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The Council of Kings (Part One)

Lucius Glorianos, Lord Regent of the King-
dom of Allemaine, and arguably the single most
powerful man in Ahrivine, nonetheless glanced
helplessly at the men that surrounded him. He
saw Princes, Dukes and Warlords, Wizards and
oracles. But their debate had gone on for too
long—they were as divisive as ever. Sometimes
he wondered if the High Kingdom would re-
main forever sundered.

“Prince Commander Carados,” he tried,
turning his gaze to the Tarsan delegation. “The
Warlords are well known as the masters of battle
in all its forms, and it cannot be denied that
warfare is what confronts us. Your riders repel
Fekeshi invasions every season, and Calabrian
shipping is preyed upon unmercifully by for-
eign corsairs. My own land battles the Host of
the Doomed on the walls of the Last Bastion.
Tell me—what is your advice in this, our dark-
est hour”

All eyes were upon the dour Prince. He was
not a handsome man—nhis black hair and brut-
ish features were largely hidden under his helm,
and when he spoke his voice was hindered by
an old wound to his throat. He sounded like a
man in pain. “l say,” Carados said, rising to his
feet in a slow jingle of barmail, “that we draft
every man in the Provinces, that we spend ev-
ery bit of gold in your treasuries to arm our-
selves with Dwarf-made steel, and march on
the Fekesh with an army five hundred thou-
sand strong.”

The Council of Kings erupted in cries of out-
rage and protest. Carados continued to elabo-
rate but no one heard him. Provincial Counts
insisted that such a draft would stop all food
production, starving the other Kingdoms.
Calabrian Sea-Princes scoffed at such a waste
of money on untried troops. But within the din
asingle voice spoke, and when he did, everyone
else fell silent as a stone.

“Do this,” barked the dark wizard Blaise,
wrapped in black cloaks and hugging his staff
to him, “and your entire Kingdom will fall to
ruin. Fekesh will drink deeply of Tarsan blood,
and the first crown to set foot in that land, will
be the first crown to fall.”

Suddenly the Council of Kings was less than
enthusiastic about the Tarsan plan. Carados

saw his dismissal in the eyes of the Dukes and
Princes. Even the Ministers of the island cities
had turned away from him, to whisper amongst
each other and plan without him. He smashed
his table on the wooden table, and raged at
Blaise.

“Damn you and your kind! What crime did
we commit that the Gods should curse us with
Wizards, who take the will to fight from men!”

Suddenly, a boy was standing. Well, perhaps
a young man if the audience was gracious.
Count Richard was the son of the Duke of
Lanahaut—nhost of this council—and it was
only by virtue of his parentage that Richard, or
his sister Olivia, had been included at all.

“He’s right,” Richard protested, weak at first.
“The Prince is right. We don’t have to listen to
him,” with a finger he thrust at the prophetic
Wizard. “He’s just an old man.”

“Yes,” whispered Blaise. “An old man am I.”
His voice became richer, humorous, as if he
found the young Count quite amusing. “Older
than you.” His gaze turned across the Council,
to the white-haired Lucius. “Older than you.”
Finally he looked to Farland the Giant, whose
immortal feet had walked Ahrivine since be-
fore any man. “Older even than you.” With a
final chuckle he blurted, “Listen not to me!”

Richard collapsed to his chair, red-faced and
beaten. Olivia gripped his arm firmly, but he
paid her little attention.

Another young man arose to take the floor.
The son of the King of Calabria, Harrison was
a dashing and charismatic figure. He opened
his arms wide as if in supplication. “All of us
know of the ancient prophecy of the Pallean
Sibyl, who told us a millennia ago that only one
man could reforge this Kingdom and defeat our
enemies. All of you know that, as the heir to the
crown of Calabria, | am that man. | do not
know the way in which we will defeat this evil
and bring peace to our lands, but I am ready
for it, whatever you decide.”

Before anyone could react, Richard’s father
cleared his throat.

“You lie.”



“Has it got any sports in it?”
“Are you kidding? Fencing, fighting, torture, revenge,
giants, monsters, chases, escapes, true love, miracles

“Doesn’t sound too bad; I'll try and stay awake.”
—The Princess Bride

The Broken Kingdoms is the first in a series of ever-
expanding campaign settings for your Fantasy Hero™
game. Within it you will find the brave knights of
Allemaine, the swashbuckling Sea-Princes of Calabria
and the Tarsan Warlords, masters of all forms of physi-
cal combat. Sail with the demigod heroes of the Pallean
Free Cities, or struggle against oppressive overlords in
the urban squalor and trackless forests of the Prov-
inces. Fencing and fighting, true love and miracles, the
Broken Kingdoms have enough to keep any company
of adventurers busy.

The people and places within this book are in tur-
moil, awaiting new champions. A thousand years ago
they were forged into a single High Kingdom, a weapon
that destroyed the menace of the Dark Titan forever.
But time and internal struggle broke the Kingdom
apart into five smaller lands, each too weak to resist
the return of evil. Darkseeker is dead, yes, but his ser-
vants and Hosts live still, and breed in the darkness,
waiting to flow upon the green fields of the Broken
Kingdoms in murder and destruction.

What's Inside

Broken Kingdoms (or BK) contains everything nec-
essary to play in and gamemaster a fantasy hero cam-
paign set in the eastern half of Ahrivine, one conti-
nent in the larger world of Alia. The Kingdoms pre-
sented here are intended to fit with future FH releases,
which will expand the campaign setting, interlocking
to form a limitless world of adventure. This book is
organized like so:

Introduction: This section.

Player Chapters: Creating Characters and Playing the
Campaign, are meant to give all the package deals,
skills, powers, perks, talents and disadvantages that
players will need to make their characters, as well
as discussions on how to build successful charac-
ters, character goals, player-to-player interaction
and encouragement on how players can contribute
to the Broken Kingdoms background, making it
grow faster and larger than any single GM could
ever manage. Players and gamemasters will also find
the “campaign limits” on OCV, Damage Classes and
the other numbers necessary for character creation
in the Hero System. These chapters are for players
and gamemasters alike.

Gamemaster Chapters: This section discusses the style
and themes of Ahrivine adventure as well as plot-
ting story lines—Broken Kingdoms adventures flow
like a novel, and advice on how gamemasters can
do this is included here. Essays on the long-term
challenges, along with the use of player character
“preludes” to establish the setting, follow. These
chapters are meant exclusively for gamemasters, and
players who read it will be spoiling the surprise.

The Broken Kingdoms Source Book is the largest part
of this book, and begins with a brief overview of
the setting including history, geography, cosmol-
ogy, the Ahrivine calendar and time keeping. Each
of the five Broken Kingdoms has its own fully de-
veloped section, detailing more history, government
and the daily life of its inhabitants. Social structure,
the military and unique elements of each realm are
also treated. Famous figures are included for each
Kingdom, with full game statistics for the ones that
player characters might encounter. Each Kingdom
has broad political divisions which are then dealt
with in sequence, detailing the Dukedoms, Sea-
Ports and Free Cities that player characters will visit
in their quests. Finally, each Kingdom has a discus-
sion on weapons, armor, equipment and other trea-
sure which might be found there, and notes on the
sorts of adventure found in each land.




Several other Kingdoms and lands are treated in
maore cursory detail, including both the realms most
firmly under the sway of evil, as well as those who
have struggled to remain neutral in the great wars.
These include the Dwarven Holdfasts and the en-
chanted forest of the Elvenkind, as well as the ori-
ental Fekeshi, the desert nomads of Mu-Jahdin, Vi-
king Northrons, the ancient river valley of
Kekutchiau and the mysterious Crying Jungle. A few
notes on those beings who defy national bound-
aries—Giants, Wizards and the hideous Doomed—
follow.

The information on the individual lands should
be read by the gamemaster, and players should read
the lands that they find interesting.

Martial Arts: The Broken Kingdoms maintain a strong
martial arts tradition in the form of the Sword Arts
of Ambrosius and the Steel Path. Other influences
from oriental cultures and the Pallean settlers have
brought unarmed combat forms as well. Modern
variations have resulted in Calabrian Swordplay and
Cloakwork. Full descriptions of new martial arts
are included here, as well as notes on what styles
from the Hero System Rule Book and the Ultimate
Martial Artist may be used. This information is
mostly related to game mechanics, and can be read
by both players and gamemasters.

Religion: Alia was created by one god, given life by
another, and may be destroyed by yet a third. This
chapter details the two primary religious institu-
tions of the Broken Kingdoms. The Pallean Sibyls
are composed entirely of women, and use their pro-
phetic gifts in the service of the goddess Rhea. They
have risen to dominance over the Brotherhood of
Augelmir, which suffered a Diabolism scandal some
centuries ago and has not yet fully recovered. Both
gamemasters and players should read this chapter.

Magic: The Magic chapter is one of the longest in this
book, and includes not only general guidelines on
the various colleges of Ahrivine magic, but also has
detailed character creation material and spell lists
for two of the most interesting. The demonologists
and black mages of Diabolism will serve the
gamemaster well as villains, while Sky-Lore and its
twin branches of Celestial magic and Astrology will
be most useful to player character mages. The reli-
gious Gifts are also treated briefly, as well as the
awesome power of Wizardry, known to be possessed
by only a handful of immortal beings and their
Doomed counterparts. The chapter on magic
should be read by any player who plans on making
amagician in the Broken Kingdoms. Gamemasters
should also be familiar with its contents.

Bestiary: This chapter contains game statistics or notes
on some of the most common or unusual inhabit-
ants of Ahrivine. Specifically, it includes descrip-
tions of the Tarsan wyrms, the Inach, Dogs of War
and Trolls which make up the Host of the Doomed,
and the various horse breeds which are used by
knights and Warlords alike in battle. Mention is also

made of the Banelights and the Wandering Flames,
strange magical forces whose true nature remain
unknown at this time. Since knowing the capabili-
ties of the opponents tends to take fun away from
the game, players should not read this chapter.

Miscellaneous Characters: A handful of individuals
that might prove useful in a campaign—either as
antagonists, allies or simply obstacles—are included
here. They are meant primarily for the gamemaster
to use, and do not fit into any of the five major King-
doms. Thus they have been given their own chap-
ter. They are used in the adventure suggestions in-
cluded throughout this book, but most especially
in ...

Scenarios: This chapter includes story lines in each of
the major formats of the Broken Kingdoms: the
short story (one game session) the short novel
(three or four game sessions) and the long novel
(ten to twelve game sessions). They use all the King-
doms presented, and many of the characters that
are included elsewhere. Players should not read
these story lines—they are for the gamemaster only!

Appendix One: This timeline relates some of the sa-
lient dates from the Broken Kingdoms and Alia in
general, taken from the famous “Histories” of
Queen Evaine. It may serve as a useful handout to
new players.

How to Use This Book

If you are planning to play in a Broken Kingdoms
campaign, and need to know where to start, go directly
to the first Player chapter. You will find what you need
to make a character. When you have a question, ask
the gamemaster.

Gamemasters have probably read books like this
before, and will skim over it before finding a chapter
or two that particularly interests them. Once the
gamemaster has a handle on the material, he may be
overwhelmed by exactly where to start. Well, with a
nod to Chris Cloutier and Golden Age Champions,
where the concept first appeared, here is the BK 12
Step Program ™. Just follow it and your Fantasy Hero
campaign troubles will vanish!

Step 1) Go directly to “The Two Sorts of Fantasy Cam-
paigns” and “Campaign Rules” at the beginning of
the Player Chapters, and the “Styles” section at the
forefront of the Gamemaster Chapters. Decide
whether you want to run a Heroic Fantasy Cam-
paign or an Epic Fantasy Campaign, and which of
the Broken Kingdoms you want to start with. You
may do high adventure in Allemaine, swashbuck-
ling in Calabria, a Provincial outlaw campaign,
mythological adventure in the Pallean islands, or
never-ending war on the fields of Tarsus.

Step 2) Tell the players what you have decided, and ask
them to make characters.



Step 3) When the players look at you with dazed and
confused expressions, lost and unable to begin, tell
them to buy their own copy of this book. If they
refuse, loan them yours. Tell them to read the Player
Chapters, and the description of one of the King-
doms that catches their interest. If they are inter-
ested in the martial arts, magic or religion (and most
players will be interested in one of those three ar-
eas) they should read that chapter, too. If you have
campaign restrictions in mind, such as “everyone
starts off in Sugales” or “no Wizards, so don't ask,”
this is a good time to make them known.

Step 4) Collect character sheets and review them all.
Make some notes on future story lines involving
the characters, and what loose ends they have in
their backgrounds. Notice the Hunteds and DNPCs
you will have to create. Talk to the player who cre-
ated the assassin and remind him that you are play-
ing Fantasy Hero. Tell him to make a new character,
or at least get a motivation other than experience
points. Wax rhapsodic to your players, telling them
how great this campaign will be, once it gets off the
ground.

Step 5) While the players revise their characters, forc-
ing them to be heroes of some form or another, give
them the lowdown on the setting. Tell them about
the creation of the High Kingdom over a thousand
years ago, about the death of the King and the
breakup of the realm. Speak of Wizards and
Doomed, Prophecies that are close to fruition.

Step 6) Final character check. You should be happy with
everybody. You are nearly ready to begin. Stock the
refrigerator.

Step 7) You may already have a scenario idea, but if
you don't, take a look at the Adventure section of
the Kingdom that you have chosen to start the cam-
paign in (remember Step 1?). Also scan the Famous
Figures section—most adventures in the BK are
character-driven, and these people will suggest story
lines to you. Finally, the Scenarios chapter should
have something for you.

Step 8) Remember the ever-increasing point value of
your heroes. Certain of the Broken Kingdoms lend
themselves to a lower power level of adventure than
others. Inach, Quartermen and pirates are danger-
ous and exciting, but their danger level is nothing
compared to enemies like the Doomed, the great
wyrms or a Fekeshi host. So make sure that your
low-power adventure ideas get play early on, or else
your players will get too powerful for them.

Step 9) Prophecy is powerful in the Broken Kingdoms,
but your players need to know that they can affect
things in the world. The Broken Kingdoms have a
backstory that the players should be a part of. Per-
haps a martial artist has been raised from birth to
defeat the Dark Titan in battle, or maybe a PC is a
secret bastard child of King Synmark, and heir to
the prophecy of the Boy King. Back story doesn’t
have to mean Epic though; players might serve some

role in the Oak Men’s rebellion against the rule of
the Counts and the Provincial Governor, or stymie
Prince Castillo’s plans for Calabrian hegemony.
Players are much easier to motivate when they know
that their actions make a difference.

Step 10) Many gamemasters already have fantasy set-

tings that they use for their games. Some of these
are home-made, others are published by other game
companies. Think about placing the Broken King-
doms in that world, or allow for magical travel be-
tween the two campaigns. This permits characters
and story lines from one land to overflow into an-
other. With the conversion notes in the Appendix,
even characters from other game systems can travel
to the Broken Kingdoms, and anything that makes
the campaign setting expand is usually a good idea.

Step 11) Set the mood. Mood music, miniatures and

other props are easier to find for fantasy games than
for anything else. Movie soundtracks and period
orchestras has been complemented by music made
especially for fantasy role playing. The selection of
25mm lead figures is truly overwhelming. Don’t be
afraid of going overboard—a little enthusiasm on
your part will go a long way towards giving the Bro-
ken Kingdoms a mood all its own.

Step 12) A bit of a secret—these is no Step 12. You're

done. Run your first adventure.




Player Chapters

Chapter I: Creating

Characters

This is the first player chapter, in which we’ll discuss
how to make characters appropriate for the Broken
Kingdomes. It begins with a discussion of the two most
common sorts of Broken Kingdoms campaigns, with
the character creation limits on skills, combat values
and magic power level. A brief overview of the human
and nonhuman races of Ahrivine follows, followed by
racial package deals and human professional packages.
Following this are notes on particular skills, perks and
powers that have unique applications in this setting. A
brief essay on successful character building follows,
hopefully giving players some good advice on making
characters that fit the genre and the gamemaster’s plan.
Another short essay discusses the important element
of character goals. Finally, some notes on equipment
and weaponry, specifically touching on magical items
and some alterations to the standard rules on STR
minimums, are discussed.

For Players New to the

Game

or, How to make a legendary
Fantasy Hero in 10 (and a half) easy

steps

Just a few words for players who have never done
Hero System before, or whose experience may be with
other Hero System genres. You may be overwhelmed
on where to start.

1) The first rule is very simple: don’t let the game in-
timidate you.

2) Ask the GM what kind of a campaign he is running.
At some point he will probably define the game as
either Heroic Fantasy or Epic Fantasy. Make a note
of the limits on combat value and power level given
in the “Campaign Rules” section, just after this one.
Don't violate these guidelines.

3) Read through this chapter on Creating Characters.
If you have some extra time, scan through the sec-
ond chapter, Playing the Campaign. If you still feel
like reading, skip to the second half of this book,
the Broken Kingdoms Source Book. Read the Over-
view chapter and any part of the Lands chapter that
strikes your fancy. If you want to play a martial art-
ist,amagician or a priest you will probably want to
skim over the corresponding chapters on Martial
Arts, Magic and Religion, but don’t worry about
memorizing anything. Much of these chapters deal
with game mechanics that your gamemaster can
help you through when you get to that point.

4) Now that you are done reading , you need a charac-
ter concept. You may already have one. If so, great.
If not, turn to the Package Deals section in this chap-
ter and see what catches your eye. If you have ac-
cess to the Fantasy Hero Genre Book, also look at
the Package Deals in there.

5) With a Package Deal you've got a list of skills and
some basic disadvantages. Now is the time to choose
the level of your Characteristics. Save some points
for more skills or perhaps some magic. Always re-
member that you can go back and change some-
thing if you run short of points.

6) Go through the next sections of this chapter in or-
der. Skills are next, followed by Perks, Talents, Pow-
ers and Disadvantages. Work with your GM and
the Hero System Rule Book to resolve questions.

7) Take a look at the “Successful Character Building”
essay and check to see if your character qualifies. If
he doesn’t, consider going back and tweaking him
until he does.

8) Think about some goals for your character. What
does he want out of life? What does he want to do
tomorrow? What about in between?

9) Go to the part of the Lands chapter that includes
your character’s homeland, and choose some equip-
ment that looks appropriate. Don’t go overboard,
because you'll just have to go back and do it over
when the GM tells you to put back that suit of Ex-
cellent Royal Plate Armor.



10) You should have a hero ready to adventure in the
Broken Kingdoms. Congratulations. Pass him to the
gamemaster for a once-over. If you're feeling par-
ticularly helpful, give him a permanent copy of the
character. And if he tells you some changes that need
to be made, don't take it personally.

10%) Rememober, its only a game. But it can be a lot of
fun.

The Two Sorts of
Fantasy Campaigns

Fantasy adventure in the Broken Kingdoms of
Ahrivine tends to fall into one of two broad general
headings. Both have great potential and a wide variety
of adventure possibility, but they require different sorts
of characters. The gamemaster must decide which sort
of campaign he wishes to run, and the players will make
their characters accordingly.

Atable is presented after this brief discussion, show-
ing the recommended combat values, damage classes,
skill levels and SPD scores for player characters.

The Heroic Fantasy Campaign

This is the “normal” Fantasy Hero campaign level,
and the sort most common to fantasy role playing in
general. Player characters in this type of campaign are
built with 150 points, and while they are certainly hero
material they are not incredibly powerful. Combat
Values are limited to around 9, with experienced or
powerful characters reaching as high as 12 or 13. Skills
will be in the average range of 11-13 and most charac-
ters will have a Speed of 3.

In a campaign of this sort, the player characters will
be important and competent. However, they will not
be so important that, should they fail, the world will
end. Perhaps they are the pre-eminent heroes of one
of the Broken Kingdoms, or the chosen champions of
a Sea-Prince. Even if they are only wandering merce-
naries or adventurers, their actions have impact on
their immediate area, and many of the locals will look
to them for help.

In matters of campaign tone, Heroic Fantasy tends
to stay in the middle of the scale. Although good and
evil are usually clear-cut, some moral questions are not
easily resolved. The campaign is usually realistic with-
out being overly cruel. Dramatic action is rewarded,
while overly rash or foolish actions invite disaster. Al-
though the players often win, sometimes they lose and
things don’t work out as they planned. Heroic Fantasy
games are never too serious—a little levity is always
there to break the mood. Finally, although some effort
is made to create an overall story line, the players of-
ten engage in episodic adventures during which little
actually changes.

Magic in Heroic Fantasy games is generally limited,
so that it is seldom more powerful than ordinary weap-
ons. True Wizards will be virtually unheard of, and are

not likely player characters. Occasionally a powerful
magic item will show up in the game, but they tend to
be of limited duration and meant for a specific adven-
ture.

Player characters in Heroic Fantasy campaigns will
seldom purchase special powers, such as HKAs with
Area of Effect, Damage Field or other advantages. They
will be dominated by skills and forced to rely on them
to survive. In combat no opponent, even a common
thug or asingle Inach, can be dismissed lightly. A single
lucky hit on a player character could spell his demise.

Examples of Heroic Fantasy Campaigns can be
found in the Ahrivine Campaign chapter, and include
chivalrous adventure in the Kingdom of Allemaine,
swashbuckling in the Sea-Ports of Calabria, mythic
adventure in Pallea, war on the fields of Tarsus or a
criminal campaign in the Allemaine Provinces.

The Epic Fantasy Campaign

This is a campaign style more in accordance with
fantasy literature, instead of fantasy role playing games.
The heroes are usually the most important heroes in
the world. Their actions determine the fate of Kings
and Wizards; they wrestle dragons and Doomed. Epic
Fantasy characters start out with 200 points, 100 of
which is base points and the remainder of which are
balanced out with Disadvantages. Combat values hover
around the 10-12 range at start, but often rise to 15 or
beyond. Skill levels are usually high, and can go over
20 or less. Most characters will have a Speed of 4. In-
deed, the power level is open-ended. As powerful as
the players get, however, the opposition will always be
at least as powerful.

Adventure in an Epic Broken Kingdoms campaign
tends to have a lot to do with the “big picture.” Namely:
reuniting the High Kingdom to oppose the nearly over-
whelming might of the powers of darkness. The play-
ers might be a company drawn from each of the King-
doms, bound together through prophecy, fate, chance
or royal command. Should they succeed, then the
Doomed and their hideous master will be forever de-
stroyed. But should they fail, the entire land will be
flung into a shadow from which it may never emerge.

As opposed to Heroic Fantasy Campaigns, which
tend to hover in the middle of issues concerning tone
and outlook, Epic Fantasy Campaigns go from one
extreme to the other. Morality is usually very clear—
the heroes are good, the villains are irredeemably evil,
and never (well, almost never) the twain shall meet.
Realism is occasionally sacrificed in the name of high
adventure—extraordinary skill levels and martial arts
powers make the players capable of actions that are
extremely unlikely in “real life.” Epic Fantasy games
are more serious than their Heroic counterparts; while
humor is certainly present it is no longer required, and
many subplots are tragic or angst-ridden. Finally, Epic
Fantasy is very tightly scripted. That is, every element
of the plot fits into the overall story line, and the player’s
actions always have repercussions down the line. About
the only area in which Heroic and Epic Fantasy cam-
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A note on the
upper limit of Epic
Fantasy Campaigns:
The maximums
given above are for
comparison only.
Gamemasters may
choose to waive
them, allowing
player characters to
attain truly dizzying
levels of power and
glory. This is not
normally a problem,
provided that players
and gamemasters
remember that the
heroes will always be
challenged by
opponents of equal
power level. Indeed,
players must exceed
the restrictions listed
above if they wish to
combat Ahrivine’s
ultimate evils.

paigns are alike are in outlook: although the Epic Fan-
tasy game usually works out for the best in the end, in
the meantime things can often look very grim indeed.
This gives it a mixed outlook very comparable to that
of Heroic Fantasy.

Magic is very powerful in an Epic Fantasy campaign.
In fact, it is often more powerful than combat skills.
Some players may wield powerful magical artifacts, and
magical themes such as prophecy will be much more
common in campaigns of this sort. Players may find
themselves ruled by magic. Such is the price to pay for
meddling in the affairs of giants and gods.

With the points to spare, characters in Epic Fantasy
games often have one or more of the unusual abilities
discussed later under “Powers.” With magical weap-
ons and higher levels of martial arts, without corre-
sponding increases in armor DEF, warriors will often
buy Damage Reduction or Healing powers to compen-
sate.

The entire map of the Broken Kingdoms, and be-
yond, is the playing field for Epic Fantasy adventures.
Players and gamemasters will seldom confine them-
selves to the problems of one Kingdom. Instead, they
travel from Allemaine to Calabria, Tarsus to Pallea as
the need takes them. This requires quite a bit more
work from the gamemaster, and is sometimes less re-
warding for players, as they never get the chance to
build up a core of familiar NPCs.

Campaign Rules: Hero System
Heroic Fantasy Epic Fantasy

Base Points 75 100

Disad Points 75 100

Points from a

single Disadvantage

Category 25 35
Start Max Start Max

Combat Values 49 13 7-12 16

Damage Class 4-8 10 6-12 15

Skill Rolls 8-13 18 11-16 21

Speed 2-4 5 3-4 6

Magic

Active Points 20-40 50 30-60 75

rDEF 16 8 3-9 12

Campaign Rules: Fuzion
Heroic Fuzion Epic Fuzion

CPs: 35 55
OPs: 35 45
Maximum

Complications: 35 45
Human Stat Max: 6 8
Rule of X: 16 20

Archetypes and
Package Deals

All of the most common character archetypes are
gathered here as Package Deals. They include not only
professions such as Knight of Allemaine and Skald, but
also detail the racial and cultural package deals of cer-
tain non-human races.

Players should use Package Deals as a jumping-off
point for their characters, or to give inspiration when a
character concept is slow in coming. They should not
be considered the be-all and end-all of character cre-
ation. These Package Deals function exactly as the Pack-
age Deals in the Fantasy Hero campaign book do, and
the GM may add, subtract or otherwise modify them
as he sees fit. Players are encouraged to check with the
GM on a particular package deal before using it.

Racial Archetypes

This section begins with a discussion of the various
races of men which inhabit the Broken Kingdoms and
its surrounding areas. Following this are the racial, cul-
tural and professional package deals for the most com-
mon non-human races: Elves, Dwarves and Giants.

Men

The race of Men descended from an original racial
stock on an island called Albion, where they were cre-
ated by Elves and the goddess Rhea. But in the thou-
sands of years since that time they migrated and ex-
plored into countless other lands. As a result there are
many different linguistic and cultural mixes of the
human race. Here are just a few that are seen in
Ahrivine.

Albionesse

The original men, Albionesse have virtually died out
culturally and linguistically in Ahrivine today. Physi-
cally they were very tall and strong, with pale skin, dark
hair and blue or gray eyes. Physically superior to other
humans, their life span was three times that of a man
today. They inhabited the original isle of Albion and
founded the First City. Science, magic and scholarship
as well as warfare and trade were all mastered by the
Albionesse. But their pride and xenophobic hatred of
other races proved to be their downfall, and the Isle of
Albion was sunk in the Age of the Moon Gibbous. All
other races of man are descended from the Albionesse
race, though many have become so distanced from
their origin that they bear little resemblance to it.

Mezini

The purest remnant of Albion culture, the Mezini
were initially comprised of the refugees who fled the
sinking of the Isle. They are generally evil and only
rarely seen as player characters (an example of such a
character is found in the Miscellaneous Characters
chapter, but a full description of Mezina will not be
found in this book). They maintained much of what
was worst in the original race of man, including ha-



tred for the Elven peoples, a vain arrogance and a firm
belief in their own destiny of ultimate rulership over
all of the world. They have been led since their arrival
in the north of Ahrivine by their Prince, Tor-Mezin,
who is the pre-eminent instrument of evil in Ahrivine.
The Mezini, also called the Black Albionesse, main-
tain their knowledge of science, magic, seamanship and
war, and physically bear a close resemblance to their
forebears in Albion. However, their life span has natu-
rally shortened to become more like that of other men.
To answer this problem, they have resorted to magic
and breeding programs with enslaved Elves.

Allemaini

The Allemaini people settled the north east of
Ahrivine, and have made good account of themselves
since becoming independent of Albion. They remain
physically similar to the Albionesse, though possess-
ing a more diverse character, and are well known for
their courage, skill at scholarship and war, and their
stubborn pride. Allemaini are a likely player character
race. A full description of the Kingdom of Allemaini,
including its people and culture, can be found in the
Lands chapter.

Calabrian

To the south of Allemaine is a nation of sea-farers.
They have evolved a metropolitan character, and it is
almost impossible to define the Calabrian cultural mix
except to say that it enjoys great diversity. Calabrians
are known as pirates and poets, cutthroats and Kings.
They were once a part of the larger High Kingdom of
Allemaine, but broke free in bloodless civil war three
centuries ago. They also are a common player charac-
ter race. For a full description of the Calabrian people
and culture, see the Lands chapter.

Northrons

The Northrons left Albion early in its history, seek-
ing independence. They found it in the bitter cold. They
retain much of the Albion physical strength, but with
fairer hair and eyes than their forebears. Their written
language is runic, and their culture is very different
from its original roots. The Northrons are a Viking-
inspired culture of traders, sea-borne raiders and brave
warriors. Their political structure is based on the fam-
ily, with many lesser Kings and no single ruler.
Northron refugees fleeing the influence of the Dark
Titan and his servants sailed south into Ahrivine and
claimed the land of Tarsus over a thousand years ago.
Northron virtues include courage, hospitality, loyalty,
honesty (to other Northrons) and generosity. The
North is treated only in brief within this book, and
full details on creating Northron characters will not
be found here. Players wishing to play someone of this
sort are encouraged to look at the chapter on the Tarsan
Warlords, whom the Northrons closely resemble.

Tarsan

The Tarsan people are descended most closely from
the Northrons, and they maintain much of their north-
ern character. But they have become a horse culture,
and their lives are dominated by their relationship to
the great herds and their constant warfare with their
Fekeshi neighbors. The Tarsan Kingdom and its in-
habitants are fully described in the Lands chapter, and
they are likely choices for combat-proficient player
characters.

Jahdetta

Mu-Jahdin, which lies outside the borders of the
Broken Kingdoms and in northwestern Ahrivine, is an
Arabian culture that has become corrupted by evil. The
dark-skinned people of Mu-Jahdin came to this land
many centuries ago, and have grown into a very unigue
culture quite unlike that of other lands in the Broken
Kingdoms. They are famous sailors and horsemen, and
Mu-Jahdin is known to be a land of powerful and un-
predictable magic. The Mu-Jahdin were once semi-
nomadic desert tribesmen, but their civilization flour-
ished under the advent of a new religion. Unfortu-
nately, this religion’s precepts have become distorted
under the rule of a Doomed sorcerer-king, and the
Jahdetta people are now obsessed with warfare and
bloodshed. Their sea-faring corsairs have made the
Demetian Sea a very dangerous place, and their vast
army is well on its way to conquering it neighbors. Al-
though individual Jahdetta may be suitable as player
characters, details on the culture as a whole will not be
found in this book.

Fekeshi

Another unique culture which has been turned to
war and conquest in the service of the Doomed, the
Fekeshi are a feudal Japanese culture in the south east
of Ahrivine. Ruled through a complex bureaucracy
with an Emperor as a figurehead and a Great General
making the decisions, the Fekeshi are known for their
developments of the martial arts as well as many artis-
tic achievements in the fields of drama, painting and
social ritual. They are smaller in stature than other men,
and almost universally possessed of dark skin and eyes.
They are engaged in frequent warfare with the Tarsans
and remain allied to Mu-Jahdin and Mezina. Like the
Jahdetta, unique individuals might be suitable as player
characters in the Broken Kingdoms, but the people as
awhole are beyond the scope of this book and are not
treated.

Palleans

The people who now inhabit the Isles of Pallea came
from far outside the Demetian several centuries ago.
They are a classical Greek people with elements of
Cretan civilization and later Hellenistic culture. Their
original home is unknown to Ahrivine scholars. Physi-
cally they possess a unique reddish skin tone coupled
with dark hair. They are a generally peaceful and mod-
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Fuzion Note
Fuzion does not
have the concept of

characteristic
maximum. Players
are free to create
characters with
characteristics up to
the maximum value
you set for the
campaign. In the
package deals below,
some characteristics
are listed as +1 or -1
meaning that your
campaign limit
should be changed
for characters of this
type.

Example: A
mountain dwarf is
STR +1. If your
characteristic
maximum for the
campaign is 6,
mountain dwarves
would be allowed a

STRof 7.

est culture, more interested in trade than war, though
violent elements of their culture remain. Their tech-
nology remains at a generally primitive level compared
to other cultures, but their developments in philoso-
phy and self-government are considered very advanced.
For a full description of Pallean culture and people,
see their entry in the Lands chapter. They make a likely
race for player characters.

Dwarves

The race of Dwarves found in the Broken Kingdoms
are not unlike the common fantasy archetypes. They
are short (4-5 feet tall), strong and hardy, well known
for their love of craftsmanship and of gold. Theirsisa
practical, honorable and proud culture. However, in
the millennia since their creation the Dwarves have
gradually split into two distinct but related cultures.
Mountain Dwarves are those of the race that have re-
mained in the Holdfasts under the mountains, where
they could best preserve their culture and remain in-
sulated from the other inhabitants of the Broken King-
doms. The remainder of the race, driven out of the
mountains by war or simple wanderlust, dwell with
Men in towns and cities and are called Common
Dwarves. They have lost much of their original cul-
ture and their hardiness, but have multiplied and be-
come accepted elements of human civilization.

The Dwarves were created by the Giants, with the
power and assistance of Augelmir the Creator. Their
first home was the City of Vaults, where they learned
language and other lore at the foot of the Giants. Al-
though they began as assistants and apprentices to
Giant craftsman, they soon demonstrated their own
natural talents and became blacksmiths, miners, ar-
chitects and jewelers. If they had a flaw, it was their
natural tendency to value objects of craft over all else.
They never understood the ways of the Goddess, and
remain stubborn materialists.

Seven great families of Dwarves left the City of Vaults
and founded their own cities underground. In time,
however, many of these cities were abandoned or de-
stroyed and only two remain. The northernmost is in
the Rydion Mountains between Allemaine and
Doombhault and is called Kominkadu (“City under
Snows™). The southernmost is in the Pennine Moun-
tains not far from the sealed City of Vaults and con-
ducts trade with both Tarsus and the Provinces. It is
Zomun-Katar (“In the Shadow of Darkness”).

Mountain Dwarves are those who remain in these
two cities. They are a long-lived, stalwart people, slow
to form friendships but equally slow to give them up.
They retain much of the racial strengths of the race,
including a general resistance to disease, heat and cold.
More details on the Mountain Dwarves of the Hold-
fasts can be found in the Lands chapter.

The Dwarven people who left the Holdfasts by choice
or under duress became integrated into human cul-
ture and lost much of their distinguishing character.
They have also grown out of many of their earlier
prejudices against non-Dwarves, and their relationship
with humans has generally been a profitable one. They

live in small towns composed only of their kind, or
else in quarters of larger cities, generally built to suit
them.

It should be noted that unlike the Dwarves com-
mon to many fantasy role-playing games, Dwarven
magicians do exist. Many of the magical forms were
first created by Augelmir, and reached the Dwarves
through him or his children the Giants. Artificery is of
course a common Dwarven field of interest, but Illu-
sion, Sky-Lore and Alchemy are also well known. Gifts
of the sort commonly attributed to Rhea—such as
prophecy and miraculous healing—are very rare
among the Dwarven peoples.

Players wishing to create a Dwarven character should
take either the Mountain Dwarf or Common Dwarf
Racial Package and the corresponding Cultural Pack-
age (Holdfast or Dwarftown). The other Package Deals
presented are primarily for use by Mountain Dwarf
characters, and detail various members of their mili-
tary structure. Other Package Deals suitable for mem-
bers of either race, and taken from the Fantasy Hero
Campaign Book, include the fighter, barbarian (these
Dwarves should not take a Cultural Package Deal, they
would come from a “lost tribe™), leader, duelist, bard,
sage, adventuring wizard, wizard for hire or adept.

Mountain Dwarf Racial Package Deal

This racial package deal reflects the increased har-
diness and strength of the Dwarves, who were after all
fashioned as assistants to the hard-working Giants. All
Dwarven characters with strong family lines to the
ancient Clans should take this Package, and for this
reason it is sometimes seen outside of the Holdfasts,
among town Dwarves who have kept their bloodline
pure. Mountain Dwarves are generally taller than Com-
mon Dwarves; they are highly resistant to tempera-
ture extremes and typically live for three centuries.
They fear water, and for good reason—thanks to their
dense bodies and short limbs, they are terrible swim-
mers.



Ability Cost

Increased CHAR Maxima:
STR 25 5
CON 25 10
BODY 25 10
PD 10 2
ED 10 2
REC 12 4
END 62 6
STUN 62 12

Damage Resistance, 4 ED, Only vs. heat or cold

attacks 1
Infrared Vision
LS (Resistance): Extreme temperatures, aging and

disease, hunger and sleep. 9
-1” Running -2
-2” Swimming -2
Disadvantages
Package Bonus -3
Decreased CHA Maxima: DEX 17, COM 16, SPD 3,

8” Running -12
Psychological Limitation: Materialistic -10
Psychological Limitation: Stubborn -10
Distinctive Features: Dwarf -10
Cannot Swim -10
Package Cost: 7

Fuzion Characteristics:

Str +1, Con +1, Body +1, Move -1, Dex -1
Fuzion Powers:

Infravision, Armor 4 KD only vs. heat/cold

Common Dwarf Racial Package Deal

Though the reasons remain unclear, there is no ques-
tion that as Clans of Dwarves left their ancestral home-
lands and were forced—by famine, war or sorcery—
to find a niche in the world of Men, their strength and
hardiness have waned. Perhaps it the relative ease of
town life which has weakened them. Common
Dwarves whose bloodlines do not remain true to the
most elite of ancient Dwarven families should take this
racial package deal. While the physical characteristics
are higher than those of men, they are not as impres-
sive as Mountain Dwarves. Common Dwarves rarely
live to be more than seventy years old.

Ability
Increased CHAR Maxima:
STR 23
CON 23
BODY 23
PD9
ED9
REC 11
END 58
STUN 58
-1” Running -2
-2” Swimming -2
Disadvantages
Disadvantages
Package Bonus -3
Decreased CHA Maxima: DEX 18, COM 16, 8”

Running -6
Distinctive Feature: Dwarf -10
Cannot Swim -10
Package Cost: 2

Cost
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Fuzion Characteristics:
Str +1, Con +1, Body +1, Move -1, Dex -1

Holdfast Cultural Package

Nearly all Dwarves of the Holdfasts should retain
the Mountain Dwarf Racial Package Deal. This Cul-
tural Package reflects the training, education and
lifestyle of a Dwarf who has spent most of his life in
the mines and armies of the mountain strongholds,
whether north in Kominkadu or south in Zomun-
katar. Mountain Dwarves are also more likely to hold
to the old, traditional ways of earning money and
making a living; that is, by forging, mining or smithing
items of great value and worth. Such Dwarves are likely
to be armed and equipped with weapons and armor
of strong steel and good quality. Gamemasters note:
Dwarven characters can make an excellent case for
possessing Excellent quality weapons at the start of play.

Ability Cost
Tactics 3
Craft skill: Mechanics, Weaponsmith, Inventor or PS
AK: Mines

KS: Dwarven History

PS: Mining

Language: Allemaini or Tarsan

WF: Common Melee

+1 Level with Axes/Maces and Picks

+1 MIA Level/Plate or Chain

Disadvantages

Package Bonus -3

Psychological Limitation: Racial prejudice/loyalty
(common, strong) -15

Package Cost 6

G W DN DNDNW

Dwarftown Cultural Package

It is common to find, in the towns and cities of the
Broken Kingdoms, a certain part of town where the
buildings are all built shorter, and the narrow streets

Fuzion Note:

Skills in Fuzion
and Hero are
readily convertible.
Your Fuzion skill
level is directly
related to the cost
in the Hero system
where:

Fuzion 1 =Hero 1,
Fuzion 2 = Hero 2,
Fuzion 3 = Hero 3,
Fuzion 4 = Hero 5.

Conversion of
skills will not be
listed unless it
differs from this
scale.

Hero combat
levels should be
translated to
Fuzion attack skills.
A +1in Hero
translates to a
Fuzion 2, Hero +2
= Fuzion 3, Hero
+3 = Fuzion 4.
Combat level
conversion will not
be listed unless they
differ from this
scale.
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echo with the sounds of metal hammers clanging and
banging away. This is Dwarftown, and the small shops
which line its cobbled byways are homes to keen
Dwarven merchants, making money the new-fangled
way—nbuy cheap, sell dear. While craftsmanship, metal
and stonework are still common amongst the town
Dwarves, more and more of them are turning to capi-
talism as the source of their wealth, and their keen in-
stincts for money have made them very successful in
this regard. Dwarven merchant houses are already a
powerful mercantile force throughout Allemaine and
Calabria.

This cultural package deal reflects life in the
Dwarftowns. It should be taken by all Dwarven char-
acters who grow up in this environment, and is usu-
ally accompanied by the Common Dwarf Racial Pack-
age Deal.

Ability Cost
Trading 3
Language: Calabrian or Allemaini 2
A Craft skill: Mechanics, Inventor, Weaponsmith

or PS 3
WF: Common Melee 2
Disadvantages
Package Bonus -2
Psychological Disadvantage: Insular -10
Package Cost -2
Axeman

Nearly all male Mountain Dwarves have spent some
time in the armies of the Holdfasts. The most com-
mon arrangement is for a seven year term of active
service, followed by two terms of equal length in the
mines as reservists, before returning to the standing
army. Thanks to the long life span of Dwarven war-
riors, this pattern can be repeated many times before
the warrior is too old to fight. Axemen fight, of course,
with the heavy single-bladed axes which made them
famous, usually well balanced for throwing. Strong,
double-linked mail with plate reinforcement, with a
stout, round shield, gives them formidable protection.
This high-quality equipment, combined with nearly
unshakable morale and long-time experience in battle,
makes the Dwarven legions a fearsome force.

Note that this package is almost exclusive to the
Holdfasts, Common Dwarves no longer train their
military in so structured a manner, preferring to adopt
more “mannish” techniques. Many Dwarftowns are so
small that they rely on Men for all defense needs,
though Dwarven miners or siege engineers may attach
themselves to human military units on an ad hoc ba-
sis.

Ability Cost
Demolitions/Sapping 3

Weaponsmith/Melee 3

WEF: Thrown Axes 1

+2 Combat Levels with Axes, Maces and Picks 6

+1 MIA Level/Plate 5

Disadvantages

Package Bonus -3
Reputation as single-minded warriors 11- -10
Package Cost 5

Crossbowmen

Although the Dwarven hosts prefer a stand-up fight
to trickery or guile, they acknowledge the need for
missile weapons, particularly during a siege. Therefore,
large bodies of crossbhowmen have been trained to ac-
company Dwarven hosts, providing covering and
counterfire. However, Dwarves are not known for the
accuracy of their missile troops, and when compared
to Allemaini longbowmen or Calabrian musketeers,
Holdfast Crossbowmen come up ... short.

Ability Cost
Weaponsmith/Missile 3
WEF: Crossbows 1
+1 MIA Level/Chain 5
Disadvantages

Package Bonus -2
Reputation as mediocre archers 8- -5
Package Cost 2
Elves

Like the Dwarves, Ahrivine Elves do not differ largely
from the common fantasy archetypes. However, Elven
characters are much rarer, thanks to the fact that the
entire race is isolated from humans in a magical wood
called the Forest Savage. The Elves retreated there al-
most two millennia ago to hide from xenophobic per-
secution.

Elves are an ancient and immortal race created di-
rectly by the gods. With divine help, they created men
and passed on much of their knowledge and wisdom
to them. The Elvenkind are possessed of a calm, peace-
ful disposition. They have great respect for nature and
generally try to live in harmony with it. The Elvenkind
are an inherently magical people, and like their broth-
ers the Giants they are vulnerable to the power of True
Names. This is perhaps their greatest weakness, but
they are excellent magicians, and rare indeed is the EIf
without some command over the powers of nature.

Shaped with all the care of a divine mother, Elves
are a beautiful and graceful race. They are taller but
more slender than men, with pale skin. Rare indeed is
the EIf who would be called “handsome”; their eyes
are usually green, blue or hazel, their hair black, gold
or brown. Although they do have arched eyebrows, they
do not have pointed ears. Sometimes, by starlight, they
seem to glow.

Players wishing to play an Elven character should
take the Racial package deal detailed below. Unless they



are from a lost tribe of the Elvenkind they should also
take the City of Stars cultural package immediately
following.

Additional information on the Elves of the Forest
Savage, along with examples of characters, can be
found in the Lands chapter.

EIf Racial Package Deal

This Racial Package Deal will give a character the
increased CHA maximums and natural gifts of Elven
heritage—it should be used not only for all pure-
blooded Elves, but also for those Half-elves who take
after their Elven heritage. Elves are physically superior
to mankind—possessed of an unearthly beauty and
supernatural grace which sets them instantly apart
from their mortal children. This makes it very diffi-
cult for them to hide their true nature from those who
would do them harm. Mezina slavers can make a for-
tune off of a healthy EIf of breeding age, and supersti-
tious villagers will chase these luminous beings off
through simple fear of the unknown.

Ability
Increased CHA Maxima
DEX 23
INT 25
EGO 23
PRE 23
COM 26
SPD 5
Animal Handler
Magic/Hedge
Stealth
Lightsleep
Perfect Pitch
Running +1”
LS: Immune to aging, disease
Mental Defense
Ultraviolet Vision
Disadvantages

Decreased CHA Maxima: STR 18, PD 7, REC 9,
STUN 47 -4

Package Bonus -3

Distinctive Features: EIf (concealable with effort,
causes major reaction) -15

Hunted by Inach and Mezina slavers (MoP, 11-,

Limited geo, imprisonment) -10
Physical Limitation: True Name (Uncommon, Total) -15
Reputation as malicious, supernatural creatures 11- -10
Package Cost 7

Cost
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Fuzion Characteristics:
Dex +1, Int +1, Ego +2, Pre +1
Fuzion Powers:

Lightsleep, Perfect Pitch, Longevity, Immunity Disease/
Temperature, Mental Defense 5, See in the dark

City of Stars Cultural Package

All Elves who dwell in the Forest Savage—the last
remnant of the original Elves culture in the Broken
Kingdoms, should take this package. It includes the
skills and education that such individuals acquire in
their timeless stay within the enchanted woods. Note
that certain skills are passed down from parent to child,
even though they are little used in the Forest—this
includes sailing and weapon skills. Tradition is highly
valued by the conservative Elven people, no lore is for-
gotten by these immortal lords. Also note that every
citizen of the City of Stars knows at least a little magic—
spells should be designed by the player and GM, and
be suited to the character’s primary pastime.

It is not easy for Elves to leave the forest. Most are
highly insular and care little about the affairs of the
outside world. Worse, King Elenriuth actively discour-
ages such ‘field trips’ by virtue of royal command.
Player characters will probably have to reduce the value
of either or both of these Disadvantages to make a
workable Elven character.

Ability Cost
AK: City of Stars 2
High Society 3
Languages: Native Old Elvish, Forest Elvish;

Completely Fluent Albionesse; Fluent Allemaini. 5
Magic/Hedge +2
Paramedic/Healer 3
PS: Any artistic skill 2
PS: Any musical skill 2
PS: Current occupation 2
TF: All Sea 2
WEF: Blades, Bows 2
Hedge Magic Spells 25
Disadvantages
Package Bonus -3
Psychological Limitation: Insular, will not leave

forest (very common, strong) -20
Psychological Limitation: Proud -10
Watched by Elenriuth Elvenking (MoP, NClI, 8-,

Limited geo.) -10
Package Cost 7
Giants

The Giants of the Broken Kingdoms differ in many
ways from the common fantasy stereotypes. They are,
of course tall (12-18 feet for adult males), quite tough
and extremely strong. Giants are very intelligent, and
many of the greatest thinkers in history have been Gi-
ants. They are known for their craftsmanship, espe-
cially of complex devices and architecture. Giants are
often inventors and builders.

Even rarer than the Elves, the Giants of the Broken
Kingdoms are but a tiny remnant of their former cul-
ture. They have no homes and instead wander alone
or in pairs or small groups. Giants avoid contact with
humans as general rule, and rarely meet with Dwarves
or Elves.

Halfelves

Humans and
Elves can inter-
breed, and although
they are exceedingly
rare, at least one
noble family of the
Broken Kingdoms is
of Halfelven
descent. However,
players and
gamemasters will
find no Halfelven
racial or cultural
packages here.
Halfelves always
take after one of
their parents. They
have no unique
cultural or racial
identity in the
Broken Kingdoms.

Physically,
Halfelven individu-
als are either Man
or Elven (though
their appearance
may be a mix of the
two). In the latter
case the character
should take the
Racial Package Deal
described for Elves,
below. Culturally,
most Halfelves are
raised in human
society, and would
have any of the
Human Package
Deals discussed
later, or a Package
Deal from the
Fantasy Hero Rule
Book. In the rare
circumstance of a
Halfelven individual
who was raised in
the Forest Savage
with the Elves, that
character should
take the City of
Stars Cultural
Package detailed
below. Note that it
perfectly acceptable
for a Halfelven
character to be
physically human,
but raised as an EIf
in the Forest.

17



Everyman and
Rare Skills

Throughout this
section, players will
find the
“Everyman” skills
for the various
Broken Kingdoms.
Often, more than
one selection of
Everyman skills is
provided, often
divided by social
class. For instance,
nobility in
Allemaine have
different skills than
the peasants in the
fields. Players
should take the
Everyman skills
that correspond to
their background.
Note that some
Kingdoms have
more Everyman
skills than others.
These lists are
meant to be
accurate to the
culture, and one or
two additional 8-
skills are unlikely to
unbalance a
campaign.

Also, a short list
of Rare skills is
given for each
Kingdom. This list
does not include
those skills which
are universally rare
in a Fantasy setting,
such as Computer
Programming. It
includes only those
skills which, for
cultural reasons, are
rarely seen in the
inhabitants of a
particular domain.
PC may still
purchase such
skills, but they
should have a
reason for the skill
in their back-
ground.

Giants are an immortal race created by the Gods,
much like their brothers, the Elves. Like them, they are
vulnerable to the power of the True Name. With di-
vine assistance they created the Dwarves, passing along
their love of creation and some degree of their hardi-
ness.

In temperament the Giants are the kindest of crea-
tures, and they strive constantly to achieve harmony
with their environment. They love nature and respect
it greatly. Giants have an affinity for Illusion and espe-
cially Artificery. Many of the things they create are
magical, or at least so marvelous to other races as to
seem magical.

Players wishing to play Giants should first consult
with their GM to make sure that this race is approved
for Player Characters in the campaign. They should
then take the Racial Package Deal described below and
the cultural package deal. Giants take their sense of
community very seriously even though they do not
live in communities any longer, and there are no rogue
or wild Giants.

Giant Racial Package Deal

Ability Cost
Increased CHA Maxima
STR 50 30
CON 30 20
BODY 30 20
PRE 25 5
PD 16 8
ED 12 4
REC 14 8
END 70 10
STUN 70 20
Running +5" 10
LS: Immune to aging, disease and extreme
temperatures 9
Damage Resistance: 4 PD, 4 ED 4
20 points of Growth. 0 END Cost Persistent, Always
on 27
Disadvantages
Package Bonus -3
Decreased CHA Maxima: DEX 18, SPD 3 -8
Physical Limitation: True Name (infrequent, total)  -15
Package Cost 149

Fuzion Characteristics:
Str +3, Con +2, Body +2, Pre +2, Move +2
Fuzion Powers:

Longevity, Immunity Disease/ Temperature, Armor 4KD, 2
Levels of Growth

Giants Cultural Package

Ability Cost
Demolitions/Sapping 3
Mechanics or Inventor 3
Survival 3
KS: Giant History 3
Languages: Native Giant, Completely Fluent Dwarf,

EIf. 4
Disadvantages

Package Bonus -3
Distinctive Features: Giant (not concealable, causes
major reaction) -20

Psychological Limitation: Protective of Life (very
common, strong commitment) -20
Reputation as mythical, supernatural creatures 11- -10
Package Cost: -37
Total Cost for Giant Packages 112

Human Package Deals

Here are a selection of package deals common to char-
acters in the Broken Kingdoms. They are presented first
by Kingdom, with religious and magical occupations fol-
lowing after. Note that these Package Deals do not re-
place the Package Deals given in the Fantasy Hero book.
They are intended to supplement those and give more
specific examples of Ahrivine warriors, magicians, crimi-
nals and priests. Players should feel free to choose Pack-
age Deals from either source as they desire.

Kingdom of Allemaine

What follows are the most common package deals
for characters from the Kingdom of Allemaine. They
include the knight, the traditional clan warrior of
North Umbria, the professional legionnaire, the mer-
cenary knight and the common foot soldier. Players
looking for other options might try the fighter, knight,
leader or sage packages from the Fantasy Hero

Everyman Allemaini Skills: Nobles
Conversation
Concealment
Deduction
High Society/Courtier
Oratory
Paramedic/Healer
Survival/Hunting
Tactics
AK: Duchy 8-
Language: 4 points of Allemaini
PS: Occupation 8-
TF: Horses




Clan Warrior

Before the feudal Barons and Kings came to
Allemaine, the land was a collection of petty domains,
generally divided by tribe and ruled by local chieftains.
This structure was particularly common in North
Umbria. To this day a handful of such tribes still re-
main, stubbornly clinging to the old ways. Clan War-
riors typically dress in clothing that they or their kins-
men have made themselves—Ileather and wools, occa-
sionally dyed or decorated. Their are rich in courage,
not coinage; their long, heavy swords are probably
passed down through three generations, and the best
armor they can find is strong, sturdy leather and a
round shield of wood. Likewise, they take to traffic with
organized fighting formations or military discipline—
they announce their intention with an earth-shatter-
ing shout and a berserk charge.

Ability
+1 Enhanced Perception 3
Paramedic/Healer 3
Survival/Hunting 3
Tactics 3
WEF: Common Melee, Shield 3
2 Combat Levels with Swords 6
1 Combat Level in Hand to Hand 5
Disadvantages

Package Bonus -3
Proud -10
Vengeful -10
Loyalty to Family -5
Package Cost: -2

Knight of Allemaine

The flower of Allemaini knighthood is a well-armed
and armored fighting machine, who nonetheless is a
highly cultured paragon of chivalrous virtue. He lives
by asimple but strict honor code, and enjoys a resplen-
dent lifestyle in his family manor. His wealth may sup-
port a large household including grooms for his many
horses, squires to assist himin war, servants to take care
of the house, not to mention a wife and children to
carry on the family line and honor. Few men are
knighted before the twenty-one years of age, having
spent their early life as a page, and then typically six
years as a squire. However, only sons who need to in-
herit are occasionally knighted as young as 18. During
these many years of education the knight learns the
Sword Arts of Ambrosius, manners, field medicine,
horsemanship, hunting, and the rules heraldry as well
as strategy.

Ability

Wealth

Fringe Benefits: Vassal Knighthood
High Society/Courtier
Paramedic/Healer

Riding

Survival/Hunting

Tactics

KS: Heraldry

KS: Royal Allemaine Fighting Style
WEF: Common Melee, Lance, Shield

Martial Arts: Sword Arts of Ambrosius, Royal
Allemaine Substyle, usable with sword and shield. 15

Cost
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2 Combat Levels in Hand to Hand Combat 10
1 Moving in Armor level/Plate 5

Disadvantages

Package Bonus -3
Allemaine Code of Honor -15
Proud -10
Reputation: proud, honor bound noble warriors -10
Style Disadvantage -10
Package Cost: 13

Everyman Allemaini Skills: Peasants
Animal Handler
Climbing
Concealment
Stealth
Survival/Hunting
Tracking
Trading
AK: Home Town 8-
Language: 4 points of Allemaini
PS: Occupation 8-
TF: Wagons

Legionnaire

High King Vertigane formed the Legions, and al-
though there once were over a dozen, now only three
remain. They remain notable for their professional
character—while knights fight out of feudal obliga-
tion, and clan warriors for honor and tribal loyalty,
legionnaires fight because they are paid in silver. The
typical legionnaire is a long-time veteran of the legions,
and his father and grandfather may have served be-
fore him. Legions are tight-knit groups of soldiers who
back each other up and typically take great pride in
their unit. Most drill every day in full gear, including
layered steel armor, short sword, throwing spears, field
packs and digging equipment. They march 21 miles
every day, rain or shine, and no night passes that a Le-
gion in the field does not build a full fortified camp
including palisade. They are rugged men, hard as nails.

Fuzion Notes:

Hero’s Wealth
translates straight to
the Fuzion Perk
Wealth. The
translation is as
follows:

Hero Wealth 1 =
Fuzion Wealth 1,
Hero 2-3 = Fuzion
2,Hero 3-4 =
Fuzion 3, Hero 5+
= Fuzion 4+.

No wealth
conversions will be
given unless they
vary from this
norm.

Hero’s Fringe
Benefits are the
same as Fuzions
Perks & Privileges.
All of the Fringe
Benefits below
should be treated as
a Fuzion Member-
ship with a level
equal to the Hero
cost.
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Rare Allemaine
Skills

The following skills
are very rare in
Allemaine.

Criminal Skills
(crime is virtually
unheard of here):
Bribery, Forgery/
Counterfeiting,
Lockpicking,
Security Systems/
Traps, Sleight of
Hand/Pickpocket,
Streetwise.

Other skills:

Acrobatics

Combat Driving/
Charioteer

Inventor

Lipreading, Mimicry
and Ventriloquism

Allemaine Names

Female: Ade,
Albiona, Anna,
Argante, Belekane,
Branwen,
Chelinda, Clarine,
Clarissant,
Dummonia,
Elaine, Elsa, Enid,
Fenice, Florete,
Ganieda,
Gwendolen, Iblis,
Lausanne, Lidoine,
Lunette, Lyonet,
Matilda, Melissa,
Olwyn, Sebille,
Viviane

Male: Alain,

Alexandre, Andret,

Avalloc, Balin,

Bertram, Bliant,

Branor,

Cadwallon,

Celidon, Clarion,

Crudel, Dagonet,

Dinadan, Druas,

Elidure, Erec,

Evrain, Galeron,

Galverium, Girard,

Griffith, Hoel,

Lludd, Loc, Lucan,

Mabon, Madoc,

Malduc, Marrok,

Melchior,

Mordrain,

Ocvran, Petrus,

Pheredin, Rion,

Saffire

Ability Cost
+1” Running 2
+1” Swimming 1
Tactics 3
PS: Field Engineer 2
WEF: Common Meleg, Shield, Javelin 4
2 Combat Levels with Javelin, Sword and Shield 6
1 Moving in Armor Level/Plate 5
Disadvantages

Package Bonus -3
Code of Honor: Never show fear -10
Reputation as professional soldiers -10
Package Cost: 0

Mercenary Knight

Many a man, and even some women, have laid claim
to the status of a knight without having the wealth or
noble blood to back up the claim. Ignoring oaths of fe-
alty altogether and selling their swords to the highest bid-
der, these mercenaries occupy the gray area in Allemaine
society. While all real knights disparage them, most nobles
have hired mercenaries at one time or another, and would
do so again when the need arose. They travel from one
battlefield to the next, throughout Allemaine and even
Calabria, with no home, family or tie. Some mercenaries
have managed to build solid, enviable reputations as men
of courage and integrity, but such men are rare. A
mercenary’s mount, weapons and armor are typically
scavenged from the field of battle, and are highly vari-
able, but are usually inferior to those of a true knight.

Ability Cost
Riding 3
Survival/Hunting 3
Tactics 3
WF: Common Melee, Shield, Lance 4
+1 Hand to Hand Combat Level 5
+1 Common Melee Combat Level 3
+1 Level MIA/Mail or Plate 5
Disadvantage

Package Bonus -3
Mercenary, works for money -15
Reputation as untrustworthy -10
Package cost: -2

Soldier

Bodies of common men raised to serve primarily as a
defensive force, foot soldiers man the walls and patrol
the roads of every fortress and highway in Allemaine. Most
serve out of obligation to the local lord, their weapons
and armor are provided, along with simple food and
clothing. Others are actually paid a small fee, though such
men do not have the strong discipline and training of the
true legionnaire. Few nobles can afford to outfit their foot
soldiers in metal armor (chain or plate). Most make do
with tough leather jerkins, shields, swords and spears.
Common foot soldiers can be from any background, ru-
ral or urban, and their performance in the field is highly
variable. In battle, they are usually called upon to hold
the line while the knights charge the enemy.

Ability Cost
Survival/Hunting 3
Tactics 3
WEF: Common Melee and Shield or Bow 3
1 Level with Common Melee or with Bows 3
Disadvantages

Package Bonus -3
Loyalty to Liege -10
Package Cost -1

The Allemaini Provinces

What follows are the Package Deals for the Allemaini
Provinces, a generally lawless rural environment more
fully described in the Lands chapter. Note that the
Package Deals presented in the Fantasy Hero book—
in particular the Scoundrel, Cutpurse and Burglar—
are particularly appropriate for the Provinces. Included
here are the city guard package, the Quartermen orga-
nized crime package, and the sheriff’s ranger package.

Everyman Provincial Skills
Nobles from the north should take the Noble

package from Allemaine.
Rural characters should take the Peasant

package from Allemaine.

Town dwellers have the following Everyman skills:
Bribery
Bugging/Eavesdropping
Climbing

Concealment

Gambling

Shadowing

Stealth

Streetwise

AK: City or Town

Language: 4 point Allemaine
PS: Occupation

TF: Wagon or Horse

Guardsmen

Provincial towns are often hotbeds of crime, with
the twin dangers of local urban villains such as the
Quartermen, and the occasional rural highwayman or
outlaw who has decided to hide out in the twisted al-
leys of Achenbury or Twekshurst. Such problems re-
quire a large number of city guard, and the sheriffs
and constables of the Provinces have responded to the
crisis by hiring hordes of cheap law enforcement. Most
guardsmen are armed with short sword and a light
crossbow, armored in leather and wearing a steel cap.
Uniform colors will vary depending on the city and
local jurisdiction; guardsmen usually wear their insig-
nia clearly, however, on the chest and shoulder. Offic-
ers within the guard are overworked and in high de-
mand, they will have the package below, with the ad-
dition of skills such as Streetwise, Persuasion and
Criminology.




Ability Cost
KS: Town and environs 2

Familiarity: Streetwise 1

WEF: Common Melee Weapons, Crossbows 3

+1 Level with Common Melee Weapons 3

+1” Running 2

Disadvantages

Package Bonus -3
1d6 Unluck -5
Reputation as helpless buffoons -10
Distinctive Features: Livery -5
Package Cost: -12

Rare Provincial Skills

Again, these guidelines do not generally apply to
noblemen or rural farmers. They are intended for ur-
ban provincials.

Woodland Skills: Navigation, Survival/Hunting,
Tracking (city living)

Technical Skills: Demolitions, Forensic Medicine/
Embalming, Inventor, Mechanics (too sophisticated)

Upper Class Skills: High Society, Oratory

Combat Driving/Charioteer (no chariots)

Tactics (no formal military training)

Quartermen

The Quartermain is the single, largest organized
crime network in the Broken Kingdoms. Its members,
referred to variously as Quartermen, Bit Men or Two-
bit Men, are vicious, merciless killers. This package is
provided for NPC Quartermen that the players may
encounter, as well as for the occasional PC with a shady
past. The Quartermain reap the benefits of crime, in-
cluding wealth, fear and obedience from the local com-
munity. Most Quartermen have specialties that they
perform, and on which they will rely for advancement
within the syndicate. Tradition insists that they carry
at least a knife on their person at all times. They are
expected to treat superiors in the organization with
profound respect, and to avoid the use of the illegal
drugs which the syndicate peddles. Violations of this
code is punishable by death. Quartermen are usually
well-known within their area, and the fear and respect
that they have earned usually shows in their stance and
mannerisms. This is reflected in Fantasy Hero as a Dis-
tinctive Features disadvantage.

For more details about the Quartermain, its activi-
ties, organization and membership, see the chapter on
the Allemaine Provinces.

Ability Cost
Concealment 3
Streetwise 3
AK: City 3
KS: Local Quartermen 3
WF: Blades 1
Pick two specialty skills 6
Bribery, Forgery, Gambling, Interrogation,

Lockpicking, Security Systems/Traps, Shadowing,

Sleight of Hand/Pickpocket or +1 Level with three
related attacks.

Fringe Benefits: Quarterman 2
Wealth 5
Contacts, criminal or business 6
Disadvantages

Package Bonus -3
Code of conduct: loyalty, respect and no drugs -10
Distinctive Features: Quarterman -15
Package Cost 3

Riders should also possess the Riding skill and
another 3 points of Wealth.

Fuzion Powers:
Membership 2, Wealth 2, Contacts 2

Ranger

Provincial Rangers are not the rural do-gooders of
standard fantasy fiction. Rather, they are the hired
woodsmen that Sheriffs and other notable use to keep
the forests well-maintained. While officially on the
payroll of these corrupt officers, the Rangers still man-
age to maintain some perspective about their job, and
many aid the locals in resistance movements or petty
guerrilla actions when they can. Most rangers operate
singly or in small groups, have detailed knowledge of
the land they care for, and are lightly armed with a
short sword, longbow, and axe (for cutting back brush).

Ability Cost
Running +2” 4
Swimming +1’

Animal Handler

KS: Forests

Stealth

Survival/Hunting

Tracking

WF: Common Melee Weapons, Bows
+1 Level with Bows

Disadvantages

Package Bonus -3
Protective of the Woods -10
Package Cost 12
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Provincial Names
Female: Aedre,

Alodia, Ashley,
Audrey, Bliss,
Bysen, Cate,
Cathryn, Chelsea,
Coventina, Cwen,
Daisy, Darline,
Dawn, Devona,
Edith, Edlyn,
Elda, Ellette,
Estra, Hilda,
Juliana, Linette,
Lora, Lynn,
Mayda, Megan,
Moira, Odelia,
Rheda, Rowena,
Sibley, Shelley,
Whitney, Wilona

Male: Arth,

Abrecan,
Acwellan, Aelle,
Aglaeca, Aidan,
Alden, Algar,
Anson, Arian,
Avery, Bana, Bar,
Borden, Brecc,
Broga, Cedd,
Chad, Colby,
Cynric, Derian,
Dougal, Drew,
Edgard, Edmund,
Edric, Eldred,
Faran, Galan,
Garrett, Gordon,
Graham, Ham,
Holt, Irwyn, Isen,
Jeffrey, Kendric,
Lucan, Maxwell,
Newton, Nyle,
Ord, Osric, Perry,
Pierce, Ramm,
Rand, Rice,
Russell, Scur,
Seaton, Shelby,
Stefn, Stewart,
Strang, Tamar,
Tedmund, Tellan,
Tracy, Wade,
Wallace, Wurt,
Wulf, Wyman
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Rare Calabrian Skills

Almost anything
can be found in
Calabria; they have
very few Rare skills:

Combat Driving/
Charioteer (again, no
chariots)

Forensic Medicine/

Embalming (medical
science has been lost,
not gained)

Lip Reading,
Ventriloquism (still
not invented)

Calabrian Names

Female: Adriana,
Aida, Albinia,
Alessandra, Aletta,
Anita, Antonia,
Beatricia, Belinda,
Cadenza, Cara,
Carmela, Catarina,
Clarice, Constanza,
Clorinda, Donna,
Elena, Emilia,
Evelina, Francesca,
Leonora, Liliana,
Lucianna, Maria,
Maura, Mona,
Oriana, Patrizia,
Rachele, Rosalie,
Rosetta, Sabrina,
Serena, Teresa,
Trista, Viviana

Male: Aberto,
Alessandro,
Antonio,

Armanno, Arnaldo,

Bernardo, Bruno,
Carlino, Daniele,
Edmondo, Enrico,
Ernesto, Frederico,
Gilberto, Gregorio,
Leone, Lorenz,
Lucan, Marco,
Michel, Roberto,
Salvatore,
Tommaso,

Valentino, Vincezio

Sea-Ports of Calabria

The Sea-Ports of Calabria are a Renaissance culture
with gunpowder weapons and a strong navy. The Pack-
age Deals here include the mounted and well-armored
cuirassier, the Calabrian gentry or nobility package,
light horsemen, musketeers, pikemen and sailors.
Other appropriate Package Deals from the FH Rule
Book include the swashbuckler, leader, duelist, bard,
scoundrel, cutpurse, burglar and sage .

Everyman Calabrian Skills: Nobility and Gentry
Acting
Concealment
Conversation
Deduction
High Society/Courtier
Navigation
Seamanship
Seduction
AK: Sea-Port
Language: 4 points of Calabrian
PS: Occupation
TF: Boats
TF: Horses

Ability Cost
Fringe Benefits: Knighthood 3
High Society/Courtier

Riding

Tactics

KS: Calabrian Swordplay

WEF: Common Melee, Lance, Early Firearms
Martial Arts: Calabrian Swordplay, Slash, Parry and
Fleche 14
2 Combat Levels in Calabrian Swordplay 6
Two of: Acting, Gambling, Persuasion, Streetwise, PS:
Dancing, PS: Musical Instrument, PS: Storytelling or
other social skills. 6
Two of: Bureaucratics, Conversation, Oratory,
Seduction, PS: Hawking, KS: Fashion, KS: Poetry or
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other courtly skills. 6
Disadvantages

Package Bonus -3
Gentleman’s Code of Honor -10
Subject to Orders -10
Style Disadvantage -10
Reputation: Flamboyant, proud, overconfident
cavalrymen -10
Package Cost: 7

Cuirassier

The remnant of Calabrian knighthood, the Cuiras-
sier is a faster-moving and less heavily-armored ver-
sion of his Allemaine equivalent. Cuirassiers are trained
to charge a line of musketeers after their firearms have
been discharged, and to this end they wear proofed
breastplates and carry lances and swords. Like the rest
of the Calabrian military, Cuirassiers are professional
soldiers, and while most can trace their family lines
back to one Sea-Prince or another, a few are just com-
mon men getting paid for a military life. Flamboyant
and romantic on their charging steeds, cavalry such as
this are much better paid, and more glorified, than the
foot. Cuirassiers are often welcome in elite social circles
simply by virtue of their occupation, and it is one of
the best ways for a man of common birth to rise above
his station.

Everyman Calabrian Skills: Townsman
Concealment
Conversation
Deduction
Shadowing
Stealth
Trading
AK: Sea-Port
Language: 4 points of Calabrian
PS: Occupation
TF: Boats or Horses

Gentry or Nobility

Ability Cost
Fringe Benefit: Gentle or Noble Birth 3
Gambling 3
High Society/Courtier 3
Persuasion 3
Riding 3
Social court skill: Seduction, Oratory, Conversation or
other 3

Courtly hobby skill: KS: Politics, Hawking, Fashion, Poetry
or other 2

WF: Blades, +1 OCV with preferred weapon (Male only,

females substitute second social skill) 3
Disadvantages

Package Bonus -3
Psychological Limitation: Gentleman’s Code of Honor (or
at least maintain the appearance thereof) -10

Package Cost 7



Light Horseman

Calabrian light cavalry units are bodies of profes-
sional soldiers, usually common men without nobil-
ity of blood. As horsemen they enjoy a slightly higher
status than the oft-beleaguered infantry, and they are
trained to hunt, scout and fight in loosely ordered for-
mation. Heavy armor is sacrificed for speed and com-
fort; the typical light horseman will spend days or
weeks in the field and has no time for encumbering
plate armor. Thanks to months or years of experience
in their home terrain, they usually know the area very
well and some find additional income as messengers
or spies.

Ability Cost
AK: Stationed Area 2
Riding

Survival/Hunting

Tactics

WF: Blades, Early Firearms

+1 Combat Level: Hand to Hand
+1 Enhanced Perception
Disadvantages
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Package Bonus -3
Subject to Orders -10
Package Cost 8

Musketeer

The Calabrian musketeer is not the swashbuckling
elite guard of Alexandre Dumas, but rather the com-
mon missile troops of the Calabrian army. One third
of Calabrian infantry are armed with the heavy
matchlock musket, and are trained in its use. At the
same time, quartered in close, often foul barracks, paid
low wages and usually embittered by drink, the com-
mon musketeer quickly learns how to fight, brawl and
gamble away what few pennies he earns. Some Princes
maintain elite musketeer units more in the expected
mold; they would have this package along with addi-
tional skills both courtly (High Society) and combat-
ive (Calabrian Swordplay).

Ability Cost
Gambling 3
Streetwise

Tactics

AK: Stationed Area

WF: Early Firearms, Blades

+1 Combat Level with Early Firearms

+1 Combat Level with Unarmed Combat
Disadvantages

Package Bonus -3
Subject to Orders -10
Package Cost 6
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Everyman Skills:
Tarsus

This list applies to all
inhabitants of
Tarsus, male and
female, of all
professions.

Animal Handler

Breakfall

Persuasion

Survival/Hunting

Tactics

AK: Ward

KS: Family Line

Language: 4 points
of Tarsi

Languages: 2 points
of all languages
with 4 point
similarity

PS: Occupation

TF: Horses

WEF: Blades (men) or
Spear (women)

Rare Tarsan Skills

Crime is virtually
unheard of in Tarsus,
and their simple
semi-nomadic
culture ensures that
many “high-tech”
skills are also rare.

Criminal Skills:
Bribery, Bugging/
Eavesdropping,
Criminology,
Demolitions,
Disguise, Forgery,
Security Systems/
Traps, Sleight of
Hand, Streetwise.

Forensic Medi-
cine/Embalming
(primitive medicine)

Inventor (conser-
vative culture)

Lipreading,
Mimicry, Ventrilo-
quism (not invented
yet)

Pike

As with the common musketeer, pikemen are hard,
embittered men. Amidst all of the armed forces, navy
and army, cavalry and foot, none enjoy a lower social
position than these hard-working soldiers. Most will
remain in the army for their entire lives, drawing just
enough pay to support themselves and, if they are very
fortunate and she doesn’t mind doing work around the
barracks, a wife. They are trained to stand firm in the
face of a massed cavalry charge of fully armored knights,
and are usually skilled at battlefield maneuvering. Their
primary role is to provide cover for massed volleys of
muskets. This package can be used for the common
guardsman and foot soldier throughout Calabria.

Ability Cost
Gambling 3
Streetwise 3
Tactics 3
AK: Stationed Area 2
WEF: Blades, Polearms 2
+1 Combat Level in Hand to Hand Combat 5
Disadvantages

Package Bonus -3
Subject to Orders -10
Package Cost 5

Sailor or Marine

Life at sea is a bit of a paradox. Though the subject
of romantic tales of high adventure, the truth is that
life at sea in a Calabrian man-of-war is a feat of heroic
endurance, not romance. Bad food, merciless discipline
and mind-numbing boredom takes its toll on the men,
but when they reach a friendly port all is forgotten in
favor of beer and tales of recent exploits (imagined or
no). Most of the greatest heroes of Calabrian folklore
were pirates, privateers or professional sailors, and this
package covers the basic knowledge acquired by nearly
anyone intentionally serving aboard ship (pressed men
and other shanghaied sailors sometimes suffer a lack
of education in the niceties of naval life).

Ability Cost
Climbing 3
Seamanship (or Tactics) 3
PS: Sailor (or Soldier) 3
WEF: Early Firearms, Ship to Ship, Blades, Polearms 4
+1 Level with Swords 3
Disadvantages

Package Bonus -3
Superstitious (or Subject to Orders) -10
Package Cost 3

Tarsus

There are not many Package Deals from the Fantasy
Hero campaign book which will suit Tarsan characters
well. Players might look at the fighter, leader and duel-
ist for more options. These include the common rider,
the horse archers, storytelling skalds, martial artist
weapon masters, and the legendary wyrm hunters.

Horse Archer

Trained in the use of his composite bow from horse-
back, the Tarsan archer is a highly mobile, dangerous
individual. Most are young and relatively inexperienced
in battle, since the older and wealthier Tarsans seek
the greater glory of hand to hand confrontation with
the enemy. Without the long training in the Sword Arts,
horse archers often avoid melee combat, but if forced
they will do their best, typically armed with a
longsword and protected by a hauberk of strong chain
mail. The most challenging aspect of life as a horse
archer is exchanging missile fire with the withering fire
of Fekeshi musket troops, who have greater power and
range by virtue of their firearms. But the Tarsan cours-
ers are not frightened by the blasts and smoke of the
weapons, and a trained archer can fire more than a
dozen shafts in the time it takes the Fekeshi peasant to
reload his weapon, far more accurately, and this more
than makes up the balance.

Ability Cost
Survival/Hunting 3
Riding 3
Tactics 3
+1 Combat Level in All Combat. 8
+2 Combat Levels with Bows. 6
WEF: Common Melee, Common Missile 4
Disadvantages

Package Bonus -3
Reputation: Abilities and tactics known on 11- -10
Tarsan Code of Honor -10
Package Cost 4

Rider

The bulk of the Tarsan Army of the Dragon is made
up of Riders, highly trained warriors, often young but
with at least one major battle to their credit. Most all
are armed with longsword and spear, protected by
chain mail and a round, wooden shield. When not
called to repel a Fekeshi raid, or hunt a dangerous
wyrm, he maintains his family farm, herds animals or
hunts, but response time to the call to arms is always
rapid. Tarsan riders are trained in the Sword Arts of
Ambrosius, and their most common tactic is a slash-
ing strike from horseback (their Running Stroke). Man
for man, the Tarsan warrior is the best fighter in the
Broken Kingdoms.

Experienced and wealthy Tarsans often don heavier
armor and mount larger horses, fighting as heavy cav-
alry. Full statistics for these elite horsemen can be found
in the section describing the Warlords of Tarsus, in the
Source Book chapter.



Ability Cost

Animal Handler, Survival or PS: Farming 3
Riding +1 5
Tactics 3
+3 Combat Levels in Hand to Hand Combat. 15
KS: Sword Arts of Ambrosius 2
Martial Arts/Sword Arts of Ambrosius: Strike, Parry,
Running Strike. 14
WEF: Common Melee, Shield. 3
Disadvantages

Package Bonus -3
Reputation: Abilities and tactics known on 11- -10
Style Disadvantage -10
Tarsan Code of Honor -10
Package Cost 12

Tarsan Names

Female: Amma, Anrid, Arna, Asta, Astrid, Audney, Bera,
Brenda, Dahlia, Dalla, Disa, Dyrfinna, Eldrid, Elin, Elle,
Erika, Gala, Gudrid, Haldis, Halla, Ingemar, Ingrid,
Jorunn, Katla, Kelda, Kelsey, Kirsten, Kolfinna, Lin, Maeva,
Mista, Nanna, Rana, Randi, Sangrida, Sigrid, Sinmora

Male: Aevar, Alfarin, Alvis, Ander, Aren, Armod, Arvid,
Audolf, Bekan, Blund, Booth, Brand, Bryan, Brondolf,
Davin, Egil, Eldgrim, Erland, Fell, Frode, Garth, Geirrod,
Gudmund, Gunnar, Hall, Hamund, Hermund, Ingram,
Johanne, Keldan, Kirhy, Kirk, Kol, Konal, Lamont, Magne,
Oliver, Orm, Oscar, Ragnor, Reynard, Runolf, Sigvard,
Solmund, Starkad, Stein, Svan, Torrad, Turpin, Valbrand

Skald

Tarsan skalds are the bards and storytellers of the horse
plains. Skalds tell tales of heroic exploits, enlivening their
stories with clever puns, turns of phrase and some old-
fashioned party songs. Some of the primary require-
ments for a career as a skald include a fine, resonant voice
with strong rhythm, a quick wit, an excellent memory,
and a handsome appearance. Most skalds dress as hand-
somely as they can, with gifts of gold and rich clothing
received from thankful hosts. A skald wears his skillsand
his reputation; if he is poor, he will have to prove him-
self all the harder. Skalds are welcome in the court of
any earl, and can earn food and shelter easily in most
any inn, usually by complimenting their host with a stir-
ring and humorous tale concerning them or their fam-
ily. Skalds are the custodians of Tarsan values, including
courage, hospitality and honesty—their tales remind
everyone of the value of honor, the rewards of good con-
duct, and the embarrassing penalties of failure.

Ability Cost
High Society 3
KS: History and myth, 11- 2
Oratory 3
PS: Musical Instrument, 11- 2
PS: Poet, 11- 2
PS: Singing, 11- 2
Disadvantages

Package Bonus -3
Tarsan Code of Honor -10

Total Cost 1

Weapons Master

Many Tarsan men dedicate themselves exclusively
to the achievement of perfection in the martial arts,
forsaking traditional roles of farmer, herder and hunts-
man for a life of constant practice and bitter rivalries.
This package represents such dedication. It includes
training in both of the two primary martial arts forms
of Tarsus—the Sword Arts of Ambrosius and the
Kinckfighting styles recently adopted in the plains.
Schools of this sort can be found throughout Tarsus,
but especially in Sarwick and, to a lesser extent,
Penigstein. Wandering teachers and pilgrim students
sometimes forsake schools altogether.

Life in such a focused environment often breeds very
obsessed individuals, and the weaponmasters have a
reputation for being overly concerned with their own
skills, and the inevitable rivalries that spring up be-
tween schools. Some of these rivalries have been car-
ried on for centuries, as students of each school battle
to show which technique is superior, or to redress some
ancient wrong so long forgotten than it is never even
spoken of any more.

Weaponmasters can wield a dizzying array of weap-
ons and armor. Most have colors and symbols that rep-
resent their school or technique, openly inviting chal-
lenges by other martial artists.

Ability Cost
Breakfall 3
KS: Sword Arts of Ambrosius 2
KS: Tarsan Kickfighting 2
Martial Arts/Sword Arts 10
Martial Arts/Tarsan Kickfighting 10
Weapon Elements 2

WF: Common Melee, Common Missile, Staff, Shield 6
One of: Combat Sense, Ambidexterity, Fast Draw or

Defense Maneuver 3or5
Disadvantages

Package Bonus -3
Style Disadvantage -10
Psychological Limit: Obsessed with being the best  -10
Rivalry or Hunted: Rival School -10
Package Cost 5o0r7

Wyrm Hunters

The dragons very nearly exterminated the Tarsan
people, and it was only through a fortuitous alliance
with the horses of the plains that they managed to turn
the tables. Ever since, a small number of Tarsus’ clev-
erest warriors have found their life’s work in the hunt-
ing of the great beasts. Many Tarsans think the wyrm
hunters mad, surely no sane man would pit himself
againsta reptilian, magical monster the size of a house.
But the wyrm hunters have continued, passing down
their knowledge from master to student, or learning
their skills the hard way—through a lifetime of hunt-
ing the great beasts.

The wyrm hunters are so much on the fringes of
Tarsan culture, that this is one fighting career that
Tarsan women have been able to enjoy some limited
acceptance in. That is, most Tarsans consider the hunt-
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Everyman Skills:
Pallea

Concealment

Conversation

Deduction

Shadowing

Stealth

Trading

AK: Free City

Languages: 4 points
of Modern Pallean

Languages: 2 points
in all other
languages with 4
point similarity
(see chart)

PS: Occupation

TF: Chariots,
Wagons or Boats

Rare Pallean Skills

A combination of
very little low-class
crime and a lack of
sophisticated
mechanical devices
makes certain skills
very rare in the Isles.

Criminal Skills:
Lockpicking,
Security Systems,
Streetwise.

Demolitions,
Forensic Medicine
(technology doesn’t
exist)

ersto all be a little crazy anyway, women are just a little
more crazy than the men. Many of the most famous
wyrm hunters have been hardened and clever women,
relying—as most wyrm hunters do—not on strength
of arm, but in deceit, trickery and the wyrm’s often
predictable psychology.

Ability Cost
Deduction 3
Scholar 3
Stealth 3
AK: Pennine Mountains 2
KS: Any three relating to dragons 3
WEF: Common Melee, Bows, Shield 4
Find Weakness with one attack on 13-, Only vs.

dragons (-1) 10
Disadvantages

Package Bonus -3
Rivalry with other Wyrmhunters -5
Psychological Limitation: Dedicated their lives to the
destruction of dragons and their kind -15
Package Cost 5

Fuzion Powers:
Find Weakness, Skill of 12 (Only vs. Dragons, -2 PP)

Pallea

Pallean package deals include the athlete, the demi-
god of divine offspring, democratic politician, hero and
spear-carrying hoplite. Package Deals from the Fan-
tasy Hero book include the fighter, leader, traveling
priest, bard, sage and sailor.

Athlete

Pallean slaves who compete in the Great Games
recieve training in the martial arts, in chariot driving,
and in long distance running. They should also have
high physical characteristics, especially STR and DEX.
Although technically property belonging to a wealthy
citizen, successful Pallean athletes are legendary fig-
ures who enjoy a hghly pampered lifestyle. Freedom is
a common reward for victory in a tightly-contested
event, and the exploits of a great athlete brings fame
and political influence to his owner. Slaves in Pallea
are branded on the foot, and athletes being trained for
the Games further wear their hair in a distinctive po-
nytail fashion. Once freed, characters may reduce this
disadvantage in point value, but should not buy it off
completely, since the scar will remain.

Ability Cost
Combat Driving/Charioteer 3
KS: Boxing 2
KS: Wrestling 2
Martial Arts/Boxing 10
Martial Arts/Wrestling 10
+1 Combat Level with Hand to Hand Combat 5
+1 Level with Martial Art of Choice 3
Running +1” 2
Disadvantages

Package Bonus -3
Distinctive Features: Slave. -10
Style Disadvantage -10
Package Cost 14

Demigod (child of the gods)

The Incarnates which have adopted the Pallean
people seem to spend a great deal of their time med-
dling in human affairs (so to speak). As a result, a sur-
prisingly large number of Pallean men and women can
trace their lineage back toone or another of these di-
vine ancestors. This package represents the divie blood
that accompanies such a claim.

The Increased CHA Maxima reflect the superhuman
physical attributes of the semi-mortal children of the
Pallean Incarnates. Gamemasters may choose to cre-
ate alternate packages to allow for different CHA
Maxima. For example, the child of a god of wisdom or
prophecy might have INT 30 and EGO 30 instead of
the attributes listed below. This is at the discretion of
the GM, and players should not be permitted to de-
sign their own Maxima.

The Luck and Watched disadvantages reflect the in-
terest of the character’s divine ancestor or ally. Unluck
and Hunted represent the attentions of a divine en-
emy or rival.

Ability Cost
Increased CHA Maxima
STR 30 10
CON 25 10
BODY 25 10
2d6 Luck 10
Disadvantages
Package Bonus -3
Watched by friendly god (MoP, NClI, 8-) -10
Hunted by minions of enemy god (AsP, 8-) -10
Unluck 2d6 -10
Package Cost 7

Fuzion Characteristics:
Str +2, Con +1, Body +1
Fuzion Powers:

Fuzion does not have a counter-part to Hero’s Luck. Here’s
one way you could play it: Allow the character to roll their
dice in luck before each game session. The amount rolled
can be used to adjust that player’s die rolls after the fact
during the game.



Democrat

Pallean politicians and orators are often hailed as
high as any demigod or athlete. Through their words,
and their clever political ploys, they lead entire nations,
and the Pallean people respect this kind of greatness.
Citizens who aspire to be leading members of the com-
munity enjoy the best in education, physical fitness,
and rich lifestyle. Most have served in the military, and
may have additional combat skills. Alas, the fortunes
of the rich and powerful are often flighty, and a man
who was King one night can wake up the next morn-
ing to discover himself an exile. Politicians must al-
ways be on their guard against the machinations of
their rivals.

Ability Cost
Bureaucratics or Persuasion 3
KS: Classical Education 2
Language: Ancient Pallean 1
Oratory 3
PS: Athletics 2
Fringe Benefits: Citizen 3
Money 10
Running +1” 2
Disadvantages

Package Bonus -3
Political Rival -5
Reputation 11-, Limited geography -5
Package Cost 13
Hero

This is the standard package for the traditional
Pallean hero, who busies himself with exploring the
world, raiding nearby city-states and stealing magical
treasures that don’t belong to him (all for noble pur-
pose, of course). Heroes of this type are nearly always
well-born and wealthy citizens, and probably serve as
guards and warriors to the King when they are not on
epic adventure. Their traditional weapon is the double-
bladed axe, and many are also skilled archers as well.

Ability Cost
Combat Driving/Charioteer 3
High Society

KS: Classical Education

Survival/Hunting

+1 Combat Level in Hand to Hand Combat
+2 Combat Levels with Axes, Maces and Picks
WEF: Common Melee, Common Missile, Shield
Fringe Benefits: Citizen

Money

Running +1”

Disadvantages

Package Bonus -3
Pallean Code of Honor -10
Total Cost 24

N O w ol o Ol w N w

Hoplite

Well armored in bronze plates, armed with sword,
spear and a heavy shield, the hoplites form the pri-
mary means of defense within the Pallean city-states.
They are taught to fight in dense formation, making
their spears into an unassailable wall of deadly points.
The best hoplites are trained in Emniria and their close
ally states, where every boy is indoctrinated into the
military life for nine years of training in isolation. The
resulting warrior is a hardened survivalist, able to do
anything for victory, and with unshakeable morale.
Such warriors should have additional combat skills
added to those given below, perhaps including Box-
ing, Wrestling or Pammachon training, and certainly
including high physical characteristics.

Ability Cost
Survival/Hunting 3
Tactics 3
+1 Level in Hand to Hand Combat 5
+1 Level with Polearms 3
WEF: Common Melee Weapons, Shield 3

Disadvantages

Package Bonus -3
Pallean Code of Honor -10
Package Cost 4

Religious Professions

This collects the many religious Package Deals from
the Broken Kingdoms. Full details on religion can be
found in the chapter by that name. There are many
packages presented here, but all generally fall into two
religious orders—the Pallean Sibyls (represented by the
Sibyl and Huntress packages) and the Brotherhood of
Augelmir (the priest, inquisitor and knight guardian
packages). Other appropriate package deals from FH
include the traveling priest, village priest and sage.

Sibyl

The Pallean Sibyls are the most visible religious folk
of the Broken Kingdoms. They can be found in nearly
every village and township, seeing to the needs of the
people, teaching the ways of Rhea, and counselling its
rulers. Sibyls are trained for many years on the Isle of
Cumae, where they refine their prophetic and healing
gifts and prepare themselves for their future assign-
ment in the wider world. As can be seen from the long
list of assigned skills, the training is intensive and com-
prehensive. The sibyls are readily recognized by their
traditional purple robes. They come from all racial
stocks throughout the Broken Kingdoms, from Tarsus
to NorthUmbria, and a few even have Mu-jahdin or
Fekeshi blood.

Full details on the Pallean Sibyls can be found in the
Relgion chapter.

Pallean Names
Female: Acacia,

Adara, Agalia,
Alyssa,
Amarantha,
Andrea, Ariana,
Asta, Basham,
Briseis, Caitlin,
Calantha, Ceto,
Charissa,
Cipriana,
Clymene, Cora,
Cynthia,
Damaris,
Deianira,
Desmona, Diona,
Erianthe,
Evadne, Hedia,
Inatha, lolantha,
Irena, Ismene,
Ivanna, Kalika,
Kara, Kristin,
Lydia, Lysandra,
Madora,
Melantha,
Melissa,
Metanira,
Monika, Neoma,
Nerina, Pamela,
Pelicia, Petra,
Phaedra, Pythia,
Rena,
Rhodantha,
Sandra, Sophia,
Tessa, Thia,
Tynet, Taryn,
\enessa, Zelina

Male: Abydos,

Acastus,
Adrastus,
Agenor, Alastor,
Amphiaraus,
Ancaeus, Asopus,
Biton, Cadmon,
Calchas,
Capaneus,
Cercyon, Cetus,
Cleobis,
Corybantes,
Demodocus,
Egidio, Elpenor,
Erechtheus,
Eurystheus,
Galinthias,
Glaucus,
Halirrhothius,
Icelos, ldas,
Inachus, Jeno,
Kadmus,
Kedalion,
Leandro,
Lycurgas,
Machaon,
Melampus,
Neleus, Nisus,
Palaemon, Pelius,
Phaon, Phorcys,
Polyeidus,
Pontus, Sinon,

Talus, Thyestes,

Xanthus



Ability Cost
AK: Assigned locale
Deduction

High Society

Jack of All Trades

KS: History

KS: Prophecy

KS: Herbalism

Languages: Ancient Pallean
Paramedic/Healer

PS: Midwife

PS: Philosopher

PS: Psychiatrist

Scholar

Survival/Hunting

TF: Boats

WEF: Common Melee, Bows
One social skill: Conversation, Oratory or Persuasion
Fringe Benefits: Pallean Sibyl
Mental Defense +5

Mental Awareness

Clairsentience with one sense (usually sight) also into
past or (usually) future, No Conscious Control,
Activation Roll 12- (may vary, equal to EGO Roll),
Increased END Cost: x5, Cannot see Wizards or the
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Doomed (-%4). 7

Swimming +1” 1

Disadvantages

Package Bonus -3
Distinctive Features: Dress -5
Watched by agents of evil (MoP, NCl, 8-) -10
Psychological: Abstinence from men -10
Reputation as chaste order of Pallean seers 11- -10
Package Cost 16

Fuzion Powers:

Membership 3; Mental Defense 5; Mental Awareness;
Clarsentience, Sight, Future & Past (12 PP), No Conscious
Control (-8 PP), x5 END Cost (-10 PP), Can't see Wizards
or the Doomed (-1 PP) Cost: 1 PP.

Huntress

Although Rhea is often seen as a pacifistic goddess
of healing and nature, she also has a forceful side that
few ever see. The Huntresses are a small band of women
in the Pallean order who have forsaken the traditional
paths of advancement in favor of this violent side. They
are occasionally employed as assasins and agents of the
Sibyls when this sort of work must be done, and in the
meantime they are kept busy keeping the island of
Cumae free of the many monsters and beasts which
crawl to its surface from the deep labyrinthes under-
neath the ground. Huntresses are feared fighters and
matchless hunters. They retain the prophetic gifts
which first permitted them entrance into the Order,
but without sophisticated training it remains unreli-
able. Armor and armament is highly variable amongst
them, but most prefer light armor if any at all.

Ability Cost
AK: Cumae

Breakfall

Climbing

Language: Ancient Pallean

Paramedic/Healer

Security Systems/Traps

Stealth

Survival/Hunting

Tactics

Tracking

TF: Boats

Weaponsmith: Melee, Bows

WEF: Common Melee, Common Missile, Shield
+2 Combat Levels with preferred weapon
Fringe Benefits: Huntress

Clairsentience with one sense (usually sight) also

into past or (usually) future, No Conscious Control,
Activation Roll 8- (lack of training), Increased END
Cost: x5, Cannot see Wizards or the Doomed (-%4). 5
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Running +1” 2

Swimming +1” 1

Disadvantages

Package Bonus -3
Hunted by creatures from the pit (MoP, 8- Limited

geo.) -10
Psychological Limitation: Abstinence from men -10
Reputation as loyal instruments of the Pallean

Sibyls 11- -10
Package Cost 20

Fuzion Characteristics:
Move +1
Fuzion Powers:

Clarsentience, Sight, Future & Past (12 PP), No Conscious
Control (-8 PP), Activation 14+, x5 END Cost (-10 PP),
Can’t see Wizards or the Doomed (-1 PP) Cost: 1 PP.

Priest

The Brotherhood of Augelmir is an order of men
who have devoted their lives to the teachings of the
Creator. They typically choose a single field of knowl-
edge to concentrate on, and spend much of their days
assisting in the spiritual stability of the people of the
Broken Kingdoms. Priests are given this rank only af-
ter years of educations and dedicated service, and a
single Priest is usually responsible for an entire church.
They are clothed in white, with a blue scarf and a
golden sash. Those that have not completed their own
education are referred to as Pursuants, and due to their
roving nature they are likely roles for players to take.
Pursuants would have only some of the skills listed
below.

Full details onthe Brotherhood, Priests and
Pursuants can be found in the religious chapter.



Ability Cost
KS: Augelmir’s traditions 2

KS: Personal field of interest 3
Language: Any one 1
Paramedic/Healer 3
PS: Priest 2
PS: Teacher 2
One social skill: High Society, Bureaucratics or

Cultural KS 3
One “people skill”: Conversation, Persuasion or

Oratory 3
One travel skill: Riding, Survival or AK 3
Fringe Benefits: Priest 3
Disadvantages

Package Bonus -3
Devoted to service -10
Reputation: ex-Diabolists, 8- extreme -10
Package Cost 2

Knight Guardian

The Knights Guardian, or more accurately, the Holy
Brother Guardian Knights of the Healing Hand, be-
gan when a handful of monastic healers risked life and
limb to use their curative Gifts on the front lines of
battle. Several knights, impressed with their courage
and dedication, swore oaths to protect them, and over
the years the two organizations merged into a single
monastic brotherhood of warrior knights. Most of the
Knights Guardian perished in the seige of Rybonek
three centuries ago, and now the Order is all but de-
stroyed. A handful of Guardians survived and passed
on their traditions, and the Brothers can still be occa-
sionally found, riding to and fro across the Broken
Kingdoms, performing good deeds, safeguarding trav-
ellers, and teaching the ways of the Creator.

Knights Guardian are armed and armored as stan-
dard knights, with charger, royal plate armor, lance and
sword of war. Most have religious gifts which enhance
their fighting prowess—common examples include
increased physical strength, the “armor of honor” or
natural healing powers.

Ability Cost
Fringe Benefits: Vassal Knighthood
Fringe Benefits: Pursuant

High Society/Courtier
Paramedic/Healer

Riding

Survival/Hunting

Tactics

AK: Any

KS: Heraldry

KS: Royal Allemaine Fighting Style
KS: Augelmir’s Traditions

PS: Doctor

PS: Teacher

WEF: Common Melee, Lance, Shield

Martial Arts: Sword Arts of Ambrosius, Royal
Allemaine Substyle, usable with sword and shield 15
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2 Combat Levels in Hand to Hand Combat 10
1 Moving in Armor level/Plate 5

Disadvantages

Package Bonus -3
Allemaine Code of Honor -15
Oaths of Poverty, Chastity and Obedience -10
Reputation: monastic knights -10
Style Disadvantage -10
Package Cost: 14
Inquisitor

The Inquisitors of the Brotherhood are chosen from
amongst all the subsidiary branches of the larger or-
der, and thus may have previous careers as Priests,
Guardians, monastic brothers or even the cloistered
sisterhood. They are charged with seeking out and
destroying Diabolism and devil worship wherever it
may be found, but especially among the Brotherhood’s
own ranks. Though generally relying on deductive rea-
soning, physical evidence and their trained intellect,
some are overly zealous in their pursuit of guilt, and
must be brought to heel by the more enlghtened mem-
bers of the Order.

Inquisitors are recognized immediately by their dis-
tinctive black habit, worn over other clothing.
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Ability Cost

KS: Diabolism 2
Deduction 3
Concealment 3
One of: Criminology, Cryptography or Interrogation/
Inquisition 3
One of: Bugging/Eavesdropping, Conversation or
Shadowing 3
One of: Acting, Persuasion or Streetwise 3
Fringe Benefits: Inquisitor (added to other Fringe
Benefits from previous package) +2
Disadvantages

Package Bonus -3
Psychological Limitation: Hunts Diabolists -10
Change Reputation from previous package to

“feared demon-hunters” -0
Package Cost 6

Magical Professions

The many magic workers of the Broken Kingdoms
are grouped here in Package Deal form. Many of these
are specific to individual Kingdoms, but others are
more widespread, and these are noted in the individual
packages. Players who want other packages to choose
from are directed to the druid and witch package, the
sage, adventuring wizard, wizard for hire, adept, wild
talent, hermit or apprentice packages from the FH cam-
paign book. Note that due to the peculiarities of
Ahrivine and the Broken Kingdoms, the title of “Wiz-
ard”is reserved for a handful of specific immortal spell
casters, and the majority of player characters will be
referred to as “mages” or “magiciennes.”

Aetherium Mage

The Aetherium is the foremost magical institution
of Allemaine, and its members are largely found there
or in the Provinces. An extremely diverse institution,
the Aetherium boasts members from every recognized
form of magic, from Alchemists to Necromancers.
They use their pooled influence and resources to edu-
cate both mage and mundane, research new techniques
for the manipulation of magic, protect each other and
serve the crown. The package below is suitable for any
mage trained as an apprentice within the halls of the
Aetherium, no matter what his style of magic or per-
sonal specialty.

Aetherium mages are highly individual in manners
of dress, speech and conduct. Each works hard to fash-
ion and maintain a unique appearance and reputation.
More details on the Aetherium can be found in the
Allemaine section of the Lands chapter.

Ability Cost
Magic Skill/Any one, but usually Sky-Lore or
Artificery

Language: Albionesse

KS: Other mages

KS: Aetherium tradition and law

PS: Teacher

Spell Research

Fringe Benefits: Aetherium Membership
Disadvantages:

Package Bonus -3
Oath of fealty to local lord -10
Package Cost 4
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Court Astrologer or Alchemist

While the Sea-Ports of Calabria have no “mages
guild” like the Aetherium, their mages instead find sta-
bility and influence within the confines of the Prince’s
courts. Every baron, count and other nobleman with a
shred of self respect has an astrologer or alchemist on
board to impress visitors, and the quality of these
courtiers reflects greatly on the success and fame of
the noble in question. Competition for the best courts
can be extraordinarily fierce. The package below can
also be added to the Aetherium package above to rep-
resent a highly-placed Aetherium mage with connec-
tions in noble society.

Ability Cost
High Society 3
Magic/Sky-Lore or Alchemy 3
KS: Court Figures 2
Language: Any 2
Sci: Astronomy or Chemistry 2
One of: Acting, Sleight of Hand or Concealment

(either to spot a fake or to be one) 3
Money 5
Disadvantages

Package Bonus -3
Watched by other court figures (AsP, NCI, 8-, x%2) -8
Reputation 8- -5
Package Cost 4
Healer

Wandering holy men blessed with natural healing
gifts are uncommon but well documented within the
Broken Kingdoms, and many outlying villages or bor-
der towns rely upon such self-sacrificing personages
to tend their most greviously sick and injured. Some
may have religious training, or even magical expertise,
but otherslead simple lives of service and quiet humil-
ity, exercizing their powers for the glory of the gods.



Ability Cost

AK: Any 3
Paramedic/Healer 3
KS: Medicine 2
Survival (or Persuasion if he begs for food) 3

Healing Gift; either the Cure Disease listed in the
magic chapter under “Gifts” or something similar.
Example: 10d6 Healing, Activation 12-,
Concentration: 0 DCV, Extra Time: 1 Turn,

Increased END Cost: X5. 10
Disadvantages

Package Bonus -3
Reputation as a wandering healer, 11- -10
Package Cost 8

Hedge Magician

The eccentric, often irritable hedge magician is a
staple of Broken Kingdoms folklore. Village wise
women and reclusive mage hermits should take this
package deal instead of the more structured Aetherium
one, above. Provincial Aetherium mages, in fact, are
more likely to have this package than any other. If a
common peasant or villager has contact with a mage
at all, it is probably a mage of this type. Sometimes
they find apprentices in the nearby populace, provid-
ing a home for boys and girls ostracized because they
are somehow “different.” Otherwise, they live alone in
quiet seclusion, performing subtle experiments or just
communing with nature.

Ability Cost
Animal Handler 3
Magic/Hedge 3
Paramedic/Healer 3
Survival 3
AK: Surrounding area 2
KS: Local superstition and lore 2
Disadvantages

Package Bonus -3
Distinctive Features: generally irritable or unsociable
behavior -5
Reputation: Local hedge magician, limited

geography 11- -5
Package Cost 3

Pallean Enchantress

The most powerful mages in Pallea always seem to
be female. Many trace their lineage through the god-
dess of the moon and magic, a powerful, mysterious
and dangerous incarnate. They are recognized instantly
by their flashing eyes, signs of their divine heritage.
Their spells are impossible to predict, but often take
the form of weather control or the creation of single
use, expendable items (usually cursed).

Note that this Package does not include the Chil-
dren of the Gods Package Deal. Those Pallean enchant-
resses who have a divine ancestor should take that
package as well, but change the Increased CHA
Maxima to INT 30 and EGO 30, for the same point
value.

Ability Cost
Magic/Usually Sky-Lore, Alchemy, at +1 5
Language: Ancient Pallean 2
Language: Other 2
Inventor/Spell Research 3
PS: Priestess 2
Disadvantages

Package Bonus -3
Distinctive Features: flashing eyes -10
Package Cost 1

Wizard

These are the greatest of magic-workers. Only five
have been known to exist, and one of them is dead.
They are not human, but rather are immortal beings
with unbreakable links to the raw power of magic it-
self, and this is both a benefit and a curse. Wizards are
immune to much of the effects of prophecy, but they
can be bound by the proper use of their name. They
are possessed of an indefinable aura which brands
them as something other than normal; most people
do not recognize this aura for what it is and simply
label the Wizards as “odd” or “different.” Those in the
know can sense the Wizard for what he is—an ancient,
implacable power in the shape of a mortal man.

Player character wizards should only be created with
GM approval and assistance. Many gamemasters will
simply not permit them. They will often have access
to Elemental Controls and Multipowers—power
frameworks denied to most players. Their magic also
includes three branches that ordinary mages may not
use—rForces, Names and Disciplines. Wizards may have
any of the other magician package deals, as well.

Each Wizard should be crafted to be unique and in-
stantly recognizeable, with a style of magic, dress and
mannerisms all his own. They are not to be taken
lightly.

Ability Cost
Magic/Any one as a specialty at +1 5
Magic/All others as latent familiarities 9
LS: Immune to aging 3
Disadvantages:

Package Bonus -3
Distinctive Features: somehow “different”

(not concealable, but not always noticed) -10
Physical Limitation: True Name (infrequent, total)  -15
Watched by other Wizards (MoP, 8-). -8
Package Cost -19
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Skills

There are a few unique uses and notes that apply to
skills in Ahrivine. These skills are noted below.

In addition, skill changes noted in the Fantasy Hero
campaign book should generally be applied to char-
acters used in the Broken Kingdoms. These include skill
changes such as Bugging to Eavesdropping, Paramedic
to Healer, and others. Such skills are listed in this book
by both names, separated by a slash. For example:
Combat Driving/Charioteer and Survival/Hunting.

Bureaucratics/Administration

This skill is fairly common in Ahrivine, particularly
among military officers or nobility. It represents an
ability to properly oversee an organization, be ita noble
manorhouse, a cavalry regiment or a merchant house.

Demolitions

Gunpowder does exist in the Broken Kingdoms. In
particular, it sees extensive use in Calabria. Dwarven
and Giant miners and siege engineers might also have
this skill. It should generally be prohibited for other
characters except in special circumstances (that is, the
character has a really good story).

KS: Forest Symbols

This is the knowledge of codes and symbols used by
rangers and other woodsmen for communication.
These symbols may be carved on trees or represented
in stone. They generally warn of dangers in the area,
such as poisonous wells or predatory beasts, but can
be used for other messages in the right circumstances.
Many rangers have a peculiar sign or sigil which de-
notes them individually, and these can be used to leave
word of their passage to allies. Alternately, the skill of
Cryptography might include a general knowledge of
Forest Symbols.

Language

Each of the cultural and racial divisions of Ahrivine
have their own language. Note that the languages of
Allemaine, Calabria, Pallea and Tarsus are so closely
related that any native speaker automatically has flu-
ent conversation (at the 2 point level) in all others.

Literacy is relatively common in the Broken King-
doms. Characters are assumed to be literate unless they
take a disadvantage stating otherwise.

Also note that there is no such thing as a “common
tongue” in Ahrivine.

Language Notes:

Albionesse: The language of ancient Albion is still spo-
ken by the Mezini peoples, and remains an excel-
lent choice for a “scholarly” tongue. It is common
in ancient writings and texts, particularly magical
tomes.

Ancient Pallean: The original speech of the Pallean
peoples, as spoken before their mass exodus to their
current home in Ahrivine. Ancient Pallean is occa-
sionally seen as a text for scholarly and dramatic
writings.

Black Speech: The language created by the Dark Titan
and spread throughout his lands, it is common in
Mezina and has heavily influenced other languages
that have come into contact with it, including
Nachlah and Northron.

Dwarvish: Another runic script, developed in coop-
eration between Dwarves and Giants, the Dwarvish
language is virtually unknown outside of their own
culture.

Forest Elvish: After their arrival in the Forest Sauvage
the Elvish language underwent minor alteration.
This new dialect is referred to as Forest Elvish.

Giant: The original Giant language was runic in na-
ture and is all but unknown to men. Dwarven char-
acters or Brothers of Augelmir are the character
types most likely to know it.

Jahdetta: The language of the Mu-Jahdin desert dwell-
ers, derived from Albionesse but heavily altered
thanks to the Mu-Jahdin’s insular culture.

Nachlah: The language of the Inach (for more details
on the Inach, see the Bestiary chapter).

Old Elvish: The original pure form of the Elvish lan-
guage, as spoken in Albion. Old Elvish served as the
root tongue for all human languages.

Latent Magic

Magicians in the Broken Kingdoms are born, not
made. If an individual does not have the critical abil-
ity to manipulate the magical energy flows (whatever
form that energy may take for him, from Alchemy to
Necromancy) then he, or she, will be forever denied
its power.

For this reason, players who anticipate ever branch-
ing out into magical skills should invest at least one
point in the Magic skills that they require at character
creation. This undeveloped magic skill is listed as “La-
tent Magic: Sky-Lore” (or whatever type of magic is
appropriate). Players may raise Magic skill according
to standard means, but they may never buy entirely
new ones, barring GM exception or bizarre magical
accidents.

Latent magic is occasionally useful. The 8- skill roll
normally associated with Skill Familiarity does apply
to Latent Magic, and reflects a sort of inborn empathy
with that sort of Art. A character with Latent Sky-Lore
might be able to sense that a storm was artificial, for
instance, or recognize a fellow Celestial Mage through
an unspoken kinship.

Latent magic can be detected and analyzed through
avariety of magical tests. All of the Arts have their own



methods, however, and many of them are time-con-
suming and expensive. Often a latent mage will live
forever in a small country village, haunted by strange
dreams, forever labelled as ‘strange’ or ‘different’ by his
fellows, unaware of his potential destiny.

Latent Magic costs 1 point for every Art with which
the character has future potential.

Magic

Each variation of Magic is its own skill, and is al-
ways based on INT. Magic skill is used in conjunction
with the “Requires a Skill Roll” limitation found on
nearly all Ahrivine magic, and in addition to general
spell-casting ability it also includes a knowledge of the
particular magic style and its basic philosophy. The list
of magic styles is not definitive but includes: Alchemy
(the making of potions and other disposable magical
formulas), Artificery (the creation of permanent en-
chanted items), Hedge Magic (nature lore of beast and
plant), lllusions (sense manipulation), Necromancy
(spiritualism and the animation of dead bodies), Di-
abolism (demonology and the black magician) and
Sky-Lore (celestial magic and astrology).

Wizards have additional access to the magic of
Names (invoking the true names of beings to alter re-
ality), Forces (manipulating the elements) and Disci-
plines (mind-reading, telekinesis and other mental
feats).

Martial Arts

There are a wide variety of martial art forms avail-
able in the Broken Kingdoms including Dirty Infight-
ing, Ancient Wrestling, Ancient Boxing from the Hero
Systems Rulesbook and the The Ultimate Martial Art-
ist. Additional styles include Calabrian Swordplay (a
fencing variant), Tarsan Kickboxing (a form of Muay
Thai), Pallean Pammachon, the Sword Arts of
Ambrosius and the Steel Path (the first sword combat
techniques of ancient Albion).

A full description of these styles can be found in the
Martial Arts chapter.

Seamanship

This General skill was first presented in the Fantasy
Hero Companion II. It is the sea-going equivalent of
Combat Driving or Riding. Seamanship automatically
includes TF: Boats, and may additionally include one
other sea-going TF such as Round ships or Long ships
(in the Broken Kingdoms, round ships are by far the
more common choice).

Seamanship is used by ship officers to coordinate
the complicated motions of rigging, oar and sail. It
includes a broad knowledge of provisioning, logistics,
crew management, piloting and ship tactics.

Note that Professional Skills or Knowledge Skills
might overlap with elements of seamanship. In this
case Seamanship might be considered a complemen-
tary skill.

Spell Research

In many games, Inventor skill is used to double for
Spell Research. However, there are true mechanical
inventors in the Broken Kingdoms (mostly Dwarves,
Giants and Calabrians) and so this new skill must be
invented. It governs a character’s ability to invent new
spells, and also his ability to find and understand magi-
cal texts through research. If a magician was confronted
with an obscure magical text he might roll Spell Re-
search to understand it. Likewise Spell Research could
be used to locate a particular spellbook in a large li-
brary, or to identify a particular variation of “Call light-
ning”, tracking it to a particular spell caster.

Spell Research is based on INT.

Transport Familiarity
An adjusted Transport Familiarity chart for the Bro-
ken Kingdoms follows:

Riding Animals
Horses, Donkeys, Mules, etc.
Camels (unknown outside of Mu-Jahdin)
Huge Beasts (such as elephants, again unknown
outside of Mu-Jahdin)
Flying Beasts (currently unknown)

Ground Vehicles
Chariots
Wagons and Carts

Water \ehicles
Round Ships (Fore-and-aft rigged or masted
ships)
Long Ships (Pallean triremes or Northron
longships)
Boats (automatically included with either Round
Ships or Long Ships)

Weapon Familiarity

This is a modified version of the standard Weapon
Familiarity chart. It includes all the weapons common
to Ahrivine, including Calabrian guns.

Common Melee Weapons
Unarmed Combat
Clubs
Fist Loads
Axes, Maces and Picks
Pole Arms
Swords and Knives
Two-Handed Weapons

Uncommon Melee Weapons
Flails
Lances
Quarterstaff
Whip
Shield
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Common Missile Weapons
Bows
Crossbows
Javelins
Thrown knives/axes

Uncommon Missile Weapons
Sling
Thrown Sword

Small Arms
Early Firearms

Heavy Weapons
Siege Weapons (catapult, ballista, trebuchet)
Emplaced Weapons (cannons)
Ship to Ship (naval cannon)

Weapons Element: Armor

Many of the martial art forms used in the Broken
Kingdoms are designed for use by unarmored oppo-
nents. The complex wrestling moves of Palleans and
the quick precision fencing techniques of Calabrian
Swordplay are just two examples. The descriptions of
each martial art detail the use of armor with its com-
bat maneuvers.

Characters attempting to use unarmored martial arts
moves while armored will have a -3 OCV penalty. Ar-
mor that weighs less than 3.2 kilograms (therefore
causing no encumbrance penalty) does not count as
“armor” for this purpose, however. Weapons Element:
Armor costs 1 character point.

Some martial arts are meant to be used both in and
out of armor. For these art forms, this Weapons Ele-
ment is free.

Perks

The recommendations on Perks found in the Fan-
tasy Hero campaign book should generally be applied
to characters in the Broken Kingdoms. A few specific
notes on Perks follow:

Followers: Mount

Many famous heroes had trusty steeds which seem
to defy the normal abilities of ordinary horses. They
constantly travel in barding, never seem to go lame,
are perfectly healthy eating grass when oats or other
diet should be necessary, and have little qualm con-
fronting magical beasts that would quickly cause or-
dinary mounts to panic. Such horses should generally
be bought with character points as followers.

However, player characters in most Fantasy Hero
campaigns cannot afford to spend many points on a
mount, particularly when horses are not built very ef-
ficiently in terms of points. Gamemasters are forced
to either allow players to have exceptional mounts for
free, or else force players to allocate large portions of
their points to pay for them.

A recommended solution is to cut the cost for a Fol-
lower: Mount in half. That is, the player pays 1 charac-
ter point for every 10 base points the mount possesses.
This point cost has been used for all character write-
ups in this book, and is recommended for use in Bro-
ken Kingdom campaigns. However, GMs may decide
that this rule is inappropriate for their game. In this
case mounts cost the standard number of points, and
the point cost for mounts shown in this book should
be doubled.

Several varieties of horses are unique to Ahrivine,
and are particularly sought after as war-horses. These
mounts are fully described in the Bestiary chapter.

Fringe Benefit: Aetherium Membershp
1-6 points

The Aetherium is the organized magical institution
of Allemaine and its Provinces. Composed of over 400
magicians and magiciennes, it serves the Crown, wields
considerable political influence, and works constntly
for the benefit of its members. Aetherium members
rely on each other, providing food, shelter and aid
whenever possible. Much of these service is in the form
of mutual back-scratching and the exchange of favors.
Aetherium membership is a sort of super-fraternity
which can facilitate careers with remarkable ease.

Point cost for membership reflects the mage’s status
within the organization. Even apprentices have some
priviledges, since they are very valuable to the order
and its members. Most characters will not start with
more than 2 points in this particular perk, reflecting
full membership in a Chapterhouse. Those with
enough royal connections to speak for a Duke, Baron
or Count at Aetherium meetings may purchase 3 points
of this Perk, representative of the increased influence
the character commands, and the greater value placed
on him by the Aetherium itself.

Higher point levels should generally be reserved for
experienced player characters and NPCs. Archmages
have speaking powers at the House Council, but no
official vote. There are only 15 Housemasters at this
time, one in every Duchy of Allemaine; they vote at
Council and select one amongst their number to serve
as Grandmaster. The current Grandmaster is
Huidemar, who is more fully described in the King-
dom of Allemaine section of Chapter V11, where the
Aetherium is also detailed. Further notes can be found
in Chapter XI: Magic.

1 point Aetherium Apprentice
2 points Aetherium Membership
3 points Royal Advocate

4 points Archmage

5 points Housemaster

6 points Grandmaster



Fringe Benefit: Bardic Immunity

According to ancient tradition, a bard anywhere in
Ahrivine has permission to sing whatever he likes—or
whatever he is commanded to sing—without fear of
serious reprisal. If a bard sings an insulting song about
the King, and does it to his face, he may be banished
but he will not be killed or imprisoned. In fact, any
kind of harm is forbidden.

However, Bardic Immunity is not automatically
granted to every harper or minstrel. They must prove
themselves worthy of a true bard’s exalted status. This
means that he must be able to perform songs and epic
poems quite beyond the reach of common musicians.
They are granted this protection because they are the
repositories of ancient lore and epic saga; they are ex-
pected to live up to these criteria.

Nobles or others who injure a bard in violation of
Bardic Immunity will suffer social reprisal. Their repu-
tation will be spoiled by other harpers and bards, and
those cultures who value hospitality will look very
poorly on the offender’s behavior. In extreme cases,
satire and provocational poems may be composed and
sung, ridiculing the culprit in every court across the
land.

2 points Bardic Immunity
Fringe Benefit: Quarterman 2 points

The Quartermain is the chief instrument of orga-
nized crime in the Broken Kingdoms, being based in
the Provinces and with over 5,000 full members. This
perk reflects the power, respect, influence, prestige and
control over others that is associated with member-
ship in the organization. For a full description of the
Quartermain, their membership and their activities,
see the Provinces section of the Lands chapter.

2 points Quarterman
Fringe Benefit: Social Status and Heirs

The structure of the nobility is different in every one
of the Broken Kingdoms. Therefore, individual charts
for Fringe Benefits have been created and can be found
in the Lands chapter. Players should look there to learn
how many points it will cost to be, for example, a
Calabrian Count (7, in this case).

Some characters may be heirs to royal title, but have
no direct title themselves. This status should be pur-
chased as a Fringe Benefit, reduced in value, according
to the following chart:

Eldest son/daughter: -1 point
Second son/daughter: -3 points
Third son/daughter: -5 points.

For example, Count Francesco has three children,
all daughters, Aella, Beatrice and Cordelia. As Count,
Francesco has a 7 point Perk, so his eldest daughter’s
Fringe Benefits will cost her 6 points. Beatrice, the
middle daughter, will have a 4 point Frine Benefit.
Cordelia could take a 2 point Fringe Benefit to re-
flect the family status, but since she has been granted
the title of Baroness by the local Prince, a 5 point
Perk, she will purchase that instead. She does not
need to buy both.

Note that wealth is not included in the cost for no-
bility within the Broken Kingdoms—wealth is not al-
ways associated with rank. Therefore characters who
are both high in status and rich should spend addi-
tional character points on Money (discussed in fur-
ther detail below).

Fuzion Note

In Fuzion, treat each level above Middle Class as
Wealth 1. Middle class is the standard and worth 0
points. Anything less than middle class should be con-
sidered a complication.
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Money

There are some changes in the standard point cost
for money in the Broken Kingdoms. This is for three
reasons. First, wealth levels in modern society are much
higher than in a standard medieval setting, where a
rich man is anyone wealthy enough to own their own
horse and armor. Even the mightiest Kings are poor
compared to modern millionaires. Secondly, the stan-
dard Hero Systems wealth chart does not allow for
enough minor variation between one wealth level and
another. Each 5 points is a very impressive jump in
wealth, and covers a very broad financial range. Finally,
wealth in Hero games is quite inexpensive in terms of
points and, since wealth is so often a major goal for
player characters, it is advisable to make it more diffi-
cult for players to purchase.

The following wealth levels are recommended for
use in the Broken Kingdoms, and have been used in
all character write-ups in this book. Gamemasters who
decide to use the standard Hero Games wealth levels
should not have much difficulty finding an equivalent
wealth level below and simply changing the point cost
(as a general rule, the point cost for this perk has been
doubled, while at the same time providing less money).

All money figures are presented in copper farthings,
most appropriate for Allemaine and Provincial char-
acters. Calabrians would instead begin with an equal
number of groats, while Tarsans will have simple “cop-
pers” and Palleans use silver obol, all of approximately
equal value.

Talents

Most of the standard Talents can be very useful in a
Broken Kingdoms campaign.

Literacy Talents: Cramming, Eidetic
Memory and Speed Reading

Thanks to widespread literacy, these Talents should
perform most of their normal functions in the Broken
Kingdoms. Scholars and mages might find them very
useful.

Combat Talents: Combat Sense, Defense
Maneuver, Fast Draw, Find Weakness

These Talents distinguish the truly great warriors in
Ahrivine. Provided that the GM understands their use
and is willing to permit them in a campaign, player
characters should not be discouraged from purchas-
ing them. Fast Draw in particular is very common.
Knights and other warriors who are often forced to
fight while outnumbered—a circumstance which
seems particularly common in epic fantasy games—
will have Defense Maneuver to reflect their skill in these
situations.

Warlord

Allemaini Barons, Prince Commander Carados

Siegfried, Duke of Lanahaut and Constable
Archduke Breuse

In Fuzion, treat each level above Middle Class as Wealth 1. Middle class is the standard and worth 0

Wealth Level Perk Cost  Yearly Income
Destitute -10 pts. 50
Poor -5 pts. 200
Middle Class 0 pts. 1,000

3 pts 3,000

5 pts. 5,000

8 pts 10,000
Well Off 10 pts 25,000

13 pts 50,000

15 pts 100,000

18 pts 200,000
Wealthy 20 pts 300,000

23 pts 450,000

25 pts 600,000

28 pts 750,000
Filthy Rich 30 pts 1,000,000
points. Anything less than middle class should be considered a complication.

Example

Tarsan Rider
Poor Knight
Knight, wealthy House Guard

Head of a minor Tarsan line
Knight Banneret, Tarsan Earl
Earl Commander

Provincial Count, King Ector

Lord Regent Lucius Glorianos
None (High King ?)




Note that the “Expanded Defense Maneuver” from
The Ultimate Martial Artist should be available to char-
acters in the Broken Kingdoms.

Magical Talents: Simulate Death, Universal
Translator

Talents of this sort are really better bought as spells.
However, they are not unheard of among ordinary
characters, and should generally be permitted.

Powers: Herolic Fantasy
Abilities

Although heroic fantasy character seldom possess
“powers” in the literal sense of the word, they often
possess amazing combat skills or other techniques
which can be represented as powers in the Hero Sys-
tem. Here some of those abilities are discussed. It is
worth mentioning at the start, however, that these rules
should be considered a starting point for players and
gamemasters alike—that no rulebook can devise all
the myriad approaches that a creative player may come
up with. Creativity—within the bounds of play bal-
ance and rules abuse—should be encouraged.

After a discussion of powers from The Ultimate
Martial Artist and other Hero sourcebooks, players will
find a few new heroic fantasy powers that are available
in Broken Kingdoms campaigns.

Powers From The Ultimate Martial Artist
and Other Hero System Books

The Ultimate Martial Artist presents a vast array of
martial arts powers which are common in that genre,
and are also appropriate to the Broken Kingdoms. Such
techniques might be displayed by Tarsan Warlords,
Calabrian fencers or the great Knights of Allemaine.
Additional powers can be found in Eye for an Eye and
other Hero Games products. These powers have been
grouped into large categories and are discussed below.

Note that these categories are by no means meant to
be definitive or to spark debate among players and
gamemasters over which power might be “combat
mastery” and which “speed-related.” They are meant
merely to ease discussion and provide examples of
which powers are common to individual character
types in the Broken Kingdoms.

Agility Related Abilities

This category includes powers such as DCV Levels,
Knockback Resistance or Superleap (all dependent on
Acrobatics skill rolls), Clinging as “super-climbing,”
Missile Deflection or “Walk without Trace.” They are
most likely to be found in Pallean athletes or acrobatic
Provincial thieves, but would not be unheard of in
Calabrian fencers or other lightly-armored warriors.

Note that “Walk without Trace” is particularly ap-
propriate for Elven characters, who often run so swiftly
and lightly that they leave no traces of their passage,

and fail to sink into dangerous terrain such as snow or
quicksand.

Combat Mastery Powers

While nearly all martial arts powers could be loosely
defined as displaying “combat mastery,” in this case the
term is specifically reserved for powers which display
superior technique and fighting skill, in addition to
any speed or strength requirements.

These powers include, but are not limited to: ana-
lyze style, feints, stances, OCV Levels to cancel out hit
location penalties, HtH Levels that cost END, crippling
blows (bought as Transformation attacks), HtH Lev-
els bought against specific enemies (rival schools or
even individual opponents), two weapon fighting,
“Ultimate Defense” techniques such as Force Wall (a
perfect parry) or Desolidification (a perfect dodge) and
HtH or HKAs with the advantages of Damage Field,
Area of Effect, Indirect or Trigger.

Combat Mastery powers in their unarmed forms are
almost exclusive to Pallean athletes and Tarsan
kickboxers. Weapon use (probably swords) would be
possible in Tarsus, Calabria or Allemaine—anywhere
that the Sword Arts of Ambrosius are taught.

Experience Abilities

These powers are perhaps the most common to char-
acters of Ahrivine, and reflect the general experience
that a character can gain after many years of adven-
ture or military exploit. By far the most common Ex-
perience-related ability is Moving in Armor levels, de-
scribed fully below. Other similar powers include
“teamwork” abilities such as Arrays or HtH Levels used
for coordinated attacks.

Abilities of this sort can be found nearly anywhere
in Ahrivine, and are particularly appropriate for com-
panies of adventurers who have worked together over
many years.

Heightened Awareness

The many enhanced senses discussed in The Ulti-
mate Martial Artist are usually appropriate for experi-
enced martial arts masters or those with semi-magical
training. Infrared vision or Ultraviolet vision may be
used to represent a character whose eyes adjust rap-
idly to darkness.

Note that Ultraviolet Vision is also commonly used
for Elves, who see naturally by starlight. Infrared Vi-
sion is common amongst Inach, who see in darkness
as well as a man does in the day (and are nearly blind
in daylight).

Internal Power (Pneuma) Related Abilities

The concept of Ch'i is well known in Ahrivine, and
was first developed by Albionesse swordmasters. It is
referred to as “Pneuma,” or “internal power.” It can be
used for a variety of effects, described in The Ultimate
Martial Artist.

These powers include: Aid (usually STR, CON,
BODY or EGO), Mental Defense, Power Defense, blows
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that shatter weapons (bought as a Dispel), the “war
shout” PRE-Aid power (called a “kiai shout” in UMA)
and the dreaded Death Touch (or “Dim Mak”). The
Frenzy power, described in full below, should also be
considered a Pneuma-related ability.

With the exception of Mental Defense—which is a
good measure of trained magical resistance and
strength of Pneuma—all of these powers should be
exceptionally rare. The war shout and frenzy will be
seen in Allemaine or Tarsus, but the rest should be re-
served for the “pure” martial artists of Pallea.

Speed Related Abilities

A relatively narrow category, Speed related powers
include Lightning Reflexes (from the Eye for an Eye
Sourcebook) and HtH or HKAs with the advantages
of Area of Effect, Autofire or Invisible. These sort of
powers are much more common to the Calabrian
swashbucklers than the Internal Power abilities, and
would be less common in the heavily-armored Knights
of Allemaine.

Toughness Powers

These powers are generally related to a character’s
ability to absorb punishment or otherwise act under
physical duress. They include damage reduction, dam-
age resistance vs. unarmed martial arts killing attacks
and lack of weakness. They would be common among
any of the warrior cultures of the Broken Kingdom:s,
and Damage Reduction in particular can separate a
mere adventurer from the true hero.

Analyze Style (revision)

There are two common ways to purchase an “Ana-
lyze Style” power. The effect of each is approximately
the same—uwith a successful skill roll the character with
the power gains increased OCV and DCV against a
particular observed opponent. Some gamemasters pre-
fer the “simplicity of play” method of representing this
power: HtH Combat Levels with limitations. Other
gamemasters lean towards the “realistic and random”
method: a DEX Aid that only raises DEX for the pur-
poses of OCV and DCV. In the author’s experience,
the first method is best for players new to the Hero
System, and has been used in this book for the few
characters who possess such an ability. However, ex-
perienced Hero gamers will be comfortable enough to
use the latter method without slowing play. The final
decision is usually up the GM.

Regardless of the method, Analyze Style powers have
always had one thing in common: the character using
the power must observe his foe fighting someone else.
This is not true for all Ahrivine warriors, some of
whom have learned to analyze an opponent’s fighting
style while the fighting takes place.

To reflect this additional advantage, Analyze Style
powers in Ahrivine may avoid (or take, as the player
chooses) the limitations of Extra Time, Concentration
and Must Watch Target Fighting Someone Else.

Frenzy (new power)

This is the ability to enter an unpredictable battle-
rage, an ability often attributed to Vikings and certain
“evil” races such as Orcs or Trolls. In the Broken King-
doms the power can be found among the Warlords of
Tarsus or the warriors of