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KNIGHTS-In medieval times; A feudal tenant serving his
. superion as a mounted soldien. A gentfeman
wsually of the nobility, rained fon mount-
ed combat and naised to the ondern of ‘chiv-
alry.

BERSERKER-Tn Nonse Legend, a warnior who fought with
frenzied fury.

LEGERDEMAIN-Magik, on s€ight of hand. Artful thickery,
on deception.

KABAL-A number of people bound together in intrigue. A
group of people set on some common purpose
or goak.
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In onden to play KABAL, you will need: 4,6,8,10,12 and 20 séded
dice fo generate handom numbejus, a cakewlaton ﬁalr. "the boakkeemng 1
and the combat Aystem; pencils and paper. LA

1% 44 necommended that Kabal Record Sheets and Dungeon FLooh *
Modufes be used <n play. o
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PR EF A-LE

In today's difficutt wontd, people thy fo escape from neality, People
use dhugs, aleohof, on even tde.vu-wn. Games are another form of escape.
The game KABAL allows anyone Wwho wants escape from reality a chance Zo dis-
cover a wornld where Life's a Little mone exciting and a Lot mone fun.

For entertainment today, most people it and watch someone efse on fele-
visdon have their adventunes and excitement. Role playing 45 a way of betng
the person Living the adventure; doing it the way you want Lo hather than
watching what the person on tefevision does, When the felevision character
makes a fatal on disasthous move, you know i£'s a stupdid mistake. You know
you would have done it differently. Role playing allows you to do fust that.
Wouldn'? you hather Live youn own adventures and make your own mistakes!

The {dea behind fantasy role playing {4 for a playen fo create, with dice,
paper and caleulatorns, a world where irgu thuly are a different person and can
have adventures that you would never have in this world. Adventures you would
never dare have in this world, The goal of the player is to think Like his
new character would think and do what that chatactexr would do,

The job of the refence is to make the world as believable as possible fo
the playens. For example, 4f the player wants to be a highwayman, then the
refertee must offer victims as well as neinibution. Tn all things there must
be a check and a balance. The nreferee can not give foo much and the referee
can noit take too much. Finally, the neferce must always be neuthal in all
things .

The players must seek to do things they haven't done begore on couldn'z
do before and the nefence should operate the wontd to reglect realism and the
playens' desines and not sacrifice either.

FROM THE AUTHOR

I've played a Lot of role playing games and 1 have found that the big-
aest problem 8 £n the time it takes to neferce the game, 1 designed the
game KABAL with refereeing in mind, 40 the game may be a Little bit handex
fo Learn because £it's mxzudowt for Rearhing, it's Raid out Fo play.
Theregone, when you have gotten ﬂanu,ua.n with the game you Witk §md that
4t will play much faster and much betten than any other game you've played.

In KABAL, playens are mubti-classed; that is everybody {s finsd Level
fighten, 6mt Level thief, and finst Level marksman automatically. There-
fore, when they are giéven their allotment of sRLLE points at the begénning,
they can distribute these sRLEL points any way they want into any oﬁ these
areas. Experience points are only awarded in the area in which were
earned; so that if a chanacten spends all of his Lime shooting people with
a chossbow, no matter what he claims he <s on what he wants Zo be, ﬂte.mﬂy
thing he will thuly Lmprove L5 Shooting people with a crossbow.

The referee’s job &s fo keep the spinit of the System alive and the

playen's fob 4s o &ecgig.ze the neason behind this and not §ight the referece
when he tries to keep spindt albive. 1t therefore follous that a player
_ woukd want to achieve expentise in all areas., He would want fo do Ehieving
things and he would want £o do §ighting things and he would want to do missile
combat and he would want fo cast spells .in onitical situations s0 he would
achieve experience in all areas and nof be weak Lin any one area,

The seeret of a good nole playing game L& for the heferee to breathe
Life into the world and for the players to be able to Live and experience
adventure and excitement Zhrough their characters, This ean onfy be achieved
if the nefence stnives to think of everything that could happen and atlfow
forn everything that might happen and somehow make it all wonrk.
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QNE penson &8 responsible fon the wontd. This person 5 the
efernee. The neferce must creafe and operate the atea <{mmedicatly
sunnounding the playens. Each group aof playerns may have a differ-
ent 'Point of Balance' betfween nealism and playabifity. This
point 48 whene the playens stant to complain about bookkeeping.

As playens improve Ln their abibities as players, their 'Podint of
Balance' may change. The nefence must be sensitive fo this change.

THE refenece must watch constantly that a player who plays his
ox her character veny well isn't continually beset by bad nofls.
Conversely, the referce shoubd not allow poor plagens Lo enfoy foo
much good Luck. The game should be exciting and fun. This can be
achedived by the proper mixture of dangers and rewards. The dan-
gens and the newands must be of equal value. The neward won't be
neally appreciated, on the danger will be considered to be an act
04 spite by the nefenee.

?HE nules can not app.&z £o eveny possible sétuation, so the
hefenee's shouldens must bear the weight of aniiving at a sofution
that will satisfy the spinit of the game without penalizing the
playens unduly. Tn short games the refenee can use the random
generation fables foh passageways, caverns, creatures, and Thea-
sures. In a Long game (where the playens plan to fake their chan-
actens through many Long and dangerous adventures) the nefenee
showld draw up maps of terrain, towns, roads, and the Locations
of things of interest fo the playens.

QNE fonmat of play s to Let only the negeree roll on see the
ee. This prevents the players grom goining moke Lnformation
than they should by watching the xofls. Another format is to Let
The playens nollf thein oum dice, allowing them fo betten identify
themselues with their charactens.,

(gN genenating characternistics, the referee may allow the players
o notl the dice themsefves. Each character has eight characten-
i8tics, plus gold fo noll for. Each noll consists of aix fwenty-
sdded dice added together, giving a fotal from six fo one hundred
and fwenty. The extremes of six ox one hundred and twenty ocouwr
onee each in sixty-fouwrt million holls. The player's charactends-
Zics should be average, because the thue fest of a playen is to do
well with an average chanacter, not a superion one.

'g':HERE' are eight characteristics plus Gold to roll fon each char-
en. They are Strength, Dexterity, Stealth, Marksmanship, Endun-
ance, Wisdom, Psychic Ability, and Charisma. The nofls for Strength,
Dexterity, and Stealth arne to be factored. The factor is the square
noot of the number. The players should keep an updated facton List.

(9 N onden fo prevent inferion chanactens, the following sysiem ecan
be wsed. 1f there are more than four nolls below sixty-one, then
pick a characteristic at random, rofling a ten sided die to decide
which, with nine and ten being Gold. VYou then add a one fo Zen nofl
to £t. Continue this phrocedure until only fowr nolls axe Less than
sixty-one, ALL characters (except Shaofin) starnt out at age fifteen.
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TRENGTH 48 the finsf noll. Sinength is wsed in the figurning of
Encumbrance, Damage, Healing, Hits, and a variely of othen items. -

Encumbrance <4 figured as follows; Each time a character exceeds
his of hen Sthength factonr in kilos carnied, his on her speed will
dnop by §ive percent. :

Combat damage <4 figured as follows; Sirength factor Limes weapon
base damage equals the base damage the character can give with the
weapon. The character must be stnong enough to use the weapon. The
Strength facton is deveded by two, fo equal the maximwn weight in
kilos a character may use Ln two hands. The facton divided by three
48 the one handed max.tmuwn,

EXTERITY is the second noll, Dexternity {5 used fo dodge missiles
and fon attacking and defending 4in combat. TIL is adversely affected
by axmon as gollows; Leather oh Studded Leather s a minus 10% of the
Dextenity factor, Light Chain i4 a minus 20%. Heavy Chain £8 @ minus
30%. Scale Awmoh £5 a minus 40%, and Plate &8 a minws 50% fo the Dex-
tenity facton.

TEALTH 4y the thind noll, Stealth is used to surprise others,
avodd being surpnised, avoid thaps, and in thieving shiLPs, Anmon
also has powerful effects on the Stealth factorn. Leather s a minus
10%. Studded Leather is a minus 20%. Light Chain has a minus 30%,
while Heavy Chain £s a minus 45%. Seale Anmon 44 a ménus 60% and the
Plate is a dangerous minus 75%.

A Thieving Kit doublfes the chance of quietly cpening on Listening
to doons, 1t allows attempited Lock-picking and minon disgudises. A
Black Vebvet cloak will double the chance of hiding in a dark area
from a being with normal vision.

ARKSMANSHIP 44 the founth noll. Marksmanship is the characten's
aceuracy with any missile combat, adjusted by the range, size of farn-
get, and fype of weapon Linvolved.

RANCE 45 the §ifth rofl. Endurance pfus Strength; then divided
by two i the hits a characten may take in damage before death.

Endunance points ean be recovered by nesting. Endurance points
Aspent divided by fifteen equals the points recovered per minutfe for
the next five minutes, then refigure using the new Endurance points
spent number. One point 44 necovered each minute, even Lf character
45 not nesting, until the meximum is #eached,

MS‘DOM 44 the sixth roll. Wisdom 8 more important than you would
finst think. 1§ a character has a Low Wisdom, he will be indecisive
and waste prolonged amounts of time in combat situations 4§ he is sur-
pruised,  During these perdoeds the charnacter must nemain inactive while
he or she 45 'deciding what fo do'.

It i assumed that at the start of the game that no characterns
have seen any monstens befone, but have Listened to Legends and such.
Wisdom £s wsed to determine if a monster has been necognized by the
ghoup, and by which characters in the group. A nandom number from
one to two hundred {5 generated (a one to twenty represents tens and
a one to ten nepresents oned), and £if the chanactens Wisdom .is equal
to on gheaten than the number, he ok she has necognized the monster.
Only noll once for the entire ghoup, and any players that don't recog-
nize the monster must make thein planned actions known fo the neferee
begore he gives the players who did reeognize the creatune information
about &f. He may change his actions only if another player takes time
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from his characten's moves fo Zell the ofhens what the creatute's
abilities and oh weaknesses are.

High Wisdom can allow {nspiration to occwr in critical sttua-
Lions. The player must inform the referee that an attempt at inspin-
ation <5 being made by his character. The neferee then checks if the
inspination £5 successful. 1§ Lt {5, he infoams the player what the
best course of action forn his charaetern {s. 1§ failed, the nefence
then determines one couwtse of action at random {could be good, bad ox
in bai*.w.ml and gives Lt Lo the player (this £5 known as a bad fnspin- -
ation

SYCHIC BILITY .8 the seventh holl., Psychic AbLLity is of par-
amount {mportance to a prospective magik usen. Magil abifity will
manigest Ltaelf solely in those with a Psychic AbiLity of more Than
fifty. A total of fifty-one o sixty allows a character Lo examine
a scroll and detenmine the spells wriitten on it. Sixty-one To sev-
enty-five allows the spells wiitien on a scnoll to be used at the
expense of erasing the spelf from the scnofl. Reading the spell a-
Loud will take sixty seconds, and the weiting will erase as Lt {4
nead, More than seventy-five allows spending of personal units that
do not desthoy the writien spell, and fakes much Leis Lime to accon-
plish. Spending personal units £s brohen down thto six steps., First,
the easter must go <nto'a thance Like state, Second, he ok she al-
Locates dhe number of units to be used. Thind, the phrases and ges-
fures of the spell must be delivered (this takes five seconds).
Fowtth, the farget(s) on dinection of the spell 8 given. Fifth,
the apzu activates, wonrks, on takes effect. Last, the caster must
spend one second aacovmutg for each unit that was used in the spell.
1§ the casten 45 intervrupfed in any fashion befone the spell fakes
effect, the spell will not take place, but the units ane Lost.

Magik will not wonk if the casten 44 fouching any metal that .is
not enchanted.

Missile Target Spells; Units pen Level plus Level equals metens.
Magik Users use psychicness roll divided by two instead of marhsman-
ship for aiming spells.

Magik usens kecover spent units at the rate of one unit fon each
Level, for each day they wait.

HARTSMA s the elghth noll. Charisma may agfect the attitude of
any intelligent things encountened. 1t will determine the number of
hirelings that a character may hire without penalties, and any bonuses

enalties automatically given fo thein Loyaliies.

OLD is the ninth and Last noll. Gold pieces are used by the play-

's chanactens to purchase items that the chaxactens may need, One
gold plece & wonth ten silver p.c.acu. One sifven w,ec,a 48 wonth ten
copper pieces. Price notation <4 1.00=one gold piece, .l0=one sifver
‘plece, .0T=one copper piece.

. Gold can also purchase favors from non-player characterns, mon-
stens (if intelligent), and a varniety of Lessen beings.
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EVELS allow special advantages to those holding them, Fightens
may only be attacked on centain scaonds. The tevel of the fighten ia
the number of seconds before an opening oceuns in his guand. A fifth
Level may only be attached on the §4§th, tenth, fifteenth second, and
80 0N,

Thieves.may mubtiply thein Steatth fiacton by thein Level wheneven
they use it,

Marlesman Levels allow suwiftex Launching and Loading of all méssile
weapons .

Magik usen Levels ablow more winits of magik Lo the characten that

possesses them.

Shactin priests get the Pevef advantages of both 5{'9#14‘:&14. and
thieves,

KILLS assume that all things attempted without the proper skill
are done at §0% of noamal chance. If the shéll in question is present
once, (at forst Level), then the chance < noxmal, 14 the SELEE (s
present more than once then the chance s 1108 greaten foh each extra
Shill Level, : >

It {8 assumed that all non-playen charactens cncountered have any
AR{EEs they need, but onty once.

Skills & abilities ane picked on the appropriate chants that pule
out of the centen of this book. A beg.inning player can pich sbifes
that do not exceed a vabue off seven. Fox each 25 expendience points
that ane earned in a catagony, the playen gets a value of 1 tospend
4n the anea that it was awgrded, on in the Mundane Skites.

The exceptions te thés aule are that Shactin Priests may spend
the points they earn in any catagony, except Wezands, Wizands get sev-
en of the value points to spend at the beginning, (ike othen plaiers,
but they onty get 1 additionat point for each 50 experience POAREA
earned Ln magik, and these podlits may be spent onby <n the Mundane
Skitts chant:

Wizands may pick from the beginning spells [ist at a cost af 1
o ‘each spell on table 'A' and cost 0f 3 fon each speléion the '8’
table.

EJ(PERIENCE--PUINTS are awanded as follows; One fo ten'podnts fon edch
cheatune vf equal Level to the charactek ebiminating €t, Two to fwen-
Y points fon alereature one Level highen. Fout to forty for a chea-
fwee two Levels highen, six o sivty fon a‘creature three CLevels high=
en, and &0 on.  For illing a cacature ohe tevel Cower, only one to
gour points ane awarded. - For tuo Eevels Lower, only one point is awa -
ed. . For three Levels Cuver, onty % point, and fon four Fovels onfy 4.
POt &5 awanded. - These poinits are awarded An the panticulan class that
was used, The elasses are FIGHTER, MAGTK USER, and MARKSHAN. .

Thieves get expenience POLnTs as follows; Sucoehs ful completion af
thieving attempts in dangerous situations Should be rewarded with 1-10
points per Level of defpicnlty divided by the Lovef of the thief.

Aften a characten has earned 100 poLnts he goes tp one Leved, and
100 potnts <4 subtracted from the total experience points. The remain-
der s devéded by two to foam the basis of hés next Level of advancement.
One skill point and one Level improvement s awarded at the 25, 50, 75,
and 100 expenience point Cevels nespectively. The shifd point must be
spent in the area that (£ was earned on in Mundane Skiles. A ltevel 4m-
provement &s a one to ten robl added Fo a particubar chataetenistic, To
Locate the charactenistic chech the Advancement Tabfe (n the appendix
unden the eolumn heading where the Level <mprovement was earned. Then,
noll a one to ten to find the exact charactenistie to add to, At the
100 point Level the Cevel improvement wiff always be applied fo Wisdom.
A Level improvement is an actual change of the chahacter's oniginal

. a&c&.&exs This shows an actual improvement due to practical application.
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Hit agocaﬂoﬂ ké’“'

01-08 Head Selected

09-30 Chest Head-58% of Noamaﬁ_ Marksmanship
31-37 Right Aum Chest-71% of Nowmal Marksmanship
38-44 Legt Aam Stomach-63% of Noxmal Marksmanship
45-57 Stomach Anm & Hand-59% of Nommal Marksmanship
55-59 Right Hand Groin-15% of Nommal Marksmanship
60-61 Left Hand Leg-88% of Noamal Marksmanship
62-62 Grodn

63-72 Right Thigh 1§ you nolled within 10% of your
73-82 Left Thigh selected target hit(round uplyou hit
§3-88 Right Shin a different Location. RolLl randomly.
§9-94 Left Shin This random rnofl could hit yourn
95-97 Right Foot selected target also.

98-00 Legt Foot

RMOR VERSUS EAPONS

Weapon Leathen Studded Light Heavy Scale Plate
Type Anmorn  Leathen Chain Chain Ammon Anmor
Dirk, Po.inand, ¢ : L 5 "
Trident, Epee., =10 15 20 30 60 100
T Handed
Sionds e Akdh =5 -10 -20 -35 -50 -85
7 Handed
Cond g Aok -0 =% -10 -15 -25 -40
e TR R 3 anntes eotaes Lot samms s seoves
EPa il Hammen 5 10 15 20 30 50
? Hand (T, ! 2, Ly Iy g
FLail, Hammex 0 0 5 10 20 35
Crowba/is, Speans -5 =5 =10 =30 -50 -75
?"EkA_L_'_p_.t. Tances S0ttt Py SRR RS 1 EET RS T SRR T IR
Short Bow -10 -20 -30 ~50 -70 -110
Long,Honse Bow -5 =15 =25 =35 -50 -80
T__MJT_EQUM OAEDOw L0t T R PRRRIE- - PERRS S P
ppel . o % = <
e b 0 0 5 10 20 35
iindlass Crossbow-0 -0 -2 -5 -10 =25
Fist & Foot -15 -25 -40 -60 -£0 -Hl‘J
Foot Bow -5 -10 -15 =25 -45 -70
es
150 base dama.ge 15 -30 =50 =70 -90 -100
BITah OUO *inerrereneeseerereans F I T S
150 base damaga =15 =25 =35 =50 -70
Claws under
100 base damage” 15 -20 -30 -40 -55 -75
e -5 S0 =20 =30 -45 =60
100 base damage

Composite Bow -5 -10 -20 -30 -45 -75



Skills & Abitities are picked on the appropriate chants that
ane Listed following this explaination. A beginning player can
pick skills that do not exceede a value of seven. For each 25
experience podints that are earned in a catagory, the player
gets a value of 1 Lo 'spend’ in the area that it was awanrded,
on in the Mundane SRLEES.

The exceptions to this nule are that Shaolin Priests may 'spend’
the points they earn in any cafagory, except Wizands. Wizards
get seven of the value points to spend at the beginning, Like
othen playens, but they only get 1 additional point for each

50 experience points earned in magik, and these points may be
spent only in the Mundane SkilEs chart.

WIZARDS

Wizards may pick grom the beginning spells List at a cost
0f 1 for each spell on table 'A' and a cost of 3 for each spell

on the 'B' table. 1

Awkwandnes s 31. Hotfoot

. Bio-Adhesion 32. Ignite Wood
Clairaudience 33. TLEusion

. Clainvoyance 34. Ingra-Dankness
Clumsiness 35. Infra-Nommal Vision
Conceal Magik Obfects 36. 1tch
Conceal Magik Use 37 aild

Light
Conceal Thought Others  38. Lighten Load
Conceal Thought Seff 39. Location

e R e e e e e e e
e e B e = B R e -

Control Undead 40. Lock
. Create Food 41. Metal Detfection
. Cure Blindness 42, Miss
. Cune Deagness 43, Neuthalize Poison
. Cure Disease 44, Nonmal Darkness
. Cure Wounds 45, Pant Waten
. Deagen 46. Phasing
. Detect Ingra-Tnvisible  47. Protection §rom Cold
. Detect Invisible 48. Profection from Fire
. Detect Magik Objects 49. Punify Food & Waten
. Detect Magik Use 50. Stow
21, Detect Secret Doonrs 515 Spell Jam
22, Detect Thaps 52. Stupidity
23. Dizziness 53, Thip T.
24. Feign Death 54, Underwater Running
25, Feign Life 55, Underwaten Visdion
26. Flat Shield 56. Untock
27. Fog 57. Ventrniloquism
28, Heat Metal 58. Water Watking
29. Heavy 59. Web
30. Hide Odor 60. Without Breathing
1. Cold 6. Magik Snake Hand
2. Duplicates 7. Poison Touch
3. Hypnosis 8. Steep
4, Magik Hands 9, Stasis
5. Magik Missile 10. Weakness



FIGHTERS
Hand Knéfe(1) Club(1) ,

Swond (2) Hagted Weapons ( I+Cmb}‘Ax@?ﬁ&mm/
2 Handed Swond(2+Sword) 2 Handed Hafted Weapons 2+Hafted W) .
Sword&Knife (2+Swond fuwice) Flail(2)
Two Swords (2+SwordéKnige) 2 Handed FLail(2+FLail)
Spear Thrust(1) Shield(2)
Trident Thrust(1) Detagation(2)
Net(2) Leadership(2+Delagation)
Horsemanship (2+Riding) Lance (2+Horsemanship)
Expert Honsemanship (2+Honsemanship)
Hitting (1) Kicking (1)
T I EANE S
Open/CLose Door Quiet(1) Set Thaps (1)
Move Quiet(2) Detect Thaps(2)
Listen(1) Foil Thaps (3+SetéDetect Thaps)
Hiding (2) Thacking Well (2+Tracking)
Evading (2) CLimb.ing Well (2+CLimbing)
Pick Locks(2) Potions §Drugs (4+Chemist)
Pick Pockets(3) Podsons (6+Potions 6Drugs )
Patming (1) Acrobatics (2)
Sniping (2) Detect Observens (4+ListentMove Quiet)
GambLling (2) Disguises (2)

Detect Secnret Doons(?)
MARKSMAN

Crossbow(finst 1,then 2) Bow(2)
Thrown Knige(1) : Spear (1)
Footbow(f{inst 3,then 2) Hatchet/Axe(1)
Hornsebow(1+BowsRiding) Rock (1)
Net(1) Thrown Rope (1)

MU N ASNCE S K T L8
Hitting (1) Anmonen(3) Rendexer (1) Cobblen(1)
Kicking (1) Baken (1) Herdsman (1) Cooper(T1)
Hand Knife(1) Brewer(1) Drapen (1) Engineer(2)
Club (1) Cook (1) Fisherman(1) Mechanic (2)
Tracking (2) Seulpton (1) Tannen (1} Butcher(1)
Ceimbing(2) Joinern(2) Vintnen (1) Carpenter (1)
Riding (1) Thatchen (1) Stone Mason(1) Zoologist(5)
Thiown Rope (1) Farmer (1) Stone Cutter(l) Cabinet Maker(T)
Blacksmith(1) Potten(l) Wheelwright(1) Ealhonrdan(1)
Roper (2) Animal Training(2) Drive Horses (1)
Cantographer|2)Swimming (2) Diving (2+Swimming) .
Leatherwonken (1)  Seamanship(?) Captaéncy[?fSaamaMMp]
Running (2)*¥12.5%  Gardener (1) Hontieultunist|2+Gardener )
Litenacy(1@Lang)  Assess Value(2) Jewelen (2+Asses4 Value)
Fluency (18Lang) Apothecany(?) Chemész| 3+Apothecary)
Alchemist(4+Chemist) Anithmetic (1) Bookkeeper (2+Arithmetic)
Barber (1) Physician(2+Banber) Chirungeon|2+Physician)
Hunter (2+Tracking) Seribe(2+Literacy 4in 2 Languages)
Minstrel (1) Navigation(4) Cosmetology (2)
Prostitution(1) Astrology(?) Flechen (1)
Miner (1) Charcoal Burnen(l) Menchant(1)

Ventriloquist(?) Magistrate(?) Religion(1)



NAME WEIGHT

Iron Rations (1 day) .50
Normal Rations (1 day) 1.00
Water or Wine Skin (1 liter) .05
Water (1 liter) 1.00
Ale (1 liter) 1.00
Wine (1 liter) 1.00
Brandy (1 liter) 1.00
0il (1 liter) 1.00
Flask (1 liter) .20
Lantern 1.50
Torch (2 hours) .50
Flint and Steel .10
Cask (50 liters) 4.00
Holy Water (%liter) 25
Small Pot (3 liters) 2.00
Large Pot (10 liters) 5.00
Silver Cross .40
Silver Mirror .50
Steel Mirror .50
Mallet with Three Wooden Stakes .50
Iron Spike .40
Iron Spike with Eye .50
Grapple Hook 2.00
1 Meter Hemp Rope .05
1 Meter Silk Rope 202
Blanket .60
Canvas Cloak (brown and green) .60
Velvet Cloak (red and purple) 1.30
Velvet Cloak (black) 1.30
2 Man Tent (2 meters square) 9.00
5 Man Tent (4 meters by 5 meters) 23.00
32 Man Tent (11 meters square) 130.00
Small Sack (5 kilos max. weight) .10
Large Sack (30 kilos max. weight) .40

Small Backpack (15 kilos max. weight) 1.00
Large Backpack (40 kilos max. weight) 2.00
Saddle Bags (50 kilos max. weight) 735

Saddle 18.00
Light Horse

Medium Horse

Draft Horse

Medium Warhorse

Heavy Warhorse

Mule

Horse Feed (1 day) 1.00
Cart (carries 500 kilos)

Wagon (carries 1,500 kilos)

Chalk (1 decimeter stick) .01

to
to
to
to

to
to

to

400.00
300.00
250.00
500.00

1,000.00
200.00

150.00
350.00



NAME

Leather Hood

Studded Leather Hood
Light Helm and Mail
Heavy Helm and Mail
Open Helmet

Closed Helmet

Leather Body Armor
Studded Leather Body Armor
Light Chain Body Armor
Heavy Chain Body Armor
Scale Mail

Chest Plate

Back Plate

Leather Greaves

Studded Leather Greaves
Scale Greaves

Plate Greaves

Leather Boots

Studded Leather Boots
Sollerets

Leather Gloves

Studded Leather Gloves
Scale Gauntlets

Plate Gauntlets

Leather Bracers

Studded Leather Bracers
Scale Bracers

Plate Bracers

* Covers from shoulder to groin

WEIGHT

.70
.80
1.35
1.70
2.00
2.25
6.80
8.00
20.00
25.00
20.00
13.50
13.50
.70
.80
3.00
4.00
.75
1.00
4,00
.70
.85
2.70
3.00
.70
.80
3.80
5.00

#% Covers from hands to shoulders to ankles

*%% Covers thighs and shins
*%%% Covers feet

#*%k%% Covers hands

*kkkk® Covers arms

Helms. helmets, and hoods cover head

FULL SUITS

Leather
Studded Leather

Light Chain with Leather Boots
Heavy Chain with Studded Leather
Boots
Scale with Open Helmet and Sollerets
Plate with Closed Helmet and
Sollerets

Small Shield (multiplier .8)
Large Shield (multiplier .6)
Leather Barding

Chain Barding

Plate Barding

10.35
12.25
22.10

27.70
35.50

45.25

135
2.70
32.00
73.00
145.00

PRICE

3.00
4,00
5.00
7.00
10.00
15.00
15.00%
20.00%
60.00%*
80.00%#
100.00%
80.00%
80.00%
2. 00* %%
2.60%%%
10.00%**
20.00%%%
3. 00%%%%
4 . DO*% k%

L5 p0%REk
3, D0*kkkk

4, DOk HKdsk
7. D0%%kk%
1500+ kA%
2. Q0% *kkkk
2 5Q%kkExE
12, 00**xxk%k

20, DDF*Fkdds

25.00
5710
68.00

91.00
154.00

245.00

4.00
8.00
100.00
200.00
350.00



NAME DAMAGE WEIGHT PRICE 1 HAND 2 HAND (Minimum

Dirk 8 .60 2.00 4 7 Strength)
- Poingniand b .45 2.50 7 1

Greatsword 20 4,50 14,00 183 &1

Bastand Sword i) 2.00 12.00 36 16

Fakeion 12 1.80 11.00 29 13

Broadswond 11 1.60 10.00 23 11

Shont Sword 10 1..:8i5 6.00 14 7

Two-Handed War Axe 28 5.50 15.00 273 121

Celt Axe 14 3.00 12.00 &1 36

Francisca 9 1.00 9.50 9% 4

Hair:.h&t 7 =50 2 00 3 1

G)Le,a.t FJEM'JE. 16 6 25 (Not Awu,ﬁab!la}:iﬁZ 156

Heavy Flail 12 2.50 19.00 57 25

Flail 7 1.20 §.50 13 6

Whip (Damage as Bite) 4 1.00 3.00 9 4

Warn Hammer 15 5.00 12.50 225 100

Heavy Mace 11 2.00 13.00 36 16

Ma.r.‘.e 7 .50 6.50 3 1

Epee 3 .25 2.00 1 1

Pick Axe 17 5.00 14.00 225 100%*) Dexterity

Crowbar 7 1.60 4.00 23 11

Spear 15 .90 1.50 8 i

Trident 12 1.00 16.00 9 4

Lance 40 10.00 16.00 100*%0nly on Heavy

Lever Crossbow 110 2.00 11.00 - 36 Warhorse

Belt and Grapple Crossbow 130 2.50 15.00 = =

Windlass Crossbow 150 2.90 20.00 - 76

Quarrel = 02 .10 = =

Short Bow 5 .70 7.00 - 5

Long Bow 6 .90 9.00 - 15

Horse Bow 6 .90 9.50 - 15

Composite Bow 8 295 12,50 - 40

Foot Bow(Fired from sitting) 10 2.00 50.00 - 65*Must

Quiver - .04 o 1D - < have Gloves

Arrow = .02 .05 - -

Calthrops (4 weight in kilos) .40 1) - =

Thieves Kit - 1.00 5.00 - -

Silver Quarrel - .03 .20 - -

Silver Arrow - .03 5 -



STRENGTH & DEXTERITY & STEALTH FACTORS  [(rofl/factor)

1/1.00
2/1.41
3/1.73
4/2.00
5/2.24
6/2.45
7/2.65
8/2.83
9/3.00
10/3.16
11/3.32
12/3.46
13/3.61
14/3.74
15/3.87
16/4.00
17/4.12
18/4.24
19/4.36
20/4.47

WISDOM
07-10
11-20
21-30
31-40
41-70
71-90
91-100
101-110
111-120

21/4.58 41/6.40 61/7.81 §1/9.00 101/10.05
22/4.69 42/6.48 62/7.87 82/9.06 102/10.10
23/4.80 43/6.56 63/7.94 83/9.11 103/10.15
24/4.90 44/6.63 64/5.00 84/9.17 104/10.20
25/5.00 45/6.71 65/8.06 85/9.22 105/10.25
26/5.10 46/6.78 66/8.12 86/9.27 106/10.30
27/5.20 47/6.86 67/8.19 87/9.33 107/10.34
28/5.29 48/6.93 66/8.25 88/9.38 108/10.39
29/5.39 49/7.00 69/8.31 89/9.43 109/10.44
30/5.48 50/7.07 70/8.37 90/9.49 110/10.49
31/5.57 51/7.14 71/8.43 91/9.54 111/10.54
32/5.66 52/7.21 72/8.49 92/9.59 112/10.58
33/5.74 53/7.28 73/8.54 93/9.64 113/10.63
34/5.83 54/7.35 74/8.60 94/9.70 114/10.68
35/5.92 55/7.42 75/8.66 95/9.75 115/10.72
36/6.00 56/7.48 76/8.72 96/9.80 116/10.77
37/6.08 57/7.55 77/8.77 97/9.85 117/10.82
38/6.16 58/7.62 78/8.83 98/9.90 118/10.86
39/6.24 59/7.68 79/8.89 99/9.95 119/10.91
40/6.32 60/7.75 80/8.94 100/10.00 120/10.95

121/11.00
122/11.05
123/11.09
124/11.14
125/11.18
126/11.22
127/11.27
128/11.31
129/11.36
130/11.40
131/11.45
132/11.49
133/11.53
134/11.58
135/11.62
136/11.66
137/11.70
138/11.75
139/11.79
140/11.,83

80% Chance of indecision for 1-60 seconds if surprised
60% Chance of indecision for 1-40 seconds if surprised
40% Chance of indecision for 1-20 seconds if surprised
20% Chance of indecision for 1-10 seconds if surprised

Average

20% Chance of inspitation
35% Chance of {inspiration
50% Chance of Lnspirnation
60% Chance of 4inspiration

PSYCHIC ABILITY

01-50 None

51-60 Can read scrolls

61-75 Can use spells on scrolls

76-90 One magik unit per level of magik user

91-110 Two magik units per level of magik user

111-130 Three magik units per level of magik user
131-150 Four magik units per level of magik user
151-170 Five magik units per level of magik user
171-190 Six magik units per level of magik user
191-210 Seven magik units per level of magik user
211-230 Eight magik units per level of magik user
231-250 Nine magik units per level of magik user
251-270 Ten magik units per level of magik user

ETCETERA-

CHARISMA

01-10 No Hirelings -3 on Loyalty =30 on Attitude
11-25 1 Hireling -2 on Loyalty -20 on Attitude
26-40 2 Hirelings -1 on Loyalty -10 on Attitude
41-50 3 Hirelings Normal Normal
51-60 4 Hirelings Normal Normal
61-70 5 Hirelings Normal Normal
71-80 6 Hirelings Normal Normal
81-90 8 Hirelings +1 on Loyalty 45 on Attitude
91-100 10 Hirelings +2 on Loyalty +10 on Attitude
101-110 12 Hirelings +3 on Loyalty +15 on Attitude
111-120 15 Hirelings +4 on Loyalty +20 on Attitude
121-130 20 Hirelings +5 on Loyalty +25 on Attitude
131-140 25 Hirelings +5 on Loyalty +30 on Attitude

ETCETERA +45 for each +5 is Maximum 430 is Maximum



Oo s C&avt

01-05 on the to hitl noll

01-15  Glancing blow(% Base Damage)

16-30 Weapon Zwists on impact, sthaightening costs next move
31-35 Weapon breaks(either, based on weapon strength)

36-50 Weapon Lost(Dropsies)

51-65 Weapon stuck in target

66-75 You slipped, ol Dexterity saving roll on fall

76-85  Bumped someone or thing, save on fall(Both)

§6-95 Wrong tanget(Check all possibilities, & nolk)

96-00 Lucky you, noll {wo mohe times!

96-00 on the to hit roll

01-05  Hit yoursel (Clumsy)

06-15  Weapon Lost(Dropsies)

16-30 Weapon Lost(SLipped that-a-way)

31-35  Weapon breaks (Yours onlfy)

36-50 Wnong tanget(Check all possibilities, & notl)

51-60 You slLipped, noll Dextenrity saving nokl on fatl
61-70  Bumped someone on thing, save or fall(Both)

71-85  Weapons tangle

86-95 Opponent grabbed weapon(hand). Match Strength to see*
96-00 Lucky you, nofl fwo more times!

*who gets it. 1§ no one wins by 20% on more, the struggle
will continue until someone does win. Opponent may also
choose not fo ghab 4if he s0 desires.

At this time a system for physical descriptions 44 available fon
human charactens. This sysiem &5 outlined befow.

Male Height- Rolf 20 1-6 and add them. The square rooi of that number
times 21.5 equals height in centimetess.

Female Height- Ro£f 20 1-6 as above. The square roof of that number
times 20, equals height in centimeters.

Weight- Height in metens cubed, then times the Sitrength factor equals
the §inst hatf. 20 1-6 rotls added and then squared are
to be divided by the Endurance, then this is %o be raised
to the .75 [Point 75) powen for the second half. The two
halves added will equal the weight in kilos.

Sex- Choose

Eyes- Rofl a 1-20 die. 1-12 is Brown/ 13-17 45 Blue [ Light-Dark-Medium-
£ Steekl)/ 15-20 is Green|Light-Dank-Hazel).
Blue 48 minus 20 to Skin Colon.Green is minus 40.

Skin Colon- RoLL 1-100. 1-2 is White/ 3-20 is Fain/ 21-40 is Flesh/
41-60 is Tanned/ 61-80 is Dark/ §1-90 is Deep Brown/
91-00 48 Black.

Hain Color- RoLl 1-100. 1-20 is Black/ 21-45 is Dark Brown/ 46-70 A5
Light Brown/ 71-92 is Blond/ 93-99 4is Red/ 00 4s Silver.

Handedness- RoLL 1-20. 1-17 is Right Handed/ 18-19 is Left Handed/
20 45 Ambidextrous.



COM‘BAT nesults ane done as folfows; The attacken's Dextenidly facton
is divided by the fotal of the attacker's and defender's Dextenity
factons. The resultant number &4 a decimal version of the attacken's
chance fo hit the degender. A
EXAMPLE:  Attackens Dexternity factort..... &

Defenden's Dexterity 5&&0&....2

I ey SR D L)
The atiacker's chance Zo hit deﬁendu £5 75%. Following this pro-
cedute also gives the defenden's chance fo hit 4if the percentile is
reversed. The defenden would hit the attacker 25% of the time if
the above numbers wene frue. (See the chant in the appendix for
specipie hit Location. )

MPACTS ake made if a hit {8 sconed. Check the Hit Location Table
2o determine the point of impact. Determine the axmok oh aiumok equiv-
alent at point of dmpact, Then #oLE a one Lo one hundred 2o get the
impact percentile. Take the anmon allowance, which is found by check-
ing the weapon versus the armor type on the Axmor Reduction Table, and
subthact it ghom the impact percentile. 1§ the resultant number 45 a
negative on zero the blow bowmad off the awmon. Any positive hesulds
are multiplied o the base damage that the weapon could cause (see
Strength).
EXAMPLE: Weapon base damage.......
m"gr_h oﬁ Atniken. ........SMMIM.]
hit Location.......Secake
(ﬂeapon VeRAUA @IMOM. v v v s v r =40
Impa.c.t ROEE . L L]
CAULL. c e v e viansecrsaensasscd points damage

(See the appanm fon the above mentioned mbﬁu )

AMAGE fnom {mpacts are nolled as foflows; Roll one to one hundred.
Check 4f it qualifies for a bonus. A bonus must be rolled natwrally.

BONUS TABLE
: : .7 times impact holl
§ times Lmpact noll
9 times mpac,t roll
0t

times Ampact noll 00-2 times impact rolf plus roll
Limes impact noll again and add to first.

This damage bonus L8 the way to see if a eritical pant of a crea-
ture was damaged. The bonus {5 done before the armok minuses ake done.

ALL hits will blded unfess stopped. 10% of the original damage
bleeds in the finst five 5&0»:& 9% in the second, &% in the third,
7% in the founth five seconds,

Wounds will bleed unlfess he}.a' by an unhurt hand or by a bandage.
Bandaging a wound takes two hands and §ive seconds on one hand and Zen
seconds.  Bandages may be made from clothing the character £s wearing.

HIELDS wilf neduce the chance of being hit for those who chose fo
use them. Shiefds cost endurance as a weapon in combat. The shiefd
f'.zb&p&.elt A8 on ‘the shopping List. This number £s a percentile to be

nultiplied to the opponents noamal hit chance.

EXAMPLE: = Noimaf chance 1o be hitoi.io.. .. 50%
Shield multiplien. .coovvivessosslab)
Adjusted chance to be hit....... .30%
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ngITIDN-ING s on a hexagonal system. Use of a shietd defends on the
front and Left front. -A swond will attack on the front and ntght front
only. Ang attacks grom the nean will not miss unless the attacken holls
an "Oops" on his 'to hit" ol and T does apply.

_ FRONT
teft right
front front
REAR REAR
REAR

a}PS! 1§ on the ‘to hit" nefl a 01 to 05, ox a 96 to 00 iy nolled,
an accident may have ocowrned. To determine {if of what has ocewred,
noll on the proper Oops table. Tf what was rolled &5 practically Lm-
possible, thew ot did not happen, don't noll again. -(See appendix)

URPRISE is figuned by taking the Stealth of one group's average
{ox poiint man if advaiced) ahd dividing it by the total of both ghoups'
averages. The answer £s the pencentife chance of the finst group sut-
prising (on noticing) the othen group finst. T4 the rolk was within
105 of this number in either dizection, then the groups noticed each
other at the same Lime.

‘-741TACK § @EFENSE Omons ane as follow;

HALF LEVEL OPTTION-A non-pfayer on player character may fght at
one-half his taue Level, and in s0 doing, spend only one-half
the noamat amount of endutance points. '

TWO WEAPON OPTION-A non-player o player character may use two
weapons ot once, and therefoke get two attacks (they veecwr
twice as often, but they altennate night-Legt). Penalties
are that the attachs are at che-half Dexterity gacton, and
endurance expense must be figwred fon both of the weapons.

DOUBLE ATTACK OPTION-A non-player on player character may attack
twice as often with his weapon wusing this option. Penalties
are that the attacks are at one-half Dexterity factor, and
ehdurance expense 44 tripled.

BERSERK ATTACK OPTION-A non-playen on playen character may reduce
his normal chance to miss by one-hal§ (divide ngamal miss
chance by fwo), and also neceive a plus 20 to fies dmpact roll
by going berserk. Penalties ane that if his single opponent
[the one he {s berserking at) 45 abse attacking, the opponent
WERE hit unless he xoles an 'Oops'. The opponent also gets
the plus 20 {mpact, These hits will cccwe immediately (don't
count Level defays). .

DOUBLE DEFENSE OPTTION-A non-player or player characten may wse
thés option to heduce the chanee of getting hit durning com-
bat. The opponent's chance to hit s hatved. Penabties are
that the character may not attack his on hen epponent unless

o the opponent bernserks. .

RETREATING DEFENSE OPTION-Any opponents trying fo hit anyone using

- thiés option has his hit chance quartened, The retreating charn-
acter must move bactward at a minimun fast walk speed. No at-
facks untess opponent berserks. Spend endurance for movement
and combat (opponents must also).
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MULTIPLE OPPONENTS OPTION-When using this option, the characten
may prevent the extaa cpponents from getting free hits. The
characten (player ox non-player) must divide his Dexterity
(before factoning) fon defense and his fevels among all of
his opponents. Any opponents not defended with a Level can
attach each hatf second. Any opponents not given defensive
Dextenity must noll the usual 'Oops' on they don't miss, Any
opponents fo the rear of a character may not have any fevels
on Dexterdity assigned to them.

/‘AI-SSLE CGMBJ\T occuns when the firing stage £s xeached by a char-
acten using a missile weapon. Each Level of Mathsmapship allows one
move each second. The chart below shows the moves fo fixre, and The
wange multiples of the noamal méssile weapons used,

MOVES
WEAPON _ RANGE.MULTIPLE - TO READY T0 FIRE
Windlass chossbow 10 meters 300 2
Belt & Grapple X-bow § metens 60 2
Lever Crossbow { 6 metesrs 12 2
Composite bow(str fe times) 1 meter 12 ?
Long/Horse Bow(stn fe times) . & meters 12 2
Short Bow(ath fc Limes) w6 meterns 12 2
Foot Bowlsth fe £imes) 11 metens T2 2
Spean (strength factor times) .4 metens ) 2
Axe/Daggen(sth fc Limes) 2 metens® (] 2

*Then divided by weapon weight tn kilos. ,

Tn firning missciles, each time the range multiple is neached, the
chance to hit £4 20% Lesd than the Last hange multiple. The Marksman-
ship of a chatacter 44 his base chance to hit a man sized farged within
the finst nange multiple. Each nange mubtiple also reduces impact.

Each hange multiple passed will subtract Lhree (3] from the {mpact roll.

T4 the target {5 moving, add one mote range mubiiple. T4 the farget
is evading, treat as £f mowéng, then Subtract 2% of the chance fo hit for
cach Dextenity factor the target has. If the target isn't man sized, fi-
gure it's size .in helation £o a-man. An average man weighs 80 kilos, twice
size would be 240 fgd'.&n,_ half size would be 76.66 kiles. Half size doubfes
range, and fwice Afze would halve it, to get hit chance.

ADVANCED RULE FOR SLIDE RULE CALCULATORS: Range fo target divided by
sange mubtiple equals exact range mubltiple. Point eight haised to that
vowexr wEll yeild the chance fo hit agter Marksmanship s multiplied.
The number must be greaten than that xolfed (one to ope-hundred)] on the
misaile missed. .

OISONS must be applied to a weapon o be useful in combat., To he-
cetve the poisan bonuses, the weapon musit penetrate the armor and de-
Liven damage. Check the poison wsed to get the exact extra damage given.
Only % of the nonmal experience points are géven if podson 48 used.

Poisons do 1-100 points of damage per second for T-100 seconds nor-
mally. 1§ the wound &s allowed to bleed fneely, cut the time of the poi-
son in hatf. T§ the wound is also evacuated, holl one to one hundred
percent of the xemaining time that the poison should work, and subtract
if. S

[ e ¢
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Application to weapons 45 as follows; Sword takes 1% of a Biten”

of paison. Dagger takes % of a Liten, Spear takes %% of a Liter.
Avnow on quarrel takes %% of a Eiten. Each application {s heduced by
% eael time the weapon makes confact with anything (this tncludes com-
ba,t Ybounces' or impacts that don't penethate ammon).

Delay poisons take 1-60 houns befone they even begin fo take ef-
fect, ‘When they do, substifute minutes for seconds £n nowmal polson
flguring.

Phice of pocisons s as foltows; Points pex second, times Seconds
of effect, times 500 cquals price per Liten., Litens may be sold .in
fractions as follows; Points pen second Limes seconds of efpect times
300 equals % Liten. Points per second times seconds of effect fimes
170 equals F Liter, Points per Second times seconds of effect times
80 equals IO% 0f @ Liter. Points pen second £imes seconds of effect
times 20 equals 2% of a Eiter [2% 4s minimum purichase sizel. AL
prtees atre tn gold pieces.

MOVEMENT

SPRINT at & meterns per second at six Endwrance poin€s pexr second.
T00%
DASH at 6 meters pen seeond at one Endurance paint per sccond.

RUN at 4 meters per second fox 1/6 Endurance point per Second,

50% ;

JOG at 3 metens per Second for 1/30 Endurance point pen second.
37%%

FAST WALK at 2 metens pea second for 1/180 Endungnce point pen
second.  25% :

WALK at T metenr per second for 1/400 Endutance point pex secand.
125%

SEARCHING WALK* at % meten per second for 1/100 Endurance point per

second, &%

* THE Seahcliing Walk allows §utl use «f Stealth. Noxmal movement
penalties are as follwos; Walk &s at « minus 258 of Stealth facton.
Fast Walk <5 at aminus 50% of Stealtl facton. Jog <4 a minus 70%
while Run 45 a minus 80%. Dash 48 a minws 90% and Sprint 45 minws
358 uf Stealth. k.

LIMBING nope <A hand. Average human body weight {3 §0 kilos
plus equipment. Assuming that both anms and Legs are uninjunred,
they will support the weight of the characten as foflows; Kilos
of weight (including body) &8 €o be divided by the total of the
Stnengith factorn times 20, Thes answer 44 the number ¢f Endwiance
points spent just hanging on the rope each second. Movement i the
extra expense done asd usual, with up at 100% (Sprint] only moving
's meter per second. Down at 100% moves 2 meters per second. Climb-
ing nock 4 totally dependant on £§ the nock cffens moxe on Less
ghips than rope, and if thene ‘ane places fo rest.

;ALLIM? ALy done by nolling one ten sdided die for each meter fate-
;n. Ammor won't neduce damage. A soft Landing will always xeduce
amage.

HEALIHG i3 done by tfaking the fotal hits received and mubtiply
by the Sthength gactor, then divide by 1,000. The result equals
the nunben of hits necovered pen houwr for the next 12 houns, then
nefiguwre with the nemaining hits taken. Always xound Lo the nean-
est Tenth, with a minimum of one fenth pen houwt.
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00RS that ane encountered are wsually made of wood. Metfal doohs
wne afmost impossible fon normal chanacters to open without magikat
assistance. Wooden doons, 4f they are Locked, can 'be apened by pick-
ing |Stealth) on fonce. 1§ force s wsed, boeting on eutting are the
wsual options. : :

Picking is done by establishing the Level of difficulty of the
Lock. Divide the Stealth factor by the total of Levels times 100,
The answer will be a percentile chance of opening the doon. This
chance & rotled each 10 seconds until the chanacten stops thying,
on suceceeds.

Booting £s done by holling one time for the door Zo get 4t's
sthength. The noll is grom 4-40 (4 1-10 rabls).  Add the total
stnength factors of those trying to boot, and see {§ it exceeds the
stnength of the doox. Chopping 48 done by 4indéng the number of dam-
age points the doon can withstand. The stnength times 20 equals the
number of damage points the door can take. The door has an awmok equiv-
alent to scale.

ANGUAGES that may be spoken are Eisted befow. There ate w0 Lypes:
§ tanguages; civilized and uncivilized. 1§ the playen's Wisdom ex-

coeds 41 by 10, an extra Language may be Leanned. 1§ it exceeds by
20 then fwo may be Leanned, L{f 30 then 3 may be teanned, ete. Shill
points can be spent fo aquire a tanguage, on if someone fluent in the
Language desined, as welf as one already spoken by the player, £t may
be taught to the player n a period of one full month. Any Languages
Leanned from the kil point expense must be civitized.

Using the table befow, the extra Languages of non-humans may be
ascentained by xofling 1-50. 14 @ nace nolls his own fanguage, Lt 44
assumed £o be human instead.

CIVILIZED RACES UNCIVILTZED RACES

1. Antmen 21. Alonad

2, Brakons 27. Batmen

3. Bugmen 23. Bugbeans

4. Centaur 24, Cavha

5. Dinosawr Men 25, Chabmen{amphibious]

6. Dwarves 26. Deodands

7. Eagfemen 27. Dragons

§. Elves 28. Elendnu

9. Flymen 29. Flolk

10. Frogmen(amphibious) 30. Gangoyles

1. Hanemen 31. Giants

12. Hawkmen 32. Guomes

13. Hobbits : 33, GoblLins

HUMAN* 34, Green Mantian

14, Kangaroo Men 35. Hobgoblins

15, Lizand Men 36. Kobolds

T6. Mexamen(amphibious) 37. Lepnechaun

17. Octopeds 38. Ognes X

18. 08d Ones ; 39. Ughes Magikoa

19, Pigmen 40. Orch

20. Sentient Centipedes 41, Pixies
42, Salamanderns
43. Senpent Men
44, Shadows

45, Shank Men(amphibious) 46, Snake Men

47. Tritons (amphibious) 48. Tnolls

49. Woamdies 50. Yetdi
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MAGIK MAPONS and thein effects on combat <4 based on the
-‘u,ma lon minuses) that the weapon has. Each plus &4 an uwiw&duat

.1 lone and one tenth) to be multiplied by the chance to hit cmd i
the base damage of the weapon that posesses them.

MAGMRMOR also has pluses [on minuses). Each plus 44 added
Lo the toten's adjusted Stealth Factor (the Stealth aften the ar-
on minuses have been figuted]. Each plus is an individual .9 (90% o
o tenths) to be multiplied by the chance of the character's bur:g hit.
“ach plus s also an individual .95 [ninty-five $) fo be multiplied by
“he dmpagt holl,

MAGIK/@HIELDS will mebtiply a .9 by an oppanem‘. & chance to
it for each plus that it has.

MIN WAGIK 45 dope as follows; Pluses are now penaliies.
che a would muleiply a 1.7, a minus multiplies a 9. Where
© plus would add, .a minus would subtract. On shields, mufupty_ a
.1 by the oppanmt’a hit chance for cach minus. The character and |
he player should not know if the object is plus on minus, except
'wuqh upm&sue (#nial and ewror). They should not be "told.

R

~ -
{’jHOALIM 1ESTS* have special advantages & penalties. Shaofin
Twiests always stant out at Level one at an mge of 19 years. Onty
mans may become Shaolin.
Shaolin Priests may never use Weapons, Awmox, Poison ot Mafik £n
=bat o they will not xeceive experience points, In .combat, Dexter-
- 4is doubled, then gactored for offensive and defensive use. In
mbat, vmng.th &6 also doubled then factored, even £f weapons are
:‘, due to (nereased damage through technique. Shaolin alsa get no
tties fon sefeeting HLt Loaction,

Hits in centain Cocationd that do ingléct an Ampact noll of more

“man 40 (before aumbn na&mtwn} get special bonuses. Tf hEC in Legs,
onent 48 tuipped. If hit in the hand, anything held in the hand
<£f be dropped.

Hits that inglict damage in the head or stomach (affer amor he-
‘uction) alse get bonuses, Each 2.5% of total hits {opposed fo nommal
1] has @ 50% chance of causd{ng unconsciousness. Any hits fo stomach
iff cause any opponent fo Apend 1-20 seconds thying fo fecover Lost

Stmttﬁ s doubled fox Shacun Priests due ta the tm.mmg they

2 necedved,

OMBAT :  Strength factet (dived by 2 if one handed) doubled, then
ided by the weapen weight .in kitos (minimum of % kilo even £f un-
-mod) wCll equal the numben of seconds each Endurance point will Last.
‘ND TO HAND COMBAT ¢ This s done as noxmal combat, bui the base dam-
RS The Staength factor fon hands, and fwice the St)terlgth facton fonr

D ISEASES may be caused by many factons. The referce mw..t decide
Teat diseases arne possible and hun the game accondingfy.
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Hif;ﬁ ocation C’-u:w't;

01-08 Head : /SELECTED TARGETS

09-30 Chest Head-58% of Nowmal Marksmanship on Dexterity
31-37 Right Amm Chest-71% of Noamal Marksmanship ox Dextenity
38-44  Ledt Amm Stomach-63% of Nommal Marksmanship ot Dextenity
45-57 Stomach Axm & Hand-59% of Noxmal Manbsmanship on Dextenity
58-59 Right Hand Groin-15% of Noamal Marksmanship ot Dextenity
60-61 Left Hand Leg-88% of Nowmal Marksmanship on Dexternity
62-67 Ghoin ;

63-77 Right Thigh 14 you nolled within 10% of your selected

73-82 Left Thigh target Wit (round up) you hit a digferent Loca-
£3-85 Right Shin tion. Rotl handomty. This nandom rolLe: coutd
§9-94 Left Shin hit your selected target also.

95-97 Right Feot

98-00 Left Foot

ASSING OUT.- Eaclt time 5% of total hits are given Lo the head,
there 5 a 50% chance ¢4 passing out. Nonmak bleeding counts. Any héts
to the body have the same chance of causing uneonsciousness as the per-
centile of tofal hits they rephesent.

CHEST HITS: Blceding stants at 20%, and goes down 1% each five
seeonds. Thete 44 a chance of Inteanal Damage equal to half the per-
centage of totef hits given fo this area,

/-STOHACH. ; HITS: Bleeding starts at 15%, and goes down 1% each
five seconds.  There 48 a chance of Tntennal Damage equal fo the penr-

contage of total hits given to Ehis atea.
Pé.% H‘ITS: Limb hits ean not ki, except through bleeding ox

nternal Damage (infection]. _Iwne than % fotal hits are given fo a
Limb, Lt s neduced to % total hits, but bEeeding stants at 10% of on-
{ginal hit. One eighth total points given Lo a Limb will inecapacitate

{t. One quanten total hits witl destroy LL's usefulness.
Heso Jrrs: one quanter totat hits is death for the character.

(gNTERNAL.@mAG& Internal damage will RiLL Lf not treated in
time. A phisician can cure. His § chance <4 equal to the $ of the
oniginal time Legt. FEach Inteanal Damage must be rolled seperately.
A T=2 notl has 1-100 ménutes, a 3-5 okl has 1-1000 minutes, a 6-§
nall has 1-10,000 minutes, and a 9-0 has 1-100,000 minutes.

&R{HN 'HITS: One fwentieth of total hits will cause total in-
citation of the sharacter for 5-20 (5 one Zo four dice) minutes.

. (Aavan cement

MAGTK FIGHTING MARKSMANSHIP THIEF PRIEST

1 Pay Ab . Strength - Marksmanship Strength  Strength

2 Pay Ab Strength Matksmanship Strength  Stnength

3 Pay Ab Stnength Marksmanship Stealth Dexterity

4 Psy Ab Dextenity Marksmanship Stealth Dexternity

5 Psy Ab PDextenity Mardesmans hip Stealith Mazhsmanship
6 Pay Ab Dexterity Marksmanship -~ Stealth Masksmanship
7.Psy Ab Dexterity  Marksmanship Stealth Stealih

§ Psy Ab Dextenity  Marksmanship Stealth Stealth

{9] Psy Ab Endurance Maxhsmanship Endurance  Endurance

Endurance  Endurance — Strength Endurance  Endurance
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O Cuer

01-05 on the aoll to hit

01-15  Glancing blow (% Base Damage)

16-30 Weapon fwists on impact, stralghtening costs next move
31-35  Weapon breaks (one ok the othen, based on weapon strenath)
36-50  Weapon Lost (dropsies)

51-65  Weapon stuck {in faiget

56-75  You slipped, roll Dexternity saving noll on fake a fatt
76-85  Bumped someone oh thing, save on gall [both)

§6-95 = Whong target (check all possibifities, & noll)

36-00  Lucky you, 1oL fwo mone Lfimes using the above chart!

946-00 on the noll to hit

01-05  Hit yowrself (elumsy)

06-15  Weapon Lost [drnopsies)

16-30  Weapon Lost (s€ipped that-a-way)

31-35  Weapcn breaks (yowns onky)

36-50  Wrong tanget |cheek all possibilities, & nolt)

51-50  You sEipped, rofl Dexternity saving %00l on fake a m;c

51-70  Bumped Someone on thing, dave on ﬁa!;a (both)

71-£5  Weapons fLangle

£5-95  Opponent ghabbed weapoﬂ/ha.ud Mateh Stlwtgﬂl to see*

22-00  Lucky you, noll fwo mone Limes using the above chartlh

* who gefs Zhe weapon. [See Combat fon a simibarn comparison)
1{ o one wins by 20% on mone; the struggle will continue until
somecne does win. Opponent may also’ choose not Zo gnab £f

1

s 'she desines.
Lz oo Lmﬂam Smddzd Heavy Scale Plate
Tape Z Atmor Leather C#uun Chain _Ammgn Axmor
ik, Peimsrd, poy _
Tad Epce: —10 -15 =20 -30 -60 =100
Scotds § Axea: = -10" TU e . T Y o S
Sconds & Axes: -0 = =10 -15 © -25 "= 40

[ [ I & - Iy ..._

M; ﬂmu -5 &0 3 ik NE I R
“iaif, Hammer: = 0 -0 v Tt Rty > gl
TiodbE, Speanst, =5 . -5 .10 30 504 .75
7icks, Lances: -0 -0 R R
Tiont Bowr. -10 -20 =30 -50 -70 =110
Tng, Horse Bow: -5 -15 RE - 35 <50 W
“omposite Bow: = -10 -20 -30 =45 =75
_EP_WNM sabow: - 0 EVOERE 1N g0 =40 =40
bt 8 Chappett, s 0 SR S aia B =10 =20 - 568
‘ndfass Crossbow: - 0 Gy R R T |
% & Foogr . =15 -75 SH0 gD o <BOT i
R e S | s ol O A < L < 1]
Sites under 150 i
~1se damage: ~-15 =30 =50 -70 -99 -100
“ites over 150 :

~ase gt -10 =15 -25 =35 -50 - 70
“raws unden 100 *

-ase e: -15 -20 =50 od L =55¢% 1- 153

cws over 100 : "

1se damage: -5 -10 -20 -30 -45 - 60




Ne K100

$ 3.50
No. K101

$ i.SGH

Ne. HT100

$5.00
No. D100

MIS.5.L0.0.
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$70.00 {_ OMPLETE Boxed Set; This Set includes the Player's Gudide,

Spell Book, Refenee's Guide and Creature Catalog afong with
twelve handowt sheets and two Player Recond Sheetfs. ALE
books and sheets are printed on a Vegetable Parchment.

LAVER Recond Pads; Printed on vegefable patchment these
pads of fifty sheets can be used for almost any nofe playing
aame, but are especially good £f wsed for KABAL,

EX-Hex-Hex Sheets; These sheets ane puihted on parchment
and measwre 35" X 23". Each sheet (s chrossed by five hexes,.
which in turn are chossed by five, which are afso chossed
by five.

LINGEON FRoor Modubes; These are a packaged set of full
Y00on cand stock that may be assembled &n an i(nfinite var-
iety of deségns. Included in each package <4 an assontment
04 Pools, Doons, Rooms, Passageways, Secret Doors, Pillans,
Docks, Rope Bridges, Diffenent Depths of Open Water, Spirak
and Requlan Stains, Pits(with and without hungs), Diagonal
Passages, ¢fc.

7 17%" % 23" Full Color Maps Printed
D on Parchment Paper

4 175" X 23" Interior Building

J L st Floorplans
4 8" X 11" Full Color Card Stock

H Building Interior Floor Modules

1 Book of Rules for Play Printed on
Parchment, With Systems for Gener-
ating Thousands of MISSIONS with

BBmE Hundreds of Different Security
see Arrangements. .
Complete Boxed Set—$ED-UDNa.M]GO

Hn HABAL EPMING SYSTEMS

(813) 397-124
HdueniurE! ! 1238;3Ruse Stre:t N., Seminole, Fla, 335






