
and responsibilities begin to change around between 9th and 12th level. Generally,
players find battling monsters and discovering treasure to be less and less sarisfying as
time goes on. Their characrers’ abilities are such that monsters need to be almost ridicu-
lously powerful to threaten them. Treasures must be vast to make an impression, While
incredible foes and huge treasures are good once in a while, the thrill usually quickly
wears thin,

Changing Campaign Styles

When players begin to get jaded, consider changing the style of the campaign.
Higher level characters have great power, they should have adventures where that power
influences and invelves them in the campaign world. As leaders, rulers and wise men,
their actions affect mare than just themselves, spreading ourward in ripples over those
they rule and those they seck to conquer. Political machinations, spying, backroom
deals, treachery and fraud become more pronounced. While these elements can play a
partin a low-level campaign, ac higher levels the stakes are much greater. Added intrigue
can be introduced into a campaign gradually.

For example, Rangvald, a mid-level fighter, is appointed sheriff of a local village as a
reward for his sterling deeds. He can still adventure as he is accustomed, but now he
must also watch over the villagers. The GM has the local bandits raid the trade road.
As sheriff, Rangvald must stop them. He goes with a small group, only to discover a
camp of 500 outlaws. Realizing he’s badly outnumbered, he beats a hasty retreat, raises
a small militia, and clears the countryside of the enemy. With this he rises in level. In
addition, his lord is pleased and grants Rangvald stewardship of several villages, with
sheriffs under his command. The neighboring baron (who organized and sent the ban-
dits) notes Rangvald’s success with mild displeasure, planting the seed of a festering hate.
More immediately, the craven and vengeful sheriff of the next village on the road (whose
incompetence allowed the bandits to flourish) suddenly finds himself out of favor. He
blames Rangvald and searches for a way to bring the new steward down, ruin his life and
hopefully urinate on his grave. As the campaign progresses, you can slowly spin a web
of intrigue around Rangvald as enemies, open and hidden, seek to block his progress and
generally mess with him.  Against the odds, Rangvald may find himself destined ro
become the king’s champion, gaining new titles, responsibilities, friends and enemies
along the way. On the other hand, your NPCs may be too much for him as his char-
acter fails one mission after another, bringing dishonor upon himself and his clan,

Above 20th Level

Theoretically, there is no upper limit to character class levels (although there are racial
limitations). The marerial presented in the PHB typically rakes characters only to 20th
level, our intensive research programs and accelerating campaign testing laboratories
have indicated thar player characters are most enjoyable when played within the 1-20
range. Above 20th level, characters gain few additional powers unless they attain
HackMaster status (see HackMaster class section). Consummate skill and creativity are
required to construct adventures for extremely powerful characters (at least adventures
thar consist of more than just throwing bigger and bigger monsters at the nearly unbear-
able party). Very high level player characters have so few limitations that every threar
must be directed against the same weaknesses. And there are only so many times play-
ers can save the universe before it becomes old hat.
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Retirement: When characters reach the level where adventures are no longer a challenge
without undue work on your part, players should be encouraged to rerire them. Retired
characters enter a “semi-NPC” state. The character sheets and all information are entrust-
ed to the GM's care, A retired character still lives in the campaign world, usually settled
in one spot, and normally has duties that prevent him from adventuring. While in your
care, he does not gain experience, use his magic items or spend his treasure. It is assumed
that he has income to meet his normal expenses. The retired character can be used to pro-
vide players with information, advice and some material assistance (if this is not abused).
However, his overall actions are controlled by you, not the player who originally created
the character. [farall possible, player characters should be encouraged to retire as a group.
This way all players can create and play new characters of approximately the same level. If
only one player rerires his character to start a new 1st level character while all the others
continue with 20th level characters, the poor newcomer can' really adventure with them.
(If he does, the player will simply end up carrying a torch!)

Seme players may be reluctant to retire a favorite character. Explain to these players
that retirement doesn’t mean the character can never be used again. Be sure to create
special adventures that require those high-level heroes to come out and do baule. Every
once in a while the old adventuring group may have to reassemble to deal with some
threat to the kingdom or the world. It’s the chance to show these upstart new charac-
ters just whar a really powerful group can do! It also gives the players the opportunity
to role-play some of their old favorites. If the players see the opportunity to use their
powerful characters, even infrequently, they will be less reluctant to spend most of their
playing time with new, lower level characters. If they continue to refuse, just devise a
way to kill one of them off permanently. Then the other cowards will surely retire rather
than see their precious little magic-user perish.

Beginning Character Levels

[Fac all possible, start characters at Ist level. The lowest character levels are like the early
years of childhood. What happens to a character during these first adventures will do
much to determine how thar character will be role-played. Did Oskar the Dwarf save the
day by fool-hardily charging into battle when he was a mere Ist level? If he did, the odds
are good the player will try it again and will begin to play Oskar as a bold and reckless fel-
low. On the other hand, if Oskar was clobbered the first few times he rushed in, the play-
er would begin to play Oskar as a cautious, prudent fellow (maybe branding him as a cow-
ard). Even the smallest events can have a great effect on low-level characters, so these
events sharply etch the behavior of the character. Deny the player these beginning levels
and you are stripping him of the opportunity to develop his characters personality. See
rules for starting characters above first level in Chapter 1: Player Character Creation,

Pre-Rolled Characters

It is useful to have a few pre-rolled characters on hand. These should be of several
different levels and classes, with equipment, quirks/flaws and Skills/Proficiencies/ Talents
noted. These “instant” player characters can be used by guest players (those only able to
play in a few sessions) and as NPCs. They should NEVER be given over for use on a
permanent or semi-permanent basis,

Character Class Specifics

Followers For Player Characters

Your players will probably know that upon reaching cerrain levels and portentially
doing certain things (such as building a stronghold) they will be entitled to attract a
body of followers. These followers might be fanatically loyal servants of the same gawd
(or gawds) in the case of clerics, stalwart admirers of fighters, or just a bunch of slackers
looking for a handout. Your players will eventually badger you for information on who
or what they gain. When the time actually comes and they have reached the level and
done the right things, you will be able to quickly inform each and every one concerned
of what fate has decreed by way of followers:

Pixie Fairy Thralls Table 2D:

Upon gaining 5th level, a pixic fairy Pixie Fairy Woodland Thralls
may call a woodland creature to Roll Thrall
become its thrall. When a pixie fairy | SHWEMETES
summons a woodland thrall, use Table g 5qulml
2D: Pixie Fairy Woodland Thralls. 3 Rabbit

4 Raccoon
The Paladin’s and Dark 5 Wolverine
Knight's War Horse 6 Badger

When a paladin or dark knight ; mm
reaches 4th or higher level, he will 9 Gopher
eventually call for a war horse (see 10 Fox

HackMaster Player's Handbook). It
will magically appear, but not in acrual
physical form. The paladin or dark
knight will magically “sec” his faithful
charger in whatever locale it is current-
ly. It is thereafter up to the paladin or
dark knighr to journey to the place and
gain the steed. As a rule of thumb, this

Note: The pixie fairy must be within 1/2 mile of
the proper [woodland] environment for a thrall
to be summoned. Summoning a thrall in the
middle of arctic tundra wouldn’t work without
appropriate modification. For example, in an
arctic area an Arctic Fox should be substituted
for Fox.
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journey will not be beyond seven days
Table 2E: ride, and gaining rhey mount shuu‘{d
Paladin’s Mount Determination | not be an impossible task. The crea-
Roll (1d1000) ture might be wild and necessitare cap-
Mount turing, or it might be guarded by an
I-5 Pony enemy of the same level as the paladin
6-10 Yak or dark knight. The latcer will then
1115 Donkey, mule or ass have to overcome the former in mortal
16-20 Bull combat in order to win the war horse.
21-25 Ox In short, the gaining of the charger is a
26-30 Horse, riding task of some small difficulty that will
31-35 Horse, light war take a number of days, possibly two or
3?:;2 a:::e \War more weeks, and wi.ll certainly test the
5175 Horsé..rnedium o mettle of the paladin or dark knight.
76-945 Horse, heavy war Once captured or won, the war horse
946-953 Hisise shlFkinaie knows its role and relationship to the
954-959 Elephant, Club-trunked paladin or dark knight, and it will
960-965 Elephant, labor faithfully serve thereafter for 10 years.
966-971 Elephant, Sabre-Toothed Thereafter, the paladin or dark knight
972-977 Elephant, War must seek another mount, as the for-
978-982 Lizard, Red-bellied Armored mer one will be too old to be useful.
983-986 Oliphant, War Thi i ———
987-989 Contiitas is war horse is exceptional in
990-592 Grifin many ways. Not only s it much more
993-995 Hippogriff powerful than an ordinary war horse
996-997 Eagle, Giant (it has 5+5 Hit Dice), but it is also
998 Eagle, Gargantuan spry and nimble (trear as a medium
999 Pegasus, Common war horse for movement if its narural
1000 Pegasus, Greater movement is less than that) and quite
intelligent (Int = 5-7) for an animal.
The number of hit points per Hit Die
] of the steed will never be fewer than
Tabls 25 509% of the level of the paladin or dark
Darlk Knlgh_ts Mount knighe, i.e. a 4ch level paladin means
Determination the war horse he gains will have at least
Roll (1d1000) 2 hit points per Hit Die, excluding the
Mount additional bonuses of +5 and the 20
1-5 Pony hit point ‘kicker.” A 16th level dark
610 Yak _ knight's special steed will have maxi-
H=15 Deonkey, mule or ass mum hit points (8) per die, or 5 X 8 =
16-20 Bull 40 +5 (additional hit points) +20
21-25 Ox (kicker) = 65 total hit points for5+5
26-30 Horse, riding Hit Dice.
31-3
35,_4: n:,::‘ It If the character loses his paladin-
46-55 Camel, Carrion hood or dark knight starus for any rea-
56-60 Moose, War son, there will be an immutable enmi-
61-65 Wolf, Dire ty between character and mount. The
66-77 Horse, medium war character will no longer be able to ride
78-805 Horse, heavy war the mount at all.  The steed will
806-813 Horse, shirkmare attempt escape at first opportunity.
814-853 Wolf, Sturm : X5
854-859 Lizard, Red-bellled Armored As the paladin’s or dark knight's
860-865 Oliphant, War “war horse” need not be a true horse,
866-871 Elephant, club-trunked the character might obtain another
872-876 Elephant, labor type of mount. Roll on Table 2E:
877-880 Elephant, Sabre-Toothed Paladin’s Mount Determination or
881-883 Elephant, War Table 2F: Dark Knight's Mount
884-886 Centisteed Determination respectively to deter-
887-889 Griffin mine the type of animal gained. Be
890-891 Hippogriff sure to apply the relevant information
892-951 Nightmare shown in Table 2G: Modifiers for
992-1000 Frightmare Tables 2E and 2E
Those animals that are ordinarily
lesser than the war horse described
Table 2G: above (5+5 HD, 5-7 Intelligence, etc.)
Modifiers for Tables 2E and 2F | will sl have those abilities as a pal-
Character Modifier adin’s or dark knight's mount. If any
Level 5-8 +10 of the animals on the table have stan-
Level 9+ +20 dard abilicies thar are greater than that
Too Much Honor iR described above, they retain those
Great Honor +30 standard abilities instead of those
Dishonorable 40 described for the generic “war horse.”
Clerics

Upon reaching 9th level and establishing a sancrioned religious stronghold, zealots
will be acquired according to Table 2H: Cleric Stronghold Zealots. Roll for each care-
gory, with all zealots starting as 0-level men-ar-arms.

Fighters, Barbarians, Cavaliers, Dark Knights & Rangers

Troops attracted by these classes are covered in the HackMaster Player's Handbook.
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Table 2H:
Cleric Stronghold Zealots
Roll Followers

2d4 heavy cavalry, plate mail & shield; lance, broad sword, and mace
Id4 medium cavalry, chain mail & sh . flail and short sword

5d6 light cavalry, studded leather & shlald:‘lisht crossbow and pick
5d4 heavy infantry, splint mail; battle axe and long sword

5d6 heavy infantry, chain mail; pole arm* and hand axe

5d6 heavy infantry, ring mail; heavy crossbow and short sword.

10d6  light Infantry, padded armor & shield; spear and club

*Select type or types randomly or assign whichever you desire.

Thieves

Thieves attracted by a thief establishing a guild are covered in the HackMaster
Player’s Handbook.

The following additional explanations of thief abilities will help you to prevent abuse
of these activities by thieves, and other characters able to use these abilities (i.e. assas-
sins, bards and monks) in your campaign. The dice roll to determine success or failure
for any thief function must be kept absolutely secret, so that the thief (or other charac-
ter) does not know the results!

Back Stabbing; Opponents that are aware of the thief’s presence will be able o negare
this attack form (e.g. the monster in question sees the character circling around and is
thus aware of the possibility of an attack from the rear). Certain creatures (Oryughs,
slimes, molds, etc.) either negate surprise or have no definable “back” to their body mass,
thus negaring this ability.

Picking Pockets: Failure allows additional atremprs. The vietim might notice and
allow the thief to operate anyway in order to track him back to the place he uses as a
headquarters. One attempt at picking a pocket can be made during a round.

A victim’s Wisdom can affect a thief’s chance of success to pick pockers. For every
point of Wisdom below 10, the thief gains a 3% bonus to his chance of success.
Conversely for every point of Wisdom above 11, the potential victim reduces the thief’s
chance of success by 3%.

Furthermore, certain races are more difficult to steal from than others. The follow-
ing modifiers apply to the thiefs chance of success based on the race of the victim. A
thief’s chance of successfully picking a pocker is also modified by his size relative to his
victim, If both the thief and the victim are the same size category, there is no modifier.
If the thief is of a size category larger than his intended victim, there is a —10% modifi-
er per size category difference. If the thief is of a size category smaller than his intend-
ed victim, there is a +5% modifier per

size category difference. (This assumes Table 2I:
the thief is able to reach the pocker or . .
. - - Pickpocket Victim Racial

storage area in question (e.g. flying
pixie fairy, victim is laying down, etc.) Modifiers
Refer to Table 2I: Pickpocket Vietim Race of Intended Victim Modiﬁer
Racial Modifiers. DR i = -20%

To determine the base chance that gf\ome- 4l :‘IOG; {
the victim noticed the thief’s indiscre- Gnomeling ) 5%
tion, subtract two times the victim’s Half-elf +5%
level and his Wisdom from 100. If the Halfling 5%
thief’s pick pockets roll was equal to or

greater than this number, the artempr is

detected. A Oth-level victim with a 10 Wisdom, for example, notices the attempr only
if the roll was 90 or greater, while a 13th level character notices the attempt on a dice
roll of 64 or more. In some cases, the attempt may succeed and be noriced at the same
time! A thief of higher level than his victim is less likely to be caughr pilfering while one
lower level is more likely to be caught. The chance that the victim notices the actempr
can be modified by subtracting the victim’s level from the thief’s level and then adding
or subtracting this number to the percentage chance the thief is detected. For example,
Relkin, a 15th level thief, tries to pick the pocker of Linsaddi, a 9th level fighter with a
nine Wisdom. Normally, Relkin would be detected if his pick pockets roll was 73 or
more (100-[2x9+9]=73). Since Relkin is six levels higher than Linsaddi, this number is
increased by six to 79 (73+6=79). If, however, Relkin was only 5th level, this number
would be decreased by four to 69 (73-4=69). A thief can try to pick someone’s pocket
as many times as he wants. Neither failure nor success prevents additional attempes, but
having your arm broken by an angry barbarian might!

Opening Locks: The act of picking a lock can rake from 1-10 rounds, depending on
the complexity of the lock.

Finding And Removing Traps: Use the time requirements for opening locks. Time
counts for each function. Small or large traps can be found, but not magical or magi-
cally hidden traps.

Moving Silently: Silent movement is the same as normal exploratory movement, i.c.
12" per round as the thief creeps up upon the area, victim or whatever. Do NOT inform
the thief that his dice score indicared a lack of success ar this attempted stealth, if that is
the case. He always thinks the movement is silent. The monster or other victim will
inform the character of his misapprehension soon enough.
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Hide In Shadows: As is plainly stated in the HackMaster Players Handbook, this is
NEVER possible under direct (or even indirect) observation. If the thief insists on try-
ing, allow the attempr and roll the dice, but don’t bother to read them, as the fool is as
abvious as a fox in a henhouse. Likewise, if a hidden thief attemprs movement while
under observation, the pmverbial jig is up. Narur:llly, a creature dusely pl‘csscd in melee

is not likely to bother with looking for some thief not directly in the line of sight, but if

vision would normally extend to the thief’s area of activity, then observation rules apply.
Unobserved atcempts to hide in shadows must likewise stand the hazard of the dice roll.
A score greater than the required number shows that the character’s ability is not on a
par with his intent, and although he THINKS hiding has been successful, the creature
looking in that direction will note a suspicious outline, form or whatever. Note also that
a thief hiding in shadows is still subject to detection just as if he was invisible (see Table
9A: Detection of Invisibility in Chaprer 9: GameMaster Essentials).

Hearing Noise: This is pretty straightforward. The thief, just as any other characrer,
must take off his helmer or other obstructing headgear in order to press his ear to the
door surface in order to hear beyond. See Chaprer 10: GM Procedures for more infor-

mation.

Climbing Walls: This is probably the most abused thief function: although hiding in
shadows vies for the distinction. The ability to climb walls is something that is acquired
through training and practice, just as are most of the other functions of the thief. The
rate at which vertical or horizonral movement is possible depends upon the rexture and
other conditions of the surface. See Chaprer 10: GM Procedures for more information

on movement rates ?llld ‘ilu}ili(lnill mndiﬁur.\ O SUCCEess.

Read Languages: This ability assumes that the language is, in fact, one thar the thief

h.']& ﬁ'nCl“l“[{'fClI 5(1“1(’“”1{’ in [h(’ PH.\[. Am:icnl’ :le."nr Mrangl‘ ]H“gllilgt‘.\ (‘I]“.‘EL' y“ll, as
GM, have previously designated as such) are always totally unreadable. Even if able to
read a language, the thief should be allowed only to get abour that percentage of the
meaning of what is written as his percentage ability to read the rongue in the first place.
The rest he will have to guess ar. Languages that are relatively close to those known by

the thief will not incur such a punally.

General Racial Language Similarities
Dwarf — Gnome
EIf — Pixie Fairy
Halfling — Human (Common)
Orc — Ogre
Goblin — Hobgoblin
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Assassins

Upon attaining Guildmaster status, roll 7d4 to derermine the number of lower level
assassins in the local guild. You may adjust this result according to the population of the
area if you deem it necessary. After determining this number, find the race and level
(Table 2J: Race of Assassin Guildsmen and Table 2K: Level of Assassin Guildsmen) and
then find which will stay (75% will desert the guild, as noted in the HackMaster Player’s
Handbook). After the initial group of mixed class levels, all new assassins coming to fill
the ranks will be 1st level, bur race must be derermined on Table 2]: Race of Assassin
Guildsmen.

Gawdfather of Assassins: The leader of all assassins (a nominal title at rimes...) will
always have 28 followers of 2nd through 8th level as follows:

One 8th level, Two 7th level, Three 6th level, Four 5th level, Five 4th level, Six 3rd
level, and Seven 2nd level (= 28).

In addition, there will be from 4-16 1st level followers. Dice for race using Table 2]:
Race of Assassin Guildsmen. It is recommended that you develop henchmen for the
Gawdfather after discovering the abilities of his followers.  Mercenary fighters and
men-at-arms should suir the circumstances, bur in general they should be very well
armed and equipped, and include infantry and missile-armed troops. Naturally, should
an NPC Gawdfather of Assassins be displaced by a player character, followers will be
75% likely to leave, as usual, but the new leader will eventually aterace a following of up
to 44 (28 + 4-16) assassins; the newcomers found as if they were attracted to a new
Guildmaster of Assassins, i.e. 1st level newcomers.

Unless the followers are a body, they will not come ar the same time. After the con-
ditions for obtaining such a following have been met, generate a random number from
1 to 30 (d10 using d6 to determine 10%, 1-2 = no addition, 3-4 = add 10, 5-6 = add 20
to the score of the d10). The result is the day after completion of the requirements on
which the first follower(s) will appear - in some cases, all of those coming. Thereafter,
additional followers due the character will arrive at intervals of 1-8 days until all have
arrived. If there is no one available to

receive them they will wait from 1-4 Table 2J:
days and chen depart forever. In the Race of Assassin Guildsmen
latter case the character has lost that
: o : s Roll (1d100) Race
follower forever. It is permissible to
) i . |-5 dwarven®
allow some henchman or servant to it
oo 6-10 elven
care Fnr ﬁ)“nwr:.rs II tI'It' UI]]“'H.L'RL'T dt‘.\' P
. 11-15 gnomish
ignates such duty. 16-18 ‘enomeling
Assassination Experience Points: 19-25 half-elven®
An assassin receives 100 EP/level of 26-30 halﬂing*
the character assassinated, minus or 31-50 half-oreish™
plus 50 EP for every level the assassin 51-60 half-ogrish
61-100 human

is greater or lesser than his victim.
This is modified by mulripliers for the
degree of difficulty of the mission -
simple (X 1/2), difficule (X 1), or
extraordinary (X 1 1/2). The explana-
tions for difficulty given under the sec-
tion titled Spying should be used as
guidelines here. The experience given

*1st and 2nd level non-human (or part human)
assassins have a 25% chance of being
multi-classed. Use Table 2L: Multi-classed
Assassin Guildsmen if multi-class is indicated.

. . Tabe 2K:
above is added to the regular experi- ; A
ence earned for killing the victim, as if Level of Assassin Guildsmen
he was a monster. Experience is also Roll (1d100) Level
given for the fee the assassin is paid. 01-15 Ly
g e ; 16-30 2%

Therefore, if a 7th level assassin 3145 3
.\“UCI\'. Up on ilnd hllrpristd a 9['1 ll‘.VCI 46_65 4
magic-user in the dungeon and suc- 66-75 5
cessfully assassinated him, the assassin 76-85 6
would receive 900 EP plus another 86-95 7
100 EP since the magic-user was 2 lev- 96-00 8

els higher than him. However, since it
was a simple mission, the rotal 1000
EP would be multiplied by 1/2, giving
500 points. This is added to the 975
EP normally received for killing this
magic-user, making a final roral of
1475 EP earned, exclusive of fees.

*Ist and 2nd level non-human (or part human)
assassins have a 25% chance of being
multi-classed. Use Table 2L: Multi-classed
Assassin Guildsmen if multi-class is indicated.

i ind U Of Poi Table 2L:

Ssassins se olson; . .
e L i Multi-classed Assassin
Assassins can work with poisons better )

than any other character class. They Guildsmen

Other Profession

(Roll dé as indicated)
cleric (1-2), fighter (3-6)
no other class permitted

are more skilled ar applying it o Race
weapons and gain special synergies
when learning and applying cerrain dwarf
skills to the subject of poisons, elf

However, the decision to study poison gnome fighter (gnome titans only)
concoction should come from the | &nomeling no other class permitted
player in the case of a player character, :"’;:"Ie" e ot:er Cia“ pel‘m!tteg
: s s alfling no other class permitte
i.e. do not suggest it or even intimate

£ half-orc fighter (1-4), berserker (5-6)

that such a beneficial study can be

half-orge no other class permitted
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undertaken. If the character expresses an interest and can find a willing teacher he may
advance his knowledge in this area.

An assassin should begin his study of the use of poisons by taking the alchemy skill.
He would then proceed to study botany. When he has botany and alchemy together, he
may add his mastery % in alchemy to that associated with his botany skill to obrain an
effective mastery for botany. This allows him to obtain the necessary mastery in botany
sooner so that he can then take herbalism as a skill. An assassin who has herbalism as a
skill can begin to concocr poisons and extract them from venomous creatures.

The assassin may build a lab to prepare poisons ar a cost of 200 to 1200 gp.
Establishing the lab will require the collection of a wide variety of animal, vegerable and
mineral material and various tools. Once established, he may use his lab ro oy to devel-
op poisons and antidares at a cost of 50% of the cost per dose identified in Chaprer 16:
Goods and Services. (The cost of an antidote is assumed to be the same as the cost of
the poison.) For each poison on Table 16R: TPaison Table in Chapter 16: Goods and
Services, the assassin may make a skill check ro see if he can learn how to concoct the
mixture. Failure from | to 20% indicates the brew was made but will simply be inef-
fective, Failure by more than 20% indicates that the assassin realized his failure and sim-
ply tossed out the infusion. Success indicates that the assassin has learned the proper
recipe and may thereafter continue to concoct the relevant poison at a rate of one dose
per week (paying half the price per dose for supplies). During his initial rescarch he
must pay twice the cost per dose for supplies whether successful or not, The antidote
for a particular poison type can be researched in the same way.

Poisons and their antidotes that are not on the list of goods and services can be devel-
oped bur the cost is somewhat greater since the assassin is delving into new territory
(200-1200 gp for materials, bribes, etc. should suffice for any new poison or antidote).
Instantaneous and very slow, underectable poisons should be more time-consuming and
costly, but nort greatly so. Similarly, an assassin can attempt to develop antidotes to crea-
ture venom, but he must have at least one dose of the venom to stdy it (possibly more
if he fails to develop the infusion on the first attempt).

Also, during any course of study, the assassin may not engage in any other activity or
he must begin his research again from the beginning. This means thar during the time
he is developing his lab and preparing poisons or antidotes, the assassin character will be
out of play.

Finally, an assassin can use his herbalism skill to try to extract one or more doses of
usable poison from venomous creatures. See the Hacklopedia of Beasts for information on
what types of venom are available. Tailure to make a skill check by more than 20% indi-
cates that the assassin has poisoned himself with the venom and must make a saving throw.

Thieves and Assassins Setting Traps

Thieves and assassins can attempr to set simple mechanical traps. The chance o do
50 S'llUCCSSﬁJ“y is t'ql.lill to Ih}lt ('lr Iht' Chancc shuwn FUF Litrtct‘.n'ng Sllch trﬂps, hllt assas-
sins gain a +10% bonus.

Simple traps are those which involve mechanical components that the character set-
ting them has normal access to, such as arrow traps, trip wires and spring-propelled mis-
siles.  Special devices such as poisoned needles, scything blades and any similar traps
with special mechanical components will also require the efforts of one or more special-
ists to manufacrure the component parts.

Whenever a thief or assassin character desires to set a trap, require him to furnish you
with a simple drawing to illustrate how the trap will function. If the chance to success-
Ful])r set the trap results in failure, there is a chance of causing injury to the trap setter,
just as if he had set such a trap off. This chance is rolled for separately and is the obverse
of the chance for successful setting of a trap. The drawing of the trap will modify the
chances for injury in cases where failure results. Modification can be upward or down-
ward according to the complexity and danger of the trap. Note that even with a pre-
pared mechanism for a poison needle, for example, the trap must be set, and failure can
result. Gloves or gauntlets can be worn when setting such traps, bur wearing said items
results in auromaric failure.

Finally, failure on the first attempt to set a trap does not mean thar che thief or assas-
sin can never set the trap. Unlike other similar thief funcrions, repeated attempts are
permissible,

Spying
In general most spies will either be rangers or hired assassins, although it is likely thar
some regular spies (see the section on Expert Hirelings in Chapter 11: Non-Player
Characters) will be employed by player characters from time to time. Most spying mis-
sions will fall into one of the following categories:

SIMPLE: Missions that require information regarding the general state of defenses
and numbers of troops or preparations for some activity. Simple missions require only
the observations of the spy acting in a non-critical role, i.e. just being around as one of
many individuals in the place.

DIFFICULT: Missions of this category require the spy to gain some secret informa-
tion such as plans, documents, maps, etc. Difficult missions require the Spy to gain
access to something or gain the confidence of someone, and so the spy must actively pur-
sue his role in an outstanding manner.
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EXTRAORDINARY:
Missions of long, complex and Table 2M:
hazardous narure that require Spying Chance of Success
insinuation of the spy into an Chance of Success According To Category
organization or operation and | | evel of Spy Simple  Difficult Extraordinary
the relay of detailed informa- Ist 50% 30% 10%
tion on a continuing basis from 2nd 55% 359% 15%
the spy.  Extraordinary mis- Ird 60% 35% 15%
sions require long-term associa- 4th 65% 40% 20%
tion of the spy with the spied Sth 70% 45% 25%
upon and the continuing 6th 75% 50% 25%
acquisition of general and spe- 7th 80% 55% 30%
cific information of highly 8th 85% 60% 35%
detailed and secret nature. 9th 85% 60% 40%
10th 90% 65% 45%
In simple missions there is I lth 90% 65% 50%
litle risk of discovery, while 12th 95% 65% 50%
risks become greater in difficulc 13th 95% 70% 50%
missions, and very great in l4th 95% 70% 50%
extraordinary missions. Where 15th 95% 75% 50%
a player character is involved, 16th 95% 75% 55%
spying missions are a matter of 17th 95% 75% 60%

interaction according to the
dictates of the player involved, through the GM, according to the situation as known by
him and the reactions of the spied upon. In the case of a non-player character under-
taking a spying mission, Table 2M: Spying Chance of Success is used.

Time Required To Accomplish Mission:

You must determine the length of time necessary to travel to the region in which the
spying activity is to take place according to circumstances. Once in the necessary locale,
the spy will then take a variable period of time o accomplish the mission (or fail),
according to the degree of difficulty of the task:

SIMPLE: 1 to 8 days
DIFFICULT: 5 1o 40 duys
EXTRAORDINARY: As required

Extraordinary mission durations must be determined by the circumstances of the
case. For example, a spy sent to become a member of a secret society might take a
month to discover the recruiting requirements of the sociery, and then spend one or
more months making himself eligible for recruitment before becoming insinuarted in the
group. Thereafter, he would gain simple or difficult information according to the time
requirements shown. Special information could be gained only as the individual gained
more and more status within the organization through continued membership and
seemingly outstanding contribution.

Chance Of Discovery:

There always exists a chance of discovery, no matter how simple the mission. The
base chance to be discovered is a cumulative 1% per day of time spent spying, subject
to a maximum of 10%, minus the level of the spy. Even if the latter brings the chance
of discovery to a negative percentage, there is always a 1% chance. Madifiers are
dependent upon the precautions against spying taken by the spied upon.

No Precautions = 10 % chance per week

Minimal Precautions = modified % (1% to 10%) chance per week
Moderate Precautions = modified % chance twice per week
Strong Precautions = double modified % chance twice per week

Minimal precautions represent occasional checks on individuals and cheir activities
and some watch on important information. Moderate precautions are simply more fre-

Table 2N:
Spy Failure Outcome
Dice Score Result
01-35 Further attempts to gain success are possible, but time
to accomplish the mission must again be determined
36-60 Any further spying attempts will be 90% likely to result
in failure, discovery and imprisonment
61-80 Spy caught s In suspicious act, imprisoned and
nothing further is heard*
BI-95 Spy is caught with positive proof of spying activity,
and is tortured (1-2 dead, 3-4 revealed everything, 5-6 turncoat)*
96-00 Spy is killed or turns coat if counterspies are present

*If counter spies are employed they will give the spy false information and follow him to find
where he came from and who sent him to spy in the first place.

Modifiers:

Difficule Mission = + 10% on FAILURE dice score
Extraordinary Mission = -5% on FAILURE dice score
Discovered = + 25% on FAILURE dice score
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quently carried out minimal precautions and more careful questioning of anyone behav-
ing in a suspicious manner. Strong precautions include many security checks on indi-
viduals and informarion, as well as counterspies operating to discover any such activicy.

If a spy actually becomes a leader in a group, the chance for being derected then
drops to that of the category of No Precautions, as the individual is regarded as being
“above suspicion”, i.e. only certain jealous or ferret-like operatives will still check on
the individual. Chance of discovery will increase tenfold if a spy is caughr and another
spy is still attempting to operate during a period of 20 to 50 days thereafter.

To determine if a spy is discovered, roll percentile dice according ro the time period
stated. If the mission takes only a fraction of the time stared, roll a third percentile die
for tenths of percent. Thus 1% per week equals a .14% chance per day, so a roll of
99.9% indicares discovery on a one day mission, If a spy is discovered, go to Table 2N:
Spy Failure Outcome.

Spy Failure:

If; after spending the requisite time, the spy is unsuccessful, various possibilities exist.
The results are determined on Table 2N: Spy Failure Outcome. Note that this table is
also used for spy discovery, with appropriate modifiers.

Fanatical Spies:

Spies who are absolutely dedicated to their master or a cause cannot be assassins nor-
mally hired to spy. These spies will never become double agents. On any dice roral over
60 on Table 2N, they simply kill themselves.

HackClasses

As mentioned in the HackMaster Player’'s Handbook, the four HackMaster classes
form a special suite of iiberchararacters bestowed with superhuman abilities. It is good
that they have these abilities for they are the chosen; the world savers in whose hands the
fate of mankind rests.

Becoming a HackMaster is not a choic:"a player makes — it is a fate chosen for him.,
The gawds themselves choose their champions (albeir from a pool of qualified candi-
dates). The best a player can do is prepare himself and hope for the best. The times dic-
tate the appearance of HackMasters. In a climate of peace, prosperity and rising stock
prices there is no need for the fates to vest their valuable time and effort to nurture these
great heroes. However, when war, famine and global fascism threaten to sweep across
Garweeze Wrld, the HackMasters are called — even some who do not desire the job!

As | stated, becoming a HackMaster is a calling. Given the proper geopolitical
tumult, those deemed worthy candidates are contacted by agents from one of the
HackMaster councils. Itis an offer that cannort be refused. Should a character snub the
agent, he will be branded with the marks of universal shame and cowardice. His Honor
then permanently drops to zero and he is stripped of all levels, He will thereafter be a
commoner and a pariah. Upon his death the marks will remain on his soul and no outer
plane will grant admirtance. His soul will wander the Astral Plane for all time — lonely
and miserable.

So much for the fool that turns down the opportunity of a lifetime. What then
makes a character potentially eligible to be called? The first and most important qualifi-
cation is Honor — lots of it. In fact, unless one is in the “too much Honor” category, he
will never be noticed by the powerful beings seeking new HackMasters. Of course, hav-
ing too much Honor is a dangerous place to be. If there is no need for HackMasters
(and even if there is, but the character is not deemed worthy of consideration based on
other characteristics) in all likelihood he will be rudely slapped down for his hubris.

Who shall be chosen?

HackMaster candidates must exemplify world-class performance in their chosen
profession. High Abilicy Scores in their prime requisites are the starting point — 18
being the bare minimum. Charisma s also vital since there’s a lot of public relations
involved in being a HackMaster. The character must have a minimum score of 16. In
addition, the HackSassin sub-class, with the broadest range of power, requires a mini-
mum score of 12 in Strength, 11 in Constitution, 12 in Intelligence and 15 in Wisdom.,
Characters who advance in classes that do not have prime requisites are never chosen
for the honor of becoming a HackMaster. Furthermore, those who have superhuman
Ability Scores in their prime requisites, such as a fighter with 24 Strength, would be
regarded as even better candidates for the honor. Another qualification that bodes well
for a potential candidate is having well-rounded Ability Scores. Consider the example
of the fighter again. One with scores of 18 in not only Strength bur also Dexterity and
Constitution would also be highly regarded, even over a fighter who had a Strength of
19 or 20 with only average scores in other areas, for example.

The next facet of performance is experience. Only those who've “seen-it all, done-it-
all” (or so they think) are even marginally prepared for the challenges thar lie ahead.
Artainment of 20th level in their chosen profession is the minimum. Demi-humans
restricted to caps on level advancement may be called, provided: they are multi-classed,
they've attained the racial maximums in all classes for which there is a restriction, and
the sum total of their levels is at least 22. A half-orc cleric/thief will never be called even
if he’s maxed our at his limic of 4th and 8th level respectively. Another half-orc, this one
a cleric/fighter, may be eligible upon attaining 4th/18th level (there being no level limit
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HackMaster Councils

There are several HackMaster councils. Each of the diametric alignments (LG,
LE, CG and CE) plus neutrality has a Supreme HackMaster (always an NPC) who
acts as the intermediary between the gawds and his subordinate HackMaster
councils [aka HacKouncils]. Under him are that alignment’s HackFighter,
HackMage, HacKleric and HackSassin councils. The Supreme HackMaster sets
the agenda for each subordinate council and in so doing directs their recruiting.
Characters matching the exact alignment of the council in question are definite-
ly preferred. However, powerful characters who are ethical or moral neutrals
(i.e. LN, NG, CN and NE) but nonetheless deemed useful in the machinations of
the subordinate councils may be sought out. In such a case, a bidding war may
ensue between the two rival factions — each trying to sway the character to their
side. Once the character chooses a side, his alignment is permanently altered to
that of the council that recruited him.This is done without penalty.

For example, Josiah, a lawful neutral 2 st level Fighter, is deemed to be a use-
ful pawn by both the LG and LE HackFighter councils.Agents from both visit him
and inform him of their desire to train him as a HackMaster. Josiah cunningly
informs each agent that he “has other offers”. Both agents in turn let him know
that they’ll “get back to him". Days pass and Josiah begins to fret over his brash-
ness but then rationalizes it since that’s what ballsy fighters do. The LG agent
[Alriah] returns first and offers him a suit of +4 field plate and a +3 long sword.
Seconds later the LE minion [Delmonicus] appears, sneers at his rival, and offers
Josiah a suit of +5 plate mail, a +3 medium shield and all the Finch-Yager Amber
brew he wants. Since Josiah has an affinity for expensive beer and already has a
+4 sword, he decides to go with Delmonicus’ offer. He is immediately spirited
away to appear before the LE HackFighter council and becomes lawful evil
forevermore, regardless of his success or failure at becoming a HackMaster.

to his progress as a fighter). An elven magic-user/chief would only be eligible upon
attaining 15th/12th level — these being his racial maximums,

The final qualification is more subjective. The character must have performed some
outrageous feat of personal courage and bravery at some point in his life. The rank of
HackMaster is not an honorific title bestowed upon those who've carefully played by the
rules and managed to survive to high level through guile, luck and having powerful
compatriots. A HackMaster is neither a careful administrator nor a Machiavellian
politician. He is a man of decisive hands-on action, a man down in the trenches stand-
ing toe to toe with the best the enemy has to offer.

The Call

Answering the summons of the committee is only the beginning. Many are chosen
(for it is known that most will fail). Those accepting their summons will be spirited
away — literally vanishing from the company of their companions, Those left behind
will be unable to determine the whereabours of their fellows by any means.

The candidate will instantly appear before the assembled council of HackMasters (the
Circle of Sequestered Magicks in the case of LG magic-users [including those of the bat-
tle mage, illusionist and blood mage classes], the Hallowed Hall of Hack for CG fight-
er types, the Most Inner Sancrum for LG clerics, and so on). He will be subjected to a
ritualistic series of humiliations designed to test his menral fortitude and gauge his abil-
ity to follow orders. Those losing their temper and sassing the council will be dismissed.
Similarly, those who meekly take everything thrown at them without ever speaking up
for themselves will also be dismissed once the council grows bored. Only those who
prove themselves to be good sports about it, but retain their dignity nonetheless, will
advance to the next step.

If the candidate has passed this firs test, the council will loosen up and drop their
pretense.  He's demonstrated that he’s got what it takes to fit in amongst the
HackMasters, and even should he fail in the subsequent tests, he'll at least be on the
guest list for future parties. The council will now explain why they've selected him. A
lengthy briefing follows, giving specifics of the dire times and looming crisis that have
necessitated their meddling in his affairs. He will then be given a mission relevant to
this crisis. This mission will test his mettle and is the final admission test. He is encour-

Table 20:
HackMaster Class Level and Honor Progression
Experience Points Level Great Honor Dishonorable
(Bonus Window)  (Penalty Window)
CELOP0.000 1 =56 8 W e 020 (P08
©1,000,001-2,000,000 2 187-230 <73
2,000001-3,300000 3 196240 <78
3,300,001 -4,600,000 4 205-250 <83
4,600,001-6,000,000 5 214-260 <88
6,000,001-7,500,000 6 223270 <93
. 7.500001-9,500000 7 232-280 KIg I
- 9500001-13,000000 8 L <103 el
- 13,000,001+ i | 2503000 <105
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throw but doing so causes the loss of 1d4 points of Honor. Enemies
Table 2P: who are facing this frenzied array must save versus spell at —4 or suf-
HackMaster Honor Dice fer as per a Fear spell.).
Character Level 1st level: Total Control (immune to fear and paralysis), weapon spe-
Honor I 2 3 4 5 6 7 8 9 cialization with all weapons (+1/+2), hit creatures needing +1
6;6980 l;l |é3 hlﬂ I:B 1' : : : : weapon to hit, double DEX bonus if in light armor (per BAR),
91 .I 0 1d4 144 a4 P 143 |43 i " i climb cliffs and trees (per BAR), +1 to-hit when using lance mount-
5 : ed (per CAV).
111-130 I1dé 1dé 1dé6 1d4 1d4 1d4 1d3 1d3 1d3
131-150 1d8 1d8 1d8 1d6 1d6 1d6 1d4 1d4 1d4 2nd level: hit creatures needing +2 weapon to hit, tracking ability
151-170 1d10 1d10 1d10 1d8 1d8 1d8 1dé 1dé 1dé (per RNG), outdoor craft (per BAR), Go berserk when triggered
171-190 Id12 1d12 Id12 1d10 1d10 1d10 1d8 1d8 1dB (per BZK), Protection from Fear aura 10° radius (per CAV), can
191-210 1d20 1d20  1dI2 ld12 1d12 IdI0 1d10 1d10 1d8 vault into saddle in armor and have mount underway in 1 segment
211-230 ldi2 1d20 1d20 1d20 Id12 ldI2 ld12 110 1d10 (per CAV), +2 save vs. illusions (per CAV), detect evil (per PAL),
231-250 Idio Idi2 1420 1420 Id12 1d12 Id12 1dlo Id10 aura of protection (per PAL), resist poison (MK), animal handling
251-270 1d8 1d10 1d12 1d12 1d20 1d20 1d20 1420 1d20 (per BAR), animal empathy (per RNG)
271-29 Id6 18 1410 IdI2 IdI2  IdI2 1420 1420 1d20 P : party b ;
291-310 |d4 |dé 1dI0 1d12 1d12 Idi2 1di2 1d12 1d20 3rd level: weapon mastery, hit creatures needing +3 weapon to hit
311-330 1d3 1d4 Idé 1d8 1d10 1d12 1d12 1d12 1d12 (per BAR), hide in natural surroundings and surprise (per BAR), can
331-350 | 1d3 1d4 1dé 1d8 1d10 1di2 1d12 Idi2 handle/ride unicorn (if female)(per CAV), +1 to-hit with choice of
351-370 | | 1d3 Id4 1dé 1d8 1d10 1d12 Id12 broad sword, long sword or scimitar (per CAV), shun ill-feelings (per
371-390 | I I 1d3 ld4 Idé 1d8 110 Id12 KE), +2 to all saving throws (per PAL), select species enemy (per
391-410 | | | | 1d3 Id4 1dé 1d8 1d10 RNG).
411-430 1 | | | | 1d3 1d4 1d6 1d8
431-450 1 1 | | | | 1d3 Id4 Idé 4th level: hit creatures needing +4 weapon to hit, survival and first
451-470 1 1 | | | I | 1d3 |d4 aid (per BAR), Self-Induced HackFrenzy 10’ radius (applies only to
471-490 | | | | | ] | | 1d3 allies and unwilling recipients may atcempr a saving throw but deing
491-510+ [ I I | I | I | | so causes the loss of 1d4 point s of Honor. Enemies who are facing
this frenzied array must save versus spell at —4 or suffer as per Fear
spell.), can urge mount to greater speed (per CAV), +1 to-hit with
Table 2Q: choice of horseman’s mace/flail/pick (per CAV), disease immunity
HackMaster Special Movement and Vision (per PAL), can call war horse (per PAL).
Level Movement Vision 5th level: hir creatures needing +5 weapon to hit (per BAR), back
Ist +3" base movement . ] 60" infravision (if not already possessed). protection (per BAR), can handle/ride Pegasus (per CAV), 90%
2nd +4" base movement, Run (as the spell)* Fog Vision (permanent) resistance to mind spells (per CAV), +2 to-hit when using lance
3rd +5" base movement, Spider Climb at will Ultravision 120 mounted (per CAV), lay hands — for 40+2x HackMaster level 1/day
4th +6" base movement, Jump at will 120" infravision (per PAL), Cure Disease 5/week (per PAL).
5th +7" base movement, Fly at will Detect Invisibility at will ’ N .
6th +8" base movement detect secret doors talent as elves 6th level: high weapon mastery, hit creatures needing +6 weapon to
7th +9" base movement, Dimension Door 4 times/day Premonition 6 times/day hit, detect magic (per BAR), turn undead (per PAL).
8th +IO: base movement, Stone Passage up to | hr/day ESP ac will 7th level: hit creatures needing +7 weapon to hit (per BAR), detect
9th +11" base movement True Seeing at will illusion (per BAR), can handle/ride Hippogriff (per CAV), +2 to-hit
with choice of broad sword, long sword or scimitar (per CAV), cast
¥ (M vl 0 Ea i ivards cleric and druid spells (per PAL t:;n'nd RNG). Y

aged to use whatever means possible to accomplish the goal. His former companions
should be coerced into joining the quest (this being a good test of his ability to manip-
ulate lesser mortals).

Becoming a HackMaster

Upon successful completion of the assigned mission, the character may begin his
training. He must now part with his former life. Any stronghold he may have owned
must be passed on to a worthy successor, or ar best an administrator who will run all
aspects of the holding — HackMasters are not the setting down type. All experience
points are also given up — he begins again at zero. Level progression and honor windows
for all HackMaster classes are given on Table 20: HackMaster Class Level and Honor
Progression. The Honor Dice available for HackMaster characters are shown in Table
2P: HackMaster Honor Dice.

To-hit bonuses for HackMasters do not increase as they advance in level but they do
gain 1d12 hir poins per level regardless of class. HackMasters, regardless of class, gain
supernatural abilities of movement and sight, as outlined in Table 2Q: HackMaster
Special Movement and Vision.

Other special powers

Stirring Oration at will, 5% magic resistance per level, retarded aging (HackMasters
age at half the normal rate). Note chat for bartle mages, this allows them to age at their
“normal” rate instead of twice as fast as normal.

HackFighter Skill Progression

Note: The HackMaster character might already possess some of these skills based
upon his former profession. If so, use whichever version is more favorable. Evil

HackMasters gain the appropriate dark knight skill instead of the paladin skill.

Professions: BAR= Barbarian, BZK= Berserker, CAV= Cavalier, DK= Dark Knight,
KE= Knight Errant, MK= Monk, PAL= Paladin, RGR= Ranger

Base skills: extra weapon proficiency per level, operate at negative (4-13) hit points
(per CAV), any steed selected has +2 hit points/Hic Die (per CAV), for each
HackMaster level get +1 damage for using lance when mounted, +1 damage when
using lance dismounted, Fame Facror multiplied by 1.25 (per KE), move silent-
ly/hide in shadows (as RNG; HM level = Ivl of RNG), HackLust 10" radius (may
enter at will, applies only ro allies and unwilling recipients may atcempr a saving
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8th level: hit creatures needing +8 weapon to hit, +2 to-hit with
choice of horseman’s mace/flail/pick (per CAV).

9th level: grand weapon mastery, hit creatures needing +9 weapon to hit (per BAR),
call barbarian horde (per BAR), can handle/ride Griffon or similar (per CAV), +3
to-hit when using lance mounted (per CAV), use holy sword even if you didn't
begin as a paladin.

HackMage Skill Progression

Base Skills: Spell Jacking (chance of mishap 10% -1% per HackMaster level), Total
Control (immune to fear and paralysis), Read and Derect Magic at will, Self-
induced spell frenzy (Characters entering this mode must cast 2d12 offensive spells
in succession (at least one per round) or cast until their spell repertoire is exhaust-
ed. While frenzied, they make saving throws versus spells cast against them at +4.
Furthermore, if subjected to an offensive spell that would otherwise disrupr their
own casting, rhcy may attempt a saving throw versus spc“ to avoid dismption of
their spell. However, disruptions inflicted by non-magical means will still ruin
spell casting as normal.), Spell absorprion (if a HackMage makes a saving throw
against a magic-user spell cast directly ar him, he has a 10% chance per level of
being able to absorb the spell energy into his person, reserving it for later casting
up to 1d8 hours later (secretly determined by the GM). He need not have prior
knowledge of the spell nor are any material components required to cast a spell
gained in this manner. Ar the end of the absorption period, the HackMage will
suffer 1d12 points of damage for any absorbed spell that he has not re-cast.)

Lst level: specialists can use 1st level spells from any school at no penalty, -10% spell
mishap modifier.

2nd level: specialists can use 2nd level spells from any school at no penalty, may
simul-cast 2 spells (any type).

3rd level: specialists can use 3rd level spells from any school at no penalty, may spell-
prep, -20% spell mishap modifier.

4th level: specialists can use 4th level spells from any school at no penalry, may simul-
cast 3 spells (any type).

5th level: specialists can use Sth level spells from any school at no penalty, may chain-
cast, -30% spell mishap modifier.
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Gth level: specialists can use 6th level spells from any school at no penalty, may simul-
cast 4 spells (any type).

7th level: specialists can use 7th level spells from any school at no penalry, -40% spell
mishap modifier.

8th level: specialists can use 8th level spells from any school at no penalty, may simul-
cast 5 spells (any type).

9th level: specialists can use 9th level spells from any school at no penalty, may simul-
cast 6 spells (any type), -50% spell mishap modifier.

HacKleric Skill Progression

Base Skills: enhanced undead turning, Total Control (immune to fear and paralysis),
Stirring Sermon (at will), +2 to saves vs. fire and lightning. Spell absorption as
HackMage but enly for cleric and druid spells.

Lst level: all cure spells cast heal +1 hit point per die, access to 1st level druid spells
(if cleric) or clerical spells if druid, can identify plants, animals and potable water
with perfect accuracy.

2nd level: all cure spells cast heal +2 hit points per die, the character’s speech carries
the power of a Command spell, access to 2nd level druid schs (if cleric) or cleri-
cal spells if druid, can pass w/o trace through overgrowth.

3rd level: weapon specialization (per fighter), all cure spells cast heal +3 hit points per
die, access to 3rd level druid spells (if cleric) or clerical spells if druid, immune o
charm spells cast by all woodland creatures, knows all languages of all woodland
creatures.

4th level: all cure spells cast heal +4 hit points per die, access to 4th level druid spells
(if cleric) or clerical spells if druid, gains druidic shape-changing ability.

5th level: all cure spells cast heal +5 hit points per die, access to Sth level druid spells
(if cleric) or clerical spells if druid, permanent Free Action, may take two arracks
per round with a melee weapon.

Gth level: all cure spells cast heal +6 hit points per die, access to 6th level druid spells
(if cleric) or clerical spells if druid, can enter Elemental Plane of Earth at will, can
hibernate as 17th level druid.

7th level: weapon mastery (per fighter), all cure spells cast heal +7 hit points per die,
access to 7th level druid spells (if cleric) or clerical spells if druid, can enter
Elemental Plane of Fire at will, permanent Invisibility to Undead.

8th level: can enter Elemental Plane of Water at will.

9th level: Astral Spell ar will, can enter Elemental Plane of Air at will, Invisibility to
Undead (at will) and can artack in this state.
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Table 2R:

HacKleric Enhanced Undead Turing
Type of Undead Level of HacKleric
or Hit Dice I 2 3 4 5 6 7 8 9+
Skeleton or IHD S ) S S S¥ SE s* SRS
Zombie D* S S S S S s* 5% S
Ghoul or 2HD T i 5 s S ] S ot 5 i
Shadow or 3-4 HD  D* D* D* S S ] S S S*
Wight or 5 HD Dx D¥ D¥ D*x D% L] S S 5
Ghast D D* D* D* p* D D S S
Wraith or 6HD D D D* D ¥ 2y SN o I S
Mummy or 7 HD o1l D D D* D* |2 a2 g MK i
Spectre or BHD T T D D R LIRS e e etk
Vampire or 9HD 5 T T T g ™ ™ Ll
Ghest or |0HD 8 5 T T T T T T T*
Lich or 11+HD I B 5 T T i) I T T
Special 14 11 8 ) 4 3 2 T T
Notes:

S indicates 4d4 creatures per round are utterly destroyed simply by looking at the
HacKleric. No concentrated turning effort is required on his part.

S*adds 1d12 o S.

§** adds another 1d12.

D indicates that 2d4 undead are destroyed on a successful turn attempt.

D¥ adds 2d4 to this D,

D** adds 1d12.

T indicates that the undead type is automatically turned by a HacKleric who makes the
attempt. T indicates that an additional 1d12 creatures of that type can be so affected.
T** adds another 1d12 to T*

When a HacKleric encounters undead, consult Table 2R: HacKleric Enhanced
Undead Turning. Compare the level of the HacKleric with the type or Hit Dice of the
undead. If a letter code is indicated, the results of the encounter are automatic, 1f a
numeral is indicated, roll 1d20. If the number rolled is equal to or greater than the
number indicated in Table 2R, the wrn attempt is successful. A successful turn affects
2d4 undead.

HackSassin Skill Progression

Base Skills: Total Control (immune to fear and paralysis), may not be surprised, wall
walk (like Spidcr Climb but need not use hands), may credit Dexterity bonus to
AC while prone, may fall any distance withour taking damage, +1 per level to saves
versus poison, [nvisibility once per day for | turn per level, smell camouflage (may
completely mask his own scent against those of his surroundings), step light
{movement on the ground does not cause any vibrations that are detectable by
creatures that are normally able to sense such things, may move silently at normal
movement rate at will, may create and use poison as an assassin, assassination abil-
ity as tenth level assassin + 1 per level beyond first (as an 11th level assassin at 2nd
level HackSassin, etc.).

Lst level: effective natural AC 7, initiative bonus of —1.

2nd level: effective narural AC 6, initiative bonus of -2, mask alignment to all forms
of detection (can register as any alignment he wants).

3rd level: effective natural AC 5, initiative bonus of —3 backstab +5 dice.

4th level: effecrive natural AC 4, initiative bonus of —4, Undetectable Lie once per
lli'l'\'.

5th level: effective natural AC 3, initiative bonus of =5,

Gth level: effective natural AC 2, initative bonus of —6, backstab +6 dice.

7th level: effective natural AC 1, weapon specialization (per fighter),

8th level: effective natural AC 0, initiarive bonus of =7.

9th level: effective natural AC —1, initiative bonus of -8, backstab +7 dice.



Character Priors

Character Background

When you look at a completed character, in spite of the extensive background tables
provided in che Player's Handbook, you may srill notice that there are some unanswered
questions: What do the character’s parents or siblings do for a living? If any of them are
dead, how did they die? How was his childhood? Who were his notable friends or ene-
mies from said childhood? Are his parents healthy or ill? Does he have a family home?
Is he an ourcast? Is he civilized and cultured, or barbaric and primitive? Just how does
this character fit into the campaign world?

While HackMaster is the most complete and detailed RPG ever created, even we
could not hope to cover every question with the limited space available in the Player's
Handbook and GMG. Currently, there are no official rules to answer all of these ques-
tions in HackMaster 4th Edition, The comprehensive background tables used to answer
such things were pulled after the voluminous treatise on such subjects made the page
count and hence the suggested rerail price unmanageable. With your benefit in mind,
we are currently working on revising this information for future release. Never fear,
though, The Player's Handbook and GameMaster’s Guide are designed to help you
unlock your imagination. Although the HackMaster rules attempt to tell you exactly
what your campaign world will be like, some decisions must be left to you. Rest assured,
however, that the information provided on character backgrounds contains all the essen-
tial elements necessary for play.

These pages contain guidelines and advice about how to create a campaign, but there
is nothing thar says exactly what every minure derail of the campaign and the characters
in it must be like. This does not mean that one should not develop a character’s back-
ground; such a background adds a lor to the depth and role-playing of your players and
their characters. However, it is up to you to tailor character backgrounds to the needs
of your campaign.

Letting Players Do the Work

Of course you do not have o do all the work. Your players can provide most of the
energy, enthusiasm and ideas needed. Your task is to provide direction and CONTROL.
Note the emphasis on control. If you are a novice GM, you will understand more of
this as you read on.

Allow your players to decide what kind of people their characters are, One could be
a rough nomad, another an over-civilized fop, others, homespun farm boys or salty sea
dawgs. Let the players decide, and then tell them if, and how, their characters fit into
your campaign world.

When a player says, “My dwarl’s a rude and tough litle bugger who doesn't like
humans or elves,” you can respond with “Fine, he’s probably one of the Thangor Clan
from the deep mountain regions.” This type of cooperation spurs your creativity, and
involves the players in your world right from the start. You must come up with answers
to their questions and ways to make their desires work in the campaign. They will be
rewarded with the feeling of getting the characters they want. But make no mistake, you
must draw the line when it becomes apparent that a player is trying to squeeze our too
much of an advantage from his character background.

A well-crafted character background can do more than just provide emorional satis-
faction. It can also provide motivation for the player characters to undertake specific
adventures. This is where you step in with your plort lines to send they players in the
desired direction.

Just what is a dwarf of the Thangor Clan doing outside his clan’s mountainous home-
land? Is he an ourtcast looking for some way to redeem himself? Maybe he is a restless
soul eager to see the bright lights of the big city and the world.

A character can have parents to avenge, long-lost siblings to avoid, a name to clear or
even a lost love to recapture. Background can be used to build sub-plots within the over-
all framework of the campaign, thereby enriching character descriptions and interacrions.

Background informartion should always be enforced and properly role-played. If
word comes ourt thar a player’s grandmother is crippled, it is perfectly reasonable to
assume the rest of his family would insist that the character do his duty to help out in
caring for her. Ifhis three sisters were kidnapped by gypsies or a black-hearted rival, the
PC should be honer-hound to retrieve them or face expulsion from his clan.
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and Particulars

Expending all of this creative work on a character who might not even survive his first
adventure can certainly be draining. In order ro avoid creative burnout, see if the play-
er has any ideas about his character. Not every player will, but the HackMaster game
depends as much on the players imagination as it does on yours, Players that are happy
with and feel comfortable about their characters will create their own special excitement
and interest. Players who are interested in their characters’ backgrounds can be a source
of creative energy. Most importantly, they offer you a constant stream of new ideas to
use in manipulating them.

Problem Backgrounds

Cerrain points of background can and do create problems in campaigns, unfortu-
nately. First and foremost of these is nobility, followed closely by great wealth.

Problems of Nobility

Some players like the idea of their character being Prince So-and-So or the son of
Duke Dunderhead. All too often this leads to an abuse of power. The player assumes,
somewhat rightfully and somewhat not, that the ritle endows his character with special
privileges. Among these might be the right to instant income, the right ro flaunt the law,
the right to endless NPC contacts, information and resources, or, worst of all, the right
to use clout to push the other members of the party around. When left unchecked, this
kind of character quickly becomes tiresome to the other players and constantly finds ways
to upset your carefully planned adventures. Soon, eicher you or the other PCs will want
to kill him off - and in so doing waste the time you and he spent on his background.

So you will have to put some controls on noble characters from the start. The easi-
est and most effective method is to strip the title of all benefits tha, by rights, should go
with it. The noble characrer could be the son of a wastrel duke. The son may be next
in line to inherit the title when his father dies, but he is also in line to inherit his father’s
debts! (See information on family debts, later in this chapter.) Characters with social
class above middle middle class (MMC) who abuse their claim to some right of nobili-
ty should automarically be saddled with a heretofore unknown family debt as rolled on
Table 4M: Character Starting Money, in the Player’s Handbook and further defined in
the tables later in this chaprer. Instead of seeking to impress others in public, the poor
son might be quite happy to keep a low profile so as not to atcract his father's creditors.
After all, it is hard to amass a fortune through adventuring when the bill collectors are
always on hand to take it away.

Likewise, a princely character could be the son of an unpopular despotic or incom-
petent ruler; perhaps even one who was overthrown for his abuses. Such a son might
not want his lineage well known since most of the peasants would have less than happy
recollections of his father’s rule. The first time he marches into a tavern all high and
mighty have the locals spit on him, beat him senseless, then toss him in the streer.
Maybe have a mangy dawg urinate on him for good measure.

Furthermore, noble characters are always expected to retain an optimal amount of
Honor. They will constantly be challenged by uppity NPCs to Honor duels. If the PC’s
Honor should fall outside the bonus window, he will lose most rights and special trear-
ment associated witch his ritle until he can regain his proper public face.

The sacial order of Garweeze Wurld is constantly changing. Hereditary debr or dis-
reputable actions by other family members of a noble PC can be racked up again and
again as a PC continues to try to abuse his station. As a GM, you must use the “prob-
lems of nobility” to your advantage when warranted. Keep in mind that not every duke
can be impoverished, nor every throne usurped. Going too far with this stracegy will
only destroy the validity of nobility and titles in your game. You will have to use one of
any number of other methods ro keep noble PCs in check. Examples include constant-
ly targeting him with kidnap attempts, hereditary [genetic| diseases, being called to serv-
ice as an ambassador to the Southern Orc League then called far north ro quell some
uprising (that turns out to be a rumor), and so on, If you do your job right, the PC will
soon be denouncing his family and adopring a pseudonym.

Problems of Wealth

Another problem you might have to deal with is characters from wealthy, upper-class
families. This is often associated with the problems of nobility since they normally form
the upper class. Such characters, being wealthy, lack one of the basic reasons o adven-
ture: the desire to make a fortune.
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Table 3A:
UUC Royal and Noble Titles, Table 38:
European Forms UI.{C Royal and Noble
Roll 14100 Title Titles, Asian Forms
¥ ¢ Emperor/Empress Roll 1d100 Title
3-4 King/Queen I =5 Padishah
5-7 Duke/Duchess 6-10 Maharaja
8-10 Palzgraf =15 Kha - Khan
=15 Prince/Princess 16 - 20 Tarkhan
16-19 Herzog 21=25 Sultan
20-22 Marquis/Marquise 26 - 30 Shah
23-27 Margrave 31-35 Rajah
28-32 Count/Countess 36-40 llikhan
3-35  Earl 41 - 45 Dey
36 -40 Graf 46 - 50 Caliph
4| - 45 Viscount/Viscountess 51 -55 Bey
] Waldgraf 56— 60 Orkhan
49-51 ~ Baron/Baroness 6 - 65 Bashaw
52-55 Thane 66 ~70 Pasha
56— 58 Baronet =7 Emir
59 -6l Freiherr 76 - BO Amir
6263 Seigneur 81 -85 Khan
64-80  Knight (honorary) 86 - 90 Sheikh
8l - 95 Lord/Lady 9195 Nawab
96 - 98 Ritter 96 — 100 Malik
99— 100 Chevalier (honorary)
Table 3C:
UUC, MUC Family Entitlements
1 =50  No special additional entilement
51 =59  Double starting money
60-68  Free weapon from Player's Handbook Table 9T
69-75 Free set of fine garments from Player’s Handbook Table 98
76 - B4 Free religious item from Player's Handbook Table 9M
85 - 90 Free choice of beverage from Player's Handbook Table 9A
91-92  Free mount (w/basic tack) from Player's Handbook Table 9F
93-94 10% discount on services from Player’s Handbook Table 90 in home country
95-96  Free choice of any armor and shield in the Player’s Handbook Table 95
97-98 1d4 0 — level man — at — arms for use as personal guards
while in home country/territory
100 Free room and board while in home country/territory
lndf.'ed. thy sec r]]ﬁ'il' own money as
Table 3D: ia way (;1’ buy} solu:'ilclms to their .prob-
p ems. Often they will propose eminent-
. MUC Title, . ly reasonable (and, to the GM’s careful-
Chain of Office or Position ly planned adventures, quite disastrous)
Roll 14100  Title schemes to make their adventuring life
1-30 No special office held easier. It is, of course, possible to hire a
3l Chancellor magic-user to construct magical items.
2 Mayor And a wealthy 1st level character could
33-34 Magistrate hire a vast army. Bur these sorts of
35-36 Burgomascer things will have undesirable effects on
;; - ig fur:;;ﬁ your campaign.
41 - 42 Solicitor There are ways to control these prob-
43-44 Counselor lems while stll allowing players the
45 — 46 Recorder character backgrounds they desire.
47 - 48 Prosecutor Think of the real world and how diffi-
49 - 50 Port Master (if applicable) | cyl it is to convince family and friends
51-52 Steward/Castellan to give you money, especially sizeable
53-54 Dungeon Master amounts of cash. One may have a lov-
55 =56 Fire Minigoan ing family and generous friends, but
57-59 Minister of Information thErc is a limit & ) d
60 - 62 Burgher/Burgess .
63 - 65 Chief of Sanitation In your campaign, parents may grow
66 — 68 Coroner tired of giving gold to their children
6971 Guild Liason only to see them squander it on a bunch
72-74 Councilor of men-at-arms and subsequent funeral
5-77 Chief of the watch reparations to their families.  Older
78-80 Gate captain brothers could become upset at how a
B' -84 Defender playtr Chﬂl'ﬂ(:[cl"s parcn s are Chflﬂting
85 -89 Alderman s Eitheit iahenGnon, 6
90— 95 Ad them out of their inheritance. Sisters
9% — 100 Depury may rflkc exception to the Squanderl'ng
of their dowries. You can use angry sib-
lings and parents to whittle a wealthy

character’s purse down to size.

Furthermore, families are not immune to the effects of greed and covetousness. A rich
character could awaken to discover thar his family has been swindled our of all thar it owns.
If this does not suit you, there is always the threat of invasion by a plundering Orc army...

42

The HackMaster GameMaster’s Guide

Additi()na”}’, mﬂl‘y a [ﬂ.lc Tf:VO]VES amul]d th' [l'ea(.:hcl'y ane l)rt)[hcr h;].s wrought
upon another. If things get really out of hand, angry or jealous siblings could use some
of their wealth to hire thugs who attempt to kidnap the PC and sell him into slavery.

A characrer’s background provides the player with more information abour his char-
acter, more beginning personality on which to build. It should complement your cam-
paign and spur it forward. Always remember that a character’s background is the GM’s
tool. You should use it just as you use a character’s quirks and flaws to control the direc-
tion of your campaign (See Chapter 5, Quirks and Flaws). Never forget: it is YOUR
game, so YOU must be in control. The PCs’ backgrounds are tools for you to use
against them as you see fit.

Starting funds for characters above first level

Even keeping the previous discussion on character wealth in mind, when creating a
character above first level, as is the case when using the Hackerack to level up new PCs,
it may be logical that the character will have accrued more funds than those indicared
by Table 4M: Character Starting Money, in the Player's Handbook. As such, when cre-
ating an NPC of higher than first level, you should roll once on Table 4M for each level
of experience atrained. Note that NPCs may nor expend Building Points to reroll on
this table unless the roll is made at first level. Furthermore, there is a 10% cumulative
chance per character level that the character will obrain any one magic item.

PCs who begin their career at greater than first level must follow the mentor/protégé
rules described in Chaprer 1. If the protégé(s) do not regularly adventure with the exist-
ing P'Cs, they may also roll on the starting money rables and have a chance similar to an
NPC of obraining magic items. This reflects the possibility that they might have short
adventures of their own while they are waiting to hear news of their mentor’s deeds. If
you go this route, you must use a base 10% chance thart the protégé is killed adventur-
ing while waiting to hear news of his mentor. On the other hand, if the protégé regu-
larly travels with his mentor and experiences much of the same travels and encounters,
no such rolls for additional starting money, magic items or death are warranted since the
protégé has ample opportunity to become equipped and paid directly by the mentor. It
is left to the GM rto determine whether or not a protégé has sufficient time on his hands
away from the main adventuring group ro allow additional rolls per level for starting
money, magic items or death.

Now one could argue that awarding an NPC or PC protégé extra money or magic is
not prudent since the character could easily be a failure. Or perhaps he might have spent
so much money on schooling as he advanced in level that there is litdle left over. This is
accounted for by the fact that itis possible to obtain the resulc of “flat broke” or “hered-
itary debt” when rolling on the table. If this is the case, the character has either gone
broke or gone into debr during that particular experience level. Further rolls for addi-
tional experience levels can pull him out or send him deeper in debt. Once the charac-
ter is established as an ongoing PC or active NPC who regularly associates with the PCs,
he will have to survive on his own merits and no further rolls on Table 4M are allowed.

Social Class Information

Again, keeping the previous discussion on nobility and wealth in mind, this section
provides you with some specifics on how to handle background derails for upper upper
class (UUC) and middle upper class (MUC) characters. The UUC of people consist of
great nobles, sovereign nobility and royalty. One must almost always be born into this
class, On some occasions, a military commander (not necessarily a fighter) can take over
a country and become ruler, thus thrusting himself and his family into this class.

Just below upper upper class is middle upper class. These people are generally con-
sidered grear leaders of people bur they are not necessarily royalty. Use the following
tables to determine titles, positions and entitlements for characters of these classes. Note
thar these ritles are based upon European or Asian history and you may choose cither,
depending your taste. Some different cultures in Garweeze Wurld have their own titles
for those of high social rank bur those are detailed in a separate supplement. You may
find it interesting to mix titles, invent them, and place the whole in the campaign set-
ting you devise accordingly. Historical research will be helpful, as will be a good the-
saurus. Since it does not make sense for the actual holders of these royal titles to be PC
adventurers, you should consider a PC of UUC to be the son or daughter of the noble
person indicated, For those of MUC, roll on Table 3D: MUC Title, Chain of Office or
Position. Note thar most of these positions actually require work on the part of the office
holder and they are not automatically bestowed by hereditary right. If a PC adventurer
chooses to try to retain his position, he must carefully work our a way to continue to get
the job done, either by hiring assistants or staying close to home. Again, since a begin-
ning PC is young and inexperienced, they will merely be a son or daughter of the office
holder or perhaps a lower level assistant to the actual office holder.

Any character of UUC will be 80% likely to personally hold the deed to some land.
In order to determine properties held by characters of UUC, roll on Table 3P: Inherited
Deeds with a +20% madifier. If the result is greater than the maximum shown on the
table, roll again with the +20% modifier again. Repeat this process until a result on the
table is obrained. Then mulriply the size of the land parcel by the number of times rolled.

Characters of UUC and MUC may be entitled to certain privileges of nobiliry as
determined by rolling on Table 3C: UUC, MUC Family Entitlements. Those of UUC
will receive a +20% modifier for rolls on this table. If the result exceeds the maximum
possible on the table, roll an additional two times. Continue this process (+20% mod-
ifier each rime) until you obtain a result on the table. Then, for each time the maximum
number on the table was exceeded, roll again. Note that it is possible that a character
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will gain each and every entitlement using this method. If an entitlement comes up
twice, ignore the resule but count the roll as no special additional entitlement.

Most people in Garweeze Wurld who hold these positions within society maintain
them not because they pay well bur because of the Honor associated with them (+10%
actual Honor while in office) and the perceived political value they hold for aspiring
bureaucrats. Below is a brief description of each position along with an approximarte
salary for each. These positions may have had othet responsibilities in actual historical
context but whar follows is how they are defined in Garweeze Wurld. Depending on
the workload, some of the positions can be held part time.

Chancellor — A high ranking position appointed by the king, the chancellor is in
charge of the ecclesiastical affairs of the kingdom. His primary job is to keep the power
of the church(es) in check so that the monarchy is not threatened. He can also be in
charge of administration at the royal palace and issuing and recording documents (Head
of Clerks, Recorders and Minister of Informartion). 200 gp per month.

Mayor — Chief execurive of a city, town or village who is responsible for maintaining
day to day operations. City watch functions, fire chief, coroners, aldermen and the chief
of sanitation all report to the mayor. 50-150 gp per month depending on the size of the
village, town or city.

Magistrate — A court official in charge of hearing, rendering verdict and sentencing
in most criminal cases. Most places in Garweeze Wurld do not allow trial by jury, offer
only limited appeals (depending upon the social status of the accused) and assume an
accused person is guilty until proven innocent. 50 gp per month.

Burgomaster — A chief magistrate responsible for hearing appeals and serious crimes
against the crown, 70 gp per month.

Sheriff — Head of law enforcement in the lands of a country that are outside the juris-
diction of municipal law enforcement officers. 40 gp per month.

Judge — A courr official who hears administrative cases such as land or commerce dis-
putes. This position is also in charge of ensuring fair play for public events such as jousts
or duels. 50 gp per month.

Solicitor — One who collects taxes on behalf of the kingdom, city or other govern-
ment. 40 gp per month.

Counselor — A courr official who provides information to judges, magistrates, prose-
cutors and defenders regarding witnesses and facts in a case. 10 gp per month.

Recorder — One who prepares and certifies documents associated with administrative
affairs of the state. 10 gp per month.

Prosecutor — A court official who is in charge of trying criminal cases on behalf of
the government. 30 gp per month,
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Port Master (if applicable) —~ This position is in charge of oversight of all ships enter-
ing and leaving a harbor and collecting shipping related tariffs. The Port Master is in
charge of maintaining order on the docks and ensuring imported goods meet minimum
quality requirements to protect the safety of the public. 30 gp per month.

Steward/Castellan — This office is in charge of the administrative derails associated
with running a castle including supervision of staff, maintaining adequate supplies of
food, water and other essential items. A PC who acts in this capacity can earn from 50-
200 gp/month while NPCs earn 200 gp/month!

Dungeon Master/Warden — This position is in charge of carrying out sentences from
criminal cases, maintaining prisons and “caring” for prisoners. He will have several dun-
geon guards and perhaps an executioner reporting to him. 20 gp per month.

Fire Minister — This office is in charge of preventing and fighting fires within city
limits. He also enforces regulations concerning building construction. 5-25 gp/month.

Minister of Information — This office is in charge of passing information to the pub-
lic from the crown or government. He is also in charge of sending official messages and
will thus have a staff of messengers, town criers and scribes working for him. 25 gp per
month.

Burgher/Burgess — This is a very minor title assigned to certain upstanding citizens
for polirical favors. It carries little responsibility other than various rasks assigned from
time to time by the mayor. This if often the first step for a middle class person to rise
in the ranks of titled society based on his reputation and public support for other com-
munity leaders. Up to 1 gp per month depending on tasks assigned.

Chief of Sanitation ~ This person is responsible for maintaining safe conditions in
public areas by removing sewage and ensuring fresh warter supplies for the citizens of a
city. 10 gp per month.

Coroner — This position is responsible for ensuring dead bodies are properly buried
or burned to protect public health. 1gp per month,

Guild Liaison — This public official has the often difficult rask of being the point of
contact between the local government and the merchant, professional and artisan guilds,
This is not a coveted position as the guilds are often difficult to deal with. 20 gp per
m(mf"l.

Councilor — This is a temporary position created when the government wishes to get
in touch with the will of the people. A Councilor is selected to interact with the mass-
es, hear their concerns and report back to the government officials or rulers. Tgp per
month.

Chief of the Watch — This person is the chief law enforcement officer within a

municipality. He reports to the mayor and has a staff of men-at-arms who patrol the
city streets. 50 gp per month.
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may advance in social class to one class higher than that normally war-
Table 3E: Table 3F: ranted by I.xis character class. In l:l?is case, the next higher social f.flﬂsh
Escaped Criminal Charges Fame and Net Worth Effect on Social can be attained when the (,‘hﬂl.mclr{‘:l's level is one greater than the hjgh-
Chiigs Advineemant est character class level indicated in Table 3G: Social Class
) 30" 1100 > Advancement. Personal wealth (real or perceived) has a similar effect
Die Roll ~ Crime Fame Modifier on social class advancement as that of Fame. Note thar if a character
;'; ‘;::;; " e e I'Ewbo nL‘h“:i;“' level is using perceived personal wealth (eg., fake jewels, coins or other items
S ry/Highway Robbery = Mesain of value) to increase social class, the character must make a saving
Isi_—llse :m:? y Yoy ey &Iltlgo :; ‘j:::z::: ::::: throw versus Apology in order to maintain the ruse anytime their per-
9 Bl:cknfail g 201+ Wi tivanos one: accial class sonal wealth is called into question. [f the character fails this, his true
20-21 Bribery of an Officia* bmnd that normally allowed social class will be apparent and he w.'tll lose’lﬂ»tiﬂ% (1d4x10) of his
22-26  Burglary Net Worth Modifier Honor. It should be noted that flaunting one’s wealth (real or fake) can
27-32  Defaulting on Debt <5000 gp SRR Tl have adverse consequences in terms of attracting thieves,
33-37  Destruction of Property* 5001 gp to 50,000 gp no modifier . .
38 Embezzlement of Funds* 51,001 gp to 100,000 gp  +| character level Extended Family Information
3 Extortion 100,001+ gp +2 character level As mentioned previously, characters are born into a social class.
ﬁ: :; i:;ﬁ::’ Their extended family often sets the stage for how they are perceived
49-53 el Monsy Chenghipfivu Gate Captain — This law enforce- by the world. This section helps define the other members of a char-
5455 tmpersona:i'zn % a:IOfﬁclal"-"Y ment officer is usually in charge of a acter’s extended family.
56 Kidnapping small group of city watch guards who At one time each characrer, of course, had both paternal and maternal grandparents.
57-63 Manslaughter SR IURC IO ]ej“, permanenfly assngnc‘d There is a base 10% chance for each that the character’s grandfathers are alive when the
64-67  Perjury to guard m”"":'P.“I gates. Theyarein  chapacrer begins his adventuring carcer. There is a base 30% chance for each that the
5968 Piracy il ‘-'h:l"g': ;’f C.“"c'l:““% ]"-’““'Y’""“}: du“h°5 character’s grandmothers are alive. This base chance is modified by his race as follows:
—79 Possession of Il tolen ltems | and enforcing local laws such as the
80 Rape right to bear arms and allowing only Dwarf +30% Half-ogre +10%
81 —-B7  Rioting/Inciting Riot the regulated amount of livestock into Elf +40% Half-ore -15%
88-92  Robbery the city walls. 5 gp per month. Gnome +25% Halfling +10%
93~ 96  Sedition . . Gnomeling +20% Human no modifier
97-100  Theft Defender — This court official is in Had-elf +15% Pixie-fairy -30%
charge of speaking on behalf of the :
*Prepetrated on or against the Crown or | accused in criminal mateers. It is not In order to determine the number of aunts and unclef a‘charactcr has (or had at one
thke ol i time), roll on Plaver's Handbook Table 4K: Number of Siblings for each parent. Follow
Government a highly sought after position and Y 1blings P s
often goes unfilled. 2 gp per month. the procedure defined under the Status of Siblings section on page 79 in the Player's

Alderman — Like a Councilor, it is
the job of an Alderman to speak on behalf of the commoners. However, these positions
are selecred by the people as opposed to being appointed by the government. A
Councilor will sometimes be assigned to interface with Aldermen. Unpaid.

Advisor — This position is often filled with subject marter experts in whatever field
there happens to be a need for. They may serve any of the above offices, lesser and greater
nobles or even the ruling family itself. Examples of needed subject matter experts include
magic-users, foreign culture experts (Orc, dwarf, gnome, etc.) clerics, engineers, etc. Pay
can vary greatly depending upon to whom service is rendered. 1-120 gp per month.

Deputy — These officials are given authority to act on behalf of or ro assist the sher-
iff in law enforcement matters outside of municipalities that have their own law enforce-
ment system. Duties and the title are often temporary and assigned as needed. They are
often used to apprehend fugitives in the wilderness. 1-5 gp per month,

Slave Class

At the other end of the spectrum from those of MUC and UUC are members of the
slave class. Table 4F: Social Class Table in the Player’s Handbook gives some possibilities
of how a character of this class would become a PC including the possibility that he is an
escaped criminal. The following table indicates crimes for which an individual may suf-
fer long term imprisonment. There are other crimes for which a character could be jailed
but those would generally carry lighter penalties like a light fine or banishment or more
severe, swift penalties such as death. If Table 4F indicates the character is an escaped
criminal, use Table 3E: Escaped Criminal Charges. While undoubredly many PCs will
be party to criminal deeds during their career, this table does not define guile or inno-
cence. You should define that based on the personality of the character and the nature of
your campaign. This table merely indicates the charge for which the PC was imprisoned.

Raising One’s Station in Life

Characters are generally born into a social class. On rare occasions, a member of a
lower social class can become an apprentice to a member of a higher social class and
therefore gain a considerable head start in raising his station in life. Such a case occurs
when a cavalier retains a lower social class horseman for training as a potential member
of that exclusive character class. However, most people need ro work with whart they are
given at birth. Honor, Fame and personal wealth (real or perceived) can raise one's sta-
tion in life. The following can be used as a guide on how social class progression works.

As one advances in class levels, his social class may go up. The social class progres-
sion with advancing character levels is shown in Table 3G: Social Class Advancement.
A character who is multi-classed or dual classed advances as the least advantageous class
he practices. For example, a fighter/thief would advance in social class as a thief. This
progression will occur when a character’s Honor is in the Average Honor or Too Much
Honor categories. If the character’s Honor is in the Great Honor category, he may
advance in social class as if he was one level higher. Similarly, those who are in the
Dishonorable category, will advance in social class as if they are one character class level
lower. Furthermore, Fame can allow one to advance differendy on the social class
advancement table, This effect is shown in Table 3F: Fame and Net Worth Effect on
Social Class Advancement. Furthermore, a character with a Fame of greater than 201

Handbook to determine if the character’s aunts and uncles (the parent’s siblings) are still
living and how many of each sex there is. Then for each aunt and uncle, roll for each
to determine if they are (or have ever been) married (75% chance). For those thar are
(or were) married, roll on PHB Table 4K again to determine the number of cousins the
character has. Follow the status of siblings procedure again to determine the sex and liv-
ing status of each cousin. Then, for each aunt and uncle that has never been married,
check to see if the aunt or uncle has any illegitimate children (10% chance). If he or she
does, roll again on PHB Table 4K to determine the number of illegitimate cousins par-
ented by that uncle or aunt,

Families, Clans and Bloodlines

The notion of family (hereafter referred to as ‘clan’ in this section) is very important
to most characters in Garweeze Wurld. [t is also very important to players since they
can create their very own clan from which all their characters of a particular race spring
forth. Over the course of many adventures (and the lives of many characters), a player
can actually shape his clan and develop it much as he would a character. With time and
a lirtle luck, a player’s clan can become very powerful - even to the extent of having an
impact on your campaign world (if you want it to, that is).

A powerful clan with high Honor can be a real asset for a PC. Clans can loan money
to family members, be of assistance in times of trouble and, if their network of contacts
(some of whom will be Notables, sce Chapter 11: Non-Player Characrers) is large
enough, even pull strings ro aid a characrer (such as convincing the local magistrate not
to press charges for a semi-serious offense for which the character has been arrested).

Table 3G:
Social Class Advancement

Character Social Class

Class LLC MLC ULC LMC MMC UMC LUC MUC UuC
assassin. -6 7-12 I3+ - - - - - -
barbarian - 1-3 4-6 7+ - - —_ - -
bard - -3 4-6 7-12 | 13+ - - - -
battle mage - - - - 1-3 4-6 7-12 |13+ -
berserker - I=3 4-6 T+ - - - - -
blood mage - - - = 1-3 4-6 7-12 |3+ -
cavalier - g = o - = [~6 7+ -
cleric - - - - - -3 4-6 7+ -
dark knight =~ -~ - - 1-3 4-6'7-12 I3+ - -
druid - - - I-6 7-12 |13+ - - -
fighter - - | 2-4 5-7 B8-12 13-17 |8+ -
illusionist - - - - 1-3 4-6 7-12 I3+ -
knight errant - - F =3 4=617-"121513% - -
magic-user = - = - I-3 "4=6 [ F— 12013 —
monk I-3 4-6 7-9 10-12 13151518 19-2I - -
paladin - - - - - - 1-6 7+ -
ranger - - - I-6 7-12 |13+ - = -
thief 1-3 4-6 7-12 13+ - - - - -
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Table 3H:

Family Honor and Notable Contacts
Character's Beginning # of Notable
Social Class Family Honor Contacts

Lower Lower Class |d4+1 d3-1
Middle Lower Class 1d6+10 « d3
Upper Lower Class 2d8+15 di+|
Lower Middle Class 3d10+20 2d3
Middle Middle Class 5d10+25 2d3+|
Upper Middle Class 4d20+30 2d4+1
Lower Upper Class d100+35 2d4+2
Middle Upper Class d100+50 2d4+3
Upper Upper Class dl00+70 2d4+4

Family here does not simply mean the parents and siblings of the character but his
entire extended family (uncles, cousins, great-uncles, in-laws, grandparents, great grand-
parents, etc.) Furthermore, the concept of‘ﬁlmily' includes ancestors. Ancestors who
achieved great fame during the course of their lives and helped to grow the family’s
Honor and power base are treated with great respect and reverence because it is they who
intermediate between the gawds (including the fates) and the clan. They constandy
bescech the gawds on the behalf of their living relatives, for favor and good fortune.

Every family has it is own Honor factor that represents the family’s standing in the
community and region, Those player characters born into the clan (once the family has
been established) benefit (or suffer) from the family’s starus.

Establishing a new Clan

Whenever a player introduces a new character into a campaign he has the oprion of
basing that character in a clan he already established or creating a new one, For some
characters, of course, family ties are not all that important. Players do not HAVE o cre-
ate a clan. They can simply decide thart their characters have broken off ties with their
family, been disinherited, have lost contact or have no surviving family members (unless
his background rolls dictate otherwise). Obviously, such characters will not be eligible
for any of the perks that come with having a clan (such as gifts at certain Honor levels
or clan support). Generally, it is left to the player to approach the GM and broach the
-‘illhi!.'ft ul‘.\‘l;lrting da L‘l;m. Y()ll NI]UU](I never pressure a p]ﬂyr:r to (lﬂ $0,

Why would a player want to establish a clan? Clans give a character an edge. They
provide a support system in a world where everyone and everything is set againse him.
If a character can maintain his Honor and further his clan’s aims he will always have a
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place to call home. One’s clan can help
cover TI]L‘ COSt “r I"(li.‘ni“g a k:h':ll'&]’.'[ﬂr rrnm
the dead, loan money in times of need,
gUJI'(I a (,‘h.‘ll‘.‘ict('r‘.‘i treasure ]]Uard ‘dnd
assets, serve as executors of a characrer’s
will and ensure his wishes are met. In
facr, a clan with strong ties to a characrer
will go to great lengths to find and
retrieve his body for a proper burial
should he die in a foreign country or in a
remote area. As in all things HackMaster,
great boons are not obtained without
price. Clans tend ro want to meddle in
the affairs of a character. If there is an
unsettled score (grudge) with another
clan they may expect the characrer to set-
tle it. If a clan or family member is hav-
ing problems, the character may be
expected to come to his aid. In other
words, clans give you, the GM, free reign
to mess with the character and force his
actions whenever you want! In this man-
ner, clans are similar to quirks and flaws.
They can give a benefit to the PC, bur the
cost is under your direct control. The
beauty of clans is that the benefir is under
your control as well!

When a player indicates he wants to
start a new clan to base one of his charac-
ters in just grab a copy of the Clan
Worksheet (Appendix H) and perform
the following steps:

1. Generate a character per the guide-

lines in the Player’s Handbook.

2. Name the clan.
3. Choose the clan’s location/base.

4. The clan’s race, alignment and
social class will be the same as the
character’s. A character can only be
part of an existing family if he is of
the as the
Exceptions can be made for those
characters of mixed race back-
ground such as half-elves and
gnomelings as long as one parent is

Same  race clan.

Table 31
Family Grudge, Enemy or
Alliance Determination

Roll 1d100
/- 25 None

26 - 50 Family Grudge

5170 Family Enemy

71 -90 Family Ally

91 -95 Roll twice™*

96 — 97 Roll three times*
98 Rall four times*
99 Roll five times*
100 Roll six times*

* Count further rolls over 91 as “None™.

Table 3):
Recipient of Family Grudge,
Alliance or Enmity
Rell 1d100

=2 Major noble*

3-6 Minor noble**

7-10 Religious institution
11 =35  Adventurer/ Professional
36-60  Humans/Men (Race/Clan)
61 — 65 Dwarves (Race/Clan)
66-70  Elves (Race/Clan)
71 =73  Gnomes Race/Clan)

74 Gnomelings (Race/Clan)
75 -77  Half-elves (Race/Clan)
78 - 80  Halflings (Race/Clan)

81 - 87 Half-orcs (Race/Clan)
88 -89  Half-ogres (Race/Clan)

90 Pixie-fairies (Race/Clan)
91 -93  Orcs (Race/Clan)

94 Goblins (Race/Clan)

95 Hobgoblins (Race/Clan)
96 - 100 Commoner/serf/farmer

* See Table 3A and 3B UUC Royal And
Noble Titles.

# See Table 3D MUC Title, Chain of Office
or Position.

**t See Table 3Q Occupation of Debt
Claimant.

R GM choice: from Gawds of Twilight Last

the same race as the clan.
Unfortunarely, having such mixed-
breed children legitimized has a
37% chance of dropping the clan’s Honor by 15% and will cause 1d100% of the
family members to dislike the PC.

on page 64 of the Player's Handbook,

5. Determine Family Honor and number of Notable contacts on Table 3H: Family
Honor and Notable Contacts.

6. Determine Heredi(ary Grudges, Enemies and Allies:

For each character, you should also roll on Tables 31 and 3] to determine if the char-
acter has any family grudges, enemies or allies, This should be done whether or not the
character is planning on developing his clan, since it could some into play later or be
used as part of an adventure plot. The nature of their alliance or grudge is left to the
GM to determine (which allows it to be railored within the bounds of one’s own cam-
paign). Family grudges and alliances can be great starting points for ongoing campaigns.
Some ideas behind family grudges/allies include: family member was saved by/killed by
someone, family member is actively being courred by someone, land dispute, monetary
debt, caughrt dealing or saved from dealing in substandard or fake goods, an act of kind-
ness/rudeness at an opportune/inopportune moment, family member was saved from a
crime or the victim of a crime that went unpunished (see Table 3E: Escaped Criminal
Charges in this chapter), family was saved/trodden upon during a natural disaster or
family name was cleared/slandered by someone.

Family grudges differ from family enemies in thar a grudge is held for some specific
act (or inaction) that occurred. A family grudge is less intense than having a family

enemy. Grudges can sometimes be easily erased by correcting the perceived malignment
or by taking revenge for the incident on the parties involved.

A family enemy usually develops when a wrong has been committed against the fam-
ily that is so atrocious that it is unforgivable or when mulriple grudges begin to pile up.
Often, family enmity lasts for many generations. It is not uncommon for the youth of
a clan to ask the family elders why they despise another family or group so and have the
elders reply, “Because it has always been that way.” A family enmity is much more dif-
ficult to erase than a mere grudge and is usually resolved by the complete destruction of
one of the two families.
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Altering Family Honor

The actions of a single player characrer can affect the fortunes of his clan for good or
ill. Noble, heroic and successful characters elevate their family name while craven, lying
and treacherous characters drag their family name down with them (generally speaking,
depending on alignment, the reverse can be true).

If a player character's Honor is 10 points higher than his family’s Honor, the base
Honor of the family is increased by one point. For every additional 10 points of Honor
a character gains above his family Honor, the Family Honor increases by another point.
Characters can also raise the base Honor of their clan by vanquishing hereditary enemies
or settling hereditary grudges. At the other end of the scale, any character that loses five
or more points for a single action causes a loss of one Honor point from his family’s base
Honor. His shameful behavior has left a lasting blotch on the family name. In either
case, when a character changes the Honor of his family, all other family members have
their Honor increased or decreased by the same amount as the family. Thus, the actions
of family members can affect each other’s Honor.

Since Honor is so important to a clan, if any member’s Honor causes the clan’s base
Honor to drop by 20 points or more, he is immediarely banished from the clan. He will
not be allowed to return to the fellowship of the clan until he has raised the clan’s Honor
back to its former level or higher. Any character causing his clan’s Honor to drop by 50
points or more is permanently disinherited and ousted from the clan.

Inheritance and Debt

The GM should use these tables when a PC gets an inheritance as indicared on Table
4M: Character Starting Money, in the Player's Handbook or when called for in the
course of game play. Note that an inheritance can be a benefit or bane for a character.
It is possible for a PC to inheric debr thar will be quite a challenge to overcome at low
level. Even an inheritance of armor, weapons or deeds, while it seems good ar first, can
and probably should be marred with jealousy on the part of other less fortunate PCs,
rival siblings who lost out or more distant relatives who feel they were wrongfully over-
looked. Use the following Tables to determine the results of a PC inheritance.

In order to use Table 3L: Inherited Weapons, roll 1d10,000. If you do not have a
10,000-sided die handy, you can use the following method as a substitute; roll a 10-sided
die 4 times, the first roll being the 1,000s digir, next the 100s digit, then the 10s, then
ones, You should modify this result by the number corresponding ro the PC's social class
as shown in Table 3K: Class Modifiers for Inheritance. If the result is from 1 to 10,000,
the indicated item is non-magical. If the die roll exceeds the maximum on Table 3L,
because of social class or other modifiers, roll again. When you finally obtain a result
from 1 to 10,000, the item indicated is magical with a +X enchantment where X is the
number of times rolled on the chart minus one. If the initial die roll is less than the min-
imum on Table 3L, roll again. When you finally obtain a result from 1 to 10,000, the
item indicated is either cursed or stolen (50% chance of each). Ifit is cursed, it will have
an enchantment of =X, where X is the number of times rolled on the chart minus one.
If the inherited item was stolen (by the person who died and left the inheritance), the
number or people who will seek our the PC looking for the return of the item is equal
to the number of times rolled on the chart minus one. The people who are looking for
the return of the item can vary. Some examples include jilted best friends, merchants,
nobles, deputies or ex-business partners. Stolen items that are not worth much will still
be highly sought either because they have sentimental value to their former owners or
because of a desire to uphold the law on the part of the secking party.

In order to use Table 3M: Inherited Armor, roll 1d4,000 with the following method;
roll a d4 counting that roll as the 1,000s digit, next roll a 10-sided die for the 100s digit,
then a 10-sided die for the 10s, then a 10-sided for the ones. This results in a number
from 1 to 4,000, (Obviously, a result of “4” on that d4 is read as such only if the 10-
sided dice all come up “0.” Otherwise, read the four as a “0.” Similar pmcedurcs apply
for 1d600, 148000, etc. If you cannot follow this simple rule, you are nort cur our for
the demanding role of HackMaster GM.) You should modify this result by the number
corresponding to the PC’s social class as shown in Table 3K: Class Modifiers for
Inheritance. Modified results outside the bounds of the table are handled the same way
as those described for weapons.

In order to use Table 3N: Inherited Helmet or Shield, roll 1d400 with the fo]lowing
method; roll a d4 counting thar roll as the 100s digit, next roll a 10-sided die for the
10s, then a 10-sided for the ones. This results in a number from 1 to 400, You should

Table 3K:
Class Modifiers For Inheritance
Class Weapon Armor Shield/Helmet Mount
SLC -1000 -500 -200 -500
il -500 -200 -100 -200
MLC -200 -100 -20 -100
ULC -100 -50 -10 -50
LMC -50 =25 -5 -25
MMC none none none none
UMC +50 +25 +5 435
Luc +100 +50 +10 +50
MUC +200 +100 +20 +100
uucC +500 +200 +100 +200
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modify this result by the number corre-

sponding to the PC’s social class as shown Table 3L:
in Tjablc 3K: F)lass Mudiﬁcfs for Inherited Weapons
Inheritance. Modified results outside the
i Rall 1410000
bounds of the table are handled the same Roll Wi
way as those described for weapons. o S4pon
1 =2000  Hand or throwing axe
In order to use Table 30: Inherited | = 2001 — 2450  Sword, Short
Mount, roll 1d6,000 with the following 245 -2850  Voulge
method; roll a d6 counting that roll as the | 2851 - 3250  Military fork
1,000s digit, next roll a 10-sided die for 3251 - 3625  Footman's mace
the 100s digit, then a 10-sided dic for the | 3626 -3965  Sling
10s, then a 10-sided for the ones. This 3966 - 4300 Swnrd.Band
results in a number from 1to 6,000. You 430! —4635 ! H‘"’"d _7
should modify this result by the number 4636-;955‘ wof“u‘m
corresponding to the PC’s social class as e —
; . 4 i 5276 — 5575 Sword, Bastard
shown in Table 3K: Class Modifiers for 55765850 S
Inheritance. Modified results outside the - e
. 5851 —6100 = Warhammer
bounds of the table are handled as follows. =
5 6101 ~ 6267 Sickle
If the result exceeds rhe. maximum number 62686417  Dagger or dirk
on the table, the animal gains +X hit 6418 — 6567  Battle axe
points per Hit Die where X is the number 6568 - 6717  Bardiche
of times rolled on the chart minus one. If | 6718 - 6867  Sword, Kopesh
the result is below the minimum on the 6868 — 7007  Morning star
table, the animal loses X hit points per Hit 70087132 Sword, Scimitar
Die where X is the number of times rolled 7!33;-7257_' Gullame I
on the chart minus one. There is a 50% 72587382 Glhive o
chance that a PC who inherits a mount has 7383 -7507  Footman’s fail
already gone through the required bond- | 75087632  Fauchard
in eriod while tl itnal was under th 7633 - 7752 Suﬂ‘sllng
g er]U whnue the animal was under the 7753 —1m : spear
care of the previous owner. There isa 1% - ey
Wt s 7873 -7992  Scourge
chance that any inherited animal is actual- =
| I | " i 7993 - 8112 Quarterstaff
y a Bo er (see the Hacklopedia of Beasts 8113-8232 Javelin
for details on the BD](CI’). 8233 - 8352 Dart
Note that inherited mounts come 8353-8472  Club
with “basic rack”. Basic rack is defined | 8473—8572  Bow,Short
by the following items as applicable, a bit gs7z“g:g‘ ev""?-l-ﬂ“l
and bridle, halter, shoes, saddle blanket, Pedie Hlp
a riding or pack saddle (depending on 6773 - 8047 Spetum
5 SIS e ¥ )g G| 8848-8922  Ranseur
X c-[l:l’rl-nzj]y g).urPns'cllq. the T?un't anF 8923-8992  Crossbow; Light
small saddlebags. This combination o 89939062  Crosshow, Heavy
equipment is worth approximately 11-16 9063-9120  Stilleto, bloodthorn
gp at standard prices depending on the 9121 -9177  Trident
type of saddle. 9178 - 9233 Sword, Rapier, petite
In some circumstances, a PC can inher- 9234 7z 9283 Cmss?w' Hde
it a deed ro land. While this might seem | ;g:- :‘;:? = Whamm.r il
h]l[Ckﬂ at first, u.rg(.:rn?ust r.f:a]rcf;illy Cunst]:lf:r 9351—9433 : I anes, Light horse |
E_ FI £ TeTpaonst ‘g_"’s s fg "W““_; 'P'| 9434-9483  Footman's Pick
efore running off to celebrate. There 9484 — 9530 liorshran’s: mace
might be raxes ro take care of, squatters or 9531 —9577  Awl pike
poachers to deal with or the land might be | 95789227 Horseman's pick
in some particularly dangerous or barren 19623 - 9667  Bill-guisarme i I:
region. Table 3P Inherited Deeds can be 9668 -9710  Horseman's flail
used to determine the details when a PC 9711 - 9753 Guisarme-voulge
inherits a deed to land. For types of inher- 9754 - 9796  Fauchard-fork
ited businesses, see Table 3QQ: Inherited 9797 - 9839 Bec de corbin
Businesses (Roll 1d8,000 with the follow- 9840* 9879 Sword, Two-handed
ing method; roll an d8 counting thac roll | 98B0 =9919 Hook fauchard
as the 1,000s digit, next roll a 10-sided die :g?;o fie g:’g ‘gm“mh"
for the 100s digit, then a 10-sided die for 0 — 995 owgn,
A . 3 9960 — 9969 Lance, Medium horse
the 10s, then a 10-sided for the ones. This 99709979  Glaive-gui
esults in a number from 1to 8,000) = et bl
res ag i 9980 - 9986  Lance, Heavy horse
If an inherited deed is for land within W— 9991 Lance, Jousting
the r.'cnmm(ml_v recugniu’d borders of a 9992 - 9996 H"P?oﬂ
kingdom, it is technically owned by the 9997 Bow, Composite short
crown. Thl& rypc ﬂ[: dﬂfd WOLl]d essen- 3332 g;ossgow' P‘eas'.l?ojter)
tially be a land use permic on the part of Wi areat Jong (elven
tht |1r:m‘t'r UF thc dcl"d. Thﬁ.\c deeds lm M'COW h"‘

always come with rtax obligations.
Furthermore, this type of inheritance also comes with a requirement for military serv-
ice and a blood oath of allegiance in exchange for the right ro inherit the land. In most
cases, military service can be avoided by paying additional rent or performing some
useful non-military labor for the crown. If the land is outside the borders of a king-
dom or country with a similar form of government, the bearer of the deed is the law-
fully recognized owner of the land. He has the right to use the land as he sees fit, either
for farming, settlement or extraction of resources (animal, vegetable and mineral). If
the land lies within an area thar is considered a territory of a country (bur not within
the patrolled borders of the country itself) the deed holder will often have to pay taxes
on the property. As it is sometimes difficult for tax collecrors to visit remore regions
and collect from those responsible for the taxes, these land taxes in territories are often
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Table 3M: Table 30:
Inherited Armor Inherited Mount
Roll 1d4,000 Roll 1d6,000
Roll Armor Roll Moung**
1-1500 Padded
; I-1000 Mule
1501-3000  Leather
3001-3400  Studded leather 10012000 Donkey or ass
0] 150 R : 12001-3000  Horse, Riding
g mail .
3566-3715 Hide 3001-3800  Goat, Pack (trained)
3716-3835  Scale mail 2001=4323  Lx
43344733 Bull
3836-3910 Brigandine 4734
3911-39%60  Chain mail* s i
i 5001-5160  Camel
3961-3975  Spline mail :
3976-3985  Banded mail 5161-5308,_ Horse, Light war
3986-3993 Bronze pl i 5309-5448 Horse, Draft
plate mai
: 5449-5584 Horse, Medium war
3994-3997  Plate mail
5585-5704  Horse, Heavy war*
3998-3999  Field plate
4000 Full plate 5705-5784  Llama
5785-5864  Ape, Pack (untrained)
- . ) 5865-5904  Camel, Carrion
e 5905-5944  Elephant, Labor
5945-5960 Elephant, War
5961-5965 Lizard, Red Bellied Armored
Table 3N: 5966-5970  Ape, Pack (trained)
Inherited Helmet or g;;;'gx? gﬁhﬂg‘mmwed
g 2 agle, Glant
Shield 5982-5985  Dolphin, mount
Roll 14400 5986-5989  Griffin
Roll Helmet/Shield 5990-5993  Hippogriff
1-210 Helmet, Leather 5994-5996  Horse, Shirkmare
211-265  Shield, Small 5997-5998  Killer Whale, Mount
266-308  Helmet, Chainmail 5999-5999  Centisteed
309-338  Shield, Buckler 6000-6000  Eagle, Gargantuan
339-363  Helmet, Basinet
364-377  Shield, Buckler, spiked * dwarven war if PC is a dwarf
378-390  Helmer, Great ** elven if PC is an elf
391-399  Shield, Medium % There is a 1% chance that any inherited ani-
400 Shield, Body mal is actually a Bolter.

Table 3P:
Inherited Deeds
Roll 1d100
Roll Inherited Deed
I-5 Parcel of land in wilderness - harsh climate

6-10 Parcel of land in a wilderness inhabited by monsters
11-15 Parcel of land in a wilderness inhabited by humanoids or savages
16-20 Parcel of land in territory of country — farming

21-25 Parcel of land in territory of country — rugged terrain
26-30 Parcel of land in territory of country — forest

31-35 Parcel of land in territory of country — hamlet

36-40 Parcel of land in territory of country — village

4145 Parcel of land in territory of country — village, home
46-50 Parcel of land in territory of country — village, business
51-55 Parcel in country borders — farm

56-60 Parcel in country borders — forest

61-65 Parcel in country borders — hamlet, home

66-70 Parcel in country borders — hamlet, business

71-75 Parcel in country borders - village, home

76-80 Parcel in country borders — village, business

81-85 Parcel in country borders — town, home

B6-90 Parcel in country borders — town, home

91-95 Parcel in country borders ~ city, home
96-100 Parcel in country borders — city, business

dom determination of the property

Table 3Q: size is required, roll a d12 and divide
Inherited Businesses that by 32 rto determine the size in
Roll 148,000 acres). Medium parcels range from
= ; about 1/2 an acre to 10 acres (if a ran-
il . Inherited Business dom determinarion of the property
z::?gn ::_nh:rrri:t size is required, roll a ‘L{ZO and (..livic.lc
131-255 Bakars that by 2 to determine the size in
256-541 Barbers acres). Large parcels range from about
5472-593 Bathers 10 acres to 100 acres (roll 10d10 if
594665 Beer-Sellers/Bar necessary), The larger ends of each
666-731 Blacksmiths range are more common in unsettled
732-779 Bleachers territories or wilderness.
et Sankinery If a PC inherits a family debr, the
glzgjggg :?:::le_llers possibilities are endless as to whom
993-1063 Buckle Makers the debt could be owed (the claimant)
ORAZY 146,711 Biigehend and what the reason for the debr is.
1147-1328  Carpenters Tables 3R through 37T can be used to
1329147} | 'Chandlers help define such things. Also note
14721571 Chicken Butchers that Table 4M: Character Starting
1572-1714  Coopers Money in the Player’s Handbook indi-
1715-1757  Cutlers cates that if an initial roll on the
17581816  Doctor/healers Character Starting Money table shows
1817-1900  Fishmongers a debr, one should reroll to determine
19012300 Furriers the amount owed. If the second roll
2301-2340  Glassblower results in hereditary debt again or flat
ig;;gig: Slovemal:ri broke, the debr is 1d20 gp.
= ATHESI- KIS Furthermore, a debt can be of a form
;;;::g:; ::::rnakel's other than money. A required
2586-2837  Jeweler - gemcutear amount of service, labor or the accom-
2838-2889  Locksmiths plishment of a specific task are all
2890-3089  Masons ideas a clever GM can substitute
3090-3092  Matchmaker instead of letting a PC simply pay his
3093-3235  Mercers bills and be done with ir,
3236-3435  Merchant, Food
3436-3735  Merchant, General Repercussions for
3736-3778  Merchant, Hay Defaulting
3779-3978 Merchant, Livestock . 5
39794078 Merchant, Musical Instruments . AS,S[n[cd in the Player’s Handlmo!c,
40794150 Merchant, Spice m.hel"lred PC debs must bF repaid
4151-4400  Old-Clothes within 1d12 months. This discussion
4401-4467  Painters applies to people who inherit debt or
44684667  Pastrycooks those who go into debr through their
46684738  Plasterers own foolish actions. Even if the PC is
4739-4829  Pursemakers not personally at fault, the debrt of his
4830-4884  Roofers family can still be held against him if
4885-4937  Ropemakers those directly responsible are unable to
4938-4987  Rugmakers pay. For example, perhaps a PC's
4988-5087  Saddlers father ran up some massive bar rabs.
5088-5205  Scabbardmakers Now it might so happen that Pappy
5206_:355 Scu":jmr;sake Dugeld got himself a lame leg in an
?ﬁ::ssg: ::::lbuil :ierr old‘bat:lc wi .[h some Firdagordian bar-
5506-6171 SR oaran ey barians. He is lame and cannot work a
6172-637]  Stable day to save his life. Thus, his able-
6372-6771 Tailors bodied son (the PC) would be held
6772—6971 Tannery accountable for his father’s actions. He
6972-7221  Taverns/Restaurants doesn't like it? Who would? Life's not
7222-7339  Watercarriers fair in Garweeze Wurld, just like in the
7340-7389  Weapon maker real world. So tell him to rough it out
7390-7556  Weaver, Basket and hope he learned a lesson from his
75577806  Weaver, Cloth old man’s thoughtless behavior.
;g?;_;;;; mr:d:r::s If a PC should be so bold or unfor-
7960-8000  Woodsellers tunate as to default on his family obli-
gations, there can be some serious

casy o evade. This by no means absolves the PC from owing the money! Ler it stack
up and come after him when the bill is outrageously expensive to the point of bank-
ruptcy. See also the discussion below on Repercussions for Defaulting on debr. Some
deeds are granted for land that is truly considered a wasteland that lies outside the

realm of where any civilized folk would desire to live. Some examples of this type of

land include rugged mountains, deserts, swamps, arctic or jungle regions, or those
lands that are known to be inhabited by savages, humanoids or monsters. These deeds
are er'I‘_' fr()m raxes.

Note that an inherited home is typically of the common wooden variery. 10% will
be made of sturdy stone while another 10% will possibly have fortifications such as an
outer stone wall and sturdy gate. Double these percentages for homes in hamlets or
territorial villages.

Homes or businesses will always be on small parcels of land. Other inherited land
parcels can be medium (80%) or large (20%). Small parcels range from about !/32 to
1/3 of an acre with the smaller sizes being more commen in cities and towns (if a ran-

47

repercussions  including  problems

with the law, hits to Honor, bounty hunters, alignment questions, religious excommu-
nication and a poor credit rating. The most obvious problem of defaulting upon a debt
is being wanted as an outlaw. In most civilized places on Garweeze Wurld, people con-
sider overdue debrtors as little more than thieves meant to be hunted, branded, disfig-
ured and/or imprisoned. Those apprehended for unpaid debts will somerimes be pillo-
ried and or flogged in public. They may also be mutilated (cither ratrooed or branded)
to permanently identify them for their irresponsible act. Even after enduring these pun-
ishments, if a convict remains unable to pay the debt, he is thrown in prison until he is
able to pay the debr (including any fines) or he dies, whichever comes first.

Authorities who truly wish to see a debt repaid will sometimes be strategic abour
which members of a debror family they imprison. For example, they might imprison
old Pappy Dugeld in the example above since he is unable to work to repay the debr any-
way. Of course, if they want to bring ruin to the family, they might imprison the PC just
KNOWING that old Pappy is not capable of working off the debt or making a living
(so both Pappy and the PC ger punished or perish). The need to release a loved one
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Table 3S:
Occupation of Debt Claimant
Roll 1d1,000
Roll* Claimant Occupation
1-2 Linkboy
3-11 Bearer/Porter
12-21 Pack Handler
22-31 Valet/Lackey
32-41 Prostitute
42 -6l Fortune Teller
62-91 carpenter
92 - 101 Leather Worker
102 =111 Limner
112-121 Mason
122171 Tailor
172 - 191 Teamster
192 - 241 Alchemist
242-321  Armorer
322-351  Blacksmith
352 - 361 Engineer-Architect
362 - 371 Engineer-Artillerist
372 - 1381 Engineer-Sapper/Miner
382-421  Jeweler-Gemcutter
422 -431  Mercenary Soldier
432 -441  Sage
442 — 451 Scribe
452 - 461 Sailor
462 — 471 Ship captian
472-481  Spy
482 - 521 Steward/Castellan
522 -531  Weapon Maker
532 - 5el Docror/Healer
562 - 611 Bartender
612 - 621 Brewer
622 - 631 Glassblower
632661  Inn Keeper
662 - 671 Minstrel/Performer
672 - 681 Guide
682 — 691 Messenger
692 - 701 Tattoo Artist
702 - 751 Owner of an Adventuring Company
752-761  Barbarian
762771 Fighter
772 -791 Berserker
792 - 80l Cavalier
802 - 811 Dark Knight
B12-821  Knight Errant
822 - 831 Monk
832 - 841 Paladin
842 - 851 Ranger
852 - 861 Magic-User
862 - 871 Illusionist
872 - 881  Battle Mage
882 - B9 Blood Mage
892 — 901 Cleric
902 -911 Druid

912-921 Thief
922 - 931 Bard

932 -941  Assassin

942 -950  HackFighter

951 —959  HackMage

960 — 968 HacKleric

969 - 977 HackSassin

978 - 986 Local Lord or Other Noble

987 - 992  Non-local Lord or Other Noble
993 - 1000+ Two Claimants, Roll Twice**

*Add the following modifiers, according to the size of the
debt (100-500 gp:+ 10, 500-1,000 gp +20. Over 1,000
gp: +30).

** Each additional time this roll comes up roll an addi-
tional time on the chart, i.e. if this result occurs twice,
there are three claimants, etc. Each additional claimant
will necessitate additional rolls on the Table 3R:
Relation to Claimant as well as an additional roll on
Table 4M of the PHB (to determine value of the debt).

from prison is sometimes a good
incentive to get the rest of the
family members who are better
able to clear the debt to face up
to the responsibility. This is che
one advantage that PCs might
have in their favor should they
be shouldered with a family
debr. On a first offense, if they
are able-bodied and it appears
they will be able to earn enough
money to repay their family
debt, they might be given some
slack on imprisonment after a
good public flogging.

For private debts between
petty commaoners, it might be
difficulc for the debr claimant to
get the local law enforcement
authorities to act. Many com-
moners do not understand or
even have access to the court sys-
tem. Those that do have some
pull with local governments will
sometimes be able to get a sher-
iff’s deputy to apprehend the
debror. However, depending on
how much pull the claimant has,
law enforcement officers will
rarely risk their lives to bring a
debtor ro justice. This is anoth-
er advantage the PCs might
have. If they can stay one step
ahead of the law, they might be
able to skate free for a while.

The real risk to a PC’s life is
hired bounty hunrers and collec-
tion thugs, Collection thugs
who are hired by a claimant will
threaten the deadbeat PC with
violence if they are not given the
money to return to their
employers. They will rarely kill
PCs early on, as then there is no
longer a chance to collect on the
debt. But, after a good solid
beating, they will often confis-
cate items of value including
armor, weapons and mounts to
be applied to the PC’s family
debt. Collection thugs are inter-
ested in one thing, bringing suf-
ficient funds back to their
employer to settle the debt.
They are often paid a commis-
sion based on the toral amount
of the debt so rhey have a vested
interest in seeing it collected.
Some of them are corrupr and
might be susceptible to bribery
(if the price is right) in order o
forger they ever saw the PC.
These thugs do not often work
in the collection business for
long, though,

Bounty hunters are usually
called in if the debt is large or if
the PC could perform some
service valuable to the claimant,
Debr collection bounty hunters
are hired to capture a debtor and
return him in a healthy enough
condition that he is able to per-

form work for the claimant. The claimant would essentially treat the caprured debror
as a slave until he feels he has gotten a sufficient amount of work out of the debror to
clear the debr. While kidnapping is often technically illegal in civilized countries, the
debror has little recourse because even if he is freed from servitude by government
authorities, he will still be charged as a debtor and thrown in prison. And no one real-

ly wants that.
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Roll
=20
2|41
42 - 43
44 - 55
56 — 80
81 - 100

Table 3R:

Relation to Claimant

Roll 14100
Relation
Close relative
Distant relative
Best friend
Close friend
Acquaintance
Stranger

Honor adjustments associated
with failing to pay debts can be dev-
astating to a character. Those who
fail to pay a debt for greater than
one year (or the time allotted by the
random die roll in Table 4M of the
Player’s Handbook, whichever is
shorter) will suffer a —20% hit to
their Honor. Those who remain in
debt for greater than two years will
suffer —=50% to their Honor. In
addition, word may spread about
the PCs lack of trustworthiness on
fiscal matters. This can lead to mer-

chants, innkeepers or others refusing to do business with the PC.

Furthermore, there are matters of alignment and religion to consider. A lawful PC
who is saddled with a family debe or otherwise goes into debt is morally obligated to pay
off the debt or risk gaining alignment infraction points (AIPs). Furthermore, if the PC
is of good alignment and the debt claimant has a significant need for the money, simi-
lar alignment infraction penalties can be imposed for failure to pay one’s debts. In either
of these cases, the GM should apply one AIP for every month that a PC remains in debt
beyond the initial lawfully agreed upon grace period of the debt (1d12 months in the
case of inherited debr). Furthermore, certain religions might look down upon those
with chronic debt problems, particularly if they live the apparently opulent lifestyle of
an adventurer. The church of Luvia is a prime example of this. As the Gawd of Jusrice,
clerics of Luvia are required to excommunicate church members who remain in debt for
longer than 12 months or the lawfully agreed upon grace period of the debt. This can
be particularly devastating to a PC if he himself happens to be a cleric of Luvia.

Reasons for Hereditary Debt

Victim was convinced to work on credit and is owed back wages

Debtor was assisted with surviving a natural disaster such as a

Roll Reason

| =38  Gambling
39-42  Lost a valuable item that belonged to someone else.
43 - 47 A valuable animal died while under debtor’s care.
48 - 56  Family business failure
57 -6l
62 — 66  Liability for damage to property
67— 69  Liability for accidental damage to a person
70-72  Sold faulty or false goods to victim
73-76  Tax evasion
77 - B6  Mandatory Religious tithe
87 -88  Medical services
B89 - 90

fire, severe weather, flood, etc.

91 - 100 Roll twice*

* Each additional time this roll comes up roll an additional time on the chart,i.e., if this result
occurs twice, there are three reasons, three times and there are four reasons, etc.




Alignment, Honor, Fame

Almcit

The Player’s Handbook briefly touches upon the nine basic alignments. However, as
the GM, you need to have a fuller grasp of the subject matter so you can make fair,
sound rulings when questions of alignment come up. In this section we will retread the
ground covered in the PHB, but in much greater detail.

Alignment is one of the most abused and misunderstood provisions in the rules. Ask
any player or GM and they will profess with utter confidence that they know and fully
understand the alignment rules as set forth in HackMaster. Yet, many of these same
individuals continually run aground when thrown into game sicuations that require their
use. Itis sadly true that even in officially sanctioned tournaments we see veteran play-
ers with years of HackMaster experience under their belts blatantly disregard their char-
acter alignment again and again. Whao is to blame for this appalling situation? Certainly
not . The rules on alignmenr are quite clear. No, the blame can only be laid at the feet
of the rank-and-file GM who apparently allows such behavior to persist ar his rable.

I cannot stress this enough: in order to be an effective GM you MUST have a firm
grasp of what alignment is and more importantly what it is not. You must also be able
to convey that knowledge to your players. This can only be accomplished by diligently
making alignment adherence an issue at your table at ALL times. Keep in mind that [
am a fellow GM, a friend. | am fully aware of whar you are up against and that align-
ment is unpopular with many players who view it as a straightjacker. | also know thar,
faced with such opposition, there is a temptation to turn a blind eye to alignment infrac-
tions in order to placate such players and keep the peace. This must NOT be. To do
s0 is no better than fudging dice rolls. You, sir, must stand your ground. Do not give
an inch! The oath you signed demands you do no less. How appalling if the players were
allowed to dictate or prod the GM to run his game a cerrain way simply because it does
not suit them. A GM who lets his players run roughshod over him is as useless as a one-
sided die. If you do not have the spine to uphold your obligations as a GM you should
be honest with yourself as well as your peers and turn in your credentials and give up
the shield. Otherwise, you risk the shame and embarrassment of having them forcibly
taken from you by your local HMGMA.

Remember well, it is a player’s job to try to push the rules envelope. He is honor
bound to challenge you ar every turn and you are to do likewise to him. That is what
the GM-player relationship is all about. You owe it to each other to bring your best to
the rable. If a player senses you are soft on alignment he is going to lose any and all
respect he had for you. He will sense your weakness and exploit it like a greedy dwarf
does a platinum mine. So forget everything you think you know abour alignment and
read this section carefully with an eye-of-the-tiger attitude knowing full well that you are
going to come away having learned something and will be a better man for it.

Alignment, my friend is not rocker science. It is a shorthand description of a com-
plex moral code. The easiest way to think of alignment is to think of it in terms of 2
moral road map or better yet, a moral compass, Contrary to popular opinion alignment
is not some devious game device thought up by the designers in order to deprive the
players of their free will. Why on earth would the GM want a group of lobotomized
robots who predictably respond in the exact same way to any given situation? You might
as well play against the Al in one of those overrated swords & sorcery computer games.
Utter nonsense! Such a norion goes against the very soul of HackMaster and has no
place in this game. This is a game of escapism and heroism, after all. Such real life
shackles and inhibitions are to be left behind by the player as soon as he steps into the
shoes of his character and assumes the role.

Alignment is a tool. Simply put, it describes the broad ethos of thinking, and con-
flicting moral and ethical codes to which intelligent, reasoning beings adhere. In other
words it guides both the GM and the player when deciding exactly what a character of
a particular alignment would do in a given situation.

This is not o suggest the character’s action or response is dictated to him. Notatall.
It simply indicates what the character is likely to do (or not do). If a character’s moral
compass is set toward good it is not very likely that he will willingly do something evil.
Years of upbringing, religious rearing, personal life experiences, etc., have all contributed
to imprint the characrer’s psyche with the parameters of his chosen alignment. It is not
something he can shed like yesterday's stained underwear when it no longer suits him.
Like paddling a canoe upstream it requires a conscious effort for a character to go against
his alignment.
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To go against the parameters of one’s alignment is to go against one’s nature. When
faced with a moral dilemma the player must be careful to weigh his alignment against
his list of options and decide which one is most indicative of what his character would
do. The player is never forced ro act a certain way or to do a specific thing because his
alignment dictates it. Just as in real life the gap berween black and white is filled with
shades of gray. The right action may not always be readily apparent and the player (as
well as the GM) will find himself having to make judgement calls, The important thing
to remember is that the player may act freely while keeping in mind that there may be
consequences for his actions if they go against his alignment.

Can the paladin murder the barmaid who mistakenly shortchanged him? Sure, he
can. Bur he will have to suffer the consequences of his actions. Murdering an unarmed
NPC will surely decimare his Honor and cause him to lose the favor of his gawd (as well
as the loss of the powers and perks of the paladin class until he redeems himself). Are
we to feel sorry for the player because his noble paladin is not allowed to go around
slaughtering the innocent when it suits him? Of course not. He chose to play a lawful
good character. It is the nature of a lawful good character NOT to do these sorts of
things. When such a character goes against his nature he should understand there may
be serious consequences and be prepared to face the music like a man.




Chapter 4 - Alignment, Honor, Fame

Another thing to keep in mind concerning alignment is that it should never be con-
fused with personality, To be sure, it shapes personality, but there is more to a person
than just alignmenr. Such things as Honor, quirls, flaws and racial traits all contribute
to a character’s personality. It is also important to note that alignment does not neces-
sarily dictate religious persuasion, although many religious beliefs will dictate alignment.

The overall behavior of the character (or creature) is delineated by alignment, or, in
the case of player characters, behavior determines acrugl alignment. Therefore, besides
defining the general tendencies of creatures, it also groups creatures into murually
acceprable or at least non-hostile divisions. This is not to say that groups of similarly
aligned creatures cannot be opposed or even mortal enemies. Two nations, for example,
with rulers of lawful good alignment can be at war. Bands of Ores can hate each other.
But the former would possibly cease their war to oppose a massive invasion of Ors, just
as the latter would make common cause against the lawful good kingdoms. Thus, align-
ment describes the worldview of creatures and helps to define whar their actions, reac-
tions, and purposes will be. It likewise causes a player character to choose an ethos that
is appropriate to his profession, and alignment also aids players in the definition and role
approach of their respective game personae.

Major Divisions of Alignment

With the usefulness of alignment established, definition of the subdivisions is neces-
sary. There are four opposite points of view in the world: law, chaos, good and evil. All
four are not mutually exclusive, although each pair is mutually opposed as follows:

Law and Chaos

The line of division here is simple and represents the apposition between organized
groups and individuals. Lawful alignments dictate that order and organization are nec-
essary and desirable, while the chaotic alignments hold to the opposite view. Now from
this statement you should not draw the erroncous idea thar alignment somehow dicrates
whether an individual is slovenly or has good personal hygiene. Alignment is the indi-
vidual’s view on life, not whether he likes to keep his sock drawer orderly. Thus, a chaot-
ic character does not flip a coin ro decide on an action, nor does he necessarily throw his
dirty socks in the corner at night. The key to understanding the concepr of lawful and
chaotic points of view is this: law generally supports the group as more important than
the individual, while chaos promotes the individual over the group. Think of the United
States founding fathers as chaotic. They were interested in promoting personal freedom
over the laws of England. Their actions and writings indicate chaotic good characters.
I doubr they ever flipped coins to determine their actions, and I'm sure some of them
kept neat closets — most likely Alexander Hamilton.

Good And Evil

Basically stated, the tenets of good are human rights, or in the case of HackMaster,
creature rights. Each creature is entitled to life and the prospect of happiness. Cruelty
and suffering are undesirable. Evil, on the other hand, does not concern itself with
rights or happiness; purpose is the determinant.

There can never exist a lawful chaos or an evil good. These, and their reverses, are
dichotomous. This is not to say that they cannot exist in the same character or creature
if it is insane or controlled by another entity, bur as general divisions they are mutually
exclusive pairs, Consider also the Alignment Chart (Figure 4.1). If law is opposed to
chaos, and good o evil, then the radically opposed alignments are lawful neutral -chaot-
ic neutral, neutral good - neutral evil, lawful good - chaoric evil, and lawful evil - chaor-
ic good. Lawful groups might, for example, combine to pur down some chaotic threat
just as readily as good groups would combine to suppress some powerful evil. Basic
understanding and agreement, however, is within the specific alignment, i.e. one of the
mne C}l(fgﬂr’es.

Each of the nine specific alignments is, of course, explained in Chapter 5 of the
Player’s Handbook.

NPC Alignment

Judicious and imaginative use of NPCs is what creates a believable fantasy world.
Alignment is a quick guide to NPC and monster reactions. Just as a well-played char-
acter acts within the limits of his alignment, NPCs should also act consistently with
their alignments. Alignment is most useful when you do not have the time to consult a
page of tables and you have not devised a complete personality for every randomly
encountered NPC. Non-player characters tend to act in accordance with their align-
ment. However, like players, they will try to skirt the paramerers of their alignment if
there is something to be gained. Thus, a chaotic evil grunge elf tends to react with
threats and a show of might. He considers someone who appeals to him for compassion
as a weakling, and he auromatically suspects the motives of anyone who tries to be
friendly. According to the grel's view of society, fear and bullying are the keys to suc-
cess, mercy and kindness are for the weak, and friends are good only for the things they
can provide — money, protection or shelter. A lawful good merchant, meanwhile, would
tend to hold the opposite view of things.

The biggest mistake GMs make when running evil NPCs, however, is that they put
all their cards on the table too quickly. Evil NPCs do nort run around bearing a flash-
ing neon sign that reads "I am evill" In fact, it should be quite the opposite; evil crea-
tures, by their very nature often have ro be cunning and deceptive in order to ger what
they want.
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They often look and behave like decent, likeable individuals. Think of the used car
salesman who turns on the charm as he tries to unload a lemon on you. With a smile,
he wins over your confidence and makes it seem like he is doing you a favor as you make
out a check for your down payment. Some evil characrers will go out of their way to be
helpful. Take for instance the neutral evil NPC thief that runs across a PC who has been
wounded and needs shelter. "Oh my, why not come back ro my place. You can rest up
there and I'll tend to your wounds." Only then, when the PC is fast asleep and there
are no witnesses do the NPC's true colors suddenly show. Of course, some evil NPCs
will undoubtedly be hotheads who have no control (low Wisdom), bur the real challenge
of playing an evil NPC is to do so with an eye to his survival and getting one over on
the players.

Similarly, do not play good NPCs like they are wimps. Does the lawful good guard
need to accept the surrender of the adventuring party who has just discovered they are
outmatched? Yes. Does he need to bring them to justice? Yes. Does he need to bring
them back to town for a trial? It depends. If he is outside of a local jurisdiction (e.g. in
the wilderness or a few hundred yards from town), he can simply execute them right
there on the spot. Surprised? Do not be. If the situation were reversed the players
would not hesitate for a moment to do the guard in. Turn abour is fair play.

The Limits of NPC Alignment

Once again, remember that alignment is not personality. If every lawful good mer-
chant is played as an upright, honest and friendly fellow who is easily duped by his cus-
tomers the players are going to become bored very quickly. NPCs should be unpre-
dicrable. Think of how many people you have met over the course of your lifetime.
Were any two of those individuals carbon copies of each other? No. They were all
unique individuals with their own character,

To create memorable NPCs, do not rely solely on their alignment. Add characteris-
tics that make them interesting, adapting these to fic the character's alignment. Thar
friendly merchant may very well have taken a shine for one of the female adventurers in
the party and might offer her a very ‘good price’ an her room while the men in the party
have to pay double. Or maybe he is openly rude to the adventurers while clearly being
friendly to other patrons. Maybe he hates demi-humans and refuses to let them stay in
his inn. The chaotic evil roadside vendor may refuse to serve bards because his daugh-
ter ran off with one.

Societal Alignment

Player characters, NPCs and monsters are not alone in having alignment. Since a
kingdom is nothing but a collection of people, united in some fashion (by language,
common interest or fear, for example), it can have an overall alignment, The alignment
of a barony, principality or other small body is based on the attitude of the ruler and the
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alignment of the majority of the population. The alignment of the ruler determines the
nature of many of the laws of the land. (See Chapter 15: The Ongoing Campaign)

You, as GameMaster, must establish the meanings and boundaries of law and order
as opposed to chaos and anarchy, as well as the divisions berween right and good as
opposed to hurtful and evil. For example the Dark Lands of Palewar is a lawful evil
region. One would expect these lands to be filled with cultures thar adhere to a strict
legal system where the individual has few if any rights and the ideals of evil are prop-
agated. Suppose a farmer living in this region has a barn that is struck by lightning
and burns to the ground. Having the neighboring community rush out in compas-
sion to host a barn raising would be as ridiculous as the paladin who wuss slaps his
squire for handing him the wrong weapon. More likely the townsfolk would rush to
the farm to stand around and whoop it up as the barn burned and they savored his
misfortune. Perhaps they would offer to help for looting rights if it turns out the barn
cannot be saved.

Lawful societies will tend to be highly structured, rigid, well-policed and bureaucrat-
ically hierarchical. Class, rank, position and precedence will be important, so they will
be strictly defined and adhered to. On the other hand, chaotic areas will have little gov-
ernment and few social distinctions. The governed will give their consent to govern-
ment, acknowledging leaders as equals serving those who allowed them to assume lead-
ership. Obedience and service in a chaotic society is given only by those desiring to do
50, or by dint of some persuasion, never by requirement.

Lawful good rulers usually try to protect their territory and do what is best for the
majority of their subjects. Chaotic good rulers try to help everyone in society, but not
always effectively, being unwilling to enact sweeping legislation to correct a social ill if it
might be to the detriment of some others. At the same time, the enforcement of the
laws and the attitudes found in the country come not from the ruler but from the sub-
jects. While a lawful good king issues decrees for the good of all, his lawful evil subjects
could consider them weak and ineffective if they do not directly benefit those in power
most of all. If the situation is reversed (a lawful evil king with mostly lawful good sub-
jects), the kingdom becomes an unhappy place, filled with grumbling about the evil
reign that plagues it. The king, in turn, resorts to severe measures to silence his critics,
creating even more disquiet.

The general alignment of an area is determined by the interaction between ruler and
ruled. Where the ruler and the population are in harmony, the alignment tendency of
the region is strong. When the two conflict, the attitudes of the people have the
strongest effect, since the player characters most often deal with people ar this level.
However, the conflict berween the two groups — subjects and lord — over alignment dif-
ferences can create adventure.

Using Area Alignments

Using a general alignment for an area allows a quick assessment of the kind of treat-
ment pi'tlyﬁ'l' characttrs can txpcct fhﬂl’ﬁ. Thc FDI]UWng section giVCS .ldﬁﬂs fUl' E'ZC}I
alignment.

Lawful Good: The pcuplt: are gcncra”y honest, law-abiding and helpﬁl]. They mean
well (at least most of them do). They respect the law and follow the spirit of the law.
Some such societies tend to dislike adventurers, since they often bring trouble.

Lawful Neutral: The people are not only law-abiding, they follow the law precisely.
The people are concerned with following the laws to the letter, even if it may provide
results that were unintended when the law was enacted. Following the spirit of the orig-
inal law is secondary. If the letter of the law is not correct, the law should be changed
using legally binding and proper channels to create a new, better law. But in all cases,
the law should be followed regardless of end result.

Lawful Evil: The government is marked by its severe laws, involving harsh punish-
ments regardless of guilt or innocence. Laws are not intended ro preserve justice so
much as to maintain the status quo and provide benefit to those in power or injure a
certain class of individuals to the benefit of those in power. Adventurers, since they
are outsiders who may be foreign agents, are viewed with great suspicion. Lawful evil
kingdoms often find themselves quashing rebellions of oppressed peasants clamoring
for humane treatment (clearly the lawmakers make laws that help themselves, most
typically to the detriment of the peasants who are stuck on the lower end of the social
spectrum).

Neutral Evil, Neutral Good and True Neutral: Arcas dominated by these three
alignments tend to adopt whatever government seems most expedient at the moment.
The people cooperate when ir suits their own general bent, be it evil, good or neutral.
Such neutral territories often act as buffer states between lands of extreme alignment dif-
ference (for example, berween a lawful good barony and a vile chaotic evil principality).
They shift allegiance artfully to preserve their borders against the advances of both sides
in a conflict.

Chaotic Good: The people mean well and try to do right, but have a natural dislike
of social order and government. Although there may be a single ruler, most communi-
ties are allowed to manage themselves, so long as their taxes are paid and they obey a few
broad edicts. Such areas tend to have weak law enforcement organizations. A local sher-
iff, baron or council may hire adventurers to fill the gap. Communities often take the
law into their own hands when it seems necessary and the laws are applied unevenly and
inconsistently. Lands on the fringes of vast empires far from the capital tend to have this
type of alignment.
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Chaotic Neutral: There is no government as personal freedom reigns even beyond
individual rights. Anarchy is the rule.

Chaotic Evil: The people are ruled by, and live in fear of, those more powerful than
themselves. Local government does not exist beyond the sight or influence of the one
asserting his power. This usually amounts to a series of strong-arm bosses who obey the
rule out of fear of being caught disobeying (and the consequences of such).

Within these broad alignments, of course, many different government types are pos-
sible. Furthermore, even within the same kingdom or empire, there may be areas of dif-
ferent alignment. Also note, that quite obviously differing outlooks (i.e. alignments)
will occur among the populace living within any country.

Alignment of Religions

The beliefs and practices of a religion determine its alignment. A religion that
espouses working as a team according to the rules and with others, understanding and
good deeds is more than likely lawful good. Those that stress the importance of the indi-
vidual, freedom, individual perfection and purification are probably chaotic good. The
clerics of a religion must adhere to its alignment, since they are supposed to be living
examples of these beliefs. Other followers of the religion need not adhere exactly to its
alignment. Of course, a cleric will likely spend some goodly amount of effort helping
to correct such a straying member of his flock.

Alignment of Magical Items

Alignment also applies to certain highly specialized magical items such as relics.
Certain powerful magical items, particularly intelligent ones, have alignments,
Alignment in the case of unintelligent items is not an indication of the moral properties
of the item. Rather, it is a means of limiting the number and types of characters capa-
ble of using the item; the user's alignment must match the item's alignment for the
magic to work properly. Aligned magical items, usually weapons, were created with a
specific ethos in mind. Its creator attuned the item to this ethos. For example a dark
knight would be unable to use a +5 Holy Avenger and would be obligated to destroy
such an item if it came into his possession. Selling it would be an alignment violation
since it might eventually find its way into the hands of a paladin.

Aligned items reveal their true powers only to owners who share the same beliefs. In
the hands of anyone else, the item's powers remain dormant. An extremely powerful
item may even harm a character of another alignment that handles the item, especially
if the character's alignment is opposed to the item's. Aligned magical items should be
rare. When an item has an alignmen, it is a sign of great power and purpose. This cre-
ates opportunities for highly dramatic adventures as the player characters learn abour the
item, research its history, track it across the country, and finally discover its ancient rest-
ing place and overcome the guards and traps set to protect it.

Magical Alignment Changes

A second, more insidious, type of magical item is the one thar changes a character's
alignment. Unlike the usual, gradual methods by which a character changes alignment,
magical alignment changes are instantaneous. The characrer's personality undergoes an
immediate transformation, something like magical brainwashing. Depending on the
new alignment, the change may or may not be immediately noticeable. However, you
should insist thar the player role-play his new siruation. Do nort allow him to ignore the
effects the alignmcnt changc will have on his character's personaliry. Indeed, gnod role-
players will take this as an opportunity to stretch their skills. If your player refuses to
act according to his new alignment, it is within your authority to punish him by reduc-
ing experience points, Honor, level, hit points, abilities or any other type of reduction
you think will do the trick. If he still refuses, simply convert the character to an NPC
and make the troublesome player begin again at first level with a character he does want
to play. Then kill him off with his old PC,

Detecting Alignment

Characters do not actually know or realize they have an alignment. 1 ask you, gentle
reader, what is YOUR alignment? Chances are you do not know ofthand, do you?
Players know their character’s alignment because they are role-playing a persona of a cer-
tain bent on life and thus need to know the alignment so they can role-play effectively.
The characters themselves have no concept of alignment, per se. Sometimes characters
try to use spells or magical items to learn the alignment of a player character or NPC.
Philosophically speaking, spells such as Know Alignment simply tell the character what
the subject’s general moral fiber and take on life are. In game terms, we translate this to
alignment to make the communication simpler. Because one’s moral outlook on life is
a highly personal martter, any attempt to discover the same through spells and items is
considered a highly insulting, if not hostile, action. If an NPC or creature learns that a
characrer is attempting to detect his alignment all hell should break loose. )

Asking

Asking another character "So, what's your alignment?" is almost meaningless. The
question should confuse most characters and players should NEVER be allowed to com-
municate alignments in such a manner (and neither will NPCs). To determine a char-
acter’s alignment, you need to spend time discussing policical and social matters, or
observe their interactions with others, social commentary, how they behave themselves,



Chapter 4 - Alignment, Honor, Fame

ctc. Simply asking a person, "So, what is your moral take on life?" is nor only a rude
question bur also the surest way to ger your ass kicked. Would you go to a party and
start asking guests, "So, what's your sexual preference?” as you mingled? If you met
someone from the southern United States would you ask "So, are you in the Klan?" Of
course these are outrageous questions which no sensible person would dare ucter. And
so it is with questions of alignment.

At best, any character who is boorish enough to bring up the issue of alignment is
likely to receive a very icy stare (turning to shocked horror from more refined charac-
ters), Asking another character his outlook abourt specific topics is futile, anyway; with-
out enough time to spend and gather information on a large number of topics there will
be no way o determine alignment. Additionally, chaotic and evil characters are prone
to lie. So will neutral and neutral evil characters if they think they can get something
by lying.

In any case, player characters can only say what they think their alignment is. Once
they have chosen their alignment, the GM is the only person in the game who knows
where it currently stands. A chaotic good ranger may be on the verge of changing align-
ment, one more cold-blooded deed and over the edge he goes. But he does not know
that. He may know he’s had some transgressions, but he has no idea if or how close to
the edge he has come. He probably still chinks he is chaotic good through and through.

Alignment Charting

During the game, you must pay particular attention to the actions of the player char-
acters so that you can monitor how well they are role-playing their alignment. Note
instances in which the character acted against the principles of his alignment. Watch for
tendencies to drift roward another, specific alignment and track that drift on the char-
acter’s alignment chart.

When a character begins, place a mark on the alignmenr chart in the exact center of
the outer edge of his chosen ethos. From then on you should chart the character’s infrac-
tions. Infracrions occur when a character behaves in a way that is not exactly consistent
with his alignment, e.g. a lawful good character behaves in a chaotic neutral manner.
The character’s behavior should be charted even when he behaves close to his alignment,
but nort precisely, such as a chaotic good character behaving as a neutral good character
typically would. For an example of how to chart a character’s alignment, see the
Alignment Charting Example further on.

In general, any action a character performs that is not true to his professed alignment
results in one or more alignment infraction points (AIPs). You are authorized to assign
up to 10 AIPs for a single alignment infraction. The amount you award should prima-
rily be based on the severity of the infraction. If the player is being an idiot or trouble-
some you can add a few more points for good measure to serve as a lesson. Bur do not
arbitrarily award points to win a fight or 1o settle a score. That is not what AIPs are for,
Let the player do himself in.

You are the final arbitrator and judge on assigning AIPs. There are no hard and fast
rules on how much drift a specific alignment infraction should incur. You must weigh
the infraction against such things as character class, extenuating circumstances, player
intent, etc. Eight to ten AIDs should be assigned for the most severe infractions such as
a lawful good cleric murdering a small child who simply mocked his robes. One to two
AIPs should be given out for minor infractions. If a lawful good character pockers the
tip money left for the barmaid by the other party members it should probably only result
ina 1 AIP drift on the Alignment Chart toward neutral evil. If that same character wait-
ed for the tavern to close and rolled the proprietor as he walked home then 5 to 7 AIPS
would be warranted. If the victim died from his wounds, however, the player should
incur a much stiffer AIP penalty.

When charting drift, however, you need to rake into account ALL the character’s
actions, including those that may push the character back roward his alignment. Actions
that are consistent with a characters professed alignment represent alignment adherence
and will tend ro compensate for AIPs. For example a monk who goes on a drinking
binge and wakes up in a brothel with blood on his hands might recognize his danger and
quickly amend his ways, preventing any further alignment drift and preserving his monk
status (if it hasn't been lost already, that is). If he immediately starts recommitting him-
self to lawful behavior he could bring his alignment back on keel and undo the harm.
(However, if the monk does something so averse that it causes his alignment ro auto-
matically change he is screwed. The character eventually might be able to change back
to lawful alignment, but he will never again be a monk.)

As explained in the Player’s Handbook (Chapter 5) a player can drift up to four AIls
directly away away from his chosen alignment without any fear of immediate repercus-
sions. Beyond this, however, he may be in big trouble if he is forced to undergo an align-
ment audit. Once nine AIPs of drift in one direction have been earned the outlook is
indeed bleak. The character automatically breaches his alignment and shifts to the next
alignment in the direction he drifted.

Note thar using the alignment charring form, a character can rack up more than nine
AlPs and still not change alignment, This would be the case if the AIPs tended to be in
opposing directions such that the character remained within the zone of his professed
alignment. It is only when nine or more AIPs are earned directly towards another
alignment or sufficient smaller sets of AIPs are collected that bring the character into
another alignment zone that a characrer changes alignment. But don't let the players
know this. It’s better for you if they think it is simply ‘nine strikes and you're out.” The
same holds true for potential alignment changes as a result of alignment audits. If the
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characrer has more than five AIPs bur the AIPs earned have tended to balance each other
out such that the character is still within the white or light grey area on the alignment
charr, he is safe during an alignment audir.

Important Note: [t must be pointed out thart evil characters have one advanrage over
their ‘good’ counterparts. As long as a character has a hidden agenda he can ‘pretend’
to be a good character without it causing him to drift away from his alignment. For
example, let’s say that Joe Average is a chaotic evil fighter but he obviously does not want
the other characrers to know. He could do good acts such as giving to the poor or being
kind to strangers in order to keep his cover. In this case, he is being shrewd and clever
and pretending to be good in arder to further his own good. If he can convince every-
one he is a goodie two-shoes they might not suspect that it is HIM who has been rifling
through their backpacks each night. A good character, on the other hand, would have
a tougher time trying to convince others he is evil. Slapping a street urchin for no good
reason or beating an elderly beggar would cause his alignment to drift regardless of his
motives,

You need not warn a player that he is drifting unless it is obvious he is doing so
unconsciously, in which case a gentle warning should suffice. Otherwise, you should
assume the player knows full well what the risks of violating his alignment are and that
he is testing you. Most players tend ro do the alignment tap dance - constantly skirting
the boundaries of their alignment in order to gain an advantage. They are gambling that
they will not suffer an alignment audir.

If a character's class requires thart he adhere to a specific alignment, you should cau-
tion him when a proposed action seems contrary to that alignment, Allow the player to
reconsider or explain why he thinks his acrion is within the bounds of his alignment.
Bur under no circumstances should you tell a player chat his character cannot do some-
thing because of his alignment. The players control the player characters. The GM
intervenes only in rare cases (when the character is controlled by a spell or magical item,
for example). If the player chooses to ignore your warning then he has obviously dug
his own grave and should be prepared to lie in it.

Be forewarned. When you announce to a player that his character's alignment has
just changed all hell is going to break loose. It has been my experience that in such sit-
uartions the player will always protest and accuse the GM of being unfair. Fret not. Stay
calm and remember your training, The GM is always right. As in all points of dis-
agreement with your players, you should listen to their arguments when your under-
standing of an alignment differs from theirs. It often helps if you pretend that you are
carcfully considering what they are saying and that you are taking their points into con-
sideration when making your final decision. Nod a few rimes and say, "hmmmmm, |
didn't really think of that." Or "Gee, that is a good point." Then lower the boom. It
is your game, Whip out your carefully plotted chart as irrefutable proof of your cor-
receness. This will also send out a loud and clear message to your players that YOU are
in charge. Additionally, having a properly graphed alignment chart will defeat any ill-
coneeived appeals to the HMPA,

Alignment Charting Example

All the numbers noted in this example correspond to the circled digits on Figure 4.1:
Alignment Charting Example. A blank copy of the charting form (for use in your own
campaigns) can be found in Appendix H: GM Forms.

A player enters your campaign with a brand new cleric of Nudor ( a neutral good
gawd). His characrer, Tassit, is therefore neutral good as well. Since we assume Tassit to
have been true to his alignment prior to becoming an adventurer, we start him ar the
center of the outermost ring of thar alignment (denoted by 1). During his first game ses-
sion Tassit performs a number of actions which necessitate plotting on his alignment
charting form.

While wandering around town, Tassit is approached by a beggar. He wanders off pre-
tending not to have noticed the solicitation. You note that he's just committed a true
neurtral acr. Ics relatively minor though so you decide to assesses only one AIP You
would then draw a line from his current alignment towards the center of the chart (true
neutral). This line crosses the next innermost ring at the point marked 2. While his
alignment is still neutral good, this becomes his new alignment starting point on the
alignment chart.

After purchasing his armor and gear Tassit discovers thar he's now heavily encum-
bered. Nor wanting to suffer a 50% hit to movement, he looks for a way to lighten his
load. He demands that the torchbearer carry his four wineskins. The torchbearer, already
heavily encumbered, refuses to comply since that would make him severely encumbered.
Tassit pushes him down and tells the mouthy NPC that he'd better shut up and carry
his stuff or start looking for another gig. You secretly note this lawful evil act and assess
two AlPs. A line is drawn from his current alignment [2] towards lawful evil. Bearing
in mind that each circular line represents one AIP while each radial line represents two
AlDs, follow the line towards lawful evil (where the letters ‘LE’ are shown) until the line
has crossed either two circular lines or one radial line. From that point choose the near-
est intersecting point berween the two radial or circular lines (in this case noted by 3).
This is his new alignment starting point.

As Tassir is leaving town, he encounters another beggar. Feeling a bit guilty abour his
previous encounter with one, he gives the poor wretch a few gps and continues on his
way. By being faithful to his neutral good alignment, he has compensated for (or erased)
one AIP from his record. You would then draw a line from his current alignment [3]
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Figure 4.1
Alignment Charting Example
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back rowards NG. Follow the line until you hit a circular line and then follow the cir-
cular line to the closest radial line [4]. This is his new alignment starting point.

The party later reaches a secluded hamlet populated by a tribe of orcs. Since there are
too many of them for the party ro take on using their typical banzai charge tactics, they
decide to ger clever. Tassit notices a well nearby that is clearly their drinking warer sup-
ply. He sneaks up to it and casts Putrefy Food and Drink upon it. Sure enough, the orcs
drink from it. While they're doubled over with intestinal cramping, the party arracks.
You decide this was a chaotic neutral act and assign two AIPs to Tassit. A line is drawn
from his current alignment [4] towards chaotic neutral. Follow the line towards chaot-
ic neucral unil it crosses either two circular lines or one radial line. From that point
choose the nearest intersecting point berween the two radial and circular lines. The clos-
est point of intersection is at point 5 - his new alignment.

As the party travels back to town, they encounter a group of lawful good pilgrims.
Having been somewhat wounded in the encounter with the orcs, they demand that the
pilgrims cast whatever healing spells they have. The kind pilgrims agree to do so but first
they begin to sermonize with the intent of converting the party. Viewing this as a ruse
to renege on their agreement to provide curing, the party goes nuts and slaughters the
pilgrims. Tassit knows that this is a very bad thing and parricipating in the carnage will
seriously damage his credibility with Nudor so he refuses to participate. You note that
just by refusing to do anything to stop this senseless violence, Tassit is performing a
chaotic evil act (but not as severe as if he had actually joined in). You decide to go easy
on him and only assign two AIDs, A line is drawn from his current alignment towards
chaotic evil. Once again, follow the line until it crosses either two circular lines or one
radial line. The closest point berween crossing one radial line and two circular lines is
marked 6 - his new alignment.

At this point Tassit has racked up a total of 6 AIPs (1+2-142+2). If he were subject-
ed to an alignment audit (see page 89 in the HackMaster Player’s Handbook), he would
be found unfaithful (having five or more uncompensated AIPs). If the audit came from
peer scrutiny he would lose the abilities of his class until he has properly atoned. If the
audit came from other means such as divine scrutiny, he would immediately change
alignment and suffer the consequences of such a change. His new alignment would be
true neutral since his position on the alignment chart [6] indicates the majority of his
infractions led him in the true neutral direction,

Had Tassit actively participated in the massacre you would be justified in assessing the
maximum of ten AIPs. In the latter instance, his new alignment position would be given
by point 7 and he could kiss a level good-bye as he immediately became chaotic good.
His toral AIPs would be 14 (142-142+10) Since he has exceeded nine or more uncom-
pensated AIPs, he is subject to alignment change. His alignment shifts to chaortic good
because his new position on the chart [7] shows he has 10 steps of drift towards chaot-
ic good (five radial lines) and only seven steps (circular lines) toward true neutrality.

Later that evening, a patrol overtakes the party. Since they've already seen the slaugh-
ter inflicted upon the pilgrims, they're on heightened alert and looking for the perpe-
trators, Unfortunately for the party they've made no effort to conceal the fact that they
were responsible for the incident - in fact they have a good deal of the pilgrims’ goods
in tow! The patrol orders the party to surrender but naturally they'll hear none of it. For
gawd's sake, they're heroes. Those orcs they eliminated posed a huge threat to the area.
Bartle ensues. Tassit is starting to get nervous about his alignment (assuming he had not
participated in the slaughter of the pilgrims and did not undergo an alignment audir)
and thus aids the parrol in fighting his erstwhile allies. A timely Hold Person turns the
tide and the patrol overcomes the party. You rule that Tassit has performed a lawful good
act and award him two AIPs. A line is drawn from his current alignment towards lawful
good. Following the line until a radial line is crossed puts him at position 8 on the
chart. Bound and shackled, the party is brought back to town to face justice. Tassic is
given a light sentence [public flogging] and released. The other surviving party members
are drawn and quartered. To assuage his guilt and clear his name with his superiors,
Tassit donates all his money ro the church of Nudor. You rule thar this neutral good act
is deserving of one AIP. A line is drawn towards neutral good. Following thar line until
it crosses one circular line lands his new position at point 9. Tassic’s final alignment is
fortunately now back within the five AIP window (though just barely) and he need not
fear an alignment audit. Perhaps next time he'll be a little more careful when picking his
adventuring buddies...

Party Alignment

Just as regions and societies have alignment, so do adventuring parties. When two or
more characters form a party the GM must determine wha the ‘party alignment’ is. To
determine parry alignment you need to determine the relative pull of each party mem-
ber and average the results along both the lawful-chaotic axis as well as the evil-good axis.
By breaking down the party into the two major divisions of alignment (good/evil and
law/chaos) you will quickly be able to determine the overall alignment of the party. The
relevant factors are each character’s alignment (obviously), alignment modifier (see
below), Charisma reaction adjustment and character level. To determine each charac-
ter’s alignment strength (AS), use the following procedure:

1. Add the character’s level [highest individual level if multi-classed] and Charisma
reaction adjustment.

2. Add this rotal to his alignment maodifier for good/evil and lawful/chaoric.
3. For chaotic or evil characters multiply the AS calculared in step 1 and 2 by -1.
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4. Add the AS scores of each character for both law/chaos and good/evil (ignoring the
neutrals) to form the numerator in the party alignment ratio. (For those of you
who fell asleep in math class too much, the numerator is the number that goes on
top.)

- Add the absolute value of each AS score for each character for both law/chaos and
good/evil (including the neutrals) to form the denominator in the party alignment
ratio. Absolute value in this process means you should treat any negative numbers
as positive.

N

o

- Divide the numerator by the denominator to calculate the party alignment racio
for both law/chaos and good/evil.

. Check Table 4A: Party Alignment Determinarion to find the party’s average align-

ment.

A few of you might have some questions ar this point. Whar is a character’s align-
ment modifier for good/evil and law/chaos you may ask? Let us return to the Alignment
Charting Example. You will recall that each alignment’s area was subdivided into a num-
ber of sections each of which was labeled with a two digit coordinate. This coordinate
gives the relative strength of the character’s conviction towards his chosen alignment.
The first digit corresponds to his adherence to the ethical component of his alignment
[lawful in the case of lawful evil, neurral (with respect to law/chaos) in the case of neu-
tral good] and the second digit to the moral component [evil or good in the previous
example]. True Neutrality has but one figure — this measures their drift from the absolute
center, This alignment modifier is a component of each character’s alignment strength
[AS] so it is vital to chart each player’s AIPs in order to know where they stand on the
graph. Note that subdivisions encompass the lines which form their outermost border.
Therefore a character with 3 AIPs is still within the 3,3 alignment modifier.

As an example of this procedure, let us create a hypothetical eight member adventur-
ing party.

Character Alignment Level Charisma Alignment
Reaction Adj. Modifier
Paladin LG 4 +6 33
Cleric NG 5 -1 2,3
Fighter (henchman) NG 2 +3 22
Assassin (disguised) CE 3 0 1,3
Magic-user N 6 +1 3
Fighter (henchman) N 1 -3 2
Fighter/Thief CN 4/5 +2 3.1
Knight Errant CG 4 -2 1,1

We then compure each character's Alignment Strength [AS] both with respect to
law/chaos and good/evil. Note that when computing the numerator for the following
equation, those aligned for chaos and/or evil have their Alignment Strength multiplied
by ~1 in the respective score. Those neutrally aligned (with respect to law/chaos and/or
good/evil) have their alignment strength listed in parentheses since it only factors into
the denominator.

Character AS (law/chaos)  AS (good/evil)
Paladin 44643 = 13 44643 =13
Cleric 5-1+2 = (6) 5-143 =7
Fighter (henchman) 2+3+42 = (7) 24342 =7
Assassin (disguised) 3+0+1 = 4 3+0+3 = -6
Magic-user 6+143 = (10) G+1+3 = (10)
Fighter (henchman) 1-3+2 = (0) 1-3+42 = (0)
Fighter/Thief 54243 =-10 5+2+1 = (8)
Knight Errant 4-241=-3 4-241=3
Numerator total -4 24
Denominator total 53 54

The AS scores for both law/chaos and good/evil are rotaled (ignoring the neutrals) to
form the numerator. This number is then divided by the sum of the ABSOLUTE
VALES of each AS score. The resulting figures, for lawful/chaotic and goad/evil respec-
tively, are then compared to the listing in Table 4A: Party Alignment Determination to
yield the party’s alignment. In this example, the law/chaos value is (~4/53) = -.075 and
the good/evil value is 444, The party is therefore Neutral Good.
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Remember that whenever a member leaves the party or a new member joins you must
redetermine the parry’s alignment. You must also do this whenever a member’s align-
ment changes for any reason. Party alignment is very sensitive to such changes and can
shift easily.

Effects of Party Alignment on the Individual

As already noted, characters of differing and even opposing alignments may find it to
their murual advantage to work together toward some common goal or aim. The pro-
fessional adventuring party is a perfect example of such an enterprise.

Each member, regardless of his alignment has his own agenda. The cleric wants to
raise money to build a temple. The fighter wans o raise a grub stake so he can build a
keep, attract chicks and have his friends over for ale and darts. The magic-user wants to
gain entry to one of the secrer magical societies. And the thief wants to overthrow the
master thief and rule the local thieves' guild.

None of these individuals has the means and ability to achieve their goals on their
own. Skilled adventurers are often in short supply and finding a party comprised com-
pletely of members of the same alignment is difficulr. So, the end resulr is thar com-
promises are often made, The lawful cleric looks the other way when the party burns a
village of innocents and professes his hands are clean since he didn’t take an active role.

OF course players wish it were only that easy. Certain character classes do not allow
the luxury of such compromise no matter how beneficial it may be to the character’s
well-being or career. For example, under no circumstances could a paladin adventure
with an evil character (unless he was unaware of that character’s outlook on life). Issues
involving parties of mixed alignment, to be sure, gray areas fraught with peril. Players
should tread lightly and be wary

; of entering a party of mixed align-
. Table 4A: 2 ments, xi%)ccp adventuring wg;lh
Party Alignment Determination those of differing outlook can be
Results riddled with unexpected perils

Lawful/chaotic  Good/evil and risks.
m: ﬁ::fmi :;g .3-:’):;:3_.33 One of those risks s alignment
Lawful evil >33 <33 drift.  Just as an individual’s
Neutral good 3310 -.33 >33 Honor is pulled toward the group
Neutral 33t6-33 33t0-33 average of those with whom he
Neutral evil 33t0-33 <.33 associates, so it is with ﬂlignmtm.
Chaotic good <.33 >33 Never has your mother's advice in
Chaotic neutral <-33 3310 -33 high school been more accurate
Chaotic evil <-33 <-33 than in HackMaster, for "you are
who your friends are”" rings true.
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For every game session that a character adventures with a group whose party alignment
is different than that of his own, he drifts one alignment infraction point (AIP) toward
the party’s alignment. This reflects the tendency for adventurers to bond and become
like-minded as they face trial after trial as a team over the course of time. The challenge
for the player is to constantly do things that counter this tendency to drift in order to
maintain his alignment.

A similar risk is that a character whose alignment is opposed to that of the party is far
more likely to see shifts in his alignment based on inaction rather than action. A lawful
good fighter adventuring with a party of chaotic evil alignment and standing by silent-
ly as his fellow party members wreak havoc on the countryside is not going to remain
lawful good for long. Silence implies consent and, unless he actively protests or has a
very valid reason for his inaction, he will soon find his alignment shifting toward evil
and chaos.

As a general rule, parties comprised of characters with diamerrically opposed align-
ments, while not restricted, is a bad idea. Neither the player nor GM should preclude
the establishment of player parties of mixed alignment. Ifa player wants to play a chaot-
ic evil character and everyone else is playing lawful goods he should still be allowed to
do as he pleases. You should take a "let the chips fall where they may" attitude and see
whart develops. HackMaster, after all, is abourt interaction and conflict. Some wonder-
ful role-playing opportunities can be generated from such mixed-groups. After all, how
many novels and movies have you read thar dealt with good and not-so-good characrers
working together toward a common (albeit short-term) goal?

Whenever a group of two or more individuals has a common goal or where there is
something to be gained by working together, members of different alignments can and
do work together well. Take World War I1, for example. The British and Soviets had
drastically opposing philosophical views [and nearly went to war in 1905] but when
faced with a powerful common enemy they were able 1o work rogether (more or less
effectively). To be sure each party had it is own agenda and reasons for cooperating,
And when the common enemy was vanquished, the partership quickly disintegrated
and the former allies quickly became enemies again. So it is with adventuring parries.
If a character can justify adventuring with another character of an opposing alignment,
there is no reason he should not be allowed to do so. But he should realize there might
hﬂ l‘cpcrcussions fﬂl' doing S0 over the lnng hﬂul.

To be sure, parties comprised of characters of different alignments are going to have
a host of problems. The party members each possess radically varied worldviews that
make cooperation and group cohesion extremely difficult. For example, a strice lawful
good and a chaortic neutral would find their adventuring marked by animosity and mis-
trust. A true chaotic neutral would make just abour anyone trying to work with him
crazy. Are they different enough to break the party apare? Will this interfere with the
planned adventure or campaign? It all depends on whar the group is working roward.
Wildly different characters can find ways to work together without compromising their
moral values, while at the same time making adventures amusing (at least) and maybe
even successful in spite of the group's problems.

One party member may be in favor of killing a prisoner of war while another mem-
ber is opposed to it. Ler the players debate the issue and work it our for themselves.
While some lesser GMs may see this as a potential campaign wrecker the veteran GM
sees it as an excellent opportunity for role-playing. Such in-character debates help flesh
out characters and establish identides. Whar will happen when the cleric realizes that
his association with the party comes with a price and that his own worldviews are now
in question? If things come to a head the cleric may realize he has to leave the group or
risk changing his alignment. Perhaps he will recruit more followers of his religion in an
attempt to swing the balance.

Again, there can be some differences with party alignment that cannot be overcome.
Paladins (as well as clerics serving certain gawds) cannot knowingly pal around with evil
characters under any circumstances. The key word here is ‘knowingly'. There's nothing
wrong with a ‘say nothing—know nothing’ approach where players keep their align-
ments secret, Let p]ay('.‘rs rulc—p]ay fhcir Chﬂrﬂcfcl’s ﬂnd diSCUVﬂl’ ;!lld df.'ﬁl Wilh part}’
member alignment problems on their own. Again, this is an excellent tool for encour-
aging role-play. Keep in mind thar players will continue to be pulled toward their parcy
alignment regardless of this policy.

Changing Alignment

Sooner or later, a player character will change alignment. More than likely it will be
due to his own stupidity. For some reason players think they can violate their alignment
and not worry about audits. Sometimes, however, a PC has been forced to change his
alignment due to magic or circumstances beyond his control. Sometimes the player has
simply had change of attitude. Maybe he becomes bored playing a lawful good PC. Or
perhaps the personality he created for the character has caused him to drift his alignment
in a certain direction. Such natural changes are to be expecred.

Alignment can change deliberately, unconsciously or involuntarily. This is one of
those things that makes the game fun. Players are free to act as they want to and the
GM decides if (and when) a change goes into effect and what the consequences are.
This calls for some serious adjudication. There are several factors to consider.

Deliberate Change

The player engineers deliberate change. He decides he does not want to play the
alignment he originally chose. Perhaps he does not understand it, or perhaps it is not as
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much fun as he imagined or it is clear that the player character will have a more inter-
esting personality with a different alignment. All the player has to do is have his char-
acter start acting according to the new alignment. Depending on the severity of the
actions and the determination of the player, the change can be quick or slow. You
should simply track his drift on the Alignment Chart to determine when the point of
no return has occurred and act accordingly. You are under no obligation to warn such
a player that he is in danger of changing alignment. If the drifting character has the
‘nagging conscience’ quirk, however, and you are feeling charitable, you could inform
him that his character is finding it hard to sleep in light of his recent actions. This
should serve as a huge red flag thar he is about to shift alignment and needs to get his
acr together.

Effects of Changing Alignment

Although player characters can change alignment, it is not something that should be
approached lightly, since there are serious consequences. When a character changes
alignment, he does more than just change his attitudes. He is altering his perception of
the world and his relationship to it. Much of what he learned previously was flavored
by his alignment. When the philosophical foundations of his life change, the characrer
discovers thar he must relearn things he thought he knew. He now must question every-
thing.

Immediately upon alignment change actually occurring, the character concerned will
lose one level of experience, dropping experience points to take him to the very begin-
ning of the next lower level, losing the Hir Die and/or hit.points, and all abilities which
accrued to him with the lost level. He also loses 50% of his Honor. A characrer can
change alignment any number of times. But for cach instance he loses an additional
level of experience along with any hit points/powers/abilities he held for the level lost.

If the alignment change is involuntary (such as that caused by powerful magic, a
curse, etc.), then the character can regain all of the losses (level, Hir Die, Honor, etc.)
upon:

1. returning to his former alignment as soon as possible,

2. making atonement through a cleric of the same alignment, and

3. sacrificing treasure to the gawds thar has a value of not less than 10,000 gp per level
of experience of the character. The sacrificial amount is variable and it is left to
the GM to be the final judge in these matters. Typically, such atonement and sac-
rifice can be substituted for by a quest,

Characters who intentionally or unconsciously change alignment, however, can only
regain the lost level and Honor by putting their noses back to the grindstone and climb-
ing the EP ladder once again. If a character is reduced to level zero his adventuring
career is forever over. Once he has hit rock bottom his spirit is broken and the PC
becomes an NPC forevermore.

There are other, more immediate effects of changing alignment. Certain character
classes require specific alignments. A paladin who is no longer lawful good is no longer
a paladin. A cleric who has shifted in alignment is now in great disfavor by the gawd he
served and from whom he had acquired his spells. (Note: clerics and paladins who were
forced to change alignment involuntarily must STILL roll on Table 5D in the Player's
Handbook before gerting their powers back once returning to their original alignment.)

A character may have magical items usable only by specific alignments (intelligent
swords, etc.). Such items do not function (and may even prove dangerous) in the hands
of a differently aligned character.

Characters who knowingly or unknowingly change alignment chrough forethought
or actions permanently lose the experience points and level due to disfavor among the
gawds. They must also accept a severe disability in alignment language during a one
level transitional period. Unril the character has again achieved his former level of expe-
rience held prior to change of alignment, he will not be able to converse in the former
alignment’s tongue nor will anything bur the rudest signaling be possible in the new
alignment language, Although it is possible for a character to allow himself to be blown
by the winds as far as alignment is concerned, he will pay a penalty that will effectively
damn the character to oblivion,

News of a character’s change in behavior will certainly ger around to friends and
acquaintances. His Honor will be trashed. People will talk abour him and whisper ugly
stories. "Did you hear about Jake the Strong? Oh my..."

Although some people he never considered friendly may now warm to him, others
may take exception to his new attitudes. A few may even try to help him "see the error
of his ways" and pester him with annoying flyers and offers to go away to relearning
camps. The local clergy, on whom he relies for healing, may look askance on his recent
behavior, denying him special services (while ar the same time sermonizing on his
plight).

The character who changes alignment often finds himself unpopular, depending on
the actitudes of the surrounding people. People do not understand him. If the charac-
ter drifts into chaotic neutral behavior in a highly lawful city, the townspeople might
decide thar the character is afflicted and needs close supervision, even confinement, for
his own good! Ultimarely, the player is advised to pick an alignment he can play com-
fortably, one that better fits in with those of the rest of the group, and he should stay
with that alignment for the course of the character's career. There will be times when
the GM, especially if he is clever, creates situations to test the character’s resolve and
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ethics. Bur finding the right course of action within the character’s alignment is part of
the fun and challenge of role-playing.

Penance

Clerics and paladins are held to a higher standard than most character classes because
they have a special relationship with their pacron gawds. It is very important that you
hold such players to a higher standard.

Both classes gain special abilities and spells as a reward for being in good standing
with their gawd. They have taken vows to live their lives in a certain way and have
resolved to uphold the virtues of their class. Therefore, both classes risk losing the abil-
ities bestowed by their class if they are forced to undergo an alignment audit and found
lacking. 1If a cleric or paladin violates his alignment, there is a chance he will lose ALL
his abilities (including spells) until he has made atonement.

Whenever a cleric or paladin has been found unfaithful as the result of an alignment
audit (or was forced to change alignment involuntarily and later changed back to his for-
mer alignment) he must make atonement with his patron gawd before his powers and
abilities are restored.

Alignment Audit

The nice thing about alignment adherence is that players feel they have a large degree
of freedom to dance around their professed alignment. As long as they do nor breach
the barrier, they reason, they are fine. They approach the game with an "ear, drink and
be merry" attitude, doing as they please if it is to their advantage. If they violate their
alignment a few times they just do a few appropriate deeds here and there to pull their
alignment back in good standing.

Ah, if it were only that simple. One of your greatest toals for curbing such abuse is
the unannounced alignment audit. Get to know it and use it, for it can be your best
friend.

Alignment audits can arise in any of the following ways:

1. Peer Scrutiny: Paladins and clerics are able to scrutinize other paladins and cler-
ics of the same alignment and bring them into judgement. When this happens,
an immediate alignment audic takes place. In THIS type of instance, if the audit-
ed paladin or cleric has five or more AIPs, he is determined to be unfaithful and
immediately loses the powers and abilities of his class (including spells). The only
way to get his class abilities and powers back is by performing penance (see
Chapter 5 of the Player's Handbook) and getting back into good graces with his
gawd, (Note thar dark knights can scrurinize other dark knights and clerics of evil
alignment.)

Clerical Scrutiny: Any cleric (and 7th level or higher paladins) can scrutinize a
character of the same alignment and call for an alignment audit. This can even be
done on a dead characrer. (Clerics usually insist upon an alignment audit before
performing various services such as Raise Dead or Resurrection.) If the character
has five or more AIPs, the cleric will refuse to perform any requested services or
spells on the character. Also, the character found lacking must make an immedi-
ate Honor check or immediately change alignments and suffer the consequences.

Divine Scrutiny: Any character meeting a gawd, or the agent of a gawd (such as
an Angel) and even certain types of devils, face-to-face must undergo an immedi-
ate alignmenr audit. Such beings insist on scrutinizing those in their presence to
discern their true alignment and intent. If the character so audited has five or
more AlPs, he is forced ro change alignments immediately and suffer the conse-
quences for doing so.

Scrutinizing Magic Items: Some magic items perform an alignment audir on a
character before he can wield or use the item and make use of its powers.

Scrutinizing Creatures: Some creatures can cause a character to undergo an align-
ment audit. For example, a Unicorn will only allow a female virgin character of
chaotic good alignmenc to ride ir. Other derails of the Unicorn audit are beyond
the scope of this manual.

Honor
The notion of Honor runs deep to the very heart and soul of HackMaster. Honor is
very different from the alignment-based code of honor to which a paladin must adhere.
It is a reflection of his characrer as well as the character of his bloodline. It is a measure
of his worth in his society, his dependability, his personal character, his trustworthiness,
his decency and much more. The Honor of a family affects the Honor of a character

and vice versa. With Honor comes respect, power, influence and position. Withour it,
characters can expect disrespect, humiliation and insults.

Honor is nor a judgement of good and evil. Individuals of high Honor are not nec-
essarily good and those with low Honor are not necessarily evil. A cruel tyrant may very
well possess high Honor, while a goodly knight, through unfortunate circumstances,
might possess a miserable Honor. Honor is more a measure of the deeds accomplished
by both the individual (and sometimes his bloodline/clan) as well as those individuals
with whom he associates himself (his party, peers, etc.).
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Honor is an indication of such things as success in combat or politics, obedience to
the parameters of one's character class, loyalty, talenr and success; qualities that can be
held by any individual regardless of alignment. Adherence to one’s alignment and
patron gawd does factor into Honor, but it is all a macter of context. A character wor-
shipping an evil gawd can do some prerty nasty things without reflecting on his Honor
(or even improving it). Honor is more about staying true to one's self and beliefs.

In many ways, Honor is about respect and how oshers view the character. This is why
Fame ties in so closely with Honor. Your Honor causes your Fame to rise and fall, A
lowly zero level blacksmith in a backwater town cannot have Honor no matter how great
he is at his job. However, Honor will still be very important to that individual and he
may very well refuse to do work for someone he deems to be dishonorable.

To have Honor is to command respect. When a character loses Honor, he loses face.
Honor is so essential to the hero that it is reflected in his very countinence. People and
even monsters can sense how much Honor a PC has just by standing in his presence.
And sometimes (if his Honor is through the roof) just by looking at him. So much grav-
ity is placed on individual and group Honor in HackMaster that characters have been
known ro commir ritual suicide when it is deemed their Honor has been trashed and is
irreparable.

Honor is something the character earns through his actions, much like experience
points (EPs) or alignment infraction points (AIPs). Moreover, Honor can also be lost,
depending on the actions of the character. In fact, Honor is easier to lose than to gain,
so characters must carefully consider the consequences of their actions. Breaking faith,
treachery, cowardice and unavenged insults result in a loss of Honor. Valiant deeds, self-
sacrifice, mastery of skills and keeping faith earn the character Honor.

Types of Honor

Like alignment, Honor comes in several varieties; Group, Individual and Family.

Individual (Character) Honor

Individual Honor is what players tend to be more concerned about because they have
more direct control over it. If you are doing your job, your players will find it an ongo-
ing challenge to maintain their Honor and to try o find that ‘sweet spot’ that yields
them the best Honor Die and benefits. A character’s Honor only changes (rises or falls)
between gaming sessions. During a game session it remains fixed until the end when
new Honor points are added or penalties are deducted. Adjustment points gained or
lost during a game are called ‘temporal Honor" and are simply rallied by the GM. After
the game you convert temporal Honor adjustments to actual Honor adjustments and
}II)PI}' fl'ltl'l'l o l:llCh ('hﬂl'ﬂl:[(‘l"s H()n(}l’;

Group (Party) Honor

Whenever two or more characters team up and begin spending time together, you
will be required to calculate a Group Honor for them. This information should be
recorded on the adventuring party record sheet along with other pertinent informarion
about the party (including party alignment). Group Honor includes the Honor of any
henchmen, sidekicks or cronies in the group (hirelings and followers do not figure in).
Group Honor also applies to military units, thieves' guilds, secret organizations, etc.

Group Honor is an average of the Honor values of those characters comprising the
group. Each month the party adventures rogether, you must recalculate the Group
Honor Factor. You must then also take each characrer’s individual Honor and perma-
nently adjust it one point closer to the new average. This means those characters with
low Honor will benefit by being part of the group and having their Honor raised. Those
with high Honor will find their Honor being slowly dragged down by the others.
Remember thar any henchmen, sidekicks or cronies who are part of the group also move
one point toward the new average.

Group Honor is symbolized in a device called an Honor Token (see Honor Tokens,
below). Group Honor Tokens take many forms such as bartle standards, flags or crests.
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They are publicly displayed when the group travels or goes into bactle. Such tokens
physically represent the group’s Honor, They are usually designed so that they can be
folded or disassembled and stored in a special pouch or case when not in use.

Group Honor Tokens must be prominenty displayed whenever the group is
engaged in mass combat (on the field of battle, not in dungeon situations). If displayed
while travelling, the group and all it is members (including horses) auromarically dou-
ble their Farigue Factor when force-marching. 1f it is lost, stolen or defiled in any way,
each party member's Honor drops by 50%. Members of a group (together for more
than a month in the case of new groups) without an Honor Token cannot increase their
Honor until the group/clan acquires one (or regains or replaces the one they lost). Ifa
group loses its Honor Token through theft or carelessness, it may not create a new one
unless it finds evidence that the original one was destroyed or it recovers the original
and retires it with an appropriate ceremony.

Group Honor categories are determined by taking the average level of the group and
selecting the categories that apply as if the group was a single entity of the average level
of the group (round fractions). For multi-classed characters, consider their average expe-
rience level to be based on their maximum class level plus 1/2 level for each level of expe-
rience in their classes with the lower level. Members of a group with Grear Honor going
into mass combar under a Group Honor Token get +1 to all their combart to-hits and
damage rolls regardless of their individual Honor, (Those characters with individual
Grear Honor would ger a +2. One for their personal greac Honor and one for the Group
Honor Token).

If the group/clan’s Honor is in the dishonorable window everyone fighting in the
group gets —| regardless of their individual Honer. (Those characters with individual
Grear Honor would have their +1 canceled out.) Note that if a dishonorable group or
party decides to leave their battle standard behind and simply nor carry it into combat
they would still suffer the —1 since withour an Honor Token the group’s Honor is auto-
matically dishonorable when engaged in mass combat.

Family (Clan) Honor

Clan Honor is only important to those characters that are reared from an established
clan, See the section on Families, Clans and Bloodlines for more details (Chaprer 3:
Priors and Particulars). A family’s Honor is physically symbolized by an Honor Token.
Family Honor Tokens take many forms such as bartle standards, flags, family crests/her-
alds or statues of family ancestors. Unlike Group Honor Tokens, which must be pub-
licly displayed, Family Honor Tokens are usually large and immuobile. They are secret-
ed away in family remples or shrines where enemies cannot get hold of them. This is
certainly understandable since if the Family Honor Token is lost, stolen or defiled in any
way, the family’s Honor immediately drops by 75% and all members of the family
immediartely suffer a 75% loss of Honor.

The Family Honor Token itself must be specially prepared and sanctified by a cleric
of 9th level or higher in a special ceremony (500 gp for the ceremony and an addition-
al 500 gp for the Honor Token itself). Only after the ceremony is complete does the
Honor Token become official and allow a clan to advance in Honor. Once the ceremao-
ny is complete the Honor Token becomes a physical representation of the clan’s Honor.

If the Clan goes into battle, they carry a Group Honor Token with them specially pre-
pared for that purpose (Group Honor is calculated as it would be for any group based
on its members). The Group Honor Token would represent the clan in battle, Such an
Honor Token need not be prepared with the same exacting requirements as a Family
Honor Token.

Temporal Honor

Temporal Honor is just that, a temporary tally of Honor gained or lost during the
course of a campaign. At the beginning of every game session, a character’s Temporal
Honor is zero. During a typical game session you will award (and dock) Honor points
left and right as your players run rampant across your campaign world. These con-
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stant changes do not impact their Honor factor;
Honor only rises or lowers berween game ses-
sions.

Temporal Honor only affects Honor perma-
nently at a ratio of 25%. To wir, at the end of
each session, you must tally the final Temporal
Honor for each individual, mulriply by 25% and
award (or penalize) each characters Honor. In
addition, you have the right to adjust (add or
deduct) a character’s actual Honor up to 10 points
per session based on his actions. Use this right
with great care and respect. It is there for you to
adjust a character’s Honor, should the temporal
tally not accurately reflect what happened overall
during that session.

This could easily happen if you miss an oppor-
tunity o award a few points here or take a few
points there in the hear of batde and only realize
later that you neglected to adjust a character’s tem-
poral Honor. It is not the end of the world.
Honor should only be awarded or raken when a
character or party does something that really grabs
your attention. So chances are if you feel some-
thing slipped by you it probably didn't warrant an

adjustment to temporal Honor anyway.

As long as you consistently make Honor an
issue in your campaign, your players are going to
give it the proper respect it deserves. Face ir, that
+1 to all die rolls for having Great Honor is a huge
carrot and players are not going to give that one
up easily,

Honor Dice

One of the big advantages humans and demi-
humans have over the other denizens of Garweeze
Waurld is the fact that they can earn and use
Honor Dice. All bur the most ignoble characters
have an Honor Die. The Honor Die can some-
times sway the outcome of who gets initiative,
how NPCs and monsters react to you and a myr-
iad of other things.

There’s only one way to improve your Honor
Die and that is to earn it. Honor Dice are award-
ed according to Table 5C in the Player’s
Handbook. Any player caught using any physical
die other than his declared Honor Die for an
Honor Die roll immediately loses 10 points of
Honor. The same penalty applies for a player that
uses his Honor Die for anything other than use as
an Honor Die.

Honor Dice are explained in detail in the
Player's Handbook. The following is a summary
of Honor Dice uses.

* Making Honor checks (as the result of failing
an alignment audit, for example).

* Resolving Honor Duels.

* Establishing pecking order among a group or
party.

* To improve skills and increase the likelihood
that training/schooling is successful.

* To improve Fractional Ability Scores when
going up levels (see Chapter 1 of the PHB).

* Sway critical outcomes (see Chaprer 5 of the
Player's Handbook).

Gaining and Losing Honor

When awarding or docking Honor you must
consider both the individual actions of a character
and the actions of the adventuring party as a
whole. When the party decides ro rake a specific
action as the result of group consensus (or the
party leader simply decides what the party is going
to do and no one objects) the party is treated as a
character and awarded/docked the points appro-
priately.
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Table 4B:
Honor Point Awards - Combat-related Actions
Points Awarded Based on Alignment

Action/Event: Combat Related Good (L/N/C) Neutral (L/N/C)  Evil (LIN/C)

Allowing a disarmed opponent to pick up his weapon 111 1/0/-1 H-1/-1
Allawing the enemy to draw first blood 2110 2/-11-2 2-2/-2
Allowing the enemy to remove their dead/wounded from the field 1/0/0 1/0/0 1/0/0
Attacking an unarmed or obviously inferior opponent -1-1/0 -1/1/0 =111
Being taken prisoner -3/-31-6 -3/-11-6 -3/0/-6
Capturing a battle standard, flag or crest during combat 5/5/5 5/5/5 5/5/5
Defeated by someone of a lower social class --1/0 -2/-110 -2/-1/0
Defeating someone of a higher social class 2110 2/1{0 2110
Delivering death blow to a helpless opponent AT 0/0/0 1
Delivering a Critical Hic Wi /1 1/
Dirty Fighting (9) -1/-110 -11172 0/2/3
Entering into mortal combat sans shield and armor (5) 5/5/5 5/5/5 5/5/5
Exercising your ‘bragging rights’ at a tavern or inn 1110 11 111
Fighting a ‘worthy adversary’ or battle-hardened adversary in 111 i
Fleeing a fight with an equal opponent -2/-21-1 -2/0/-1 -2/0/-1
Fleeing a fight with a superior opponent -1/-1/0 -1/ -1/
Fleeing a fight with a weaker opponent -2/-2/-3 -2/-1/-3 -2/-1/-3
Fleeing a battle that's obviously going poorly -1-1-1 -1/0/1 11071
Fleeing a battle that's still in question <2-2-2 =2-1i-1 “2-11-1
Gloating over a victory -1/0/1 o/ 1/2/3
Heroic death 5/515 51515 5/5/5
Humiliating a diametrically opposed enemy (8) 333 31313 3313
Landing the killing blow on a superior opponent in a combined attack 1N i in
Losing a contest -1/-1/-1 -1/-1/-1 =1-1/-1
Refusing a fair contest/challenge -24-110 -2/0/1 212
Refusing medical treatment for the good of the party *** 2110 1/0/-1 0/-1/-2
Saving the life of another at great risk to own self /12 =110/ 217
Unjustly slaying a prisoner or unarmed opponent who has yielded -5/-5/-5 0/0/0 5/5/5
Surrendering -5/-5/-10 -5/-2/-10 -5/0/-10
Surviving a Critical Hit (12) severity level severity level severity level
Taking a prisoner(s) i 1/0/0 1/-1/-1
Taking an arrow or hit for someane else 0/1/2 -110/1 “2-1/-1
Taunting an enemy into fighting =111 0/0/1 2112
Urinating on a fallen enemy’s corpse in full view of his compatriots -3/-2/-2 0/0/0 2/2/3
Victorious against overwhelming odds (1) 2212 222 2212
Walking away from a challenge (3) -2/-1/0 -2/0/1 2112

See Table 4H: Footnotes for Tables 4B - 4G for all footnotes.

Table 4C:
Honor Point Awards - Social/Encounters
Points Awarded Based on Alignment

Action/Event: Social/Encounters Good (L/N/C) Neutral (L/N/C)  Evil (LIN/C)
Accused of crime (innocent or not) -5/-4/-3 0/0/0 -1/3/5
Admonishing another PC when he wrongs you 1/0/-1 1/0/-1 1
Allowing a personal slight/insult to go unchallenged (2) RIS M1t <l=11-1
Allowing an inferior to disrespect you (4) -2/-21-2 -2/-21-2 -3/-3/-3
An outsider laughing/mocking you or a fellow party member =1/-11-1 =111 =111
Being admonished by another PC for a wrongdoing. -2/-2/-2 =1-11-1 =1-1/-1
Being publicly insulted or disparaged by an inferior (lower level) 20202 2022 -3/-3/-5
Being publicly insulted or disparaged by an superior (higher level) “1=1/x1 =1/-14-1 BIAVA
Breaking a blood oath See Table PHB 5B See Table PHB 5B See Table PHB 5B
Failing a skill course 111 i 1
Challenging a slight to one's Honor 1171 111 22n
Convicted of crime -5/-3/-1 -4/-21-1 -3/0/+3
Falling an alignment audit -5/-5/-5 -5/-5/-5 ~5/-5/-5
Fulfilling a blood cath 114 11 i
Falsely claiming the ‘bragging rights’ that belang to another or outright lying (16)  -1/-1/-1 0/0/0 222
Going down a level in social class =2/-2/-2 -2/-2/-2 =20-2/-2
Going up a level in social class 221 2122 21212
Killing a host who has provided you food or shelter -4/-4/-4 -2/-2/-2 -1/0/2
Letting someone take advantage of you (6) U111 =111 -2-2-4
Marrying into higher soclal class 2212 222 20212
Neglecting to properly bury a member of one's own race =110 0/0/0 (|
Paying off an extortionist or shake-down -3/0/0 0/0/0 1711
Perpetrate humiliating prank on enemy -1nn 222 3/313
Picking up the funeral expenses of someone you slew in combat 5/4/3 0/0/0 -3/-4/-5
Publicly humiliating a creature/character of a higher level or Honor (7) /213 3313 3/4/5
Rash or improper social behavior -2/-1/0 -1/010 0/0/0
Reaching name level (15) 5/5/5 5/55 5/5/5
Rendering an attitude adjustment (see Skills) 2/212 21212 2/212
Requesting a favor/charity RIS =111 -2/-2/-3
Snitching or ratting out player character to authorities/enemy 2/0/-1 1/0/0 3/2/3
Taking a bribe -110/0 0/0/0 41/
Treason i -5/-3/-2 -2-2-2 -4/0/2
Wearing expensive equipment (25% chance per item per day, in i 11

see Ornamentation in Chapter |6: Goods and Services)

See Table 4H: Footnotes for Tables 4B - 4G for all footnotes.
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Different actions afford different Honor points or penalties based on the alignment
of the actor. In other words, characters of one alignment may gain Honor for the same
action that cause a loss of Honor for anather character of different alignment. A dark
knight, for example, can earn a fat five Honor points for slaying an unarmed opponent
who has yielded to him in hand-to-hand combat. 1f a lawful good character were to do
the same thing, he would actually LOSE five points of Honor. Thus, Honor is relative
to one’s alignment. For example, a lawful evil character can raise his Honor to stupen-
dous levels by crushing innocents beneath the heel of his boot as he strives for power.

Typical Honor point awards are listed on Tables 4B-4G. The awards listed are guide-
lines only and are by no means complete. It is impossible to cover every situation that
might occur in a typical game session. The GM must rely on his judgment, using this
list as a guideline, in situations that are not covered.

Chapter 4 - Alignment, Honor, Fame

Always keep in mind that you are not required to announce when you are adjusting
a character’s Honor. You are only required to inform the player of his modified Honor
at the end of each game session. This is particularly fun when a PC’s Honor is being
whittled away by a sneaky NPC and the player is at his wits end trying to figure out
why his Honer is plummeting. For example, suppose a player finds a cursed ring that
he mistakes as a Ring of Good Omens. The ring is actually a Ring of Bad Bargain
Sense and causes the character to believe that everything offered to him for sale is an
incredible bargain. As he moves through the markerplace he is astounded that there are
so many ‘great buys’ and decides to grab up everything that he can, hoping to resell
elsewhere for a hefty profit.

Meanwhile, the merchants are laughing behind his back because he is paying premi-
um coin for crap. The character's Honor begins to drop as he is mocked and ridiculed
behind his back. The player is clueless unil after the game when

Table 4D:
Honor Point Awards = Personal Achievements/Failures

Action/Event: Personal AchlevementsIFallures Good (L/N/C) Neutral (L/N/C)

Advancing a level of m‘hﬂ« i u 222 21212
Master Teacher offers to take on chmmr ‘ o HI0% +10%
Chaiming territory from an entity of npponlngallg-nmu\t 5/5/5 5/5/5
Completing a personal quest 5/5/5 5/5/5
Dying only to be raised again =1-1/-1 -1-1-1
Entering into debt -1-1-1 -1-17-1
Failing a personal quest ~5/:5/:5 -5/-5/-5
Gaining mastery level in a skill (101%+) 4/4/4 4/4/4
In possession of a HackMaster class item (per item) . 8/8/8 8/8/8
Losing a level of experience -2/-2/-2 -2{-2/-2
Losing a magic item/weapon =1/=1/-1 =111
Winning a contest 1N 1171

See Table 4H: Footnotes for Tables 4B - 4G for all footnotes.

Points Awarded Based on Alignment

you inform him he has lost 10 points of Honor (after consulring
Table 4C: Honor Point Awards — Social/Encounters, of course).

Never forget that Honor is largely based on the perception of
those who view the character. False rumors and misperceprions can

Evil (LIN/C) taint such perceptions. Suppose, for example a character enters an
222 inn just moments after thieves have robbed the place and murdered
222 the propriector. The character rings the bell at the counter and

- ;’}50; when no one is summoned forth decides to leave and seck lodging
bt elsewhere. It is his bad luck that a town guard on roving Pmm.l sees
YR him leaving the inn. Later when the body of the murdered victim
RYAYE is found the guard remembers seeing the character. The character
.5/:5/-5 is immediately arrested, charged with the crime and his Honor
41414 drops because he is perceived to be guilty (and likely convicted

8/8/8 because of it!).
-21-21-2
11 Effects of Honor
1hn

As a character gains and loses Honor, cerrain advanrages and dis-
advantages auromatically come into play. Some of these are quite
beneficial while others are extremely grave.

» All characters who fall into the dishonorable window (DH)
receive a -1 to all die rolls and suffer a 10% experience point penal-

Table 4E:
Honor Point Awards - Class/Professional
Points Awarded Based on Al
Action/Event: Class/Professional

See Table 4H: Footnotes for Tables 4B - 4G for all footnotes.

Good (LIN/C)Neutral (LIN/C) Evil (L/N/C)

ty while they are in such state. They must also pay a 10% premi-
um for any training required to advance to the next level.

* Characters that fall in the dishonorable window (DH) may suffer

lignment
from bad karma (see below).

Assassins * All characters in the great honor window (GH) receive a +1 to all
Assassinating a character/NPC Dfa higher level nfa nfa  50% of character's Honor | die rolls and gain an additional 5% experience point award. They
True identity discovered nla nla -3/0/3 also pay only 90% of the normal fees for any training required to
Clerics advance to the next level.

Hualiag, curlng oe mstoring's PCINPC 03 "."” mn -".!-"-'. * All characters who fall in the great honor window (GH) receive a
Removing a curse (13) 3313 22n -31-3/-3 i f I S ik b p
Raising/Resurrecting a PC/NPC (13) 5/5/5 333 51515 mulligan - one free re-roll per game session which he can use for
Fighters any die roll (combar, damage, Honor check, initiative, whatever).
Bragging and showing off battle scars 2212 2212 2212 * Characters who are in the ‘too much Honor” window (TH) will
Per trophy taken from a fallen foe (14) A 1 111 draw the ire of any hostile creatures encountered. They are count-
Magic-Users ed twice for purposes of determining who gets attacked by mon-
Creating a new magic item which bears m‘s:na'mt 5/5/5 5/5/5 5/5/5 sters (if a random determination is called for).

Pc,lr:::::g AP D D TS s A Ll ¢ Characters who are in the ‘too much Honor’ window (TH) artract
o sUlgAREs In fond or dFiik 2022 20212 20202 random. and wandering monsters more often (-1 on the die roll for
Thieves wandering monster and random encounter checks).

Being discovered by police <2-2-2 <2022 -20-2-2 * Any character, no matter what race or character class, who allows
Being caught in the act i ~Al-4/-4 - Al44 ~4/-4/-4 his Honor to fall to zero immediately becomes an NPC, The gawds
Losing an item of value to another thief ~6/-6/-6 -61-6/-6 -6/-6/-6 so disfavor such a disgraced individual that his adventuring days are

effectively over. The character immediately comes under the GM's
control. You should place such disgraced PCs in your NPC hireling

pool so that they can serve as examples to other players.

* As noted in the section on clans, a character's Honor can affect

Table 4F:
Honor Point Awards - NPC and Player Related

Action/Event: NPC Related

Initiating an Honor duel with one of lower Honor 1141 =111
Giving a gift of value to NPC 1112 0/-111
Granting a favor to NPC 211N 110/0
Saving an NPC's life 1172 0/0/1
Action/Event: Player (out of character) Related™*

Attempting to act on knowledge his character doesn't have. -5/-5/-5 -5/-5/-5
Volunteering to make a snack run for the group 111 111
Performing pizza duty (10) 1in 1n
Taking the last soda/Last piece of pizza without dicing for it (I 1y -l 0/0/1
Repeatedly making bad jokes/lame sound effects etc. = =l-1/0 -110/0

See Table 4H: Footnotes for Tables 4B - 4G for all footnotes.

Points Awarded Based on Alignment
Good (L/N/C) Neutral (L/N/C) Evil (L/N/C)

the base Honor of his family. A character of any class whose Honor
falls below his family's Honor incurs a -20% modifier on all NPC
reaction rolls with members of the his clan. This negative modifi-
er remains in effect until the character's Honor again equals or
exceeds the family's base Honor.

BATA| . .
RSN * For every 10 Honor points a character possesses above that of his
R, T K Family or Group Honor, that character gains a + 5% bonus on
-1/-2/-3 NPC reactions with members of the same family or organization.
Remember however, that as the character's Honor increases his
family's or group's Honor also increases, so it becomes harder and

.5/.5/-5 harder to impress them.
:;::: ¢ When a character earns 50 Honor points for the first time, he
0l reccives a gift from a powerful member of his clan. The gift is
YT appropriate to the level and class of the character. A Gth level

knight errant might receive an ornate sword scabbard, while a 12th
level battle mage might be given a miscellaneous magical item. In
no case will characters be given gifts that might pose a threar to the
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* The final benefit of family Honor comes into play
Table 4G: when a character dies and the owning player introduces a
Honor Point Awards = Clan Related new character who represents the old character’s heir.
Points Awarded Based on Alignment Instead of rolling on Table 4] of the Player's Handbook,
Action/Event: Clan Related Good (LUINIC)  Neurral (LINIC)  Evil (UN/C) | the player uses the heritage result thar cortesponds to the
Avenging murder of family merber +5parlevel +5Tper level +5 par lével Hon.or ]c\{clff his clan. The Honor categories for clans
Banished by Clan Pl 5 5 I are listed in Table 41: Honor Levels for Clans.
Member of Clan dies with great Honor (and stays dead) +l +l +|
Defeating/Vanquishing a hereditary enemy 10/10/10 lo/10/10 1o/10/10
Family Honor Token (herald, flag, crest) lost or stolen, lose 75% of Honor lose 75% of Honor lose 75% of Honor P
Forming an alliance with another clan 2/1/0 2110 21/0 Honor and Human or Demi-Human
Fulfills family debt 4/4/4 4/4/4 4/4/4 CS
Losing a birthright or an inherited item -6/-6/-6 -6/-6/-6 -6/-6/-6 I 3 ; demi
Murder of a family member 817)-6 L6/-5/-4 3003 Honor is just as important to human and demi-human
Refusing one's Patriarch (Clan leader) 5/.5/.5 5/.5/.5 5/.5/-5 nun—playencharacu:rs as it is rr»r player cbarac[crs. No
Recovering or Avenging a stolen or destroyed Honor Token +25% of Honor ~ +25% of Honor ~ +25% of Honor self-respecting PC fighter is going to take lip or back-sass
Action/Event: Party Related * from the guy standing next to him in the bar. The same
Banished/Qusted by Party -5/-5/-5 -5/-5/-5 -5/-5/-5 holds true for most NPCs. If they feel their Honor has
Completing a Quest 10/714 10/7/4 10/7/4 taken a dent you can be sure they are going to come up
Completing an adventure +2 per level +2 per level +2 per level for air and atcempt ro setde the score.
E:I::E :fc;uizlslfw PRy mERe WKL SHER, Fenet 'I_I%T],If_:e' -Ig{'?;'? r -I_:::;z:el Honor for NPCs is dealt with in two different ways
Group Honer Token (barttle standard, flag, crest) lost or stolen. lose 50% of Honor lose 50% of Honor lose 50% of Honor depcndmg sl .how ORIt ic NPC is to Ehe}?dvc}:"
Unnecessary deaths in course of mission -2/-41-6 0/-2/4 0/2/0 ture or campaign. For those important Npu,t il
players will encounter over and over on a routine basis
See Table 4H: Footnotes for Tables 4B - 4G for all footnotes. (such as hirelings, henchmen or major villains), refer to
the tables in Chapter 11: Non-Player Characters.

NPC clan lord. The player character, of course, is expected to return the compli-
ment somehow.

* When a character reaches 100 Honor points he is invited to serve one of the most
powerful lords of the land (the GM decides who). Refusal angers said lord and the
character thereafter suffers a -10% penalty on all reaction rolls with that lord and
his followers.

* When a character with an Honor of 90 or more dies (and is not subsequently
raised), his final Honor factor is divided by 10 and added to the family Honor. 1f
the character was 10th level or higher and was in the great honor window (or
above), he becomes an ‘ancestor’ of the family and becomes an object of worship.
(See the supplement covering gawds and demi-gawds for more details).

Table 4H:
Honor Point Awards — Footnotes

(For Tables 4B to 4G)

* Party Honor awards/penalties are given for those actions the party performs as a group
or through group consensus. Points are added to and taken directly from the group
Honor and not from the individuals. At the end of the session each party member’s
Honor will be pulled one point toward the group Honor factor before individual
Honor is refigured per the Temporal Honor rules,

** The GM can award/dock Honor points based on a player's out-of-character actions at
the table as an incentive to bring a troublesome player in line (or to award a player for
good behavior.) As a general rule of thumb it is best to use the awarding/docking of
experience points toward this end but since so much weight is given to Honor many
GM:s find it a more effective tool.

¥ (so others may be treated first or so the adventure isn't delayed or hindered.)

|. Paladins, dark knights, cavaliers and knight errants earn double Honor points this action.

2. Includes stares, rude comments, disapproving glances, being ‘eye-balled’, etc.

3. Remember that perception often belays intent. A character who offers to buy a drink for
someone who has just challenged him to a fight could be construed as "backing down
from a fight" .

4. Includes tolerating bad service or rude behavior from merchants, waitstaff, barkeeps and

hirelings.

. ONLY if the character’s class or race allows the use of such items.

6. For example, losing a haggle exchange or paying good money for bad or shoddy product.

7. Includes authority figures like guards, nobles etc. Award Honor points anly if the figure
being disparaged is in a position to do something about it. For example publicly ridi-
culing a duke who is imprisoned behind bars does NOT warrant points.

B. If the character is witnessed humiliating an honorable character it could backfire result-
ing in the heckler taking a hit on Honor as well,

9. Penalties for dirty fighter do not apply if the other guy ‘dirty fights first.

10. Includes determining what the other players want on their pizza, collecting the money,
making the phone call and meeting/paying the pizza man when he arrives. By shoul-
dering these tasks a player allows the game to move on uninterrupted and thus a
reward Is often appropriate.

Note this includes using the last of the toilet paper (without letting anyone know).

Critical Hits to the groin actually cause a loss of Honor equal to the amount indicated.
VWhere applicable, an evil cleric gains Honor and a good cleric loses Honor for the
reverse of these actions, i.e. cause wounds.

The token must be from a foe of equal or greater level/hit dice and be a significant por-
tion of the foe like a head, shield, armor, weapon, etc.

I5. See definitions of Name level in Chapter |7 Schools and Training

16. Evil characters must make an Honor check to establish the believability of the lie and
thus gain the Honor.

1.
12,
13

14.

For those random NPCs who enter and exit the stage in relatively short order, how-
ever, there is really no need to derermine the exact level of Honor or to even keep track
of it. For example, it is not important for you to know that the halfling thief who was
caught rummaging through the party’s saddlebags has exactly a nine Honor.

All you really need to know is which window his Honor falls in: dishonorable (DH),
average honor (AH), great honor (GH) or too much honor (TH). This will tell you
which type of Honor Die the NPC has (in case an Honor check is called for) or if he is
subject to a +1/-1 modifier to his die rolls for having great Honor or being dishonorable
respectively.

Whenever a random NPC (human and demi-human only) that has a character class
comes into play, roll on Table 4]: Random NPC Honor (Human/Demi-human).

Honor and Monsters

Honor is important to intelligent monsters as well. Orcs, for example, are renowned
for stealing Honor from their enemies on the field of battle by hurling insults (and bod-
ily waste) at their foes. There are even monsters that specialize in stealing Honor or
artacking characrers of grear Honor.

Unlike humans and demi-humans, however, monsters do not earn Honor Dice or
derive the benefit of such dice. They do, however, get the +1/-1 modifier to die rolls for
having Great Honor. They can also steal Honor from PCs/NPCs and PCs/NPCs can
steal Honor from any intelligent monster that possesses it.

When designing dungeons or adventures you should decide which Honor window
each intelligent monster falls in. For random intelligent monsters use Table 4]: Random
NPC Honor {(Human/Demi-human) just as you would for an NPC,

Honor Descriptions

The current Honor category of an NPC or monster can suggest a lot. It is a good
indicarion of just how important Honor is to such an individual and can sometimes be
used to determine how he or it reacts to the parry. For example, a dishonorable NPC
knight errant has obviously been having a tough time of it. More than likely he is in a
foul mood and looking for a way to raise his Honor. Whar becter way than to pick a
fight or atcempt to steal Honor from someone else? Do not make the mistake of read-
ing too much into Honor, however. Remember Honor and alignment are nor indica-
tive of personality. Bur they can suggest a character’s intent and motivation when con-
sidered with other factors. Honor is simply another tool you can use to define an NPC
or monster and make him more interesting.

Table 4J:
Random NPC Honor
Table 41 (Human/Demi-human)
Honor Levels for Clans FI‘ES:E: e HDan:r el Ef'flegts :
= ishonorable -1 to all die rolls
{G::Z:tgi:zzur H::‘\oo & 26-75  Average Honor (AH) no effect
Dishonor 11-20 76 ~ 95 Great Honor (GH)  +1| to all die rolls
Average Honor 2175 96 — 100 Too Much Honer (TH) no effect
H bl 76-125
G:airla-‘ln:lor 125+ Modifiers Effects
NPC is chaotic -5
NPC is lawful +5
NPC is an Eif A
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Implementing Honor into the Campaign

Honor is an excellent role-playing device but it is only as good as the GM who
enforces it. To make Honor work in your campaign you must implement it and then
enforce it. 1f you do not take the time to deal with it, why would your players bother
doing so? If alignment can be considered the road map showing whart a characrer’s gen-
eral behavior should be, then Honor can be considered the vehicle the character uses to
traverse that map. =

There are a lot of reasons why it is important for players to carefully maintain his
character’s Honor. All you need do is remind them of those reasons.

* Dishonorable characters are more likely to invoke negative reactions from NPCs
and monsters when encountering them.

* Dishonorable characters must earn more experience points before going up in level
than characrers with Honor.

* Characters with great Honor tend to gain experience levels quicker and ar less cost.

* Characters with too much Honor tend to attract random monsters more frequent-
ly.
* Characters with too much Honor tend to attract monsters/NPCs who want to slap

them down a few pegs.

* Certain powerful magic weapons can only used by characters with a certain level of
Honor.

* Certain breeds of war horses will not allow someone beneath a certain level of
Honor ride them.

Bad Karma

Whenever a character drops from being an honorable character to a dishonorable one
there is a chance he will be hir with bad karma. Bad karma tends to hold a character
down and cause his Honor to spiral out of control. It is the bane of characters and is to
be greatly feared because it could be a character wrecker. After a game session is over
and Temporal Honor is applied to a character’s Honor with the result that his Honor
has dropped from a position of Honor to Dishonor he must immediately make an
Honor check to see if he is stricken with bad karma (using the appropriate Honor Die
for his new Honor level). If he succeeds, he can count himself lucky. Other than the
normal penalties for having a dishonorable Honor factor, no further penalties apply
unless he fails to pull his Honor back up to honorable within a reasonable amount of
time. For every month of game time a character is dishonorable, he must continue to
make an Honor check to see if he experiences bad karma. If he fails his Honor check
for bad karma, he is stricken with bad karma and the following applies to him:

* Capped Honor: The character’'s Honor is immediately capped. He cannot raise his
Honor factor until he has broken his bad karma. Temporal Honor is tallied as nor-
mal for the character but at the end of the game session, if his bad karma has not
been broken, only negative Temporal Honor is applied to his Honor Factor. Any
positive temporal Honor is lost and has no effect.

* Spiraling Honor: The character's Honor is cast in a downward spiral. Each game
week his capped Honor is lowered by one point driving his Honor further down-
ward.

* NPCs and monsters can smell bad karma like stink on a monkey. Everyone the
character meets will instinctively treat the character with disdain. A —25% modi-
fier is applied to all reaction rolls for the character.

* Merchants will automarically charge characters with bad karma 2d20% more for
their goods. Barroom bullies are likely single out such characters (there’s a 1 in 4
chance that a bully will approach him in any bar or tavern he enters). Innkeepers
are 25% likely to tell such a character they have no rooms. It is like having a black
storm cloud hanging over his head. As the GM, you should make a character’s life
miserable if he has bad karma. Even stray dawgs have no respect or pity for such
miserable wretches.

* Perhaps the worst effect of having bad karma is the impact it has on the rest of the
party. Characters with bad karma are counted TWICE when figuring Group
Honor. For example, a party has six members. Normally Group Honor would be
figured by adding everyone’s Honor and dividing by 6. If one member of the party
has bad karma, his Honor is added to the roral twice and the result is divided by
7. This means his bad Honor is pulling the entire party’s Honor down, which
means he is not going to be very popular even among his friends.

Breaking Bad Karma

Bad karma can only be broken by attempting a dramarically heroic act. Examples
include a character using himself as a living shield to prorect the princess from dragon’s
breath or diving to gently catch the Glass Statue of Buwanami (the item the players were
sent o retrieve from the enemies of Luvia) just before it falls off the pedestal and into a
30 foot deep pit (and perhaps consequently falling into the pic himself and dying).
Generally, the action must be an effort to save the party, the quest or his clan. The
action need nor succeed completely or even at all in some cases, as long as the ultimate
gﬂﬂ] SUCCECdS. Nntc [}lﬂ[ [}!E ﬁhﬂrﬂcrﬂ'l' nccd not sl!l’vivc II'IC ordcﬂl.
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Stealing Honor

Stealing Honor involves a character (or monster) taking Honor from another charac-
ter and adding it to his own. It is also possible for one group to challenge another group
thus stealing group Honor. This is essentially how the world works and generally
explains all the bravado, smack and posturing that is exchanged between two groups
about to engage in a fight. It just makes good sense. The idea is to rake as much Honor
from your enemy before blows are exchanged to hopefully rob him of any advantages
due to Honor while at the same rime enhancing your own.

There are four standard ways to steal Honor: Honor duels, counting coup, admon-
ishment and open competition. Keep in mind thar Honor can be stolen both on an
individual basis (dealing with individual Honor) and on a group/party basis (dealing
with group Honor).

Honor Duels

To steal Honor by the first method a character must proclaim that he is challenging
the target character to a Duel of Honor, If the challenged characrer refuses the chal-
lenge, his Honor immediarely drops and the challenger gets a percentage of his Honor
to add to his own. The percentage stolen is a base 20% of the challenged character’s
Honor. You should modify the percentage stolen based on the circumstances involved.
If the challenger has five of his buddies backing him up and the challenged character is
alone then obviously you should only knock off 10% or so.

If the challenged character accepts the challenge the two must engage in combat, The
first one to yield or drop loses the duel and loses a percentage of his Honor to the vic-
tor. The percentage stolen is a base 10% of the loser's Honor. Again, you should mod-
ify the amount stolen based on the circumstances. If the winner somehow cheated (for
example his magic-user buddy cast a spell on his opponent blinding him temporarily)
or had an unfair advantage you should adjust the amount of Honor stolen accordingly.

Terms of the Duel: There is a tradition behind Honor Duels and other contests of
‘gentlemanly means’ for certain rules or terms to be applied. It is traditional for the chal-
lenged person to decide what weapons are allowed (including whether or not magic
weapons or armor are to be allowed), If the challenger refuses to allow the challenged
to dictate the terms, the duel may proceed but any Honor stolen is halved.

Counting Coup

This method works a bit differently and involves striking a superior, armed opponent
in close quarters with the blunt side of a weapon (or with a stick or similar harmless
object no more than three feet in length). In order to count coup a character must be
engaged in mortal combar (i.e. the opponent the character is atrempring to count coup
on must be actively attacking the character trying his best to lay him out.)

Counting coup is to merely ‘tap” the opponent rather than delivering real damage.
Each time a characrer declares he is ‘counting coup’ on an enemy and makes a success-
ful to-hit roll he has succeeded in stealing some Honor. No damage roll is made and no
damage is dealr to the target. Instead, the targered victim of the coup-tap rolls the opri-
mal Honor Die for his level (regardless of what his current Honor Die or Honor level
is). The resulting number is the number of Honor points the character counting coup
takes from his opponent to add to his own Temporal Honor.

If the opponent subsequently slays the character that counted coup on him, and there
are no witnesses, he gets all his Honor back. If the opponent kills the character that
coup-tapped him and there ARE witnesses, than his Honor remains tapped and it is sim-

ply lost.

Admonishment

1f one character (NPC or PC) wrongs another NPC or PC (i.e. he steals an item from
him or refuses o render him aid) in the same party, the offended character can announce
that he is “admonishing” the wrongdoer. The admonished character must immediately
make an Honor check and the admonishing character modifies the die roll with his own
Honor Die. If the admonished PC fails his Honor check, he immediacely forfeits 10%
of his Honor to the other PC. The admonished character can Apologize (see
Apologies/Forgiveness in Chapter 5 of the HackMaster Player's Handbook). If success-
ful, he gets his Honor back.

Open Competition (a.k.a. Street Rules)

Open Competition begins similarly to admonishment, with one characrer wronging
another. Such competirion is not combat (thar would be an Honor Duel) bur racher
involves challenges to Honor. It can take place in full view of others (providing for larg-
er Honor swings) burt such comperition can take place berween just two parties or in
complete secrecy (e.g. pickpocketing or urinating in his canteen at night). In fact, it is
entirely possible for one character to wage an open comperition on another character
that does not even know such a competition is taking place. Anything goes, thus the
nickname "Street Rules," as in "He was dis'n me with Street Rules in secrer, but I caught
on and replaced his Potion of Extra Healing with acid and crumbled poison ivy into his
herbalism kit."

Depending on the nature of the acr, the wronged character receives a deduction to
Honor while the wrongdoer receives half the points lost from the wronged PC or NPC.
There are no hard rules on how much to award — just use your best judgment based on
the amounts listed on the Honor Award tables.



Chapter 4 - Alignment, Honor, Fame

If the wronged character determines that he is being targeted by an Open
Competition and can idenrify the perpetrator, he can admonish the wrongdoer as above.
But sometimes the act is just too embarrassing or the wronged individual simply choos-
es to react in kind, deducting Honor from the other and gaining points at a ratio of one
for every two deducted. For example by deducting 6 Honor Points from the wronged
individual the wrongdoer would receive 3.

Fame and Infam);

Fame/Infamy is an indication of how widely known (and spoken of) a character’s
deeds and exploits are in the campaign milieu he is adventuring in. Evil characters have
Infamy, good characters have Fame and neutral characters have either Fame or Infamy,
depending on their fancy (choice).

Fame or Infamy is linked with a character’s Honor and level of experience, and can
modify such things as how easy it is for him to find hirelings, how many followers he
artracts, raising armies (for a war or a cause), rises in social starus or reactions from crea-
tures or NPCs he encounters.

As a character’s Fame or Infamy rises he will soon discover thar his repuration literal-
ly precedes him as his moves from area to area. If he is greatly feared and has a reputa-
tion for burning and looting villages, he may find that his enemies are fleeing long before
his arrival (or making preparations to defend themselves against him). Intelligent crea-
tures and monsters get a —1 penalty to morale when facing a character that has a Fame
greater than 60. Each further increment of 60 in Fame causes another cumularive —1
modifier.

* A character’s Fame influences all rolls on hireling tables and NPC or monster reac-
tion adjustments. The amount adjusted is a percentage equal to Fame divided by
ten (all fractions truncated). The reaction adjustment is modified positively for
characters of a lesser rank and similar alignment (sharing one alignment compo-
nent or no opposing alignment components) and negatively for those of greater
rank or differing alignment.

* When a character’s Fame reaches 60 for the first time, his name begins appearing in
popular songs and stories as a minor or local hero (or villain) of mention. In addi-
tion, there is a 10% chance per week thar a nororious foe (human or otherwise)
starts boasting of his ability to vanquish the character. Such boasts automatically
reach the character's ears. Should the character refuse to seek our and defear the
foe, he suffers a loss of 20% of his Honor points.
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* When a character’s Fame reaches 210
he is considered a great hero, suit-
able material for epic songs, lengthy
folkrales and the like. The character
automatically gains an additional +

Table 4K:
Fame Advancement due to
Social Class Movement

10% bonus on all reaction rolls with Advancement Fame
characters of lesser rank [Fame| and lI:LC to#tfﬂ:l & no fa:!:aFmodlﬂer
a—10% penalty with those crearures DLILEEES anie

of opposite alignment or belief. E::::: ::ilddq;llt g‘::: :; E’:::
I:E}jscnl:m]l)a those Will’.) ml.gll[l like .thr: G ARG S Fire
character are more dlSFlUbC to treat Middle Upper Class 8 Farme
him with respect, while those who Upper Upper Class L16Fare

dislike the character are even more
likely to hate or detest him for his
superior qualities. Also, there’s a 25% chance the character will be set up with an
arranged marriage by his clan. The character is under no obligation to accepr the
offer but refusal will anger his clan and result in a —10% penalty on all reaction
rolls with members of the clan.

Group (Party) Fame

Group or party Fame can be calculated in much the same way as Group Honor.
Likewise, it also causes the adjustment of the Fame of individual members of the group
on a periodic basis. Follow the same process for adjusting individual Fame due to Group
Fame as you would for Honor.

Adding to Fame

Besides obtaining more Honor and experience, there are other ways one can increase
his Fame. These methods are described below.

Rising in Social Class — As one advances in social class, one’s Fame tends to increase.
This is an upward spiral because as one’s Fame increases, it helps him increase his
social class. Table 4K: Fame Advancement due to Social Class Movement lists the
Fame benefits associated with each social class. However, the opposite can occur
(negative modifiers to Fame) in rare cases when one’s social class goes down. This
might happen if an upper class fighter suddenly decides he wants to become a dual
classed characrer and rakes up thievery. His social class would then go down to the
appropriate level for a first level thief [LLC]. Had he previously been LUC, he
would suffer an immediare loss of 4 Fame points.

Pulling off Outrageous or Heroic Stunts — This one is pretry much left to the dis-
cretion of the GM. If a player has a character who pulls off some incredible feat
of combat, spell use, skill use or the like either by some incredible die rolls or care-
ful planning and your players end up marveling ar the exploit in real life that’s a
pretty good indication that the character deserves an increase in Fame because of
it. Use a range of 1-10 points of Fame as a guideline with one being a minor stunt
and 10 being something really uncanny. There should be witnesses bur even if
there aren’t, the characrer may still gain the Fame by trying to spread the word via
bragging rights or other methods described below.

Rumor Dissemination — One can exercise bragging rights to increase Fame, This can
be done by the character frequenting inns or taverns and telling his story to any-
one who will listen. In order to increase Fame, the character must make a suc-
cessful Honor check after the bragging has wken place. If successful, he can
increase his Fame by one point. If the story is false, the character will receive a
negartive modifier of 1d12 to the Honor check. (This modifier can be reduced if
it is only embellished a little at the discretion of the GM.) Those caught in such
a lie do nor lose Fame but they are subject to possible Honor loss as described in
the Honor Award Table.

[n addition, one can try to squeeze out additional Fame by hiring bards, criers or
posting notices about his exploits. Costs for such professional activities are cov-
ered in Chaprer 9 of the HackMaster Player's Handbook in Table 90. For each
outlet used in an attempt to increase Fame, one can make an Honor check to
determine success. 1f it works, the character can gain another point of Fame for
each outler used. Certain methods of spreading news are more effective than oth-
ers. Hiring a local crier (messenger) allows +1 to the character's Honor check.
Hiring a minstrel allows +1 to the Honor check if at least two performances take
place. Pasting notices is done at 1 to the Honor check. Messengers may be sent
to other villages, towns or cities bur each mile they travel applies a —1 madifier to
the character’s Honor check, However each successful successive atcempt at
spreading news of his exploits adds +1 to the Honor check for subsequent
attempts. If a character succeeds at spreading news of his exploits twice in a row,
his third accempr will be av +2. But if his third atcempt fails, he will lose that mod-
ifier on further attempts.

Clan Honor — A Character who is a member of a clan of great Honor may add one
point to his Fame score if he successfully boasts about his family in public. This
is similar to exercising bragging rights. A successful Honor check is required to
earn the Fame point. This can only be used once per month. More frequent
attempts will be ineffecrive.



Quirks and Flaws

Quirks and flaws are a way for your players to give their characters (and you to give
your NPCs) a little personality and uniqueness and generate a few building points in the
process. However, players who think they're somehow more clever than the designers of
this game will inevitably try to twist the rules in their favor. A clever player can gener-
ate over 100 building points, significantly boosting his abilities, talents and skills, all
withour sacrificing any ability scores or taking any penaldes to hit or damage. These
players invariably smile giddily to themselves during the character creation process, then
brag relentlessly about how great their new first level characrers are.

“Look at my kick-ass character! He's got a 24/87 strength and a 19 Dex!!”

They believe they have beaten the system by taking numerous “harmless” flaws.
They would be greatly mistaken. And you're just the guy to show them just how wrong
they are while enjoying every minure of it.

A player who min/maxes their character with flaws and quirks believes he is improv-
ing his chances of being successful and of surviving. Not so! In fact, it couldn’t be far-
ther from the truth. The great irony is that they have done just the opposite. A char-
acter with many quirks and flaws has published his weaknesses. No longer do you have
to put effort into finding a character’s blind spor. The player has already road mapped
the way for you. Thus, the key to discouraging excessive voluntary exploitation of quirks
and flaws during character creation is the ruthless exploitation of them.

Cherry Picking

There are two basic reasons why a player would choose to cherry pick his flaws
instead of rolling for them. The first reason is that che player wants specific flaws. If he
is doing this to complement his background or because it makes sense for his character,
this is perfectly acceptable. You should still force this character to play his flaws, but the
probability thar he will do so withour prompting is greatly increased. You should look
favorably upon such a player, and not punish him ro the same extent as the other rypes
(solely based on the flaws - feel free to punish him for other appropriate reasons as dis-
cussed in the various chapters of this exalted tome).

The second variation is a lictle more sinister. A player may want specific flaws because
he believes them to be beneficial in some way. For example, a player of this sort may
take the sound sleeper flaw and the less sleep talent, This allows him to heal two points
of damage on only four hours of sleep. No quarter should be given ro such a character.
A character that is a sound sleeper does not wake up unless he takes at least a point of
damage. If the application of the one point occurs at the same time as 30 or 100 other
points of damage, those are the breaks. Perhaps some wandering bandits would like to
slit his throart in his sleep? He won't hear them coming.

The second main reason for cherry picking is fear. Players are afraid of the more
extreme flaws or quirks, and are willing to take fewer building points in order to protect
their characters. Most of these players will take quirks or flaws that are very hard to
exploit. That is fine, because their characters are probably wusses anyway. Those that
actually seem likely to survive beyond an acceptable timeframe should be punished in the
same way as described above.

Rolling for Quirks and Flaws

Rolling for quirks and flaws is where the real abuse can occur. Because you can spend
a B to re-roll any result on any of the tables, as long as you have BPs, you have some
control over the quirks and flaws you receive. In addition, since the minimum a flaw
will give you is five building points, even spending three building points per flaw is
worthwhile numerically. This will prompt players to roll for eight or nine flaws and use
their racial building points ro manipulate the results (and make darn sure they use noth-
ing bur the racial points available to them; the BPs earned from flaws are not available
until AFTER the player is done rolling for quirks and flaws). They will likely end up
with fifty to a hundred building points, and this will allow them to purchase many skills
and raise their abilities.

These characters may seem invulnerable initially. Fighters that are min/maxed in this
way can deal our massive amounts of damage and turn your hardest encounters into cake-
walks. The effect of min/maxing in the other classes is less readily apparent, buc ulti-
mately equal in power in the long run., Don't be discouraged when these characters
appear at your table. This is the time to make an example out of someone. Just smile
knowingly because you will enjoy the upcoming events. Every flaw can be exploited in
some way, and the more building points the character receives, the more deadly their
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flaws. Characters min/maxed in this way will tend to have at least one faral flaw; if nor
half a dozen. And the rougher the player thinks his character is, the greater the shock
when it dawns on the player that you OWN his useless character. Before you know it
he'll be begging to roll up a new one and starr afresh.

Curing Quirks and Flaws

Players may see this as a way to buy initial building points by taking flaws and cur-
ing them later. There are several ways to deal with this. As the GM, you control how
much access the PCs have to anyone with the abilities to cure flaws. You also control
the price of such cures. Both of these things can be varied in such a way that the char-
acters will have to go to great lengths to cure the flaw. In addition, curing physical flaws
may result in disfiguring scars or other side effects. Your job as a GM is to make sure
that the players “pay” for every flaw they take. If they are going to find a way to cure
themselves somehow, make it hurt.

Acquiring Quirks and Flaws over Time

Nor all flaws are gained during the character creation process. Some flaws are devel-
oped over time as the player grows into his character and his personality emerges. In the
case of physical flaws, this is usually obvious, and is the case of some kind of trauma.
Losing a leg to a Hammerhead Bulette would be an easy way to acquire the flaw
“amputee, leg,” However, mental and personality quirks can also be gained during the
adventuring career of a character. This is often directly under the control of the
GameMaster. For example, the pixie fairy thief Rasifer’s player has had several characters
killed by the GameMaster. As a result, Rasifer does not enter combat unless she is sure
to survive without raking any damage. In most cases, she flees and hides behind a tree
until the combar is over. After a couple sessions of this behavior, her wise GM decides
that Rasifer has developed the wuss-of-heart flaw, and is now subject to all its restrictions.
Rasifer’s player records the information on her character sheet. Note that Rasifer’s play-
er does not receive any building points for this.

Stacking Quirks and Flaws

Eventually the siruation will arise when one of your players, while rolling for quirks
and flaws, rolls the same quirk or flaw twice. Depending on the quirk or flaw, the effect
may be compounded, it may transform into another flaw, or it may require a reroll.
Each type of quirk or flaw has its own stacking rules.

If having two instances of the quirk or flaw makes sense, then the effects take place
for each quirk or flaw. Quirks and flaws thar stack in chis way include: loss of ear (max-
imum two times); scar, facial; trick knee (maximum two times); enmity toward monster;
psychotic aversion to monster; multiple personality disorder.

If taking a flaw twice is the equivalent of another quirk or flaw, the two quirks or
flaws are immediately transformed into the new quirk or flaw, generating the BP total
of the new flaw. For example, if the flaw “blind, one eye” is rolled twice, the player
would combine the two rolls and record the flaw “blind” on his character sheet and
would receive 20 BPs. Quirks and flaws that stack in this way include: amputee, arm
becomes amputee, both arms; amputee, leg becomes amputee, both legs; blind, one eye
becomes blind; loss of eye becomes blind; missing finger becomes missing fingers.

Quirks or flaws that have sub-tables generate another roll on the appropriate sub-
table. If the same entry on the sub-table is rolled, you reroll again on the same sub-table.
Exception: If the quirk or flaw has severity levels, and you are rolling for minor severity,
a duplicated roll on a sub-rable indicates the quirk or flaw is now major. The BPs gained
are adjusted to the value for a major quirk or flaw. Quirks and flaws that stack in this
way are the following;: acute allergies; animal antipathy; maimed; animal phobia; delu-
sional; enmity toward class; enmity toward race; obsessive/compulsive disorder; psy-
chotic aversion to class; psychoric aversion to race; superstitious.

Quirks or flaws that have major and minor severity levels behave in a special way. If
a duplicate of a minor level of the quirk or flaw is rolled, it is converted to the major ver-
sion of the quirk or flaw, and the BPs gained are adjusted. [fa duplicate of a major level
of the quirk or flaw is rolled, reroll. Quirks and flaws that stack in this way include:
seizure disorder; depression.

Quirks or flaws that are unique and do not stack are simply rerolled. This covers all
quirks and flaws not covered by any of the previous caregories.
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Additional Detail on Flaws (physical)

Accident Prone: This one is almost too easy. You can extend the fumbling penalty to
all checks the character makes, On a skill check, the character has an accident on roll of
91-00. When the character makes an ability check he fumbles ona 19 or 20. On arracks,
he fumbles on a 1 or 2. And when he does fumble during melee and percentile dice are
rolled for severity, do not call which die is the tens-digit. Instead, always use the higher
of the two ten-siders as the tens-digit (e.g., if percentile dice are rolled and the two dice
indicate a 2 and a 7 the result is automatically 72). When you describe the blunder, make
it more dramatic, more painful, and more embarrassing. An accident prone character will
pull the wrong lever, will sit in the broken chair, will trip and fall down the stairs trig-
gering the spiked pit on the landing, etc. Whenever the character performs an action that
he is not familiar with, make him save vs. accident (Paralysis/Poison save). Finally, when-
ever misfortune strikes the party, triple the chance thar it happens to the character that is
accident prone,

Acute Allergies: Flaws of this type require a certain substance or thing to be present
to trigger. An acute allergy is a prime example. Your job, as GM, is to make sure the
necessary thing or things appear only at the most important and crucial moments. 1f
the character is allergic to a food type, make sure ic is present in abundance ar the very
important private dinner with the king. If the character is a“l:rgir.‘ to cats, make sure the
magic-user villain has a cat familiar. You get the idea.

Hives, blurred vision, sneezing attacks and swc]ling are all a“t:rgic reactions that can
result in penalties to physical Ability Scores such as Strength, Constitution, Dexterity,
Comeliness or Charisma, If you determine that the PC has been exposed to an allergen,
have the PC attempr a Constitution check. If he fails, check Table 5A: Allergic Reaction
Severity to determine the result. The effects will continue for as long as the character is
exposed to the allergen and for 1d6 hours thereafter. All penalties are cumulacive, such
that a character with an intense reaction will also get the penalties associated with lesser
reactions. Finally, if the character is exposed to additional allergens, make a separate roll
for each with a +20% penalty to the roll for each extra allergen.

Albino: Many players think that Albino is a “safe” flaw to take. However, the effects
of sunburn can be terrible. Albino characters must cover all parts of their skin any time
they are out in the sun. They must apply special oils and ointments to their skin every
four hours they are outside to prevent burning and peeling. These oils cost 50 gp for
each month's worth of oil (and the wrong oil app|ir:d can result in half the allowable
exposure time or two hours and double the ill-effects derailed below). An albino char-
acter that neglects to apply the oil will get a severe sunburn and gets a -1 or -5% penal-
ty to all rolls for the next 24 hours for every increment of four hours of exposure with-
out oil. They also temporarily lose 1 point of Comeliness and Charisma because of their
red coloring. For every five serious burns, the loss of one point of Comeliness and one
point of Charisma is permanent. In addition, an albino character doubles the effects of
any blinding spell or spell-like effect used against them, and they can never hold a lit
torch withour blinding themselves, Normal people will react with suspicion to albinos,
and children will taunt them, lowering Honor appropriately. All demi-human albinos,
except pixie-fairies and gnomelings, are shunned by their peoples. Such albino-pariahs
will be turned out as evil or an ill-omen. Approaching those of your race will incite
anger and immediate hostiliry.

Amputee, arm: The effects of this flaw are serious enough thar lirtle extra work is
required from the GM. However, there are extra ways to exploit this flaw. An ampuree’s
pockets are much easier to pick on the side without an arm (+25%), and any critical hit
to the side withour the arm has a much greater chance of hitting a vital area. IFf the
amputated arm is rolled on the critical hit location table (located in Chapter 8:
Combat), roll instead on the torso location. Don't forger thar shield use is impossible
(unless a weapon is foregone). Finally, any time falling damage is calculated, an amputee
takes an additional 1d6-3 damage.

If this result occurs for a pixie fairy, he must roll 1d4 to determine lost member: 1 =
left arm, 2= right arm, 3 = left wing, 4 = right wing. A pixie fairy can suffer this flaw
up to four times. A pixie fairy thac loses one or both wings cannot fly, but can wear bet-
ter anmor.

Amputee, both arms: There is really very little reason to add to the suffering of a
character with this flaw. Withour either arm, they are essentially useless as a player char-
acter. However, if you are fecling particularly cruel, you can double the penalties listed
under amputee, arm with the exception of the extra falling damage, which is tripled.

If this result occurs for a pixie fairy, he must roll 1d4 twice (ignoring same results and
rcrolling) to determine lost members: 1 = left arm, 2= right arm, 3 = left wing, 4 = righl
wing. A pixie fairy can suffer this flaw up to four times. A pixie fairy that loses both
wings cannot fly, but can wear better armor.

Table 5A:
Allergic Reaction Severity
d100 roll Reaction Penalty
01-10 slight +1 to initiaive
| 1-40 mild -1 to Con and Com
41-60 moderate -1 to Dex and Cha
61-80 severe -1 to Str,-1" to movement, -25% to vision distance
81-00 intense «| to Con and Dex, +3 to initiative
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Amputee, leg: Initially this does not seem like such a bad flaw. This is not the case.
In order to avoid receiving any movement penalty, the character must purchase a custom
built peg-leg. The rotal cost of carving and firting of a peg-leg is 75 gp. In addition, any
time a character fails a saving throw against such effects as fire, acid, lightning or similar-
ly destructive event, the peg-leg must make an item saving throw against the appropriare
artack type (see the Saving Throw Matrix for Magical and Non-Magical Items in Chapter
8: Combar). If it fails, the peg-leg is destroyed and, during thar encounter (if not the rest

of the adventure) that character is in a world of

hurt.  Finally, movement with a peg-leg varies
Table 5B: dependent on the terrain condition. Table 5B: Peg-
Peg-Leg Movement Leg Movement Madifiers regulate movement over
Modifiers different rypes of terrain. A character with a peg-leg
Terrain Multiplier has a maximum move of 1.5 times his movement
Grass, dry 1 rate when running, and he receives a -15% modifi-
Grass, wet 75 er to all swimming checks.
Dire e Many of these movement modifiers can be
;‘:‘; : negated with the use of certain types of specially
St diy | customized peg-legs. For example, a snow shoe
B W 5 peg leg would negate the movement multiplier for
Snow; 13 | snow assuming the character wears a comparable
Sric, 46" I device on his other foot. If your campaign sports
Snow, 7-12" 25 one or more peg-legs merely up the frequency of
Ice 5 mud, slime stone corridors, ice and very dry, fine
bﬂﬂchﬂs or duncs.

Amputee, both legs: A character with this flaw has a hard enough life as it is, and
will face a signiﬁcant amount of adverxiry. However, ifyuu are fccling_ pﬂrticu|ar|y cruel,
or the character has abused this flaw, there are a few things you can do. First, all falling
cdamage raken by a double amputee is doubled, even if they are using peg-legs. Second,
all penalties associated with one peg-leg are also doubled. A person with two peg-legs
can never move faster than their movement rare, even when trying to run. Pixie fairy
double amputees have a -2 to their flying movement because they are not balanced prop-
erly. They must also crash into something (like the ground) in order to land and must
receive help or fall off an edge to take flight (they have no legs to leap up as the typical
pixie fairy does).

Animal Antipathy: Because the animals listed in the Player’s Handbook do nort usu-
ally present much of a threar ro adventurers, a little more effort is required from the GM
than simply placing the appropriate animal. It will be worse for the character if an
important NPC or difficult monster have a pet of the appropriate kind. Fighring a com-
mon snake probably isn't too bad, but fighting the same snake while trying to avoid the
artacks of a dragon is much more difficult.

Also, over time this flaw tends to get worse. For every year a character possesses this
flaw, other animal types begin to sense the negarive vibes emanaring from the PC and
he must make a Charisma check. A failed result means you should roll again on the
Animal Antipathy Table in the player’s handbook and add another animal to the char-
acter’s antipathy list. No building points are awarded for this,

Anosmia: This is another seemingly harmless flaw that is easy o exploit. A charac-
ter with anosmia cannot taste or smell, thus any eating or drinking establishment can
use this to their advantage. A character with anosmia will be served water and charged
for wine. His food will never be cooked or spiced or prepared in any way, though he
will pay for the most expensive delicacy. 1f you have a character with anosmia in your
campaign, remember to use lots of poison gas traps and ingested poisons.

Asthmatic: An asthmatic character should have asthma attacks ac all the wrong times.
Since dust, pollen or stress triggers an artack, there is a wide range of important situa-
tions in which an asthma attack would be very bad, the most common being combat.
Combar is very stressful and often includes the kicking up of dust. Dungeons, typical-
ly dank and filled with mold and fungus spores, are also perfect places for an asthma
attack. Anyone having an artack will alert all crearures within 100 yards of the charac-
ter’s presence, However, there are several places the character might not expect 1o have
an artack. A barn, an old house, a library, a stable and a wine cellar are all candidares
for asthma attacks. Often it is these unexpected attacks that will do the most harm o
the player and cacch them off guard, so use them wisely. Any time thar a characrer is in
a situation that might result in an asthma attack, have him make a Constitution check
every other round. A failed result indicates an attack has begun.

Blind: A character who is blind will probably have a hard enough time doing things
normally that exploiting this flaw will require litde effort on your part. However, there
are several ways to make the character’s life even more miserable, Everyone enjoys prac-
tical jokes, and blind people are always the butt of these jokes. People will pur chairs in
front of them to trip over, tap them on the shoulder and run away or attach notes to
their backs saying “Hack Me.” In addition, unless the character is warned, he will run
into low hanging branches or door frames. A blind character cannot identify whart he is
eating or drinking until he smells or tastes it, thus odorless poisons pose a parricularly
dangerous threat and passing the smelling salts in place of the salt is always grear fun.
Fina]ly, against blind characters everyone is invisible, All arcacks (hy thieves and assas-
sins) against them counr as backstabs and don't forget the combar penalties associated
with blindness.

Blind, one eye: In addition to getting a -1 to hit when using ranged weapons, the

character has a blind side. Pick Pockets attempts get a +10% bonus on the blind side
and a flank attack can also be considered a backstab. In addition, anyone using Hide in
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Shadows gets a +5% on their check in relation to someone who is blind in one eye.
Similar sight related skills suffer a -5% penalty. They also suffer all the penalties associ-
ated with the No Depth Perception flaw.

Blind, color: Color blind characters have more problems than just drinking potions.
Distinguishing berween anything with different color types, such as plants or animals,
can be hazardous. In addition, since most people are illiterate, color is used in signs and
other important information. A color blind characger will have trouble following direc-
tions or finding the right inn. The best way to thwart a color blind character is to use
colors in important places such as levers and buttons in the dungeon. Note: characters
with infravision rely on colors to determine the size and type of heat/cold source. They
must get very close to the source to tell details. Thus, a color blind character’s use of
infravision is always considered myopic. Furthermore, color blind infravision users
(including humans using magic) cannot differentiate berween undead (cold sources
appear blue) and living (heat sources appear red) so ghouls appear to be old beggars, etc.

Chronic Nosebleeds: As the GM, you control when a character gets a nosebleed.
This is a very powerful weapon, so it is necessary to use discretion. In general, any time
of stress or heavy breathing is a good time for a nosebleed to occur. In addition, a char-
acter’s sense of smell is greatly diminished for 2d4 hours after a nosebleed. During this
time, the smell of blood still hangs around the person, and any creature with an excel-
lent sense of smell will be able to detect it from 100 yards away.

Deafness: A deaf character is at a severe disadvantage when it comes ro adventuring.
Such a character will be unaware of anything that happens outside his line of sight. In
addition, he will be unable to hear anything said, sung or shouted at him. A deaf char-
acter is easy to abuse, and will be surprised twice as often (1-6 on 1d10). Most (75%)
deaf characters are deaf from birth. The other 25% are deaf as a result of some sort of
occurrence later in life. There is a 10% chance thar a character born deaf will have a
deaf parent, Roll for each parent. For each parent that is deaf, there is a -30% modifi-
er to the characrer’s chance to know how o speak.

Deaf characters are at a disadvantage when communicating, but they can still be
functional in this respect. If the character is able to read and write, then they can com-
municate through written notes. Characters who become deaf later in life have a 90%
chance of knowing how to speak their nartive language, and a 50% chance ro know any
other languages. These characters can speak without trouble, but they typically do so
loudly having gained this bad habit as their hearing faded. Characters who are born deaf
have a harder time, but 75% will be able to speak their native language. These charac-
ters that can speak will also have the reading lips skill at a mastery level of 75%.

Do not let others talk to the player of the deaf character at the table unless he has
‘read lips‘ and is ]ookjng at them. If he cannort talk, do not let him spcak.

Excessive Drooling: A character with this flaw will constantly moisten his clothing
and other possessions. He will wake up every morning dehydrated, and will have a -1
to all of their die rolls until they can drink a quart of water. Irems on which this char-
acter rests his head while sleeping will be wet and will need ten minutes of drying for
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every hour it was used for sleep. In addition, a character that drools excessively requires
an extra quart of water per day, and his clothes will degrade at twice the rare.

Drooling characters will always get the most important documents wet, they will ruin
the king’s nicest sheets and linens, and will slobber on people’s most prized possessions.
On the other hand, people are much less likely to borrow or steal things from a drool-
€r.

Flatulence: If a character takes this flaw, make sure that their flatulence only oceurs
at the most crucial moments. Perhaps the character is trying to sneak past a guard or
negotiate a peace treaty between warring dwarves and elves. The important thing o
remember is that flatulence can alert or offend people with both sound and smell. 50%
of flatulent characters will wake themselves up in the middle of the night with their own
flatulence while the other 50% will wake up their companions. There is also a 3%
chance thar a flatulent character will ignite any torch within 10 feet of the character. If
there is an explosion of this sort, the flatulent character takes 1d6 points of damage, and
every one within 10 feet takes 1d3 points of damage, half if they save vs. breath weapon.
There is no save for the flatulent character.

Hearing Impairment: This flaw is similar to deafness, on a slightly lesser level.
However, in combar and other noisy situations the effects can be the same. This is a
great tool for the GM. If the character is in battle, he will be hard pressed to hear his
companions or those around or behind him. An Intelligence check is required to under-
stand any communication attempt made in combat or any other similarly noisy situa-
tion, such as galloping on a horse or in a large crowd. Do not let others talk to the play-
er of the hearing impaired character during combat, unless he has ‘read lips' and their
characters are facing one another. If he cannor ralk, do not ler him speak. A hearing
impaired character is also surprised more often (1-5 on 1d10).

Hemophiliac: This flaw is one of the most deadly available to a player character and
will take lictle effort on your part to exploit. In fact, if a character in your campaign takes
this flaw voluntarily, he is asking to be killed. He takes rwice as much damage from
attacks, and heals half as fast. In addition, if a critical hit turns up a bleeding result, he suf-
fers twice the after effects (i.e., not double the initial damage, but double any later dam-
age and/or penalties). It requires twice the amount of material, i.e. bandages, etc., to bind
the wounds and the dressings must be changed every half hour. If the bandages are not
changed, there is a cumulative 3% chance of infection (see Disease, et. al., herein).

Lisp: A lisp will impair the character’s communication, and in some cases, change
the message intended. In noisy or stressful situations, any characrer arempring to
understand a character with a lisp must make an Intelligence check. If the check roll
equals or exceeds twice the checking characrer’s Intelligence, he believes the characrer is
telling him the opposite thing intended, within reason.

Loss of Ear: While loss of ear does nor affect general hearing, it can affect cerrain
instances when a noise is coming from a particular side. The player should choose or
roll to determine which ear was lost (1-3 left, 4-6 right). In noisy or stressful situarions,
the character must make an Intelligence check to understand anything said to him at a
distance greater than 15 feet from someone on the side without an ear.

Loss of Eye: The main disadvantage of this flaw is that it is much easier for a one-
eyed character to be blinded. Attacks that target the eyes, such as eye gouge, and other
blinding effects are twice as effective against a one-cyed character. In addition, the char-
acter suffers all the ill-effects of having no depth perception.

Low Threshold of Pain: Simply pur, this character is a sissy. Therefore, you should
punish the character like you would a sissy. Have people push them around, bump into
them, drop things on their feet, etc. As they lose Honor, have their hirelings and other
NPCs disrespect them. What's worse, when the character suffers damage, it counts as
double for the purpose of Trauma (see Chapter 8: Combar, Trauma Damage). In other
words, this character need suffer only 25% of his starting hit point total to initiate a
threshold of pain check. Furthermore, the save versus death for Trauma Damage is at a
-3 penalty.

Maimed: The effects of this flaw depend upon the type of maiming the character has.
A severe facial burn, scarring, webbed hands or an extra finger will have little effect other
than being hideous, A misshapen head will increase the damage taken to the head by 1,
and will add +20% to all critical hit severity rolls on his head. A missing nose will reduce
a person’s sense of smell by half. A misshapen body reduces movement by 1, gives a -1
to all to-hit rolls, and increases the cost of all clothing and armor by 150%. If a pixie
fairy suffers from misshapen body, he has an imperfect wing that hampers flying as well
as an awkward torso. This reduces flying movement by 75% and the pixie fairy must
rest for 10 minutes for every hour spent flying. In all cases, the character will be
shunned and ridiculed, especially by those to whom the character wants or needs to ralk.
An important NPC will rarely grant the request of a maimed characrer.

Male Pattern Baldness: This flaw does little other than decrease the ateractiveness of
the character in 80% of the cases. However, a bald character suffers twice the effects of
extreme cold if their head is uncovered. Dwarves who take this flaw lose their facial hair
as well as the hair on their head. Similarly, halflings lose the hair on their toes. Gnome
titans lose their goatees, but are 85% likely to have gained bushy sideburns as a gnomel-
ing. Elves and half-elves suffering from this flaw, lose their beautiful locks butr grow
scraggly, sparse beards shedding question as to whether their family tree has an Orc hid-
ing among the branches. Half-ores and half-ogres lose all facial hair and take on a fairy-
like appearance, while grels grow tufts on their foreheads not unlike pre-pubescent pixie
fairies growing in their antennae. Drow lose all hair, except their groin, armpit and chest
hair grows uncontrollably (as a dwarf). Gnomes go completely hairless.
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This result for most demi-humans therefore affords a permanent —10 adjustment to
their Honor, and often means they can never hold a position of importance within their
home society (though they may be more welcome by their typical racial enemies or those
typically exhibiting the unusual features). Humans and gnomelings merely lose their
hair as per normal male partern baldness and thus suffer no ill-effects aside from the ini-
tial modifier.

Migraines: Exploiting this flaw simply requires diligence on the part of the GM. A
character with migraines will be unable to do anything orice a week. Therefore, it is your
responsibility as a GM to choose the most inconvenient day of the week for this to hap-
pen. Since the occurrence of the migraines is within your control, you can use it to con-
trol the character. Use the power wisely. Remember, timing is everything,

Missing Finger: There is little you can do as a GM 1o affect a character with this flaw,
as it is entirely dependent on the character’s rolling. Missing fingers always increase the
chance of fumbling, even if they are on the character’s off-hand. The reasons involve
physics and other complex things that you couldn’t pessibly understand, but trust me
on this one. This was exhaustively researched (using a half dozen unwilling interns in
the name of science) and we now know that it greatly affects the use of a weapon.

Mute: When a mute character first meets someone, the person he meets has no idea
that the PC is mute. Thus, when the mute character does not verbally respond to some-
one’s speaking, that person often becomes angry. This can be a great way to smack down
a character. In addition, the player of a mute character should not be allowed to com-
municare verbally with the other characters at the table during important situations such
as combat. These characters make lousy sentries and night-watchmen.

Narcolepsy: This is probably the most fatal flaw in all of HackMaster. A character
with this flaw falls asleep in times of stress, and if your game isn't absolutely chock full
of stress, then you're playing wrong, The character will not wake up unless he is shak-
en for a full round. Waking a character takes a full round, and no other actions may be
taken. As the GameMaster, you are in control of when the character encounters stress.
Thus, you control when he falls asleep, and therefore, you are in control of the charac-
ter. Use this to your advantage, and you can have the character do whatever you want.

Nervous Tic: The key to exploiting this flaw is making the tic mimic a normal action
in a situation that has unfortunate circumstances. If the player does not specifically state
what their nervous tic is, then the GameMaster’s job is much easier. For example, if the
king makes a request, the character’s nervous tic might make him shake his head. The
consequences of such an action are up to you, and they can be as strict as you desire.

No Depth Perception: This is a pretty serious flaw, because it prevents the character
from judging distances. Firing missile weapons is out of the question as the character
cannot determine range. You can abuse this if the character is not careful. Walking
along a precipice or other risky maneuver could prove deadly: the character must make
a successful Intelligence check to distinguish where he is going. An Intelligence check
is required whenever the character’s depth perception is challenged. Note that this char-
acter is not actually blind and can see perfectly fine, he just cannor determine depth. Its
like living in a two dimensional world. Since this flaw comes with some hefty BPs we
really laid it on thick in the PHB. A character with this flaw will not bump into walls
unless he's running and the corridor turns, Nor does he suffer a =2 to hit in melee
beyond the initial round that an opponent approaches. Note that charging is impossi-
ble without running into the foe in question, and any cautious approach due to this flaw
automatically results in an initiative of the latter of the actual result, 10, or the oppo-
nents result +1. Finally, lacking depth perception virtually negates infravision, ultravi-
sion and other types of low-light vision. Excellent depth perception is needed to see any
kind of derail with the various dark sights, otherwise figures and objects simply appear
as amorphous blobs at an indeterminare distance. Because depth perception is so impor-
tant with these types of vision, a lack of depth perception reduces them to a maximum
of 10 feet.

Scar, Facial: This flaw is rather hard to exploit, since it has little effect on the char-
acter other than a decrease in Charisma and Comeliness. However, people are quick to
notice a large facial scar, and such a character would be recognized and remembered by
the authorities, witnesses, snitches and false witnesses in league with criminals looking
for a scapegoat. Also, facial scars are connected with evil, so most people will react neg-
atively to such a person. Depending on the nature of the scar, the character may suffer
ridicule and portential Honor loss therefrom.

Seizure Disorder: This flaw prerry much takes care of itself, as long as you remem-
ber to roll for every day of game time. If the character has a Grand Mal seizure, there is
a 50% chance that he will swallow his tongue and suffocate. If another person provides
aid to the character, he can prevent this from happening. A minor seizure can be equal-
ly as deadly if an enemy is in position to take advantage of it.

Sleep Chatter: This flaw is fairly easy to exploit. As it explains in the PHB, a char-
acter with this flaw will reveal things he might not otherwise reveal. As the GM, you can
determine whar a character with this flaw will reveal, You can use this power to control
the actions of these characters, as they are much less likely ro steal or deceive their fellow
party members. However, this flaw provides an additional benefit to you, the GM. One
of the most feared encounter types is the attack in the middle of the night, when most or
all of the characters are asleep and unarmored. A character with sleep chatter doubles the
chance of a randem nighttime encounter while sleeping. His opponents might also know
all about the party’s strengths and weaknesses if he’s had enough time rto charter,
Nighttime camp thieves are always on the lookour for chatter victims because they often
reveal where they've hidden, or their friends have hidden, their valuables.
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Sleep Walker: If a character in your campaign takes this flaw, count yourself lucky.
He has just given you a free, legal way of killing off his character. Unless the party specif-
ically states they are tying down the sleepwalker, you can easily put the character in
harm'’s way. He might walk off a cliff or into the campfire. He may impale himself on
a sharp stick or wander into that dark cave the party is intent on exploring. The possi-
bilities are endless, so use your imagination. It will make the character’s death that much
more painful for the player and mirthful for you and the others.

Sound Sleeper: This is one of the flaws you are likely to see a good deal of, primari-
ly because it has the benefit of healing an extra hit point of damage. This should warm
your heart, because this is one of the easiest flaws to exploit and one of the deadliest. A
character with this flaw will not awaken unless damaged, so any intelligent enemy would
simply slic his throar and kill him. Thieves can rifle through his stuff and even strip him
to his skivvies and he wouldn't awaken. If his companions manage to get to him first,
the character must make an Intelligence check at -3 to avoid atracking the person who
woke him up. He must make an Intelligence check each round until he succeeds. Until
then, he must attack the person who woke him up until he or his target is dropped.
Each round the penalty decreases by 1, so the check would be at -2 for the second round,
-1 for the third, 0 for the fourth, +1 for the fifth, and so on until the character succeeds.

Strange Body Odor: A character with this flaw smells really bad. In addition to
making social situations very awkward, it tends to artract unwanted attention. This
doubles the chance of a dangerous random encounter in the wilderness, as wandering
monsters are attracted to the strange smell, Humanoids and giants of the same or oppo-
site sex will find chis character attractive in a primal (and ultimately painful) sort of way.
A player that thinks he's gerting one over on this game by voluntarily taking this flaw
will likely have his Honor in the tank and after a bad encounter, may walk kinda funny.

Stutter: A character with a stutter tends to annoy people because it takes them sig-
nificantly longer to say something. It will take a stuttering character 2d10 extra seconds
per minute of speaking to communicare something. In stressful situations, such as com-
bat or when being interrogated, the extra time is doubled. A character with a stutter can
manage at most four words per combat round.

Tone Deaf: For non-bard characters, this seems like a harmless flaw. However, if a
character in your campaign takes this flaw, it is up to you, the GM, to make them pay.
To do this, music should be integrated as much as possible into your campaign. There
should be an abundance of traps that rely on different tones to function, or prayer chants
could be ineffective if sung incorrectly. If the ability to distinguish musical tones
becomes important to survival, the character will “pay” for their flaw.

Trick Knee: This flaw is deadly. The GM completely controls when the trick knee
might give out, and as such, controls whether the character lives or dies. When used
heavily (lifting, crawling, sprinting), heavily-laden or in combat, a trick knee will give out
ona l in 12, and will cause the character to lose his balance and fall to the ground. If
the character is making sharp cuts or twisting about (dancing, dodging, etc.), the chance
increases to 1-3 on 1d12.

Visually Impaired, Farsighted: The best way to abuse a farsighted characrer is with
written materials, Whenever they try to read something, they must hold the text at
arms’ length or farther. Thus, some text on the wall might be a grear way to get the char-
acter to back right into a spider’s web or into a pit.

Visually Impaired, Nearsighted: A character with this flaw cannot distinguish things
that are far away. Perhaps they think the waving troll is their companion or the friend-
ly cave is the gaping maw of an enemy. Sometimes objects just 15 feet away will com-
pletely blend into the surroundings. These characters should always mistake faraway
objects in the most harmful way possible. Note also, that this character may need to
hold objects slightly closer than others when examining them. You may be able to use
this against a myopic character by making him stick his head where he probably should-
n't (like in a hole with a seything blade).

Additional Details on Quirks (mental)

Absent Minded: This is a great flaw to exploit. Any time a character wants to
retrieve something from his supplies or use an item that is not in his hands, he must
make an Intelligence check. Failure means he left the item at the last place he stopped,
be that a campsite or tavern or store. If the character stated and recorded on his char-
acter sheet the location of cach item he possessed as he was leaving cach place he
stopped, he may ignore this check. Items he recorded in the morning and did not move
do not need to be re-recorded. Similarly, an Intelligence check must be made to remem-
ber anything thar the character did nor specifically state he was writing down. If he did
write it down, he must make an Intelligence check to find the piece of paper. Failure
means he was unable to remember the information or locate the piece of paper or parch-
ment. A string tied on the finger gives the character a +2 bonus, but marks him as a rar-
get to follow for any local thief that norices.

Acrophobia: This character will refuse to go anywhere or do anything that requires
open areas that are more than six feet off the ground. This is easy to exploit. Perhaps
the secret meeting with the king takes place on his personal patio overlooking the city,
or the characters must ride the back of a griffin to the ancient temple. In either of these
cases, the character must refuse to participate. If they are somehow forced, they will suf-
fer a -3 or -15% penalty on any die roll, and will look for any chance to escape the sit-
uation. This flaw is particularly brutal against pixic fairies as they refuse to fly more than
two feet off the ground (essentially his height).
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Agoraphobia: A character with this flaw will avoid open spaces ar all costs. This is
very similar to Acruphobia, but even easier to cxp]oit. Large scale battles, overland trav-
el and water travel all involve large open spaces. The character with this flaw must refuse
to participate in any of these activities, If they are forced to enter an open space, they
will suffer a -3 or -15% penalty on any die roll, and will look for any chance to escape
the situation.

Alcoholic: In addition to the disadvantages described in the PHB, an alcoholic char-
acter must purchase a drink whenever the opporrunity presents itself. There is no save
associated with purchasing the first drink; it must be done. Thereafter, after each drink
including the first, the character must roll below 8 on a d20 or buy/secure another drink.
If the character has no money, he will attempt to befriend another patron. If thar fails,
he will resort to more sordid and violent means until he secures a drink or is restrained
by his companions. See also the effects of alcohol and intoxication in the Taverns sec-
tion of Chapter 12: The Adventure.

Animal Phobia: This quirk is one of the easiest to exploit, for all it requires is the
placement of the appropriate animal. It could be the pet of a powerful person the char-
acter needs to talk to, or the guard animal of the character’s enemy. Loss of Honor from
this is almost too easy. In addition, the phobia applies to all types of that animal, regard-
less of size or rarity.

Chronic Nightmares: In addition to waking up screaming and healing art half the
rate, sleeping next to a character with nightmares can be dangerous. A character with
this quirk flails and thrashes at night, doing 1 point of damage to anyone whom sleeps
within 5 ft. for more than four hours. There is a 25% that this character will disturb
items within 5 fr. of himself and possibly breaking said items (save vs. normal blow to
negate damage).

Claustrophobia: In addition to the saving throw required for finding oneself in or
entering a tight space, a saving throw is required any time the character comes under
stress while in such quarters.  Seressful situations include (bur are not limited ro) com-
bat or using a skill that has dangerous consequences. If you are doing your job as
GameMaster, a claustrophobic character should be constantly making saving throws.
Eventually he will fail, and panic. This means he must devote all his energy and efforts
to escaping the enclosed area. If that is impossible, he will huddle in a corner or run
around in circles, suffering -3 or -15% penalty on all die rolls and will be unable to take
any actions.

Delusional: Delusions are pretty easy to exploit, since they often require the charac-
ter to do ridiculous things. However, it is up to the GameMaster to make sure the play-
er role-plays their delusion. If you give players an inch, they'll take a mile, so make sure
they are delusional when it really counts. Once you've taken care of that, make sure you
role-play the NPCs with the appropriate amount of disgust and hatred. Remember, no
one likes a delusional person running around, and they will take action to “cure” them.

Depression: When a character takes this flaw, you should have them specify whether
it is due to a chemical imbalance or a traumatic event. If they choose a traumatic event,
make sure they specify whart the event was. A person with minor depression will have a
20% chance of having an episode each day. During an episode, the depressed character
will not move or act in any way, but will sit on the ground, not responding to his com-
panions. An episode lasts for half an hour. A person with major depression has a 40%
chance of having an episode each day. 75% of the time, the episode will be the same as
for a minor depression, only an hour long. The other 25% of the time the character will
needlessly risk his life doing something extremely dangerous or hazardous.

Enmity toward Class: Exploiting this flaw is as simple as making the hated class
much more frequent in your campaign world than any other. Of course, this works well
if members of that class are also of higher level than the average. A grear way to smack
down an annoying player with this flaw is to have a powerful NPC of their hated class
be a key to the adventure. When they meet them, the character must attack, and then
it's game over. When the character inevitably loses, have the NPC humiliate his Honor
as well (preferably as publicly as possible under the circumstances). Note that it is nec-
essary only for the character to think the person is of the offending class; they do not
actually have to be a member of thar class.

Enmity toward Monster: The key to exploiting this flaw is choosing the appropri-
ate monster type. There are several avenues open to you. You can choose a weak, use-
less monster, like a kobold or a rat, and then present the party with a dragon and a hun-
dred rats. This forces the character to attack the rats and ignore the dragon. This is best
used if you believe the character will make it to higher levels. The other choice is to
choose a very powerful creature that the character would not normally want o areack.
Thus, if the character has enmity towards dragons, the major NPC of your campaign
might be a lawful good gold dragon. This is probably better for characters you want o
kill off right away. Either way, your job as GM is to make sure the character runs into
the appropriate monster.

Enmity toward Race: Similar to the other enmity quirks, the important thing to
remember when exploiting this flaw is to place the necessary race in places where it will
most hur the character and hamper their party. This includes powerful enemies, impor-
tant NPCs and high-level bystanders. Often the player will do your work for you.

Gambling Addiction: If a character with this flaw is offered a bet, he cannot refuse.
As a GM, this is a powerful weapon to add to your arsenal. If you need ro relieve your
party of some of their valuables, just place some bets in front of the gambling addict and
slant the odds in your favor. When they go through their own possessions, they will
quickly move on to their companions. A carefully rigged game can rid a party of all their
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loot. A character with gambling addiction will always gamble until they are our of
funds.

HackFrenzy: Many characters will rake this flaw because they think its cool, or
believe it gives them an advantage. The important thing to remember when exploiting
this flaw is thar the damage does not need to come from one source, it only needs to
occur in one round. If you have a character with HackFrenzy, have all available enemies
attack him to provoke his frenzy. Then, have them escape or get killed off quickly. This
will make the HackFrenzied character turn on his companions. When this happens,
someone is bound to go down.

HackLust: Similar to HackFrenzy, this quirk is a litcle harder to initiate, because it
is dependent upon the characters actions, and not yours. However, sending a large num-
ber of targets his way is the best way to provoke him. When this happens, he will prob-
ably run out of enemy targets sooner, and will turn on his own. Then the fun begins.

Inappropriate Sense of Humor: To abuse this quirk requires diligence, for the GM
must keep it in mind in any situation, Any time he thinks the player could play a prac-
tical joke or make an inappropriate comment, he should tell the player whar he has just
done. It is important not to exercise this power too often, but only when the conse-
quences are really severe.

Kleptomaniac: Whenever a klepromaniac character sees something that he could
steal he must make a Wisdom check, with failure indicating thar he must atrempr o
steal the item. This theft acempt must be made immediately. It includes items that may
be trapped or guarded, or items that are currently under surveillance. Once the theft is
made, the character will not have the urge to steal another item until he believes che first
item is secure, whether hidden on his person, back in his room or on his mount, etc. A
character with this flaw will get into plenty of trouble if you give him the opportunity.

Nagging Conscience: Any time a character with this flaw commits an unlawful act
or loses Honor, he must make a Wisdom check. If he fails he must remedy the situa-
tion. Unril he does so, he suffers a -1 or -5% penalty on all his die rolls. These effects
are cumulative, so if the character has three acts he must atone for, he suffers -3 or - 15%
penalty, and so on.

Obsessive/Compulsive Disorder: This flaw hurts the player the most when NPC
reactions are well played out by the GM. A character with this quirk will act in a very
strange manner, and this should disconcert the people around him. They will try various
things ro “cure” him such as incarceration or pillory.

Paranoid: A paranoid character is always looking for those who are out to get him.
Thus, the way to torment this character is through the placement of harmless bur sus-
picious looking NPCs. In addition, paranoid characters do not sleep well at night; they
receive only half the amount of hit points for a full night’s sleep. They receive no hic
points if they are sleeping in an inn, tavern or other establishment.

Psychotic Aversion to Class: Similar to the enmity quirks, this quirk is best exploit-
ed through the judicious placement of the offending class. This will greatly hinder the
player and will annoy his fellow party members. Eventually, they will “deal” with him.
If a character is forced o be near a person who is of the offending class or the character
perceives to be of the offending class, he suffers a -1 or -5% penalty to all his die rolls
and will focus all his energy on escaping the situation.

Psychotic Aversion to Monster: Similar to the previous quirk, the presence of this
quirk should cause the GameMaster to populate his world with the offending monster.
The more the character is forced to flee from these monsters, the more Honor he will
lose and the more upset his party will be. If a character runs away from a monster with
hir dice less than or equal to his level, he loses Honor points equal ro his level minus the
creature’s hit dice plus one. Consider choosing common monsters like Giant Rats, Large
Spiders, Kobolds, Goblins, Bats, bovines, equines, etc.

Psychotic Aversion to Race: Like the two preceding quirks, this character will avoid a
humanoid race at all costs. 1If he is forced to be near the race, he will suffer a -1 or -5%
penalty to all his die rolls, and will focus all his energy on escaping the situation. In some
cases, the populace will react violently to the character’s blatant racism. Their reacrion can
range from verbal abuse to lynching.

Pyromaniac: Whenever a character with this flaw sees a flame he must make a Wisdom
check. Failure means he grabs the nearest 1d8 items and throws them into the fire one at
a time (most flammable or interesting items first). Similarly, whenever a pyromaniac pass-
es a large structure or item made of flammable or potentially flammable material, he must
make the same Wisdom check or immediately try to set the structure or item on fire. The
pyromaniac suffers a -1 to any fire related Wisdom check for every day he has gone with-
out starting a fire, and a -2 if he has never set a similar item or structure on fire,

Sadistic: You should abuse this quirk by making the character perform sadisric acts
in public whenever he has the opportunity. This could be playing a painful practical
joke on a companion or bystander or resorting to animal cruelty. Regardless of the spe-
cific infraction, a good GM will have the local townsfolk or authorities come down hard
upon the player and dish out some severe punishment.

Short Term Memory Loss: A character with this flaw must make an Intelligence check
any time they want to remember something that happened within the last 4 hours of game
time. If the check is successful, they have a good, but not perfect, remembrance of the
thing or event. If the check fails, they have no memory or merely partial memory of the
thing they were trying to recall. The same check must be made if the character wants to
use an item or other piece of equipment that they used within the last four hours. This
check need not be made for items thar are carried in their hands or on obvious places on



Chapter 5 = Quirks and Flaws

their person, but does include anything put in any type of storage device the character
might possess. This check can be avoided if the player states our loud that his character
records the location of the item used.

Superstitious: As long as you control the situation and make the player roleplay the
situation, this is an easy flaw to abuse. Whatever the superstition is, you can find a way
to incorporate that into the adventure in a way that makes it very difficult for the char-
acter. This will annoy the character and his party, which is, after all, great fun for you.

Temper Tantrum: The key to this quirk is enforcing the temper tantrums. Whenever
you see the player getting upset or feel the character would be upset, you need to control
the action. Have the character throw a tantrum and cause a lot of damage. This will be a
good excuse for your NPCs to come over and administer a smackdown. And if that is not
frustrating enough for the player, you can have all the other NPCs treat them like a child
from thar point forward.

Wauss-of-Heart: This is a very dangcrmns flaw for a character to take, for it will ulti-
mately result in them wking a lor of damage. The interesting parc is thar the damage
will not come from you. In order to regulate a wuss-of-heart character, simply make sure
that they always run away from important combats. Their companions, who have taken
considerably more damage as a result, will likely do all the regulation for you.

Additional Detail on Quirks (personality)

Chronic Liar: A character with this flaw is going to get himself into enough trouble
by himself that all you need do is make sure he never tells the truth. Once that happens,
all ir'll rake are a few angry NPCs and someone is going to need three six-siders and a
new character sheet. Note that characters thar have spent a lot of time with a chronic
liar or know of his problem learn to never trust him,

Clingy: If you really need to regulate a character with this flaw, the key is choosing
the right person for him to cling to. A player character or NPC that dislikes the char-
acter is a perfect choice. As long as you make sure the clingy player role-plays his char-
acter correctly, there should be some inter-party tension very soon, and it won't be long
f(]l' [he Vi(ll(‘n{:ﬂ' to brr:ak out, or at I(’.Rst thC annoyance IEVEIN o rf."ﬂ(.'h an rn}oyahlu (F(]r
you) maximum.

Glutton: A gluttonous character requires twice the amount of food as a normal char-
acter to funcrion. If he does not get his required amount of food, he suffers a -1 or 5%
pcnﬂ.l[y to all his die rolls. In this state, he will do anything in his power to find more
food, including stealing from his companions or others. When food is placed in front
of him, he must make a Wisdom check after finishing. If he fails his check, he must
order another dish. He also gains 0-1 pounds per week of adventuring time, 1-2 per
week in which he doesn't engage in physical activiry.
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Greedy: A greedy character will never willingly split treasure evenly, and will never
allow his fellows to keep their money. He may steal the money slowly or may do so
quickly, but his intentions are always to take all of his companions’ money. The best way
for you to exploir this is to prevent large amounts of coinage or other easily stolen treas-
ure for the party to fight over. Totals that are not divisible by the number of party mem-
bers is another solid tactic.

Gullible: A character with this quirk will believe anything he’s told. As the GM, you
can use this power to exert tremendous influence over the actions of this character. Your
power is so great, its laughable. An NPC bard or other character can be your vessel to
pass false information to the character. Even if the player knows it to be false, his char-
acter must follow it. In addition, a gullible character will pay 2d10% higher than the
listed price for any item he purch;wt:s, and will not know the difference berween qunli-
ty and crap.

Jerk: To abuse this quirk, you must make sure that the character is a jerk to his com-
panions and anyone they might try to befriend or get information from. In this way the
character will hinder his own and his companions progress, until eventually they get fed
up with him. At this point, all it takes is a little prodding and a full scale melee should
break out. Then your mission is accomplished, Another tactic is to continually run city-
based adventures and especially ones involving courr intrigue, law enforcement allies or
others in positions of power and deserving of respect. Then just let his flaw do the work.

Loud Boor: Similar to the jerk, the loud boor must be made to annoy his compan-
ions or important NPCs, This should provokc some type of retribution, hupt:ruily in
the form of an atack. As the GM, you should role-play your NPCs accordingly and
make sure the player plays his character in an annoying way. Soon the characters in his
party and their players should turn against him. See ‘jerk’ for more ideas.

Misguided: This quirk might not seem to have a bad side to it, so you should use
that to your advantage. The fact is, it allows you to make the character get into trouble
regardless of what he does. Even if he has the best intentions, he should screw some-
thing up or piss someone off in the process. If you handle it correctly, he could piss off
someone important, and that could soon be the end of him.

Multiple Personality Disorder: As the GM, it is your job to determine when a play-
er’s extra personality takes over. This will happen usually during times of stress, such as
engaging in combat or negotiating peace treaties, but can rechnically happen anytime.
Thus, you should wair to invoke a player’s extra personality until the most detrimental
time, such as an important social engagement or battle. Depending on what the extra
personality actually is will help determine whar time would be best.

Obnoxious: Like the jerk and the loud boor, the key to the flaw is making the char-
acter’s companions turn against him. The easiest way to do chis is to force the player to
always role-play his character as being obnoxious, and to make sure all your NPCs
always take his comments in the worst way.

Pack Rat: A character with this quirk must have his encumbrance diligently checked
by you. When you do this, you should also conducr a parry-wide encumbrance audic
on his companions. More often than not, it will be the other players who are hurt the
most by this. This will cause them to turn on their fellow. Disgusting items, infected
items and cursed items are also great ways to hurt a pack rat.

Self-Absorbed: A self-absorbed character should have grear difficulty in any social
situation, and should be less likely to help someone else in need. A self-absorbed char-
acter must make a successful Wisdom check before he may be allowed to help another
player or NPC in any way. This includes binding wounds, providing healing or assist-
ing in combat.

Socially Awkward: In addition to losing a point of Charisma, this character suffers
a—1 or —5% penalty to all his die rolls when he is in a large group of people or is with
people with whom he is not familiar. Of course this means your job as GM is ro puc
the character in as many of these situations as you possibly can.

Truthful: This character must always tell the truth, no marter the consequences. As
long as you enforce this rule, the character should get himself into enough trouble with
his companions and NPCs. This quirk not so much as harms the PC as hinders him
greatly. Not being able to connive or spin a situation can typically be quite baneful and,
more often than not, extremely painful, financially or otherwise. NPCs always tend to
ask the truthful character questions when choosing randomly from among the party
members. That’s just how fate is.

Value Privacy (Reclusive): This character will never willingly reveal any piece of
information he feels is the least bir personal. This includes how healthy he is (i.e. how
many hit points he has), how he is feeling or what his family is like. A character with
this quirk must make a Wisdom check before volunteering any informartion thar he

’knows is not already known to every other member of the party.
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Skills, talents and proficiencies, or STDs, are what set individuals apart from arche-
types. They allow your players to customize the abilities of their character while at the
same time adding personality and uniqueness. They also determine how players will
react to certain situations. Are they skilled at diplomacy and speaking, or are they
trained in several different weapons? Is this character particularly sncaky or are they
tough to hurt? Through their choice of STPs, players can prepare themselves for the rig-
ors of adventuring and give themselves an advantage in problematic situations.

Of course, they cannot prepare themselves for every situation, and this is where the
smart GM takes notes. When a character chooses his skills, talents and proficiencies, he
is favoring certain situations over others. Characters cannort be experts at everything,
nor can they prepare themselves for every possibility. Instead, they try to guess at which
situations are most likely to occur. Some situations, like combat, are bound to occur,
and you can ber your characters will have made some preparations while choosing their
STPs. Don't worry about these situations, for there are plenty of other ways to abuse
them. When looking at the STPs chosen by your players, you should pay attention to
the situations for which they chose not to prepare. These are situations that you should
note so that you can include them somewhere in your adventure, Remember, the play-
ers are forced to show their hand in advance, so do not waste the opportunity to put
them at a disadvantage.

Before we proceed to the more intensive material, you must understand the differ-
ence berween skills, talents and proficiencies. Do not be fooled into thinking this is
material that is only useful to players. You are master of the game, and your knowledge
must exceed that of your players.

Skills represent knowledge or training a character received outside of any training or
learning specifically related to his class. Skills caver a wide range of subjects and situa-
tions, and generally are available to any race and class. Skills thar are only available ro a
subset of the races and classes are called restricred skills.

Talents are special abilities available to certain races. Each race has a subser of all the
talents from which it can choose. Talents are more powerful than skills, and represent
special abilities thar a character has because of his specific racial background.

Proficiencies represent a cerrain level of training in a particular weapon. They are
granted to each character based on their class, and they are gained at a constant rate.

Sl(ills

To recap, skills are areas of knowledge or training that a character has received our-
side of any abilities granted by class or race. Skills cover a wide range of subjects and sit-
uations, and can range in complexity from very basic (Shaving/Grooming) to very com-
plex (Civil Administration). They are organized into four general caregories: Arcane
Skills, Academia Skills, Language Skills, Task/Arts Skills.

Arcane Skills are skills that cover the magical disciplines.

Academia Skills represent knowledge that the character knows. These skills do not
cover procedures, tasks or tools, but they can easily be combined with such skills to pro-
duce a desired result. A character with an academia skill can ractle off facts about the
specific subject. Only when recalling a very specific and obscure fact is a skill check nec-
essary.

Language Skills: Each language skill that a character possesses represents a unique
language that the character can speak. A character’s Intelligence score limits the rotal
number of languages in which he may gain fluency. All characters can speak their native
tongue at no building point cost. Learning to read and write a language is a separate
skill, and must be purchased separately for every language, including a native language
of a character. Language skills only require a skill check when conversing abourt highly
technical subjects.

Task/Arts Skills comprise all other types of skills, including any skill that covers
actions or procedures. Task/Arts skills are further broken down into several categories:
Musical Instrument Skills, Tasks: Mundane, Tasks: Combat Procedures, Tasks: Artisan
and Performing Arts, Tasks: Sophisticated, Social Interaction Skills and Skills, Tools.

Musical Instrument skills govern the playing of various musical instruments, There
is a different skill for the different types of instruments, Each time a skill is taken,
it applies only to a single instrument.  Musical Instrument Skills usually only
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require a check when attempting a particularly challenging piece (such as playing
a Jimmy Page solo on the lure.)

Tasks: Mundane fit the title pretry well. These are mundane tasks that do not nec-
essarily require much skill, but require some measure of training to do correctly.
Tasks: Mundane skills are automarically successful and do not have a mastery dic.

Tasks: Combat Procedures are special maneuvers thar can be performed during com-
bat or skills that are combat related. They are used to augment or replace the stan-
dard melee attack. These combat procedures can be devastating in effect, and may
be used by NPCs as well as PCs. Some combat procedures require a skill check
while others function automatically as long as the necessary preconditions are met.

Tasks: Artisan and Performing Arts skills cover the fine and performing arts.
Ordinarily, performance skills do nort require a skill check to achieve success. The
fine arts do, however, necessitate a skill check,

Social Interaction Skills are a class of skill that covers any interpersonal interactions,
from actual social engagements to interrogation. These skills often require a skill
check ro determine the level of success achieved.

Tasks: Sophisticated includes the bulk of the skills in HackMaster, Any skill that
deals with tasks or procedures that does nor fall into one of the other categories
can be found here. A skill check may be required to gauge the level of success
achieved.

Skills, tools govern the use of task specific tools. While academia or rask skills
describe how to use the tools to accomplish something, rool skills govern usage of
the tool in question.

Acquiring Skills
Skills can be acquired in two ways: during the character creation process and as a
funcrion of ongoing play. Skills acquired while creating a character are purchased with
building points. (For more informartion on building points, see the HackMaster Player’s
Handbook.) These skills are a character’s initial repertoire, and they represent the sum
of knowledge the characrer gained before he began his adventuring career.

When a skill is purchased in this manner, the player spends the building points and
records the name of the skill on his character sheet. He then references the relevant abil-
ity or abilities for the skill, and adds one (1) roll of the mastery die and one (1) roll of
the Honor Die. This is his mastery level for the skill.

For example, Jorge is crearing a human fighter named Balearas. He wants Balearas to
be able to interrogate his fallen enemies effectively, so he chooses the skill ‘art of beating’.
He finds the skill in Appendix F of the HackMaster Player’s Handbook and subtracts the
building point cost of the skill, two (2), from his total building points. He then writes
the skill on his character sheer. Next he returns to the skill listing and finds the relevant
ability. In this case, the ability is (STR+INT)/2. Balearas is quite scrong and has a
Strength of 18/35. However, he is not very bright, and has an Intelligence of 5/44. Jorge
averages Balearas’ two abilities (18+5)/2 and gers 11.5, which he rounds down o 11.
This is Balearas” relevant ability for this particular skill. Once again referencing the skill
appendix, Jorge notes that the mastery die for the ‘art of beacing’ skill is 1d4. He rolls a
d4 and gets a 3. He adds this to the relevant ability and gets 14 for his mastery level.
Balearas has average Honor, so he rolls his Honor Die, a d3, and gets a 1. He adds this
to his mastery level and records 15% next to the skill name on his character sheet.

Following the previous example, players will buy skills for their characrers. In gener-
al, this will mean that a character’s initial mastery levels will be between 15% and 25%.
Ifa player wishes to have his character be more skilled at a certain skill or skills, he may
spend extra building points on the skill. Each time he pays the skill’s building point cost
in addirion to the initial cost, he receives one more roll each of the Mastery Die and his
Honor Die.

Furthermore, it is possible for a character to gain special insight when developing
skills. This is represented by the results of his skill mastery die and Honor Die rolls.
Skill insight works much the same way as penetration damage does as described in the
combat section. On any roll of either the mastery dic or the Honor Die for skill mas-
tery purposes, a maximum result on the die may be rerolled with the second roll minus
1 being added to the rotal. Theoretically, this special insight roll can continue as long
as a player conrinues to roll a maximum on either his mastery die or his Honer Die.
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Table 6D:
Table 6C: Other Modifiers
Noise Modifiers Situation Modifier
Noise Modifier gﬂn&‘mm tools -3::
:waﬂt Ll i ::'Uhﬁmﬂ'hrimﬂumﬂwﬁw -15%
Nois IFEWIIII i Unfamiliar subject -20%
Noise: Ominous Restrained -25%
Noise: Loud 5% One-handsi -35%
. i Rushed: one half normal duration ~ -20%
Noise: Annoying: Loud -10%
Noise;Annoying:Sofe ~ -15% ‘Wm‘;:lmqmmrmmﬁlduuﬁon-g:
Corstart 510 While otherwise occupied 4
P Lo Familiar sub]ect +5%
Familiar situation +5%

Table 6A: Table 6B:
Weather Modifiers Lighting Modifiers
Weather Modifier Lighting Modifier
Rain  Light: Complete Darkness 7535
- Rain: Drizzle* -y, S B - Light: Mostly Darkness i
- Rain: Steady* -15% || | LighcTwilighe onl ‘_xss .
- Rain: Heavy* -25% Light: Dim -5%
- Rain: Endless* -35% Light: Normal 0%
Other Precipitation Light: Good Lighting +5%
~ Rain: amphibian -15% Light: Bright* 5%
- Rain: feline 20% . LightVery Bright* -10%
- Rain: canine -25%
- Rain: feline and canine -35% * The modifier is doubled if the character
- Rain: Blood** -25% is working on an object or person with a
- Rain: Body Parts: Extremities®™ -20% significant amount of metal,
= Rain: Bady Parts: Torsos*™* -40%
- Sleet 5% Let’s return to Jorge and his charac-
7 t:'j{ f:"'" -:{5’: ter Balearas. George really wants
:H::l; Fier:ized . ik Balearas to be good at beating sus-
pects, so he decides he will spend extra
- Snow: Light Cosmetic +5% buildi ; he ¢ f beating’
S R I 5% uilding points on the ‘art of beating
- Snow: Heavy. 20% skill. He decides to pay four (4) more
i Snwﬂhnr;tl 50% building points to gain two more rolls
" Wind of the mastery die. He then rolls 2d4
- Wind: Breeze (1-15 mph) +5% and gets a 4 and a 1. With the result
- Wind: Brisk (16-30 mph) -5% of 4 (maximum) on his skill mastery
« Wind: Stiff (31-60 mph) -15% die, George may reroll. He gets a 4
- Wind: Heavy (61-90 mph) -25% again on his second roll and earns
-Wind: Gale Force (91+ mph)  -50% another reroll! He finally gets a 2 and
Temperature**+ ; gets ready to tally the results. He adds
- Cold: Extreme £belc:w 0%) -30% nine (4 + | + 4 + 2 -1 =1) to the cur-
- Cold: Severe (0 -(;;')Sﬁ') ?g: rent mastery level of the skill, 15, and
- Cold: Moderate (33°-50°) | -10% | s ith tery level of
“Coilgne (S80S | S T e e mastery
i : (61°-7%) 0% level on his character sheet next to the
- Heat: Light (80°-85°) 5% .
- Heat: Moderate (86°-95°) _10% Sk:l” name. Note that when he is tal-
- Heat: Severe (96°-110%) 220% lying the results, Jorge subtracted one
- Heat: Extreme (111°4+) - .30% for each extra time he rolled the mas-
. Other ; i tery die due to special insight.
- Thunder: Booming -10% Another way to acquire skills is b
- Thunder: Ominous -5% line i E q full | .
- Thunder; Portentous +5% i FARCEENGD el 7
ing the relevant course. These skills
TI hl UI hicer: Bac;:kgroulnd i% are purchased with gold pieces instead
Emm I ::: of building points. The rules and pro-
| W' Muminating 459 cedures for training at schools are cov-
L " ered in Chaprer 14: Experience,
* Acid Rain has an additional - 5% modifier and dou- SChC'“JL‘ and Training. F inal!y, onccan
bles the degradation rate of any armor and weapons. | acquire skills by learning from one’s
**In addition to the skill penalty, rain of this nature | peers.
forces all witnesses to save vs. paralyzation or cease
all actions to vomit. Peer-to-Peer Training (P2P)
**  Fist-sized hail does ld4-1 damage to anyone Patiio-Pedr: tEMNE i @ soesal
caught without cover. f P Yl rI gb Pch *
%% These modifiers assume that the character does | ‘0T Of fraining. It can be pursued at
not have the appropriate clothing and accessories (je. | 2NV time (not just “’h,c“ advancing in
water, fan, etc.) to deal with the temperature. Those levels) and only requires thar one or
with the appropriate clothing suffer no penalty for | more characters GpIte: toiieRns and
light and moderate temperature, and only half for | devote the appropriate amount of
severe and extreme temperatures. game time, Terms and fees are left to
the characters involved. There is no

need to roll on the Training Tables
when resolving P2P training,

In order for one player ro teach another he must be qualified as follows:

1. Be of the same class and alignment as the character he is attempting to reach. This
reflects the fact thar characters of similar class and alignment have much more in com-
mon and train in a similar fashion,

2. The character artempring to teach another character must also be two levels high-
er than the character he is teaching,

3. The character attempting to teach a skill must have at least an Advanced (51%+)
skill mastery in that skill. The amount of skill mastery he can impart to other charac-
ters is a maximum of 50% of his own skill base.

Skills raught via the peer-to-peer rules are taught in weekly blocks of instruction,
just as they are during formal training (i.e., a full week must be devoted to the train-
ing and both characters can do nothing else. One is teaching, the other is learning).
If the training is interrupted or paused, the attempt is wasted and no learning rakes
place. Only one skill can be raught at a time since the teaching character is not a
professional instructor.
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After the week of instruction, the character acrempting to learn must make a skill dif-
ficulty check. In addition ro any other course difficulty modifiers (listed in Appendix F
of the PHB) for the skill, a +5% difficulty modifier is applied to the roll for actempting
to improve the skill, reflecting thar the character is not a dedicated teacher.

If the character succeeds at his learning check, he may roll the Mastery Die and his
Honor Die for thar skill and increase his skill mastery. If he fails, one of the following
oceurs:

1. If the character was attempting to learn a new skill, no further attempts can be
made to learn that particular skill via peer-to-peer training, The skill can only be learned
via formal training with a -30% penalty to the course difficulty roll to reflect the need
to unlearn whatever bad knowledge rubbed off on the character from the failed attempt.

2. If the character was attempting to improve a skill he already knew, damage has
been done. His past training has been affected by bad training and methods from the
failed attempt. The player must immediately roll the mastery for the skill and deduct
those points from his skill mastery. Furthermore, his skill mastery for thar skill is now
capped. He cannot improve that skill until he takes the skill course as part of formal
training and unlearns what his peer has erroneously taught him.

Since there is potential for players to attempt to abuse the peer-to-peer training pro-
visions it is up to you to keep such efforts in check. For example, it is perfectly legiti-
mate to roll for random encounters if you find that your players are running off for one
or two weeks of peer-to-peer training sessions between every adventure. All it takes is
for one Great Horned Owlbear to show up on the doorstep of their cabin to interrupt
and ruin such training,

Using Skills

Possessing a myriad of skills is all well and good, but rather useless unless you can use
the skills to do somerhing, And sooner or later, your players are going to try to use their
skills. This is perfectly acceprable, since that is whar skills are intended for. Your job is
to determine whether the player needs to roll for success, or whether success is auto-
martic. Skill checks are made by rolling 1d100 vs. the character’s mastery level and
adding any positive or negative modifiers that may exist.

If a character possesses a skill, he ordinarily need not make a check to see if he suc-
ceeds (unless the skill description specifically calls our for one). This, of course, assumes
that the character is using the skill under normal conditions. Although if you want to
be really nasty to your players, you can require that they always need to make skill checks
when using skills. When the skill is being used under stressful conditions, or it is being
used ro do something unusual, a check is always required. For example, a character with
the cooking skill can properly prepare a meal (i.e., such that those earing it do nor risk
Salmonella poisoning) withour making a skill check. However, baking cherry tarts while
camping out in the wilderness is an unusual circumstance, and would require a skill
check. Ultimately, you must decide when a check is required and when it is not, so use
your best judgement.

If a skill check is required, there may also be some modifiers that apply. Assessing
and applying modifiers is one of the most important roles of the GameMaster. If it were
up to the players, every situation would be as bland as the last. However, you know that
there are many different ways that a skill or other action can be affected.

Table 6A: Weather Modifiers includes some lists of common modifiers. When one
of the situations detailed in the tables occurs and it might effect the ourcome of a skill
check, apply the modifier (e.g., it is raining when Crampfoot the Dwarf is trying to
build a campfire). Use common sense when applying these. If Crampfoot is in a poor-
ly ventilated mausoleum trying to light a torch, the wind outside is irrelevant, but if
ominous thunder can be heard, he should still suffer the 5% penalty due to the dis-
traction. These modifiers are by no means comprehensive. There will be many other
modifiers that arise because of the peculiarities of your game or the particular situation.
When that occurs, you should use the closest maodifier listed as the basis for determin-
ing your modifier. Remember, rarely is there a situation without modifiers. As the GM,
you must always be aware of what might be affecting the party.

Beyond the conditional modifiers described, each skill type can also be modified by
the level of difficulty of the specific task. The general categories of difficulty are easy,
average, difficult and very difficult. In the case of the ‘mining’ skill, an casy rask might
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Table 6E:
Skill Level of Difficulty Modifiers
Average Very Diffi cult

Skill Type Difficult

Easy
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Task: Artisan +60% +30% +15%
Task: Sophisticated +40% +20% 0
. Social Interaction  +75%  +35% Lab S

be operating a coal mine. An average task might be mining copper or silver. Mining
Platinum or hard silver would be a difficult task while mining gemstones would be a
very difficult task. Modifiers for level of difficulty are outlined in Table GE: Skill Level
of Difficulty Modifiers.

Special Skill Improvement

It is possible for characters to learn something significant while using a skill and gain
a +1 bonus to their next mastery die roll for thar skill. However, there a few conditions
must be met for this to occur. First, the character must be using the skill for dramaric
or important effect. The skill use must be significant not mundane. Second, the char-
acter must roll equal to or below their chance to improve skill rating, This value is deter-
mined by the player’s Wisdom (see Chapter 7: Skills, Talents and Proficiencies of the
HackMaster Player's Handbook).

Untrained Use of Skills

Characters will undoubrtedly attempr to use cerrain skills despite not possessing the
skill. A character using a skill for which he is not trained always necessitates a skill
check. The mastery level for the skill is equal to the relevant ability. Attempting to use
a skill without training means you do nor gain the benefits of the mastery die or the
Honor Die.

Because their application depends solely on knowledge, Academia skills cannot be
used without possessing the skill. If a character does not possess the knowledge, he can-
not even attempt to utilize it. The same rule applies to arcane skills, language skills,
musical instrument skills, mundane tasks, and combat procedures. Artisan and per-
forming arts tasks as well as sophisticated rasks, social interaction skills and tools skills
can all be attempred without training as long as the skill does not have any prerequisites.

Untrained Skills and Failure

Being able to use skills withour having purchasing them may seem like a loophole,
but do not be overwhelmed by this apparent “advantage” for the players. Using a skill
for which you haven’t been properly trained is a dangerous endeavor, and can have dis-
astrous results, If a character fails while attempting to use a skill for which he has no
training, the opposite effect of what was intended occurs.

If the character rolls between 91-00 on their untrained skill check, they have serious-
ly borched the attempt. Exactly whart happens is up to you, bur it should be disastrous.
At the very least, the attempt should have the most harmful result possible occur and
result in 1d4 point of damage to the character (again, if at all possible). If they were
observed seriously botching the artempt by anyone, they also lose 1d4 points of Honor.
If the failed roll was a 98-100, the character is so scarred by his massive failure, he must
make a Wisdom check any time he tries to use this skill again (uncil such time as he
receives formal training, though he will automatically fail the first time he enrolls in the
relevant course). If the failing roll was a 00, the character may never use the skill again,
nor may he ever be formally trained in the skill,

Improving Skills Later in the Game

Skills can be acquired or improved after the character creation process by taking the
appropriate course. There are two different ways for a character to accomplish this.
Usually, skills are improved or acquired when the character is training for the next level.
Further rules for improving skills under these circumstances can be found in Chapter
14: Experience, Schools and Training.

However, it is not necessary for a player to wait until he gains enough experience
points for the next level to improve his skills. A character can improve a skill or acquire
a new skill any time if 1) the character pays for the course cost in gp, and 2) the char-
acter sacrifices 10% of the net experience needed to reach the next level.

Let us say that Jorge's character Balearas has reached 3rd level. He currently has 5,000
experience points. The range for a 3rd level fighter is 4,000 EP (4,001 - 8,000), so if
Balearas wanted to study the ‘art of beating’ skill before reaching 8,000 EP and training
for 4ch level, he would have to sacrifice 400 EP and pay the 275 gp course cost. Only
after doing so would he be able to go to school. He would then follow all the rules in
Chapter 14: Experience, Schools and Training as if he were training normally.

This training method is available for multi-class characters as well as single class char-
acters. When a mulri-class character trains independently, they must sacrifice experience
points from each of their classes in the appropriate proportion. Thus, a 2nd level/3rd
level dwarven fighter/assassin would sacrifice 100 EP from his fighter class (5% of
2,000) and 150 EP from his assassin class (5% of 3,000) for a total of 250 EP. Any char-
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acter, single or multi-classed, may not sacrifice EPs (and thus not use this training
method), if doing so would disqualify them from their current class or classes.

Skill Sets/Suites

Skill sets (a.k.a. skill suites) are a group of related skills that contribute to a particu-
lar profession. In general, these are more appropriate for NPC characters engaged in
said professi(m. However, with your permission, a player may take a skill set. This
should either represent a career for which the character was apprenticing before he
droppcd out ﬂﬂd bec:lme an ar.lvcnturcr, or an il’llcrﬂ'sl or hobby d’lﬂ[ Thﬂ C}Iﬂfﬂctcl’ hﬂs.
Training for a skill ser rakes a significant amount of time, and is covered in Chaprer 14:
Experience, Schools and Training,

Skill sets provide several benefits. First, acquiring a skill sec often costs fewer build-
ing points than buying the skills individually, or less money than paying for the indi-
vidual courses. In addition, whenever a character uses a skill from a skill set, he may

choose to use either the skill's mastery level, or the mastery level of the skill set as a
whole, whichever is higher. When training, the character is eligible for either the gen-
eral skill set course, or the courses for the specific skills. Finally, acquiring a skill ser may
allow a character to garner skills he would otherwise be unable to take because of pre-
requisite restricrions.

Skill Set Component Skills Cost
min an 'MMMWWMWLMFMG 10 BP
Artisdc Abllity. Art Appralsal Subset: Palnung' 8 BP
Art Appraisal: Subset: Sculpture;
Art Appreciation: Subset: Painting;
Art Appreciation: Subset: Sculpture
Blacksmith, Bhdmnidﬂngsh;kmmhch e N1
Carpenter Carpentry. Shleid Repalr Wood 5 BP
Carpentry Tools; Forestry
Cartographer  Cartography: Dungeon; Cartography: Hasty Mapping; 78p
Ry - Cartography: Overland; Reading/Writing lex i
Healer/Doctor Anatomy, Basic; First Aid skill suite; Surgery Tools 8 BP
Historian Ll Ancient HIWHMMMM 4 BP
[HETH R i www-im
Limner/Painter Cartography: Overland Art Appraisal Subset: Palntmg. 7BP
Reading/Writing; Drafting Tools
Mason Stone Cutting; Stonemasonry; Mining Tools 2 BP
Miner Stone Cutting; Mining Tools; Surveying Tools; 8 BP
Mining; Surveying; Appraisal: Gemstone
Missionary MHWMWMMUM(WM- 12BP
Navigator Astrology Nawgatlon Nauucal Swnrnrnlng Dug Paddle; 6 BP
Swimming
Sallor ‘Seamanship Sulte; Swimming: Dog Paddle; Swimming; Il BP
Hirpet mmwmuﬂ i il I
Seribe Reading/Writing; Mathematics: Basic 3 BP
Shipwright Snlmnlhb Sulb; Glrpinﬂ')" Carpum'yToolt: 8 BP
Tailor/VVeayer Weavmg Seamstress/Tailor; Idle Gossip 4 BP
Teamster/Freighter Animal Handling; Charioteering; Carpentry;
- ‘Complex Geometric Estimation 4 BP.
Thug Feign Toughness; Flex Muscle; Intimidation; 10 BP
Art of Beating; Threat Gesture; Dirty Fighting
Trapper/Furrier Slaughter; Game Animal; Woodland Lore; 5 BP

Skinning; Haggle; Bartering

Using and Improving Skill Sets

When a skill set is first acquired, follow the normal steps for gaining skills.
Determine the relevant ability for the skill set and the mastery die, and roll for the mas-
tery level of the skill set as a whole (and add in Honor Die as usual). Once this is deter-
mined, it also becomes the mastery level for the individual skills in the suite. If the play-
er wishes to improve any of the individual skills, he may allocate the BP cost for the skill
to gain another roll of the mastery die. Alternatively, he may allocate the BP cost for the
skill set and improve the mastery level for the set and all of its skills ar once.

Once he has begun adventuring, the character can improve the skill set by taking the
skill set course or the individual course for one of the skills within the set. When the
skill set iself is improved, the player should roll both the mastery die indicated and his
Honor Die and add the values to the skill set value as well as all the skills within the set.
If individual skill(s) are improved, follow the normal procedure.

Professional Status

Whenever all the subordinate skills of a skill ser reach ar least 65% mastery, the char-
acter has acquired professional status in the relevant profession. When this occurs, all
the skills in the skill suite are permanently averaged and then given a 10% bonus. The
character is also eligible to mentor (teach) other characters and NPCs in the specific pro-
fession. Rules for skill mentoring are in Chapter 14: Experience, Schools and Training.
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Skill Clarification: Glersee

Glersee is a unique form of communication developed by rangers and grel scours,
combining symbols (and the use of other materials) to mark trails and pass on vital
information. There are two major types of Glersee: runes and blazings. Glersee runes
are markings written or carved in any kind of surface. These are mostly seen chalked on
or carved in the walls of buildings or dungeons. Glersee blazings are arrangements of
sticks, rocks and leaves. These are used in the wildernesss primarily by rangers, in order
to leave a discreet trail for their friends that isnt easily visible to their enemies.

Naturally, these symbols can vary depending on the climate of the area. In a tem-
perate forest, a Glersee symbol made of one rock, one stick and one leaf might be made
of one rock, one dead snake, and one piece of cactus in the desert. The GM should also
feel free to add more symbols based on need, or on the area where he sets his campaign.
This could even include ‘regional dialects’ where what means "safe neighborhood” in the
Hulben Forest might mean "magic outlawed here” in the Praxter Mountains. The fol-
lowing pages include examples of basic Glersee symbols. You may nortice that the sym-
bols mentioned in the Glersee skill description (in the Player's Handbook) don't exactly
match the ones here in the GMG. What do you think, we're crazy? You can’t give away
valuable information like that o the players. Remember, when a player comes across a
Glersee symbol, they should have to make a skill check. Bur even if they succeed, don'’t
tell them straight out what the symbol means. Tell them something like "You interpret
this symbol to mean. . ." Smart players may write this down so they won't forger it, but
don't let that dismay you. (Remember, ‘regional dialects’ are your friends. We've helped
you out by making sure the Glersee symbols mentioned in the Player’s Handbook are
those used by a small community of halflings near Igdor Lake, west of the Praxter
Mountains. No point in giving the players an unnecessary advantage, is there?) If the
players fail their check, you can either tell them that they don’t know what it means, or
again say ‘You interpret this symbol to mean. . ." and give them some wrong answer. It's
even better if you're dealing with one of those smart players who write everything down,
The next time they come across the same symbol, they’ll be sure to misinterpret it on
their own.

Rega:dlcss. with onl}' the basic list of forry symhols and three modifiers providcd
here, Glersee can provide the players with an amazing amount of information.  For
example, the sentence "Go south one and a half miles down this heavily-traveled road
to a safe neighborhood where people will pay to get rid of you" only takes four symbols
and one (distance) modifier. Of course, if you're out in the wilderness you've got to find
a lots of sticks, rocks, and leaves ro actually make these symbols, so most sensible adven-
wurers usually only leave one or two at a time. It’s also a lot less likely to be noticed by
an enemy.

Thar's one of the great things about Glersee (at least for the GM) — the symbols are
incredibly adaptable, depending on the situation. Let’s lock at the following example:

GM: As you travel through the Elan Valley, your packs begin to feel heavier and
heavier. The sound of crickets begins to echo through the bushes, and night
begins to fall just as you see a large cave in the...

Fighter: Yeah, yeah, yeah. Enough with the flavor text. When are we... Huh? A

cave?
Ranger: Do [ norice anything unusual abour ic?

GM: As a matter of fact, you do. You see some sticks lying on top of a large leaf. It
looks like this (writes on a piece of paper and holds it up).

Ranger: Hey, wait, I know thar one! (searches through his campaign notes) Yeah,
that’s the Glersee symbol for "weak or injured monster lives here!" Cool. Okay,
the fighter, the thief and T will check it out. The druid can wait out here. Come
on, guys, we can get some quick EPs here and then hole up in the cave until morn-
ing!

Twenty minutes later:

GM: Okay, you manage to stagger our of the cave, hauling the fighter’s body behind
you.

Druid: T run towards them and cast Cure Serious Wounds on the fighter.

Thief: Firk ding blast! Where did that Tunnel Centipede come from? | thought there
was supposed to be a weak monster in there?

GM: Well, if the ranger was still alive, (Ranger Player: grrrrrr) maybe he could tell
you. Oh, by the way, you see a small Wild Dawg peering our at you from behind
some nearby bushes. It looks like he's holding a stick in his mouth.

Fighter: Well, forger it! I'm nor gonna play with him. I wanr to find out whar went
wrong back there!

GM: [ guess ir's one of those things that the world will never know...

As you can see, the simplr: removal of one stick from a Glersee symho] can turn a
vicious monster into a weak one. A harsh wind, mischievous kids, or evil villains are all
typical perpetrators for messing with the symbols. Just remember to keep a high level
of trust — that is, make sure that Glersee usually works for the players, instead of against
them, or they'll never trust it when they see it. Wait until they start to abuse it, and then
throw in that nest-building bird, or that bored kid with a piece of chalk. And don't for-
get to use those modifiers — nothing confuses your players more than trying to figure out
the meaning of "positive water.”
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Talents

Talents are powerful additions to any character, and as such, you should watch them
very carefully. Players will actempt to use their talents to overpower you and your crea-
tures. Your only defense is to pur the characters in situations where their talents are not
as useful. For example, some talents, including many of the dwarven and gnomish tal-
ents only work when underground. Should the characters abuse their skills to the unfor-
tunate detriment of your monsters, do not send those characters underground very
aften. Never forger this: you have ultimare control over where the characters go and
what they do. Exercise this control to minimize the damage done by player talents.

New Talents
Take After: (30)
[Half-breeds, gene pool method only]

This talent can be taken by half-breed characters (eg. gnomelings, half-elves, half-
arcs, etc.) who are created using the gene pool method of character creation. Unlike
other talents, it must be selected prior to choosing a character’s class based on building
points available only at that point (in the character creation process described in
Appendix I of the Player’s Handbook). With this talent, a half-breed character can select
one of his parents to “rake after” with regard ro racial characrer class limitations. This
would allow, for example, a half-orc character to take after his human parent and
become a character class such as bard that is normally prohibited from one of his race
but allowed by the race of the parent he takes after.

Weapon Proficiencies

Unlike skills or talents, every character has a set number of weapon proficiencies he
is granted based on his class. The slots which are granted at first level must be filled or
they are lost. To fill an initial weapon proficiency slot, the player must spend a build-
ing point and choose a specific weapon. Slots gained at later levels are kepr in stasis unil
the character undergoes appropriate training. This is typically accomplished by taking
a course or undergoing some other form of training (i.e. self).

Weapon proficiencies must be chosen for a specific weapon, however, many weapons
have similar characteristics and fighting styles. If a character is proficient with a related
weapon, he receives only half the attack penalty for artacking with a weapon with which
he is not proficient. A proficiency in one of the weapons means the character can artack
with the other weapons (at the aforementioned weapon penalty) instead of the standard
penalty. Related weapons are those within each class of weapon; crushing, hacking and
puncruring,

Weapon Specialization

Weapon specialization is a special ability available only to single class fighters and
knights errant. A fighter can only specialize in one weapon during his career. Normally
a weapon specialization is chosen during character creation, but it is possible to special-
ize in a weapon later in one’s career provided the character 1) takes the necessary train-
ing, 2) devotes the appropriate proficiency slots to the weapon and 3) is not specialized
in any other weapon. Knights errant receive a free weapon specialization that must be
taken during character creation.

Weapon Mastery

By devoting further proficiency slots to a weapon, single class fighters can reach high
and grand mastery with their chosen weapon. This is not available to knights errant or
multi-class fighters. It demonstrates a singularity of purpose that can only be achieved
by ane who solely devotes himself to the fighter class. The effects of mastery are derailed
in Chapter 7: Skills, Talents and Proficiencies in the HackMaster Player’s Handbook.
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Magic and Spell Use

Of all the areas of the HackMaster game that you will be called upon to judge, magic
is perhaps the most diverse and demanding, Magic allows characters to break all the nat-
ural laws of the universe, a situation that can lead ro unforeseen, but highly exciting sit-
uations, Therefore, it is paramount that you understand completely how magic works
in the HackMaster game and the different ways you can control its use.

Character Spells

Acquisition Of Cleric Spells

It is well known to all experienced players that clerics, unlike magic-users, have their
spells bestowed upon them by their respective gawds. By meditation and prayer clerics
receive the specially empowered words which form the verbal components of various
spells they may cast. As with the spells of magic-users, the utterance of any given set of
key sounds (in conjunction with special marterial components and somatic gesrures if
applicable) not only causes the desired spell to take effect, but likewise wipes the mem-
ory of the sounds from the mind of the utterer, as each set of sounds is an energy trig-
ger (see the section on Spell Casting later in this chapter). Of utmost importance, then,
is the relationship between cleric and gawd.

Each cleric must have his own gawd, so when a new player opts to become a cleric
(or a druid), you must inform them as to which gawds exist in your campaign milieu
and allow the individual ro select which one of them he will serve. This will establish
the alignment of the cleric since clergy members of a holy order must possess the same
outlook as their gawd. This is not so among the rank and file worshippers. Ordinary
people can profess faith to any gawd or religion regardless of alignment and often do
depending on the circumstances. But in order to gain the powers of his class, a cleric
must profess a faith (and alignment) and abide by it. It is then assumed that prior ro
becoming a first level cleric, the player characrer received a course of instruction, served
a novitiate, and has thoroughly read and committed to memory the teachings of and
prayers to his chosen gawd. Thus, the character is dedicated to this gawd and is able o
perform as a cleric thereof. It is this background which enables the cleric character to
use first level spells.

Furthermore, continued service and activity on behalf of the player character’s gawd
empower him ro use second level spells as well, bur thereafter another agency must be
called upon.

Cleric spells of third, fourth and fifch level are obrained through the aid of supernat-
ural servants of the cleric's gawd. That is, through mediration and prayer, the cleric’s
needs are understood and the minions of the gawd deliver the proper spells to him.

Cleric spells of sixth and seventh level are granted by direct communication from the
gawd itself. There is no intermediary in this case. The cleric has a direct channel to the
gawd from whom he personally reccives the special power to cast the given spells of these
levels.

Lesser clerics, then, draw only upon their education, training and experience to gain
spells, just as higher clerics do when they renew their first and second level spells. In
order to gain third, fourth and fifth level spells, however, higher level clerics must
beseech intermediaries of their respective gawds in order to have these powers bestowed
upon them from the plane of their gawd. When clerics become very great, they must
petition their gawd personally in order to receive the powers that enable the casting of
sixth and seventh level cleric spells. It is obvious, therefore, thar clerics wishing ro use
third or higher level spells must be in good standing. Those who drift in alignment or
doctrine may still use first and second level spells by means of the skills acquired during
their initial training but no other divine powers of their class will be available, including
the power to turn undead.

If they have not been faithful to their teachings, followed the aims of their gawd, con-
tributed freely to the cause, and otherwise acted according ro the renets of their faith, it
becomes unlikely that they will receive intermediary aid unless they make proper atone-
ment and sacrifice. There can be no question thar such clerics must be absolurely exem-
plary in their activities, expressions and attitudes if they dare to contact their gawd
directly!

In the former case, where the unfaithful cleric desires third through fifth level spells,
the minions (Angels, demi-gawds or whatever) will be likely to require the cleric to
spend 2-8 days in prayer, fasting and contemplation of his transgressions, making what-
ever sacrifices and atonement are necessary thereafter, before grudgingly bestowing those
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powers once again. Sacrifice and atonement will probably be left to the discretion of the
cleric, and it is possible that the minions of the gawd will empower him with spells ro
complete these steps, bur the cleric had better do the correct thing or face the conse-
quences. See Table 5D: Cleric/Paladin Atonement in the Player’s Handbook for ideas
on how a lost cleric can atone.

In the latter case, where the unfaithful cleric desires spells above the fifth level, the
gawd is certainly going to be highly displeased and absolute. The gawd (you, the GM)
will point out all of the transgressions, state a course of action which must be followed
to regain good graces, grant the spells which the gawd deems are necessary to complete
the course (but never in excess of those which the cleric could normally use!) and pro-
nounce anathema upon the cleric until satisfactory redemption has been made (i.e. the
cleric cannot again call upon any help from his gawd, or its minions, until he has
regained favor through a course prescribed by the gawd).

A cleric who, at this or any juncture, changes gawds is going to have a difficult time.
His former gawd will mark the cleric. The new gawd (and associated minions) will be
highly suspicious of this new supplicant. Once a cleric changes gawds, he must there-
after be absolutely true to the new calling or he will be snuffed our by some gawdlike
means. It is 90% unlikely thar the cleric’s first gawd will accept him back into the fold
after falling away unless some special redemprive agency is involved. There is no salva-
tion for a thrice-changed cleric; he is instantly annihilated. These rules apply to any
change of alignment that causes such a gawd change, unless the change is involuntary.

Note that the previous tract also applies to paladins with respect to their clerical spell
powers and to rangers with respect to their druidical spell powers.

Acquisition of Magic-User Spells

One control you have over the power of magic-users is the choice of spells available
at the start of the game. Each magic-user begins the game with a spell book, but he has
no initial knowledge of exactly what that book contains. You tell him. Inform those
players who have opted for the magic-user profession that they have just barely com-
pleted a course of apprenticeship with a master who was of unthinkably high level (prob-
ably at least 7th!). Having been a somewhar apt pupil, at rimes worked diligencly and
made a reasonable effort ro please, master was kind enough to have one of his subordi-
nates prepare a special present for the character before he goes out into the world ro seek
his fortune (bur more likely to ger his fool self killed.) Instruct the player to get a crisp
new sheet of paper and staple it to his record sheet as a permanent fixture. Have him
then write in block letters, precisely one inch down from the top of the paper, “FirsT
LEVEL SPELLS KNOWN,”

While the Intelligence of the player characrer dicrates the maximum number of spells
known as well as the chance of understanding any given spell, said spells are nor auro-
matically gained. Each and every spell, except those which “master” was generous
enough to bestow upon the character, must be found somewhere and recorded in the
characrer’s spell books. Thus, if Beska Miltar the Prestidigitator, Intelligence 15, has a
repertoire of 7 spells and finds a scroll with yet another, there is a 65% chance thar the
spell can be understood by that worthy student. If| in fact, it can be comprehended,
Beska Miltar must then record the spell in his book (thus destroying that portion of the
scroll, of course), and he is now the proud possessor of 8 first level spells, just 3 short of
the maximum he'll be able to know.

Returning to the recently completed apprenticeship, let us now consider the spells
given to Beska Miltar by his crotchety old master. Obviously, an apprentice must know
how to Read Magic to be of any use to his master. It is also an abselute must to anyone
entering the profession of magic-user, so that spell is automatically on each magic-user
character’s list of known spells. Similarly, Write is necessary for all novice magic-users
to add anything to their initial spell book so that spell is automarically a part of their
repertoire as well. The next step is for you to determine the remaining spells in the PC’s
1st level spell book. Using Table 7A: Initial Spells Known, roll 1d20 once for each spell
category (offensive, defensive and miscellaneous) to find the precise spell from each such
category. Beska Miltar, or any other player character magic-user, will then have a total
of five, count them, five spells with which to begin adventuring! No rolls to learn these
spells need be made. The character is assumed to have mastered them during his
apprenticeship, Note that second level bards are also given their starting package of first
level magic-user spells in this manner.

You must never allow a player to choose his starting 1st level spells regardless of how
much he whines and pleads. He can pick his cantrips and should be overjoyed that you
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don’ lose your temper and determine those completely randomly as well.
Table 7A: Always use Table 7A and ler the dice fall where they may. (Norte thar
Initial Spells Known Haarpang’s Floating Cart, Push, Wrygal's Delicious Deception and Yudder's
Roll (1d20) Whistle of Hell's Gate must be located by the character; they can never be
Roll  Offensive Spells Roll  Defensive Spells Roll  Misc. Spells known at the start. Gabal's Magic Aura is an exceprion. In his extensive
| Befriend | Affect Normal Fires | BaERIDSon _ efforts to spread his fame he created the concept of Sharedweomer. Gabal
2 Burning Hands ] Alarm i i iy Comprehend Languages would reach just abourt anyone the spell and encouraged those he taught to
3 Charm Person 3 Armor 3 Conjure Mount teach others on the strict condition that they keep his name attached 1o it
4 Chill Touch 4 Audible Glamer 4 Detect Magic (thereby allowing Gabal to rerain the copyright.) After using it 20 times,
5  Chromatic Orb 5 Aura of Innocence 5 Detect Undead however, the caster is honor bound to send 100 gp to Gabal or his duly
6  Color Spray 6 Change Self 6 Erase appointed representative.  Spell piracy is unfortunately common in
7 Enlarge 7 Dancing Lights 7 Find Familiar Garweeze Wurld and many magic-users don't bother to register their shared-
8  Fireball, Barrage 8 Faerie Phantoms. 8 FogVision weomer. This is a dangerous ractic since the magic-user runs the risk of hav-
9 Fireball, Sidewinder § [ Feather Fall 9 Gabals Magic Aura ing his spellbooks audited (by, for example, the high level magic-user train-
:? 2‘;:::” :? 2:;:;:"0::“0“ :? E::d ing h.im fm' the next lc.vcl). Being caught with unlicensed sharedweomer is
12 Hypnotism 12 Hold Portal 12 Merge Coin Pile a major faux pas that will result in the loss of ld!Z points of Honor per level
13 Light 3 i I oo of the U{\hL‘cnsed spell. Shan'"cn.iweomcr‘ sPcEl lna:.'nsmg and copyrights are
14, Magic Missie 14 Maglc Shield fa. | Phanesina Force covered in much greater detail in the Magic-User's Handbook.
15 Minor of Perturbation 15 Phantom Armor 15 Pool Gald
16 Phanm Fireball 16  Protection from Evil 16  Precipitation
17 Shocking Grasp 17 Shift Blame 17 Run Acquisition of Cantrips
18  Sleep 18 Smell Immunity 18 Throw Voice . . X . A
19 Spook 19 Spider Climb YO e S aeVant A magic-user may possess a number of cantrips miua] to twice hfs
2 Taunt 20 Wall of Fog 20 . Wizard Mark Intelligence score. He may choose any from the list available to be in his
cantrip spell book. Specialists may similarly choose cantrips, but with a few
restrictions.  Battle mages, for example, must choose all person-affecting
Table 7B: cantrips prior to selecting from those of other types. Similarly, specialist magic-users
List of Cantrips by must choose all of the cantrips within their school of magic before selecting those of
School of Magic other schools. Consult Table 7B: List of Cantrips by School of Magic.
Clean 2 L Scs b o Acquisition of Specialist Magic-user Spells
Dry Conjuration/Summoning Sneeze Note that the above discussion applies to generalist magic-users. Acquisition of first
Dust Bee Sour level spells for specialist magic-users is handled a litde differendy. All magic-users start
Exterminate Bluelight Spice their career with Read Magic and Write as described above. However, instead of rolling
Protection from Sneezes Bug Sweeten once each for offensive, defensive and miscellaneous spells, a battle mage gains three
_ Gnats Tep spells from the offensive spell list only (i.e. no defensive or miscellancous spells are grant-
Iteration Mouse Twh ed ar first level). Reroll any repearted results.
Change Spider Veiled Threat o i - . .
Colored Lights Tweak Warm When a 1st level specialist magic-user such as an illusionist receives his first level spell
Dibs Unlock Wet Willie book from his master, it contains up to three spells from his chosen school in addition
Dim Whistle to Read Magic and Write, Use the appropriate table for acquiring spells at higher lev-
Dispel Body Odor Enchantment/Charm Yawn els (Tables 7D-7D8) to determine starting spells for specialists by rolling three times
Firefinger Blathar and ignoring any rolls that result in duplication. 1fa school of magic does not have three
Gather Coy Smile lusi h m first level spells (Abjuration and Necromancy), the specialist receives the spells it does
Gristle Teleportation Curdle Alir of Legitimacy contain and may receive an additional random spell from the offensive, defensive or mis-
:'-"'Y Distract mnc;:ﬂliw cellaneous starting spell list according to Table 7C: Additional First Level Spells.
azf Double Take
Incerject Witty Comment Exude Fear Feign Toughness Spells Beyond Those At Start:
Knot Flavor Footfall ) . ) .
Knowing Look Flinch Groan Naturally, magic-user player characters will do their utmost to acquire books of spells
Lazy Eye Frest Hide and scrolls in order to enlarge their own spell books. To those already possessed, the
Menacing Scowl Giggle Hide Food magic-user will add one (and only one) spell when he actually gains an experience level.
Mute Noogle Indian Burn Therefore, most will be frantically attempting to purchase or cozen spells from non-play-
Neutralize Alcohol Sheepish Grin Mask er character magic-users, or even from other player character magic-users.
::i::_ja;:a w;:k Bladder :::ge How you handle NPC magic-users is of urmost importance. There is a special sec-
Polish Wiske NatE tion of the rules regarding non-player characters, and you should follow the suggestions
Present Numb Tongue therein carefully. By doing so, players will find that their magic-user characrers are
Rainbow E o Palm unable to acquire new spells, at worst, or must pay so dearly for them in money, magic
Ravel Belch Rattle items and quests that the game is hardly worth the candle. Of course they will pay the
Set Table Blink Thump price nonetheless. This will help you ro maintain the campaign as fresh and challeng-
Shine Chil Two-D'lusion ing, as it will rid it of excess treasure and give player characrers reason to adventure at
i Color litusion of Courtesy the same time.
gz‘::‘ Cough Divinati Superior players will certainly cooperate; thus, spells will in all probability be
Strengthen Smile Muscles Creak None exchanged berween PC magic-users to some extent. No special sanctions need be taken
Tangle g:mp'” to prevent such exchange, although this cooperation should never be suggested or oth-
Tacnish - D::y Necromancy erwise encouraged, either. The GM should leave this interaction strictly alone, This is
Tie an:’ [T not the case when PCs deal with NPC henchmen or hirelings. Non-player characrer
Untie Personal Zephyr hirelings or henchmen will absolutely refuse to cooperate freely with player characters,
Wash Hands Remote Gouge Eye even with their own masters or mistresses. Again, this matter is dealt with separarely
Wipe Face Salt under the section pertaining to the GM’s role in operating henchmen and hirelings. As
a general rule, they will require value plus a bonus when dealing with their liege. If they
will deal with other PCs (or NPCs) at all, they will require double value plus a consid-
Table 7C: erable bonus. For example, Voelker, Magician in the hire of Sturgaard, a 10th level Lord,
Additional First Level Spells knows the spell Suggesrion. S_xurgaard‘s associate, Wimpel the Necromancer, requests
Roll (1d100) that he be allowed to copy this spell into his book of third level spells. If Sturgaard is
willing, Wimpel can approach Voelker. If Wimpel has been at least civil to the magi-
Rell Spell Type cian, he will ask nothing more than a third level spell in return, plus another spell, plus
;f:é 8:;:’:5: some minor magic item such as ?‘scr-of three potions, a scroll of three spells or perhaps
§7.9] FHlReti a R:r‘lg of Invisibility. Hm:vcver, if Wimpel has been in the Imh.h of treating Voelker like
92-100 No extra spell NPC chattel, then the price would be more dear; but supposing the necromancer had
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Table 7D:
Acquisition of Upper Level Magic-User Spells
Roll (1d100)

Spell Level
Type | 2 3 4 5 6 7 8 9
Lesser/Greater Divination -6 s =12 1-3 -3 14 -4 1-3 1-3 14
lllusion/Phantasm 7-22 1331 4-16 4-18 5-18 5-21 413 4-6 57
Abjuration 23-25 32-34 17-22 19-27 19-29 22-30 14-24 7-13 8-14
Enchantment/Charm 26-35 3546 23-29 28-43 3041 3140 25-37 14-35 15-21
Conjuration/Summoning 36-45 47-51 30-38 4446 42-50 4147 38-53 36-55 22-43
Necromancy 4646 52-52 3947 47-51 51-57 48-51 54-58 56-58 44-54
Alteration 47-88 53-85 48-84 52-82 58-79 52-81 59-84 . 59-77 55-82
Invocation/Evocation 89-100 86-100 85-100 83-100 80-100 82-100 85-100 78-100 83-100
actually saved his life at one time, the cost would
be reduced to but a spell exchange and a single Table 7D-1: Table 7D-2:
potion or scroll of one spell. Lesser/Greater Divination lllusion/Phantasm Spells by Level
Naturally, the personality of the henchman or Spells by Level Level | (1d12)
hireling would modify the bargain to some | |evel | (1d4) | Audible Glamer A )
extent. A very avaricious or greedy NPC would | Detect Magic i Change Self . Minor Greaten
B E | i 3 Faerie Phantoms 7 Phantasmal Killer
ask for more magic items and/or gold tool As a | 2 Detect Undead il : 8 Rainbow Patters
good GM you will have developed the character | 3 Fog Vision 4 Gabal's Magic Aura iz )
P 5 Phantasmal Fireball 9 Hallucinatory Terrain
of each henchman and hireling to the extent that | 4 Identify &7 B IF 10 Vacancy
such determinations will be relatively easy. B- Ph::::“;rr:;:e
Finally, the ramifications of spell scarcity are :‘EVEI 2 (18) Bl 9 Smell Immunity Level 5 (1d8)
bound to aid your campaign, and not only with 3 Dml: m“‘lnvislbll 10 Spook | Major Creation
regard to excess treasure and magic items. A | § ESP 4 I Throw Yoice' . 2 Advanced lllusion
scroll of but a single spell becomes highly mean- | § ooy o 12 Wrygal's Delicious Deception 3 . Demi-Shadow Mon.
ingful to the magic-users in the game, especially | 5 Locate Object * ; gzezmngo 5
when it is of a spell heretofore unknown. The | ¢ Premonition Level 2 (1d12) 6 Sh:dcu)x M: i:
acquisition of a book of spells from someplace in | 7 Reveal Secret Portal ;_ :indnm 7 Tempus Fug%t
the dungeons or wildernesses of the campaign is | 8 GM choice 3 D::fness 8 Do
a benison beyond price! PC and NPC alike will 4 Fascinate
take great pains to guard scrolls and spell books. | Level 3 (1d4) 5 Gandle’s Feeble Trap Level 6 (1d10)
However characters acquire new spells, always =2 g:::"“di‘"“ 6 Hypnotic Pattern |
remember that you are in charge. Although you 4 Lol 7 Imprv. Phant. Force 2 Mirage Arcana.
must live by the random spell selections that 8 Invisibility 3 Project Image|
] ks Level 4 (1d4) 9 Mirror Image 4 Demi-Shadow Magic
characters gain as they advance in level, you have 2 P 5 Mislead
complete control over what spells the player char- B Demcticning 10 visGirechey e ;
y ) 7 34 Magic Mirror 1 Whispering Wind 6 Perpetual lllusion
heir advenrures. Controlling spell
AGKEI B 0N : - E 5P 12 Fool's Gold 7 Phantasmagoria
acquisition is an important responsibility. | | el 5 (1d4) 8 Programmed lllusion
Consider your choices carefully. 1.2 AT CRNeE PaS Level 3 (1d8) 9 Sh{ldﬁl I
By keeping the selection of spells limited, you | 34 False Vision | llusionary Script 9 veil
automatically increase their imporrance and value 2 Invisibilicy, 10" R
to the magic-users in your campaign. A simple | Level 6 (1d4) 3 Paralyzation | LEV?I 7 (1d4)
scroll with a single spell becomes a real treasure if | 1-2 Legend Lore ? dpectral Force ! i B
i h il anie o i h ) 3.4 True Seeing 5 Phantom Steed 2 Shadow Walk
it has a spell on it the magic-user has never seen. p Wisithforn 3 Mass Invisibility
This puts the player in a quandry. Should he cast ;
: Phantam Wi 4 Simul
the scroll during an adventure where it might be Level 7 ; GM Chl':‘c'iﬂd museram
: : i : Vision
useful or should he save it until he can take the Level 8
time to research the spell for his spell books? Ll B Level 4 (1d10) Serae
When the characters overcome a hostile | §ereen | Shadow Monsters
magic-user, the first concern of the magic-user 2 Dispel Exhaustion Iv'{f:ilig
will be finding his damned spell books! Where | Level 9 3 Ileur W 1 '
are they? What spells do they contain? Knowing | Foresight vEonary Y
their value, NPC magic-users will go to great 3 Igprenic Iishltty

pains to protect their own spell books, hiding
them carefully, lacking them in trapped chests, and scatrering magical traps throughout
the pages.

Each time a magic-user character goes up in level, roll randomly ro determine what
spell he has learned. There is no need to check if he can learn it. For specialist magic-
users such as illusionists, go directly to the able applicable ro their school. Battle mages
get +2 to the roll on Table 7D: Acquisition of Upper Level Magic-User Spells.

If a general magic-user already has the spell indicated by random determinarion
(obrained through adventuring) roll again on Table 7D: Acquisition of Upper Level
Magic-User Spells until a spell comes up that he does not have. If a specialist magic-
user already has the spell indicated for that level, roll again on the relevant specialist table
unril a spell comes up that he does not have. If he already has all the spells available for
that level within his specialty, he does not automarically gain a new spell for that level.

Recovery Of Spells

Spell recovery, whether cleric/druid or magic-user/specialist, requires about the same
period of time. In order to pray and meditate for a new spell to replace one used, or in
order to study and memorize such a spell, it is necessary thac the spell user rest and revi-
talize his mental faculties. Whether one or more spells are to be regained, the minimum
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time required for complete rest (usually sleep) is that required for the highest spell to be
recovered. Minimum rest periods are shown below:

SPELL LEVEL
Rest Time

1-2
4 hours

34
6 hours

7-8
10 hours

9
12 hours

5-6
8 hours

Thus, if a cleric or magic-user needs only memorize first or second level spells, he
need only sleep for four hours and will then be able to memorize or regain as many such
spells as he is normally entitled to. On the other hand, if the character in question also
wished to include a seventh level spell, rest time would be 10 full hours, even though
but a single seventh level spell were to be thus regained, while half a dozen second level
spells were also to be regained.

Once rested, an additional ten minutes per level of spell must be spent in study or
prayer and meditation, as the case may be, in order to memorize or acquire the ability
to cast each spell. Remember that the reverse of any spell must be separately memorized,
and that each may require special components.

Spell Casting

All spells are similar in that the word sounds, when combined into whatever parterns
are applicable, are charged with energy from the Positive or Negative Material Plane.
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Table 7D-3:
Abjuration Spells by Level
Level | (1d4)
1-2 Alarm
34 Protection from Evil
Level 2 (1d4)
12 Preserve :
34 Protection/Cantrips
Level 3 (1d4)
! Dispel Magic
2 Non-Detection
3 Prot./Normal Missiles
4 Ward Off Evil
Level 4 (1d6)
1-2 Minor Globe/Invuln,
34 Remove Curse *
56 Fire Trap
Level 5 (1d6)
-2 Containment
34 Dismissal
56 Avoidance
Level 6 (I1d6)
I Anti-Magic Shell
2 ‘Break Hex
3 Globe/lnvulnerab.
4 Repulsion
5 Spiritwrack
6 GM choice
Level 7 (1d4)
1 Banishment
2 SpellTurning
3 Volley
4 Sequester

Level 8 (1d4)
12 Gandle’s Sp. Imnty.

34 Mind Blank
Level 9 (1d4)

1-2 Prismatic Sphere
34 Imprisonment

When uttered, these sounds [possibly with a
material component as a catalyst] cause the
release of this energy, which in turn triggers
aset reaction. The release of the energy con-
tained in these words is what causes the spell
to be forgotten or the writing to disappear
from the surface upon which it is written.

The triggering action draws power from
some plane(s) of the TeraVerse. Whether
the spell is an abjuration, conjuration, alter-
ation, enchantment or whatever, there is a
flow of energy, first from the spell caster,
then from some plane to the area magicked
or enspelled by the caster. The energy flow
is not from the caster per se, it is from the
urterance of the sounds or arrangement of
gestures, each of which is charged with ener-
gy which is loosed when the proper formu-
la and/or ritual is completed with their
utterance. This power then taps the desired
plane (whether or not the spell user has any
idea of what or where it is) to cause the spell
to function. It is much like plugging in a
heater; the electrical outler does not hold all
of the electrical energy to cause the heater to
function, bur the wires leading from it, ulti-
mately to the 800 megawart pressurized
water reactor, bring the electricity to the
desired location,

Many spells also require somatic motions
in conjunction with words. The spoken

Table 7D-4:
Enchantment/Charm
Spells by Level
Level | (1d8)
Aura of Innocence
* Befriend ]
Hypnotism
Run
Shift Blame

Sleep
Taunt

N o bW —

Level 2 (1d8)

Ray/Enfeeblement
Scare

Total Control

Forget

Bind

Proadus’ U.FL.
Murgain’s Muster Str,
Deep Pockets

00N O U bR =

Level 3 (1d4)

I Hold person

2 No Fear

k] Perceived Malign.
4 Suggestion

Level 4 (1d12)

Haarpang’s Mag. S.R.
Zargosa's Lodge/Prot.
Charm Monster
Confusion

Fire Charm

Fumble

Stirring Oration
Magic Mirror
Emation

10 Mage Lock

I Enchant. Weapon

12 GM Choice

ﬂm‘-loilﬂ&u_”—

Level 5 (1d8)

Fabricate

Chaos

Dolor

Domination
Feeblemind

Hold Monster
Drayton’s Eng. Con.
GM Choice

WS O N bR —

Level 6 (1d6)

Eyebite

Mass Suggestion
Enchant an ltem
Geas

Guards and Wards

o U AR —

Level 7 (1d6)

Anger Gawd
Charm Plants
Zarba's Sol
Truename
Shadow Walk
GM Choice

o U bR —

Level 8 (1d8)

N Sink
Antipathy/Sympathy
Mass Charm

Munari's Irresist. Jig
Binding

Mimic Caster
Demand

GM Choice

WS O U bR —

Level 9 (1d4)
I Hyptor's Disjunction
3-4 Succor

O U W R —

o bW -

|
3
4

o bW N — o bW -

o bW —

Table 7D-5:

Conjuration/Summoning

Spells by Level

Level | (1dé)

Armor a
Conjure Mount
Find Familiar

Grease

Push

Unseen Servant

Level 2 (1d6)

1-2 Summon Swarm

34 Glicterdust

56 Munz's Bolt/Acid

Level 3 (1d6)

I - Phantom Steed

2 Flame Arrow

3 Sepia Snake Sigil

4 Monster Sum. |

5 Material

6 GM Choice

Level 4 (1d4)

12 Monster Sum, Il

34 Zargosa's Tent. Fury

Level 5 (1dé)
Drayton’s Hid. Stsh,
Summon Shadow
Conjure Elemental

Hypror's F B-Hnd
Monster Sum. lll
GM Choice

Level 6 (1d4)

Ensnarement
Invisible Stalker
Conjure Animals
Monster Sum. IV

Level 7 (1d6)

Limited Wish

‘Cacodemon

Monster Sum. V.
Power Word, Stun
Prismatic Wall
Zargosa's Inst. Sum.

Level 8 (1d6)
Grasping Death
- Maze

Monster Summ. VI
Power Word, Blind
Symbol

Trap the Soul

Level 9 (1d6)

Prismatic Sphere
Demon Flame
Gate

Power Word, Kill
Wish

Monster Summ. VI

Table 7D-6:

Necromancy Spells by Level
Level | (1d4)
-2 Chill Touch
34 Detect Undead
Level 2
Spectral Hand
Level 3 (1dé)
1 Charm Undead
2 Feign Death
3 Hold Undead
4 Murgain’s Migraine
5 Vampiric Touch
6 GM Choice
Level 4 (1d6)
-2 Contagion
34 Enervation
5-6 Zombie Slave
Level 5 (1d4)
| Summon Shadow
2 Animate Dead
3 Magic Jar
4 Touch of Death
Level 6 (1d4)
1-2 Death Spell -
34 Reincarnation
Level 7 (1d4)
1-2 Control Undead
34 ~ Finger of Death
Level 8
Clone
Level 9 (1dé)
1-2 Death Rune
34 Energy Drain
5-6 Fawlgar’s Grasping Death

words trigger the release of the magical energy,
and the hand movements are usually required
in order to control and specify the direction,
target, area, etc., of the spell effects. When spell
energy is released, it usually flows to the Prime
Material from the Positive or Negative Material
Plane. To replace it, something must flow back
in reverse. The dissolution and destruction of
material components provides the energy thar
balances out this flow through the equation
E=mc2, Somertimes this destruction is very
slow, as is the case with druids’ mistleroe.
Those spells without apparent material compao-
nents are actually utilizing the air exhaled by
the magic-user in the utterance of the spell.

Release of word/sound-stored energy is not
particularly debilitaring to the spell caster, as he
has gathered this energy over a course of time
prior to the loosing of the power. It ordinarily
comes from outside the spell caster, not from
his own viral essence. The power to activate
even a first level spell would leave an ordinary
spell caster weak and shaking if it were drawn

from his personal energy. A third level spell would most certainly drain the caster's body
of life were he not trained in how to deal with such dangers (as a blood mage is)!

Because spells tap power from other planes, any improper casting is likely to cause the

spell not to function (the heater is rurned on, bur you haven't plugged it in, or you've
plugged it in but not turned it on) or to malfunction (you accidentally dropped the
hearer as you were plugging it in, the heater shorted and caughr on fire, or perhaps you
dropped it in the sink while your roommate was doing the dishes). Such happenings are
covered in the various chances for spell mishap. If your players inquire as to how spells
work, you should discourage such inquiries as forbidden knowledge. If they insist, or
worse yet, use divination type magic to find the answers from the gawds, you can
explain, withour difficulty, the precepts of the HackMaster magic spell systems by refer-
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14
5.8
911
12-15
16-19
20-23
24.27
28-30
3134
35.37
38-4|
42-45

4649
50-53

5457
58-61
62-65
66-69
7073
7476
7719
80-82
83-87
88-90
91-93
94.96
97-00

Enhrge

Table 7D-7:
Alteration Spells by Level

Level 1 (1d100)

© Burning Hands
 Chromatic Orb

Color Spray
Comprehend Languages
Dancing Lights

Emher Fall !
Fireball Barrage
Firewater

Flutter Soft

- Gaze Reflection

Jump

Light

Melt

Mend

Merge Coin Pile
Message i
Minor Sphere of Perturbation
Phantom Armor

Pool Gold

Precipitation

Shocking Grasp

Spider Climb

Level 2 (1d100)

I-5

610 Fool's Gold
11-15 'hisperinj

16-20 Alter Self

21-25 Cheetah Speed
26-30 Continual Light
31-35 Darkness, |5 R,
36-40 Fire Telekinesis
41-45 Fog Cloud.

46-50 Irritation

51-55 Knock

56-60 Levitate

61-65 Magic Mouth
66-70 Pyrotechnics
71-75 Rope Trick

76-80 Shatter

B81-84 Strength

85-88 Tattoo of Shame
89-92 Telepathic Mute
93-96 White Hot Metal
97-00 Wizard Lock
Level 3 (1d100)

01-05 Phantom Wind
06-10 Blink ;
11-15 Cloudburst
16-20 Cont. Darkness
21-25 Delude

26-30 Explosive Runes
31-35 Fly L
36-40 Gandle’s H. Hut
41-45 Grow

46-50 Gust of Wind
51-55 Haste

56-60 Infravision

61-64 Item i
65-68 - Polymorph/Amph.
69-72 Polymorph/Primate
73-78 Runes/Eyeball Imp.
79-81 Secret Page

82-84 Slow

85-88 Tongues* il
89-92 Water Breathing®
93-96 Wind Wall

97-00 Whraithform

Level 4 (1d100)

01-05 Rainbow Pattern
06-10 Vacancy i
11-15 Haarpang's Mag. SR.
16-20 Zargosa's Lodge/Prot.

21-25 Close Portal
26-30 Dimension Door
31-35 Emergency Teleport at Random
36-40 *  Extension |
41-45 .Hufpi\ng'shm 4
46-50 Hurl Animal
51-55 Massmorph
56-60 Perpetual 5. Grasp
61-65 - Plant Growth
66-70 Polymorph O:her
7175 .
76-80 Solld Fog
81-84 Stone Passage
85-88 Stoneskin
89-92 Uleravision
93-96 Wizard Eye
97-00 Fire Shield
Level 5 (1d12)
I  Avoidance
2 ) Drayton's Hid. Stlh
3 Airy Water
4 Animal Growth
5 Distance Distortion
6 Extension Il
F Stone Shape
8  Telekinesis
9 | Teleport
10 Transm. Rock/Mud*
1 Wall Passage
12 Fabricate

. Level 6 (1d20)
-2  Project Image
3-4 Haarpang's M.Sof
A Control Weather
6 Disintegrate
7 Extension Il
8 Glassee
9 Hyptor's Ttl. Recall
10 Lower Water
I Move Earth
12 Part Water
13 Stone to Flesh*
14 Trans. Water/Dust
15 - Zarba's SoP Incl, W,
16 Karnaac's Transf.
17 - Death Fog
18 Guards and Wards
19 Mirage Arcana
20 GM Choice
Level 7 (1d10)
I Reverse Gravity
2 Duo-Dimension
3 Phase Door
4 Statue
5 Teleport w/o Error
6 Transm. Rock/Lava
7 Vanish §
i ~ Zargosa’s Oplne Mnr H.
9 Truename
10 Tormaent

Level 8 (1dé)

o8 W Bk

Incendiary Cld.
Glassteel
Permanency
Polymph Any Object
Sink

Haarpang's Mag, SoT

Level 9 ( 1d8B)

OSSO U bt R —

Hypwr't Disjunction

Crysulbm:ll

Shape Change

Tele. Intercampaignia
Tele. Intragenre

Temporal Stasis*
© Time Stop

Table 7D-8:
Invocation/Evocation Spells by Level
Level | (1d10)
| Alarm 2 Cloudkill i
2 Bash Door 3 Fireball, S.W. (F§)
¥ Chromatic Orb 4 Fireball, Torrential
3 Fireball, Sidewinder (F1) 5 Lyggl's Cone/Cold
4 Haarpang’s Floating Cart 6 Sending
5 Magic Missile 7 Stone Sphere
6 Magic Shield B Wall of Force
7 Wall of Fog 9 Wall of Iron
L Yudder's Whistle of Hell's Gate 10 Wall of Stone
10 GM Choice 1l Zarba's Guardian H.
12 Dream
I;.evei - (ldé?,)am BFFire Level 6 (1d12)
2 " Cloud of Pummeling Fists ! Haarpang’s M.Sof
3 ~ Fireball, 5.W. (F2) 2 Karnaac's Transf.
4 Fireball, Skipping Betty 3 Death Fog
5 Flaming Sphere 4 Guards and Wards
6 Heat Seeking FoT 2 ;ﬂ;iw:ackA :
1 kewering y Heat Act. Sp.
;f ?d,,“:,.? ‘é‘,’;:’j i 7 Chain Lightning
9 Web 8 Contingency
10 Whip 9 Fireball, Prox. Fused
10 Fireball, S. N. Mercy
Level 3 (1d10) i Zarba's Shvng Hnd
| Zargosa's FS.of T, 12 GM Choice
Sl Level 7 (16)
4 Fireball | Flruball. Diyd Blst
5 Fireball, S-Blast 2 Forcecage
6 Fireball, S.W (F3) 3 HYPW" Sh. Sw.
7 Lightning Bole 4 Zarba's Grspng Hnd
- Preemptive Strike 5 Torment
9 Sure Grip Snare 6 Limited Wish
10 GM Choice
Level 8 (1d8)
Level 4 (1d12) I Binding
1 Fire Shield 2 Haarpang’s Mag. SoT
2 Dig 3 ‘Demand
3 Pirebnll.l.nd Serpr 4 Fireball, Dth. Brsher
4 Fireball, 5.W. (F4) 5 Fireball, Maximus
5 Fireball, Volley 6 Zarba's Fist of Rage
6 lee Storm il Incendiary Cloud
7 Mist of Corralling 8 GM Choice
8 Shout
9 Wall of Acid Level 9 (1d6)
10 Wall of Fire I Astral Spell
I Wall of Ice bl Fireball, Lava Yield
12 Fire Trap 3 Meteor Swarm
4 Zarba's Crushing Hand
Level 5 (1d12) 5 Energy Drain
| Drayton's Eng. Con, 6 GM Choice

encing this discussion. And then slap them with a stiff EP penalty for having pursued

GM-only information.

Spell Explanations

Spells: Special Commentary For Refereeing

Some considerations, as well as pracricality, make it impossible to give a concise list
of each spell herein, with name, level, range, duration, area of effect, and so forth tabu-
lated and then special notes appended. This information is well covered in the Player's
Handbook. There are, however, quite a number of special notes that you must be

apprised of, as players often abuse spells.

Unless noted, spell components are generally converted to energy and lost when the
spell is cast. Exceptions to this are holy or unholy symbols and druids” mistletoe. Be
sure you make players keep track of their spell components. It is yet another tool in your
arsenal that you can use to keep the game in balance. If a particular spell component is
extremely rare, a player might suggest a similar substitute be used. Allowing this is total-
ly at your discretion, Two rules to abide by when doing so are 1) always require a sub-
stitute spell component to be at least as expensive or rare as those described in the
Player's Handbook, and 2) substitutes are almost never as good as the original, Some
spells have been tested and in use for thousands of years. If you do allow a component
substitution, be sure to penalize some aspect of the spell such as range, duration, area of
effect, saving throw bonus, mishap or the like. Note that alternative spell components
identified in the Hacklopedia of Beasts are not subject to these rules as they have been
used by others before and have shown reasonably similar (and ar times superior) results
to those obtained with the formulas in the Player's Handbook. Another thing you must



Chapter 7- Magic and Spell Use

do during game play is keep meticulous records on the duration of spells. Many spells
have variable duration. Even for those thar do nor, it is crirical that you keep accurate
track of how long they last so that you can fairly resolve their effects. Not doing so
would be like an umpire forgerring how many balls and strikes a batrer has in a baseball
game. But if you do forget and the player’s begin to question you on it, just remember
the GM is always right!

Commentary regarding certain spells follows. This ljst is not exhaustive. Be certain
to read all of the marerial and have it ac hand whenever a spell user casts a spell for which
special considerations are noted,

Cleric Spells
Second Level Spells:

Silence, 15" Radius: If this spell is cast at a magic resistant creature, and resistance
works, silence does NOT encompass the crearure.

Speak with Animals: This spell will not necessarily make the animal type being con-
versed with the good and true friend of the cleric. Remember to assume the role
of an animal, with the appropriate mentality and viewpoint.

Third Level Spells:

Cure Blindness: This spell will not restore lost visual organs, whether such cause is
due to injury or diabetes. Thus, at your option, the spell can simply remove mag-
ical blindness and cure disease or disease-like conditions such as cararacts and glau-
coma and various forms of nearsightedness, farsightedness, or astigmatism com-
mon to human eyes; or it can be effective against other eye disorders as well, save
those noted above.

Glyph of Warding: [f a cleric is on hand to determine that a Glyph of Warding is
certainly in existence, an associated magic-user can thereafter use an Erase spell
and possibly (50% + 2%/level of the magic-user) remove the glyph. As to the
design and the names of glyphs of warding, design your own or use an encyclope-
dia to find interesting alphabets to use. You may also refer to Garweeze Wurld for
other runes,

As a Find Traps spell will see the form of the glyph, a cleric might believe he knows
the name of the glyph from pasc experience (spellcraft skill check), and try to
bypass it, possibly with success.

Speak to the Dead: This spell is often subject to abuse due to liberal GMing. When
the cleric asks questions, follow these rules: 1) give answers which are brief, 2) take
all questions absolutely literally, and 3) be as evasive as possible if the questioned
creature was not friendly to the character’s class or alignment of the spell caster
when it lived. Remember that speaking with the dead assumes that the creature
has an essence that still exists somewhere, and if it can remember answers to ques-
tions, it can remember other things as well.

Fifth Level Spells:

Atonement: As commander-in-chief of the campaign milieu, you must assume the
role of the supernatural powers judging the character making atonement. If the
action appears to be very sincere, then the gawd will be prone to allow atonement
by means of the spell, with little or no sacrifice in addition, according to the gawd’s
overall narure; so that could mean a few coins in the poor box or a major quest for
a relic. The less sincere the character, the greater will be the actions required o
complete the spell, i.e. a hollow voice rings forth and commands: “GO FORTH
FROM HERE AND RETURN NOT UNTIL YOU BRING CAPTIVE THE
HIGH PRIEST OF THOR AND ALL OF THE ALTAR SERVICE OF HIS
TEMPLE AS SACRIFICES TO ME IN TOKEN OF THE SINCERITY OF
YOUR TRUE REPENTANCE!” And that will be the final word from that gawd

until the deed is accomplished.

Plane Shift: The material component is similar to a tuning fork, of course, and strik-
ing it at the proper time allows the energy vibrations of the person or persons or
creature or creatures involved to match those of the desired plane. All you need
to do is determine which notes, if you will, actune to which planes, and then when
the caster has a meral rod, inform him of the note on which it sounds. A sharp,
for instance, might take one to the Astral Plane, while an A flat will move one o
the Elemenral Plane of Air, and an A natural to the Ethereal Plane. Naturally, you
can include the octave and even have chords to move a creature to some sub plane,
i.e. F sharp minor might move the caster or the subject to the 9th Plane of Hell.

Quest: A Quest can be temporarily suspended if there is no need for urgency and
the character(s) who are on the mission need to take time out to train - thereby
enhancing their probability of accomplishing the mission, Furthermore, a Quest
will be canceled if it is no longer possible. For example, if a Quest was launched
to retrieve a religious icon from some Simian Ore clans but said Ores destroyed it
while the party was underway, the Quest would be cancelled.

Sixth Level Spells:

Find the Path: This spell is subject to the same sort of abuse as a Locate Object spell
is. A locale is not an object. The spell will enable the caster to find a way into or
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out of some area, bur this area must be known or identified in itself, not for what
it might house.

Seventh Level Spells:

Astral Spell: Any magic items can go into the Astral Plane, bur most will become
non-magical thereon, or on any planes removed from the Prime Material Plane.
Those which contain spells which you determine will function on any given plane
will function on that plane. For creatures encountered see Appendix D: Special
Creature Encounters, Astral & Ethereal Encounters.

Control Weather: To determine the prevailing conditions at the time the spell is cast,
you must, of course, know the climate and the season. Atmospheric condirions
(cloudy, foggy, partly cloudy, clear), precipitation, wind speed and direction, and
temperature must be determined according to the area. Knowing this, you should
have no great problem informing the would-be spell caster as to what sort of
weather exists. A highly dertailed and accurate weather system is included in the
Garweeze Wurld campaign setting. A quick and dirty method is provided below.
Temperature is determined by season. Summer (Hot), Spring or Autumn (50%
warm / 50% cool), Winter (Cold).

Precipitation Wind
Roll 1d100 Roll 14100
1-24 Clear Weather 1-25 Calm
25-50 Partly Cloudy 26-75 Moderate Wind
51-85 Cloudy 76-95 Strong Wind
86-00 Heavy Rain/Large Hail 96-00 Gale

Gate: Powerful beings that are named by this spell often send subordinates instead
of appearing in person. For example, Arch-Devil Malefane might send a Pit Fiend
to see what the problem was, and Benyar might send a Ki-rin on the same mis-
sion. As to the likelihood of the Gated being returning without doing something,
use a factor of 20% for a trifling matter, 15% of return if the affair is of medial
importance, and from 1% to 50% if the matter is very important: 1% indicating
that the being finds irself well able to handle the situation and everything pleases
or displeases it greacly, 50% if the situation would be risky and it is displeased.
Thus, Malefane summoned by a party of chaotic good characters to save them
from a Type VI Demon could be a trifle to an important act, depending on what
was involved, such as a relic of lawful evil alignment. Malefane would cerrainly do
away with the summoners as well as the demon if at all possible. On the other
hand, Malefane summoned to pit himself against Bahamut would be very likely to
turn and make a speedy exit unless the matter was of critical importance to Hell,

Druid Spells

First Level Spells:

Locate Animals: This spell is another that requires a bit of effort on the part of the
GM. As it is quite unlikely that each and every species of animal in the area of the
spell caster will be recorded, you will have to use the probabilities of your milieu.
Obviously, there is 0% chance of locating a polar bear in the jungle, or a jungle
cat in a cavern thousands of feer below ground, etc. So the locale is second after
the region as to whether or not some animal will be within spell range. Then con-
sider the rerrain; mountain lions do not typically roam the prairies, for instance.

Second Level Spells:

Charm Person or Mammal: [f, ac the same time this spell is cast, the subject is struck
by any spell, missile or weapon which inflicts damage by members of the spell cast-
er’s party, the creature will make its saving throw at +1 per point of damage sus-
ained.

Feign Death: The recipient of this dweomer consumes air at 1/100th of the normal
rate. Thus, if buried, he will eventually suffocate.
Fourth Level Spells:

Animal Summoning [: For probable animals in the area see the commentary on
Locate Animals in the Player's Handbook. The animals typically summonable are:

Apes Camels, Wild Hyenas Rats, Giant
Baboons Cattle, Wild Jackals Snake, Poisonous
Badgers, Giant Crocodile, Normal  Jaguars Snake, Spitting
Bears, Black Dawgs, Wild Leopards Weasel, Giant
Beavers, Giant Eagles, Giant Lizards, Giant Wolves

Boars, Wild Goats, Giant Lynx, Giant Wolves, Dire
Boars, Warthogs Herd Animals* Owls, Giant Wolverines

Bulls Horses, Wild Rams, Giant

*Summonable only by specific type of animal.

You will note that animals with 4 + x Hic Dice are included. If the druid names such
an animal type, allow summoning if otherwise indicated, bur limit the number appear-
ing to 1-3.
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Fifth Level Spells:

Transmute Stone to Mud: Ropes can be used to pull creatures out of the mire,
assuming that sufficient power is available; 1 man/man, 10 men/horse or similar-
ly sized crearure (or vice versa).

Wall of Fire: It is not possible for the spell caster to move at all and maintain con-
centration on the Wall of Fire.

Sixth Level Spells:

Anti-Animal Shell: ‘This shell is non-mobile. Humans, even those able to use magic,
are non-magical, as are dwarves, elves, etc.

Wall of Thorns: If a wall of fire results from the burning of the thorns, the side
towards the druid will be the non-harmful one.

Seventh Level Spells:

Conjure Earth Elemental: As noted regarding Fire Elementals, a holy/unholy word
will send the creature back o its own plane.

Magic-User Spells

First Level Spells:

Comprehend Languages: The reverse, Confuse Languages, can be cast upon a scroll
to make it unreadable, but a second Comprehend Languages spell will then be able
to decipher it.

Haarpang’s Floating Cart: The caster cannot ride on the Cart. The Cart always fol-
lows the magic-user.

Unseen Servant: The created force has no shape, so it cannot be clothed.

Write: Ink for use with this spell is only 10% likely to be located at any given apothe-
cary/alchemist in a town, or double thar for a city. Ink will come in a flask that
will be sufficient to inscribe 2-4 spells. The cost will be 200 to 500 gold pieces.
You should devise whatever formula for manufacture of this substance you desire.
Ichor of Slithering Tracker, octopus ink and powdered gems are all reasonable
ideas.

Second Level Spells:

Stinking Cloud: If it is cast in a place where there is considerable air movement the
Stinking Cloud will move in the direction of the air current at from 1-foot to 6-
foot per round, depending on air speed. For each 10 feet of such movement,
shorten its duration by 1 round.

Web: If this spell is cast without two firm anchoring places, the webs collapse and
entangle themselves, effectively negating the spell.
Third Level Spells:

Haste: Saving throws are not affected by speed differences nor is the AC of the affect-
ed creature. Use of magic items such as wands, staves, rods and similar devices are
not sped up.
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Monster Summoning I: For a list of monsters summoned see Appendix D: Special
Creature Encounters.

Fourth Level Spells:

Contagion: If a character ignores the disease (daes not rest all day) inflicted by the
spell for more than three days, roll on Table 1Q: Disease (or Disorder) to deter-
mine a complication that has resulred.

Phantasmal Killer: If the affected individual is somehow brought to an unconscious
state, the spell cannot do harm.

Fifth Level Spells:
Contact Other Plane: Sce Table 7H: Spell Mishap Insanity Subrable.

Draytor’s Hidden Stash: For a list of random creatures which might come from the
Ethereal Plane, see Appendix D: Special Creature Encounters.

Sixth Level Spells:

Geas: The casting time is also the total time the magic-user has to word the Geas
spell. It is otherwise similar to a Quest,

Glassee: The strength of the glassy area is the same as thar of the original material.

Spiritwrack: Only one specially illuminated vellum sheer may be prepared by the
magic-user and be in his possession and/or conrrol at the same time., This will be
realized by any magic-user as soon as a second is begun. It is nor possible o have
two such sheets naming the same being either, as the magic of the naming will be
held within the first; as soon as the second is made, it will go therein. Finally, no
creature can make such a sheet naming irself.

Seventh Level Spells:

Duo-Dimension: See Appendix D: Special Creature Encounters: Astral & Ethereal
Encounters.

Vision: Consider this spell similar to a Contact Other Planes for handling purposes.
Unrelated visions should contain some cryptic clue as to whart the caster is seck-
ing. Even on a 10 or better, be certain to make the vision as unclear and indirect
as possible.

Zargosa’s Opulent Manor House: Fatigue penalties can be found in Chaprer 8:
Combat, Starvation rules are covered in Chapter 10: GM Procedures.

Eighth Level Spells:

Permanency: There is only a 5% chance of the spell caster actually losing a point of
Constitution if the spell is cast upon a non-living thing.

Adjudicating lllusions

Tlusion spells require a higher degree of GM-player interaction than other magic-user
spells. The timing and staging of such spells by the caster are extremely important.
Effects that appear out of nowhere will never be believed unless there is a good reason.
On the other hand, an illusionary fireball cast after a magic-user has cast a real one could
have devastating effects,

All illusions are cases of GM adjudication; each depends upon the exact situational
factors deemed significant by the GM. NPC illusions require careful preparation by the
GM, including clues to their nature. All of the following points will help the GM main-
tain consistency. The most basic concept is that for an illusion to be effective, it must
be believable. For example, an illusion of the sun exploding would be unlikely to affect
all but the most gullible creatures. The more modest the illusionary effect, the more
likely it will be effective.

Intrinsically Deadly Tllusions: “Instant kill” illusions that are automatically faral
regardless of level, Hit Dice or saving throws: collapsing ceilings, inescapable lava
pits, ecc. The absolute maximum effect of these is to force a system shock check.
Those who make the check are not further affected by thac illusion. Those who
fail their system shock check will be knocked unconscious for 2d6 turns unless
otherwise specified.

Spell Effects: Tllusions that duplicate spell effects are keyed to the caster’s level (for
example, a 10th level illusionist casting a fireball can create a convincing 10-die
Fireball). Exceeding this limit creates a faral flaw in the illusion that negates its
effect.

Monster Special Attacks: Before the caster can effectively duplicate a monster’s spe-
cial attack, the magic-user must have undergone it (a magic-user cannot conjure
up the twinkle in a Medusa’s eye correctly without actually experiencing it — i.e.,
having been turned to stone by one). Furthermore, if the viewer of the illusion is
unfamiliar with the folklore surrounding a Medusa and what effect is supposed ro
happen when he meets the gaze of one, the illusion will likewise be ineffective on
thar person.

Creating Ilusions of People: The caster must maintain a show of realism at all fimes
when conducting an illusion (if a squad of low-level fighters is created, the caster
dictates their hits, misses, damage inflicted, apparent wounds and so forth. The
GM decides whether the bounds of believability have been exceeded). As a rule
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Roll
1-275
276-295
296-307
308-327
328-339
340-359
360-371
372-391
392-403
404-453
454-503
504-553
554-578
579-593
594-611
612-636
637-686
687-711
712-771
772-801
802-851
852-931
932-996
9971028
10291068
10691083
10841095
1096-1121
1122-1145
1 146-1195
1196~1235

1236-1270.

1271-1295
1296~1325
1326-1375
1376-1408
14091468
14691493
1494-1518
1519~1543
1544-1554
1555-1589
1590-1600
1601~1680
1681-1710
1711-1724
1725-1799

18001839
18401859
18601899
1900-1919
19201932
1933-1972
1973-2012
2013-2032
2033-2072
2073-2092
2093-2132
2133-2152
2153-2877
2878-3177
3178-3277

3278-3322

33234047
40484347
43484447

44484492

4493-4792
47934942
49434982
4983-5002
5003-5302
5303-5452
5453-5522

5523-5552

Table 7E:
Spell Mishap Table
Roll (1d10,000)

Effect of Mishap
Spell dissolves in harmless puff of smoke
Ears turn color - temporarily
Ears turn color - permanently
Nose turns color - temporarily
Nose turns color — permanently
Neck turns - temporarily
Neck turns - permanently
Hands turn color - temporarily
Hands turn color - permanently
Eyes change color temporarily
Hair changes color temporarily
Skin changes color temporarily
Biting fingernails
Hair grows |d4 feet in one round
Chews own hair
Burst of soot in face
Affected by random cantrip
Becomes chronic nagger
Skin complaint (unpleasant rash) temporarily
Skin complaint (unpleasant rash) permanently
Suffer | point of damage
| random memorized spell goes off
Choke for 1d4 rounds
Temporary rash (-1 Dex)
Suffer 1d4-2 points of damage
Laose sense of touch in fingers temporarily
Arm goes numb temporarily (50% left, 50% right)
Leg goes numb temporarily (50% left, 50% right; 1/3 movement)
Constantly gasping for air (slows speech by half, doubles casting times)
Personal cloudburst
2 random memorized spells go off simultanecusly
Suffer 1d4 points of damage
Temporary loss of one spell slot
Suffer 1dé+1 points of damage
Spell dissolves in minor explosion: 1dé-2 paints of damage in 5 foot radius
Temporary loss of two spell slots
Cannot memoarize that spell again — temporarily
Eyes change color permanently
Hair changes color permanently
Skin changes color permanently
Polymorphed to Amphibian — temporarily
Skin covered with large blotches (-3 Comeliness) temporarily
Skin covered with large blotches (-3 Comeliness) permanently
Now talks to self ;
Fingernails change color temporarily
Fingernails change color permanently
Tingling in fingers (+25% chance of spell mishap for somatic
components) - temporarily
Temporary ringing in ears
Narcissism
Contracts the flu
Becomes convinced he is a clone of his original self
Tinnitus - permanent ringing in ears
Vision blurred (reduced 50%) temporarily
Amnesia back | day
Amnesia back 2 days
Enlarge random object (as spell)
Reduce random object (as spell)
Enlarge self
Reduce self
Roll once on PHB Table 6F Minor Mental Quirks - quirk is temporary
Roll once on PHE Table 6F Minor Mental Quirks - quirk is permanent
Sibling (or parent) ralls on PHB Table 6F Minor Mental Quirks -
quirk is temporary
Sibling (or parent) rolls on PHB Table 6F Minor Mental Quiirks -
quirk Is permanent
Roll once on PHB Table 6H Minor Personality Quirk - quirk Is temporary
Roll once on PHB Table 6H Minor Personality Quirk - quirk is permanent
Sibling (or parent) rolls on PHB Table 6H Minor Personality Quirks -
quirk Is temporary
Sibling (or parent) rolls on PHB Table GH Minor Personality Quirks -
quirk is temporary
Roll onee on PHB Table 6G Major Mental Quirks - quirk is temporary
Roll once on PHB Table 6G Major Mental Quirks - quirk is permanent
Sibling (or parent) rolls on PHB Table 6G - quirk is temporary
Sibling (or parent) rolls on PHB Table 6G - quirk is permanent
Roll once on PHB Table 61 Major Personality Quirks - quirk is temporary
Roll once on PHB Table 61 Major Personality Quirks - quirk is permanent
Sibling (or parent) rolls on PHB Table 6] Major Personality Quirks -
quirk is temporary
Sibling (or parent) rolls on PHB Table 6| Major Personality Quirlw -
quirk Is permanent
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5553-5582
5583-5602
5603-5652
5653-5677
5678-5702
5703-5711
5712-5721
5722-5757
5758-5779
57805801
5802-5819
5820-5832
5833-5834
5835-5854
5855-5869
5870-5879
58805894

5B95-5944

5945-5994
5995-6194
6195-6284
62856484
6485-6574
6575-6774
67756899
69006919
69206928
69296936
69376958
6959-6968
6969-6978
69796983

69846998
£999-7016
7017-7031
7032-7037
7038-7062
7063-7073
7074-7077
7078-7088
7089-7095
70967185

7186-7275
7276-7295
7296-7305

7306-7314

7315-7356
7357-7368
7369-7383

7384-7385

7386-7397
7398-7402
7403-7427

7428-7447

7448-7547
7548-7555
7556-7559
7560-7579
7580-7587

7588-7607
7608-7617
7618-7622
7623-7642
7643-7652
7653-7657
7658-7664

7665-7684
7685-7689
7690-7695
7696-7698
7699-7714
7715-7729
7730-7739
7740-7764
77657774
7775-7804
7805-7832
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Wandering eye - temporary

Gain | alignment infraction point

Blinks (as per spell)

Unquenchable thirst - temporary

Entire body glows as per Light spell

Continual Light spell on tongue

Gain 2 alignment infraction points

temporarily emit unpleasant odor (-1 to reaction rolls)

temporarily emit vile odor (-3 to reaction rolls)

Sibling (or parent) temporarily emits unpleasant odor (-1 to reaction rolls)
Sibling (or parent) temporarily emits vile odor (-3 to reaction rolls)
Must memoarize all spells as if they were one level higher than actual
Temporary compulsion to become a mime

Teleport 5 feet in random direction

Teleport 10 feet in random direction

Teleport 50 feet in random direction

Wandering eye — permanent .

Cannot memorize that spell again — permanently

Becomes center of Stinking Cloud spell

Roll once on PHB Table 6B Minor Physical Flaws - flaw is temporary
Roll once on PHB Table 6B Minor Physical Flaws - flaw is permanent
Roll once on PHB Table 6C Minor Physical Flaws - flaw is temporary
Rall once on PHE Table 6C Minor Physical Flaws - flaw is permanent
Rall once on PHB Table 6D Minor Physical Flaws - flaw is temporary
Roll once on PHB Table 6D Minor Physical Flaws - flaw is permanent
Teleport 5 feet straight up

Teleport 10 feet straight up

Teleport 50 feet straight up

Needs | extra hour of sleep ~ temporarily

Temporarily loses all tattoos

Permanently loses all tattoos

Shaking (-1 to-hit, -| to damage, +3 segments to casting times for
spells with somatic components) - temporary

Needs 2 extra hours of sleep — temporarily

Convyersations with self (thinks others respond) — temporary

Is convinced he has a long lost sibling

Polymorphed to Primate temporarily

Suffer 2dé points of damage '

Suffer permanent loss of | hit point

Constant thirst (must drink 3 times normal volume per day) permanently
Permanently emits unpleasant odor (-1 to reaction rolls)
Permanently emits vile odor (-3 to reaction rolls)

Rall once on PHB Table 6E Major Physical Flaws - flaw Is temporary
("It'll grow back, right?")

Roll once on PHB Table 6E Major Physical Flaws - flaw is permanent
Immediate alignment audit

Summon monsters (as MS | — hostile to caster or party member as
applicable)

Summaon monsters (as MS Il ~ hostile to caster or pany member as
applicable)

Struck by Lightning Bolt from above

Switch gender temporarily

Change races (I dwarf, 2 elf, 3 half-elf, 4 halfling, 5 half-ogre,

6 half-orc, 7 human, 8 gnome, 9 gnomeling, 10 pixie fairy) temporarily
Shaking (-1 to-hit, -1 to damage, +3 segments to casting times for spells
with somatic components) - permanent

Uncontrollable falling down at random (1d 100 minute) intervals — temporary
Uncontroliable falling down at random (1d100 minute) intervals — permanent
Enters HackFrenzy immediately (once, roll 2d20 for "eﬂecﬁve points
of damage)

Enters HackLust immedlmety (once, roll 2d20 for "effective” points
of damage) :

Becomes misanthrope temporarily

Lose one talent temporarily

Lose two talents temporarily

Suffer 3d6 points of damage

Summon monsters (as MS Il — hostile to caster or party member

as applicable)

Lower temperature |0 degrees in 5-foot radius

Lower temperature 25 degrees in 5-foot radius

Lower temperature 50 degrees in 5-foot radius

Raise temperature 10 degrees in 5-foot radius

‘Raise temperature 25 degrees in 5-foot radius

Raise temperature 50 degrees in 5-foot radius
Summon monsters (as MS IV~ hostile to caster or party member

as applicable)

Lose one class-specific ability temporarily
Lose two class-specific abilities temporarily
Sibling (or parent) contracts the flu
Sibling (or parent) contracts leprosy
Introversion i
Suffer 3d10 points of damage

Suffer 2d20 points of damage

Slowed (as spell)

Hasted (as spell)

Temporary —I to-hit

Temporary ~| to damage rolls
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7833-7842
7843-7856
7857-7880
7881-7886

7887-7895
7896-7900
7901-7902
7903-7908
7909-7916
7917-7956
7957-7988
7989-8063
B064-8075
80768091
8092-8099
8100-8129
8130-8199
B200-8264
B265-8324
8325-8379
8380-8427
8428-8463
B464-8487

84888499

8500-8505
8506-8530

8531-8546
8547-8555
85568569
8570-8584
8585-8588
85898591
8592-8639
8640-8663
B664-8675
B676-8695
8696-8715
8716-8735
8736-8742
8743-8792
8793-8797

8798-8801

B802-8808
8809-8813
B8814-8820
88218834
BB35-8846
8847-8856
8857-8886
8887-8895
88968900
B901-8906
8907-8919
8920-8929
8930-8939
8940-9039
9040-5050
90519059
9060-9074
9075-9081
9082-9091
9092-9101
9102-9105
9106-9107
9108-9114
9115-9116
9117-9123
9124-9128
9129-9215
9216-9235
9236-9245
9246-9252

9253-9256
9257-9260
9261-9262
9263-9272
9273-9277
9278-9302
9303-9322
9323-9358
9359-9376
9377-9385

Hatred of one gender

Temporary =2 to-hit

Temporary —I to all rolls

Summon monsters (as MSV — hostile to caster or party member
as applicable)

Suffer permanent loss of 2 hit points

Switch gender permanently

Sibling (or parent) contracts malaria =

Permanent compulsion to become a mime

Temporary —2 to damage rolls

-1 point of Honor

-2 points of Honor

Ages | day

Temporary -2 to all rolls

-1d4 points of Honor

-1dé points of Honor

Becomes center of Fireball

Ages 2d6 days

Ages |d4 weeks

Ages 1d3 months

Ages 1dé months

Ages 2dé6 months

Ages | year

Ages |d4 years

Ages 2d4 years

Ages 2d6 years

Tingling in fingers (+25% chance of spell mishap for somatic
components) - permanently

Permanent rash (-2 Dex)

Lose ability to cast spells temporarily

Permanent —| to damage rolls

Permanent ~| to-hit

Permanent -2 to damage rolls

Drug addiction (GM chooses substance)

Temporary 50 fractional points to random Ability Score
Temporary —| to random Ability Score

Temporary -2 to random Abllity Score

Temporary -50 fractional points to each Fractional Ability Score
Temporary ~| to each Ability Score

Temporary -2 to each Ability Score

Permanent -2 to-hit

All memorized spells go off simultaneously

Summon monsters (as MSVI - hostile to caster or party member
as applicable)

Summon monsters (as MS VIl - hostile to caster or party member
as applicable) !

Lose sense of touch in fingers permanently (x3 casting time, -4 to-hit)
Arm goes permanently numb (50% left, 50% right), becoming useless
Leg goes permanently numb

Permanent loss of one random spell

Permanent —| to all rolls

Permanent loss of one spell slot

Aphasia (speaks random meaningless phrases instead of desired words)
Contracts leprosy

Contracts malaria

Permanent -2 to all rolls

Permanent loss of two spell slots

Alignment change; chaotic/lawful axis | step (50% either direction)
Alignment change: good/evil axis: | step (50% either direction)

Becomes misanthrope permanently

Sibling (or parent) permanently emits unpleasant odor (-| to reaction rolls)

Sibling (or parent) permanently emits vile odor (-3 to reaction rolls)
MNeeds | extra hour of sleep — permanently

Needs 2 extra hours of sleep — permanently

Conversations with self (thinks others respond) — permanent
Vision blurred (reduced 50%) permanently

Lose one talent permanently

Lose two talents permanently

Suffer permanent loss of 1dé+1 hit points

Gain enmity of nefarion

Is Harmed (as spell)

Polymorphed to Amphibian — permanently

Roll on Insanity Sub-Table

Now hates one sibling (or parent)

Now hated by one sibling (or parent)

Change races (| dwarf, 2 elf, 3 haif-elf, 4 halfiing, 5 half-ogre,
6 half-orc, 7 human, 8 gnome, 9 gnomeling, 10 pixie fairy) permanently
Becomes 10-40 years younger 1

-1d8 points of Honor

-2d4 points of Honor

Enervated — temporary loss of | experience level

Enervated — temporary loss of 2 experience levels

Amnesia back | week :

Amnesia back | month

Permanent -1d20% to one skill (determine randomly)
Permanent -1d100% to one skill (determine randomly)

Suffer permanent loss of |d4 hit points
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9386-9405
9406-9445
94469470
9471-9484

9485-9504
9505-9514
9515-9519
9520-9521
9522-9522
9523-9547
9548-9577
9578-9617
9618-9641
9642-9656
9657-9663

9664-9688
9689-9708
9709-9713
9714-9723

9724-9743

9744-9763
9764-9773

9774-9793
9794-9796
9797-9798
9799-9799
9800-9805
98069814
9815-9817
9818-9827
9828-9832
9833-9842
9843-9848
9849-9858
9859-9861
9862-9871
9872-9873
9874-9876
9877-9886
9887-9893
9894-9898
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Temporary dyslexia (x3 time to read anything, including spellbooks)
Temporary -1d20% to one skill (determine randomly)

Temporary -1d100% to one skill (determine randomiy)

Temporary lethargy (-2 to-hit, -2 to damage, double all initiative times,
movement is halved)

Amnesia back 6 months

Amnesia back | year

Amnesia back 2 years

Amnesia back 5 years

Amnesia back 10 years

Decides he must switch classes

Temporarily unable to sleep

Uncontrollable weight gain — temporary (| pound per week)
Temporary bulimia

Permanently unable to sleep

Permanent lethargy (-2 to-hit, -2 to damage, double all initiative times,
movement is halved) aka "tortoise nervosa”

Permanent 50 fractional points to random Ability Score

Permanent =| to random Ability Score

Permanent —2 to random Ability Score

Spontaneous combustion!  Bursts into flame and suffers 6d8 points
of damage

Sibling (or parent) suffers temporary uncontrollable weight gain

(1 pound per week) i

Gains appearance of undead (-15 Comeliness, -5 Charisma) temporarily
Sibling (or parent) suffers permanent uncontrollable weight gain

(I pound per week)

Permanent uncontrollable weight gain (I pound per week)

Permanent —50 fractional points to each Fractional Ability Score
Permanent ~| to each Ability Score

Permanent -2 to each Ability Score

Suffer permanent loss of 2dé hit points

Anorexia (lose 1-2 pounds per week) [permanent until cured or death]
Polymorphed to Primate permanently

Permanent bulimia

Suffer permanent loss of 3dé hit points

Permanent dyslexia (x3 time to read anything, including spell books)
Enters temporary coma

Lose one class-specific ability permanently

Lose two class-specific abilities permanently

Lose ability to cast spells permanently

All magic items on person are Disjoined (as per Hyptor's Disjunction)
Enters permanent coma

Gains appearance of undead (-15 Comeliness, -5 Charisma) permanently
Energy Drain: Lose | experience level

Energy Drain: Lose 2 experience levels

Spontaneous combustion! Bursts into flame and immediately dies.
Chokes to death in | round

" Roll twice more on this table (do NOT ignore this result if rolled again!)
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of thumb, a caster of an illusion could create one believable man-sized creature per
level of experience. If he exceeds this, the viewers will get a +1 bonus to their
Intelligence check for every additional creature or size category.

Resisting Illusions: [ntelligence is the best defense against illusions. Low and non-
intelligent creatures are more vulnerable to illusions, unless the illusion is com-
pletely outside their experience or the illusion touches on an area of the creatures’
particular competence. Undead are generally immune to illusions, but they are
vulnerable to quasi-real effects, most of which stare to appear in the 4th level spell
list.

Hlusions usually cease to affect a character if they are actively disbelieved. Disbelief
must be stated by the player, based on clues provided by the GM. Players stating
disbelief must give a reason for disbelief based on sensory information available to
the characrer. Failure to give such a reason results in failure to disbelieve. The GM
can impose additional requirements or delays in recognizing illusions (such as
Intelligence checks) as needed, such as when one player is obviously parroting a
discovery made by another. Disbelief automarically forfeits a saving throw if the
effect is real. For NPCs, a saving throw, Intelligence check or GM adjudication
can be used to determine disbelief (whichever the GM deems appropriate).

Spell Books

A magic-user's most important treasure is his spell book. Because it is so important,
you and the players need to know some basics about it. What exactly is a spell book?
How many pages does it have? What is it made of?

All Sizes and Shapes

Although many spell books prepared for or by adventurers follow certain designs for
convenience and ease of use, there are no requirements as to spell book form. A player
character can't walk into a magic-user’s lab or study and instantly spot the spell book
because it is the biggest, rallest, fattest, squarest, roundest or thinnest book there.
Neither can he measure all the books to find the one that conforms to the dimensions
of a spell book. The spell book’s size and shape is determined largely by the tastes and
preferences of the magic-user who owns it.

Consider, for example, the book you are reading right now. How would one of these
pages have appeared in other times and places? In many places on medieval Garweeze
Warld, this page would most likely be 10 or more hand-lettered sheets of parchment,
perhaps embellished with illuminations and painted scenes. In anather place, this page
could be several hand-printed pages on colored paper and bound with red lacings.
Others might use a rolled scroll of papyrus, dried leaves, birch bark, cured animal hide
or even clay tablets marked with symbols and then dried.

Writing and written works vary greatly throughout Garweeze Wurld. Thus, spell
books should come in a variety of shapes and forms. A spell book may be a heavy tome,
bound in leather with crisp parchment pages. It may be a collection of papyrus scrolls
tied with red silk strings. It might be a pile of clay tablets imprinted with strange sym-
bals, or a cheap-laoking folio printed on linen rag paper. It even could be thin sheets of
embossed gold berween covers made from the hide of a Naga.

If you don't want to create a unique spell book for your campaign world, here’s one
standard you can fall back on: compare them to bulky coffee-table books of today or
unabridged dictionaries. Even if you do create unique spell books, this standard should
give you some idea of the appropriate size and bulk. More specifics on this standard are
given later. In almost all cases though, an NPC spell book should be of a variety that is
decidedly inconvenient for travel and durability. A magic-user that caprures the spell
book of his fallen enemy is getring enough of a boon. Don't make it easy for him by
handing over a clean, sturdy tome. You should take great pleasure in warching him nerv-
ously as he trudges those heavy, brittle clay tablets across the Grevan Steppes or trans-
ports those crisp, delicate sheets of thin bark across the Great Tarcham Swamp.

Often a magic-user’s complete set of spell books occupies several shelves of his library,
especially when the character reaches the highest levels. At this point, it is no longer
practical for the character to carry all of his spell books with him when he travels.
Therefore, many magic-users opt to make traveling spell books. The traveling spell book
is a more selective, more portable version of the character’s complete spell books
(although there is little cthat can be done to make clay tablets portable). In the traveling
spell book, the magic-user places only those spells that he believes he will need while
traveling.

There is no limitation on which spells can be included, but a traveling spell book has
a limited number of pages. Thus, a high-level magic-user may need several traveling
spell books to contain all the spells he thinks are necessary.

Spell Book Preparation

The books themselves require few special materials, but the workmanship must be
exact and flawless. Even the slightest mistake in copying a spell ruins it. This is not
work for a common scribe. Compounding the problem, the bizarre formulas and dia-
grams found in a spell book can’t be reproduced by normal medieval printing methods.
Spell book work must bé done slowly and laboriously by hand.

Occasionally, prepared spell books can be found for sale, but few magic-users choose
to trust the success or failure of their magical efforts to the work of others. Rare is the
magic-user who doesn't prepare his own spell books, Materials used in a spell book must
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be of the highest quality. No magic-user wants ro run the risk of dampness causing his
ink to run, a blot on the parchment causing a spell to be misinterpreted, bookworms
making a feast of page six, the wind blowing a loose page away, or a spilled pitcher of
beer turning the whole book into a sodden mass.

Careful treatment, common sense and quality materials are essential to prevent these
disasters. Strong bindings or cases are used to protect the interiors. Clear sheets are
needed to record the spells. The best bold inks and the sharpest pens must be used for
writing, Aromaric compounds are recommended to deter bookworms and moths, while
other preparations should be used to protect against mold, mildew and dry rot. All this
COsts money.

There are two standard types of spell books that a character can commonly buy or be
trained in the preparation of during his apprenticeship.:

1. Standard books, each of which contains up to 36 cantrips, up to 24 spells of 1st-
3rd level, up to 16 spells of 4th-6th level, or up to 8 spells of 7th-9th level.

2. Traveling books, each of which contains at most one-fourth of the number of
spells possible to be contained in a standard spell book: cither nine cantrips; six
spells of 1st, 2nd, and/or 3rd level; four spells of 4ch, 5th and/or Gth level; or two

spells of 7th, 8th and/or 9th level.

Cost of Spell Books

A standard spell book costs 1000 gp for materials, plus an additional 100 gp per spell
level for each spell contained therein. (For this determination and all other similar ones,
consider cantrips as half-level spells.) The cost of a new magic-user’s or illusionist’s ini-
tial book or books is assumed to be borne by the new spell caster’s former master, so the
fledgling spell caster will have one or two spell books at no cost to him. Books that are
prepared later in a magic-user’s carcer (having higher spell-level capacity than “begin-
ning” books) are not supplied by the character’s master, bur must be composed by the
character in question as part of his training when the spell caster is trying to rise to a
higher experience level. This composition will take from 4-7 weeks for each new stan-
dard book, with the shorter time being applicable to traveling books. The book is com-
posed during and after the time when other training exercises are taking place.

These same costs apply when such a book is being manufactured and composed: any
standard spell book requires a 1000 gp investment for materials, plus 100 gp per level
for each spell entered within the book, payable when a magic-user adds a new spell to
his repertoire (entering a 1st level spell costs 100 gp, a 2nd level spell costs 200 gp, etc.).

A traveling spell book costs 500 gold pieces for materials. The cost of each spell con-
tained within such a book is the same as the cost for entering a spell in a standard book.
All traveling spellbooks must be fabricated by the magic-user, purchased or otherwise
discovered as treasure by the magic-user or his associates. A player character cannot
automatically possess a travelling spell book at the beginning of his career.

Physical Aspects of Spell Books

A standard adventurer’s spell book is approximately 16 inches in height, 12 inches
wide and 6 inches thick. (The GM has leeway to reduce or enlarge this general size,
although nothing smaller than 12x12x6 inches or larger than 18x12x9 inches is recom-
mended.) The weight of a standard book of median size is 5 pounds (adjusted upward
or downward for varying sizes). The encumbrance value of such a book is equal to three
or four times its weight (15 pounds or thereabouts), although it is correct to assume that
a volume will fit within an otherwise empry backpack or large sack.

The cover of a standard book is typically heavy leather, dragon hide or something
similar, inlaid with metal so as to provide both extra durability and a means to close and
secure the book. Vellum pages are sewn rtogether and secured to a fine, supple leather
spine backing, Pages are secured additionally by fine leather front and back pieces. It is
also usual for such a tome to have vellum stubs at intervals for insertion of additional
pages, although this by no means allows for any increase or change in the number and
types of spells the book can conrain.

Notwithstanding any special protections placed thereon, a standard spell book has a
saving throw equal o thar of “leather or book,” with +2 ro dice rolls made to save against
acid, fireball, disintegration, and lightning attacks.

Travelling Spell Books

An adventurer’s traveling spell book is approximately 12 inches tall, 6 inches wide and
1 inch thick; 9x9x1 is likewise a good working size. The weight of such a book is
approximately one pound, and encumbrance roughly two or three pounds. Five such
books will fir within a backpack, twice that number in a large sack.

The cover of a traveling spell book is strong, supple leather, such as that from a giant
cobra. The hand-sewn leaves of parchment are carefully secured to a fine leather back-
ing and glued to the spine. The whole is further secured by front and back pieces of vel-
lum. A small lock or leather ties are typically used to secure the whole. Pages are very
thin and fragile, so great care must be taken ro protect the book when it is in use.

Norwithstanding any special protections placed thereon by its owner, a traveling spell
book has a saving throw equal to that of ‘leather or book’ with no inherent bonuses (such
as a standard book has) against any forms of attack.
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Value of Spell Books

A standard spell book has an Experience Point Value of 500 points per spell level con-
tained therein (again, considering cantrips as half-level spells), and a Gold Piece Sale
Value of 1000 gp per spell level (applies to all spells, including cantrips). Experience
points for a book acquired while adventuring are taken when the spells within are eicher
transcribed to the magic-user’s personal spell book or used as a scroll. This holds true
regardless of whether or nor any rome is eventually,sold. However, if a spell is tran-
scribed into the player’s own spell book and he later reads that same spell as a scroll from
the seized spell book, he does not gain experience points for that spell again.
Furthermore, if one or more spells are transcribed or read from a seized spell book and
the player later sells the book, he will not gain EPs from the gold piece value of the por-
tions of the book that he already gained experience from.

Casting Spells Directly From Books

In extremis, the GM may allow a magic-user to cast a spell directly from any sort of
spell book just as if the book were a scroll. The caster must be able to know and use the
spell in question, (Note that in this regard, reading directly from a spell book differs
from the use of scroll spells.)

Direct casting of a spell from a spell book automarically destroys that spell. There is
also a 1% chance per level of the spell thar the spells immediately preceding and fol-
lowing the spell cast will likewise be destroyed. There is an additional 1% chance that
the casting of a spell directly from a spell book will destroy the entire book. A
Permanency spell, for instance, would not prevent a spell from “disappearing” when cast
in this manner; even though writing might remain on the page, that writing will no
longer be magical in nature. These strictures apply whether a spell caster is using his
personal book or the book of another. Read Magic is required for one magic-user to read
another magic-user’s spell book, and a magic-user can learn a spell by reading it from
another’s book. This learning process requires 2-8 hours of study per level of the spell,
after which time the spell is learned and thereby immediately usable by the magic-user
who did the studying.

Spell Mishaps

Spell mishaps can occur when a spell caster pushes the boundaries of his ability to cast
spells, There are various causes that disrupe the caster or warp the flow of magic from
the other planes. These include being a magic-user with a relatively low Intelligence
who cannot fully understand his own spells, wearing armor, spelljacking, curses and var-
ious other factors. Spell mishaps range from the relatively minor to those that have the
potential to devastate a person and his associates. Any acrivity that causes a chance of
spell mishap (such as wearing armor or low Intelligence), indicates the precise chance in
the activity description. These are the most common causes of spell mishaps, but by no
means the only ones.

Whenever a spell caster has a chance of spell mishap, roll percentile dice. If the result
is less than or equal to the chance of a mishap, something bad is abour to happen (a
mishap). Roll a d10 to determine whom (or whose relative, etc.) the mishap affects: 1-
7 is the magic-user, 8-10 indicates a random member of the magic-user’s party. Finally,
roll d10,000 for the specific spell mishap effect on Table 7E: Spell Mishap Table.

A spell-like mishap with a choice of targets always affects the caster. The GM decides
all changeable aspects of the spell (center of area for area of effect, direction, etc.). When
possible, use the caster’s experience level to make such determinations. (N.B.: spell
mishaps apply only to magic-users (including specialists). Clerics also have a chance of
spell failure as dictated by their Wisdom score, bur when a cleric spell fails, there is sim-
ply no effect.)

It is absolutely vital that you never tell a player whether an effect is temporary or per-
manent. If it is temporary, simply announce when the effects fade at the appropriate
time. Ler the players sweat it out. Ifir is permanent, do not announce it — make them
do some research, find a sage, recover a lost magical antidote, etc. Permanent effects are
removable wich the sixth level magic-user spell Break Hex. Certain other mishaps may
be carrectable with appropriate spells.

Such are the risks of tampering with forces arcanc. A few of the effects listed in Table
7E: Spell Mishaps require additional rolls on Table 7F: Temporary Spell Mishap Effect
Duration, Table 7G: Spell Mishap Color Change, Table 7H: Spell Mishap Insanity
Subtable and even Table 71; Spell Mishap Phobia Subtable.

Insanity

Results on Table 7H: Spell Mishap Insanity Subtable that warrant explanation are
described here in derail. As GM you will have to assume the role of insane characters
whenever the madness strikes, for most players will not be willing to go so far.

Dipsomania: This mild form of insanity manifests itself periodically. About once per
week, or whenever near large quantities of alcoholic beverages, the afflicted will
begin drinking excessive quantiries of ale, beer, wine or other spirituous liquars.
Such drinking will continue until the character passes out. It is 50% likely that
the dipsomania will continue if he awakens anywhere near alcohol. If not, it is
10% likely thar the individual will seek to find drink and become violent if denied.

Schizoid: This rather mild insanity form manifests its effects in a personality loss.
The afflicted has no personality of his own, so he will select a role model and make
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every attempt possible to become like thar character. The insane character will
seek to imitate as different a person as is possible with regard to himself. Thus an
insane magic-user may begin to follow the habits of a fighter, for example, dress-
ing and speaking like that character and seeking to be like him in all ways.

Monomania: This character will seem absolutely normal until presented with an
idea, goal, quest or similar project that seems at all promising or purposeful to
him. As of that moment, the character becomes obsessed with accomplishing chac
purpose.  He will think of nothing else, talk of nothing else, plan and act o
accomplish nothing save the end upon which he is entirely focused. The mono-
maniac will brook no swerving from any friend or associate, and he will insist that
such individuals serve the “cause” with the same devotion that the afflicred char-
acter shows. Hostility and violence could result, and certainly suspicion and mis-
trust if cooperation is not heartfelt... Once the desired end has been accom-
plished, there is a 75% chance that the insane character will manifest symproms
of dementia praecox (see below) until a new purpose is found. Otherwise he
returns to normal.

Dementia Praecox: The afflicted character will be quite uninterested in any under-
taking when suffering from this form of madness. Nothing will seem worthwhile,
and the individual will be continually filled with lassitude and a tremendous feel-
ing of ennui. No matter how important the situation, it is 25% probable thar the
afflicted will choose to ignore it as meaningless to him.

Melancholia: Similar to dementia praecox, this malady makes the afflicted given to
black moods, fits of brooding and feelings of hopelessness. The afflicted will be
50% likely to ignore any given situation due to a fit of melancholia coming upon
him.

Megalomania: Wich this condition, the insane character will be absolutely con-
vinced that he is the best ar everything; the smartest, wisest, strongest, fastest,
handsomest and most powerful character of his profession. The afflicted will rake
immediate umbrage at any suggestion to the contrary and he will demand the

right to lead, perform any important act, make all decisions, etc. (This one is
VERY dangerous.)

Mania: This form of insanity strikes suddenly (1 in 6 chance per hour, lasts 2-12
turns, then 1 in 6 chance per turn of return to normalcy) and violentdly. The
afflicted will become hysterical, enraged or completely maniacal. The insane char-
acter will shrick, rave and behave in a violent manner, possessing an 18 or 19
Strength according to the state he is in. (Note that a female can possess 19
strength when afflicred, as can non-human races otherwise limited to lesser
Strengths.) The maniac is unreasoning when spoken to, but will possess great cun-
ning. The afflicted will desire to avoid or to do something according, but not nec-
essarily appropriate, to the situation at hand, When the maniacal state passes, the
afflicted will not remember his actions and will not believe that he is insane.

Lunacy: This violent and often homicidal state occurs whenever the moon is full or
nearly full (one night before and one nighr after the true full moon). The afflict-
ed character will generally behave as one in a maniacal state, with paranoid, hal-
lucinatory or homicidal tendencies. When the moon is absent or in its first or last
quarters, the afflicted will be melancholic. Ar other times he will be relatively nor-
mal — perhaps a bit suspicious and irascible.

Phobia: A phobia is an intense, overriding fear. Phobic characrers will go o great
lengths to avoid facing whatever they fear so greatly. Even when their fear is not
present, they constantly fret and worry over its imminent arrival (“Odin’s gonna
get me any minute, man, [ can feel it!") If forced to confront their fear, there is a
50% chance per round that the character becomes manic (see Mania).

Manic-Depression: This alternating insanity form causes the afflicted to swing from
one state to the other in 1 to 4 day intervals. When excited (manic), the afflicted
is 50% likely to become maniacal (above). If not, he acts relentlessly cheerful and
is prone to bursts of singing “happy songs”. When disappointed or frustrated, he
is 50% likely to become highly melancholic. If not, he srill sulks severely, refuses
to smile and generally resents the entire Wurld. In addition ro the usual 1 to 4 day
cycle of mania-depression, he can jump from one state to the other depending on
outside stimuli.

Hallucinatory Insanity: This form of malady causes the afflicted to see, hear and
otherwise sense things which de not exist. The more exciting or stressful the sit-
uation, the more likely the individual is to hallucinate. Common delusions
include: ordinary objects which do not exist, people nearby or passing when there
are none, voices giving the afflicted information or instructions, abilities or forms
that creatures do not really have (strength, gender, wings, etc.), threatening crea-
tures appearing from nowhere, etc. It is 50% likely that the insane individual will
behave normally until stimulated or under stress. Hallucinations will then com-
mence and continue for 1 to 20 turns after the excirement/stress passes.

Homicidal Maniac: The individual afflicted with this form of insanity appears
absolutely normal. He will behave with whar seems to be complete rationality and
nothing unusual will be noted regarding the individual — except that he will ocea-
sionally manifest a unique interest in weapons, poisons and other lethal devices.
This form of insanity causes the afflicted to be obsessed with the desire to kill.
This desire must be fulfilled periodically (1 to 4 day intervals). The victim must
be of the same race as the character; similar human or demi-human races sarisfy
the urge only 50% of the time. If prevented from killing, the frustrated individ-
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Table 7F:
Temporary Spell Mishap
Effect Duration

Roll (1d100)
Roll Effect lasts
1-16 ~ 1-24 hours.
Iyt 5 BN =\

s |1 LA e I4Wdit
46-60 1-12 months
61-70 13-24 months
71-80 2-4 years
8190 |47 yura

] - T-IOyiln

VE98-100 =i i Chronte ® i1

* Roll for duration, then again for length
between recurrence then, etec. for each
occurrence.

Table 7G:
Spell Mishap Color Change
Rall (1d100) New Color
1-9 Red .
10-18 Orange
19:27 Yellow
“28-36 Green
37-45 Blue
46-54 Purple
o 1 64T2 Black
73-82. ‘White
83-86 Geometric designs™®
87-90 Striped*
91-94 Polka dot*
95-100 Roll twice

Note: Determine shade for each color by rolling
1d100 (I is very,very light color, 100 is deep and
very, very dark coloring)

* Roll again for color.

Table 71:
Spell Mishap Phobia Subtable

Roll  Phobia (fear of...)
] gm:w ‘
0 '3 Acousticaphobia (sounds)
4 Acrophobia (heights)
5 Aerophobia’
6 Agateophobna (insanity)
7

Agliophabia (pain)
Wiwwm)

' IO " Anamats (see qunrk)
Il Anthophobia (flowers)
12 Anthraxaphobia (Anthraxians)

i koo

16  Aurophobia (gold)
17 Autodysomophobia’
18  Bibliophobia (books, rJ1e wrltten word)

Ch|orophobla (p!ants)
Chorophobia (dancing)
Chromer.ophohna (money)

28 Deipnophobia®

29  Dendrophobia (trees)

30 Donutiphobia (baked goods)
£3).7. Doraphobia (fur or skdns of animals)
3 Dracovideriphobia (Pseudo-dragons)

34 Enissophobia (cr'rcigis:\)'
35  Epistaxiophobla (nosebleeds)
36  Ferrophobia (iron, steel)

40 Heresyphobia or Hereiophobia*
41 Heterophobia (the oppesite sex)
42 Hobophobia (bums, beggars)

46 Incantiphobia’

47  Kathisophobia (sitting down)

48  Kleptophobia (stealing, theft)
Koboldophabia (Kobolds)

52 Lygophobia (darkness)
53  Maniaphobia (insanity)
54 Melophobia (fear or hatred of music)

Phobia (fear of...)

58  Nephophabia (clouds)

59 Nomatophobia- (names)

60 Ochlophobla (cmwds. mobs)

64 Oenophobla (wines)
65  Qne other class (roll randomly)
66  One other race (roll randomly)

70 Pedophobia (children)
71 Peladophobia (bald people)
72 Peniaphobia (poverty)

Pharmacophabia (drugs)
' 74 Phengophobia (sunshine)

by Phobophabias (phobias)

76 Photophobia (light)

77 Plutophobia (wealth)

78 Pluwophobm (rain, being rained on)
i Bt .‘(’I“mlm
80 Podophobh{ht)

8l Popnophohh (beards)

82 Poramophobia'®

a3 Pyrophobia (fire)

84  Rhabdophobia (magic items)

88  Sitophobia or SmoPhobna (food, eating)
89  Somniphabia (sleep)
90  Statuphobia (statues)
91 Staurophobia (religious symbals)
92 Teluphobia (weapons)

93 Thanatophobia (death or dying)
94  Tonitrophobia (thunder)
95  Trichophobia (hair)
96  Triskaidekaphobia (the number 13)
97 Vestiphobia (clothing)
98  Xenophabia Wmmm
99 Xylophabia (wood forests)
100 Zoophobia (animals (all kinds))

| Roll on Table 7G for color, shade and pattern.
2 Drafts, air swallowing, or airborne noxious sub-
stances.

3 Emitting 2 vile odor.

4 Beautiful women,

5 Dining or dinner conversations

6 Mirrors or of seeing oneself in a mirror.

7 Old people or of growing old.

8 Challenges to official doctrine or of radical
deviation.

9 Casting spells, spell casters.

10 Rivers or running water.
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Table 7H:
Spell Mishap Insanity Subtable
Roll (1d100) Insanity type
1-4 Gender Delusion™
58 ~ Racial Delusion™*
9-15 Dipsomania
16-21 Schizoid
22-25 Monomania
26-29 Dementia praecox
-30-34 Melancholia
3540 ,Maphﬂmlh
4144 ;
45-49 Lunacy
50-55 Phobia (See Table 7I: Spell Mishap Phobia Subtable)
56-58 Manic-depressive
1 59-63 Hallucinatory insanity
- 64-68 Homicidal maniac
69-71 Hebephrenia
72-74 Suicidal mania
75-78 Catatonia
79-84 Heroic idlccy
90-94 ~ Sadistic (as w mﬂor mental quiﬂt)
9599 - Sado-masochism l
100 Roll twice (further 100 add additional msanlues)
* Convinced he (she) is actually of the opposite gender
** Convinced he is actually of another demi-human or humanoid race

ual will become uncontrollably maniacal and attack the first person he encounters,
wildly seckjng to slay him. After such an occurrence, however, the afflicted will
fall into a fir of melancholia for 1-6 days before returning ro a homicidal stare once
again,

Hebephrenia: When afflicted by this form of insanity, the character will evidence a
withdrawal from the real world. He will wander aimlessly, talk to himself, giggle
and murter, and act childishly — sometimes even reverting to such a state as o
desire to play childish games with others. This insanity is constant, but if suffi-
ciently irritated by someone nearby, the afflicted is 75% likely to become enraged,
artacking the offender fiercely. If the insane individual does not become so
enraged, he will become catatonic for 1-6 hours and then revert to hebephrenic
behavior once again,

Suicidal Mania: This form of insanity causes the afflicted character to have over-
whelming urges to destroy himself whenever means is presented — a perilous situ-
ation, a weapon, a piece of rope or anything else. The more dangerous the situa-
tion or item, the more likely the individual is to react self-destructively. Use a scale
of 10% to 80% probability, and if the afflicted does not react suicidally, then he
will become melancholic for 1 to 6 days. If frustrated in suicidal attempts, the
character will become maniacal for 2 to 8 turns, and then fall into melancholy for
2 to 12 days.

Catatonic: When struck with this form of insanity, the character completely with-
draws from reality. He sits staring and unmoving, not reacting to any outside
stimuli, and will eventually die of dehydrarion if left alone. The catatonic indi-
vidual can be moved, led around, fed and so forth, but he will do nothing per-
sonally. If continually provoked and irritated in order to get a response, there is a
1% cumularive chance per round that the insane individual will react with homi-
cidal mania. Once provocation ceases, catatonia returns,

Heroic idiocy: The character will act solely based on how heroic an action is, with-
out regards to danger. This might involve charging a Swack Iron Dragon alone or
demanding that an army of 20,000 Ores surrender immediately. Heroic idiocy
often results in death, maiming, capture or worse. (It’s really more idiotic than
heroic, considering the typical results of such acriviry.)

Masochism: The afflicted individual will have an overwhelming urge to be hurt and
will act accordingly. After doing so, normalcy returns for 1 to 3 days. With each
episode, there is a 50% chance thar the afflicted must hure himself more severely
than he did in the last episode.

Sado-Masochism: This form of insanity is coupled with maniacal urges and behav-
ior. The afflicted individual is equally likely to be in a sadistic or masochistic
phase. In the former, he will have an obsessive desire to inflice pain (and proba-
bly eventual death) upon any living thing encountered. However, after so doing,
the insane character will return to a relatively normal state for 1 to 3 days.
Likewise, when in a masochistic state the afflicted individual will have an over-
whelming urge to be hurt and will act accordingly. After so doing, normalcy
returns for 1 to 3 days. Note that the afflicted individual will make no distinc-
tions berween friends, allies or enemies during an episode.

DISCLAIMER: Naturally, the forms of insanity and flaws listed here are not clini-
cally correct, nor are they in any way meant to diminish or insult those tragically
afflicted with mental illness in the real world. They are designed to conform to game
terms and situations.



Combat:

Now you have reached the single most important section of the HackMaster GMG
— the Combar Section. As stated in the PHB, the Art of Hack is preeminent and every
player should know the rules for handling combat inside and out. Therefore, this sec-
tion is an order of magnitude MORE important for you, the GM. Why so, you ask?
The answer is not as complicated as it might seem. First, since combat is central to the
game, vast portions of your sessions, if not entire sessions at times, will be devoted to
resolving combat.  Second, your players will devote themselves to learning the ins and
outs of combar, both because it is their duty and because they will attemprt to gain an
edge against their foes by knowing every possible tactic, action and maneuver available
to them, Given these two facts, it is a must for you to know the combat rules better
than they do. Failure to do so means you are not worthy of your title, as you are no
more ‘Master of the Game' than Sparky your pet goldfish is master of his tank. What's
worse, your players will not respect you. They will challenge each and every call because
they do not trust you to make the right one.

Let me give you a tangible example: professional baseball. The umpires (GMs) were
so poor that the players and managers argued incessantly with them. It started with
arguing close calls at the bases, missed tags and such. Eventually it degraded into jaw-
ing over balls and strikes. Finally, the players had so little respect that they actually took
to spitting on the umps. Shortly thereafier, the umpires were all replaced with others
that could handle the title. The moral here is simple: maintain control of your game by
impeccably mastering the Art of Hack. Lose control and your players will at best leave
for new, more capable GMs, and at worst, loogey on you and then leave. So do your-
self a favor and study this chapter well. Your players will thank you for it and your
clothes will more likely remain spit-free.

Players know, because I told them in the Player's Handbook, that combat isn't the
most important thing in HackMaster — winning combat is. Whart I want ro make per-
fectly clear to you, the GM, is that the same holds true for you as well. It is your right,
nay, your DUTY to push the players to the limit. It is the only way they Il improve to
a level of greatness worthy of your time and effort. So you should try your best to win
each combat.

Now winning can mean several different things. On long dungeon crawls, you might
consider the first few encounters victories if you merely cause the magic-user to burn his
best spells, Or deliver some damage to weaken the fighters and make the cleric burn his
cures. Eventually, you'll want the last bactle to be a life and death struggle. Of course,
you could simply slaughter them outright with dragons and beholders at first level, but
that would prove nothing. That would be like defeating a five-year-old at wrestling, and
with the same results: your players would run heme crying and likely not come back
again. Instead, you should balance your encounters to make them challenging to the
players. This will allow them to improve their pathetic play and raise weak characters
to a respectable level; a level worthy of your ralents. Then you can freely try to smash
them with all your might, while they use all of their faculties to thwart your efforts and
even thrive.

But back to reality. The reason you're reading this is because you don't know squat.
So, it’s ime we stopped dreaming and got down to the brass tacks. From here on, I'll
be taking you through rules you'll need to know inside and out. In addition ro explain-
ing the basic mechanics of smashing and chopping characters into tiny pieces, there are
rules here for smacking PCs around bare-fisted (useful for peasants and beggars), shoot-
ing them with projectiles (great for kobolds and other wimpy monsters), burning them
with oil (perfect for angered hirelings), and blasting them with dragon fire, plus special
ways for your monsters and NPCs rto artack, defend and escape (the latrer REALLY
annoys them!). Sounds damn fun, does it not?

Terms

Here are some terms we will use throughour the combar rules. You should already be
familiar with these from the PHB, but I place them here for your easy reference.

Armor Class (AC)

The protective rating of a type of armor or natural protection of a creature. In some
circumstances, AC is modified by the amount of protection gained or lost because of the
character’s situation. For instance, crouching behind a boulder while a barrage of mis-
sile fire is coming improves a character’s Armor Class, while being attacked from behind
by your stealthy NPC assassin worsens his AC.
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Armor provides protection by reducing the chance thar a character is atracked suc-
cessfully (and suffers damage). Armor also absorbs some damage. A fighter in full plate
mail may be a slow-moving target, but penetrating his armor to cause any damage is no
small rask.

Armor Class starts ar 10, the worst base (a guy in his skivvies with no Dexerity penal-
ty), and counts down, as low as —10 and even beyond. Shields also improve the AC of a
character (see shields in Chaprer 9: Good and Services, PHB).

Abilities and situations can also affect a character’s Armor Class. High Dexterity
gives a bonus to Armor Class, for example. But even a character with a Dexterity
bonus can have this bonus negated if your monsters sneak up on him when he’s asleep
or laying prone.

Critical Hit

A hit which lands in such a way as to cause a particularly nasty wound. Perhaps the
Owlbear's claw finds a gap in the character’s armor, or maybe that Fire Giant’s club
deflected off the character’s sword only to smack him deathly hard in the chest. In this
chaprer, we'll unveil special matrices that will determine how much damage a crirical hit
does and exactly the type of damage is rendered. Damage types include; Incapacitating
(painful) Wounds, Fractures, Internal Bleeding Wounds, Concussions, Scar Damage,
Bruise/Contusion Damage, Tearing Damage, Profuse Bleeding Damage, Acid Damage,
Vital Organ Damage, Paralyzation, Scalding Damage, etc.

Damage

‘Whart happens to a character, object (like a door or wall) or armor (absorption) when
successfully attacked by an opponent. Damage can also occur as the result of poison,
fire, falling, acid or anything else you manage to do to your players. Damage from most
artacks is measured in hit points. Each time a characrer is hit, he suffers points of dam-
age. It could be as lictle as one point to as many as 100 or more. These points are sub-
tracted from the character’s current hit point total (though some may be absorbed by his
armor). When this reaches zero, the character is dying.

Initiative

Determines the order in which things happen in a combat round. Like so many things
in the world, initiative is determined by a combination of ability, situation and chance.

At the start of each round of bartle each character makes an initiative roll. This roll
can and will be modified by the abilities of the combatants and by the situation. The
person with the lower madified die roll acts first.,

Melee

A fancy French word for hand-to-hand battle. Here you will make every effort to dis-
pense defeat and humiliation to your players.

Missile Combat

Occurs any time a weapon is shot, thrown, hurled, kicked or otherwise propelled.
Missile and melee combat have the same basic rules, but there are special situations and
modifiers that apply only to missile combar.

Saving Throws

“Saves” are measures of a character’s resistance to special types of atracks — poisons,
magic and attacks that affect the whole body or mind of the character. The ability to
make successful saving throws improves as the character increases in level. High Abiliry
Scores can also help you make saves.

Surprise

Can happen any time one or more of your denizens unexpectedly meet the charac-
ters. Surprise is simply whar happens when one side — the PCs or your ream — is taken
unawares, unable to react until they gather their wits, Their opponents, if not surprised,
are allowed a certain amount of bonus time to take action while the surprised side recov-
ers. It is entirely possible for both sides in a given situation to be surprised!

Attacking with surprise gives bonuses to the artack roll (see Table 8A: To-hit
Maodifiers). A surprised monster also has a decreased chance of rolling a successful sav-
ing throw, if one is needed. Surprise is determined by a die roll and is normally checked
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at the beginning of an encounter. Surprise is very unpredictable, so there are very few
maodifiers to the roll.

Prelude to Combat

After becoming intimately familiar with Chapter 12 of the Player’s Handbook and
the Hacklopedia of Beasts, it is no surprise that you would wish to jump right in to com-
bat. After all, you have your legions of vicious monsters and you are aching to bash
some PC heads. Easy there, Tex. A combat encounter is only as effective and exciting
as its serup. Before you can humiliate the players, you must give them all the pre-com-
bat information they are entitled to. After all, whar good is killing off an entire party if
they were using the combat tacticals of a kindergarten class?

Encounter Distance

The most basic element of any encounter, and a crucial element of combat setup, is
the distance between the parties. When encounters occur, you will need to determine
this encounter distance. Typically, encounters will begin at a distance of 50 to 100
((d6+4)x10) feer, subject to the following modifying factors:

1. Surprise: Surprise can only be a factor in close encounter situations (sce Surprise,
below). If either or both parties are surprised, the distance must be 10 to 30
(d3x10) feer or less as determined under the actual area modifier, Thus if the actu-
al area were a 40 x 60 foot room, surprise only exists if the distance between the
parties is 10 to 30 feet. If one party opened the door to a S-foot by 5-foot broom
closer and was surprised by another creature, the encounter distance could be no
greater than five feet.

. Noise: If one party is making considerable noise that is discernible by the other
party, the latter will have the oprions of fleeing or concealment; the former negart-
ing the encounter, the latrer allowing distance to be 10 to 40 (d4x10) feer before
discovery by the noisy party.

. Actual Area: If the encountered party is in a small area, distance between the two
can be no greater than the maximum distance possible for discovery of the one
by the other, i.e. opening a door into a 20 x 20-foor room will mean the distance
berween the two parties can be under 10 feet, 10 feet or thereabouts, or 20 feet
(d4 x 5) feer. The sudden precipitation of one party upon the other due to any
of a number of factors (teleportation, Dimension Door spell, other magical
means, a chute, etc.) will cause distance to be similar to thar found when acrual
area is a factor.

. Unobstructed Line of Sight: If this is unobstructed and light is involved, the dis-
tance possible for determination of another party present is virtually infinite. It
could likewise be sharply restricted due to obstructions.

. Light: The illumination factor or visual capability of the concerned parties will
affect encounter distance as follows:

A. Alight source reliance limits the encounter distance to twice the normal vision
radius of the source (2 x radius of the light source).

B. Infravision and/or ultravision operate only to the stated limit of their range and
limit encounter distance accordingly.

Surprise

The second pre-combat consideration is what happens when the players and mon-
sters initially meet. The first thing you must do is check for surprise. The term surprise
is obvious and basically self-explanatory. A surprised party is caught unaware or unpre-
pared. In such circumstances, the non-surprised (or less surprised) parcy has an imme-
diate advantage which is reflected in the penalty of one or more segments of action to
the surprised party.

Several actions are possible: avoiding, parleying, awaiting the action of the surprised,
missile discharge, spell discharge (though 1d4 segments are still required ro find any nec-
essary spell components), movement, charging, attacking (if in close quarters) and setting
of weapons (typically spears or spearing types of polearms). Many spells cannot be cast
during surprise segments, although first level magic-user spells are usually but one segment
long, as are some other spells, and these spells are possible to use in but one surprise seg-
ment, Other, longer casting time spells can only be begun during surprise, though, in
some surprise situations, there is plenty of time to cast even longer spells. Similarly, the
distance separating the parties may be too great to close during bonus segments, even by
charging, and thus melee striking or grappling might not always be possible. However,
during the surprise segment or segments, the surprised party is unable to react in any way,
so such actions might be possible.

Surprise is determined by rolling a ten-sided die for each party concerned. In gener-
al, if the result on either die is three or less, one or both the parties may be surprised.
See the Example of Melee on page 108 for an example of how to resolve surprise,

Furthermore, some monsters, characters and PC races can surprise more often than
3 in 10 so you will need to modify the surprise range up accordingly when those mon-
sters are met. For example, a halfling applies a —4 penalty to the surprise roll of foes
under the right conditions (90 feet ahead, not in metal armor). In rthis case, your
halfling assassin will surprise the PCs on a roll of 1-7 (by the PCs).
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Table 8A:
To-hit Modifiers

Actack Roll
Situation Modifier
Attacker on higher ground l:han defnndur +|
Defender invisible -4
Defender oﬁbnlanee. encumbered, held by one leg +2
Defender sleepmg. held, paralyzed or totally immobile Automatic*
Defender stunned, prone, slowed,
held by both legs, or partially bound +4
Defender surprised ]
Missile fire, long range -5
Missile fire, medium range -2
Rear attack +2 and defender may not use shield or Dex,
Flank attack Defender may not use shield.

Rear flank attack Defender may not use shield or Dex.

*if the defender is attacked during the course of a normal melee, the attack automatically
hits and causes normal damage. If no other fighting is going on (i.e., all others have been
slain or driven off), the defender can be slain automatically. This is a good tactic for spell-
casters and torchbearers.

If surprise is indicated for both parties concerned, each party is surprised for a num-
ber of segments equal to their chance of surprise (in the current situation) plus one,
minus the number rolled. Nonetheless, it is possible for both parties to be surprised
equally - with surprise thus having no effect (but if one side has several characters with
excellent Reaction Adjustments, they will certainly recognize a surprise advantage). So,
in the simplest case, two groups (group X and group Y) with a standard 3 in 10 chance
of surprise and lacking Reaction Adjustment bonuses or penalties, we have:

EXAMPLE
Outcome X Y Surprise Effect

A 4t 10 41w |0 none

B | | both surprised 3 segments

c 2 2 both surprised 2 segments

D 3 3 both surprised | segment

E I 210 10 X surprised difference in segments
F 2 3o l0 X surprised difference in segments
G 3 410 10 X surprised difference in segments
H 2t 10 [ Y surprised difference in segments
I 3w 10 2 Y surprised difference in segments
] 4to 10 3 Y surprised difference in segments

Note that in the case of Outcomes E and F if Y rolled a 2 or 3, Y is actually surprised
for 2 or 1 segments, respectively, but in the above example, the net effect is to reduce the
surprise of party X (who would have been surprised longer). The same applies for
Outcomes H and 1. This is important to understand because once Reacrion
Adjustments come into play, it can shift surprise on an individual character basis.

In the case where the parties have unequal chances of surprise, the character with the
lowest chance of surprise gains a bonus to his roll equal to the difference in chance of sur-
prise. The below example shows the possible outcomes when a grel party (surprised only
1 in 10) encounters a human party (normal surprise, i.e. 3 in 10).

EXAMPLE

Modified Die Roll

Grel Human Surprise Effect

4012 4t l0 none
3 3 both surprised | segment
3 2 grel surprised | segment; human surprised 2 segments
3 | grel surprised | segment; human surprised 3 segments
3 410 10 grel surprised difference in segments

4012 1-3 human surprised difference in segments

Mixed Groups

Now the above is all well and good when the groups are monolithic, but what of
hybrid groups? When there are heterogeneous groups of varying levels of surprise, the
situation may change. If it is the case that one member of the groups is better at sur-
prising others, such as a halfling amidst a group of half-orcs, there is no effect. The
stealthy, surprise ability of the tricky halfling is simply negated by the boorish brutes,
Thus, penalties in excess of the worst party member’s abiliry o surprise others may not
be gained. Bur in the case where cerrain members are better at avoiding surprise, such
as the pixie fairy (who cannot be surprised at all) or the drow (1 in 10), such characters
retain their ability to be alert and avoid surprise. Unfortunately for the colleagues of
such characrers, (except in the very special telepathic case of the pixie fairy) this benefir
does not transfer to others. Such a transfer would, of course, be ludicrous.

What Can Be Done During Surprise

Because surprised characters are just standing there mouths agape, the surprising
party will be able ro atrempr telling blows during each segment of surprise as if the seg-
ment were an entire round! That is, a fighter able to attack twice during a normal round
of combat will be able to do so twice during each surprise segment. Dice are rolled for
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hit determination :lccurtlingly (if the ﬁghrcr is within reach and had his weapon drawn).
Characters can move at one-fifth movement rate for each segment of surprise if no mem-
bers of the other side are active (charge speed with no ill effects due to the unprepared-
ness of the other side), or one-tenth movement rate if members of the ocher side are
active (one-fifth if members of the other side are active and the character elects to
charge). Even if distance prevents striking with melee weapons, the discharge of arrows,
bolts or hand-hurled weapons is permissible at the rates shown in Table 8B: Surprise
Segment on which Missile Attacks Occur (note crossbows and similar items cannot be
loaded at increased rates during surprise segments). Once surprise segments are over,
melee proceeds normally on a round-by-round basis.

If there are a mixture of non‘surprisud and surpriscd characters on each side (such as
when surprise for both sides is indicated and each side has members wich high Dexrerity,
grels, barbarians, etc.) and the unsurprised characters choose to attack the surprised
characters on the other side, run the surprise as normal. However, if they choose to
engage one another, have them
move  simultaneously  until
engaged, then have them roll ini-
tiative, deducring any remaining
surprise segments as a bonus to

Table: 8B:
Surprise Segment on which
Missile Attacks Occur

initiative. Artacks on zero or a | Rate of Fire Readied Not Readied
negative initiative occur during 12 Lt il

the surprise segments.  Artacks | 1,4,7,10 6
with positive initiative occur on 2 each odd segment 4.7

that segment in the first non-sur- 3+ | per segment 47,10

prise round.

Surprise Negation

Prior detection negates the possibility of surprise. Thus, magical devices can possibly
negate surprise by detection of thoughts or intentions. Noise can negate surprise con-
siderations, whether the sound is the normal progress of the party or the effect of a pathet-
ic and fruitless arrempr to open a door. Light can spoil the chance of surprise. The par-
ticular condition of a monster can likewise negate any chance of it being surprised. In
any event, it is of the utmost importance to realize that surprise can be and often is uni-
lateral. That is, one party can be surprised while the other, somehow aware of the other’s
presence, CANNOT be so taken and thus has a zero number as the chance for surprise.
Even in this case it is necessary to roll, however, to determine how long the unaware party
is surprised for.

Dexterity Reaction In Surprise: This factor (see Table 1B: Dexterity in Chapter 1 of
the PHB) affects both surprise and murtual surprise situations. In the former case the
penalty (-5 to -1) or bonus (+1 to +8) allows a surprised character on an individual basis
only the opportunity to mitigate the condition. That is, if there is a Dexterity penalty,
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the individual will suffer that many additional segments of time in a surprised state. On
the other hand, if the Dexterity bonus applies that individual negates that many seg-
ments of surprise as far as that individual only is concerned. Dexterity reaction bonus
for surprise never creates surprise in an opponent party or in an individual with regard
to its penalty factor; it adds to existing surprise or detracrs from it, and only as far as the
particular individual is concerned, not for any other individuals concerned. As GM you
will undoubrtedly decide thar there are situations where penalties and/or bonuses do not
apply, such as when an individual is otherwise prepared or when the individual is in the
act of pulling chain mail over his head. Such adjudication is properly within the scope
of refereeing the game, and you should feel free ro deny either case as you see fit,

Factors Contributing To Surprise

When one side or another is surprised, this general term can represent a number of
possible circumstances. In the first place it simply represents actual surprise - that is, the
opponent was unprepared for the appearance or attack. The reason for this could be eat-
ing, sleeping, waste elimination, attention elsewhere, no weapon ready, etcc. While each
possible cause of surprise has been detailed in prior editions of this exalted game, with a
marrix and factors of time for recovery from the condition calculared to a nicery, no such
table appears herein. Such a revamped table, however, will appear in a future supple-
ment for fourth edition.

Surprise and Morale

Another factor affected by surprise is morale. What is the effect of being taken
unaware and/or unprepared upon the surprised party? Reactions are not only hampered
by circumstances of a physical nature. Panic or fear reactions to the situation take their
toll. If any condirion thar calls for a morale check accurs before, during or immediare-
Iy r()ll(lwing [ht’ ﬁrs! rUl“lli 'si&t’l' Nurprisc, L‘E'IL:I'I Chi""dc[ﬁ'l' on Thﬂ su.rpri.'iud NELIL‘ must mill((f
a morale check with a penalty equal to the number of segments surprised.

Awareness

Finally, the surprising group must be able to assess the situation and act upon it, so
surprise doesn't mean that the party with the advantage has automarically achieved victo-
ry and triumph, What is gained is the opportunity to act as is seen best in the circum-
stances; be ir ro flee the encounter like a bunch of schoolgirls with skinned knees, take
defensive position and wait actions, attempt to initiate a parley or negotiation, or to
arrack in a manly, violent and brutal fashion with spells, missiles and/or blows. Of course,
the other side is then forced to react to whatever the surprising side has chosen to do.

Encounter Reactions

Once the particulars of the encounter are determined, the parties involved must decide
how to act. In the case of PC parties, the players themselves will make this decision. It
is up to you to make a similar decision for any of your NPCs or monsters involved in the
encounter. In some cases, previously recorded informarion, such as an NPCs personali-
ty or the monster description in the Hacklopedia of Beasts, will help shape the decision.
However, the final result is up to you. As the GameMaster, it is your duty ro make the
most appropriate and rational decision given the circumstances. This is not a responsi-
bility to take lightly, for it will shape the events of your game. If you are not up to the
task, put the book down and ler a more qualified individual be the GameMaster.

The following descriptions will provide you with the basic options for the characters
and creatures under your control. Though there are hundreds of specific actions that
can be taken, they all fall under one of these general categories.

Parleying

Upon encountering another party, one can always elect to attempr some form of
communication. This can be a friendly gesture, a throwing down of arms, offering of
treasure, or some spoken word or phrase. Just whar this effect will be is determinable
only by the GM considering the prevailing circumstances. It is safe to say that a group
of elves attempting to parley with a Red Dragon will find ctheir efforts generally unsuc-
cessful unless chey also
have some obvious advan-
tage of which the dragon
is aware or if they offer

Table 8C:
NPC Reactions

large sums of cash stored A_dlus':ed )
elsewhere. It is common Die Score R.eactlon
for player characters to | or lower Vaole‘ntI): hostll.e, frnrne.diatc attacle*
arack first, parley after- 2-5 Hostile, immediate action®
wiids &l vecommmended 6-9 Uncertain but 55% prone towan_i negative
3 10-11 Neutral - uninterested - uncertain
that g devise s 12-15 Uncertain but 55% prone toward positive
ters which penalize such 16-19 Friendly, immediate action
action so as to encourage | 20 or higher  Enthusiastically friendly, immediate acceptance

parleying attempts.  OFf
course, such  parley
ﬂtrﬂn1p[5 SI'IOUI([ t]lk‘n usu-
ally be fruitless, of course!

* In some instances involving henchmen, hirelings, family mem-
bers, mentars, etc., these results call for a morale check rather
than attacks or hostility. For example, if the speaking character
were attempting to rouse his troops just before batde, they
would not attack him simply because his speech was lousy. But
they would need to make an immediate morale check or dis-
perse, leave the barttlefield, refuse to break camp, etc.

Parley Reactions

Any intelligent creature
which can be conversed
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with will react in some way to a character that is speaking, whether it be listening arten-
tively, mocking, cowering or delivering a sock in the nose. Reaction is determined by
rolling a d20, adjusting the score for the Charisma of the speaker (Reaction Adjustment)
and the applicable loyalty base adjustment if the creature is in service to the character

speaking (henchmen, hireling, etc.), and comparing the modified score of the d20 1o
Table 8C: NPC Reactions.

Awaiting Action A

This is self-explanatory, not an attempt to parley but neither an attack. It is seldom
utilized by experienced adventurers. I've said it before, I'll say it again: he who hacks
first hacks last.

Avoiding

It is always possible to flee from an undesirable confrontation if the other party is
completely unaware. It is likewise always possible to flec if the other party is surprised,
but surprise will merely give a certain number of segments movement advanrage.
Likewise, fleeing with initiative will also provide a certain number of segments move-
ment advantage. It is never possible to flee from an encounter where the opponent party
is in striking range without possible negative violent effects. When the characters flee,
whether the opponent party will follow in pursuit of the fleeing party depends on the
following factors:

1. What you, the GameMaster, have stated in your key concerning the NI'C party,
if applicable. This is first and foremost in ALL cascs.

. What the stated characteristics of the creature(s) involved are. Thar is, if player
characters, do they say they will pursue, or if monsters, does their description say
that they will always seek to pursue?

. Obvious deterrents to pursuit, such as a caltrops, pool of flaming oil, a secured
portal, etc. will modify monster behavior accordingly.

. Flecing party behavior and/or possessions noted by the opponent party will mod-
ify pursuit desire (running with overflowing pots of diamonds will almost certain-
ly draw pursuic).

. Relative speed will cause the pursuing party to cease fruitless chase if they are obvi-
ously being outdistanced (excepr if the pursuers are player characters who must
state they are halting such chase).

6. Otherwise, 50% of the time (d6, 1-3 = pursuit, 4-6 = break off pursuir).

Combat

And of course, the bloody art of bartle is always an option. Without it, the game
would be nothing more than LackMaster. The rest of the chapter is devoted to these
essential rules, so gird up your loins and prepare yourself.

Combat

Combat is the magic in magic-user, the fight in fighter and the Hack in HackMaster.
It sits at the head of the HackMaster table and carves the meat. It is The Man, the pimp
daddy, the head honcho and the big cheese. So give it the respect it deserves, and listen
as I lay down the details for you, fool.

The Combat Round

When an encounter escalates into a combart situation, the time scale of the game
automatically goes to rounds (also called melee rounds or combat rounds). A round is
approximately six seconds long and is furcher broken into 10 segments. Segments are
important, particularly during inidarive. Ten combar rounds equal a turn (or, put
another way, a turn equals a minute of game time). This is particularly important o
remember for spells that last for turns, rather than rounds.

What Can Be Accomplished in One Round

A character can make only one basic action in a melee round, be it attacking, casting
a spell, drinking a porion, tending to a fallen comrade or cutting pouches from a lifeless
victim. The basic action, however, may involve several lesser actions.

When making an attack, a monster is likely to scramble up to his opponent, circle for
an opening, feint here, jab there, dodge a weak thrust, duck and move in to deliver a
grievous claw wound. An evil Ore shaman may dodge an atracker, shout a command to
his troops, run behind his guard and fumble for his components so next round he can
ensorcel some poor slob and then laugh behind his Orcish guards when it is all done.

Some examples of the actions a monster can accomplish during a round include the
following:

* Make an attack or atrack routine, such as claw, claw, bite
* Cast one spell (if the casting time is 10 segments or less)
* Use a magic item, such as a wand or potion

* Slay a sleeping PC

* Maove to the limir of his movement rate

* Attempt to open a stuck or secret door
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* Rifle through the pouches on a slain ally or enemy

* Charge to combat and knock the block off of some mouthy player

The Combat Sequence
Combat follows a simple three step process:

1. You announce that it is time to begin initiative. Each player thar wants to cast a
spell must immediately shout “Spell!” ar this time (and be prepared to tell you what spell
itis he plans to cast!) or he forfeits the right to cast a spell that round.

2. Each player and you roll for initiative. Those planning to use readied missile
weapons need not roll inidative.

3. Actions are made in order of modified initiative.

These steps are repeated until the combar ends—one side is defeated, surrenders or
runs away.

Initiative

Initiative is determined when an encounter occurs and at the stare of each combar
round. It indicates in which order and on which segment the characters will act/react.
This can be critical, as I stated in the PHB, “he who hacks first [often] hacks last.”
[nitiative is not set, bur changes fram round to round, combar being an uncerrain thing
at best. Such a thing as set initiative, while espoused by those of weak mind that prefer
“abstract” gaming, is perhaps the most inane concepr since the “luck™ concept for hit
points over true damage. Set initiative essentially means thar each character stands toe-
to-toe exchanging blows, in order, patiently one at a time awaiting their turn while
bloodthirsty enemies swipe at them with razor-sharp, deadly blades. How absurd!

Initiative Procedure

As with surprise, a d10 is rolled for each character and like set of monsters (though,
see Table 8E: Monster Attack Routine Initiative for monsters with multiple attack rou-
tines such as claw, claw, bite, etc.), then modified as shown in Table 8D: Standard
Modifiers to Initiative. Each character's modified initiative number indicates the seg-
ment on which he acts. It is recommended that such initiative rolls be made openly
unless there is some reason to hide that of the encountered monster party (such as spe-
cial bonuses that would be unknown ro the player characrers involved).

Time-Important Situations

The activity of player characters and player character-directed creatures must be stat-
ed precisely and without delay at the start of each melee round or before the appropriate
divisions of other situarions where exacr acrivity must be known. If you are a stickler or
you believe your players are acting on knowledge their character would not know, it is
within your right to require all participants to write their actions on paper. Conversation
regarding such activities is the same as if player characters were talking aloud, of course.

Delay in deciding what is to be done should be noted, as such hesitation will basi-
cally mean that the individual is not doing anything whatsoever during the period, bur
he is simply standing by and dithering like an indecisive idiot, trying to arrive at a deci-
sion as to what should be done. Considering the melee round is a mere six seconds, get
out a stop watch and actually time a participant, and you will see what I mean. In a
similar vein, some players will stare that they are going to do several actions, which, if
allowed, would be likely to occupy their time for many rounds. For example: “I'll hurl

Table 8D:
Standard Modifiers to Initiative

Specific Situation Madifier
Hasted -10
Slowed +10
On higher ground -l

Set to receive a charge -3
Slippery footing +3
Wading in deep water +6
Fareign environment® +8
Hindered (tangled, climbing, held) +5
Waiting (see Chapter 14) +1

Attacking with weapon
Draw a weapon

Weapon speed
Weapon speed + 5

Fist or natural weaponry -2

' Breath weapon -l
Casting a spell Casting time
Innate spell ability Casting time as if spell
Magical items Casting time as if spell
Search for item +d4
For every 1/10th movement rate traveled +|

*This applies to situations in which the character is in a completely different environment
(swimming underwater without the aid of a Ring of Free Action, for example).

Results below zero are possible. These indicate that the character takes action on segment
one, but lowest initiative number goes first (i.e.-2 on the modified roll beats a —1). Ties are
simultaneous. If a sluggish character gets a modified roll of over |1+, subtract 10 and that
is the segment in which he takes action on the following round.
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grain alcohol ar the mayor, ignite it, drink my Potion of Invisibility, sneak up behind
him, and then assassinate him!"” How ambirious indeed. Where is the liquor? In a hip
flask or perhaps belt pouch, assuming he’s a drinker, so that will take at least 1-4 seg-
ments at best to simply locate and then another to hurl. If the potion is in the charac-
ter's back pack, 2-5 segments would be spent removing the pack, another 1-4 segments
will be taken up just finding it, and another segment will be required to consume its
contents. (See Potions in Appendix B.) Now comes the tricky part, sneaking up.
Assuming that the potion has taken effect (1d4+1 Segments later), and that our daunt-
less character has managed to transfer his weapon back to his hand (for certainly all the
other activity required the character to at least put the weapon in the off hand), he is
now ready to creep around the fringe of the combat and steal up behind the public ser-
vant to smite him in the back of the head. If the space is not too crowded (remember,
his friends and any other mortified lookers-on can't see the ‘invisible’ character either)
and the civic leader is not too far away, the time should only amount to abour a round
or so, Therefore, the character’s actions will fill something over two complete rounds.

As GM, simply note these actions, and begin them accordingly. Then, when the
player starts to give instructions about additional activity, simply remind him thar he is
already engaged in the former course, and that you will tell him when that is finished
and new instructions are in order. If the player then changes plans, take the character
from its current state and location accordingly.

Magical Device Attacks

These attacks are the spell-like discharge functions of rods, staves, wands and similar
irems. If the magical device is readied (as with missile weapons, above) these devices dis-
charge on segment one plus the discharge time stated under the device description here-
in, or if no time is stated, the casting time of the spell being emulated or most closely
related. Devices not readied discharge with a +4 penalty to an initiative roll (i.e. d10 +4
plus discharge time as per above).

Multiple Attacks and Missile Weapons

Fighters with multiple attacks with the same weapon roll twice for initiative, and re-
roll ies (the same weapon cannot strike twice in one segment). Monsters attacking mul-
tiple times thar usually follow a claw, claw, bite or similar routine will roll initiative as
shown in Table 8E: Monster Attack Routine Initiative, with the quicker attack coming
first. So claw artacks come before bites, bites before tail stings, rail stings before rail
slaps, tail slaps before wing buffets, etc,

Readied missile weapons artack on pre-determined segments (no initiative roll is
required). A weapon is considered readied if it is drawn or otherwise held on the verge
of fire. Weapons not readied require an initiative roll with a modifier to determine
whether it can fire that round. Table 8F: Missile Weapon Initiative shows various rates
of fire (ROF) and initiatives.

Initiative Ties

It will often occur that initiative determination results in a tie. When this happens,
cach combatant with the same initiative value should roll their Honor Die and add
their Dexterity. The combatant with the highest value goes first, followed by the sec-
ond highest value, etc. Unfortunately, your monsters always go after any PCs.

Spell Casting, Combat and Initiative

When casting spells, the spell caster must declare that he is casting a spell, and state
the name, or otherwise commit to the casting, of a particular spell (thus, the spell can-
not be altered once the spell caster has committed to casting rather than another action).
If he needs to retrieve material components he rolls a d4 for initiative (modified by
Dexterity, but result cannot drop below one). Ifhe had the components in hand or dan-
gling from his neck (such as a holy symbol might be), he need not roll the d4 for ini-
tative. The spell activates on the segment of its casting time (regardless of Dexterity
bonuses or penalties) plus cthe d4 resulr, if any. Note well thar casting times for spells
replace initiative rolls; if initiative is rolled, the spell caster may NOT cast that round,
even if the spell could otherwise be cast in any allowable remaining segments. Spell cast-
ing takes forethought and urmost concentration. Running around casting spells on a
whim and with the flick of a wrist is the stuff of which video games are made, not real-
istic role-playing such as that found in this exalted tome. Remember well that magic
inspires awe and power. Keep it special, difficult to master and potent. Your players will
thank you later.

Spell casting is tiring work and no action may be taken for 5 segments after a spell is
cast. Thus, ifa spell caster finishes a spell on segment 4 or earlier, he can use any remain-
ing segments to hunt around on his person for the next components he needs for his
subsequent spell, move, etc. When a spell requires one round to cast and the compo-
nents were handy, it takes effect at the end of the current round, after all other actions
are completed. Spells that require more than one round ro cast continue to be intoned
by the spell caster through additional rounds.

Whiney spell casters will always insist that they are able to cast their spells during
melee. Do not be strong-armed by such complainers. As GM, you must adjudicate the
success of each such use. Consider this: The somatic (movement) portions of a spell
must be begun and completed withour interruption in a clean, smooth motion. The
spell as 2 whole must be continuous and uninterrupted from beginning to end. Once
interrupred, for any reason whatsoever, the spell is spoiled and lost (just as if used).
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Monster Attack Routine Initiative
No.Attacks Die rolled Segment #s

| di0  roll normally ROF Initiative  Modifier®
2 d5 " TG orsET = Tl Jamc] Sei s
3 d3 s | | +5
4 d3 =N 2 T8 +4
5 d2 o 3 1,59 +3
i AT e
* 15, | -5+5 (add to d5 roll) 5 1.3,5,7.9 +

#* 123, 1-3+3, 1-3+6 (add to d3 roll)
L3, 12342, 1-3+4, |-3+6
ek |2, 1-2+42, 1-2+4, | -2+6, |-2+8

Table 8F:
Missile Weapon Initiative
Readied Not Readied

Table 8E:

* Modifier to initiative roll.
**Weapon cannot be fired this round.
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Spells cannot be cast while violently moving - such as running, dodging a blow or even
walking normally. They are interrupted by a successful hit - be it blow, missile, shove,
hearty clap on the back or certain spells (nort saved against or not subject to saves).

Thus, casting a spell requires that a figure be relatively motionless and concentrating
on the effort during the entire course of uninterrupted casting. For example, a
magic-user casting a Skipping Betty Fireball must be in sight of the intended area of
effect during the course of the spell (although an associate could be there to open an
intervening door between caster and target area at an appropriate time - provided the
timing isn't botched...). The caster cannot begin a spell, interrupt it just prior to com-
pletion, run to a different area, and then complete the spell; interruption instantly can-
cels it. Unless a spell has no somaric components, the caster cannot be crouching, let
alone prone, during casting.

It can thus be understood that spell casting during a melee can be a tricky business, for
a mere shove at any time can spoil the dweomer! Any spell can be actempred, but suc-
cess is likely to be uncertain. Use the following procedure for spells cast during melee:

1. As stated above under initiative, spell casters must note what spell they intend to
cast at the beginning of each round,

2. Inrelligent monsters able to recognize the danger of spells will direct atracks
against spell casters (if not engaged by other opponents) so as to prevent the spell

from succeeding.

. The spell caster cannot use his Dexterity bonus to avoid being hit during spell
casting; doing so interrupts the spell (note that this also negates any Dexterity
penalty).

. Any successful artack, or non-saved-against attack, upon the spell caster during the
actual segments of casting will interrupt the spell. Note that attacks prior o cast-
ing mighr dislodge any marerial components or destroy same, effectively eliminat-
ing the spell caster’s chance to cast the spell that round.

5. In the case of grappling or overbearing, the spell caster will absolutely be prevent-
ed from spell casting until such time as he can extract himself from the situation
(i.c. even if he gains initiative the next round sufficiently to be able to cast the
spell, he is still engaged in wrestling and spell casting will be impossible due to his
inability to concentrate while so engaged).

The bortom line is this: if the spell casting character is disturbed in any way during
casting, the spell is lost both that round and from memory (as if it were actually cast).
Because spell casting is so difficult in melee, most magic-users and clerics will opt 10
cast from behind a line of defense. When forced into melee most will use very quick
spells that do nor require spell components, or magical devices whenever possible, if
they are wise,

Touch Spells and Combat

Many spells used take effect only when the caster touches the targer. Under normal
circumstances, this is no problem - the spell caster reaches out and touches the recipi-
ent. However, if the targer is unwilling, or the spell is used in the midst of a general
melee, the situation is much different.

Unwilling Targets: The spell caster must make a successful attack roll for the spell to
have any effect. The caster attacks against AC 10, modified only by the victim’s
Dexterity adjustment. If the roll succeeds, the spell caster touches the target and the
normal spell effect occurs,

Willing Targets: When attempting to cast a spell on a willing target, the casting is
automatic as long as both characters are not engaged in combat. For example, if a fight-
er withdraws from melee, a cleric could heal him the next round. If the recipient of the
spell attempts to do anything besides waiting for the spell to take effect, an attack roll
against AC 10 must be made as above, however, no AC modifiers for Dexterity are
applied, since the target is not trying to avoid the spell. In order to cast a touch spell on
a characrer engaged in combat, not only does the spell caster need to hit AC 10, the
recipient also must also 1) make a successful Dexterity check o avoid bumping the spell
caster and ruining the spell, 2) forfeit his Dexterity bonus as he is also preoccupied with
avoiding the spell caster, and 3) the chance for a fumble or combat mishap doubles to
include rolls of 1 or 2 with all ill effects affecting the spell caster. Note that the recipi-
ent of the spell may choose to ignore the spell caster and avoid the penalty under 2,
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above, but two Dexterity checks must then be made as per 1, above, and the chance for
a fumble or combar mishap are quadrupled!

Movement in Combat

In a combar round, a being can move up to 10 tmes its movement rating (see
Chapter 16: Time and Movement in the Player’s Handbook) in feet. Thus, if a charac-
ter has a movement rating of 9, he can move up to 90 feet in a round. However, the
types of moves a character can make during combar are somewhar limired.

Movement in Melee

The basic move is to ger closer for combar—i.e. move close enough to an enemy to
artack. This is neither a blind rush nor a casual stroll. Instead, the character approaches
quickly but with caution. The character should announce to you where he intends to go.
You can then count the feet he must travel and assess a +1 initiartive penalty for every
tenth of his movement rare (round fractions up when he finally gets to melee). Thus, as
stated simply in the PHB (for the lower-cranial capacity of players), if a player elects for
his character to make a half-move, add +5 initiative penalty. Likewise, a full move will
add a +10 penalty. Once you calculate the penalty based on declared movement, tell che
player his new initiative and corresponding segment of his attack, but if it would exceed
10, merely stop the character short; he will have to finish his movement next round.

Movement and Missile Combat

Rather than slug it out toe-to-toe with an opponent, a character can move up to one-
half his normal movement rate and engage in missile fire at half his normal rate of fire,
Thus, a man capable of moving 120 feet and armed with a long bow (two shots per
round, under normal circumstances) could move 60 feet and still fire one shot. The shot
occurs on the latest possible segment, in this case segment 6. The same man, armed with
a heavy crossbow (one shot every other round) would be able to shoot only once every
four rounds while on the move,

Charging an Opponent

A character can also charge a foe. A charge increases the character’'s movement rate by
50% and enables the character to make an artack ar the end of his movement. To make a
charge, the player must declare thac his character is charging on his initiative. At least 3/4
of his movement must be in a straight line (an all-out no-holds-barred sprint with weapon
held in the ready position).

A charging character gains a +2 bonus to his artack roll, mainly from momentum.
Cerrain weapons (such as a lance) inflict double the rolled damage in a charge.

However, charging gives the opponents several advantages. First, they gain a -3 bonus
to their initiative rolls. Second, charging characters gain no Dexrerity bonuses to Armor
Class and they suffer an AC penalty of -1. Finally, if the defender is using a puncturing
weapon with reach longer than the attacker’s weapon and sets it against the charge (brac-
ing the butr against a stone or his foor or firmly holding the blade forward with both
hands), he inflicts double damage on a successful hit.

Retreat

To get our of a combar, characters can make a careful withdrawal or the true cowards
can simply flee. Note that this type of action will have a negative effect on the Honor
of such yellow wuss-boys.

Withdrawing: When making a withdrawal, a character carefully backs away from his
opponent (who can choose to follow immediately, even if his movement has been
expended, but may not advance faster than normal movement). The backing characrer
moves at up to 1/3 his normal movement race.

If two characters are fighting a single opponent and one of them decides to with-
draw, the remaining character can block the advance of the opponent. This is a useful
method for gerring a seriously injured monster our of a bartle so it can regenerare and
attack again later.

Fleeing: To flee from combat, a yellow, cowardly sissy-PC simply turns tail and runs
up to his full movement rate. The fleeing character drops his defenses and turns his back
to your NPC, allowing you an automatic free artack or atrack routine on him.

Such a free attack (or multiple attacks if the creature has several attacks per round)
will be ar the rear of the fleeing PC (no Dexterity or shield bonuses). This arrack is made
the instant the sissified-PC flees — it doesn’t count against the number of attacks your
creature is allowed during the round, and initiative is irrelevant. Whart's more, the flee-
ing player character can be pursued, unless a companion blocks the advance of your
character.  Unfortunately, all of these rules apply equally to your monsters. Chin up,
though, because once again the math favors you, since many monsters use neither
Dexterity nor shields. So once again: advantage GM!

The Attack Roll

At the hearr of the HackMaster combat system stands the all-important attack roll, also
known as the “to-hit” roll. This is the die roll thar determines whether an artack succeeds
or fails. Attack rolls are used for attacks with swords, crossbows, boulders, claws, teeth and
other weapons, as well as sucker punches, rackling, groin kicks and ather hand-to-hand
artacks. Making an attack roll is simple: just roll a d20 and add all relevant bonuses. You
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then look up the total on the to-hit tables, cross-index ir against your opponent’s Armor
Class and see if you scored a hir.

Find the level of the arracker on the appropriate table (selected from Tables 8H
through 8L) and the Armor Class (See Table 8M: Opponent Armor Class Description
(If Armor is Worn)) of the defender. The resulting number or greater must be rolled on
a d20 for a successful hit. Penalties and bonuses modify the die roll,

The players will tell you their result including bonuses. Look the players’ results up and
tell them if they hit. Determining and declaring hits and misses are the purview of the
GM, and only the GM. Never let a player tell you he hits, or even worse, assume he hits
and begin to roll damage. A good punishment for this behavior is declaring the otherwise-
hita miss. If the player whines, smack ‘em with a minus four to his next roll. And so on.

Attack Roll Modifiers

In combat, many factors can modify the number a character needs for a successful
hit. These variables are reflected in modifiers o the attack roll or opponent’s AC.

Strength Modifiers: A character’s Strength can modify the die roll, altering boch the
chance to hit and the damage caused. This modifier is always applied to melee arracks,
while only the damage madifier is applied to hurled missile weapon arracks (a boulder
or a tree stump, bur not a crossbow bolr).

A positive Strength damage modifier can be applied to bows if the character has a spe-
cial bow made for him; one designed to take advantage of his high Strength. Characters
and monsters with Strength penalties always suffer them when using a bow. Monsters
never have Strength modifiers when using crossbows — the power of the shot is imparred
by a machine, not the creature. Therefore, you'll need to provide crossbows and flaming
oil for your weaker denizens.

The Strength modifier to damage for a weapon can never exceed the maximum possi-
ble damage roll (excluding penetration) for a weapon. Thus a weapon that does 1d4
points of damage can never have a more than a +4 modifier, even if the character using
the weapon has a Strength of 17 or grearer.

Magical items: The magical properties of a weapon can also modify combar. lrems
that impart a bonus to the attack roll or Armor Class are identified by a plus sign. For
example, a sword +4 improves a character’s to-hit roll (and damage roll) by four. A suit
of Plate Mail +1 improves the Armor Class of the character by one (which means you
subtract one from the character’s AC, changing an AC of 3 to an AC of 2, for example).
If monsters have magical armor in their hoards, they should be wearing it. Cursed items
have a negative modifier (a penalty), resulting in a subtraction from the attack roll or an
addition o Armor Class. Intelligent monsters that know items are cursed will not wear
them, but ones that do not know might. It's fun to give your denizens cursed armor to
wear because, in the end, it screws over the PCs. While it makes the monster weaker,
it's only one encounter. Players will always scramble for the right to use magic armor
that was worn by a foe and thus you will glean the benefit of easy hits on some chump
character for several encounters or even adventures!

There is no limit to the number of modifiers that can be applied to a single die roll. Nor
is there a limit to the positive or negative number (the total of all modifiers) that can be
applied o a die roll. Various standard combar modifiers are listed throughout this chaprer.
Positive numbers are bonuses for the attacker, negative numbers are penalties, You would
do well to memorize these modifiers.

Weapon Type vs. Armor Type Modifiers

Nor all weapons were forged equally. Aside from the differences in size, weight,
length and shape, certain types of weapons are more useful against some types of armor
than others. Indeed, the different armors and weapons of the HackMaster world were
created to defear one another. Every newly invented weapon led to the development of
a new type of armor designed to counter it. This led to new weapons of destruction,
which led to new armor, and so on. Finally, each weapon type (and ultimarely each
weapon as will be seen in a later supplement devoted solely to this topic) provides vari-
able types of damage when it is used to deliver a critical hit to an opponent.

In the HackMaster game, weapons fall into several categories based on how they are
used. The basic categories are hacking, puncruring and crushing,

Hacking weapons include most swords and axes. Damage is caused by the combi-
nation of weight, muscle and a good sharp edge. These weapons excel at severing
body parts,

Puncturing weapons (spears, pikes, arrows, javelins, erc.) rely on the penetracing
power of a single sharp point and thrust or propulsion (in the case of missile weapons).
These weapons excel ar damaging viral organs.

Crushing weapons (maces, hammers, clubs and flails) depend almost entirely on the
impact caused by momentum, weight and strength, These weapons excel at breaking
bones and smashing skulls as well as objects,

A few weapons, particularly some of the more exotic polearms, fall into more than
one of these categories. A simple kitchen knife can be used as a hacking weapon or a
puncturing weapon. The versatility of these weapons provides the user with a combart
advantage, in that the mode most favorable to the attacker can be used, depending upon
the situation. Polearms can be especially effective in the hands of a troll or giant-kin that
can wield them one-handed.
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Table 8G: Table 8M:

Weapon Type vs. Armor Type To-hit Modifiers Opponent Armor Class Description (If Armor is Worn):
Armor Type Hacking Puncturing Crushing Armor Class  Type of Armor
Banded mail -2 0 -1 2 Plate mail + buckler
Brigandine - -1 0 3 Splint or banded mail + buckler/plate mail
Chain mail -2 « 0 +2 4 Chain mail + buckler/splint or banded mail
Bronze plate mail -2 0 +2 5 Scale mail + buckler/chain mail
Field Plate -3 -1 0 6 Studded leather or ring mail + buckler/scale mail
Full Plate -4 -3 0 7 Leather or padded armor + buckler/studded leather or ring mail
Leather armor 0 +2 0 8 Leather or padded armor
Hides 0 +2 0 9 Buckler only
Padded armor 0 +2 0 10 None
Plate mail -3 0 0
Ring mail -1 -1 0 Armor Class worse than 10 is possible through cursed items and extreme clumsiness (low
Scale mall 0 - 0 Dexterity). Armor Class better than 2 is easily possible due to magical bonuses, the larger shields
Splint mail 0 - -2 and Dexterity bonuses, To determine a “to-hit” number not on the charts, project upward or
Studded leather -2 -l 0 downward by I's (5% increments), repeating 20 six times before continuing with 21.

Armor types, in turn, have different qualities. Field plate is more effective, overall,

than other armors by virtue of the amount and thickness of the meral, but it still has Table 8N:
specific weaknesses against certain classes of weapons. weapon Immunities
Table 8G: Weapon Type vs. Armor Type To-hit Modifiers lists the weapon type vs. Defender Is Attacker Must Be/Have:

armor type modifiers applied to the attacker’s die roll. To use this table, the actual armor Hit By Weapon Hit Only By OR Hit Dice Of*

type of the target must be known in addition to the target’s Armor Class, The bonuses of +| or better +1 or better 4+ | or more

magical armor do not change the type of armor, only the final Armor Class. This system +2 or better +2 or better 6 + 1 or more

is used only when attacking crearures in armor. The modifiers are not used when attack- +3 or better +3 or better 8 + 3 or more
+4 or better +4 or better 10 + 4 or more

ing creatures with a natural Armor Class. Thus, while made to look like a bonus for the
players, it is used mostly against them. Kewl huh? So consider this rable when equipping

B *This i ly f d I h: f
your NPCs and monsters, and devising your traps. is is only for monsters and does not apply to characters of any sort.

Creatures Struck Only by Magic Weapons

Despite special defenses which protect certain creatures from attacks by non-magical
weapons, these monsters can be effectively hir by artackers as described in Table 8N:
Weapon Immunities.

This provides for magical properties and sizes of the artacking monster. Thus, mas-

sive Hill Giants can effectively attack most creatures, and all other types of giants can
affect everything save a few gawds.

Table 8H:
Attack Matrix for Monsters
Hit Dice
<l-l Il I I+ 2 3 4 5 6 7 8 9 10 " 1213 14 15 16 17 18 20+

20 34 33 32 3l 30 29 28 27 26 25 24 23 22 21 20 20 20 20 20 20
-19 3 32 3l 30 29 28 27 26 25 24 23 2 2| 20 20 20 20 20 20 19
-18 Ky 3l 30 29 28 27 26 25 24 23 2 21 20 20 20 20 20 20 19 8
-17 31 30 29 28 27 26 25 24 23 22 21 20 20 20 20 20 20 19 18 17

*N®@we

19
18
17
16
15
-16 30 29 28 27 26 25 24 23 22 21 20 20 20 20 20 20 19 18 17 16 15 14 13
-15 29 28 27 26 25 24 23 22 21 20 20 20 20 20 20 19 18 17 16 15 14 13 12
-14 28 27 26 25 24 23 22 21 20 20 20 20 20 20 19 18 17 16 15 14 13 12 1
-13 27 26 25 24 23 22 21 20 20 20 20 20 20 19 8 17 16 15 14 13 12 11 10
-12 26 25 24 23 22 21 20 20 20 20 20 20 19 18 17 16 15 14 13 12 1 10 9
I 25 24 23 22 2l 20 20 20 20 20 20 19 18 17 16 15 14 13 12 I 10 9 8
-10 24 23 22 21 20 20 20 20 20 20 19 18 17 16 15 14 13 12 I 10 9 8 7
-9 23 22 21 20 20 20 20 20 20 19 18 17 16 15 14 13 12 1l 10 9 8 7 6
-8 22 2l 20 20 20 20 20 20 19 18 17 16 15 14 13 12 il 10 9 8 7 6 5
-7 21 20 20 20 20 20 20 19 18 17 16 15 14 13 12 I 10 9 8 i 6 5 4
-6 20 20 20 20 20 20 19 18 17 16 15 14 13 12 I 10 3 8 7 6 5 4 3
w -5 20 20 20 20 20 19 18 17 16 15 14 13 12 I 10 9 8 7 6 5 4 3 2
L—‘j -4 20 20 20 20 19 18 17 16 15 14 13 12 I 10 9 8 7 6 5 4 3 2 I
L -3 20 20 20 19 18 17 16 15 14 13 12 I 10 9 8 7 6 5 4 3 2 I 0
g -2 20 20 19 18 17 16 15 14 13 12 I 10 9 8 2 6 5 4 3 2 I 0 -l
< -1 20 19 18 17 6 15 14 13 12 I 10 i 8 7 6 5 4 3 2 | 0 -1 -2
0 19 18 17 16 15 14 13 12 I 10 ) 8 7 6 5 4 3 ! | 0 -1 -2 -3
I 18 17 16 15 14 13 12 1 10 9 8 7 6 5 4 3 2 I 0 -l -2 -3 -4
2 17 16 15 14 13 12 il 10 9 8 7 6 5 4 3 2 I 0 -1 -2 -3 -4 -5
3 16 15 14 13 12 I 10 9 8 7 6 5 4 3 2 I 0 - -2 -3 -4 -5 -6
4 15 14 13 12 I 10 9 8 ¥ 6 5 4 3 2 1 0 «| -2 -3 -4 -5 -6 -7
5 14 13 12 I 10,9 8 2] 6 5 4 3l 2 I 0 -l -2 -3 -4 -5 -6 -7 -8
6 13 12 il 10 2 8 U 6 5 4 3 2 | 0 -l -2 -3 -4 -5 -6 -7 -8 -2
7 12 I 10 9 8 74 6 5 4 3 2 | 0 -1 -2 -3 -4 -5 -6 -7 -B -9 10
8 I 10 2 8 7 6 5 4 3 2 [ 0 -1 -2 -3 4 -5 -6 -7 -8 -9 -10 11
9 10 9 8 7 6 5 4 3 2 I 0 -l -2 -3 -4 -5 -6 -7 -8 -9 -0 -1 -12
10 9 8 7 6 5 | 3 2 | 0 «l -2 -3 -4 =5 -6 7 -8 -9 <100 -1 =12 =13
I 8 7 6 5 4 < 2 ! 0 -1 -2 -3 -4 -5 -6 7 -8 -9 =100 -l -2 .13 14
12 7 6 5 4 3 & I 0 -1 -2 -3 -4 -5 -6 -7 -8 -9 21 s T ] SR | ( BRSE | SE 1
13 6 5 4 3 2 | 0 -l -2 -3 -4 -5 -6 -7 -8 -9 <10 -1l 12 .13 <14 <15 -6
14 5 4 3 2 | 0 -l -2 -3 -4 -5 -6 -7 -8 -9 -10 I 12 <13 -4 -5 -6 .17
15 4 3 2 | 0 -1 -2 -3 -4 -5 -6 -7 -8 -9 -0 -1 -2 -13  -14 -5 -6 -7 -I8

Note: Any plus above +2 equals another hit die, i.e. 6+3 equals 7 hit dice,
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Table 8I:
Attack Matrix for Clerics and Druids

Character Level
8-9 ) 10 11-12 _ 16

Armor Class

% 5 8 9

14 5 4 3 2 I -l 2 a -4 -5
s 4 3 2 I 0 -l . ] 3 -4 -5 - 7 8 9 -10
Table 8): '
Attack Matrix for Magic-users and MU Specialists
Character Level
| 23 4-5 6 7-8 9-10 I 1213 14-15 16-17 18-19 202

Armor Class
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Table 8K:

Attack Matrix for Thieves, Bards and Assassins
Character Level

| 2 34 5 6 7-8 9-10 11-12 13-14 15-16 17-18 19-20 2|
=20 35 34 33 32 31 30 29 28 27 26 25 24 23
-19 34 33 32 Ji 31 30 29 28 27 26 25 24 23 2
-18 33 32 3l 30 29 28 27 26 25 24 23 22 21
-17 32 3l 30 29 28 27 26 25 24 23 22 21 20
-16 31 30 29 28 27 26 25 24 23 22 21 20 20
-15 30 29 28 27 26 25 24 23 22 21 20 20 20
-14 29 28 27 26 25 24 23 22 2| 20 20 20 20
-13 28 27 26 25 24 23 22 21 20 20 20 20 20
-12 27 26 25 24 23 2 21 20 20 20 20 20 20
=11 26 25 24 23 22 21 20 20 20 20 20 20 19
-10 25 24 23 22 2| 20 20 20 20 20 20 19 8
-9 24 23 22 21 20 20 20 20 20 20 19 18 17
-8 23 22 21 20 20 20 20 20 20 19 18 17 16
-7 22 21 20 20 20 20 20 20 19 18 17 16 15
-6 21 20 20 20 20 20 20 19 18 17 16 15 14
w -5 20 20 20 20 20 20 19 18 17 16 15 14 13
G‘“ -4 20 20 20 20 20 19 18 17 16 15 14 13 12
L -3 20 20 20 20 19 18 17 16 15 14 13 12 I
E -2 20 20 20 19 18 17 16 15 14 13 12 I 10
< =1 20 20 19 18 17 16 I5 14 13 12 I 10 9
0 20 19 18 17 16 15 14 13 12 1 0 9 a8
| 19 18 17 16 15 14 13 12 Il 10 9 8 7
2 18 17 16 15 14 13 12 I 10 9 8 7 6
3 |7 16 15 14 13 12 I 10 9 8 7 6 5
4 16 15 14 13 12 I 10 9 8 i, 6 5 4
5 IS 14 13 12 I 10 9 8 7 6 5 4 3
6 14 I3 12 ] 10 9 8 7 6 5 4 P | 2
7 13 12 I 10 9 8 7 6 5 4 3 2 I
8 12 I 10 9 8 7 6 5 4 k| 2 I 0
9 I 10 9 8 7 6 5 4 3 2 [ 0 -
10 10 9 8 7 6 o 4 3 2 | 0 -1 -2
11 I 8 7 6 5 4 3 2 | 0 -1 -2 -3
12 8 7 6 5 4 3 2 I 0 - -2 -3 4
13 A 6 5 4 3 2 | 0 -1 -2 -3 -4 -5
14 6 ) 4 3 2 | 0 -1 -2 -3 -4 -5 -6
15 5 4 3 2 | 0 -1 -2 -3 -4 -5 -6 -7
Table 8L:
Attack Matrix for Fighters, Paladins, Monks, Rangers, Barbarians, Berserkers,
Rogue Knights, Dark Knights, Human and Halfling Commoners (<0), Men-at-arms (0)
Character Level
<0 0 | 2 3 4 5 6 7 8 9 10 I 12 13 14 15 16 17 18 19 20 21
-20 35 34 33 32 3| 30 29 28 27 26 25 24 23 2 21 20 20 20 20 20 20 19 8
-19 34 33 32 3l 30 29 28 27 26 25 24 23 22 21 20 20 20190 20 20 19 18 17
-18 33 32 3l 30 29 28 27 26 el 24 23 22 21 20 20 20 20,120 20 19 18 17 16
-17 32 31 30 29 28 27 26 25 24 23 22 21 20 20 20 20 20 20 19 18 17 16 15
-6 3 30 29 28 27 26 25 24 N 2 21 20 20 20 20 20 20 19 18 17 16 15 14
-15 30 29 28 27 26 25 24 23 22 21 20 20 20 20 20 20 19 18 17 16 15 14 13
-14 29 28 27 26 25 24 23 22 21 20 20 20 20 20 20 19 18 17 16 15 14 13 12
-13 28 27 26 25 M4 23 22 21 20 20 20 20 20 20 19 18 17 16 15 14 13 12 11
-12 27 26 25 24 23 22 21 20 20 20 20 20 20 19 18 17 16 15 14 Iz 12 1 10
-1l 26 25 24 23 22 21 20 20 20 20 20 20 19 18 17 16 15 14 13 12 11 10 9
-10 25 24 23 22 21 20 20 20 20 20 20 19 18 17 16 15 14 13 12 I 10 9 8
-9 24 23 22 21 20 20 20 20 20 20 19 18 17 16 15 14 13 12 Il 10 9 8 7
-8 23 22 2| 20 20 20 20 20 20 19 18 17 16 15 14 13 12 I 10 9 8 7 3
-7 22 b0 @20 20 20 20 20 19 18 17 16 15 14 13 12 1 10 -he 8 7 6 5
-6 2| 20 20 20 20 20 20 19 18 17 16 15 14 13 12 L} 10 9 8 7 6 5 4
@ -5 20 20 20 20 20 20 19 18 17 16 15 14 13 12 I 10 9 8 T 6 5 4 3
8 4 20 20 20 20 20 19 18 17 16 15 14 13 12 1 10 9 8 T 6 5 4 3 2
";)_ -3 20 20 20 20 19 18 17 16 15 14 13 12 11 10 9 8 7 6 5 4 3 2 |
E -2 20 20 20 19 18 17 16 15 14 13 12 4 10 92 8 7 6 5 4 3 B I 0
c -l 20 20 19 18 17 16 15 4 13 12 T T 9 8 f 6 5 4 3 2 1 0 -
< NG 20 19 18 17 16 15 14 13 12 I 10 9 8 7 6 5 4 3 2 | 0 -1 -2
| 19 18 17 16 15 14 13 12 Il 10 9 B 7 6 5 4 3 p | 0 -1 -2 -3
2 18 17 16 15 14 13 12 Il 10 9 8 7 6 5 4 3 2 | 0 -1 -2 -3 -4
3 17 16 15 14 13 12 11 10 9 8 7 6 5 4 3 2 | 0 -1 -2 -3 -4 -5
4 16 15 14 13 12 I 10 9 B 7 6 5 4 3 2 | 0 -1 -2 -3 -4 -5 -6
- 15 14 13 12 B 10 9 8 7 6 5 4 3 2 1 0 -1 -2 -3 -4 -5 -6 -7
6 14 13 12 11 10 9. 8 7 6 5 4 3 2 | 0 -l -2 -3 -4 -5 -6 -7 -8
i 13 12 I 10 9 8 7 6 5 4 3 2 | 0 - -2 -3 -4 -5 -6 -7 -8 -9
8 12 Il 10 9 8 T 6 5 4 3 2 | 0 -1 -2 -3 -4 -5 -6 -7 -8 -9 -10
9 11 10 9 8 7 6 5 4 3 2 | 0 -1 -2 -3 -4 -5 -6 -7 -8 -9 -10 -1
10 10 ¥ 8 7 6 5 4 3 2 I 0 -1 -2 -3 -4 -5 -6 -7 -8 -9 -10 -1 -12
11 9 B i 6 5 A 3 2 | 0 -l -2 -3 -4 -5 -6 -7 -8 9 <10 -1 a2 2s13
12 8 7 6 5 4 3 2 I 0 -l -2 -3 -4 -5 -6 -7 -8 -9 «10 -l L TR -14
13 7 6 5 4 3 2 I 0 -l -2 -3 -4 5 -6 -7 8 B SO 1 Y I I TR | R F S | 4
14 6 5 4 3 2 | 0 - o] 3 -4 -5 -6 -7 -8 9 <0 -1l =12 =13 -4 <15 -6
15 5 4 3 2 | 0 - -2 -3 -4 -5 -6 -7 -8 -9 -10 -1 -12 -13 -14 -15 =16 -17

0
wvi
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Impossibly Easy or Hard To-Hit

Table 80: Numbers
Monk’s Stunning Height Sometimes your creatures will find them-
and Weight Limit selves with an impossible to-hit roll nr:edm‘i.
Mofikls Opponent Oppenent Maybe your town beggar or chimney sweep is
Level. [Max: Height Max.Waight bl:nd.and being artacked by a bully a!i.ven-
Is€ .6'6" :;00# turer in magical plate mail. Never fear, if you
2nd 68" 3504 roll a natural 20 on the al:_rack roll, you hit!
3rd 6 10" 4004 Unfortunately, a natural 1 is always a miss.
4th 7 4508 On a natural roll of 20 (i.e. the number
5th 7 500# showing on the die is 20) the character has
6th 74" 5504 scored a critical hit. This represents a blow
7t ea 6007 that has found a weakness in the opponent’s
8th 7 Br:l 6507 defenses and has the potential to do extra
I%Th 7 BI,O ;gx damage. Likewise,_on a narural lzollel"l (i.e.
I1th g " 800# the number showing on the die is l)“t_hu
12th g 4 8504 artacker has screwed up significanty. The
13th 88" 9504 rules for critical hirs and misses are described
14th o 1.0504 in derail ar the end of this chaprer.
15th 74 1.1504
16th '8 1,250#
17th 10 1,3504# MEIee
18th 10' 6" | .500% Ah, melee. The very term has surely come
19th L 1,7504 to mean so much more than ever imagined
20th 12" 2,250 by the first French pantywaist ever to utter
2lst 13 2,750 its melodic tune. Thanks to the brilliance of
HackMaster, this otherwise pansified word
g':r"m"'lr‘ ::"I‘I‘;; "t‘r‘l‘_:“'"ﬁ’;ki:'"gd ability czn has been saved from Frenchdom and raised
aﬁett:ﬁ?:either mﬁ gollenf: mr:, S:P';::::;": on high to mean HACK! The term melee
Damage from open hand attacks still accrues if | includes striking with bodily weapons such
the monster can be hit otherwise. as teeth, fangs, tusks, tushes, claws, nails,

talons, paws, as well as striking with various
objects and weapons. Sounds great, doesn't
it! The Combar Tables included within this revered tome (and reprinted upon the offi-
cial HackMaster GM’s Shield) are used for determination of hits, and the amount of
damage scored is given in either the Hacklopedia of Beasts (under the appropriate mon-
ster entry) or in the Player's Handbook (for weapons). For weapons not on these lists,
or for improvised weapons used by characters other than monks (see the monk entry in
the PHB for special rules), the GM should simply assign a reasonable damage raring for
that weapon until such time as an official supplement detailing the particular inscrument
of destruction is released. Later in this chapter, I have also included the ever-important
Non-Lethal and Weaponless Combat Procedures for use during barroom brawls and
especially for when you've cleverly disarmed those snotty player characters. While com-
bat includes melee, melee does not include such facets of combat as missile fire, spell
casting, etc. In general, the procedure followed in melee has already been explained
above. Special considerations are given here.

Number Of Opponents Per Figure

Physical size and space will dictate limitation upon the number of opponents able ro
engage a single figure in melee. If Official HackMaster Tactical Combat Miniatures™
are used to represent the creatures involved in a melee, then these miniarures will dicrare
the number of opponents which can be involved. Beware of using other fantasy minia-
ture figures, as most of them are not designed to the specific scale and do nor conform
to the standards of the Hacklopedia (or even necessarily conform to scale!). Note well,
that use of non-HackMaster figures affords a —1 penalty to all abilities, die rolls (per die)
and a 50% hit to Honor and experience for the character in question. If you are not
using HackMaster Tactical Combat Miniatures™ use the following rule of thumb:

1. If the single figure is size S, chen at most 4 size M or 2 size L figures can areack it
under optimum conditions during any single round. 6 size $ figures can actack ir,
however, space permitting,

2. If the single figure is size M, it can be attacked by a maximum of 8 size S oppo-
nents, 6 size M or 4 size L.

3. If the single figure is size L, a maximum of 12 size S, 8 size M or 6 size L figures
can engage it at one rime.

Every modifier is impossible ro detail fully, as by definition they include the physical
circumstances prevailing at the time. It is obvious that a figure in a narrow passage or
in a corner can be attacked only from a limiced front. Similarly, the shape of the single
figure and the attackers will be a factor, as a giant snake has more body space subject to
attack than does a giant, unless the artackers are able ta fly or otherwise attack the entire
vertical surface of the giant. Any long-bodied creature has more area open to attack, and
wide-bodied creatures, or those which employ some natural body weaponry which
requires contact with the opponent, will be more restricted with respect to the number
of attackers possible, viz. how many constricror snakes can effectively attack an oppo-
nent? Two basic grid systems are shown, one with hexagons, one with squares. These
grids demonstrate how multiple opponents engage a single figure.

To determine the number of opponents which can atrack the single defender, use
squares or hexes of one inch per face for heroic 32mm scale. For example, in the case
of a human being attacked by giant rats, 2 of the attackers would certainly be able to fit
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Table 8P:
Special To-Hit Bonuses

Opponent encumbered, held by one leg, off balance, etc. +2
Opponent stunned, held by both legs, slowed, partially bound, etc. +4
Opponent magically asleep, held, paralyzed or totally immobile Automatic*

*Missile weapons still require an attack roll to hit a magically asleep, held paralyzed or total-
ly immobile character, but they receive a +4 to hit.

into each hexagon (if normal rats were atracking, 4 per hex) so 6 would attack frontal-
ly, 4 from flank positions, and 2 from the rear. If these same giant rats were attacking a
Centaur, for instance, the number of flank attacks would certainly be increased to allow
2 more hexes (4 more attackers gaining flank artack advantage). Refer to Figure 8.1
Combar Miniature Facings for a basic idea of the square and hex facings of a Miniature.

Special “To-Hit” Bonuses:

The general rules in Table 8P: Special To-Hit Bonuses will be of assistance when you
must adjudicate melee combar or missile fire:

Apply bonuses to the to-hirt roll of the attacker. The opponent will gain no Dexterity
bonus, of course. In rotally immobilized and powerless situations, the opponent can be
fully trussed, slain or whatever in one round, so no honus need be given.

Flank Actacks: All flank attacks negate any defender Armor Class addition for shield.
Artacks against a rear flank, where the opponent is virtually unable to view the actack-
ers, negate Dexterity Armor Class bonus,

Rear Attacks: Opponents attacking from the rear gain a +2 to hit, negate any con-
sideration for shield and also negate any consideration for Dexeeriry.

Stunned, Prone or Motionless Opponents: Opponents artacking such movement
hindered defenders gain a +4 to hit-bonus, negate any consideration for shield, and also
negate any consideration for Dexterity.

Magically Sleeping or Held Opponents: If a general melee is in progress, and the
artacker is subject to enemy actions, then these opponents are automarically scruck by
any melee attack to which they would normally be subject. Missile attacks still need o
make an attack roll, but they gain a +4 bonus to hit. Damage is automarically maxi-
mum, but the damage die should be rolled to check for possible penetration damage.
Additionally, the number of attacks or artack routines possible against such an opponent
is twice the number normally allowed in a round (the defender needing a full round o
awake from most magically-induced sleep and the held opponent is transfixed for the
duration of the spell, regardless). If the atracker is not subject to enemy actions (and
thus needn’t worry about attack on his own person), magically sleeping or held oppo-
nents may be automarically slain, or bound as appropriate to materials at hand and size,
at a rate of one per round. Note that this does nor include normally sleeping opponents
(see Table 8W: Assassination Success, for such cases).

Invisible Opponents: Invisible opponents are always at an advantage; heck, they're
invisible for gawds sake! They can only be attacked if they are attacking or otherwise

Figure 8.1:
Combat Miniature Facings
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detected somehow. These opponents always cause the artacker ro artack at a -4 on to-
hit rolls because of the invisibility. They can never be attacked from flank or rear posi-
tions unless the attacker can see them (thus they are, in fact, visible and you shouldn’
be using this rule, dummy!).

Attacking with Two Weapons

A character that chooses not to use a shield in_favor of another weapon receives a
greater number of attacks, but suffers a penalty to his attack in mosr cases.

When using a second weapon in his off-hand, a character is limited in his weapon
choice. His principal weapon can be whatever he chooses, provided it can be wielded
with one hand. The second weapon must be smaller in size and weight than the char-
acter’s main weapon (though a dagger or a hand axe can always be used as a second
weapon, even if the primary weapon is also a dagger or hand axe). A fighter can use a
long sword and a short sword or a long sword and a dagger, but he cannot use two long
swords. Nor can the character use a shield, unless it is kept scrapped onto his back.

When attacking, these characters suffer penalties to their attack rolls. Artacks made
with the main weapon suffer a -2 penalty, and attacks made with the second weapon suf-
fer a -4 penalty. The character’s reaction adjustment (based on his Dexterity, see PHB
Table 1B) modifies this penalty. A low Dexterity score will worsen the character’s chance
to hit with each arrack. A high Dexterity can negate this particular penalty, although it
cannot result in a positive modifier on the arrack rolls for eicher weapon (i.e. the reac-
tion adjustment can, at best, raise the attack roll penalties to 0). Contrary to whart your
spoiled players will surely argue, the secondary weapon does not act as a shield or par-
rying device in any event.

The use of two weapons enables the character to make one additional attack each
combat round, with the second weapon only. The character gains only one additional
artack each round, regardless of the number of attacks he may normally be allowed.
Thus, a fighter able to attack 3/2 (once in the first round and twice in the second) can
attack 5/2 (twice in the first round and three times in the second).

A Note on Multiple/Fractional Attacks for Characters

Characters that have multiple attacks (such as a 7th level fighter ar 3 arracks per 2
rounds, or a first level fighter specialized in a particular weapon) gain the extra attack on
the latest possible rounds. That is, for 3/2 attacks, the rwo-artack round comes on the
second round and each subsequent even round of melee, for 5/4 acracks, the two-atrack
round occurs on the fourth round of melee and every four rounds thereafter. Note also,
that the extra artacks MUST be raken on the same creature as the first attack. In other
words, in order for a fighter to gain his three attacks over two rounds, he must attack the
same creature with all three strikes. If he slays the creature with his first actack, the rou-
tine must restart on a new creature (regardless of Follow Through Damage). Likewise, if
he slays his victim on his second attack, his round is over and the third attack is forfeic if
not used to attack the lifeless form of the dropped foe... just in case. This later type of
artack is useful to finish off annoying PCs knocked down, but still alive and bleeding,

Monks’ Open Hand Melee

Despite their training and capabilities, monks are not supermen. The Player’s
Handbook states thar they are able ro stun or kill opponents with open hand attacks,
and this is so; but such opponents are limited in general to man-size or smaller. A monk
at 1st level is capable of stunning or killing only an opponent of man-size or smaller. For
each level above the 1st, the monk will gain additional stunning/killing ability roughly
at the rate of 2 inches of height and 50 pounds of opponent weight per level of experi-
ence gained, See Table 80: Monk’s Stunning Height and Weight Limit.

The Full Parry

So far, the bulk of this chapter has dealt with ways to attack. This is as it should be,
for those who hesitate will wind up skewered in most encounters. Your players will hack
first and ask questions later, so in most cases you should too. If you must go on the
defensive in melee, use the full parry. As you well know (because you've already mem-
orized the Player’s Handbook) choosing to parry, in and of itself, is not a separate option
under the HackMaster game rules.

Normally your NPC parries blows, then counters, then parries, etc. However, if all
you want to do is defend yourself (perhaps waicing for the evil cleric ro get close to cure
you, waiting for your opponent’s magic to wear off or simply to annoy the hell our of
the PCs) your character can use the full parry maneuver. When executing a full parry,
a character forfeits all actions for the round—he can’t actack, move or cast spells. This
frees the character to concentrate solely on defense. At this point, all characters but
fighters and monsters gain an AC bonus equal to half their level. A 6th level thief would
have a +3 bonus to his AC (lowering his AC by 3). A fighter type gets a bonus equal to
half his level plus one. A 6th level gnome ritan fighter would gain a +4 AC bonus.
Monsters of average Intelligence or higher (as defined in the Hacklopedia of Beasts) gain
an AC bonus equal to half their Hit Dice plus one. Monsters of Semi to Low
Intelligence gain an AC bonus equal to half their Hir Dice. Monsters of Animal
Intelligence or lower cannot execute a full parry maneuver.

The full parry has no effect on magic or missile attacks.
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Missile Discharge in Combat

Missile weapons are divided into two general categories. The first includes all stan-
dard, direct-fire, single-targer missiles—slings, arrows, quarrels, stones, sticks, tankards,
spears, throwing axes and the like.

The second category includes all grenade-like missiles that have an area effect, no mat-
ter how small. Thus, an attack with these weapons does not have to hit its targer directly
to have a chance of affecting it. Included in this group are small flasks of oil, acid, poison,
holy water, barrels, potions and anything else you can find that splatters, explodes or leaves
a wide swath of destruction in its path.

Range

The first step in making a missile attack is to find the range from the attacker to the
target. This is measured in yards from one point to the other when outdoors or when
there exists a sufficiently high ceiling (equal to at least one-half the desired distance);
otherwise, when in dungeon settings, building interiors, natural caverns and the like,
range is determined in feer, This distance is compared to the range categories for the
weapon used (see Table 9V: Missile Weapon Ranges in Chaprer 9: Goods and Services,
of the PHB).

If the distance is greater than the long range listed, the target is out of range. 1f the
distance is berween the long and medium range numbers, the target is ar long range.
When the distance is between the medium and short range numbers, the rarger is at
medium range. When the distance is equal to or less than the listed short range, the tar-
get is at short range.

Short range attacks suffer no range modifier. Medium range attacks suffer a -2 penal-
ty to the artack roll. Long range attacks suffer a -5 penalty. Some weapons have no shore
range since they must arc a certain distance before reaching their targer. These artacks are
always made with an attack roll penalty. The minimum range for all missile weapons is
5 feet, regardless of the type.

Rate of Fire

Bows, crosshows, and many other missile weapons have different rates of fire (ROF)
— the number of missiles they can shoot in a single round.

Small, light weapons can be thrown very quickly, so up to three darts can be thrown
in a single round. Arrows can be nocked and let loose almost as quickly, so up to two
shots can be fired in a single round.

Some weapons (such as heavy crossbows) take a long rime to load and can be fired
only every other round. Wharever the ROF, multiple missile shots are handled the same
way as other multiple attacks for the purposes of determining initiative. The ROF of
cach missile weapon is listed in Table 9V in the PHB.

Ability Modifiers in Missile Combat

Dexterity Penalty and Bonus Considerations: The Dexterity reaction adjustment is
not for missile firing considerations when initiative is considered. It does nor adjust the
initiative die roll in any way. Rather, Dexterity gives the individual a “to-hit” penalty or
bonus when discharging a missile at an opponent (missile adjustment). Dexterity always
modifies the attack roll of personal missile weapons (i.e. not siege engines and the like).
The missile adjustment corresponding to the attacking character’s Dexterity (from Table
1B in the Player's Handbook) is added to the artack roll.

Strength Bonus and Penalty Considerations: Attack modifiers for Strength are not
used when attacking with any missile weapons. Damage modifiers for Strength are ordi-
narily used when an artack is made with a hurled weapon. Here the power of the char-
acter’s arm is a significant factor in the effectiveness of the attack.

The Strength bonus for damage does not apply to mechanically hurled missile
weapons (such as bows or slings) unless the character so entitled specifically takes steps
to equip himself with special weapons to take advantage of the additional Strength. This
will result in the weapon doing the additional damage (note this cannot be achieved
with crossbows in any case). In no event will it add to the effective range of the char-
acter’s weapon. Thus, the character will employ a heavier missile or a more powerful
bow and heavier arrows or larger sling missiles to gain the advantage of Strength. To do
so, he must obtain the special weapon or weapons. This is within the realm of your
adjudication as GM as to where and how it will be obtained, how much cost will be
involved and the amount of time required for manufacture. Feel free to rape the char-
acter in question’s purse mercilessly in these cases. Also, mind the item saving throw
charts as specially made weapons can break from falls, lightning bolts and other destruc-
tive events (See Table 8Y: Item Saving Throw Matrix).

Similarly, the Strength damage penalty for having a low Strength does not apply to
ordinary bows because people with less than 10 Strength can not even use ordinary
bows. If a person with less than 10 Serength desires to use a bow, he will have to pro-
cure a training bow that is attuned to one with such lesser Suength scores. Such bows
are commonly given to youths who are just learning the art of archery when they are not
developed enough to use a man’s bow. These bows cost the same as an ordinary bow but
have half the base availability and suffer range effects depending on the user’s Strength
score, Take the user’s Strength and divide by 10. Muldply this fraction by the range
increments of the weapon in question to ger the reduced range increments for an archer
using a practice bow. Note thar the archer’s Strength penalty to damage will still apply.
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Table 8Q:
Grenade-like Missiles
Missle Content
Acid 1/2 pint (8 oz.)
Holy/Unholy Water 1/4 pint (4 oz.)
Qil | pint (16 pz.)
Poison 1/4 pint (4 oz.)
Alcohol I pint (16 0z.)
Hot Coals 3 coals
Effects
Liquid Damage From a:
Contents Area of Effect Splash Direct Hit
Acid I" diameter | hp. 2-8 h.p.
Holy/Unholy Water I' diameter 2 h.p. 2-12 h.p.
Oil, alight 3' diameter 1-3 hp* 2-12 hp.+ 146 hp
Poison I'diameter special special
Alcohol 3’ diameter | hip#* 1-6 +1-3
Greek Fire 2' diameter | hpeet special™*
Hot Coals none nla 2 pt per coal ¥

* Flaming oil splashed on a creature will burn for 1-3 seconds, causing | hit point of damage per
second. A direct hit with flaming oil causes 2-12 hit points of damage the first round, and -6
additional hit points of damage the second round, but then burns out.

** Alcohol burns as flaming oil in all respects save damage. Effects also reduce proportionally
for alcohol under 40 proof.

*# Greek Fire burns for but one second on a splash. A direct hit causes 2-12 damage the first
round, then 1-6 each succeeding round until a | damage is rolled at which time it burns out.
Note also that each damage roll can do no more damage than the prior damage roll,

5 Hot coals can be tossed in any quantity, but are ineffective past medium range without a sling
or similar method of tossing them. A sling can throw two. A character can throw a sack of 10, but
only 0-7 will impact (as the rest will remain in the sack). Such a sack can be tossed no further than
10 feet (short range). Note that hot coals can be used to set oil or alcohol ablaze,

Firing into a Melee

Missile weapons are intended mainly as long-range weapons. Ideally, they are used
before the opponents reach your line. However, there’s always some jerk that thinks he
can shoot sharp pointy nl)jt:cts at high Spt:cd into melee and avoid hirting his friends.
While possible, and certainly allowed, this is a risky proposition, Typically, guys like this
wake up the next morning with a shiner or worse.

When missiles are fired into a melee, the player rolls to hit as per usual, however, the
GM needs to determine the final target. To do this, the GM counts the number of fig-
ures in the immediate area of the intended targer. Each Medium figure counts as 1.
Small (S) ﬁgurc.s count as 1/2, Large as 2, Huge as 4, and Gﬂrg;l:ltu:m as 6. The toral
value is compared to the value of each character or creature in the rarger melee. Using
this ratio, the GM rolls a die to determine who (or what) will be the targer of the shot.

Malcolm (man-sized, or 1 point) and Grinder (also man-sized, or 1 point) are fight-
ing a giant (size G, 6 points) while Rob fires a lung bow art the giant (ru”ing an 18). The
total value of all possible targets is 8 (G+1+1). There’s a 1 in 8 chance that Grinder is
the target, a 1 in 8 chance that Malcolm is hit, and a 6 in 8 chance the shot hits the
giant. The GM could roll an 8-sided die to determine who gets hit, or he could reduce
the ratios to a percentage (75% chance the giant is hit, etc.) and roll percentile dice. In
this case, he rolls a 78; Malcolm is targeted and the 18 is enough to hit him. Rob bet-
ter hope the shot kills Malcolm at this point or tomorrow morning Rob will wake up
with a shiner.

Large missiles shall be treated in the same fashion.
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Grenade-Like Missiles

Boulders and Containers of: Acid, Holy/Unholy Water, Oil, Poison

Hurling various containers of liquid (oil, unholy water, potent acid, etc.) is a tactic
you will find useful against the PCs, especially in dungeon adventures where they have
lirtle room to avoid the attack. The projectiles are perfect for inferior but intelligent
monsters sich as Goblins and their ilk. A well-armed band of Kobolds, with proper tac-
tics and kegs of flaming oil, can pur even a group of high level characters to rask.
Molatov cockrails, vials of acid, Potions of Impact and other such hurled items are gen-
erally known as grenade-like missiles and carry their own set of rules and considerations,

Unlike standard missiles, which target a specific creature, grenade-like missiles are
indirect fire. Thar is, they are aimed ar a poinr and can be rossed over barriers (such as
the first rank of fighters to immolate the magic-users and cut off spell casting early),
whether this point is a creature or a spot on the ground. When attacking with a missile
like this, simply pick where you want the weapon to land. This then becomes the tar-
get point and is used to determine the direction and distance of a miss or scarter.

A grenade-like missile of five pounds or less has a short range of 10 feet, medium
range up to 20 feet (-2 to hit), and cvcry(hing l)f:ynnd that to a maximum of 30 feet is
long range (-5 to hit). Heavier items have reduced ranges.

Once a container hirs, it has to break o spill its contents. The item will have to fail
a saving throw or it will bounce and not break. If the item is hurled at short range, or
with neither an arc nor finesse, the item receives a penalty (or bonus) to its saving throw
equal ro the character’s strength to-hit bonus (see Table 8Y: Irem Saving Throw Marrix).

Types of Grenade-Like Missiles

Acid damage is particularly grim. Aside from the possibility of scarring (depending
on the type of acid and length of exposure) acid damage cannot be healed by regenera-
tion. It must be healed normally or magically. Thus, it is very useful against characters
employing Rings of Regeneration and the like.

Holy water affects most forms of undead and creatures from the lower planes. It has
no effect against a creature in gaseous form or undead without marterial form. Unholy
water (as holy water, but used by minions of evil) affects paladins, angels, good gawds and
creatures and other beings from the upper planes. Holy (or unholy) water affects these
creatures as does acid, causing damage that cannot be regenerated but must be healed nor-
mally or magically. Undead in non-material form cannot be harmed by holy water, i.c.
until a Ghost takes on material form, it is unaffected, and a Vampire in gaseous form can-
not be harmed by holy water. In the case of gaseous form a special holy water atomizer
works well, so any successful Vampire hunter will be so-armed.

Oil causes damage only when it is lit.” Sometimes this requires a two-step process,
such as when tossing oil into melee with allies. Step one is soaking the target in oil. Step
two is hirting him with a torch, candle, open lantern, Fireball or the like. Thus, using
flaming oil often requires two successful attacks. Another method is to light a soaked
piece of cloth tied to the oil flask (the Molotov cockrail method). Use this method when
there are no friendly troops involved or when you dislike your allies.

Other types of grenade-like missile weapons include high proof alcohol, Greek fire,
alchemical napalm, satchels of red hot coals, Potions of Impact, jars full of marbles, etc.
Details of some of the basic grenade-like missles are outlined on Table 8Q): Grenade-like
Missiles.

Poison (special) is dependent upon whether or not the poison is a contact poison or
if the container was hurled into the ingestive or respiratory orifice on the rarger creature.
In the latter case, breakage is not necessary if the container was unstoppereds; if stop-
pered, make saving throw for breakage using the Normal Blow column (column 3) of
Table 8Y: ltem Sﬂving Throw Matrix. Obviously. poison d:lmﬂgc varies hy type.
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Chapter 8 - Combat: The Art of Hack

Leaping over a puddle of flaming Table 8R:
oil will cause no damage, unless the Boulder Damage
creature so doing is highly inflam- Weight (pounds)
mable. Creatures with garments of 5 20 30 40

Distance

) 10
cloth must save versus Normal Fire .

(column 8) on Table 8Y: ltem

Saving Throw Matrix or have their i H R LRl R
garments carch fire.  Walking e A T
through or standing in flaming oil 25' 4d6  5d6  6d6  7d6
will cause the creature to take 1-6 30 5dé 6d6 7d6  Bdé
points of damage per melee round i T - e 8d6

spent in the fire.

Bd6  9d6  10d6

9d6

Direct Hits 10d6  I1d6  12d6
. o a 55 5dé 10dé I1dé 12d6  13d6
When the die roll indicares the 60’ 1d3  11dé  12d6  13d6  14d6

missile has hit, then roll a save for

Table 8S:
Grenade-like Missile Misses
Rall Miss Direction Table 8T:
S (L SR Bouncing Items
T —— JelRoncs Dltor
4 short (before) B T Fighrg " -
BLE short left o e
6 lefc B i g T S
8 long (over) I 6‘ -

*If the missile is hurled at a plane such as a
wall, read long as high, short as low, measur-
ing up the wall and then along the ceiling or
down and then along the floor.

* Back toward the thrower.

the container to see if it shatters -

use the Crushing Blow column (column 2) on Table 8Y: Item Saving Throw Matrix -
unless special procedures were taken to weaken the container, i.e. the container was spe-
cially scored, it is particularly fragile, etc. Damage occurs only if the container breaks,
except with regard to oil and alcohol, which must be alight (flaming) to cause damage.
If said flammable has been specially prepared as a Molotov by insertion of a rag into
the opening of the container (or wrapped around the neck of the container) and sec
afire prior to hurling, it will burst into flame when the container breaks upon target
impact; otherwise, a torch or other means of causing combustion must be brought into
contact with the flammable. If the item doesn't break, obviously, its contents will not
spill. For this result, consider the item to simply bounce off the rarget. For specific
areas, use Table 8T: Bouncing Items, for individuals struck, use Table 88: Grenade-like
Missile Misses first, then Bouncing ltems if the container has still not broken. Note
that uncorked items or otherwise open containers will spill some contents as they
careen along,

Splash Hits

All creatures witchin the stated number of feet of the breaking position of the con-
tainer missile suffer the effects of the contents of the shattered conrainer.

Boulders

A dropped boulder (or any heavy weight) will do damage on a successful hic as indi-
cated on Table 8R: Boulder Damage. Distances above 60 feet are treared as 60 feet.
Continue the damage dice pattern for weights above 40 pounds. For weights or dis-
tances inbetween numbers on the Table, round to the nearest Table increment.

Special Note Regarding Giant and Machine Missiles

When giants hurl boulders or any of the various siege machines (ballistae, catapults,
etc.) fire missiles, target characters do not gain Dexterity bonus considerations ro Armor
Class when “to-hit” compurations are made. Missiles from giants are approximately 1
foot in diameter, as are those from small catapults. Those from large catapults (and tre-
buchets) are approximately 2 feet in diameter. Thus, the sheer size of the incoming pro-
jectile, as well as the potentially indirect nature of the hurled item preclude a character’s
ability to dodge (i.e. use Dexterity to avoid). Note also that those clumsy oafs with low
Dexterity actually gain an advantage to their Armor Class because they can no more
blunder into such missiles than agile ones can avoid them. By way of example: Excalibus
the cavalier has an Armor Class rating of -2, but as Dexterity accounts for two of these
armor class points, AC rating drops to 0 if a giant is hurling rocks at the character or if
some machine is discharging boulders at him.

Misses

If the “to-hit” die roll indicates a miss, roll a 1d8 to determine where it hit and a d6,
d8 or d12 to determine distance in feet the grenade-like missile flew off targer for short,
medium and long range respectively. (If the targer is part of a larger structure, simply
compute the distance from the appropriate portion of the target that the character was
aiming for, i.e. the character aims at a section of the floor which is one foor square, and
miss distance is measured from the appropriate edge of the targeted area as explained
below.) See Table 8S: Grenade-like Missile Misses. After determining where the missile
hits, roll a save for the conrainer to see if it shatters - use the Normal Blow column (col-
umn 3) of Table 8Y: Irem Saving Throw Matrix as per hits, above. If the item saves, con-
tinue to Table 8T: Bouncing Items.

Tossed Torches and Lanterns

If a torch is used to attempt to light spilled oil, use above procedures for misses, as it
still could land in the puddle of oil or oil covered area. The hit here must be direct,
although bounces from a torch can and will set oil or other flammables alight. A lantern
should be handled similarly, but lanterns can light oil in a one foot radius due to scatter-
ing of its own contents as it impacts.

99

Bouncing Misses

After items miss areas targeted and do not break, they begin to scatter along the ground
or floor. Like misses, after the item hits the ground and bounces, you must determine to
where it travels. Roll a d6 and check location per Table 8T: Bouncing Items. The distance
traveled depends on a number of factors. On relatively hard, smooth surfaces, roll a d6, d8
or d10 (in feet traveled) for short, medium or long range, respectively. For rough and oth-
erwise bounce-dampening surfaces (such as grass or loose sand), roll d4, d6 or d8 to deter-
mine the number of feer bounced. Deduct one cumulatively for each bounce. Two results
of zero indicare the item has stopped moving. Each time an item bounces it must save on
the Normal Blow column (column 3) of Table 8Y: Item Saving Throw Matrix, but with
a +3 bonus per bounce (again, cumulative).

How Long Does it Take?

Direct hits and first miss location determination are decided during the segment the
toss was made for short range, the segment after the toss was made for medium range
and two segments after the toss was made for long ranged shots, Each bounce takes but
one segment to land. Obviously, the bounces occur consecutively, i.e. determine the
location of each bounce every segment until the item breaks or the dice indicate it stops
moving.

Opponent Actions

A successful Dexterity check (and-declared action) by a character within arm’s reach of
the bouncing item, will allow such a character to scoop up the bouncing missile (and
potentially ross it back next round!). Likewise, a successful Dexterity check will allow the
target to catch the missile and hurl it back in the next segment! Opponents with shields
may only catch with one hand at —4 penalty (for medium and larger shields). Note that
in this latter case only, the item must make a save on the Normal Blow column (column
3) of Table 8Y: Item Saving Throw Martrix or it will shatter when caught by the target.
The opponent may add his Dexterity missile adjustment to the saving throw, buc any
hand covering adds a —1 (soft gloves) to -6 (metal gauntlets) to the saving throw.

Taking Cover Against Missile Fire

One of the best ways to avoid having your monsters be hit and injured by opposing
missile fire is to have them crouch behind something - a currained defense wall, a door,
a building corner, an oak tree, or whatever happens to be available. This is called tak-
ing cover.

There are two types of protection your monsters can have. The first is concealment,
also called soft cover. A character hiding behind a small pine tree is concealed. He can
be seen, but only with difficulty, and it’s no easy task to determine exactly where he is.
The needles cannot stop an arrow, but they do make it less likely that the character is hir.
Other types of concealment include curtains, bushes, draperies, smoke, fog and brambles.

The other type of protection is cover, or, more precisely, hard cover. It is, as its name
implies, something your monster can hide behind that will block a PC missile. Hard
cover includes stone walls, the corner of a building, tables, doors, earth embankments,
tree trunks and the like.

Cover helps a potential target by giving the attacker a negative modifier to his atrack
roll. The exact modifier for concealment or cover depends on the degree to which it is
being used as shelter. A human character who stands behind a two-foor wall is a prerry
obvious rarger, especially when compared to the character who lies down behind that wall
and carefully peers over it. Table 8U: Cover and Concealment AC Modifiers lists the dif-
ferent modifiers for varying degrees of cover and concealment.

25% is cover to the knees, part of the left or right side of the body screened, a target
which is seen for only three quarters of a round, etc. Men on a walled paraper would
typically be 25% covered. 50% cover or concealment equals protection or screening to
the waist, half of one side of the body, being seen for only half the round, etc. Figures
in thick brush and men on a castle wall with embrasures and merlons would be ar least
50% covered. Shuttered embrasures and narrow windows would provide 75% cover,
while arrow slits offer 90% cover.
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Table 8V:
Called Shots*
Location To-Hit Penalty

Table 8U:
Cover and Concealment
AC Modifiers

Target is: Cover Concealment A:;“y*" ﬂ)

25% hidden nv il Eyet*t -10
50% hidden +4 +2 -

Grain -4

75% hidden +7 s Hand -6

90% hidden +10 +4 Head %

Leg -2

Cover also has an effect on saving throws, Necl B

granting the character the modifier listed on T‘?:f:;n -g

Table 8U: Cover and Concealment AC Modifiers
as a bonus to his saving throws against spells chat
cause physical damage (for example, Fireball,
Lightning Bolr, etc.)

* Extrapolate as necessary, but the
minimum penalty must be -2.

** 10 applies to all specific internal
Furthermore, a character who has 90% cover | organ calls,
(or more) suffers one-half normal damage on a
failed save and no damage at all if a saving throw
is successful. This assumes, of course, that the Fireball, Lightning Bolt or whatever, hit
the cover. A man crouching behind a stone wall would be protected if a Fireball explod-
ed in front of the wall, but would not be protected by cover if the blast occurred behind
him, on his side of the wall.

The Effects of Darkness

You never know when the characters will get themselves into trouble. It could hap-
pen at high noon or close to midnight in the alley behind a pub. As you can imagine,
combar often presents itself at night, in dark caves and in areas of poor illuminarion.
Poor lighting causes creatures that typically live under the sun (like humans and pixie
fairies) to suffer penalties, whereas those that dwell underground and in darkness (such
as most undead and drow) suffer penalties in well-lighted conditions. Therefore, if the
opponent cannot be seen due to complete darkness (for normal creatures) or brighe light
(for underground dwellers) assess a —4 penalty to the attack roll because the opponent is
essentially invisible. Likewise, if the opponent can be seen as a blur, a darker shape thar
vaguely stands out, a dark form in the shadows (or light), or is otherwise vaguely dis-
cernable, assess bur a —2 penalry.

Called Shots

At any time, a player may announce thar his character is making a specific called shor.
A called shot suffers a penalty depending on where the shot is aimed (see Table 8V:
Called Shots). If the called shot succeeds, the atracker automatically scores a hit on the
desired location (which may then become disabled depending on the maximum damage
allowable for that location — see Critical Hit Tables (8HH through 8]]) for more info).
Furthermore, the attacker scores a critical hit on a roll of 19 or 20, bur the critical hir is
restricted to the called location and must actually hit the desired location as well (i.e. if
the die roll of 19 or 20 plus all bonuses and minus the applicable penalty provides a
result of a miss). Additionally, with called shots, the result of 20 is no longer always a
hie! See Table 8V: Called Shots.

Attacking Without Killing

There are times, oddly enough, when a character wants to defeat anocher being with-
out ki”ing it. A companion may have been charmed into attacking his friends (and his
friends don't wanr ro kill him ar this time), an enemy may want informarion the PCs
have so he may try to capture and torture them later, your NPCs may sirnply see the
monetary value of ransoming a wealthy PC, or local beggar mobs may simply want to
kick the snot out of the highbrow PCs.

There are three types of non-lethal attacks—punching, wresting and overbearing.
Punching is basic bare-fisted fighting, Wrestling is the classic combination of grappling,
holds and throws. Overbearing is simply trying to pull down an opponent by sheer mass
or weight of numbers, pinning him to the ground.

Punching and Wrestling

Punching is defined as when a character bludgeons others with his fists. Somerimes
you just need to have a knock-down drag-out good old-fashioned fist fight. There's just
nothing like the feeling of your lowly rownsfolk pummeling the snot out of a high and
mighty too-big-for-his-britches PC and rearranging his nose to nearabouts his ear. No
weapons are used, although wearing brass knuckles, an iron gauntler or similar irem can
be effective if you want to do more damage to an upstart PC,

Wrestling requires both hands free, unencumbered by weapons (other than natural
claws, etc.), shields and the like, and it's primarily for sissies, but if the players want to
do it, go ahead and ler them.

When punching or wrestling a normal attack roll is made. The normal Armor Class
of the target is used. If a character is attempting to wrestle in armor, the modifiers on
PHB Table 12D: Armor Modifiers for Wrestling are used. Normal modifiers to the
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attack roll are also applied. Penalties for being held (other than magically) or actacking
a held opponent do not apply to wrestlers. Wrestling involves a lot of holding and
twisting as it is, and the Damage Resolution System for punching and wrestling takes
this into account.

If the artack roll is successful, consule PHB Table 12E: Punching and Wrestling
Results to find the result of the artack: Cross-index the character’s modified artack roll
with the proper attack form. If, for Example, a character SuL‘ccssfu”y punchcd with a 16,
the result would be a jab (if he rolled a 16 on a successful wrestling attempt, the result
would be an arm lock). Punching and wrestling attacks can succeed on attack rolls of 1
or less (exceptions to the general rule).

Punch: In game terms, this type of blow has litde effect, bur using the names adds
spice to the bactle and helps you convey the results of the combar in more dramaric
fashion.

Damage: Bare-handed arracks cause only d2 points of damage. Penetration damage
does not apply to punching or wrestling artacks. Meral gauntlets, brass knuckles and che
like cause 1d6-1/1d6-2/1d6-3 points of damage against small, medium and large oppo-
nents respectively. Using these items during a brawl does allow penetration damage. A
character’s Strength bonus or penalty, if any, applies to punching atracks.

Punching damage is handled a lictle differently than normal damage. Only 25% of
the damage caused by a pummeling attack is normal damage. The remaining 75% is
temporary. For the sake of convenience, record punching damage separately from other
damage and calculate the percentage splic at the end of all combat,

If a character reaches 0 hit points due to punching attacks (or any combination of
punching and normal artacks), he immediately falls unconscious.

A character can voluntarily pull his punch, not causing any damage, provided he says
so before the damage is applied to his enemy. There is still a chance of a knockout.

% K.O.: Although a punch does very little damage, there is a chance of knocking an
opponent out. This chance is listed on the PHB Table 12E as “% K.O.” If this number

or less is rolled on percentile dice, the victim is stunned for 1d10 rounds.

Wrestle: This column lists the action or type of grip the character managed to get. A
hold is broken by a throw, a gouge, the assistance of another person or the successful use
of a weapon. (Penalties to the atrack roll apply to weapon attacks by a character who is
in a hold.)

All wrestling moves inflict 1 point of damage plus Strength bonus (if the attacker
desires) or penalty, while continued holds cause cumulatively 1 more point of damage
for each round they are held. A bear hug held for six rounds would inflict 21 points of
damage toral (1+2+3+4+5+6). '

Overbearing

Sometimes the most effective attack is simply to pull an opponent down by sheer
numbers. No attempt is made to gain a particular hold or even to harm the victim, The
only concern is to pin and restrain him. Clearly enough people (such as an angry mob)
could automarically pull down a single character if given the opportunity, but in the case
of a few characters per side, it becomes more dicey. Thus, I present to you the over-
bearing rules.

To overbear an opponent, a normal attack roll is made. For every level of size differ-
ence (1 if a Large attacker takes on a Medium defender, for example), the attack roll is
modified by 4 (+4 if the artacker is larger, -4 if the defender is larger).

The defender also gains a benefit if it has more than two legs: a -2 penalty to the
actacker’s roll for every leg beyond two. There is no penalty to the defender if it has no
legs. A lone PC attempting to pull down a Sturm Wolf would have at least a -8 penal-
ty applied ro the arrack roll (-4 for size and -4 for the wolf’s four legs).

If the attack succeeds, the opponent is pulled down. A character can be pinned if fur-
ther successful overbearing attacks are rolled each round. For pinning purposes, do not
use the prone modifier to combat (from PHB Table 12A: To-Hit Modifiers).

If multiple attackers are all attempting to pull down a single target, make only one
attack roll with a +1 bonus for each artacker beyond the first. Always use the to-hit
numhtr Uf rhc Wﬁﬂkcst ﬂ(tackel’ to ﬁgurﬂ fhﬂ Chal’l[:c OFSUCCESK, SiHCC COUPETﬂriﬂn ﬂ]wﬂys
depends on the weakest link. Modifiers for size should be figured for the largest arrack-
er of the group.

A giant and three pixies atccempring to pull down a man would use the pixies” attack
roll, modified by +3 for three extra arrackers and +8 for the size difference of the giant
(Huge) and the man (Medium).

Weapons In Nonlethal Combat

Sometimes one party makes the mistake of bringing nothing but their fists to a sword
fight. Such poor chumps will find these rules useful. While not very sporting, in this case
it’s a lor more fun to be the guy with the weapon. This is because the character attempre-
ing to punch, wrestle or overbear an armed opponent can do so only by placing himself at
great risk. An armed defender is automarically allowed to attempr a strike with his weapon
before the unarmed artack is made, regardless of the initiarive die roll. Furthermore, since
his opponent must get very close, the defender gains a +4 bonus to his artack and damage
rolls. If che attacker survives, only then can he artempr his artack.
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Those involved in a wrestling bour are limited to weapons of small size after the first
round of combat. You can't very well use a halberd on someone who has you in a head-
lock and is poking you in the eyes or hanging on your back biting off your ear. For this
reason, all NPCs looking to wrestle should carry a hidden dagger or knife to shove
berween the ribs of a would-be ear-biter PC.

Nonlethal Weapon Attacks

It is possible to make an armed atrack without causing serious damage (striking with
the pommel, for example). The character has a -4 penalty to his atcack roll for trying to
use his weapon in a way not intended (hey, these things were forged to kill, not pussy-
foot around). Roll damage normally in such cases. 25% of the damage (rounded down)

is actual, 25% is temporary, and the other 50% is ignored (never happened).

Nonlethal Combat and Creatures

The various non-human creatures at your disposal love nonlethal combat because it
favors them. Consider the following factors. First, unintelligent creatures will gleefully
bite, gouge, rip out the spine, or otherwise atcempt to maim opponents to the best of their
ability. In other words, they simply won't try to grapple, punch or pull opponents down.

SL‘UUIHL ﬂ[lll h(’.'.\i ()F i|”‘ |l".' l'lH“.lr'rll WEHPU”N nF Sllch creatures are }llwﬂys ll.\ﬂblc.
Unlike men with swords, an Owlbear or a rabid pit bull doesn't lose the use of its claws
and/or fangs just because a stupid character is very close to it. They sadistically go for
the voice box, groin or whatever they can damage.

Finally, and of greatest importance, creatures tend to be better natural fighters than
characters.

So the moral is simple. Gert the players to discard their weapons! You'll enjoy the
advanrage for a change.

Multiple Opponent Attacks: It is possible for as many opponents as will physically
be able to arrack a single adversary to engage in pummeling, grappling, or overbearing
actack modes. Avtack order must first be derermined. Attack from behind negates the
shield and Dexterity components of the tlcft'.nding creature. Hits are determined, then
r(‘.sulrs. ir‘l or(lt“r Uf :l[(RCI(.

Monsters using these attack modes will choose the most effective artack if they are
human or humanoid and have above average Intelligence, otherwise they will use the
modes in random fashion. Creatures will always attack to overbear if they do not use
weapons, except bears and similar monsters who seek to crush opponents by hugging
actacks (rhese are grappling).

Even if grapplcd. pummc]ud or overborne, monks are able to conduct open-hand
combat normally until stunned or unconscious.
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Striking To Subdue: This form of nonlethal combat is effective against some mon-
sters (and other creatures of humanoid size and type). The victim must have at least low
Intelligence and no greater than genius Intelligence. Subdual is useful against dragons
and their relatives (such as Wyverns, Dragonnes, Dragonnel, Chimerae, Basilisks, etc.)
as well as giants and the various giant-kin and other distant cousins of size Large or
greater (Bugbears, Gnolls, Ettins, etc.). Note well that creatures from other planes can-
not be subdued except on their home plane, bur this facr need not be common knowl-
edge! Player characters can never be subdued by this method.

Attacks to subdue use the flat, butt, haft, pommel or otherwise nonlethal parts of the
WCHPU“S L’(mccrnt:d bl" are uthcrwisc fh(: same as O[ht:r ﬂt[’ﬂck‘s. A_H subduing (lﬂmagc ih'
75% temporary with 25% of such damage actually damaging to the creature being sub-
dued. This means thar if 40 hic points of subduing damage has been inflicted upon an
Ettin, the creature has acrually suffered 10 hit points of real damage. Any attacks or
spells delivered for full regular damage automatically negate any chance of subdual and
the temporary damage inflicted to that point is removed as if the creature were healed
(e[.fl:ctivcly. it is no ]ungf:r tired, feels renewed vigor and now bL‘gins an aggressive battle
to the death).

When a creature has been subdued, it will not further attack the party that subdued
it. It will surrender if forced, but will actempr escape ar the soonest opportunity with a
reasonable chance of success. If it ever thinks it has the upper hand, such as when a
party gets smoked by a nasty Lightning Bolt trap that leaves them severely weakened, it
will actempr to slay them.

Turning Undead

One important, and potentially life-saving, combat ability available to clerics and pal-
adins is the ability to turn undead. This is a special power granted by the character’s
gawd. Druids cannot turn undead.

Through the cleric or paladin, the gawd manifests a portion of its power, terrifying
undead creatures or blasting them right our of existence. However, since the power must
be channeled through a morral vessel, success is not always assured.

When encountering undead, a cleric or paladin can attempt to turn the creatures.
Only one attempt can be made per character per round, but several different characters
can make attempts at the same time (with the results determined individually).

Attempting to turn counts as an action, requiring one round and occurring during
the character’s turn in the initiative order (thus, the undead may get to act before the
character can turn them). The mere presence of the character is not enough. Speech
ﬂnd gc-‘il“rCS ﬂn(l th' I-UI'CL'FI.II P]'L'.‘il.'ntélti(?n ﬂi.ﬂ I1(’ly .\)’ml‘ml are rcquirud S50 tl'".‘ Chﬂl'ilL'
ter must have his hands free and be in a position to speak. However, turning is not like
spell casting and is not interrupred if the character is arracked during the attempr.

To resolve a turning actempr, refer Table 12K: Turning Undead from the PHB.
Cross-index the Hit Dice or type of the undead with the level of the cleric (two levels
lower for a pﬂ|a(|in}. If there is a number listed, roll 1d20. If the number rolled is cqu;ﬂ
to or greater than thar listed, the attempr is successful. I the lecter “T™ (for “turned”)
appears, the atceempt is automartically successful without a die roll. If the letcer “D” (for
“dispel”) is given, the turning urterly destroys the undead. A dash (—) means thara cler-
ic or paladin of that level has no chance of turning that type of undead. A successful
turn or dispel affects d4 undead, a “T" or “D” result affects 2d4 undead. The closest
undead are affected first; they must be able to see the cleric and be within 20 feet.

Failure to score the number shown or greater means the rurning was unsuccessful.
No further atctempt by the cleric can be made with respect o the particular undead crea-
tures, and they may proceed to rip the failed character to shreds (perhaps ultimately din-
ing on his remains or worse) or otherwise operate unconstrained.

Turned undead bound by the orders of another (for example, Skeletons) simply
retreat and allow the character and those with him to pass or complete their actions.
Free-willed undead attempr to flee the area of the turning character, until our of his
sight, by moving directly away from his person at full speed and staying as far away as
possible. 1funable to escape, they circle at a distance, no closer than ten feet to the char-
acter, provided he continues to keep his holy symbol visible and presented forcefully.
Turn effects last not less than three nor more than 12 rounds. The turned undead will
be able to come back again, but they are subject to further turning by the cleric.

If the characrer forces the free-willed undead ro come closer than ren feet (by press-
ing them into a corner, for example) the turning is broken and the undead atrack nor-
l“'d”}’, [I1()l|g}1 []}Cy may b{f iurncd ag;lin.

Counter-Affecting Turning

Ifa cleric has just successfully turned a group of undead, an enemy cleric may attempt
to counter the trning. The countering cleric must be of the opposite alignment to the
original cleric. A good cleric can be countered by an evil cleric, an evil cleric by a good
cleric, and a neutral cleric by another neutral cleric. To counter a turning, the opposing
cleric makes a turning roll as if he were attempring to turn the undead in question nor-
ﬂlll“y. A SUCCess means [hﬂ[ [hC undﬁad are frced Of [h(’ Cffcc[s (Jf [h{: ﬁl'ﬁ[ C]Cl’ic's cﬂhr[s.
Note that countering a turning cannot restore any undead who were destroyed by a good
cleric. This counter may in turn be countered, etc. This process can continue until one
cleric fails to counter the effects of the other. Any undead who have clerical effects coun-
tered are unable to act on the following round.
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Evil clerics are normally considered to be in league with undead creatures, or at least
to share their aims and goals. Thus, they have no ability to turn undead. However, they
can attempt to command these beings. This is resolved in the same way as a turning
attempt. Up to 12 undead can be commanded. A “T” result means the undead auto-
matically obey the evil cleric, while a “D” means the undead become complerely sub-
servient to the evil cleric. They follow his commands (to the best of their ability and
understanding) undil rurned, commanded or destroyed by another.

Evil clerics also have the ability to affect paladins, turning them as if they were
undead. However, since the living spirit of a paladin is far more difficult 1o quell and
subvert, paladins are vastly more difficult to turn.

An evil cleric attempting to turn a paladin does so as if the cleric were three levels
lower than he acrually is. Thus, a 7th level evil cleric would turn paladins on the 4th
level column, He would have only a slim chance of turning a 7th level paladin (7 HD)
and would not be able to turn one of 8th level at all (using the level of the paladin as
the HD to be turned). All “D” results against paladins are treated as “T” results.

Assassination by PC Assassins

Eventually, your assassin PCs are going to ger tired of just spying, stealing and gather-
ing informarion like a simple thief - they’re gonna want to assassinate somebody! A PC
assassin must successfully spy on his target (see Table 2M: Spying Chance of Success)
before he can perform an assassination on that target. After a successful spying attempr,
if the PC can intentionally surprise his sleeping, helpless or otherwise unaware victim, he
may attack as described on Table 8W; Assassination Success. Remember, this has to be
intentional- it is the premeditated condition of this type of attack that eliminates the need
for a standard attack roll. Don't use the assassination rable if the player stumbles over a
sleeping Ogre or accidentally turns a corner and surprises a down-on-his-luck beggar.

Assassination attempts only apply backstab damage muldpliers (see Table 3QQ:
Backstab Damage Multipliers in the PHB) if the attack is actually made from behind.
Assassination attempts may be made with missle weapons, though the spying attempt
must be made art the level of Difficult or Extraordinary, regardless of the target or cir-
cumsrances.

Monster Charm Power

The magical charming power of creatures such as Nixies and Vampires is much more
powerful than that of the simple Charm Person spell. While it will eventually wear off,
until it does, the charmee is subject to mental commands by the charmer, unlike either
the Charm Person or Charm Monster spell. This means that a monster-charmed char-
acter does not need to speak the creature’s language to understand commands from the
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monster which charmed it, although only basic emotions or simple commands can be
mentally communicated to the charmee unless some murual language is common to both
the charmer and the charmee. While the charmed character is not an auromaron, he will
cerrainly hasten to carry out whartever instructions or commands are received from the
charmer, except those which are obviously self-destructive. This relatively complete con-
trol of the charmee’s mind enables the charmer to make the victim almost totally subject
to irs will, including giving up personal possessions, betraying associates and so forth.

Mental communication between charmer and charmee extends only to sight range or
up to a 60 foor radius if not in sight range. Magic circles of protection (spells or spe-
cially drawn) will break the communication link and seemingly cause the charm to be
broken, but unless magically dispelled, or until the power of the magic wears off, the
effect is again evident when the charmee is ousside such protection.

Psionics

The rules for psionics will be derailed in a later supplement. For now, any character
or creature who is the target of a psionic power is entitled to a saving throw vs. spell to
negate the power. Failure means they are subject to the psionic power’s effects.

Saving Throws

The term saving throw is common enough, coming to us from miniature wargames
and a certain HMPA—forced set of rule amendments to this hallowed game. Suffice it
to say that as a result saving throws were added to this game, and we will speak no more
of that event herein,

A saving throw represents the chance for the figure concerned to avoid (or ar least par-
tially avoid) the cruel results of fate. By means of skill, luck, magical protections, quirks
of fate and the aid of supernatural powers, the character making his or her saving throw
takes none or only part of the indicated results - spell damage, poisoning, being turned
to stone by a Medusa or whatever. The various saving throw tables are presented in full
below for characters, monsters and items as well. When someone or something fails to
roll the number shown or better, whatever is coming, comes in full.

Footnotes on all Saving Throw Tables:
Excluding polymorph wand attacks
2)  Excluding those that cause petrification or polymorph
3)  Excluding those for which another saving throw type is specified,
such as death, petrification, polymorph, etc.

Multi-class characters and characters with two classes check the marrix for each class
possessed, and use the most favorable result for the type of attack being defended against.

All monsters use the matrix for characters, Hit Dice equate to experience level, with
each additional +1 to +4 hit points moving the creature upward by one Hit Die (so +5
to +8 move the character upward 2 Hic Dice, etc.). Non-intelligent creatures save at an

Table 8W:
Assassination Success*
Level of the Intended Victim

0l 23 45 67 89 10-11 12-13 14-15 16-17 18+
() S L e L S 1 S o i =
LT S IR R R e sl L
3. 60% " st hase 3ss 0w T gL T
4 65% 60% 50% 40% 25% 10% 1% - - -
5 70% 65% . 55% 45% 30% 15% 5% - - -
6 75% 70% 60% 50% 35% 20% 10% 1% - =
BRSO S L AR AT T L R T SN M
5871 g% | BO% | 70%  60%' 45% 30% i 0% Clo% 2% -
ul9 95% 90% ' 80% 0% @ 55%  40% 30% 20% 5% -
'f, 10 99% 95% 85% 75% 60% 45% 35% 25% 10% 1%
£ 11 100%  99% 0% 80% 65% 50% 40% 30% 15% 5%
B 12 100% 100%  95% 85% 70% 55% 45% 35% 20% 10%
T I3 100% 100% 99%  95%  BO% 5%  S0%  40%  25% 15%
S04 100% 100% 100% 99% 90%  75%  60%  50% 35%  25%
IS 100% 100% 100% 100%  99%  85%  70% 60%  40% 30%
16 100% 100% 100% 100% 100% 99% 85% 70% 60% 40%
17 100% 100% 100% 100% 100% 100%  99% 85% 70% 60%
18 100% 100% 100% 100% 100% 100% 100% 99% B85% 70%
19 100% 100% 100% 100% ~ 100% ' 100% = 100% 100% 99%  85%
20 100% 100% 100% 100% 100% 100% 100% 100% 100% 99%

*Or attacks on magically sleeping and/or helpless opponents by any character class (see Special To-
Hit Bonuses).

The percentage shown is that for success (instant death) under near optimum conditions. You may
adjust slightly upwards for perfect conditions (absolute trust, very drunk and unguarded, etc.).
Similarly, you must deduct points if the intended victim is wary, takes precautions, and/or is guarded.
If the assassination is being attempted by or on behalf of a player character a complete plan of how
the deed is to be done should be prepared by the player involved, and the precautions, if any, of the
target character should be compared against the plan. Weapon damage always occurs and may kill
the victim even though “assassination” failed.
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experience level equal to one half their Hir Dice, rounded upward, except with regard o
poison or death magic (against which they save against ar full Hit Dice).

Most monsters save as fighters, except:

1. Those with abilities of other character classes gain the benefit of the most favorable
saving throw score be it cleric, magic-user or thief.

2. Those with no real offensive f‘lghling cap:lhi]iti;:s save ar;curding to their most close-
ly-related area of ability — cleric, magic-user or thief.

Ability Checks as Saving Throws

When a character attemprs to avoid danger through the use of one of his abilities, an
ability check can be used in lieu of a saving throw.

For example, Jonas the thief has broken into the ancient Pyramid of the Pharach
Ghanapicko when he enters your marvelously planned falling block trap in the alcove of
room 26b. You tell him he hears the grinding of stone from above and thar a five-ron
block of the ceiling is headed straight for him! He is going to need speedy reactions to
roll out of the way, so a Dexterity ability check should be rolled to see if he avoids the
trap. Now you can sit back and enjoy the unfolding drama as he squirms in his chair.
Savor these moments, they are some of the most rewarding of all!

Modifying Saving Throws

Saving throws can be modified by magical items, specific rules and special sitvations,
These modifiers can increase or decrease the chance of a successful saving throw.
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Modifiers that increase the chance are given as a number preceded by a plus sign.
Modifiers that make success more difficult are given as a number preceded by a minus
sign (-1, -2, etc.).

Ability Scores: High Ability Scores sometimes give saving throw bonuses. A high
Wisdom protects against illusions, charms and other mental artacks. Dexterity can give
a character a slightly higher chance of avoiding the effects of Fireballs, Lightning Bolts,
crushing boulders and other attacks where nimbleness may be a help (see Tables 1B and
1E in Chapter 1 of the Player’s Handbook). Of course, low scores in these abilities can
have the opposite effect, like thar tall skinny kid with the freckles in third grade that
always seemed to dodge into the ball rather than evade it.

GM Stipulations: You may assign modifiers to any saving throws as you see fit,
always keeping in mind game balance,

Rule Stipulations: Some attack forms will always give an adjustment to saving throws
because of the creature considered, e.g. a large spider’s poison attack is always at a plus
on the saving throw dice. Some arrack forms always receive adjustments against certain
creatures also. Check facts regarding the characters and/or monsters concerned. To be
wrong is to be an unskilled GM, undeserving of the title.

Magical Devices and Protections: Various magic items (rings, armor, shields, etc.)
allow saving throw dice modifications. In general, these modifiers are cumulative, unless
otherwise stated. Some spells will also cause such modifications. It is necessary to famil-
iarize yourself with all such information by having a working knowledge of both the
Hacklopedia of Beasts and the Player's Handbook, as well as this volume.

Table 12G (from the PHB): Table 121 (from the PHB):
Cleric Saving Throws Magic-user Saving Throws
Petrification, Petrification,
Paralyzation, Rod, HackFrenzy, Paralyzation, Rod, HackFrenzy,
Poison, Staff, or  HacklLust, Breath Poison,  Staff,or  HacklLust, Breath
Level Death magic Wand  Polymorph' Weapon®  Apology Spells’ Level Death magic Wand Polymorph' Weapon' Apology  Spells’
1 10 4 13 16 Mz - ] 15 | 14 1 13 15 17 12
2 10 14 13 16 14 15 2 14 I 13 15 17 12
3 9 14 13 16 14 i 3 14 I 13 15 16 I
4 9 13 12 15 13 14 4 14 10 12 14 16 I
5 93 13 12 15 13 14 5 13 10 12 14 15 I
[3 8 12 I 14 12 13 6 13 10 12 14 15 10
7 8 12 I 14 12 13 7 13 9 I 13 14 10
8 T 1 10 13 (}] 12 8 13 7 T 13 14 10
9 7 1 10 13 I 12 9 12 8 I 13 13 9
10 6 10 9 12 10 Il 10 12 8 10 12 13 9
I 6 10 9 12 10 1 I 12 8 10 12 12 9
12 6 10 9 12 9 I 12 12 7 10 12 12 8
13 5 9 ] I 9 10 13 i} 7 9 ] 1] 8
14 5 9 8 1 8 10 14 I 7 9 1 1 8
15 5 9 8 Il 8 10 15 1 6 9 1 10 7
16 4 8 7 10 7 9 16 I 6 ] 10 10 7
17 4 8 7 10 7 9 17 10 5 8 10 9 7
18 3 8 6 9 6 8 18 10 5 8 10 9 6
19 3 6 6 3 6 8 19 10 5) 7 9 8 6
20 2 6 5 8 5 7 20 10 4 7 : 8 6
T::": t':fs(:;‘;:‘ tﬁ‘ ::?3: Table 12) (from the PHB):
g Petrificad g Thief Saving Throws
etrification -
2 Petrification,
Paralyzation, Rod, HackFrenzy, .
F’o)i(sZZn Staff, or Hiu:kLusl:y Breath Fartiaation, Rod,. Hackhrenzy,
Level Death e W 4 4 Pol r;' Wi ' Apol Spells’ Poison, Staff, or  HackLust, Breath
ueve e " smaglc Iaan ks YT; L e;gon PCI’QOEY PIE9 # Level Death magic Wand Polymorph' Weapon’  Apology  Spells’
I I5 17 16 19 18 18 ' o = 1 e s S
g ik " i 5 i 7 2 13 14 2 1)L i g I5
3 3 13 14 12 16 15 15
3 2 1 e WA e 4 13 13 I 16 I5 14
4 13 15 14 16 17 16 5 12 12 1" 15 14 14
5 12 14 13 15 16 15
6 12 12 I 15 14 13
6 I 13 12 14 16 14 7 12 12 1 15 13 13
7 10 12 11 13 IS5 13 o i
8 12 " I 15 13 12
B 10 12 I ] 12 IS 13 I s i f
9 9 1] I 10 14 12 12
9 I 10 I 14 12
10 I 10 10 14 12 I
L s 0 4 89 s i Il 11 10 10 14 I I
I 7 9 8 9 13 10
12 1 9 10 14 I 10
12 7 9 8 8 13 10
13 10 9 9 13 1 10
13 6 8 7 7 12 9
14 10 8 9 13 10 9
14 5 i 6 6 12 8
15 10 8 ) 13 9 9
15 4 6 5 5 ] i
16 10 7 9 13 9 8
16 4 6 5 4 I 7
17 9 7 8 12 8 8
17 3 5 4 3 10 6 18 9 6 8 12 8 7
18 3 5 4 2 10 6 19 9 6 8 12 Sy 7
19 2 4 3 2 9 5 20 i 9 6 8 12 7 7
20 2 4 3 2 9 5
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Artifacts and Relics: Because of

Table 8X: I 2 3

Item Saving Throw g’:’:};’; Wty 14‘ :: :g
Attack Forms Cloth g 3
Column Attack Form ¢ Crystal orVial 6 19 14
| Acid 2 Glass 5 20 s
2 Blow, Crushing & Leather or Book 10 4 2
3 Blow, Normal § Liquid* 15 0 0
4 Disintegration 0 Metal, hard 7 6 2
5 Fall E Metal, soft or Jewelry** | St 9
6 Fireball (or breath) & Mirrort 12 20 15
o Fire, Magical Parchment or Paper 16 I 6
8 Fire, Normal (oil) Stone, small or Gem 3 17 7
9 Frost, Magical Wood or Rope, thin 9 13 6
Wood or Rope, thick 8 10 3

10 Lightning Bolt
1

Electrical Discharge/Current

** Includes pearls of any sort.

Table 8Y:
Item Saving Throw Matrix (Magical and Non-Magical Items)

* Potions, magical oils, poisons, acids while container remains intact.

*Silvered glass. Treat silver mirror as "Metal, soft” steel as “Metal, hard."
O If exposed to extreme cold then struck against a very hard surface with force, saving throw is -10 on die!

the very nature of these items, they
are subject to harm only from
other artifacts and relics or attacks

Attack Form Number by gawds or similarly powerful

4 5 6 7 8 9 10 Il beings. Typically, these items may
e e I 3 2 8 | only be destroyed in one or a
JEA L ey e 2 fahid 2 | handful of particular ways.

8 s Bl I I8 l Those items which do not
20 13 10 [ 3 F 15 5 ) 5 . .
20 14 117 7 8 17 | exactly conform to item descrip-
20 I 13 6 4 3 13 | tions in Table 8Y: Item Saving
T IS TSN (I b s e s DR 15 Throw Marrix (Magical and Non-
17 9l 6 2 I 19 1 | Magical Items) should be interpo-
1917 ol 5 | 16 | lated. It is assumed that the item
20 13 14 9 5 6 I8 I in question is actually exposed ro
20 0 25 21 8 2 20 | the form of artack, i.e. the blow
18 4 7 3 2 | 14 2 falls on the item, the fall is such as
20 2 18 il 9 | 10 | to not cushion the item, the fire
19 I 1 v 5 | 12 I

actually contacts the item, etc.
Items within conrainers thar afford
the necessary protection need not
save unless the protecting item
first fails its save, For example, a
scroll need not save versus acid if it

Circumstantial Adjustments: Such adjustments are quite similar to GM sdipulations.
That is, if a character in plate mail is standing in a pool of water holding a broad sword
in his steel-gauntleted hand when your clever NPC magic-user villain lobs a forked
Lightning Bolt at him at him, you just might wish to slightly alter his chances of saving,
In like manner, you might wish to give this same character one-half or NO damage from
a Fireball in the same circumstances. But of course, your NPC would never be THAT
stupid. t}mugh this situation could Basily oceur in the reverse. (In this same fashion you
may feel no constraint with respect to allotting pluses to damage so meted our to play-
ers, adjusting the score of each die upwards or downward as you see fit because of pre-
vailing circumstances.)

Certain Failure: As shown on the Saving Throw Tables, a 1 is ALWAYS a failure,
regardless of magical modifiers to the contrary. As GM you may be tempred ro adjusc
such failures according to prevailing circumstances, although any adjudication which
negates failure on a roll of 1 is not recommended ar all, is illegal and may result in loss
of credentials and dignity.

Poison Saving Throws For Monsters: There are exceptions to the death (or damage)
rule for poison. Any creature with a thick layer of fat (where blood vessels and nerves
are virtually non-existent) will be rorally immune to poison from creatures which are not
able to penetrate this fat layer when injecting their poison. All swine, Wereboars includ-
ed, will be in this protected class. Similarly, very large creatures poisoned by very small
ones are not likely to be affected. Even the poison of the deadly coral snake would not
be likely to harm a 120-foor long Giant Alligator. Giants would simply smash giant cen-
tipedes without fear of their poison - which would cause a swelling and rash, perhaps, at
worst. Whenever a situation arises where poison is involved, consider both of these cases
in reaching a decision.

Magic Armor and Saving Throws

The magical properties of the various sorts of magic armor will sometimes, but not
always, add bonuses to saving throw dice rolls made by wearers. All cases cannot be deale
Will). }‘(‘Jr thl’L‘ Wi” unduuhle(“y bC many SPﬂCiﬂl CirCllmStﬂrlL'CS W}ll(_h occur. Thtr:: are
guidelines, however, which will generally serve.

Saving ll'gnws will NOT be aided by magic armor against:

as,
Poison,
Spells which do not cause physical damage
petrification, polymorph, Magic Jar, charm.

Saving throw rolls WILL receive an armor bonus against:

Acid, except when immersion occurs,
Disintegration,

Falling damage,

Fire, magical and otherwise,

Spells which cause physical damage

Exception: Metallic armor will NOT add to savirig throws versus electrical attacks,
although nonmetallic armor will do so.

Of course, where no saving throw is permitted, magic armor does not then give such
an option unless otherwise stated.

Item Saving Throws

These saving throws are self-explanatory in general. It is a case of either the item sav-
ing or being destroyed by the attack form. Potions and liquids which do not make their
saving throws should be noted secretly by you - unless the player concerned has his char-
acter check to determine if the fluid was harmed. Such failure will not otherwise be
notable without examination and testing.

is carried in a sealed soft leather
scroll tube that makes its save versus the acid. Of course, if the tube fails its save and
dissolves, the scroll must then save. Likewise, if the save were against crushing blow, the
tube might make its save, burt the scroll could still be crushed. Use common sense in all
such instances.

Magical Trems: Magical items gain +2 on all rolls plus +1 for eich plus they have
above +1, i.e. +1 = +2 on saving throw, +2 = +3 on saving throw. Furthermore, the magic
item gains +5 on saving throws against attack forms in its own mode, i.e. Normal Blow

vs. Shield, Fireball vs. Ring of Fire Resistance or Fireball Wand.
Description of attack forms in Table 8X: Item Saving Throw Attack Forms.

1. Acid: This assumes a considerable volume of strong acid (Black Dragon or Giant
Slug spictle) or immersion for a period which would affect the item.

2. Blow, Crushing: This assumes that the item is struck by a weighty falling object
or a blow from an ogre’s or giant’s weapon, for example. Another example would
be a (ceramic) flask of oil or a (erystal or glass) vial of holy water hurled against a
hard surface or dropped from a height. A piece of cloth can be ripped or torn by
a crushing blow.

3. Blow, Normal: This assumes an attack by a normal-Strength opponent or only
fairly heavy object which strikes the object. This also applies to a (ceramic) flask
of oil or a (crystal or glass) vial of holy water hurled against a tough, bue slightly
yielding, surface.

4. Disintegration: This is per the magical effect.

5. Fall: This assumes the item falls about 5 feet and comes into contact with a hard
(stone-like) surface. A softer surface (wood-like) gives a +1 on the saving throw,
and a fleshy-soft surface gives +5. For each 5 feet over the first 5 feet the item falls,
subtracr -1 from the die roll to save.

6. Fireball: This is the magical Fireball, Meteor Swarm, (Red) Dragon breath, etc.
7. Fire, Magical: This is the magical Wall of Fire, Fire Storm, Flame Strike, etc.

8. Fire, Normal: This assumes a hot fire such as produced by a blazing wood fire,
flaming oil and the like. The item in question would have o be exposed to the
fire for an amount of time sufficient to have an effect, i.e. paper or parchment
for but 1 melee round, cloth for 2, bone or ivory for 3, etc.

9. Frost, Magical: This is the magical frost or cold such as a White Dragon’s breath
or spells such as Lyggl's Cone of Cold or Ice Storm.

10. Lightning Bolt: This is a magical attack from lightning called from the sky, Blue
Dragnn breath, etc.

11.  Electrical Discharge/Current: The “shock™ of an electric eel, magical items,
l‘raps. etc.

I E_] qu_a_nd Death

The heroic life of HackMaster carries with it unavoidable risks. If your players want-
ed to be safe they should have stayed in mommy's kitchen watching Barney episodes on
tape. In HackMaster, player characters ger injured...seriously injured. If you're doing
your job right, they'll be reminded of this fact often.

As | stated in the PHB, some pansified wuss-games (and [ use the term ‘game’ ever
so lightly here) handle damage in the ‘abstract.” They attribure hit points to some kind
of “sixth sense,” luck, combat skill and divine protection that somehow wears off after a
time. How preposterous! Whart complete and utter rubbish! Hit points represent quire
analytically exactly how much physical abuse a character can withstand before suc-
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cumbing to his wounds. Period. All characters and monsters have a number of hit
points. The more hit points a creature has, the mare physical damage he can take. Are
we to believe that a war horse can suffer the same physical damage as a peasant, bur it
merely has more “luck” or some kind of equine sixth sense that affords it more hit
points? How sad for those clinging to these foolish notions. Let them go play diceless
pastimes and leave you with the knowledge that you are a superior breed of gamer.

Damage is subtracted from a character’s (or creature’s) current hit point total. Should
your Ogre hit one of the player characters with an axe for 14 points of damage, those 14
points are subtracted from the character’s total hit points. Hit point loss is cumulative
until a character dies or has a chance to heal his wounds.

As characters gain levels they get tougher and can take more physical abuse. Take the
hero character in the first Terminator movie. Did you see all the physical abuse he took
at the hands of the Terminator? Was it luck? A sixth sense? [ think not; he was shor,
blown up and invelved in high speed accidents without a seat belt. Doesn't sound lucky
to me. In any case we KNOW he was high level. Thac was the whole point of those
kewl futuristic “flashbacks”: to show he was high level by giving us a first-hand account
of all the EPs he gained in combat! Duh!

Constitution measures a character’s health, fitness and endurance. Clearly this rating
affords additional hit points to the character. We know for a fact that professional foor-
ball players go through extensive physical training to increase their ability to take hits;
in other words to increase their hit points! Thus, Constitution logically adds to the abil-
ity of characters to withstand physical damage (and other ailments, plus farigue, etc.).

Wounds

When a character hits a monster, or vice versa, damage is suffered by the victiim. The
amount of damage depends on the weapon or monster’s natural weaponry. In PHB
Table 9T: Weapons, all weapons are rated for the amount of damage they inflict to
Small, Medium and Large targets. This is given as a die range (1d8, 2d6, etc.). For your
monsters, you'll find their damage ranges and statistics listed in the Hacklopedia of
Beasts under the monster’s specific entry. Note thar some monsters, typically humanoid
ones, but also some others, use weapons. For these you'll need ro consult the PHB chart,
but you'll also need to know the monster’s Strength bonus (or penalty) found in the rel-
evant Hacklopedia of Beasts.

Each time a hir is scored, the appropriate dice are rolled and the damage is subtract-
ed from the current hit points of the targer. An Ore thar attacks with a sword, for exam-
ple, causes damage according to the information given for the type of sword it uses, plus
Strength bonuses (or penalties). A Red-Bellied Armored Lizard that bites once and clubs
with its spiked tail causes 7-16 (d10+6) points of damage with its bite and 2-20 (2d10)
points with its tail.

Sometimes damage is listed as a die range along with a bonus of +1 or more. The
Horned Rager, is a good example (1d6+6). This bonus may be due to high Strength,
magical weapons or the sheer ferocity of the creature’s actack. The bonus is added to
whatever number comes up on the die roll, assuring that some minimum amount of
damage is caused. Likewise, penalties can also be applied, but no successful attack can
result in less than 1 point of damage unless chis is specifically called our as a possibility
(eg. 0-1 or 0-3).

Additional Bonus Damage

Damage Multipliers: One thing to always remember are the specific cases where your
NPCs and monsters can gain extra damage. Sometimes an attack has a damage
multiplier, e.g. a thief’s backstab. In this case, roll the damage dice twice, buc only
add the applicable Strength modifier and other modifiers into the first die roll.

Penetration Damage accurs when a monster or character rolls the maximum number
on any damage die. When this occurs the beast can immediately ger an additional
damage die of that type as penetration damage (buc not including any bonuses, just
as with multipliers). The result of the extra die, less one point (so penetration can
actually result in zero extra damage if a one is rolled), is added to the total damage.
This process continues indefinitely (bur there’s always only a~1 subtracted from the
extra die, even if it’s, say, the third die of penetration damage) as long as the dam-
age die in question continues to come up maximum. Armor absorption does not
protect against penetration damage and shields suffer additional damage from pen-
etration damage when it is being rolled against a shield. In the case of shields, any
damage in excess of the shield hit point toral is applied to the defender as usual
(though armor DOES absorb a portion of the first die that penetrates).

Follow Through Damage occurs any time a monster deals enough damage to anoth-
er monster or character to drop that character to zero or more. Any additional
damage can (atracker’s choice) be immediately applied to an adjacent defender (or
ally). Note that applying follow through damage may allow a dropped character
to live where he might have died because damage application to that character
stops when he is reduced to zero. If you want to make sure some over confident
PC is slain I strongly recommend against applying follow through. Follow
through damage does nor require an additional attack roll nor does it afford a sav-
ing throw. This process continues until all damage from the roll has been dealt,
or all adjacent characters are slain. Spells cannot exceed area of effect and where
applicable, spells and missile weapons must follow proper trajectory (i.e. there are
no magic bullets in HackMaster).

Chapter 8 — Combat: The Art of Hack

Trauma Damage

Pain and shock go hand in hand with grievous wounds. Being the single most
derailed and realistic role-playing game ever created, HackMasrer takes these factors into
account, of course. Any time a character (including most monsters) suffers damage in
a single round equivalent to half or more of its starting hit point total, that character
must make a threshold of pain check. The character must save versus death (add
Wisdom bonus to save) or fall to the ground incapacitated with pain for a number of
rounds equal to the amount his saving throw fell short of the required number. If the
character failed his save by 4 or more, he is also in shock. While in shock a character
must make a Constitution check each turn. If the character fails his Constitution check,
he will be affected as if under a Confusion spell for a turn. If he failed by 8 or more, or
runs the course of the confusion effect noted above, he then falls unconscious. An
unconscious victim of trauma damage must continue to make a successful Constirution
check each round or he will lose a point of Constitution. When the character’s
Constitution drops to zero, he dies. The abave effects can be stopped by rendering first
aid-related skill trearment or magical healing. Nore, these rules supercede the Resistance
to Excessive Injury Table in the prior edition.

Healing

Once a character is wounded, undoubtedly the cowardly PC will want to get him
healed, sometimes in licu of performing more exciting actions like continuing to sally
forth deeper into your dungeon of doom, Likewise, this may oceur if your monster
manages to survive a bartle injured, whether because the PCs fled like the yellow armaor-
wetters you know they are, or because your monster wisely escaped 1o gleefully become
a thorn-in-the-side another day, perhaps when most inconvenient for the PCs.
Characters can heal either by natural or magical means. Nartural healing is slow, bu ic’s
available ta everyone, regardless of class and is often the only method available to mon-
sters. Magical healing may or may not be available, depending on the presence (or
absence) of spell casters or magical devices. The only limit to the amount of damage a
character can recover through healing is the total hit points the character has. Healing
can never restore more hit points to a character than his maximum hit point roral. A
character cannot exceed this limit until he gains a new level, whereupon another Hit Die
(or a set number of points) is added to his total. Note that monsters can exceed their
maximum hit points by growing larger over time or surviving many battles.

Character Natural Healing

Average characters heal naturally at a rate of 1 hit point per day of mild activity. This
rate can be modified by high or low Constitution (see Constitution in PHB Chapter 1).
Mild activity is defined as low activity—nothing more strenuous than riding a horse or
traveling from one place to another. Your players will almost certainly try to do more
than allowable and claim their precious PC can sdill heal. Notso! Fighting, running in
fear, hastily donning armor, defending in melee or any other physical activity prevents
resting, since it strains old wounds and may even reopen them. If a PC engages in any
of these activities, hammer them the next morning by not giving the extra hir points
they think they've ‘earned’ through ‘rest.’

If a character has complete bed rest (doing nothing for an entire day), he can regain
3 hit points for the day. For each complete week of bed rest, the character can add any
Constitution hit point modifier he might have to the base of 21 points (3 points per
day) he regained during that week.

In both cases above, the character is assumed to be getting adequate food, water and
sleep. If these are lacking, the character does not regain any hit points that day, no mar-
ter how much he whines.

Monster Natural Healing

Humanoid monsters such as Ores, Goblins, etc. heal as do characters. The rest of the
monsters do not. Bur this is good news, because they heal faster! Again, advantage:
GM! If you think about this, it is most logical and obvious. Do not walves, dawgs, cats
and other common animals heal faster and more heartily than humans? Of course. So,
it is ludicrous to think that the same would not be true of the rest of the monsters.

Non-humanoid monsters heal naturally ar a rate of 2 hit points per day of mild
activity (light walking, picking berries, slow tracking, erc). Such monsters heal ar a rate
of 5 hit points per day if afforded complete rest, plus an additional Hit Point per hit
die above 2.

Magical Healing

Healing spells, potions and magical devices can speed the process of healing consider-
ably. The specifics of such magical healing methods are described in the spell descriptions
in the PHB (with annorartions herein) and in this exalted tome for magical items. By using
these methads, wounds close instantly and vigor is restored. The effects are immediare.

Magical healing is particularly useful in the midst of a bloody combat or to eliminate
the effects of a particularly grave wound (aka a critical hit).

Note well thar intelligent monsers that have magical healing available to them will
use it at an appropriate time. It's especially rewarding to have a monster use up magic
items that the PCs would otherwise gain if the monster had died withou their use, such
as Potions of Extra Healing, etc. Even if the monser is ultimately, slain, he's managed
to deprive the PCs of the healing benefits of its treasure!
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Table 8Z: Table 8AA:
- b:"‘;;ﬂ'e‘yc"e?" ff":“m?a:':e: ) Other Morale Check Modifiers Table 8BB:
abviously superior forc check each roun 0 e x

25% of party™ eliminated or shin  check at + 5% gzhh-:m :Il:ls:rting ; 1503; Morale Failure Results

Leader falls or appears down ~ checkat +'10% Chiefeain present -10% Failed By Result

50%+ of party™ eliminated or slain  check at + 15% « e e 6 v s 1% to 15% fall back, fighting

. S Inflicting casualties without receiving any 20%

Leader obviously slain or deserts check at + 25% Each ally slain +10% 16% to 30% disengage-retreat
" o ) Taking casualties without receiving any +10% 31% to 50% flee in panic

Such as in melee when one force is hitting twice as often as Each ally deserting TR 51% or greater surrender
the other. g i

+

* Or individual taking this much personal wound damage. R s U i G onjora o, e

Herbalism & Healing Proficiencies

Characters can also gain minor healing benefits from those proficient in the arts of
herbalism and healing. These skills are explained in PHB Appendix G.

Character Death

If a character or monster suffers a single blow that drops him to —4 hit points, he's
dead. If a character suffers a hit that drops him to 0 to 3 hit points in a single blow,
that characrer is fallen and bleeding to death. The character must make a Constitution
check against half his Constitution in order to remain conscious. He can do nothing
but bleed and speak in a soft voice (perhaps to bequeath an item or share a secret of some
import before his demise). He cannot fight, move or cast spells. Conscious or uncon-
scious, the character is dying and loses one hit point per round (ar the beginning of each
round) until someone either stops the bleeding using magic (even one point will do i),
healing skill, herbalism skill or successfully tends to his wounds by making a Wisdom
save against half his Wisdom. Each round a conscious character must make another
Constitution check to remain conscious. Any character reaching —6 hit poines or less
will have permanent scarring, If the character drops to —10, he is dead.

Death From Massive Damage

In addition to dying when hit points reach -4 or -10, a character also runs the risk of
dying abruptly when he suffers massive amounts of damage. A character who suffers 50
or more points of damage from a single artack must roll a successful saving chrow vs.
death or die.

This applies only if the damage was done by a single artack. Mulriple attacks roral-
ing 50 points in a single round don’t require a saving throw.

For example, a character with 94 hit points would be required to make a check if a
dragon breathed fire on him for 88 points of damage. The same character wouldn't have
to do so if four Trolls hit him for a total of 59 points of damage in that round. But more
than likely, in either case, your monster(s) will be finishing the chump off next round!

If the saving throw is successful, the character remains alive (unless of course the 50+
hit point loss reduced his hit points to -4 or below!). If the saving throw fails, the char-
acter immediately dies from the intense shock his body has taken.

The character may still be raised in the normal ways, however,

The best part about death from massive damage is thar it only applies to humanoids,
humans and demi-humans, NOT other monsters! Another nice litcle perk for you.

Inescapable Death

Luckily, you can create occasions when death is unavoidable, no marter how many
hit points a character has.

A character could be locked in a room with no exits, with a 50-ton ceiling descend-
ing to squash him like a bug. He could be Teleported into solid granite. He could be
trapped in an escape-proof box filled completely wich acid or buried. He could have his
throat cut while sleeping by the local drunk. He could be on the receiving end of a nasty
critical hit resulr (such as severed head). Or, an assassin could simply succeed in an assas-
sination attempt. While these examples are brutal (but very enjoyable to think about,
especially for certain characters), they could easily, and will likely, happen at some point
in the world of the HackMaster game.

Raising the Dead

Curative and healing spells have no effect on a dead character—he can only be
returned to life with one of the various Raise Dead, Reincarnation or Resurrection type-
spells (or a device that accomplishes one of these effects). Each time a character is
returned to life, the player must make a Resurrection survival roll based on his current
Constitution (see PHB Table 1C). If the die roll is successful (i.c. the player rolls equal
to or less than his resurrection survival percentage), the character is restored to life in
whatever condition is specified by the spell or device.

A character restored to life in this way has his Constitution permanently lowered by 1
point. This can affect hit points previously earned. Should the character’s Constitution
bonus go down, the character’s hit point rotal is reduced by the appropriate number of hic
points (the amount of hit point bonus lost is multiplied by the number of levels for which
the character gained extra hit points from that bonus). When the character’s Constitution
drops to 0, that character can no longer be raised. He is permanently removed from play.
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Morale

Morale checks are used to determine the amount of will to fight in non-leader NPCs,
and can be applied both to henchmen and hirelings of character types and groups of
intelligent opponent monsters (see also Loyalty of Henchmen & Hirelings, Obedience
and Morale). Various instances, detailed on Table 87: Morale Check Circumstances,
dictate when such characters must gut-check to see if they really want to stick around
and have a stake in the outcome (one way or another) or cut and run, Base unmodified
morale score for NPC characters is 50% plus 5% times the loyalty base associated with
their leader’s Charisma (PHB Table 1F). Creacures detailed in the Hacklopedia of Beasts
have a base morale of 5% times their morale raring as defined in that exalted collection,
Modifiers to morale are listed in Table 8AA: Other Morale Check Modifiers.

Morale Scores

Henchmen or Associated Creatures: For each creature rake the base morale (loyal-
ty) score and cast percentile dice. Adjust the score for penalties and bonuses. If the
adjusted score is equal to or less than the loyalty score, morale is good. If the number
exceeds the loyalty score, the creature will react according to Table 8BB: Morale Failure
Results.

Monsters, Intelligent: Each monster has a base morale of 5% times its morale rat-
ing (as found in the Hacklopedia of Beasts entry for the creature). 1f a morale check is
required, scoring and reaction are as stated above for henchmen, er al.

Morale Failure

The difference between the maximum score needed to retain morale and the number
actually rolled, as adjusted, is the % of morale failure, See Table 8BB: Morale Failure
Results for the specific action taken.

Pursuit and Evasion of Pursuit

There are two cases of pursuit and evasion of pursuit. The first is in underground sit-
uations, and the second is in ourdoor settings. There are various special circumstances
which pertain to each case, so each will be dealt with separately.

Pursuit And Evasion In Underground Settings

When player characters (with artendant hirelings and/or henchmen, if any), elect to
retreat or flee from an encounter with a monster or monsters, a possible pursuir situa-
tion arises. Whether or not pursuit will actually take place is dependent upon the fol-
lowing:

1. If the matrix or key states that the monster(s) in question will pursue, or if the

Hacklopedia of Beasts so states, then pursuit will certainly occur.

. If the monster or monsters encountered are semi-intelligent or under, hungry,
angry, aggressive, and/or trained to do so, then pursuit will be 83.33% likely to
occur (d12, 1 through 10).

. If the monster or monsters encountered are of low Intelligence but otherwise suit
the qualifications of 2., above, then pursuit will occur with the following proba-
bilities:

A. If the party outnumbers the potential pursuers, then pursuit is 25% likely (3
in 12).

B. If the party is approximately as numerous as the potential pursuers, then pur-
suit is 41.67% likely (5 in 12).

C. Ifthe party is outnumbered by the potential pursuers, then pursuit is 75% like-
ly (9in 12).
D. I condition C. exists, and furthermore the patential pursuers conceive of
themselves as greatly superior to the party, then pursuit is 100% certain.

When Pursuit Ends

Unless there are extenuaring circumstances, such as a ranger NPC or an Invisible

Stalker or a Slithering Tracker pursuing, then pursuit will end as soon as any one of the
following conditions is met:

If the pursued are faster than the pursuers:
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A. The pursued are in sight but over 100 feet distant; or

B. The pursued are our of sight and were over 50 feet distant when they have left
the perception of the pursuer(s); or

C. Pursuit has continued over 5 rounds, and the pursuer has not gained percep-
tibly upon the pursued.

If the pursued are of equal speed to the pursuers:,
A. The pursued are in sight bur over 150 feet distant; or

B. The pursued are out of sight and were over 80 feet distant when they left the
perception of the pursuer(s); or

C. Pursuir has continued over 1 turn, and the pursuer has not gained perceptibly
upon the pursued.

If the pursuer is faster than the pursued:

A. The pursued are out of sight and were over 200 feet distant when they left the
perception of the pursuer(s); or

B. The pursuer is unable to continue due to reasons of physical endurance.

Modifiers To Pursuit
There are several circumstances which will affect the pursuer. These are:

1. Barriers: Physical or magic barriers will slow or halt pursuit, i.e. a fallen portcullis,
a pool of burning oil, a swift river, etc.

2. Distractions: Actual or magic distractions will be from 10% to 100% likely o
cause pursuit to falter or cease altogether. For example, a Dancing Lights spell
moving away from a flecing party which has extinguished its light sources might
distract pursuers, just as a Phantasmal Force of a strong helper joining the pursued
might cause the pursuers to cease pursuit. Similarly, if the pursued passed through
or near some other creatures which would be hostile to the pursuing force, or at
least not friendly to the pursuers, then it is quite possible thar the creatures passed
through and the pursuers would become embroiled. The likelihood of any dis-
traction being successful is a marter for individual adjudication by the GM, using
HackMaster principles and common sense as they apply to the particular circum-
stances prevailing. There are also 2 sub-cases here:

A. Food: Food, including rations and/or wine, will be from 10% to 100% likely
to distract pursuers of low Intelligence or below, providing the food/wine is what
they find palatable. Roll d10 x 10% to find the probability, unless you have a note
as to how hungry or food oriented the creatures are. Add 10% to the resulr for
every point of Intelligence below 5, and give a 100% probability for non-intelli-
gent creatures pursuing. If probability is under 100%, roll the d10 a second time,
and if the result is equal to or less than the probability determined, then the pur-
suers break off pursuit for 1 round while the food/wine is consumed.

B. Treasure: Treasure, including precious metals, gems, jewelry, rare stuffs such
as ivory or spices, valuable items and/or magic will be 10% to 100% likely to cause
pursuers of low or greater Intelligence to be distracted.  Pursuers of low
Intelligence will have an additional 10% per 10 items (regardless of actual value)
dropped, i.e. 20 copper pieces have a 20% additional probability of causing a dis-
traction. The value of items dropped, known or presumed or porential, will like-
wise cause pursuers of average or greater Intelligence to be more likely to be dis-
tracted. For each 100 gp value or seeming value, add 10% to base probability. Rell
the d10 a second time to see if potential and actual interest are the same, just as is
done when food is used as a possible distraction. (Note, however, that very small
items of value - notably, gems and the like - would have a chance of going com-
pletely unnoriced in the heat of pursuit and that 20 coppers in a pouch count as
only one item since the pursuers witness the dropping of but one pouch, NOT 20
coppers.) If success occurs, the pursuer will be distracted for 1 round, or the
length of time necessary to gather up the treasure, whichever is the greater.

3. Multiple Choice: It will most often come to pass that the pursued take a route
which enables them to cause the pursuer(s) to have to make decisions as to which
direction the pursued took in their flight. Thus, at a branching passage where
there are 3 possible ways which could have been taken, there is a basic 2 in 3
chance that the pursuer(s) will take the wrong passage. Likewise, if there are a door
and a passage, there is a 1 in 2 chance of wrong choice. This base chance assumes
that the pursuer cannot see the pursued when choice is made, that sound does not
reveal the direction of flight, that smell does not reveal direction of flight, nor do
any other visual, aural or olfactory clues point to the escape path. As GM, you
will have to adjudicate such situations as they arise. The following guidelines
might prove helpful:

LIGHT: Straight line of sight near infinite, any corner cuts distance to 60 feet.

NOISE: Characters in metal armor can be heard for 90 feet, hard boots can be
heard at GO feer, relatively quier movement can be heard at 30 feet.

ODORS: Normal scent can be detected by creatures hunting or tracking by scent
for several hours - even in a dungeon setting, Scent can be masked with various
things - mustard powder, oil of citronella, crushed stinging nettle, etc.

Building Interiors: Treat these settings the same as one underground, as applicable.
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Procedure For Determination Of Evasion Underground: If it is discovered that a
pursuit situation exists, and the one side elects to evade rather than confront pursuers,
simply continue as if a melee were under way, but conducr ALL movement before com-
bat (so as to avoid moving segment by segment). Spells and missile fire occur on their
assigned segments so distance may need to be calculated on that particular segment for
range purposes. At the end of each round it is necessary to follow the procedures under
When Pursuit Ends to see if the pursued party has succeeded in evading the pursuers.
Keep track nort only of the route of flight, bur also of the amount of game time so spent,
as some pursuit will automatically cease after a set period withour confronration. Nore
also the Fatigue rules ser forth, herein.

Mapping During Flight: No mapping is ever possible during flight. Give no distance
measures in moving the pursued. Give no compass direcrions either! In facr, it is with-
in your jurisdiction to remove all writing implements and the map from the mapper. If
he complains, return the map, bur assess a 50% movement penalty and require Dexterity
checks to avoid falling since he is looking at the map rather than pursuing/evading,

Pursuit And Evasion In Outdoor Settings:

Pursuit in the ourdoors is generally similar to that in settings underground or indoors.
The three general rules of likelihood of pursuic apply. However, pursuit will certainly
continue until evasion is successfully accomplished. In ourdoor setrings, evasion is
accomplished in a different manner, the variables being the relative speed of movement
and size of the parties concerned and the type of rerrain over which pursuit takes place.
Available light is also a factor. The base chance and potential modifiers are listed in
Table 8CC: Outdoors Pursuit.

Procedure For Determination Of Evasion Outdoors: First, determine if a condition
of surprise exists, 1f the evading party has surprised the other party, evasion is auromar-
ic. If no surprise exists, then follow the procedure below. If the evading party itself is
surprised, then no evasion is possible, until after they are no longer surprised (and ar thac
point likely, there will be a confrontation or melee situation in any case, so they will need
to flee from combat before evasion can be attempred).

Find all modifiers for the evasion roll and calculate the total modifier. The pursued
party rolls percentile dice and adds/subtracts the modifier, and if the number generated
is less than or equal to 80%, then they have had immediate success at eluding the pur-
suers. Otherwise, pursuit continues

as in underground setting. If both

sides are oﬁr of range for ranged Table 8CC: .

attacks, check each time a condition Outdoors Pursuit

on Table 8CC changes (don't forget Base Chance of Evading Pursuit Qutdoors: 80%

fatigue and encumbrance!). In any Movement Speed Adjustment:

case, each game hour another eva- | | Pursuedis faster { -10%

sion check must be made just as is | Both partes are of equal speed 0%

initially done, with the added stipu- Pursuer is faster ; +20%

lation that any result of 100% or ) Terrain Adjustment

greater indicates immediate con- ’s’w";,d“”:"hp"‘“ W“‘:" | ""Isg:

ffon[a[ion - ~ Crub, rougl Ills, mars

Sl and no further chance of RS e P B

Size of Parties Involved Adjustment

Special  Note  Regarding Pursued party totals fewer than 6 creatures  -10%

Fatigue: Fatigue merely slows | Pursued party totals é-11 creatures 0%

movement and reduces combat | | Pursued party totals 12-50 creatures  +20%

effectiveness. Exhaustion will gen- | Pursued party totals over 50 creatures +50%

erally require a day of complete rest | | Pursuing party totals fewer than |2 creatures  +20%

to restore the exhausted creatures. Pursuing party totals 12-24 creatures 0%

Fatigue is based on a particular Pursuing party totals over 24 creatures -10%

character’s Fatigue Factor. The Available L'Sh': Ad]ustment

Fatigue Factor is calculated by mul- | | Hght'equal to full daylight +30%

tiplying half of the characters | Light equal to twilight +10%

Consrtitution (truncate all fractions) t‘gﬁ'::::‘:’l:::mwt o g:%

b his current Ellculnbfﬂncﬂ mﬂdi' " i =

ﬂ‘:r as shown in Table 8DD: bighe equil o darkipight . i 1

Encumbrance Modifiers.

Note that Severely encumbered individuals have a Fatigue Factor of zero. The Fatigue
Factor represents how many rounds of exertion it takes before a character must save ver-
sus fatigue. The fatigue save is an ability check calculated by combining the Wisdom and
Constitution scores (adding fractional values as well), then dividing the result by rwo and
truncating the result to an integer. A character must save versus fatigue each round that
he has exceeded his Fatigue Factor or temporarily lose one point of Strength and one
point of Dexterity (note that Strength loss can drop a character into a more encumbered
state, further degrading his Fatigue Factor).

Whether the check was successful or not, a

character still exerting himself must make Table 8DD:

another check the next round, so points can be Encumbrance Modifiers
lost round after round. If Dexterity drops to Encumbrance  Modifier
zero, the character can no longer move. If Unencumbered |
Strength drops to zero, the character passes into Tight 95
unconsciousness. Points lost due to Farigue TN IBREE s

Factor can be recovered by rest only. Each turn Heavy-laden 25

that a character rests completely (and performs Sevare " |

no other action including speech — he's breath- =

ing hard), he can make two Constitution
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checks, one each to recover one point from each Ability Score lowered due to fatigue.
Each round of exertion requires two rounds of rest. For example, a fighter exerts himself
for 6 continuous rounds and the melee ends. If another melee begins after he has rested
for 8 rounds, he begins that melee with 2 rounds of fartigue (6 - 8/2 = 2).

Now let’s take a look at an example: Smerlis the Cleric. Smerlis the Cleric wades into
combar against a group of Gnolls. He has a Strength of 12/37, a Constitution of 9/44,
A Wisdom of 16/92 and is carrying 84 pounds of gear {moderatr:ly encumbered). His
Fatigue Facror is 4 (9.44 x 0.5 = 4.72 truncared = 4). After five rounds of combar,
Smerlis must make a fatigue save to see how tired he is from fighting, Thanks to good
willpower (high Wisdom), his save is better than typical for a guy that cacches a lot of
colds (Constitution of 9/44); his Fatigue Save is (9.44 + 16.92)/2 = 13.18 or 13. He
rolls a 12 and is unaffected. After round six he rolls a 14 and now loses one point of
Dexterity (noting any AC change) and one point of Strength, dropping him to 11/37.
He'd better slay those Gnolls soon!

Now what happens after the bartle? Let’s assume Smerlis got lucky and defeated your
Gnolls on round 6. His new Strength score drops him to Heavy Laden and his new
Fatigue Factor becomes 9.44 x 0.25 = 2.36 or 2. Smerlis sits down and rests for 3 rounds
in the corridor when a wandering Giant Rar tries to drag away a Gnoll (and his rreas-
ure) before Smerlis can search the bodies. Three rounds was not long enough for Smerlis
to recover any points of Strength or Dexterity, but it does reduce his Fatigue from 6
rounds to 5 (3 rounds rest/2 rest required per point recovered = 1 round of fatigue recov-
ered). Smerlis drops his heavy backpack and extra weapons to lower his encumbrance
to 55 pounds or light and increasing his Fatigue Factor to 9.44 x .75 or 7. When he
attacks the Giant Rat, he'll only be able to melee for three rounds before he'll need to
save versus fatigue once again. Unfortunarely for poor Smerlis, four other Giant Rats
are now dragging his treasure laden backpack down a drainage pipe, just as you had
planned! Guess his Wisdom was not quite high enough.

Example of Melee

Party A (player characrers) is composed of:
Agtar the Axe, a 4th level fighter;

Avros, a Sth level magic-user;

Arius, a 4th level cleric; and

Anurra, a 2nd level thief.

They are hastening down a dungeon corridor in order to avoid an encounter with a
large group of Goblins, whose territory they are now leaving. It is a ten-foot wide corri-
dor and they are moving with the cleric, fighter and thief in a line in front, followed
closely by the magic-user. Suddenly they round a bend and confront party B (NPCs
who are earnestly engaged in squabbling over some treasure).

Party B is composed of:

Jackboy Brickhouse, a 6th level dwarf fighter;
Bulldar, a 1st level barbarian,

Biskal, a 4th level magic-user; and

Baornaiy, a 4th/Sth level half-elf fighter/magic-user.

First, the GM must determine which members, if any, of either party are surprised.
He rolls a d10 for party B (where the players can see it, since there are no secret modi-
fiers) and a 2 comes up. The leader for the players rolls and gets a 5 for party A. Party B
is surprised (since they rolled a 2), and will be inactive for 3 segments (the difference
berween As roll of 5 and B’ roll of 2). Note that Bulldar does not ger his surprise of 5
in 10 against party A, because his compatriots only surprise on a 3 in 10; the loud louts
ruined it for him. He does, however, retain his personal ability to be surprised only on
a 1 in 10, so Bulldar is nort surprised.

Next the GM needs to check the distance berween parties. His map indicates only a
20-foot stretch of corridor in which this encounter could occur. He rolls a d4 and gers
a 2. Muldiplying that by five feet indicates that the parties are only ten feet apart — suf-
ficiently near to close and strike,

Party A immediately recognizes party B as a group of “evil marauders” they were
warned against and moves to artack. First, Anurra the thief, who had her sling loaded
and our (as the player had stated previous to the encounter), fires a shot ar Biskal, who
is obviously a magic-user since his robes are covered with stars and moon symbols.
Anurra needs a 9 to hit. She rolls a 5, and misses.

Agtar the fighter rushes forward to artack the nearest opponent, who happens to be
Bulldar, the barbarian. Bad choice. The barbarian is not surprised and meets him
halfway, so these two will roll initiative normally with a two segment bonus (to indicare
thar they began acring during surprise) because they each need one segment to cover the
distance between them (5 feet each).

Meanwhile, Avros and Arius have been preparing spells with low casting times (first
level spells) and no material components. The cleric shouts a Command of “surrender!”
at Jackboy Brickhouse, but Jackboy is 6th level and thus gets a saving throw.
Furthermore, he is a dwarf with a Constitution of 16, and thus saves at +4. He there-
fore needs a 10 or better to save (instead of a 14). He rolls a 17 and saves easily.
Unfortunately for him, he is simultaneously hic by three Magic Missiles from Avros, the
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magic-user. Against these there is no save, and Jackboy suffers 10 points of damage (from
a possible 6-15).

As party B is surprised for 3 segments, party A has a chance to hit with melee weapons
in each segment as if they were full rounds. This does not apply to spell use, drawing
weapons or retrieving stashed items, of course.

In the second segment, Anurra chooses to drop her sling and unsheathe her sword.
A short sword’s speed factor is -2, but she must add 5 segments to draw a weapon. To
attack she would also need a segment to close the ten feet to the enemy. Since there are
only 2 segments left, she cannot attack before normal initiative commences. Note that
surprise will end before she can fully draw her short sword, so next round she will add
a +3 penalty to her initiative, bur she will be armed at least.

Arius the cleric readies his footman’s mace (speed factor 2 + 5 to draw. That's 7 more
segments, but because he has 2 surprise segments left he can draw the weapon with only
a 5 segment penalty to his initiative next round). Meanwhile, Avros steps back and won-
ders why he memorized a Fireball spell for a cramped dungeon crawl (his player loses
time shuffling through papers, hemming and hawing and wasting the GM’s time).

Now it’s time for normal inidative. Each character declares his intentions — everyone
is using or drawing a weapon except for Biskal and Avros. Biskal decides to cast a spell
(Shocking Grasp, which has no material components and a casting time of 1 segmen:}.
Avros finally settles on reading a Web scroll. While he need nor retrieve material com-
ponents for it, he has stashed the scroll in his pack so he will need time to get it ready.
Each of the other player characters rolls a d10 for initiative and adds or subtracts appro-
priate modifiers. The GM rolls party B's initiative and gets a 5.

With fast weapons and high Dexterity scores it is possible to have a negative result for
initiative. This does not indicate a negative segment, but merely the order in which the
very quick characters take their actions. Technically, all these characters move in the first
segment, the time difference between them too quick for most people to even see. In
this case, no one ended up with a negative initiative number.

Luckily for Biskal, he has prepared a Shocking Grasp spell = no material components
so he need not roll. He goes on segment 1 (the spc“’s casting time). He steps forward
and touches Anurra, the thief. She has no armor and a 15 Dexterity, giving her an AC
of 8, so Biskal needs a 10 to hit. He rolls a 15, delivering 1d8+4 points of damage.
Biskal rolls an 8, it's a grievous wound! Uh-oh, his second damage die is also an 8! Even
though that is only 7 points of damage, the rolls continue. Egad, another 8! Finally it
ends with a third grievous wounding die coming up with a result of 5. Thar’s another 4
points of damage, for a rotal of 30 (8+7+7+4 +4). There is no saving throw; Anurra has
only 23 hit points. She dies, having been electrocuted thoroughly.

Using his quarterstaff, which is always at hand and need not be drawn, Bulldar
attacks Agtar on segment 2 (initiacive roll 6, —1 for the staff’s speed factor and -1 for
Bulldar’s Dexterity, -2 bonus from surprise segments). Note thar had Bulldar rolled a 4
or less for initiative, he could have actacked in the surprise segments, then rolled again
to attack this round. Agtar wears chain mail and carries a medium shield for an AC of
2. Bulldar hits him on a base 16 to hit, and the +2 for a crushing weapon vs. chain mail
makes that a 14 and another +3 for a Strength of 18/09 makes it an 11. The GM rolls
a 10 - almost, but not quite! Unfortunately for Agrar’s shicld, it made the difference
here, so Bulldar deals 1d6+6 points of damage to it. He rolls a 5, for 11 total points of
damage — Agtar’s once pristine medium shield is severely damaged, absorbing all eleven
points. Agtar better not even let a fly land on thar thing; it is now worth only a +1 AC
bonus and has but one hit point left before becoming totally useless.

Agtar’s player also rolled a 6 for initiative, and a -1 for his hand axe’s speed factor and
-2 from the surprise segments indicates that he also goes on segment 3. Note thar as
with Bulldar, had Agrar rolled a 3 or less for initiarive, he could have attacked in the sur-
prise segments, then Tolled again to artack this round. Agtar attacks Bulldar. He rolls a
12 to artack, hitting for 9 points of damage. Bulldar only had seven hit points left, (he
was wounded previously and can't associate with clerics until nexe level), so he is ar -2
and bleeding to death. Bulldar can now make a Constitution check to see if he can
remain conscious. He's successful, but can only speak in a soft voice, imploring some-
one to help as his life slowly drains out at a rate of one hit point per round. Note that
he must make such a Constitution check every round or slip into unconsciousness.

Anurra’s player rolled a 9 for initiative. With her 15 Dexterity (-2 reaction adjust-
ment) and the -2 speed factor of a short sword, she would have gone on segment 5.
However, being dead, she cannor take any action for awhile.

No one goes on segment 6.

Jackboy Brickhouse attacks Arius on segment 7 (rolled a 2, -1 for his warhammer's
speed factor, +5 to draw the weapon, +1 to cover the six feet needed to engage). The cler-
ic's AC is only 6. Jackboy has +2 to hit due to his 17 Strength, and his warhammer’s
adjustment vs. scale mail is 0, so he needs a 5 or better to hit. He rolls a 12 and his for
9 points of damage (including his 5 points of bonus damage from Strength).

Arius then gets his normal attack (on segment 8: 1 for initiative, +2 for the speed fac-
tor of a Foorman’s Mace +5 from drawing the mace last round) and artemprs to hic
Jackboy Brickhouse. The dwarf is clad in splint mail, but he is carrying an enchanted
+2 Small Shield, so his effective Armor Class is 0. Arius needs a base 16 to hit AC 0,
but using a mace (a crushing weapon) against splint mail gives him an adjustment of -2
to hit, so he really needs an 18 or berter! He rolls a 15. This means thar Arius did not
strike Jackboy bur he did hit his shield. The shield, instead of Jackboy, takes 4 points of
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damage. Now it's battered enough to lose one rank of AC so it drops to a +1 magical
bonus, leaving Jackboy Brickhouse with an Armor Class of 1.

No characters move in segment 9.

Baornaiy, the fighter/magic-user, uses his broad sword which has a 0 speed factor but
takes an extra 5 segments to draw, so after rolling a 4 with no reaction adjustment and
a +1 for moving 10 feet to engage, he goes on segment 10. Baornaiy needs a 9 or ber-
ter to hit Arius, and he rolls a 9 exactly, hitting for 7 ore points of damage (2d4 came
up 1 and 4, penetration die came up 3, no Strength or magic bonuses). Even though
his armor absorbs two points of that (and now only has 5 hit points left before it gets
degraded to AC 7), Arius is starting to have second thoughts about this whole affair.

Meanwhile, Avros the maroon had the scroll in his pack. He needs 2-5 (1d4+1) seg-
ments to find the scroll case and another 1d4 segments to unscrew the cap, take our the
scroll, unroll it, clear his throat and begin reading the spell. Rolls of 3 (+1) and 4 total
to 8. A Web scroll takes 2 segments to read, just as a Web spell takes 2 segments to cast.
On segment 10 it takes effect. The Web strerches from wall to wall and entangles
Jackboy, Baornaiy (simultaneously with his strike on the cleric), the bleeding Bulldar,
Biskal and the unfortunate Arius, who was too near to avoid gerting caught (the official
HackMaster Tactical Combat Miniatures™ on the rable show the relative locations of
all the characters). All attempt saving throws, but only Jackboy Brickhouse makes his,
and thus is only partially entangled (there being no way to completely avoid the Webs).
However, even his 17 Strength will not enable him to escape the Web in time to avoid
being subsequently subdued or killed by Agrar. The melee is eftectively over; Arius can
be helped our of the Web by his friends (or not — he’s been whiney of late), while
Baornaiy and Biskal are basically helpless to avoid whatever the player characrers have in
mind for them and Bulldar likely bleeds to death, unnoticed by the victors.

As you can see, a large number of things can happen in each round of melee, yet this
whole fight took only a fraction of a minute. Some melees will last far longer.

It may seem ar first as if there is a tremendous number of confusing variables thar
modify the action, but you will be surprised at how quickly you will be able to conduct
a complicated melee and routinely cover every point. An experienced GM can do it with
only an occasional reference to the tables (though it is not recommended thar you try
this - wait until it comes naturally). The main thing to remember is to do everything in
an orderly, step-by-step fashion. Deal with your players’ actions and reactions one by one
instead of all at once, or you will never be able to keep track of whar round it is, and
who's doing what when.

Critical Hits

Any time a character rolls a natural 20 on his to-hit rolls, he has scored a critical hit.
This is one of the most exciting (or feared if you rolled it!) moments of the game. The
critical hir procedure appears complex on the surface, but it goes rather smoothly if you
simply follow the rules and roll diligently. Each weapon type (crushing, hacking and
puncturing) has its own table on the next few pages (Tables 8HH to 8]]). Use the table
appropriate to the weapon at hand, If the weapon has more than one type (such as many
polearms), the wielder may choose what type of damage he wishes to do BEFORE the
locarion and severity dice are rolled.

Critical Hits Procedure

The player that rolled the critical hit immediately rolls a 10,000 and applies the rel-
evant size modifier (simply +/-1,000 per size artacker/defender size category difference,
see Table 8EE: Critical Hit Location Size Modifiers) to determine the general location
of the attack on Table 8HH through 8]]: Critical Hit Locations and Effect, on the fol-
lowing pages as applicable for the appropriate weapon type. These locations are spe-
cific to each general weapon type (hacking, crushing and puncruring). For all
rolls excepr 9101-9800 an even result is to the right side of the body and an odd resulr
is to the left.

While all this excitement is going on, you will calculate the base severity level for the
character that scored the critical hit using the following formula: the defender’s AC -
the artacker’s chance to hit AC 15 + the attacker’s current to-hit modifiers. To simplify
things, make sure your players all record their base severity modifier (everything but the
opponent’s AC) for each of their weapons on their record sheets (but be certain not to
explain thar the base number is their chance to hit AC 15 or clever players will calculate
their chance to hit in general and the AC of opposing monsters). So, for example, a first
level thief with 10/26 Strength and a +1 Leng Sword would have a base severity modi-
fier of: -5 (-1 x chance to hit AC 15) +1 (sword) =-4. A third level fighter, specialized
with a bartle axe, a +2 axe and 16/78 Strength would yield: -1 (-1 x chance to hit AC
15) +1 (specialization) +2 (axe) +2 (Swength)=+4. If each of these characters critically
hit a guard with AC 5, their base severity levels would be: 1 (thief) and 9 (fighter).

Specific armor in a specific location (or lack thereof) will modify the severity level of
a hit. For example, if a character is wearing leather armor (AC 8), but has on a great
helm (AC 0), any hit to the head would add 0 to the severity level, while any hit to his
body would yield a +8 bonus. If he were not wearing leather gloves, gauntlets, etc., any
hit to his hands would indicate a whopping +10 bonus (AC 10). So it pays to buy those
little extras for your main NPC villains. Ler the players find out about this little gem of
a rule on their own!

Once base severity level is calculated, have the player roll a d8 and add this to his base
severity level ro give the final severity level of his crit. A result of 8 necessitates another
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Table 8EE:

Critical Hit Location Size Adjustments
Attacker Size
T S M L H G
@ T dl0000 d9,000+1,000 d8,00042,000 d7,00043,000 d6,000+4,000 d5,000+5000
% S d9.000 d10,000  d9,000+1,000 d8,000+2,000 d7,000+3,000 d6,000+4,000
LM d8oo0 d9,000 d10,000  d9,00041,000 d8,000+2,000 d7,000+3,000
E L d7,000 d8,000 d9,000 410,000 d9,000+1,000  d8,000+2,000
S H. 6000 7000 dgoo0  d9000  dI0000  d9,000+1,000
G d5.000 d6,000 d7,000 d8,000 d9,000 410,000
Note that the above does not apply if the smaller character can fly or otherwise has access
to the upper parts of the larger creature (on a ledge for example). In these cases you will
need to eliminate or lessen the modifier. Finally, the above table does not apply to missile
weapons.

d8-1 roll that is added to the first roll and so on. Likewise, if a 1 is rolled, a d8-1 is sub-
tracted from the previous roll, with the process continuing if necessary. You, the GM,
will then cross reference the final severity level with the hit location and read the result.
Severity results of zero or lower indicare a normal hir (just roll damage and deduct hit
points as per a normal successful strike), while results of over 24 use the result of 24 any-
way (24 is the highest possible severity level and is plenty nasty already). The codes on
the Critical Hit Tables describe the effects of each particular critical hit in detail (the key
for the codes is on page 118, Critical Hir Effect Explanations). You should elaborately
describe the hit based on whatever the circumstances dicrate.

Size Differential Modifier to Critical Hit Location

Smallish creatures have trouble smacking big ones in the chops, Think of the wing-
less pixie fairy in armor throwing a hook at a Troll. If he’s lucky, he'll hir the baddie in
the knee. Now think of the reverse. The Troll’s likely to bop him on the head, but will
find it virally impossible to get the litle bugger in the hamstring. Accordingly, we
have taken this into account with Table 8EE: Critical Hit Location Size Adjustments.

Additional Critical Hit Effects

Aside from the specific effect indicated by the table, there are certain other universal
effects thar the defending character suffers when struck with a critical hit. Regardless of
severity level, all defenders suffer a massive contusion (bruise) that lasts for a number of
days equal to 20 minus their Constitution (with a minimum of one day). If the bruised
area is injured again before it heals, the character will take an additional point of dam-
age per injury. Additionally, critical hits of severity level 5 or higher eliminate the
wounded character's ability to apply follow through damage until the wound is fully
healed. Critical hits with severity level 10 or higher eliminate the characrer's ability to
critically hit others. Finally, critical hits of severity level 15 or higher eliminare the char-
acter's ability to do penetration damage.

Maximum Body Part Damage Modifier

Clearly, certain body parts can withstand more damage than others. For example, if
a character has 100 hit points, his hand is worth at most 10 for a critical hit, while a fin-
ger might only be able to withstand 1 point of damage and his chest the entire 100.
Therefore, when critical hit results indicate damage to a specific body part, we must look
at Figure 8.2: Maximum Critical Damage Modifiers to derermine the most that partic-
ular body location can withstand before it is removed or disabled. In cases where the
specific location can withstand less punishment in hit points than has been dealt by the
critical hir, a reduction in bonus damage to that of the body part is necessary. In no case
should damage be reduced to less than that of the standard damage roll prior to any crit
bonuses; here the hit is assumed to have continued and hit another portion of the body
to deal the remainder.

For example, let’s assume Tom the dwarf is facing off against a Lizardman with 24 hir
points. Tom gets lucky and rolls a cric with his long sword, delivering a brutal hit to the
Lizardman’s left elbow. His normal damage was 2 points, plus another 6 for the crit.
Figure 8.2: Maximum Critical Damage Modifiers indicates that the elbow can sustain
up to 25% of the character’s hit points from a creitical hit, or 6 hit points in this case.
Since the bonus damage is equal to 6, Tom can deliver the full additional damage for the
crit. Had his normal damage roll been a 7, he still would have delivered 7 damage, plus
6 for the crit.

The Permanancy of Critical Hits

The probability of permanent scarring from any critical hit is 5% times the severity level
of the hit. Thus, a severity level of 10 would produce permanent scarring 50% of the time.
Just as you should elaborately describe the hit and its effects, you should elaborately
describe any scarring to the PC as a scar can be a source of great pride or great shame.

Any crit of severity level 13 or higher or any crit that indicates damage to tendons, lig-
aments, bones, concussions, nerves (parylyzation) or severed limbs will not heal normal-
ly. Ifleft to heal naturally, 50% (round up) of the ability reductions, movement penal-
ties, etc. will remain permanently. 1f cured by magic, 25% will remain permanently. If
movement reduction occurs, the character will have a limp. If a fracture, that body part
will have a lump or disfigurement, etc. A Cure Critical Wounds spell can cure one crit-
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Table 8HH:
Critical Hit Location and Effect: HACKING WEAPONS

Severity Level

The HackMaster GameMaster’s Guide

Roll Location | 2 3 4 5
1-100 Foot, top | | 3 3 Aml
101-104 Heel L | 3 ] 4ml
105-136  Toe(s) | (et 3 4mi
137140 Foot, arch [ [ 3 3 4ml
141-170 Ankle, inner [ | 3 4m| 6ml
171-200 Ankle, outer | l 3 4ml 6,ml
201-220 Ankle, upper/Achilles 1 I 3 3 4ml
221-964 Shin ] 1 3 3 4
965-1,006  Calf 1 1 1 3 4ml
1,007-1,118 Knee [ | 3 4ml 6ml
1L119-1,132 Knee, back | | 3 4 6ml
1,133-1,216 Hamstring | 1 4ml 6ml 6,m2
1,217-2,000 Thigh l 3 4ml ' 6ml 6,m2
2,001-2,330 Hip - | 3 4ml 6ml 8m2
2331-2405 Groin (Maleonly)  LEhl  3fhl 4602 4mlfh2  6mlth2
2,406-2,435 Burttock | 3 4 6 8
2,436-2,570 Abdomen, lower 3 4 6 8 x2
2,571-3,020 Side, lower | 3 4 6 8
3,021-3,110 Abdomen, upper 3 4 6 ) x2
3,111-3,125 Back, small of 3 4 (1 8 x2
3,126-3,155  Back, lower 3 4 6 8 x2
3,156-3,425 Chest 3 4 6 8 x2
3,426-3,455 Side, upper 3 4 6 8 x2
3456-3,485 Back, upper 3 4 6 8 x2
3,486-3,500 Back, upper middle 3 4T 8 x2
3.501-3,820 Armpit I 1 4 6 B
3.821-4300 Arm, upper outer 1 1 4 6 6
4,301-4,492 Arm, upper inner I 3 4 6 6
4,493-4,588 Elbow 1 1 3 3 4
4,589-4,684 Inner joint I [ 3 3 4
4,685-5308 Forearm, back IR 4 6 6
5.309-5836 Forearm, inner R T 6 bws
5837-5,908 Wrist, back | 1 3 4ws Awsal
5,909-5,980 Wrist, front I 3 3 4ws dwsal
5.981-6,052 Hand, back [ [ 3 3 4
6,053-6,076 Palm | [ 3 3 4
6,077-6,220 Finger(s) I I 3 3 4
6.221-7,180 Shoulder. side | 3 4 6 6
7,181-9,100 Shoulder, top | 3 4 6 8
9,101-9,121 Neck, front 3 4 6 8 x2
9,122-9,142 Neck, back 3 4 6 8 x2
9.143-9,373  Neck, side 3 4 6 8 x2
9.374-9,653 Head, side 6 g g, x2f x2aldlf
9,654-9,688 Head, back lower 6 B w2 x2.f x2d1f
9,689-9,768 Face, lower side 4 & 8 x2, xaf
9.769-9,788 Face, lower center 4 6 8 x2, x2f
9,789-9.823 Head, back upper 6 8 x2, X2, x2al,dlf
9,824-9,903 Face, upper side 6 8 x2, x2f x2aldlf
9.904-9923 Face, upper center 6 T B «@f  xaldif
9,924-10,000 Head, top 8 X2, x2f x2aldlf | x2a2,d2f

6 7 8
4m| btlm2 6,tl,m2
4ml b.tl.m2 6.tl.m2al
4ml belm2 belm2
4ml 6tl,m2 6,tl,m2al
6,m2,f 8.m2f x2,d1,m3fel
6m2f 8,m2f x2,d1,m3fel
4ml &ml 6,m2

4 6ml 6ml
4ml &ml 6m2
6m2f 8m2f x2,d1,m3.fmtl
6ml Bm2 x2.dl,m2
Bm2 x2.d1,m3 x2,d2 fm4
8,m2 x2d1,m3 x2,d2fmd
x2,m2 x2.dl,m3 x2,d2.fim4

6mlfh3  Bm2fh3 8m2fh4
x2 x2,ml x2ml
*x2,ws x2,ib x2,ib.f
x2 x2al x2alws
x2ws %x2jb x2ib.f
X2ws x2lb x2wib
x2ws *2,b x2lbf
x2.ws xLwsbl x2wbl
x2,ws x2ws.bl x2wbl
x2,ws X2ws x2w
xLws xQws xqw
x2ws xLalws x2alws
B X2 x2ws
8 x2 x2.w3
4alws 6,al ws 6.al,ws
4al bal 6,al,ws

8 %2 X2 Ws
Bws X2 ws *2ws

bwsal Bwsal Bwsal
6wsal Bwsal Bwsal

4 6.l 6tlal

4 6 6

4 bl bl

8 x2 xws

x2 x2alws x2alws
x2wsaldl  x2waldl x2faldl
Qwsaldl  x2waldl  x2faldlp
®2wsaldl  x2waldl x2faldl
x222d2f  x3a2d2f x3a3.dif
' x2ald2f  x3alddf x3,a2,d3f
x2al,f x2adu x3mtlad,
dif
x2aldlf  x2a2d2u x3,a3,d3f
x2,a2,d2.f x3.a2,d2f, x3,23,d3f
x2,32d2f  x3a2,d2f, x3a3 dif
%2,a2.d2f | x3a2d2f *x3a3,d3.f
Cadadaf x3a3,d34 x3.a3,d3.f

numeral X - extra damage of dX type xX - X times the damage

sX - reduce Strength by X dX - reduce Dexterity by X

pb - bleed to death in Con/2 rounds Ib - |d4 damage/hour; Con check or shock
ml - 50% move for | rd, 10% for 2d4 rds ~ m2 - 50% move for 2 rds, 25% for 2d10 rds
m5 - m4, then 25% for 1d12 days mé - 75% for & hours, 50% for 2d12 days
ml0 - 75% for | week, 50% for dé months

Is - limb severed; pb unless finger or toe

w - drops carried weapons or items
hX - loss of X Honor
m3 - ml, then 25% for 1dé turns

m7 - 75% for & hours, 50% for 4d12 days
bfX - p if spine; ws if arm or shoulder; 30% chance of pb; 30% chance of ib if torso

mc - temporarily gains migraines flaw and headache. 3% x severity level chance of seizure disorder flaw

sc - temporarily gains migraines and short term memory loss flaws. 5% x severity level chance of seizure disorder flaw

X - ws if arm, shoulder or hand: p if leg or arm, shoulder or hand; 30% chance of pb

9 10 I 12 13
8.elim3 Blmi x2el.md x2cl,md xdel,ms
Btl.mial 8l m3a2 x2,tlim4.a2 x2rla2dlméd x2,tl a2, d2ms
Belm3 8tlm3 x2elmé x2itl,md4 x2,tl,m5
8tl.mlal 8.xl.m3a x2,tl,mda2 x2.tla2,dlm4 x2,tl,a2,d2.m5
x2,d2.fm4.cl x2,d2.fm5.cl x2,d2.fim5,tl *x2,d24m5.cl x2.d2.bl.el,
fim5
x2,d2fm4.tl x2,d2fm5.cl x2,d2.fm5.cl x2,d2.fm5.cl x2.d2.bl.xl,
fim5
8m2 x2,d1,m3 *2,d2.fim4 x2,d2fm5 x2,d2.6m5
Bml 8.dlml x2,d20m1 %2,d2,f,m2 x2,d2.fm2
8,m2 x2.dlm3 *2.d2fm4 *2,d2,m5 %2.d2.f,m5
x2,d2.fm4.cl x2d2fmSmtl  x2,d2fmS.cl x2,d2fm5,tl x2.d2,meltl,
fms
x2,d2,,m3 %x2,d2,fm3 x2,d2,fm4 x2,d2.fm4 x2.d2.cl,
f,m5
x2,d2fmS x2,d2fm5 ¥2,d2.m5,mtl x2,d2,mel fim5 x2d3l,
f,m5
x2,d2im5 *2,d2f,m5 x2,d2.fm5 x2,d2,mt2fm5 x2,d3.el f,
mS,mt2
x2,d2,b1fmS *x2d2blfm5  x3,d2,ibl,m5 x3,d2bm1fm5 %3,d3,bf2,(mS
*2m2fh4 x2md,(hd *2.m3fh5 x3,m3,(h5 x3,m4,fhS
x2,m2 x2,m2,mtl x3,mi x3,mid| x3,midl bl
x3wsvl x3,wlb,f wdwylf x3,mtl w,ibf x3,mtl 2wl
x2.a2,ws x3.a2,ws,mel x3,a2ws;mt| x3,a2,ws x3a2w
x3wsvl x3,w,ib,f a3 wylf x3,mel wiib,f a3l v2wi
x2wmt| %x3.wib %3,w,mtl.ib x3,mtl,wib x3mtlvlw
xdws.bl *3wib.f x3wbl f x3.mel wib,f x3Imel bl wf
x2wbl.ib x3wbl %3, w.bm2 x3.bfLw,ib x3,mtl b2w
®x2wblib x3wbl %3 wbml| x3.bm 1wyl x3.blvlw
x2w,mt| x3,w,mtl I wf x3.blw x3mtl fw
x2wmel x3w,mtl x3wf x3blw admel fw
x2adws x2a2ws x2a3.dws x2addlw x3a3dlw
x2alws *2alws x2,2,ws X2a2.ws *2adws
x2al,ws x2alws x2,a2,ws x2,a2,ws x2,a3ws
8adws Balwtl x2a2wel x2waltl *x2wadtl
Balws Balws x2,a2,ws x2walel x2wall
x2alws *2alws x2alws x2a2ws x2.adws
x2alws x2alws *Qalw xladws x2a3.ws
Bwsaltl Bwalrl Bwalel x2waltl x2wa3d tl
Bws,altl Bwaltl Bwaltel x2watl x2,wadtl
Btlal Bela2 x2;tl a2 x2,tl a2 x2,tl.a2
bel b.tlal Btlal 8tla2 x2,tla2
Bel Bl x2tl w2l x2.tl
x2alws x2alws *2a2,ws *2alws *2adws
*x2a2ws *Ladws *x2a3d | ws *x2addlw x3aldlw
x2,a2,d2.f x2,22,d2 fmc x2,a2,d2.fmc x3,23,d3u x3,a3,d3,u
x2a2d2fp x2a2,d2fp x2a2,d2fp x3a2,d3u x3a24d3,.u
x2a2.d2f x2a2.d2fmc x2a2,d2fp x3,a2,d3 fmel x3,a2,d3 fmel
x3a3 i, x3adddf  xdadddfme x4 fsc xAa5,dS usc
x3addifp x3add4f x3a3ddfme x4a3 ddfiscp x4ad,d5,usc
x3melald, xdmel ad, x3mel ad, xd,mt2ad, xdmeal,
dlu d2fimc d2.ume d2ume dl fsc
x3a3.d3u, x3.a4,d4 fmtl x3,34.d4mc x4,a4,d4, x4,bl.ad.d3,
u,me fme,mt2
x3,a3,d3f, x3adddf  x3a4.d4.fntlmc x4,a4,d4 fsc x4,25,d5,umtl sc
x3,a3,d3f, x3,a4,d4.,f %3,a4,d4fmc *4,a4,d4,f5c x4,a5,d5,u,5¢
x3a3d3f, | x3addd( x3.a4,d4 fme xdad,d4 fisc x4,25,d5,u,sc
x3,a4,d4.f x3adddfme  xdadddusc *4,5,d5,u,5¢' x4,a6,d6,u,5¢
f - fall prone and drop items aX - -X to-hit

ws - as w unless check at |/2 Str made p - 5% x severity level chance of paralysis

meX - ws if arm; 3% x severity level of pb  u - unconscious

m4 - 50% move for 1d12 hours

mB - 75% for 6 hours, 50% for 1d3 months m9 - 75% for | day, 50% for 1d4 months
bmX - same as bfX bsX - same as bfX

vX - ws (-10);ib; 3% x severity chance of pb; roll on vital organ damage table

bX - p if spine; ws Iif arm or shoulder; 15% chance of pb and 15% chance of ib if torso

112
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sX - reduce Strength by X

pb - bleed to death in Con/2 reunds

ml - 50% move for | rd, 10% for 2d4 rds
m5 - m4, then 25% for 1d12 days

ml0 - 75% for | week, 50% for dé months

dX - reduce Dexterlty by X

mé - 75% for 6 hours, 50% for 2d 12 days

tX - ws if arm, shoulder or hand; p if leg or arm, shoulder or hand; 30% chance of pb

w - drops carried weapons or items

ib - |d4 damage/hour; Con check or shock hX - loss of X Honor
m2 - 50% move for 2 rds, 25% for 2d10 rds m3 - ml, then 25% for 1dé turns

m7 - 75% for 6 hours, 50% for 4d12 days

bfX - p if spine; ws if arm or shoulder; 30% chance of pb; 30% chance of ib if tarso
me - temporarily gains migraines flaw and headache, 3% x severity level chance of seizure disorder flaw
sc - temporarily gains migraines and short term memory loss flaws. 5% x severity level chance of seizure disorder flaw

14 15 16 17 18 19 20 21 22 23 24
x2,tl,m5 x2,tl,mb x2.tl.mé x2.tl.m7? x2,tl,m7 x2tl,bl,m7 x2,t1.bml,m8 x2,t1,bfl,mB x2,t1,bfl,m9 x2,ls,m9 x2lsmi0
x2,tl a2,d2,m5 x2,tl a2,d2,mé x2,t1.a3,d2mé x2,t1,23,d2,m7 x2elbladd2m?  x2elbmladd2m? x2¢tlbmla3dZmB  xLtlbfla3d2m8 | x2clbfla3d2m? x2elbsladd2m9 x2elbsladd2ml0
x2.tl,m5 x2,tlmé *x2thblmé *2),bm |\ m7 x2elbml,m7 u2ls,m7 x2ls;m8. *2,ls,;m8 x2lsm9 x2lsm9 xLJs,m10
x2,b1.a2.d2,;m5 x2,bla2,dmé x2,bl,a3.d2,mé x2.bl,a3,d2,m7 x2.bl.ad.d2m7 x2,bm|a3.d2m7 x2.bm|a3.d2.m8 x2.bfl a3,d2.m8 x2.tl bfl a3,d2m% x2ls,23,d2m9 x2lsa3,d2m|0
x2,d3.¢l, x2.d3.tl, x2,d3.cl x2d4.cl, x2.d5.¢1 x2.d5b1, x2.bmlchf, x2.débml, x2,d6,Is,fm9 x2,d6,ls,m|0.f %27 ls:m10f
f,m5 bl fms bl.fmé bml fm? bfl fm7 tlfm8 m8,dé tl fim9
W, d3el, x2.d3zl, x2.d3.el, x2,d4.tl, %2.d5.1, x2,d5.t1, xLtlme2bml f, x2.d6tl, x2,d6,Is,fm? x2,d6,ls.fim10 %2,d7 ls.fm10
me2.fm5 mt2,fmé me2.bl fmé mt2bl.fim? me2.bfl fim7 mi2,bfl fm8 m8,dé mt2,bm | fm9
x2,d2fmel,mS %2,d2.c2.f,mé x2.d3,mtl.fimé, x2d3mtlblf x2,dd.mel blf *2.d5,mel bfl, x2,d5,mtl bf2.f, x2mel bm2iml0,  x2d6mtlbmf ®2lsLd6,m|0 %2,d6 l5,,mI10
i .m? m8.2 t2.fm9 mi02 d6.12 mi0u2
x2,d2.fm2 x2.d2clfm2 x2,d3.¢1fim2 x2,d3,c1,b1 fm3 x2,d4.cl fm3 x2,d5.¢1blfm3  x24d561m2,626m3  x2¢l b2fmddé  x2d6cl bAmt2fmd  x2lsfdémI0 %2,d6.15,m10.f
x2,d2fmel,.mS x2,d2.mtlfm5 x2,d3fmtl,mé x2d3.2mtlfmé  x2d42fmtlmé  x2d5bImtlfmé x2d5,2melfm?  x2.b2fmtl d6m7 x2.d62mel b2fmB  x2lsfd6m|0 %2,d6/15,fm10
x2.d3zxl, x2,d3.tl, x2,d3.tl, x2,d40, x2,d5.t1 x2d5.¢l, x2,bm3el f, x2,d6,tl x2,d6,ls,fm |0 x2,d6,Is,imI0 x2,d7 Js/m10
fimS bl fm5 bl fimé b2,fim7 b2fm7 bf3fmé mB,dé bm3 fim?
x2,d3, x2,d3, x2.d3, x2,d4, x2,d5,b1. x2,d5bl, x2bf1 el x2,d6.bfl, x2.bml Ll x2,d6,ls,m10,u x2,d7 ls,m10,u
tl fmS tl fm5 tl fim§ tl fimé tl f,mé tl fim? m7.d6 tl im8 d6,m8
x2.d3.tl, x2.d3, x2,d3, x2,d4, x2,d5, ®x2bl,melelf, x2.d6,tl,mel, x2,d6,lsfm10 x2,d6,lsm10,u x2,d7 lsml0u x3,d8/ls,m10.u
fm§ tl,fimé tlmel fmé tl fimé thfim? m7,d6 bml fm8é
x2.d3,mt2, x2,d3blf x2,d3.bfl, x2,04b1.1, %2,d5,mtd, x2,bfl fim7, x2.débml. x2ls.,pb fid6.m|0 x2,d6,ls,m10.u x2.d7 ls.m0u x3,d8Js,m10,u
ims mé,me3 me3fimé mé,mt3 fim7 dé,med f,mB,mt5
x3,d3,b2,fm5 x3.d3,b2x1dmé  x3,d3bmimé %3d5,b3,fmé %3,d6,b3 fm7 x3bmIvifm7,d7  x3IbmIvifimBd7  x3bsdv2imBd8  x3bsdv2mIud8  xdbsdv2mPudd xdbsdvimlOud9
x3,m4fhé x3,mdfhéy| x3,m4,Lhév] x3,mA,fhT vl x3,m4,fh8v2 x3,m4h9v2 x3,m5,(h10,v2 3 mSEhIvzbl  x3mSLh1ov2bml  xAmSLhI0NV2bfl  x3m5fhi0v2bs|
x3,m3,d2,mt! x3,m3.d2.bl.f x3m3damelfib  x3,m3.d2melfib x3.m4,d2,b2.f x3,m5,d3.b2.f x3,mb5,d3,b2f x3,m5,d4b3 fmel  x3,mé,d5,bm3 fmel x4,m7,d6,bs3.f x4,m8,d7,bs3 fime |
x3v2imel x3,mel v2.f x3alv3f x3a2,v3 fme2 x®3a3vaf x3a3v3f x3,a3me2.v4.f x3,uvd x3.blvauf x4,b2.v4,m2u cut in twain (dead)
x3a2melw x3.22.f x3a2,mtl f x3,a3mt2f %3,a3,ib,me2f x3.a3me2 vl f x3adblf x3,u,b2,mt2 x3,b2v2u *4,b2v2mt2u cut in twain (dead)
*Ivdmelf x3,me2v2 f x3alyaf x3a2.v3,ime2 x3a3,v3.0 %3233 f x3.a3,mi2v3f xJuvdf x3.blv3iu x4blyIm2u cut in twain (dead)
x3v| mtl x3,mt2.vl x3blyl x355,b1 2, fme2 x3 bl v2i x3.bml w2 f x3,bm | mt2v2f x3,bs uv x3.bs| v xdbs|v2mi2u  cut in twain (dead)
x3,b1,mtl § x3.bl I f x3alvlf x3a2vl fbl 323 vLbl f x3a3n2f x3a3blv2f x3ubl,melv2 x3.blv2u x4bly2mtlu cut I twain (dead)
x3vl,b3 x3,me2vl b3 x3,b3yvl x355,b3,v2,fme2 x3.bfdv2f x3.bm4 V21 *x3.bm4,mt3 vaf %3 .bsd,u,v3 *3,bsd,v3u x4,bs4.v3,me3,u cut in twain (dead)
*®3vlblw x3.bm2vlw x3,b2vlw x3s5.b2.vl f x3.b2vIf x3.bm2vi [ x3.bm2.vl.f %3.bs2.uvl x3.bs2vlu x4bsdvlu cut in twain (dead)
x3,[b2 x3,mel f x3vl x3s5.b3.1, x3.b3wvl, x3.bm3,me2 x3,bmdv | me2 %3,bs4,u,me2 *x3,bsd vl m2u x4,bsd.v| me2.u cut in twain (dead)
x3fbl x3,mel f x3wl x355,b2.1, x3.b2x¥l, x3,bm3,mtl x3,bm3 vl mel x3,bs3,umt| xébs | vlmtlu x4pylu cut in twaln (dead)
x3a3dlw x3add2w x3.03.d2melw x3add2 2w xJadd2edmtlw  x3a3d2bflmt3  x3addZbm2mtd  x3add2bImeddw x3a3,d2bBme3n2  x3,a3,d2bm3med,2 x323,d2lsw
x2adw %2a3w x2ad,mtlw x2,a3,blw *x2admtlblw x2a3,bfl,me2 *x2,a3.bm | me2 *2,a4,me2,bf| x2,a4,bm | ,me x2a4bmime2 X2 ls.w
x2a3w x2.a3w x2.a3,melw x2a3.blw x2a3mtlblw x2,a3.bfl,me2 x2,ad,bm|,me2 x2,a4,mt2.bfl x2,a4,bm| me2 x2,a4,bm|mt2 x2.a4 |s.w
x2waldcl x2waldzl ®x2wadzcl x2wadtl x2wadel bl x2wadtl bl x2wadtl bfl x2wab.tl bml x2,w,a5,ls x2w,a5,ls x2.wabls
x2waldcl x2waldtl x2wa3bl 2 x2Zwad2bl x2.w,ad,t2,bf2 x2,wadt2,bf2 %x2,wa4,2,bm2 *2,w,a5,6.2,bm2 x2.w,a5,ls x2.w.as,ls x2,w,a5ls
x2adw #Ladw xLadmt | w x2adblw x2admtlblw a2a3b2me2w | x2adbmlmi2w  xZadmi2bmlw  x2a3bfLmilw  xAadbm2midw €304 ls.w
x2a3w x2a3w *x2admul w x2a3blw x2a3me2bl.w x2,a3, b2 mt2w x2a3bmlmizw  xZadmidbmlw  xZadbmodw *Ladbm2mtIw X3l s w
x2wadl x2wad,t! x2wadblel x2wadel bl x2w.ad,tl bl x2w.ad, el bfl x2,wadtl bml x2wadel bml xLwadls x2waldls x2walls
x2walzel x2waltl x2walblzl x2wadel bl x2waldel bl x2wad.tlbfl x2,waltl bml x2waldel bml xLw.alls xLw,alls x2wadls
x2.tl,a2 x2,l a2ws x2,t2,a3,ws x2.t2,a3,ws xL12,a3.w *¥2,t2,bladw x2,02,bla3w x2,2,bf2,a3.w x2.t2,bm2ad.w x2.a3 ls,w x2ls.a3w
x2.tl a2 %2222 x2t2a2 x2t2.a2,ws x2,2,a3,ws x2,tl,mt2,a3 ws x2elmi2bladw  x2tlmbfladw  x2tlmt2bmladw x2,a3,ls,w x2sadw
x2.tl x2tl x2blxl %x2.bmlxl x2.bml.cl x2,ls x2s x2ls x2ls xLls x2ls
223w x2a3w x2admtlw %233 bl w %323, melblw x3,a3,bf | me2w x3adbmimdw  x3admel bmdw x4,a3,mtd,bfl w x3,ad,mtdbm 1w x3adls
xJaddlw *x3a3dlw *3,43,d2mel w xa3draw ¥3add22melw  x3add2bfimt]  x3a3dlbmZmtl  x3a3d2b3mel 2w x3add2bBmele2 x3a3,d2bmdmel 2 x3add2ls
x3,a3.d3,ume x3,a3.d4,upme x3,a3,d5,u,me x4,24,d6,u,5¢ x4,a5,p.u,5¢ x4,pb,ibv| x4,pb,iby| x4,pu,sc x4,pb.ib.v2 decapitated (dead)  decapitated (dead)
x3,a2,d3,ume x3,a2,d3,up,mec x3,a3.d4,umc *x4,24,d5.b1 usc x4,5,d6,b1,v1,u,s¢ x4,p.bm|,usc w4,pbmlvlusc x4,p,bs|,usc x4.p.bslviusc decapitated (dead)  decapitated (dead)
x3,a2.d3,umel x3,a2,d3umtl x3,a3,d4.u,mtl x4ad,d5.ume2me  x4,a5,d6,me2usc x4,pbm| usc x4,p.bm2vl.usc x4,p.bs2u;sc x4.p.bs2v2.u.s¢ decapitated (dead)  decapitated (dead)
w4,26.d6,u,5c x4,26,d6,u,5¢ x4l d7.u.5¢ x4a7,d7,bl usc x4aldTblusc  w4aBdBblyviusc x4aBdBbmlylusc x4a9d9bmlviusc x4a9dobslvlusc skull caved-in brain goo
x4,5,d6,u,5¢ x4,25,d6,u,5¢,p x4,26,47,u,5¢ xab,d7b0uscp  xdabdZblusc  x4a7d8blvlusc x4a7dBbmivZusc xdpbmIvdusc xhpbsdv2usc skull caved-in brain goo
x4,bf1 a3, x4, bml a4, x4,bf2,a5, x4,bm2,a5, x4.bf3a5, x4.bm3as, x4,bm3a6, x4,bf3,a6, %4,bm3,a6, x4.bs3 a7, jaw removed
dlume d2fime d3fime d3fme d3fme difisc d4,ume d4usc ddusc d5.us¢
x4,bl.al, x4,bl a4, x4,b2,25, x4,b2.a5, x4,bm2,a5, x4,bm3,as, x4,bm3.a5, x4,bm3.a5, x4,bs3,a5, x4,bs3,a5, skull caved-in
d3,u,me d4.fime d5.fime d5.£mc d5.fime d5fsc d5.u,sc d5,u.s¢ dS,usc d5,u,5¢
x4,26,d6.u,sc x4,26,d6,u,s¢ x4,a7.d7usc x4.a7,d7.bl usc x4a7d7blusc  x4aBdBblyvlusc x4aBd8bmlyvlusc x4a9d9bmlvlusc x4a9.d9bslviusc skull caved-in brain goo
x4,26,d6,u,sc x4a6,d6,u.5¢ x4,a7.d7.usc x4a7.d7bl.usc x4a7d7blusc  w4a7d7blvlusc x4a8d8bmlyvlusc x4,a8,d8bm2vlusc x4.a9.d9.bs2yvlusc skull caved-in brain goo
*x4,a6.d6,u,5¢ x4.a6,d6,u,5¢ x4.a7.d7.u5¢ *x4a7,d7.blusc x4a7d7bluse  x4a8dBbLviusc x4aBd8bmlvluse x4a9.d9bm3vluse x429,d9bsIviusc skull caved-in brain goo
x4,a6,d6,u,5¢ x4.a7.d7 u5¢ x4a7,d7,b1 use x4a7d7blusc  x4aBdBbly|usc x4a8d8bmivluse x4a9.d9.bmlviusc x429.d9.bslviusc skull caved-in brain goo brain goo
numeral X - extra damage of dX type xX - X times the damage Is - limb severed; pb unless finger or toe f - fall prone and drop items aX - -X to-hit

ws - as w unless check at 1/2 Str made
meX - ws if arm; 3% x severity level of pb
m4 - 50% move for 1d12 hours

m8 - 75% for 6 hours, 50% for 1d3 months m9 - 75% for | day, 50% for 1d4 months
bmX - same as bfX bsX - same as bfX

vX - ws (-10);ib; 3% x severity chance of pb; roll on vital organ damage table

bX - p if spine; ws if arm or shoulder; 5% chance of pb and 15% chance of ib if torso

p - 5% x severity level chance of paralysis
u - unconscious
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Critical Hit Location and Effect: CRUSHING WEAPONS
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Roll Location I 2 3 4 5
1-100 Foot, top | I 3 3 4,m|
101-104 Heel [ [ 3 3 4ml
105~136 Toe(s) | I 3 3 4ml
137140 Foot, arch | | 3 3, 4ml
141-170 Ankle, inner | | 3 4ml 6.ml|
171-200 Ankle, outer | | 3 4ml 6m|
201-220  Ankle, upper/Achilles | | 3 3 4ml
221-964  Shin | 1 3 3 4
965-1,006 Calf | | 3 3 4ml
1,007-1,118 Knee I | 3 4ml 6,ml
1,119-1,132 Knee, back | | 3 4 6ml
1.133-1.216 Hamstring I I 4ml &,ml 6:m2
1,217-2,000 Thigh 1 3 4ml 6ml 6m2
2,001-2,330 Hip | 3 4ml 6,ml 8ml
2,331-2,405 Groin (Male only) LEhl 34hl 46h2  4mifh2 | &mifh2
2,406-2,435 Burttock | 3 4 6 8
2436-2,570 Abdomen, lower 3 4 6 8 x2
2.571-3,020 Side, lower | 3 4 6 8
3,021-3,110 Abdomen, upper 3 4 & 8 x2
3.111-3,125 Back, small of 3 4 3 8 x2
3,126-3,155 Back, lower 3 4 [ 8 x2
3,156-3,425 Chest 3 4 [ 8 x2
3,426-3.455 Side, upper 3 4 6 8 x2
3,456-3,485 Back, upper 3 4 6 8 x2
3,486-3,500 Back, upper middle 3 4 6 8 x2
3,501-3.820 Armpit | 3 4 [ 8
3,821-4,300 Arm, upper outer | 3 4 3 L}
4.301-4.492 Arm, upper inner | 3 4 6 6
4,493-4,588 Elbow [ [ 3 3 4
4,589—4,684 Inner joint | | 3 3 4
4,685-5,308 Forearm, back | 3 4 6 6
5.309-5.836 Forearm, inner | 3 4 6 bows
5,837-5.908 Wrist, back 1 3 3 dws Awsal
5,909-5,980 Wrist, front | 3 k] 4ws 4wsal
5,981-6,052 Hand, back [ | 3 3 4
6,053-6,076 Palm | | 3 3 4
6.077-6,220 Finger(s) | | 3 3 4
6,221-7,180 Shoulder, side | 3 4 6 )
7,181-9,100 Shoulder, top | 3 4 13 8
9,101-9,121 Neck, front 3 4 6 8 x2
9.122-9.142 Neck, back 3 4 6 8 x2
9,143-9.373 Neck, side 3 4 6 8 x2
9,374-9,653 Head, side & ] %2, ®2f KQaldlf
9,654-9,688 Head, back lower [ ] %2, x2f x2.d1.f
9,689-9,768 Face, lower side 4 6 8 2, x2f
9,769-9,788 Face, lower center 4 6 8 x2, w2 f
9.789-9,823 Head, back upper 6 8 x2, x2,f x2aldlf
9.824-9,903 Face, upper side 6 8 x X2 x2aldlf
9.904-9.923 Face, upper center (1 Bt Al x2aldlf
9,924-10,000 Head, top 8 x2,  xaf  xaldlf x2a2d2f

numeral X - extra damage of dX type

sX - reduce Strength by X

pb - bleed to death in Con/2 rounds

ml - 50% move for | rd, 10% for 2d4 rds
m5 - m4, then 25% for 1d12 days

ml0 - 75% for | week, 50% for dé months

xX - X times the damage

dX - reduce Dexterity by X

ib - 1d4 damage/hour; Con check or shock
m2 - 50% move for 2 rds, 25% for 2d10 rds
mé - 75% for 6 hours, 50% for 2d12 days

tX - ws if arm, shoulder or hand: p if leg or arm, shoulder or hand; 30% chance of pb

6
4ml
4ml
4ml
4ml
6m2f
bm2.f
4ml

4
4ml

6,m2f
6ml
aml
8ml2
x2m2
6.ml.Gh3
x2
x2ws
x2
x2ws
x2wss|
x2ws
x2wss|
x2ws,s|

xLwss|

xwss|

bwsalsl
6wsalsl
4

4
4
8

x2

x2wsaldl

x2ws,al dl
*2ws.al dl
Aa2aLd2f
xal d2f
x2al f

x2aldlf

x2,32,d2.f
x2,a2,d2.f
*x2add2f
x3.a2,d24

Is - limb severed; pb unless finger or toe

7
6bl,m2
6,bl,m2
6bl,m2
6.bl,m2

8maf

8maf
éml

6ml
6ml

8m2f

8m2
x2.d1,m3
x2,d1,m3

x2,d1,m3

B.m2,(h3
x2ml
x2ibs!

x2al
x2ibis|
x2,ibs2
x2,ibs|
x2,ws,52,b1
®x2ws,s2,bl
x2.ws,;s2
x2,ws,52
x2alws

x2
x2
6alws
6al
x2
x2ws
Bwsal sl
Bwsals|
&bl
6
6.bl
x2

x2alws
*x2waldl

x2waldl
x2waldl
x3a2,d2f,
xdal d2.f,
x2alu

x2,32,d2,u

x3.a2.df,
x3.add2f,
x3a2,d2f,
x3.23.d31

8
6,b1.m2
6bl.mZal
6,b1.m2
6bl.m2al
x2,dl.m3,fbl

x2.d1.m3.fbl
6,m2

6ml
6,m2

x2,dl,m3fbl
x2,d1,m2
x2,d2.f.m4
*2.d2.fm4

x2.,d2.f,m4

8m2fh4
x2ml

x2,52,ibf

x2alws
x2,52,ibf
*252wib
x252ibf
x2s2,wbl
x2,52wbl
x2352w
*2 52w
x2alslws

x2ws
x2,ws
6,alws
6,alws
XLws
xLws
Bwsalsl
Bwsalsl
6blal
[
6bl
x2ws

x2alslws
x2faldl

x2faldl.p
x2faldl
x3,3,d3f
%3,22,d3f
x3,bl a3,
dif
x3,a3,d3f

x3,ad,d3.f
x3ad d3f
x3a3,d3.f
x3a3.d3f

w - drops carried weapons or items
hX - loss of X Honor
m3 - ml, then 25% for 1dé turns

m? - 75% for 6 hours, 50% for 4d12 days
bX - p if spine; ws if arm or shoulder; 30% chance of pb; 30% chance of ib if torse

mc - temporarily gains migraines flaw and headache. 3% x severity level chance of seizure disorder flaw

sc - temporarily gains migraines and short term memory loss flaws. 5% x severity level chance of seizure disorder flaw

9 10 I 12 13
8blm3 8bl,m3 x2,bl,m4 x2.bl,m4 x2,bl,m5
Bblm3al 8blm3a2 x2,bl.m4a2 x2bla2dlmé x2bl,a2,d2.m5
8bl.m3 Bblm3 x2,bIm4 *x2,b1,m4 x2.b1,m5
8,bl,m3al 8bl,m3a2 x2,bl,m4,a2 x2bla2dl,m4 x2,bl,a2,d2,ms
x2,d2fm4.tl x2,d2fm5.bl x2,d2fm5l x2,d2fm5.cl x2.d2blxl,
fim5
x2.d2fmdcl x2,d2fm5.bl x2,d2.fmb.el x2,d2.fm5cl x2.d2bll,
fims
8.m2 x2,d1,m3 *2,d2.m4 *2.d2.f,m5 x2d2fm5
8ml 8dlml *x2.d2fml *2,d2,f,m2 *x2,d24m2
8m2 *x2,d1m3 x2.d2fm4 x2,d2{m5 x2,d2{m5
x2,d2.fm4cl %2,d2.,m5,bl %2,d2 fm5tl %2,d2,fm5,tl x2,d2,b2.tl,
fim5
x2,d2,fm3 %2,d2fm3 %2,d2,{;m4 %2,d2.f,m4 x2,d2¢l,
fim5
%2,d2,fm5 x2,d2fm5 %2,d2.fm5.mt| x2,d2.bl.fim5 %2,d3,51 bfl,
fim5
%2,d2.f,m5 x2,d2.fm5 #2,d2,,m5 x2,d2.b1,fim5 x2,d3.51,bf1f,
mS,mel
x2,d2.b1 fm5 x2d2blfimS  x3,d2fbl,m5 %3,d2.bm| f,m5 x3,d3,bf2,f,m5
x2m2.fih4 x2,m3 fh4 %2,m3,f,hS x3,m3 fh5 x3,m4,fhS
x2ml x2,m2mtl x3,m3 x3.m3.dl x3,;m3d1.bl
x3,52wsyl x3.52w,ibf x3,52wyvl.f x3s3,mel wib,f x3s3,mei v,
wif
X2a2.ws x3.a2ws,mel x3,a2ws,mel x3ad;slws x3alslw
x3,52ws,vl x3,52wibf %3s2w, x3s3mel, x3s3mel,
vlf wibf vl wif
x2s2.wmtl x3,52wiib x3s2wmtl ib x3s3,mel, x3,s3.mel,
wib vliw
*352wsbl x3,52wibf x3s2wbl f 3, s3melw, x3s3mel,
bf blwf
x2,52w,b1.ib %3,52,wbl x3,;52,w,bm2 x3,53,bf2, x3s3.mtl,
wib b2w
x2s2wbl ib x3.52wbl x3.s2w.bml *3.s3,bml, x3.53.bl,
wyvl viw
x2,52.w,mt| x3,52,w,mtl x352wf x3,53blw x3,s3.mel,
fw
x2,52.w.mtl x3,52.w,mel x3 52w x383bl,w *x353mtl,
fw
x2a2,5],ws x2a2s2ws x2a3s2dlws x2ads2dlw x3adsddlw
x2alws x2alslws x2adslws x2,a2,52ws x2a3s2.ws
x2al,ws x2alslws %2251 ws x2a2s2ws x2a3s2ws
Ba2ws 8a2sl wbl x2a2s51wbl x2walsdbl x2waldsdbl
Balws Balsl,ws x2a2,sl,ws x2wa2s2el x2wadslel
x2alws a2alslws x2akslws x2a2s2ws x2a3s2ws
x2alws x2alislws x2adslw xLadsdws x2adsdws
Bwsalslcl Bwa2slel Bwa2s2tl x2wal2 sl 2 walsdel
Bwsalslel Bowalsl.cl Bwals2tl x2wals2tl x2wads2el
8blal 8bla2 x2,bl a2 x2.bl.a2s| x2,bl.a2.s2
6bl 6blal 8blal Bbla2 x2.bl a2
8bl 8bl x2,bl x2.b| x2,bl
*2alws x2alslws x2a2;shws x2alsdws x2a352ws
o
x2a2.51 ws xAadstws  x2adsddlws *x2a3s2dlw x3a352.d1w
x2,22,d2.f %x2.a2,d2,fimc %x2,a2,d2fmc x3a3,d3u x3,addIu
%2,22.d2,fp x2a2,d2p x2.a2,d2.fp x3a2,d3.u x3,2,d3u
x2,a2,d2,( %2,a2,d2.[imc x2,a2.d2.fp x3.a2.d3,fmel x3,a2,d3.fmt|
x3,a3,d3f, x3.04,04/1, x3 04,04, me x4a4.d4,(s¢ %4,a5,d5,u,s¢
x3a2,ddfp x3a3.d4f, x3a3.d4.fme x4a3.d4fscp x4,a4,d5,u,5¢
x3bl a3, x3bla4, x3.bl a4, x4bl a4, x4,b203,
dly d2fme d2ume d2ume dlfsc
x3,addiu, %3,a4,d4,{,me x3,24.d4, x4.24,d4, x4,bl.a3,d3,
ume u,me fme
x3,a3,d3, x3,a4,d4.f, x3,a4,d4.f,me 34,24 d4 fsc x4,25 d5,u,s¢
x3,3,d3f, x3,a4,d4.f, x3,a4,d4,f,mc x4,a4,d4,(sc x4,25,d5,u,5¢
x3addif xJadd4 f. x3,04,d4,fmec x4,a4,d4.f.sc x4;a5.d5u,5¢
x3.ad.d4.0 *x3.a4.d4.Lme x4,a4,d4,u.5c x4,a5,d5,u,5c x4,a6,d6,u,5c
f - fall prone and drop items aX - -X to-hit

ws - as w unless check at 1/2 Str made
meX - ws if arm; 3% x severity level of pb
m4 - 50% move for 1d12 hours

m8 - 75% for 6 hours, 50% for 1d3 months m9 - 75% for | day, 50% for 1d4 months
bmX - same as bfX bsX - same as bfX

vX - ws (-10); ib; 3% x severity chance of pb; roll on vital organ damage table

bX - p if spine; ws if arm or shoulder; 15% chance of pb and |5% chance of ib if torso

p - 5% x severity level chance of paralysis
u - unconscious
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14 15 16 17 18 19 20 21 22 23 24
xLblmS x2,b1,mé *2,blmé x2blm? ®2,b1,m7 %2,bm|,m7 x2,bm|,mB X2.bfl,mB *x2,bf1,m9 x2,bs | m9 x2,bsl,ml0
x2,bl,a2.d2,m5 *x2.bl.ald2mé ‘x2.bl.a3.d2mé x2,blia3.d2m7 *2,bl,a3,d2,m7 x2bmladd2m? = x2bmla3,d2m8 x2,bfl a3,d2,m8 x2,bfl a3,d2m9 *x2bs| ad,d2,m9 x2,bsl,a3d2ml0
*2,bl,m5 x2,b1mé x2b1,mé xLblm7 x2,bl,m7 x2,bmI.m7 x2bmIm8 X2.b11,m8 %x2,b11,m9 x2,bs|,m? x2bsl,ml0
x2,bl,a2,d2m5 x2.bl,a2,d2,mé x2,bl a3, d2.mé x2,b1.a3.ddm7 x2,bl,a3.d2.m7 x2.bm|,a3,d2,m7 x2,bm|,a3,d2,m8 %2,bfl,23,d2,m8 x2,bfl 23,d2.m? x2bs|.a3,d2,m9 x2.,bs| a3, d2ml0

x2,d3,51.bfl, x2.d3.s1.bl, x2,d3,52, x2,d4,52.b1, x2,d5.s2, x2,d5,53,bl, x2bmi.clf, x2,d6,53bm|, x2,d6,54,bs|, %2,d6,35,bsl, x2,d7,55bsl,
fim5 t0.fim5 bm0.f,mé t0,f,m7 bf0,f,m7 t0,f,m8 m8,dé,s3 t0.fm? t0.fm9 ml0,t0.f ml0fe0
x2.d3.51,bfl, x2,d3.sl,bl, x2,d3,52, x2,d452.b1, %2,d5,52, x2,d5,s3,bl, ®x2,bm | t2.f, x2,d6,53bml, x2,d6,54,bs |, x2,d6,55,bs |, x2,d7,55,bsl,
fmS 2fmé bm1.fmé t2fm7 bfl fim7 12.fm8 mB,dé,s3 t2.{m9 2,fm9 mi02f ml0fe2
X, d2fm9c) x2,d2,b1fimS x2,d3bl fm9, x2,d3,bm | f, x2.d4,b1f, %2,d5,bf2, x2,d5,b2.f, x2.bm2.mI10, x2,d6,bm2 f, x2,bs2.f,d6, x2.d6,51,bs2,
tl mé mel fimé m92 dé;s3a2 T . mi0,2 Zmiof
*2,d2.fim2 x2,d2.b1 fm2 x2,d3bl fim2 x2,d3,bm | fim3 a2ddblfm3 %2,d5,bf1 fm3 x«2,d5,b1,fm3 x2.bm| fmd,dés3 *2,d6,bm 1 fim4 x2bs| fid6.mS *2.d6s1 bsl.mSif
x2,d2,fm5, x2,d2b1, x2,d3.blf, x2.d3,bml, x2,d4,b2, K?.di.l!ﬂ. x2,d5,b2, *x2.bm2.fim7, x2,d6,bm2, x2,bs2.f.dé, x2.d6;s1,
mel fim5 mé,mtl fimé. fmé,me2 fmé fim7Zmt2 désImt2 f,m8,me2 m8,mt2 bs2,m%f
%2351 bf2, x2,d3.51,b2, x2,d3,51,b2, %2,d4,52.b2, %2,d5,52, %2,d5,53,b3, x2bm3.el f, x2,d6,53bm3. x2.d6.54.bs3, %2,d6,55,bs3, x2,d7,55,bs3,
fmb thfim5 tl fmé tl fm7 bf3,fm7 tl fm8 mB.db.s3 ol fm? tlfm9 mi0cl f ml0fitl
x2.d3sl, x2.d3sl, x2.d3;sl, x2,d452, x2.d5.52.bl, x2,d553,bl, x2.bmlf, x2.d6,53.bl, x2bmlclf, x2,d6,s5, x2,d7,55.bs|,
tl,f,mS tl f,m5 tl fm5 tlfmé tlfimé tl.fim? m7.d6,s3 tl fm8 dé,s4,m8 bsl,m9u tl.m9u
x2,d3slbl, x2d3;sl, x2,d3,52, x2,d4.52, x2,d553, x2.bml.f, x2,d6,53, x2,d6,54, x2,d6,55, x2,d7,55, x3,d8,55,
fim5 blfmé bml.fmé bl.fmé bl.fm7 m7,d6,s3 bm | fm8 bsl.f,m8 bsl.m9,u bsl,m9u bsl,m10,u,d9
2.d3slbl, *2,d3.51.b1f, x2d3.s2.bml, x2d4.52.01 f, x2,d553,bl, mt2x2,bml fim7, *2,d6,53,bm 1, x2,bs | £,d6,s4, %2,d6,55,bs |, mit4x2,d7,s5.bsl, %3.d8,55bs1,m10,
fim5 mé,mt2 fmé mé,me3 fm? d6,s3,mt3 f.m8,med mémed miu mP.u,mt5 u,d9.mtS
x3,d3,b24,m5 x3,d3v1.b2imé x3,d3.bm2fmé x3d5,b3.fmé x3,d6,b3.fim7 x3bmIvlm7d7  x3bmIvifmBd7  x3bsdv2imBdE  x3bsdvImIudB  xdbsdvlmIudd  xdbsdvimi0udd
x3.mifhe x3md fhby| x3,mfhévl x3,mA4,fh7 vl x3,m4,Lh8v] x3.m4Lh9v2 x3,m5,fh10v2 «3m5 609201 x3m5fhI0N2bml  x3mSAhI0N2LI  x3mS.fh10v2bsi
x3,m3,d2,mt! x3,m3,d2.bl.f x3.m3.d2mel fib x3,m3,d2mel fib x3,m4,d2,b2f x3,m5,d3,b2f x3,m5,d3.b3.f %3,m5,d4.b3fmtl  x3,m6.d5,bm3 fmtl x4,m7,d6,bs3.f x4,m8,d7,bs3 fmtl
x3.83.52, x3s3,mel, xal sl x3a2,53,v3, x3,a353, x3,a3,£3, x3,a3.53, PERTRC R *3,bl vd,uf x4,b2.v4, body cavity
mel f v2.f vif fimtl vaf v { me2.v4.f mt2.u crushed (dead)
%3252, x3,a2,s2f %3253, x3,a3,53, %3.a3,53.ib, x3,a3,53, %3,a4,54, x3,u,blmt2 x3,blv2u x4,b2v2, body cavity
mel w mtl f mi2,f me,f me2fvl blf mt,u crushed (dead)
x3s3v2, x3,53,mt2, x3al,s3, xJadsd, x3.a3,63, x3a3,43, x3a3s3, suvaf x3bl¥3u x4,bly3, body cavity
mtlf v2f vaf vlfmed vaf vaf me2v3 f mt2,u crushed (dead)
%3391, X33, 3,4, x3s5.bl, x3,56,0f1, x3,bml, x3bml, x3,bsl, x3bsl, x4,bslv2, body cavity
mtl me2yl blyvl v2ime2 vaf vaf me2v2f uv2 v2u mt2u crushed (dead)
x3sdbl, «3;53bl, x3als3, x3ad,s3, x3,a3,63, x3.43,53, xdadsibl, x3ubl, bl vlu xdblwa, body cavity
melf vif vl vifbl viblf vaf vaf mely2 mtlu crushed (dead)
x353vl, x3s3,mtl, %3,54, x3s5,b4, x3,56, x3,bmd, x3,bm4, x3,bs4,u,v3 x3.bsdv3u x4.bs4.v3, body cavity
b3 vl b3 bi3.v2 v2.[imel bfdv2.f vaf me2v3f mtd.u, crushed (dead)
x3,s3vl, x3,53,bm2, x3,54,b2, x3s5,b2, x3,56,b2, x3,bm2, x3,bm2, x3.bs2, x3,bs2, x4bs2, body cavity
b2w viw viw vif, vl f vif vif uvl viu vy, crushed (dead)
x3,s3£bl x3,s3,mel f x3sdv| x3s55,b2.f, x3.36,b2.v1, x3,bm3,m2 x3,bm3v| me2 x3,bs4,umt2 x3,bsdvl, *4,bshvl, body cavity
mtdu mt2u crushed (dead)
x3s3fb| x3.s3,mtlf x3shv1 x355,b2.f, x3.56,b2v1, x3,bm2mt| x3,bm3vl mtl %3,bs3,u,mel x4.bsdyl, spine crushed body cavity
i mtl,u (dead) crushed (dead)
x3adsddlw x3a3sdddw x3.a3,53.d2, x3adsddl, x3,a3,53.42, x3,a3,s3,d2, x3,3,53,d2, x3.a3,53,d2, %3,23,53,d2, x3,23,53,d2, x3a3.53,d2,
melw thw 2mtlw i bfl me2w bmZmtd.w b2maddw bB,me3 3w bm3.mt3. 3w bsdmed hw
X2adsdw *2a383w x2ads3mtlw x2adsdblw  x2ads3melblw  x2adsdbflmelw x2adsdbmim2w x2adsim2bmiw x2a3s3bflmt2w  xZadsdbmimew  x2adshbs|mtlw
x2.a3 52w x2aldsiw x2,a3,83mtl,w x2,33,53.b 1w x2ads3melblw  x2ads3bfl mtlw  x2adsdbmlmtw x2ad4s3me2bmlw  x2a3s3bflm2w  x2adsdbmlme2w  x2.a4,54.bsl medw
x2wadslbl x2,wadsdbl x2wadsibl x2watsdbl x2w,a4.s3.bml x2,w.a4,54bm| x2,w.ad,54.bf| x2,w,25,34,bf| x2,w,a5,54,bs| x2,w,a5,s4,bsl x2.w,a5,s4,bs|
x2walsdbl x2wadsdtl x2wadsibltl x2wa4s3,lbl x2,w,a4,53,bm2 x2,w,a4,54.t2,bm2 x2,w,ad,54,b12 x2.w,a5,54,bf2,12 %2, w,a5,54,bs2 x2,w.a5,s4,bs2 *x2,w,a5,54,bs2,12
x2.a3820w ®2alsdw x2ads3mtlw x2ads3blw x2a3simtlblw  x2a3s3bRmw  xLadsdbmimw x2adsim2bmlw  x2a353bRmw  x2adsdbmlm2w  x3a4s4bs2medw
x2adsdw . Xadsiw *2a3,s3melw x2adsdblw K2adsimtlblw  x2a3s3bRmdw  x2adsibmimiw  x2adsImbmdw  x2adsiblmadw  x2adsdbmimeiw  x3adedbs2mdw
x2wadsibl x2wadsdel x2wadisdblxl *2wadsdelbl *2wad;s3bml ®2wadsdel bml K2wadsdbfl x2wiad,s3bfl el x2wadsd sl x2wadsdbsl x2wadsdbslel
2, waldsdbl x2waldsdel x2waldsibltl x2wads3cl bl x2,w,a3,sd,bml x2wadsdtl bml %2,w.ald,s3,bfl x2,w,ad s3.bfl el x2,wad 53 bsl x2,wadsd bsl x2wadsdbslcl
x2b2,a2,52 x2.b2,22,52,ws x2,b2.a3,52.ws x2,b2,a3,52ws x2,b2.a3.s2w x2bm2a3sdw %2,bm2,a3,s2w x2,bf2,a3,s2,w x2,bf2,a3,s2,w ¥2bs2alsdw x2bs2a3s2w
x2.bl.a2s! x2,bl,a2s2 x2,bl,a2,s2 x2bl,a2s2ws x2,bl,a3,s2,ws x2bl,ads2ws x2blads2w x2.bml.a3,s2w x2.bml,ad;s2w x2,bfl a3 ,s2.w x2bslalds2w
x2,b1 x2bl x2b| x2,bl x2bl x2.bml| x2.bml x2.bfl x2,bfl xLbs| x2.bs |
x2a352,w x2adsIw %2353, %233;83, *x3ad;s3, x3a3s3, x3adsd, Wadsd, x4a3,s3, x3ahsd, x3ads4,
I i melw blw mel bl w bfl,me2w bml,me2w x me3.bmlw bflmt3w bm limthw bslmtd.w
dadeddlw x3a3s3d2w *3a3s3d2, x3.a3:53,d2, x3adsdd2, x3adsddl, x3a3s3.d2, x3ads3d2, x3adsdd2, x3adsdd2. x3.a3s3,d2,
melw thw 2mtlw bfl,me2.w bmZmt2.w bamtdadw bi3med. 2w bm3,mt3,e2.w bs3mt3, 2w
x3,a3,d3,u,mec x3.a3ddu, x3,a3,d4, x4,a4,d5, x4,a5,d6, x4,a5,d6, x4,a5.d6, x4,pusc windpipe crushed, neck smapped neck snapped
pmc ume blusc bl.usc bl.usc b2vlusc choking (dead) (dead)
x3.a2.dd,umc x3,a2,d3,u,pmc x3.a3,d4,ume x4.24.d5bl usc x4,5,d6.b1.v|.usc x4,p.bml,usc x4.p.bml vl usc x4,p,bs | ,usc x4,pbslvluse neck snapped (dead) neck snapped (dead)
x3,a2,d3umecl x3a2.d3umtl x3ad.dd.ume2 xdaddSumezme  xhaSdémed.usc x4,p.bm| usc x4.p.bm2vl,usc x4,p.bs2,u.sc x4,pbs2v2usc  neck snapped (dead) neck snapped (dead)
#4.26,d6,u.sc x4,26,d6,u,sc x4a7,d7,usc x4a7d7.bluse xdaZdlbluse  x4aBd8blviusc x4a8dBbmlyviuse x4a9d9bmiyviuse x4a9.d9bslviusc skull caved-in brain goo
x4,a5,d6,u,5¢ x425.d6,,5¢,p x436,d7,0.5¢ xtabd7bluscp  xdabdlblusc  x4aldBblvhusc x4a7dBbm2vlusc  xdpbmdviusc x4,pbsd.v2.usc skull caved-in brain goo
x4,bf2,a3, x4,bm2,a4, x4,bf2,a5, %4,bm2,a5, x4,bf3,a5, x4bm3as, x4.bm3.a6, x4,bf3,26, x4bm3,a6, x4bsda’?, jaw removed
dhume d2fime d3fime d3fmc difime d3fse dd,ume ddusc ddusc d5,u,5¢
x4bl.a3, x4bl a4, x4,b2,a5, *4,b2,a5, %4,bm2,a5, x4,bm2,a5, x4,bm3,a5, x4,bm3,a5, x4,bs3.a5, x4,bs3,a5, skull caved-in
d3,umec d4.fme d5.fime d5.fime d5.fimc dS5/fsc d5,u,sc dS.usc d5,us¢ dS,usc
x4,a6,d6,u,5c x4,26,d6,u,5¢ x4,a7,d7 u,5¢ x4,a7,d7,blusc x4.a7,d7.blu;sc x4,28,d8bl vl usc x4a8,d8bmlyvluse x4a9d9bmlyvlusc x4a9d9bslviusc skull caved-in brain goo
x4,26,d6,u,5¢ x4,a6,d6,u,5¢ x4,a7,d7 u,s¢ x4,a7,d7 bl usc x4,a7.d7.blusc x4.a7,d7b2vlusc x4aBd8bmdvlusc x4a8d8bm2yvlusc x4a9d9bs2vlusc skull caved-in brain goo
x4,36,d6,u,5¢ x4,a6,d6,u.5¢ w4a7.d7 usc xdald7bluse  wdaldlblusc  x4a8,d8b2vlusc x4aB,dBbmdvlusc x4a9.d9.bmiyvlusc x4a9.d9bsIviuse  skull caved-in brain goo
%4,a6,d6,u5C x4,a7 d7,usc x4,a7,d7 b0u.sc x4a7d7blusc  x4,a8.d8,b1vIusc  x4,48,d8bmlviusc x4a9,d9bmlviuse x4a9.d9bslvlusc shull caved-in brain goo brain goo
numeral X - extra damage of dX type xX - X times the damage Is - limb severed: pb unless finger or toe f - fall prone and drop items aX - -X to-hit

sX - reduce Strength by X

dX - reduce Dexterity by X

w - drops carried weapons or items

ws - as w unless check at |/2 Str made

p - 5% x severity level chance of paralysis

pb - bleed to death in Con/2 rounds
m| - 50% move for | rd, 10% for 2d4 rds
m5 - m4, then 25% for Id12 days

ml0 - 75% for | week, 50% for dé months

ib - 1d4 damage/hour; Con check or shock
m2 - 50% move for 2 rds, 25% for 2d10 rds
mé - 75% for 6 hours, 50% for 2d12 days

hX - loss of X Honor
m3 - ml, then 25% for 1d6 turns
m7 - 75% for 6 hours, 50% for 4d12 days

meX - ws if arm; 3% x severity level of pb - unconscious
m4 - 50% move for 1d12 hours
m8 - 75% for 6 hours, 50% for 1d3 months m9 - 75% for | day, 50% for 1d4 months

bmX - same as bfX bsX - same as bfX

bfX - p if spine; ws if arm or shoulder; 30% chance of pb: 30% chance of ib if tarso
me - temporarily gains migraines flaw and headache. 3% x severity level chance of seizure disorder flaw

sc - temporarily gains migraines and short term memory loss flaws. 5% x severity level chance of seizure disorder flaw

X - ws if arm, shoulder or hand: p if leg or arm, shoulder or hand: 30% chance of pb

vX - ws (-10);ib; 3% x severity chance of pb; roll on vital organ damage table
bX - p if spine; ws if arm or shoulder; 15% chance of pb and 15% chance of ib if torso
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Chapter 8 - Combat: The Art of Hack

Table 8)):
Critical Hit Location and Effect: PUNCTURING WEAPONS

Severity Level

The HackMaster GameMaster’s Guide

Roll Location | 2 3 4 5
I=100 Foot, top | [ 3 3 4ml
101-104 Heel [ [ 3 3 aml
105-136 Toe(s) | I 3 3 4ml
137-140 Foot, arch | I ] 3 4ml
141-170 Anlde, inner | I 3 4ml 6ml
171-200 Ankle, outer | | 3 4ml 6,m|
201-220 Ankle, upper/Achilles | I 3 3 4,m|
221-964 Shin | | 3 3 4
965-1,006 Calf | | 3 3 4ml
1,007-1,118 Knee | | 3 4ml 6,ml
1,119-1,132 Knee, back | | 3 4 6,ml
1,133-1,216 Hamstring | 3 4ml bml 6,m2
1,217-2,000 Thigh | 3 4ml &ml 6,m2
2,001-2,330 Hip | 3 4ml 6ml 8m2
2,331-2,405 Groin (Male only) LEhl - 3fhl 4fh2  4mifh2  éml[h2
2,406-2,435 Burtock | 3 4 6 8
2436-2,570 Abdomen, lower 3 4 6 8 x2
2,571-3,020 Side, lower | 3 4 6 8
3,021-3,110 Abdomen, upper 3 4 6 8 x2
3,011-3;125 Back, small of 3 4 6 8 x2
3,126-3,155 Back, lower El 4 6 8 x2
3,156-3,425 Chest 3 4 6 8 x2
3,426-3.455 Side, upper 3 4 6 8 x2
3456-3,485 Back, upper 3 4 6 8 x2
3,486~3,500 Back, upper middle k| 4 6 8 x2
3,501-3.820 Armpit | 3 4 6 8
3,821-4300 Arm, upper outer | 3 4 6 6
4,301-4,492 Arm, upper inner | 3 4 6 6
4,493-4,588 Elbow | [ 3 3 4
4,589-4,684 Inner joint | | 3 3 4
4,685-5,308 Forearm, back I 3 4 6 6
5,309-5,836 Forearm, inner [ 3 4 6 bws
5.837-5,908 Wrist, back | 3 3 4ws 4wsal
5,909-5,980 Wrist, front [ 3 3 4ws 4wsal
5.981-6,052 Hand, back | | 3 3 4
6,053-6,076 Palm | 1 3 3 4
6,077-6,220 Finger(s) | I 3 3 4
6,221-7,180 ' Shoulder, side | 3 4 (1 6
7,181-9,100 Shoulder, top l 3 4 6 8
9,101-9,121 Neck, front i 4 6 8 x2
9,122-9,142 Neck, back 3 4 6 8 x2
9,143-9,373 Neck, side 3 4 6 8 x2
9,374-9,653 Head, side 6 8 x2, xf x2al dif
9,654-9,688 Head, back lower 6 g x2f x2d1f
9,689-9,768 Face, lower side 4 [ 8 x2, x2,f
9.769-9,788 Face, lower center 4 6 8 x2, x2(
9,789-9.823 Head, back upper 6 8 x2 w2 x2aldlf
9.824-9,903 Face, upper side 6 8 x2, x2f x2aldif
9,904-9,923 Face, upper center 6 B x2, x2f  x2aldif
9,924-10,000 Head, top 8 x2,  x2f  Qaldlf x2a2,d2f

numeral X - extra damage of dX type

sX - reduce Strength by X

pb - bleed to death in Con/2 rounds

ml - 50% move for | rd, 10% for 2d4 rds
m5 - md, then 25% for 1d12 days

ml0 - 75% for | week, 50% for d6 months

xX - X times the damage

dX - reduce Dexterity by X

ib - 1d4 damage/hour; Con check or shock
m2 - 50% move for 2 rds, 25% for 2d10 rds
mé - 75% for 6 hours, 50% for 2d |2 days

s¢ - temporarily gains migraines and short term memory loss flaws. 5% x severity level chance of seizure disorder flaw

X - ws if arm, shoulder or hand; p if leg or arm, shoulder or hand; 30% chance of pb

6
4ml
4ml
Aml
4ml
6.mLf

6maf
Aml
4
4ml
6m2.f
6ml
B8m2
B:m2
x2,m2
&mlfhd
x2

X2ws
%2

x2
x2wsaldl
x2wsaldl
x2wsaldl
*2a2.d2f
x2ald2f
x2al f

x2aldlf
%2a2,d2.f
%2,a2,d2f
x2a2d2f

| %322, d2.f

7
6.ibm2
6,ibm2
6,ibm2
6,ib,m2
8mlf

8mdf
&ml

&ml
6ml
8maf

8m2
x2,dl,m3
x2,d1,m3

x2.d1,m3
8m2fih3
x2,ml
x2,ib
x2al
X2t
x2ib
x2,ib
w2wstl
x2ws.tl
x2.ws
x2ws
x2alws
x2
X2
balws
6al
%2
%2ws
Bwsal
Bwsal
biib
6
6ib
x2
KQalws
x2wal dl
x2wal dl
xqwaldl
x3a2dif,
xdal dif,
*Lalu

x2a2.d2u
x3a2,d2f,
x3.a2,d2f,
x3,2,d2f,

x3add3f

8
6.ibm2
6ibm2al
6,ib,m2
6,bm2al
x2,dl.m3fib

x2.dl.m3.fib
6,m2

&ml
6,m2
x2dl.m3fiel

x2,dl,m2
%2,d2.fm4
x2,d2,{m4

x2,d2.{md
B.m2,fh4
x2,ml
x2ibf
x2al ws
x2,ibf
xwib
x2ibf
x2w,tl
x2wl
xLw
x2w
x2alws
x2ws
x2ws
6alws
6.alws
*x2ws
XL ws
Bwsal
Bwsal
bibal
6
6,ib
*x2ws
x2alws
x2faldl
x2faldlp
x2fal dl
x3,a3,d3.f
x3,a2,d3
x«3,mel a3,
diif
x3a3dif

x3,a3,d3f
x3a3,d3.f
x3a3.d3f

«3addaf

Is - limb severed; pb unless finger or toe
w - drops carried weapons or items

hX - loss of X Honor
m3 - ml, then 25% for |dé wrns

m7 - 75% for & hours, 50% for 4d12 days
bfX - p if spine; ws if arm or shoulder; 30% chance of pb; 30% chance of ib if torso
me - temporarily gains migraines flaw and headache. 3% x severity level chance of seizure disorder flaw

9 10 I 12 13
8ibim3 Biibm3 %2,ib,m4 x2,ib.m4 x2,ib,m5
Bibmial Bibm3a2 x2,1b,m,a2 x2,iba2.dlm4 x2,iba2 dZ,m5
8ib,m3 Biibm3 xLib,m4 X2,ib,m4 x2ib,m$
8ibm3al 8,/b,m3,a2 x2,Ib,m4,a2 %2,iba2,dl,m4 x2,ibaZ,d2,m5
x2,d2.f,md,ib x2.d2.fm5,ib x2,d2.fm5,ib x2,d2.fm5,ib x2.d2el.ib,

fm5
x2,d2.fm4.ib x2,d2fmb.ib x2,d2fm5.ib x2,d2.fimb,ib x2,d2tl.ib,
fim5
8m2 *2,dl.m3 x2,d2.0im4 x2,d2.6m5 x2,d2fm5
Bml| 8.dlml x2.d2fm| x2,d24m2 x2,d24m2
8m2 x2dl.m3 x2,d2.fm4 x2,d2fm5 x2,d2f{m5
x2,d2f,m4.ib x2,d2.fm5,tl x2.d2.fm5.ib x2,d2,fm5,ib x2.d2.tlib,
f.m5
x2,d2,{m3 x2,d2,fm3 x2,d2,fm4 *2,d2.f,m4 x2.d2,ib,
f.m5
x2,d2,fm5 x2,d2,fm5 x2,d2,fm5.cl x2,d2mel fmS x2,d3,ib,
fim5
x2,d2.m5 %¥2,d2.[m5 x2,d2.fm5 *2,d2mel fmS x2,d3,ib.,
m5me2
x2,d2,¢1 fim5 x2,d2.t1 fmS x3.d2,ftlm5 x3,d2.bm | f,m5 x3,d3,b2.Em5
x2,m2fh4 *«2.m3,fh4 x2.m3,fhs x3m3,fh5 x3,mA4£hS
x2,m2 x2,m2,mel x3,m3 x3m3dl i} x3m3dl el
x3,ws vl x3,w,ib,f x3wyvl f x3,mel wiib,f x3.mtl v2wf
x2a2,ws x3a2.ws,mtl x3,a2,ws,mt2 x3a2ws x3adw
x3wsvl x3wibf xAwyl g x3,mel wib,f x3mtl vl wf
x2wmtl Awib x3wmel.ib x3,mtLwib x3medylw
xdws,mel x3wibf xdwmel f xdmel wib,f xdmelwl
*2w,e2,ib x3,w,t2 ®3,w,bm| x3.bfl w,ib x3me2dw
x2w.rlib xIwid x3.wbml x3.bmlwyvl x32vlw
x2w.mel x3.wmtl x3wif x3clw x3mefow
*x2w,mtl x3wmtl x3wf x3jthw xdmtl fw
xLadws x2a2ws *2.a3,d1 ws x2addliw xdaddlw
x2al,ws x2alws x2alws x2a2ws x2adws
®2,al,ws x2alws ®2,a2,ws x2,.a2,ws 2a3ws
Balws 8.a2,wib x2a2,wib *2wal,ib x2wal,ib
8alws 8a2ws x2.a2ws x2walib x2walib
®2alws x2alws x2a2.ws X2A20w8 x2a3.ws
*2alws x2alws x2a2w X2,a2.ws *x2adws
8wsallb 8wallb 8walib a2 walib x2walib
8wsalib Bwalib Bw.al,ib x2walib x2wallb
Bibal 8,iba2 xLiba2 x2,ib.a2 x2ibal2
6ib bjibal Bibal B.iba2 x2,ib,a2
Biib 8ib x2ib x2ib xLib
x2alws x2alws x2a2ws x2a2ws x2adws
x2a2ws x2a2ws x2a3.d1ws x2addlw *x3nddlw
x2,a2,d2f x2,a2,d2 fmc x2,a2,d2 f,mc x3,a3,d3,u x3,a3,d3.u
x2,a2,d2.fp x2a2.d2fp x2,a2,d2.fp x3a2d3u x3,a2,d3.u
x2,242f x2,a2,d2.fime x2a2,d2fp x3a2,d3.fmtl x3,a2,d3fmtl
x3a3.dif, x3addaf x3a4.dd fime xdad ddfisc x4;25,d5.u,5¢
x3a2.d3fp x3ad d4f x3.a3,d4.fme x4a3,d4fsc.p x4,a4,d5,u,s¢
xdmtlal, x3mel ad, el ad, x4 melad, xdmelad,
dlu d2.fmc d2umc d2Zumc dl fsc
*3a3.d3.u, x3ad.ddfmel x3.a4.d4,mc x4ad.d4, x412.23.d3,
ume fime,me|
%3a3,dif, x3.a4,d4.f x3,a4,d4.f.nib,me x4.a4.d4.f.sc *4.a5,d5.umel sc
x3,a3.dif, x3.a4,d4.f *3,a4,d4.fmc w4ad.ddfsc x4,a5,d5,us¢c
x3a3.d3f, ®Iadddf x3.a4,d4fime *4,4,4 s x4,a5,d5,u;5¢
wdad.daf xdad.dd fime xhaddd.u,sc x4,25,d5.u,5¢ x4.a6,d6,u,5¢
f - fall prone and drop items aX - -X to-hic

ws - as w unless check at |/2 5tr made
meX - ws if arm; 3% x severity level of pb
m4 - 50% move for 1d12 hours

mB - 75% for 6 hours, 50% for 1d3 months m9 - 75% for | day, 50% for |d4 months
bmX - same as bfX bsX - same as bfX

vX - ws (-10);ib; 3% x severity chance of pb: roll on vital argan damage table

bX - p if spine; ws if arm or shoulder; 15% chance of pb and 15% chance of ib if torso

p - 5% x severity level chance of paralysis
u - unconscious
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]
*2jbmS

*xLibim5
x2,bla2.d2ms
x2,d3,ib,
fim5
x2,d3.ib,
pbfim5
x2,d2.f,pbm5

x2.42fim2
*x2,d2.f,pb;m5
%2,d3,ib,
fms
x2,d3,
ib.fim5
x2,d3,ib,
f,m5
*2,d3,pb,
fm5
x3,d3.b2.fm5
x3mafhé
x3,m3,d2,pb
x3,ibv2fpb
x3a2,pbw
x3,Iby2.pbf
ﬂ.ll:,v'l,pb
x3,blpbf
x3.iby1b2
x3.bwl.b2w
x3.fbl
x3fb|
x3addlw
x2Ladw
x2,adw
x2a3,bw
x2.a3,bw
*x2adw
x2alw
*x2a3,ibw
x2,w,alib
%2,iba2
%2,ib,a2
x2ib
x2a3w
*Iaddlw
x3.a3.d3,ume
x3,a2,d3,ume
x3.al.dlupb
4,26,d6,u,5c
x4,a5.d6,usc
x4mi2a3,
dlume
x4,t2,a3,
ddumec
%4,a6,d6,u,5c

*4,26,d6,u,5c
%4,16,d6,u.5¢

w4.26,dbu,sc

15
| x2ibmé
x2iba2,d2mé
x2,ib.mé
x2.bl.a2.d2.mé
x2,d3,ib,
bl fmS
x2,d3,ib,
pb.fmé
*2,d2,ib,fimé

x2,d2,bfm2
x2,d2,pbfims
x2.d3,ib,
bl fm5
x2,d3,
ib,fim5
x2,d3,
ib,f.mé
x2.d3blf,
méipb
x3,d3,ibyv1 b3 fimé
xhmA T byl
x3,m3,d2,blf
x3,pb,iby3f
x3a2f
x3,phiiby2.f
x3.phiibyl
x3blibylf
%3,pbibyl b2
x3.b2ibvw
x3,pb.f
x3,pb.f
%3a3d2w
®x2alw
x2adw
x2,a3,ibw
x2adibw
x2adw
x2adw
x2,33,lb.w
x2walib
%2,ibadws
x2,ib,a2
x2)b
x2adw
x3a3d2w
x3,a3,d4,u,p,mec
x3,a2,d3,up.mec
x3,a2,d3,u,pb
x4.a6.d6.usc
x4a5.d6,usc.p
x4l a4,
d2fmc
x4.2.24,
d4.fimc
x4,26,d6,u,5¢

*4,a6,d6,u.5¢
x4.a6,d6,u.sc

x4l d7.usc

numeral X - extra damage of dX type
sX - reduce Strength by X
pb - bleed to death in Con/2 rounds

ml - 50% move for | rd, 10% for 2d4 rds

mb - m4, then 25% for 1d12 days

ml0 - 75% for | weelk, 50% for dé months

16
x2,ib,mé

x2ibad.dimé

x2jbbl,mé
x2,bl,a3,d2,mé
x2,d3,ib
bl fimé
x2,d3,ib,
pbbl.fmé
x2,d3,pbfimé,
o i
x2,d3,lbfim2
x2,d3.f,pb,mé
x2,d3.ib,
bl.imé
x2,d3,
ibfm5
x2.d3,
ib.pb.fmé
x2.,d3,m3,
pb.fimé
3. d3b3 fmé
x3,mAfhé byl
x3,m3,d2pbfib
x3alibyv3f
x3a2,pb.f
x3al.iby2i
x3.blibyl
x3alibylf
x3,mt3,ibv2
®3.bibylw
x3,ibyl
*x3,lbv!
x3,a3,d2,pb,w
thh'w
x2a3,pbw
%2.a3,ib,w
x2,a3,blibw
x2a3pbw
%223, pbw
x2ad bl ibw
x2walbl.ib
x2jbadws
x2,ibal
x2,bliib
x2a3,pbw
x3ad,d2pbw
x3,ad.d5,umc
x3.a3.ddumc
x3,a3.d4,u,pb
x4 al.dlusc
x4a6,d7usc
whme2a5,
d3fime
x4,t2,a5,
d5,fime
x4,a7,d7usc

x4al d7.usc
x4.a7d7.u5c

x4a7,d7.tl usc

4
x2,1b.m7
x2,lba3,d2,m7
x2ibbl.m7
%2bl,ad.d2m7
x2,d4,ib,
bl.fim7
x2,d4.ib,
pb.bl fm7
*x2.d3pbbl g
ib,m7
x2,d3/b,bl fim3
x2,d3,ib,pbfimé
x2,d4,ib,
b2fm7
%2,d4,
ib.f.mé
x2,04,
ibfimé
x2,d4b1f
mé,pb
x3dS,b3fimé
x3mafh7iby!
x3,m3.d2pb.fib
x3adiby3.fpb
x3.a3.pb.f
x3aZibv2fpb
*3bl ibv2.fpb
x3a2ibyl fbl
x3,b2,iby2.fpb
x3,b2,iby | fiw
x3,b1 fibyv!
x3,bl fibyl
x3,a3,d2,ibw
x2,3 pbiw
x2a3.blw
x2,a4,ibw
x2a4,bblw
x2a3blw
x2adblw
x2a3ibbl.w
x2wadibbl
x2iba3ws
x2iba2ws
x2bliib

x2adblw |
xdadd2ibw
*4.a4,d6.us¢
x4ad,d5.bl.usc
x4.a4,d5,u,pb,mc
x4a7.d7.cl usc
x4,36,d7,t1usep
x4.b1.a5,
d3fime
x4,62,25,
d5.fime
x4,a7,d7,mtl usc

x4,37,d7,mtlu.sc

x4ald7,melusc

x4a7.d7.mel usc

xX - X times the damage
dX - reduce Dexterity by X

ib - Id4 damage/hour; Con check or shock
m2 - 50% move for 2 rds, 25% for 2410 rds
mé - 75% for 6 hours, 50% for 2d12 days
bfX - p if spine; ws if arm or shoulder; 30% chance of pb; 30% chance of ib if tarso
mc - temporarily gains migraines flaw and headache. 3% x severity level chance of seizure disorder flaw

18 19 20 21 22 23 24
*2,ibm7 *x2,ib.blm7 %2,ib,b1,m8 %2,ib,mt],m8 xLibimtlm% x2ls,m9 x2ls,m10
x2bbladdzm?  x2ibbladdzm?  x2ibbladd2mB  x2ibmeladd2m x2jbmtladdmd  x2ibibald2md  xLibiba3dlml0
x2,ibbl,m7 x2lsm? xLls,m8 x2lsm8 x2ls,m? %25 m? x2lsm10
x2.bl.a3,d2,m? x2,bl,a3,d2,m7 x2.bla3,d2m8 x2,mtl,ad d2,m8  x2ibmelad d2m? x2,s,23,d2,m9 x2lsa3,d2ml0
%2,d5,ib x2,d5,bl, x2.bliibf, %2,d6bl, x2,d6lsfm9 x2,d6,ls,m10.f %2,d7ls.m10.f
mel fim7 ibfm8 m8,dé ibfim9
x2,d5.lb, x2.d5.ib, x2,ib,pbbm1.f, x2,d6,b, x2,d6 lsf,m? x2,d6,lsfml0 x2,d7.lsfm10
pb,mt2fm7 pb.mt2.fm8 m8.dé phbl.fm9
x2,d4,pb,bilf, x2,d5,pb,mel, %2,d5,pb,m2.f, x2,pbb2fm|0, x2,d6,pbbLf, %2 s.f,dé.m10 x2,d6.Js.fmI0
ma.ib ibim? ml0,lb dé.ib mi0,jb
x2,d4,ib,im3 x2,d8ibblm3  x2d5ibpbb2fm3  xlibb2imdds | x2déjbmelpbfimd  x2lsfdémi0 x2,d6.ls.m0f
x2,d4,b,f,pb,mé x2,d5,bl pbfmé x2,d5.ib,pb.f;m7 x2.b2fpbdé,m?  x2dé,ibpbmel fmB  x2lsfd6mi0 x2,d6,s.fm10
x2.d5,ib x2.d5,ib. x2,b3ibf, x2,d6.ib x2,d6ls.fim10 %2.d6lsfml0 x2,d7 ls.fiml0
b2fm7 mtl fm8 mB,dé b3fm?
x2.d5.bl. x2.d5,bl, x2mel b, x2,d6,mel, x2.blibf, %2,d6.Is.m10,u x2,d7.ls;m|0,u
ib.fimé ib,fm7 m7.dé ibfm8 d6.m8
x2,d5, x2,blpb,ibf, %2,d6.ib,pb, x2,d6,ls.fmI0 x2,d6,ls,m|0u x2,d7.Is.m10.u %3,d8 ls,mI0u
ib.f,m7 m7.dé bl.f.m8
x2,d5,pb, phx2medfm?, x2,d6,bl, x2ls.pbfid6,mI0 x2,d6,0s,m10,u *x2,d7,ls,m10u x3,d8,ls,m10,u
tm7 dé.pb fim8,pb ;
x3.d6,b4.fim? x3bdibvlfm7,d7  x3bdibylfmBd7  x3,ibv2.fmB.d8 x3,1b,y2m9,u.d8 xdiby2mAud? | x4jiby2ml0ud?
x3.md fh8.ibyv| x3.m4.fh9,ibv2 x3mSAh10/by2  x3mS5f6h9iby2bl x3mSfhI0Iby2bl x3mSEhIOiby2mel  x3.mSfh10by2
x3,m4,d2.b2.f x3m5,d3b2f x3,m5.d3.b3.f %3,m5,d4,b3.f,pb %3,mé,d5,b3.fpb *4,m7.d6,ibf x4,m8,d7,b.fpb
x3.ad,ibw3.f x3.adibvf %3,a3,pbiibv4f x3,u,ib,v4,f x3,b2,Ibv4.uf x4,b3,ib.v4,pb,u run thru (dead)
x3.a3.ib,pb.f x3.a3,pbiibv | f x3a4,bl f x3ublph %3,b2,ibyu x4,b2,iby2pb,u run thru (dead)
x32a3,by3f x3a3ibyv3f %3,:23,pb,iby3.f x3,u,ib,v3.f x3,b1iby3.u %4,b2,ib.v3,pb,u run thru (dead)
x3,mt2, byl *x3,b1,iby2f x3bl,pbiby2f x3ibv2 x3,iby2.u x4,Ibv2.pbus run thru (dead)
x3,a3.bv2,01 x3,a3,1b,y2 f x3a3.bl by x3,ub1 pbiby2 x3.b1,by2u x4,bl,ibyZpbu run thru (dead)
x3,med,iby3.f %3,b3ib w3 f x3.b3mtd.iby3f x3,bf4,pb,iby3 x3bmd,mediby3u  x4.bmdibydpbu run thru (dead)
x3,b2,iby il fw x3,b2,ibyv] fw x3b2me2ibyvl,w x3.,bf2,pb,ibv 3, bm2,mtLibylu  x4bmlibylpbu run thru (dead)
x3blibyl %3,b2,pb x3,b2,ibv1 pb x3bf2ibylupb  x3bmlibvlpbu x4.iby | pbu run thru (dead)
x3.bLibiv! x3,b2,pb x3,b3.iby I pb x3bfbylupb  x4bmdibylpbu xdplbyviu run thru (dead)
¥3a3dlibpbw  x3addimelpbw  x3add2blpbw  x33.d2b2pbibw x3a3d2me2pbibw x3a3.d2bl.pbibw *3a3.d2.lsw
*x2,a3.pbblw x2.a3,mel phw x2.a3b1.pbw x2,a4,pb,mr2w x2a4bl pbw x2ad.bl pbiw xladlsw
x2,adpbblw x2,a3,mt| pbw x2a3,bl.pbw x2.a4,pb,mi2w x2,a4,b1,pbw x2a4.bl.pbw x2adIs.w
x2a4,b,blw x2,a4,ibbl w x2,a4,ib,mcl,w %x2.a5,ibbl.w xZwabbml x2.w.a5,bs| x2wabls
x2,24,ibmt] w x2,a4,ib,mt2,w x2,a4,ib.b2,w x2,a5,ib,b2.w ®x2.wa5bm2 x2,w,a5,bs2 x2wabls
x2a3,pb,blw *2,a3,mt) pbw x2,a3,b2 pbw x2,24,b2,pb.w x2.a3,mt2.phw %2.a4.62,pbw %304 l5,w
x2a3phblw x2a3,mel pb,w x2,23,b2,pbw x234,b2,pbw x2a3,me2,pbw *2a4b2,pbw x3adlsw
%2 wadibmelw x2.a3.lbmel w x2adibblw x2a3.ibblw x2wadbml| x2wadbs| x2walls
x2.w,a3,ib,mt! x2.w,ad,ib.mtl x2waldibbl x2wallbbl x2,wad,bml| x2waldbs| x2walls
%2,balw x2,ib.bl.a3w x2,ibbl.adw x2,lb,mel.a3w x2,ibb2adw x2,a3,bs2,w x2Js,a3w
x2ibadws x2ib,pb.ad.ws x2,ib,pbbl.adw x2,lb,pb,mtl.a3.w x2,ibpbbladw x2,a3,bs|w *2)s.adw
x2blib x2s x2ls x2s x2ls x2s x2ls
x3a3,pbblw x3,ad.mtl pbw x3adbl.phw sxdadpbblw x4,a3,pbmew x3.a4,pb,bl w %345
x3,33.d2.ib.pbiw x3.a3,d2,mtl pb x3add2blpb  x3addlblpbibw  x3,a3.d2midpbib  x3a3,d2bIpbib PERERIH
x4.a5.p.usc x4,pb.ibibyl *4,pbiibiiby| x4, pisc x4.,pb,ibiby2 x4,pbib,iby2 decapitated (dead)
x4.a5,d6,b Ibvl,usc x4,pblusc x4,p.bl ibyvlusc x4.p.blibylusc x4.pibyl.bflusc x4,pb,bm,iby| decapitated (dead)
%4,a5,d6,pb,u,sc x4,pblusc x4,pbllbylusc x4,p,bibv2u,sc x4,p.ibv2.bfLusc x4,pb,ib,ib,v2 decapitated (dead)
x4a7d7tlusc  x4,28.d812.ibv | usc x4.;a.d8.bl.lb.¥|.u.sc x4,29,d9.b1 ibyv.usc x4,a9.d9,ibyvlbflusc  skull caved-in brain goo
x4a6,d7,cluse | x4al.d8t)ibylusc x4a7dBblibylusc x4pblibvdusc x4,pibv2,u,5c skull caved-in brain goa
x4mt2.a5, x4,bl.a5, x4,b2,26, x4,mt,a6, x4,b2.36, x4,ibat, |aw removed
d3fmc d3fisc ddume d4,usc dduse dsusc
x4,bl a5, x4,b2,a5, x4,b2,a5, x4,b3 a5, x4,iby a5, x4,ibv! a8, skull caved-in
d5.fimc ds.fisc dS,usc d5.usc db5.u.sc d5.usc
x4,a7.d7, %4,a8,d8,mel, x4,aBdBbl, x4,29.d9,bl, x4,29,d9,ib, skull caved-in brain goo
mt|.usc ibyl,usc ibvl,usc ibwluse vl bfluse
x4,a7,d7, x4.a7.d7,mel, x4,a8,dB.bl, x4,a8,d8.b2, x4,29,d9,ib, skull caved-in brain goo
mtl,usc ibvl,usc ibwlu,sc ibvl,usc vl bfusc
x4,a7,d7, x4,28,d8,mt2, x4,a8,d8,b 1, x4,29,d9,b2, x4,29.d9,ib, skull caved-in brain goo
mtl.usc ibwluse Ibylusc ibwlusc vl bfuse
x4,a8,d8, ¥4,a8,dBbl, w4.29,d9bl, x4,29.d9.ib, skull caved-in brain goo brain goo
mtl ibylusc ibyl.usc ibylusc vlbflnse
Is - limb severed; pb unless finger or toe { - fall prane and drop items aX - -X to-hit

w - drops carried weapons or items

hX - loss of X Honer

m3 - ml, then 25% for |dé turns

m7 - 75% for 6 hours, 50% for 4d12 days

ws - as w unless check at |/2 Str made
meX - ws if arm; 3% x severity level of pb
m4 - 50% move for 1d12 hours

m8 - 75% for 6 hours, 50% for 1d3 months
bmX - same as bfX
vX - ws (-10); ib; 3% x severity chance of pb; roll on vital organ damage table

u - unconscious

bsX - same as bfX

p - 5% x severity level chance of paralysis

m9 - 75% for | day, 50% for |1d4 months

sc - temporarily gains migraines and short term memory loss flaws. 5% x severity level chance of seizure disorder flaw

X - ws if arm, shoulder or hand: p if leg or arm, shoulder or hand; 30% chance of pb

bX - p if spine; ws if arm or shoulder; 15% chance of pb and 5% chance of ib if torso
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ical injury per application if the wound has not been healed by anoth-
er method and one week has not transpired. A Cure-All will fix all crit-
ical hits, besides severed limbs (though it will heal over the stump).
Only a Regeneration (for lost or dead limbs) or a Reattach Limb (if the

The HackMaster GameMaster’s Guide

Movement Modifiers (Crit Damage)

limb is fresh and available) can mend severed body parts. Certain other | Result Loss & duration® Vital Organ Damage Effects
clerical spells have been designed to cure specific ailments related o0 ml  50% for | round, then 10% for 2d4 rounds Roll  Damage Effect
crits, however [hey appear in a future HackMaster p]ayt:r supp!cmcm m2 50% for 2 rounds, then 25% for 2d10 rounds 1-25 no additional effects
and are heyond the scope of this section. . m3 ml, then 25% for dé turns 26-50  lose 2dé points of Constitution®
L m4  50% for d12 hours 51-70  death in 1d12 days
. . ) m5 m4, then 25% for d12 days 71-80  death in 1d12 hours
Critical Hit Effect Code Explanations mé  75% for 6 hours, then 50% for 2d12 days 8190  death in 1d12 rounds
numeral X) Extra Damage. Defender suffers an extra die of X type. :; ;:: :: : m'::::g: ff::: :glrﬁm PO RESSOSKHL S8 L SRp s
2 R for i )
;nr ex;n;)plc the :lu:lcral 4 ";]dl;am,s ;"M damage al?navcdand m9 75% for | day, then 50% for d4 months * | point returns per day over 1dé days, unre-
eyond the normal damage roll (don't forger penetration dam- ml0  75% for | week, then 50% for dé months turned points are lost permanently. Substitute

age!). A 1 indicates merely +1 damage.

(xX) Mulriple Damage. Defender suffers additional weapon dam-
age with the "X" being an integer that defines how many extra

* Note most of the longer durations will be permanent anyway. See
the Permanency of Critical Hits section, above for more details.

Table 8FF:
Table 8GG:

Intelligence (80%) or Dexterity (20%) if the
injury is to the head or spine.

times the damage dice are rolled. For example x4 would indi-
cate that the damage dice for the weapon should be rolled four times (and don't
forget penetration damage on those bonus dice!)

(m1-m10) Movement- Crit result indicates a loss of movement as detailed in Table
8FF: Movement Modifiers (Critical Damage). In addition to the effects listed on
Table 8FF, all movement (m) results indicate a limp, hitch, shimmy or hobble of
some type, depending on location of wound.

(f) Fall to Ground- Defender falls prone and drops anything he was holding.

(aX) To-hit Reduction- The X indicates the numerical penalty to-hit until the wound
has healed completely.

(sX) Strength Reduction- The X indicates the number of points of Strength lost until
the wound has healed complerely.

(dX) Dexterity Reduction- The X indicates the number of points of Dexterity lost
until the wound has healed completely.

(w) Weapon Drop- Defender drops weapon and/or any items he was carrying,

(ws) Weapon Drop- As weapon drop (w), but only if he fails a Strength check ar half
his Strength.

(mc) Minor Concussion- Defender temporarily gains the migraine character flaw
(PHB page 94) with an immediate headache. There is also a 3% chance per sever-
ity level they will temporarily gain the seizure disorder character flaw (PHB page
94). The effects last d12 + severity level hours or until healed.,

(sc) Severe Concussion- Character temporarily gains the migraine characrer flaw
(PHB page 94) with an immediate headache plus the short term memory loss
character quirk (PHB page 97). There is also a 5% chance per severity level he will
tempararily gain the seizure disorder character flaw (PHB page 94). These effects
will last until healed.

(p) Paralyzation- Defender has a chance of paralysis equal to 5% times severiry level.
A paralyzed PC cannot move his lower body, unless struck in the head or neck in
which case he cannot move anything but his head.

(pb) Profuse Bleeding- Defender will bleed to death in a number of rounds equal to
half his Constitution (rounded down) unless the wound has been treated with a suc-
cessful first aid-related skill check or any cure spell that heals half of the wound'’s HPs
in damage, or one Cure Critical Wounds or better spell. Severed limbs may be cau-
terized by applying open flame for one round (1d4 damage).

(vX) Viral Organ- Roll on Table 8GG: Vital Organ Damage Effects. Look up the
number X to find the exact vital organ on Figure 8.6 or 8.7. Additionally, char-
acter auromatically suffers from weapon drop (ws) (ar —10), internal bleeding (ib),
and a 3% chance per severity level of profuse bleeding (pb). IFf the hit was to the
head or spine the character has a 5% x severity level chance of suffering paralysis
(see entry for paralyzation (p) above).

Norte that a Cure Critical Wounds spell will eliminare all ill effects (if applied prior to
death, of course). Complete healing by any other method will remove all ill-effects
other than a result of 26-50 on Table 8GG.

(hX) Temporal Honor Lost- Defender loses X times 5% of his (temporal) Honor.
Note that female characters cannot be critically hit in the groin (count as a miss),
so this loss of Honor (and any damage from a groin hit) are merely disregarded in
their case.

(meX) Muscle Tear- Look up the number X to find the exact muscle torn on Figure
8.4 or 8.5. Additionally, character automatically suffers a dropped weapon (ws) if
the muscle was in the weapon-wielding hand, arm or shoulder and a 3% times
severity level chance of profuse bleeding (pb). These wounds heal naturally at half
the normal rate. Dexterity and Strength reduction as a result of such a hir last for
20 — Consritution days, then are reduced by half for like periods until reduced to
zero (fully healed). This lasting effect accurs regardless of whether the wounds
have been healed fully by spell (tissue has been shifted, moved or even removed).
Note that a Cure Critical Wounds spell or better will eliminate all ill effects
instantly.

(bX) Broken Bone- This effect represents a simple fracture, one bone broken in only
one place. Look up the number X to find the exact bone on Figure 8.3. Defender
suffers from paralyzation (p) if the bone was the spine; weapon dropped (ws) if the
bone was on the weapon-wielding arm or shoulder; a 15% chance of profuse
bleeding (pb) and a 15% chance of internal bleeding (ib) if the bone was located
in the torso. These wounds can be cured by magical means or through narural
healing at one tenth the normal rate. Successfully setting a broken bone using first
aid-related skills allows healing at one quarter the normal rate. Note that, unless
set properly prior to healing, even magical healing, fractures will heal incorrectly
giving rise to lasting limps, obvious lumps, etc. In this case, half of any associar-
ed movement (m) and/or Ability Score reduction ((s) and (d)) will be permanent.
Note that a Cure Critical Wounds spell or berter will eliminate all ill effects
instantly.

(IX) Torn Ligaments or Tendons- This result indicates thar a particular tendon or lig-
ament has been torn. Look up the number X ro find the exacr ligament/tendon
on Figure 8.4 or 8.5. Character suffers from weapon dropped (ws) (w if in
arm/shoulder/hand of weapon); paralyzation (p) if in either leg or weapon-wield-
ing arm/shoulder/hand; and a 30% chance of profuse bleeding (pb). Unless the
appropriate body pare is isolated prior ro healing, even magical healing, the ten-
don will heal incorrectly or incompletely giving rise to lasting limps, obvious
lumps, etc. In this case, half of any associated movement (m) and/or ability score
reduction ((s) and (d)) will become permanent. Note that a Cure Critical Wounds
spell or better will eliminate all ill effects instancly.

(bfX) Broken Bone, Compound Fracture- A broken hone, but the bone has pierced
through the skin. Look up the number X to find the exact bone on Figure 8.3.
Defender suffers from paralyzation (p) if the bone was the spine; weapon dropped
(ws) if the bone was on the weapon-wielding arm or shoulder; a 30% chance of
profuse bleeding (pb); and if the bone was located in the torso, an additional 30%
chance of internal bleeding (ib). These wounds can be cured by magical means or
through natural healing at one tenth the normal rate. Successfully setting a bro-
ken bone using first aid relared skills allows healing at one quarter the normal rate.
Note that, unless set properly prior to healing, even magical healing, fractures will
heal incorrectly giving rise to lasting limps, obvious lumps, etc. In this case, half
of any associated movement (m) and/or Ability Score reduction ((s) and (d)) will
become permanent. Note that a Cure Critical Wounds spell or better will elimi-
nate all ill effects instantly.

(bmX) Broken Bone, Multiple Fracture- The same as bfX, except that wounds can be
cured by magical means or through narural healing ar one twelfth the normal rate
and the chances of profuse bleeding (pb) and internal bleeding (ib) increase to
50%.

(bsX) Bone Shatter- The same as bfX, except that wounds can be cured by magical
means or through natural healing at one twentieth the normal rate and the chances
of profuse bleeding (pb) and internal bleeding (ib) each increase to 65%,
Successtully trearing a shattered bone using first aid related skills allows healing ar
one tenth the normal rate.

(ib) Internal Bleeding- Each hour, the defender loses 1d4 hit points and must make
a Constitution check with failure indicating that the character goes into shock (sce
Trauma Damage). The defender may live for many hours or days with this prob-
lem, and not know it; he will feel pains in the area, bur will otherwise not know
that he has been injured.

(u) Unconscious- Defender falls o the ground, our cold (hit points do not drop to
zero, bur stay ar the appropriate level after deduction from the hir). Defender
remains in a coma until he heals (naturally or magically) the hit points suffered
from the wound.

(Is) Limb Severed- the indicated appendage is removed from the defender. Defender
suffers from profuse bleeding (pb) (except in the case of fingers or toes). The
stumps can be cured by magical means or through nartural healing ar one third the
normal rare. Note that a Cure Critical Wounds spell or better will eliminate all ill
effects instantly.
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Face, Lower, Center - 3: Superior Maxillary Bones
Face, Lower, Center - 2:Teeth

Face, Lower, Center - |:Inferior Maxillary Bone
Face, Lower, Side - 3: Zygoma

Face, Lower, Side - 2: Mastoid Temporal Bone
Face, Lower, Side® |: Inferior Maxillary Bone

Head, Back, Lower - 3: Occipital Bone

Head, Top - |: Frontal Bone

Head, Back, Lower - |; Basilar Process of the Occipital Bone \/

Head, Back, Lower - 2: First Cervical Verebra

Neck, Front - 2: | d4 Cervical Vertebrae from 2nd to 5th
Neck, Front - |: 1d4 Cervical Vertebrae from 7th to 4th

Shoulder, Side - |: Head of the Humerus

Back, Upper, Middle - 3: 1d4 Upper
Dorsal Vertebrae: [st to 4th
Back, Upper, Middle - 2: | d4 Middle

Arm, Upper, Outer - Dorsal Vertebrae: 5th to 8th \ \

I: Humerus

Back, Upper, Middle - I: |d4 Lower
Dorsal Vertebrae: 9th to | 2th

Side, Upper - 2: |d6 Upper Ribs

Side, Upper - |: 1d6 Lower Ribs

Chest - 3: Sternum: Manubrium

Chest - 4: Sternum: Gladiolus
Chest - 2: 1d6 Upper Ribs !

Chest - |: 1dé Lower Ribs

Abdomen, Upper - |: |d2 LumbarVertebrae: 2nd to 3rd
Hip - 4: llium 1

Hip - 3: Head of the Femur

Hip - 2: Neck of the Femur

Hip - I: Trochanter 3

Abdomen, Lower - |: llium
Abdomen, Lower - 2: Os Pubis \
Abdomen, Lower - 3: Sacrum
Abdomen, Lower - 4: Coccyx
Wrist, Front - |: 1d8 Carpus Bones
Wrist, Back - |: 1d8 Carpus Bones
Forearm, Back - 2: Ulna %
Forearm, Back - |: Radius g %

Knee, back - 1: Condyle of Femur

Ankle, Outer - |: External Malleolus
Ankle, Inner - |: Internal Malleolus

Foot,Arch - |:Tarsus

Toes - |: 1d10 Metatarsus
and Phalanges Bones
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Face, Upper, Center - 3: Frontal Bone, Upper
Face, Upper, Center - |: Nasal Bones

o

3 - Face, Upper, Center - 2: Frontal Bone, Lower

Head, Side - |: Parietal Bone

Figure 8.3:

Face, Upper, Side - 2: Sphenoid Bone A 4
Skeletal Critical Locations™

i Face, Upper, Side - |:Temporal Bone
Head, Back, Upper - |: Parietal Bones
Neck, Side - 2: 1d4 Cervical Vertebrae from 2nd to 5th
Neck, Side - 1: 1d4 Cervical Vertebrae from 7th to 4th
Neck, Back - 1: 1d6 Cervical Vertebrae from 2nd to 7th
Shoulder, Top - 3: Clavicle
Shoulder, Top - 2: Coracoid Process of the Scapula
__— Shoulder,Top - |: Head of the Humerus
lf A Armpit - |: Head of the Humerus
b N
Armpit - 2: Scapula

Arm, Upper, Inner - |: Humerus

\ \ Armpit - 3: 1d3 Ribs
|

Back, Upper - |: Scapula
e Back, Upper - 4; 1d4 Upper Ribs
Back, Upper - 3: | d4 Middle Ribs

Back, Upper - 2: 1d4 Lower Ribs Elbow - I: Olecranon
Pracess of the Ulna

Back, Small of - 1: 1d3 Lumbar Vertebrae: Ist to 3rd
Back, Lower - |: 1d3 Lumbar Vertebrae: 3rd to 5th
Side, Lower - 2: 1d2 Lumbar Vertebrae: 2nd to 3rd
Side, Lower - |: Cresr of the llium

Inner Joint - |:Trochlea

Inner Joint - 2: Radial Head of
the Humerus

Buttacks - 2: Sacrum
Buttocks - 3: Coccyx
Buttocks - |: llium
Groin - |: Os Pubis

Forearm, Inner - 2: Radius

/]

Forearm, Inner - 1: Ulna
) \ Hand, Back - 2: 1d8 Carpus Bones
/ Palm - I: 1d5 Metacarpus Bones
I / Hand, Back - I: |d5 Metacarpus Bones

% Fingers - |: |d4+1 Phalanges

Hamstring - |: Femur

Thigh - 1: Femur

Knee - 2: Inner Tuberosity of the Femur
Knee - 3: Patella

Knee - |: Quter Tuberosity of the Femur
)
Calf - 1: Fibula
[ Calf - 2:Tibia

Shin - I: Fibula
‘ Shin - 2: Tibia

Ankle, Upper/Achilles - |:Internal Malleolus
Ankle, Upper/Achilles - 2: External Malleolus
Heel - |: Os Calcis

: Ws\nk

Foot, Top - I:Tarsus

* Locations in italics indicate a bone in back, or not shown.
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Head, top - |: Occipito-frontalis

Face, upper center - |: Occipito-frontalis

Figure 8.4:
Muscular Critical Locations (Front)

Face, upper center - 2: Orbicularis Palpebrarum
Face, upper center - 3: Levator Labii Superioris

Face, upper side - |:Temporalis

Head, side - 2: Sterno-cleide-mastoideus Face, lower center - |: Quadratus Menti

Head, side - |: Masseter Face, lower center - 2: Orbicularis Oris

Face, lower, side - |: Zygomaticus Major and Minor

Neck, front - 3: Thyro-hyoid Muscle Face, lower side - 2: Buccinator

Neck, front - 2: Omo-hyoid Muscle Neck, side - |: Platysma Moyides
MNeck, front - |: Sterno-hyoid Muscle
Shoulder, side - |: Deltoid

Shoulder, side - 2: Long Tendon
of the Biceps Flexor Cubiti

Neck, side - 2: Scalenus Anticus, Medius and Posticus
Shoulder, top - |: Subclavius

Shoulder, top - 2: Deltoid

Shoulder, side - 3:Tendon of the Pectoralis Major
Shoulder, side - 4: Coraco-brachialis Armpit - 3: Deltoid
Side, upper - |: Serratus Magnus Armpit - |: Pectoralis Major

Side, upper - 2: Obliquus Externus Abdominis Armpit - 2: Coraco-brachialis

Chest - |: Aponeurosis of
Obliquus Externus Abdominis

Chest - 2: Obliquus Internus Abdominis
Chest - 3: Rectus Abdominis

Abdomen, upper - |:Aponeurosis

of ©bllqliis Externus Abdomirls Arm, upper inner - 2: Biceps Flexor Cubiti

Abdomen, upper - 2: Rectus Abdominis Arm, upper inner - |:Triceps Extensor Cubiti

Side, lower - 2: Obliquus Internus Abdominis Elbow - I: Flexor Longus Pollicis

Side, lower - |: Crest of the llium Inner joint - |: Pronator Radii Teres

& Inner joint - 2: Supinator Longus
Abdomen, lower - |:Aponeurosis ! P &

of Obliquus Externus Abdominis Forearm, inner - |: Palmaris Longus

Abdomen, lower - 2: Rectus Abdominis Forearm, inner - 2: Supinator Longus

Groin - |: Adductor Magnus Forearm, inner - 3: Flexor Carpi Radialis
Hip - |: Gluteus Medius

Hip - 2:Tensor Vaginae Femoris

Grain - 2: Extensor Longus Digitorum
Groin - 3: Pectineus
Groin - 4: Adductor Longus

Wrist, front - |: Anterior

Fingers - 2: Extensor Brevis Pollicis Annular Ligament of the Wrist

Fingers - 3: Abductor Pollicis Palm - 2: Abductor Pollicis

Palm - |: Palmaris Brevis

Fingers - 1: 1d5 Flexor

Tendons of the Fingers Thigh - 5: Rectus Femoris

Thigh - 3:Vastus Externus
Thigh - 2:Vastus Internus

Thigh - 1: Tendon of the
Extensors of the Leg

Thigh - 4: Adductor Magnus

Knee - |: Patella Tendon

Shin - |:Tibialis Anticus
Shin - 2: Soleus

Ankel, inner - |: Soleus

Ankel, outer - |: Extensor Longus Digitorum

Ankel, upper/Achilles - 1: Tibialis Anticus
Ankel, outer - 2; Peroneus Longus et Brevis

Ankel, upper/Achilles - 2: Extensor Longus Hallucis

Foor, arch - |: Extensor Brevis Hallucis
Foot, top - I: 1d5 Extensor Tendons of the Toes Teiiss. - |41d5 Exctanson Tandone of thaToes
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Head, back, upper - |: Occipito-frontalis

Figure 8.5:
Muscular Critical Locations (Back)

EN
2

Head, back, lower - |:Trapezius

Neck, back - |: Trapezius

NS

A M ¥
—

Back, upper middle - 1:Trapezius

AP

Back, upper - |: Deltoid
Back, upper - 2: Teres Major
Back, lower - |; Latissimus Dorsi

SA
Z/h

Back, small of - |: External Oblique

N

Back, small of - 2: Erector Spinae

Arm, upper outer - |:Triceps Extensor Cubiti

N SRR

Arm, upper outer - 2: Biceps Flexor Cubiti

G i T i iy AN

ARSDARASNUNS

B ,’}‘.' \w g

Forearm, back - 2: Extensor
Carpi Radialis Longior

Forearm, back - |: Extensor
Carpi Radialis Brevior

Wrist, back - I:Anterior Annular
Ligament of the Wrist

Buttock - 1: Gluteus Maximus

AN \(\
.;.'

Hand, back - |: Extensor Communis Digitorum

Hand, back - 2: 1d5 Flexor
Tendons of the Fingers

Hamstring - |: Biceps Femoris

Knee, back - |: Gastrocnemius

Calf - 2: Gastrocnemius

Calf - 1: Soleus

Ankel, upper/Achilles - 3:Achilles Tendon

121



Chapter 8 - Combat: The Art of Hack The HackMaster GameMaster’s Guide

Figure 8.6:

. Head, back upper - |: Brain
Vital Critical Locations |

Head, back lower - |: Medulla Oblongata
Head, back lower - 2: Spinal Cord

Neck, back - |: Spinal Cord

Side, upper - |: Lung
Chest - I: Lung
Chest - 2: Heart
Chest - 3: Spinal Cord

Back, lower - 1: 1d2 Kidneys
Back, lower - 2: Spinal Cord

Back, small of - |: | Kidney
Back, small of - 2: Spinal Cord

Groin - |: Bladder

Groin - 2: Small Intestine

T
T s

e
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Figure 8.7:
Vital Critical Locations 2
Face, upper side - |: Brain

Face, lower corner- 1: Spinal Cord
Neck, front - 1:Trachea
Neck, front - 2: Spinal Cord

Back, upper middle - |: Spinal Cord
Back, upper - |:Spinal Cord

=]

Abdomen, upper - 2: Stomach
Abdomen, upper - 3: Liver ——————
Abdomen, upper - |:Spleen
Abdomen, lower - |: Pancreas ——_ |
Abdomen, lower - 2; Duodenum

—_—
Abdomen, lower - 3: Kidney

Abdomen, lower - 4: Small Intestine

Chapter 8 — Combat: The Art of Hack

Head, top - |: Brain

Face, upper center - |: Brain
¥ b Head, side - |: Brain
X t | Neck, side - |:Trachea
]

Neck, side - 2: Spinal Cord

&

7 Side, lower - 2: Lung

Side, lower - |: Spleen or Liver

Hip - 1: Large Intestine

Hip - 2: Small Intestine
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Table 8KK:
Fumbles and Mishaps i
338 - 339
d1,000 roll Effect 340
Lose Weapon 341
| -85 Drop weapon at feet 3 342
B86- 110 Drop weapon 2 feet away 343 - 344
11 -130 Drop weapon 3 feet away 345
131 - 144 Drop weapon 4 feet away 346
145 - |54 Drop weapon 5 feet away 347 - 348
155 - 161 Drop weapon 6 feet away 349 . 350
162 - 167 Drop weapon 7 feet away 351
168 - 172 Drop weapon 8 feet away 352
173 - 176 Drop weapon 9 feet away 353
177 - 180 Drop weapon |0 feet away 354
181 - 183 Drop weapon |1 feet away 355 - 357
184 - 186 Drop weapon 12 feet away 358
187 - 189 Drop weapon 13 feet away 359 - 400
190 - 191 Drop weapon |4 feet away 401 - 500
192 - 193 Drop weapon 15 feet away
194 - 195 Drop weapon 16 feet away
196 - 197 Drop weapon 17 feet away 501 - 540
198 Drop weapon |8 feet away 54| - 580
199 Drop weapon 19 feet away 58] - 590
200 Drop weapon 20 feet away 59| - 600
Injure self 601 - 610
201 - 262 Damage to self; roll damage as normal, 611 - 630
make Dex check to suffer only half damage 631 - 650
Non-weapon injury to self, bad twist 651 - 660
263 - 264 foot, right 661 - 700
265 - 267 ankle, right
268 - 270 knee, right
271 hip, right 701 - 715
272 - 273 wrist, right
274 - 276 shoulder, right 716 - 760
277 - 279 elbow, right
280 - 281 foor, left
282 - 284 ankle, left 761 - 790
285 - 287 knee, left 791 -813
288 hip, left
289 - 290 wrist, left
291 - 293 shoulder, left 814 - 820
294 -296 elbow, left
297 - 300 neck 821 - 850
301 - 302 back
Non-weapon injury to self, sprain
303 foot, right 85| - B68
304 ankle, right 869 - 885
305 knee, right 886 - 903
306 hip, right 904 - 920
307 wrist, right
308 shoulder, right
309 elbow, right 921 - 936
30 foor, lefc
il ankle, left 937 - 952
312 knee, left
313 hip, left
314 wrist, left 953 - 968
315 shoulder, left 969 - 984
36 elbow, left
317 neck 2
318 back v A

Non-weapon injury to self, pulled muscle

Non-weapon injury to self, hyperextension

foor, right

ankle, right

knee, right

hip, right

wrist, right

shoulder, right

elbow, right

foot, left

ankle, left

knee, left

hip, left

wrist, left

shoulder, left

elbow, left

neck

back

Damage own armor for d3 points
Damage to ally, make Dex check
to deliver only half damage

Weapon damaged/broken

Handle Broken -1 to hit
blade/head broken -1 to damage
blade shattered (useless)
handle/haft sheared (useless)
sheared (useless)
Handle Badly Broken -2 to hit
Blade/head badly broken -25% to damage
Blade/head sheared/cracked -50% to damage
edge dulled, nicked and/or cracked
(~I to hit/-| to damage)
Equipment Mishap
Boot/footgear breaks,
=1 to hit until repaired or discarded
Backpack, pouch or other container
strap breaks, -1 to hit until
item repaired or discarded
belt, girdle, etc. breaks
Armor loosened, -1 to hit until readjusted
(by redonning or by another person
helping for | round)
Armor strap breaks, +1 AC penalty
and -1 to hit until repaired
Shield strap breaks, -3 to hit until
repaired or discarded
Hindrance*
Sweat In your eyes, -1 to hit for | round
Blood in your eyes, -3 to hit for | turn
Nearby Ally is Automatically hit
Distracted by ally or opponent,
-4 to hit and no Dex bonus to AC for | round
Clumsiness
Overextend +d4 penalty to next initiative,
opponent gains *+2 to next attack roll
Hinder ally- takes +dé initiative penalty
suffers -(d4+1) to hit penalty on next artack
or have 25% chance of hitting you
off balance +d4 penalty to next initiative
Overextend, opponent gains
+2 to next to-hit
Slip, opponent gains +2 to next to hit roll,
-4 to Dex for one round and make check
vs. 112 Dex or fall prone,

319-336 Rall on crit (puncture) chare,
until reasonable result attained * |f identical results are rolled, then extend the durations.
Table BLL:
Weapon Quality Modifiers
Quality Modifier
Extraordinary Save twice versus normal blow
Superior Save versus normal blow
Good Save versus crushing blow
Average Standard table result (no effect)
Poor Roall twice on table
Shoddy Fumble on | or 2; roll twice on table
Waorthless Fumble on |-20; roll five times on table
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Fumbles 7aadﬂi§ﬁ;|£

Any time a character rolls a narural 1 on his to-hit
roll, he has scored a fumble or a combat mishap (aka
critical mishap or critical miss). This is one of the
most feared moments for players, but is great fun for
you (unless you rolled the miss for your prime vil-
lain). Simply have the unfortunate fumbler roll a
d1,000. Then consult Table 8KK: Fumbles and
Mishaps provided herein and follow the instructions
for the result. All results rolled on the Fumbles and
Mishaps Table are cumulative, even if identical
results are rolled multiple times.

The following general effects apply to all bad
twist, sprain and hyperextension results, For bad
wists reduce Dexrerity by one point for 1d4 hours
and m1 (as critical hit) For sprains, m3 (as critical
hit) unless location is on arm or shoulder, then -1d4
to-hit for like number of days unless magically
cured. For hyperextension treat as sprain also with
1d20% temporal Honor reduction.

Equipment Quality and Mishaps

Equipment quality can influence the probability
and severity of the critical miss. For example, Tingar
the thief rolls a natural 1 with his dagger while try-
ing to backstab a guard. He rolls a d1,000 on Table
8KK: Fumbles and Mishaps and gets 724. This
indicates that a strap on his backpack has broken
and he is now at ~1 to hit until he spends a round
removing his backpack. Unfortunartely for him, the
guard doesn't seem willing to wait that long. If he
had been wearing an extraordinary backpack instead
of the one he bought off the rack, the result may
have been just a miss. Equipment quality alters the
effects on Table 8KK: Fumbles and Mishaps as
shown in Table 8LL: Weapon Quality Modifiers,

Thus extraordinary, superior and good quality
items all receive saving throws (see Table 8Y: Item
Saving Throw Matrix) whereas average quality does
not (whatever the table says breaks, breaks as stated).
If a character is using poor quality equipment (any-
thing), roll twice on the fumble table. Use the first
result UNLESS the second result indicates that a
poor quality item loosens, breaks, ete. In that case,
use BOTH results! Sound good? Just wait, it gets
better. For shoddy equipment, fumbles can occur if
the player rolls a 1 ora 2 (double the chance). Treat
a fumble on a roll of 1 as with poor equipment. On
a roll of 2, make two rolls on the table, if either indi-
cate equipment failure for a shoddy piece of equip-
ment, use the result (can be both rolls) but ignore all
other rolls.



GameMaster Essentials

This rules in this chapter provide instructions on how to deal with a variety of occur-
rences that are bound to come up during play. A GM must be prepared for these before he
can efficiently run a session of HackMaster. Never let the players catch you off guard!

Distance

To you, distance is just the amount of space between two things. To me, distance is
another powerful tool on my GameMaster’s tool belt, and that is one of the many things
that separates me from you, and separates the GameMasters from the players. 1f you are
to learn the finer points of GMing, you must learn to look ar everything as a weapon,
and distance is no exception. Distances will have effects in two general situations; com-
bat and non-combat. In non-combar situations, distance is used mostly for travel and
other types of movement. All creatures and characters have movement values that cor-
respond to the distance they can travel in one round. Outdoors and in non-combar sit-
uations, this movement rate represents a distance in tens of yards. Thus, a human fight-
er with a movement of 12 can move 120 yards per round. Similarly, outdoor and non-
combat distances are measured in yards. This is not the case for combat or dungeon sit-
uations. In these situations, distances are measured in feet, not yards. In the dungeon,
characters are moving slowly so that they may pay closer attention to their surroundings.
This helps them avoid possible pitfalls or traps, reduces the chance of attracting mon-
sters and allows them to notice important details they might otherwise miss. In a dun-
geon, a movement value of 12 corresponds to moving 120 feet per round. Similarly, in
combar the movement rates compress with the time frame. A character with a move-
ment value of 12 moves 120 feer per round in combat.

As the GameMaster, you must learn to use distance to maximize the effectiveness of

the obstacles you put in front of the characters. This is particularly important in com-
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bat. When making their characters, players will have to choose berween specializing at
attacking at a certain range, or being average at several ranges. Smart players may try to
compensate by having some party members specialize ar close range, and some at long
range. As the GM, you need to choose monsters that prefer to attack ar the range ar
which the characters are weakest. In this way you can minimize their effectiveness while
maximizing your own. This will challenge your players and force them to play ro the
best of their ability or die. Only then will they be a worthy challenge for you.

Similarly, you must make exact distances privileged information. Never tell players
any important distances without them asking. How many times can you automarically
tell the dimensions of a room or know the distance to an object? I thought so. The
game of HackMaster is not played on a lined field, so characters do not automarically
know the distance or size of things. Only if the players asks should you give a value,
This value, however, is not necessarily the actual value. It should be an approximartion
based on what you think the characrer’s knowledge is. Only if the character makes a suc-
cessful complex geomertric approximation skill check should he be given a close value
within 10 feet of the acrual distance.

You must use the character’s ignorance of distances against them. Position creatures
just outside their missile weapon range, so that they must wade through rounds of mis-
sile fire to enter melee. Or make the pit trap just wider than their rope and longer than
they can jump. Players who do not even try to discover the relevant distances should be
dispatched quickly. It is the only way they will learn.

Vision and Light

Hand in hand with distance comes vision and light. As a general rule, what the play-
er characters can't see, they can't effectively combat. This is an important fact to remem-
ber, for it is a weakness of theirs. Ar your disposal are many monsters and other denizens
of the night that do not suffer from this flaw, so whenever possible, you must catch the
players off guard. Consequently, the players will employ several straregies to combar this
advantage of yours. This chapter will help you adjudicate their actions and defear their
pitiful atcempts.

There are some standard ways your characrers will try to avercome this disadvantage.
Chapter 17 of the Player's Handbook derails the rules for vision and light, It lists the
modifiers for different types of light sources, the range of the object and the size of the
object. Your job as GameMaster is to make sure each of these modifiers is applied when-
ever possible, because your players will certainly try to take advantage of you if you don't.
In addition, some PCs will have extraordinary visual powers such as infravision, ultrav-
ision or invisibility. The following sections will help you control these situations. And
remember, every advantage a PC has could just as easily be had by an NPC.

Infravision

Infravision is the ability to see light waves in the infrared spectrum. This type of vision
works by picking up the ambient radiation from their surroundings. The standard infrav-
ision extends out to 60 feer. Monsters or other creatures that are subterranean have
infravision thar extends up to 120 feer. Characters do not see things as they would with
normal vision. Instead, the character can detect hear levels around him. Thus, a room
in a dungeon would appear complerely blank, as the walls, floor, ceiling and perhaps some
furniture within are all approximarely the same temperature. The character can detect
openings in the walls or other spaces, but not fearures or inscriptions on the wall unless
they had a different temperature. Air currents of a different temperature would show up
as layers of warmth or coldness. Except when dealing with very warm or very cold
abjects, infravision is similar to normal vision on a dark and cloudy nighr at best. Living
beings radiate a large amount of heat, and can be easily detected. Such creatures can be
tracked within two rounds of their passing by following their heated footprints.

Light sources that emit hear render infravision useless within their area of illumina-
tion (see Table 178 in the Player's Handbook). In addition, it takes two rounds to adjust
from infravision back to normal vision. If a character using his infravision has a light
source suddenly revealed to him, he may make a Dexterity Check. If he fails, the char-
acter is blinded for one round.

Infravision that extends more than 60 feet, which is usually reserved for monsters,
funcrions differently than normal infravision. In this case, the character actually emits
infrared radiarion from their eyes and sees by picking up the reflected radiation, This
type of infravision is much more detailed, and can easily distinguish features on walls,
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ceilings or floors as well as furnishings. A character with extended infravision appears o
have glowing red eyes when viewed through normal infravision.

Ultravision

Ultravision, also known as night vision, is the ability to see in extremely low lighe
conditions. Creatures with this ability have eyes that are able to focus, amplify and max-
imize the available amount of natural light such that yery little illumination is needed to
see by. This grants the character the ability to see in complete darkness when outdoors.
Vision is similar to twilight but is monochromatic, and extends clr:::lrly up to 100 yards.
and dimly out to 300 yards. On very cloudy nights, the ranges are halved. Uleravision
is not usable underground, Magic weapons that shed illumination spoil ultravision as a
light source spoils infravision.

Invisibility

Invisibility is one of the harder magical effects to adjudicare and most of the time it
is adjudicared poorly. This is because you don't understand whar invisibility really is.
Some players (and even some GMs) think invisibility is a brilliant, invincible strategy.

In reality it is simply an advantage, somerimes a slight one, and sometimes it is even
irrelevant.

Invisibility merely makes one impossible ro see. It does not mask sounds or odors.
It does nor affect the environment around the invisible characrer. Foorprints will appear
in the dust or mud, water will move in noticeably odd ways, and thrown blankets or
cloaks can reveal an invisible form. While this may not completely reveal the character,
it will alert people to his location. If a character turns invisible while someone is look-
ing at him, obviously that person will know he is facing an invisible opponent and rake
appropriate action.

Similarly, if an invisible character is not trying to move silently, anyone within earshot
will hear them, and have a general idea where they are. Invisible people cannot see their
own feer and often stub cheir toes in unfamiliar terrain. Monsters with a keen sense of
smell or hearing may still recognize the threar. Finally, sometimes the lack of anything
in a certain space is enough to raise suspicion. As the GameMaster, you must rake all of
these things into account when dealing with an invisible player.

Arracking ends normal invisibility. An artack is any direcr action taken to harm a
creature. Attempting to hit someone with a melee or missile weapon, casting a harmful
spell or even a Charm Person will end magical invisibility. Unless otherwise nored,
magic items that confer invisibility function as the 2nd level magic-user spell.

The Improved Invisibility spell does allow an atracker to mainrain invisibility when
in combat, but his opponents can strike at him (at -4 to-hit) if he does so. Creatures
with a chance to detect invisible creatures get a saving throw vs. Improved Invisibility
spells, They save as if 2 levels or HD lower than actual, but success means that they can
track the creature and suffer no penalties to hit.

Powerful creatures may be able to detect an invisible creature even if they have no way
to actually see it. They can notice disturbances in the air, shimmering caused by move-
ment, feel slight breezes and predict what the creature might do. It’s a sort of sixth sense
made up of combinations of the other five. Characters use the average of Intelligence
and Wisdom on Table 9A: Derection of Invisibility. Creatures with no Wisdom score
simply use their Intelligence rating,

Mirrors

Mirrors need light in order to reflect any image. It is truly amazing how often play-
ers forger this. The need for light applies to infravision and ultravision as well.
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Blindness

These rules only apply to those who can normally see bur have been blinded tem-
porarily. Blinded characters are immune to magics with visual delivery systems, such as
Color Spray spells, bur they do have a tendency to trip over their own feet and blunder
into walls. A character who normally relies on vision who cannor see suffers —4 to all
actack rolls and saving throws and has a +4 penalty to his Armor Class.

Blind characters can only move at one third their normal rate unless guided by a crea-
ture that can see, in which case they can move at two-thirds their normal race.

Blinded spell casters cannot cast any spell unless it has a range of "0" or "Touch."

Deafness

As with blindness, these rules do not apply to those with the physical flaw deafness
as such characters have had time to adapt to cheir condition. Temporarily deaf creatures
cannot be affected by any effect delivered sonically. They are immune to shouted warn-
ings, Holy Words and Horns of Blasting. A Bestow Curse can afflict a character with
deafness. Such deafness can be removed by eicher a Cure Deafness or Remove Curse
spell. Deafened spell casters will fail to cast spells with verbal components 50% of the
tme.

Sleep and Unconsciousness

Heavily slecping characrers, as those under the effects of a Sleep spell or those who
are simply heavy sleepers can be awakened automatically by vigorous shaking, slapping,
kicking or stabbing. Sleeping creatures will awaken if they take any damage.

Some creatures are lighter sleepers and can be awakened by mere noises, whether they
are in bed at home or in camp. To see if a noise rouses a sleeping character, he must
FAIL a save vs. paralyzation. Extremely loud noises can impose up to a —4 on the roll
(making failure more likely and thus increasing the odds he wake up) and quicter events
might add up to +4 to the roll. Depending on how lightly a creature sleeps, you may
adjust the roll by up to 2 (either way) due to innate qualiries.

Unconscious creatures can only be awakened if damaged. Otherwise, they must
make a Constitution check every 3-60 minutes or automatically wake up after eight
hours have passed. If they succeed ar the Constitution check, they will groggily return
to a waking state, swimming back to consciousness in 1d4 rounds.

When not in combat situations, a slccp[ng or unconscious characrer can be automar-
ically killed in one round.

Paralysis

A character or creature affected by paralysis becomes totally immobile. The victim
can breathe, think, hear and see, but he is unable to speak or move in any manner. He
may still be able to direct innate powers or magic items activated solely by thought
(don’t give many of THOSE out!). Paralyzed creatures are still awake and aware of
their surroundings.

Paralysis affects only the voluntary functions of the body; it does not affect breath-
ing or heartbeat. It can be particularly potent on flying creatures, unless thar flight is
an innate magical ability.

For example, a band of adventurers encounter an Undead Beholder, a fearsome crea-
ture with magical powers that emanate from its many eyes. After several rounds of
combar, the party's magic-user manages to paralyze the beast with a Hold Undead
spell. The paralyzed Undead Beholder can still use the spell-like powers of its eyes and
can still move about (since it can Levitate at will). It cannot move its eyestalks to aim,
however and smart characters will surround ir as soon as possible. Since all of its eyes
were most likely facing forward at the moment of paralysis, the monster must turn its
back on some to attack any of the others.

Table 9A:
Detection of Invisibility
Chance to Detect Invisible Creatures

Level* or HD

Of Creature 0-1 2-4 5-7 8-10
7 = & 2 -
B - % - =
9 il : A i
10 - - - -
11 - - - 5%
12 - - 5% 15%
I3 - 5% 10% 25%
14 5% 10% 15% 35%
15 10% 15% 20% 45%
16 12% 20% 25% 50%
17 20% 25% 30% 55%

*Multi-classed characters use their highest class level.

Creatures with a keen sense of smell gain +5-30% to detect invisible characters. Creatures with an acute sense of hearing gain an additional +5-30%, depending on circumstances (i.e. a successful move

silently check significantly reduces or even eliminates this advantage).

Note: some creatures do not use sight and will be unaffected by invisibility. Scorpions, for example, are blind but can move and fight without penalties because they are extremely sensitive to vibrations

in the sand. Bats can automatically detect invisible creatures using sonar.

11-12 13-14 15-16 17-18 19-20 21+
- - - 5% 5% 5%

- - 5% 10% 15% 25%

- 5% 10% 15% 25% 35%
5% 15% 20% 25% 42% 55%
15% 25% 30% 35% 50% 65%
25% 35% 40% 45% 60% 75%
35% 45% 50% 55% 75% 88%
45% 55% 65% 75% 89% 95%
55% 65% 80% 85% 95% 98%
60% 70% 85% 95% 98% 99%
65% 75% 90% 98% 99% 99%
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Paralyzed creatures can automatically be hit in melee combat, Ranged weapons still
require attack rolls, but the paralyzed creature gets no benefit (or penalty) to AC due to
Dexterity and the attacker is at +4 to-hit. Damage is automatically maximum but
remember to roll damage just to see if penetration damage occurs. Penetration rolls are
treated normally.

When not in combat, paralyzed creatures can automatically be killed (or knocked

unconscious). 7

Detection of Evil and/or Good

At some point, characters will try o use spells or magical items to determine the
: ) g

alignment of a player character or NPC. This is a highly insulting and hostile action,

but not as rude as asking, "So, what's your alignmentz"

Any time somcone tries to detect evil or good, you need to make a distinction
berween character alignment and a powerful holy or unholy force. A lawful evil char-
acter will not necessarily trigger every Detect Evil spell cast his way, Also, keep in mind
that detecting alignment is not an alignment audit, though it may be a prelude to one.

Using the guidelines that follow, you should have licdle difficulty in adjudicaring these
attempts, even as player characters take every opportunity to abuse any detection pow-
ers to which they have access.

Casting Spells

Casting spells to try to detect evil or good is a good way to start a fight or end a
friendship. Hirelings and henchmen may desert or even rebel ar such treatment.
Strangers will figure the spell is the prelude to an atrack and thar the best defense is a
good offense. Even lackeys will be offended. Those few who might consent to the spell
will insist that they be allowed to cast the same in return. Using such spells indicares a
basic lack of trust on the part of the caster.

Besides, only a Know Alignment spell (or the cleric’s version of True Seeing) will
determine the precise alignment of a character. A target must hold great evil or strong
goodness to radiate an aura under a Detect Good or Detect Evil spell.

Characters who are very strongly aligned, do not stray from their faith, and who are
9th level or higher might radiate evil or good if they are intent upon appropriate actions.
Even a powerful and villainous chaotic evil 15th level fighter won't radiate evil while he's
having an ale in a tavern. Powerful monsters such as demons, devils, Ki-rin and the like
will send forth emanations of evil or good. Aligned undead are animarted by powerful
negative forces and thus will radiate evil. Unholy water emanates evil, just as holy water
radiates good. Places sancrified ro some gawd of evil or good will certainly give off an
appropriate aura,

Powerful, aligned magic items will also radiate evil or good — unless they are neutral-
ly aligned. Most magic items, though, will not, even if their effects are for evil or good.
Non-magical items have no aura, even if they have powerful effects. Poison and traps
are prime examples; neicher has any alignment in and of irself.

When a Detect Evil spell daes work, clerics (being more attuned to moral axes of the
universe) are more cffective than magic-users. Clerics will be able to determine the
degree of evil (typically faint, moderare, strong, or overwhelming) and its general nature
(malignant, expecting, gloating, sadistic, etc.) Clerics have 10% chance per level 1o
determine whether an overwhelming evil or good is lawful, neutral or chaotic. Magic-
users can only detect the intensity of the evil (or good, for thar mateer).

Class Abilities

Some classes — paladins and dark knighs, in particular — possess the ability to detect
good or evil intent. Such powers are more limited than players are likely to realize.
Unlike spells, class abilities to detect alignments do not usually funcrion on a rarget crea-
ture simply because it is of high level and unwavering ethics. To register anything at all,
the rarget creature must be about to do something remarkably extreme such as prepar-
ing o mug a hapless merchant (if evil), or about to help a crippled, wizened old elf
across the street (if good). Only those thoroughly corrupr to the core or nauseatingly
pure will have an aura even if not about some specific deed with moral relevance.
Powerful items or places will radiate good or evil as above, of course.

Remember thar all such derection requires not less than one round of stillness and
concentration, whether the power is from some inner source (paladins, for example), or
by some external means (spells, swords, etc.). Therefore, the character must stop, have
quiet, and intently seek to derecr the aura.

Doors

Each player character has a rating to open doors based on his Strength. To derermine
whether a check is needed, you need to know what type of door is involved.

The first type of door is the normal door. These open into closets, inns, taverns car-
riages and the like and are designed to open when pulled or pushed. Open doors checks
are not required for these (except perhaps in unusual circumstances).

The second type is the heavy, old, musty, swollen and rusted sort of door found in
dungeons and ancient ruins. These do not open with an easy pull and reacr more like
walls than doors when pushed. The hinges may be frozen or the wood swollen in the
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frame. To open these the characters must make a check, yanking on the handle or giv-
ing the door a good shove.

Finally there are locked, barred, magically enhanced doors sealed by people who do
not want any visitors. These take a lot of effort to force open.

The second and third types are doors the characters are not meant to open, Both sorts
require open doors rolls, and only the strongest characters can even attempt to force
open the third type.

Now that you know the basics, you can consider exceptions and figure out when to
apply this rule. Most every character has a chance to force open a door, but you need
to determine when the ability applies. A normal door held by a flimsy lock or rotted
bar may need only a basic open doors check. An extremely heavy dungeon door, swollen
in its frame or a thick, solid meral door may be unforceable. Even half-ogres just bounce
off. Ttis within your rights to declare that this door cannot be forced open, but use such
authority sparingly. Make sure you have a reason for making such a judgment, even if
the players don’t know. And don’t tell them! [t may be that your story requires the party
to pick the lock or steal a key. Open doors rolls are fundamental rules in HackMaster,
and players count on consistency of interpretation.

Remember that if a monster opened a door and fled through it, the characters should
be able to open the door with equal ease, The key here is "equal ease.”  Whar is easy
for a Troll or Hill Giant may be quite a bit more than a gnomeling can manage! And of
course, once a door is opened by PCs, monsters can follow them through ir.

1fa door fails to open on the first arrempr, a characrer can try again—there is no limit
to the number of attempts, but each subsequent atcempt reduces the character's chance
of success by one, as he grows more and more tired of yanking or banging on the door.

Another common tactic players use to deal with uncooperative doors is to put multi-
ple characters on it. Up to two people can arcempr to force open a door at the same time
(more than this and the characters just get in each other’s way). The chance of opening
the door is increased by half the lesser character's chance (with fractions rounded down).

Thus, if Rothgar opens doorson a 1, 2, 3 or 4 (on 1d20) and Darrius ona 1, 2 or 3,
together they can open a door on a 1, 2, 3, 4 or 5 (Rothgar's 1-4 plus half of Darrius’
1-3, rounded down for a +1 bonus).

Resourceful characters sometimes try to improve battering rams to bash 