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ABOUT THE COVER

In search of the Eight Treasures of Meeros, Anathaym travelled into the ancient forests of Sykei. She
knew the risks: Sykei had ever been the home of the slargr and it was her hope that she would avoid their
hunting trails: the map sold to her by that wily merchant seemed reliable, as did the shield and spear
he'd supplied.

Never trust a merchant...

Anathaym didn't hear the slargr - a massive, old male - until it was upon her. She barely had time to
whisper her Bladesharp matrix. The slargr's huge, clawed fists seized her shield as she brought it into
position, just as she'd been trained, and the old leather straps, older, perhaps, than the slargr, groaned
and snapped. She cursed the merchant but then she was calm. All she needed was to use her spear to
place some distance between her and the monster...

The merchant, she decided, would pay later...
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RUNEQUEST CREDITS

FOREWORD

BY STEVE PERRIN

n July 4, 1976, as the United States

of America celebrated its 200th

anniversary, I was introduced to
the first stage of “The Chaosium’s role playing
game.” Art and Ray Turney and Henrik Pfeifer
were attempting to create a new role playing
game that would better mirror the fantasy
world created by Greg Stafford that he had
first exposed to the world through his board
game, White Bear and Red Moon (later to be
renamed Dragon Pass). Greg asked me, as one
of the compilers of All the Worlds’ Monsters
and titular author of the Perrin Conventions
for playing Dungeons & Dragons™, to take a
look at what they had done and help out if I
could.

It looked a lot like Dungeons & Dragons™,
with classes and experience points and saving
throws, but it had one feature that I immedi-
ately picked up on.

Any character can do any thing.

Fired up by this concept, I started work-
ing with this group. Art and Henrik dropped
out as I developed concepts like no classes, no
experience points, and direct attacks against
attributes. Ray stuck with me and I added my
old friend Steve Henderson and my house-
mate Warren James to the mix. My wife Luise
contributed artwork that is still praised today.

When we started, roleplaying was just
getting going, and the main alternatives for
those who were looking for something dif-
ferent from it were limited. I suppose we
can take credit for being the first role play-
ing game that didn’t use a This and That style
title. The RUNEQUEST name came from the
runes created or adapted by Greg Stafford

as background for his world of Glorantha. A
perennial question since the game debuted
has been “What is a Rune Quest?” This ques-
tion has been answered in several different
ways in several different venues. All do a
pretty good job.

One variation on the name popped up
as the game was being debuted at Origins,
1978. The dormitory lounge rooms that we
were using for demos were in several differ-
ent buildings and the names and numbers
obscurely marked for a newcomer to the cam-
pus. Thus was RoomQuest born.

Since the debut, a lot of the memes of the
game have been adapted by other game sys-
tems. “Skill-based” experience and charac-
ter progression has become a staple of RPG
design. Classes still remain in most games,
though the distinctions between classes are
generally far more mutable than those origi-
nal games allowed for.

And of course the basic systems have
become part of other popular games that
originated with Chaosium. Basic Role Play-
ing, Stormbringer, Call of Cthulhu, Super-
world, Worlds of Wonder and the Official Elf-
quest Role Playing Game, all developed from
RUNEQUEST.

RUNEQUEST itself has gone through sev-
eral publishers, with varying degrees of suc-
cess. Under The Design Mechanism 1 expect
it will continue to be a landmark game on the
RPG continuum. The production values are
superb.

Roll low, damage high.

Steve Perrin



RUNEQUEST

UNEQUEST was first published in
& 1978 by Chaosium Inc. Thirty four

years later we are proud to pres-
ent the sixth published edition of the game.
RUNEQUEST was one of the original ‘Big Four’
roleplaying games and even though it under-
went a lengthy hiatus in the mid-Nineties to
mid-Noughties, it has retained a strong repu-
tation and following.

Originally designed by Steve Perrin and
Ray Turney (with help from Steve Henderson
and Warren James) RUNEQUEST was one of
the first roleplaying games that fixed its sights
on a more gritty, realistic game system. Gone
were levels and classes that compartmental-
ised activities; gone were ever-inflating hit
points. In came a system where anyone could
cast magic and where every character could
develop along a unique path, thanks to RUNE-
QuEsT’s emphasis on skills as the method
of improvement. It was also one of the first
games to be tied to a specific world: Greg Staf-
ford’s iconic Glorantha. In its first two editions
RUNEQUEST and Glorantha were insepa-
rable and the game system reflected Gloran-
tha’s unique universe. By its third edition,

INTRODUCTION:

ABOUT

published by Avalon Hill, RUNEQUEST was
separated from Glorantha and published as a
more generic set of fantasy rules that contin-
ued through its next editions. This edition is
no different. Whilst Glorantha is an essential
part of RUNEQUEST’s heritage, these rules are
designed to help players and Games Masters
adventure in any era and any style of the fan-
tasy genre — although RUNEQUEST has always
excelled at supporting the Sword and Sorcery,
Sword and Sandal, and mythic Ancient World
sub-genres.

In designing RUNEQUEST Sixth edition we
had several aims foremost in our minds:

= To recapture the spirit and feel of the
earlier editions of RUNEQUEST.

= Provide a comprehensive fantasy role-
playing game that capitalises on RUNE-
QUEST'’s strengths.

= Streamline the system, but also intro-
duce new mechanics and systems that
reflect what is happening in 21st Cen-
tury roleplaying games.

= Bring RUNEQUEST to a new audience,
and continue to care for its old fans.
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EDITIONS
RUNEQUEST (Ist
edition): Published by
Chaosium in 1978.

RUNEQUEST (2nd
edition), also known
as RQ2, published by
Chaosium in 1980.

RUNEQUEST (3rd
edition) also known
as RQ3, published by
Avalon Hill in 1984.

RUNEQUEST, published
by Mongoose Publishing
in 2006. Sometimes
referred to as MRQI.

RUNEQUEST [, pub-
lished by Mongoose
Publishing in 2009 - a
heavily revised version
of MRQI - and some-
times known as MRQIL

During the 1990s an
attempt was made to
create RUNEQUEST:
Adventures in
Glorantha. It never
saw publication.

RUNEQUEST
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Whether or not we have succeeded is for
you to decide, but we believe that this edition
of the game reflects its strengths, addresses
previous weaknesses, and offers players and
Games Masters a set of rules that will capture
and fire their imaginations, just as ours were
captured and fired when RUNEQUEST was
first released.

As with any roleplaying game there will
be ambiguities and questions raised: no set
of rules will ever cover every eventuality per-
fectly and to everyone’s satisfaction. However,
where something is unaddressed, there should
be something in this book that can, with a
little tweaking and a little thought, address
it. RUNEQUEST has always been a very flex-
ible, intuitive and forgiving game system. Use
the game as you want to and need to. Do not
be constrained or constrain yourself. Part of
RUNEQUEST’s longevity has been its adapt-
ability, and that adaptability always comes
through what its players and referees bring to
the table. This is your game: Your RUNEQUEST
Will Vary.

In bringing you RUNEQUEST’s sixth edition
there is a large roster of people to thank: the
credits page lists all those involved in helping
bring you this game. There are, however, a few
people worthy of a very special mention:

= Steve Perrin, Ray Turney, Steve Hen-
derson and Warren James for bringing
us the original RUNEQUEST rules and
starting this 34 year journey.

= Greg Stafford for believing in us, sup-
porting us, and having the confidence
in us to continue RUNEQUEST’s legacy.

= Rick Meints and Jeff Richard for
their support, friendship and similar
confidence.

= Dr John Hutchinson for his valuable
contributions that helped get this proj-
ect underway.

= The many, many loyal fans of the game
who encouraged us and supported us
whilst writing the rules.

= Our families for allowing us to have this
vision, and for sharing it with us.

We very much hope that you enjoy the
sixth edition of RUNEQUEST.
We have enjoyed making it for you.

The Design Mechanism
May 2012

A NOTE ON
ROLEPLAYING GAMES

RUNEQUEST assumes that the reader is
familiar with the concept of how roleplay-
ing games work; the differences between
the players, the Games Master (or referee),
the use of characters and the use of poly-
hedral dice. If this is your first roleplaying
game, we recommend that you take a look
at http://www.rpgamer.com/savingthrow/
primer.html which offers an excellent over-
view of the different participants in role-
playing games and how a typical roleplay-
ing game session is structured.

. .

HOW RUNEQUEST
IS ORGANISED

RUNEQUEST is divided into 16 chapters
and an appendix.

CHAPTERS 1 TO 3
CHARACTER CREATION

Character creation is covered in these
three chapters, with each chapter building on
the last. Basic Character Creation starts the
process with Culture and Community, and
Careers and Development adding further
depth. Players should start here to create their
first RUNEQUEST characters.

CHAPTER 4: SKILLS

Each of the skills used in RUNEQUEST are
explained in depth, with descriptions of the
different way skills can be employed.



RUNEQUEST

INTRODUCTION: ABOUT RUNEQUEST

CHAPTER 5: ECONOMICS
AND EQUIPMENT

This chapter looks at the use of money
and social class in RUNEQUEST, examining
income, its use, and different social levels in
RUNEQUEST’s cultures. All manner of adven-
turing equipment, from armour and weap-
ons, through to tools and vehicles, are then
described. This chapter also includes rules for
building and repairing items.

CHAPTER 6: GAME MECHANICS
Rules for a myriad of different situations

are covered here, including rules for character

experience, advancement, and training.

CHAPTER 7: COMBAT

Fighting — close combat and ranged — is
this chapter’s focus. It describes how com-
bats work, need to be run, the use of Special
Effects, and other combat techniques.

CHAPTER 8: MAGIC

This is the introductory chapter for RUNE-
QuEesT’s five different magic systems. It
explores the runes — what they are and how
they work — and the fundamentals of magic
in its different forms. The chapter offers sug-
gestions and advice on structuring magic in
a RUNEQUEST campaign, and how to gain,
manage, and restore magic points.

CHAPTERS 9, 10, 11, 12 AND
13: MAGIC SYSTEMS

Folk Magic, Animism, Mysticism, Sorcery,
and Theism are the different magic systems
RUNEQUEST uses, each with its own chapter.
The various differences are explained and the
powers offered by the magic system explored.

CHAPTER 14: CULTS AND
BROTHERHOODS

Religious, magical and secular organisa-
tions as well as other kinds of societies are
detailed in this chapter. Cults have been an
important and traditional part of RUNE-
QUEST, and they are covered in significant
detail along with templates for many differ-
ent kinds of cult, order, school and so on for
Games Masters and Players to build upon for
their own campaigns.

CHAPTER 15: CREATURES

Insects, mammals, fish and monsters from
myth and legend are this chapter’s focus. As
well as providing statistical entries for well
over 50 creatures, extensive notes are given on
how to use creatures in RUNEQUEST games,
including using different races as player char-
acters and designing your own creatures.

CHAPTER 16: GAMES MASTERY

This chapter offers copious notes, thoughts
and guidance on how to Games Master RUNE-
QUEST games. Areas for consideration are
summarised, options explored, and different
ways of using the rules offered. An invaluable
chapter for new and old RUNEQUEST Games
Masters alike.

APPENDICES

The appendices include guidance on tac-
tical movement, Chaos features, a character
sheet and a combat tracking sheet.

GLOSSARY OF TERMS

Many different terms and phrases are used
throughout RUNEQUEST to denote certain
features, functions and game effects. A glos-
sary of the most frequent and important
follows:

ATTRIBUTES:

Game abilities derived from one or more
Characteristics: Action Points, Hit Points,
Magic Points, and so forth.

CHARACTERISTIC:

One of seven identifiers used in character
creation: Strength, Constitution, Size, and so
on.

COMBAT ROUND:
A period of five seconds used to measure
the detailed activities during combat.

CYCLE:
The sequence in which all characters act,
taking turns, during a Combat Round.

DICE STEP:
Used to denote a change from one dice

type to another. The usual progression is: 1d2,
1d3, 1d4, 1d6, 1d8, 1d10, 1d12.



ROUNDING OF
NUMBERS AND
RESULTS

On some occasions

you will be required to
divide numbers - typi-
cally the rating in a skill
(such as for determin-
ing a critical success,
which is 1/10th of the
skill's value). Whenever
a division result cre-
ates a fraction, always
round up to the whole
number. So, for instance,
1/10th of 64% is 6.4;
this is rounded up to 7.

RUNEQUEST
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DIFFERENTIAL ROLL:
Where a degree of success is needed to
judge the outcome of a matching of skills.

GRADE:
Used to indicate the progression in diffi-
culty of skills.

INTENSITY:
A spell or magical effect’s level of power.

MAGICAL DISCIPLINE:
A type of magic, such as Folk Magic, Ani-
mism, or Sorcery.

MAGICAL TRADITION:

A specific grouping of spells or magical
effects within a Magical Discipline. A Mysti-
cal Tradition, for example, includes specific
magical abilities exclusive to that Tradition.

MAGNITUDE:
A spell or magical effect’s ability to resist
being dispelled.

OPPOSED ROLL:

Where two or more dice rolls are made and
the results directly compared to determine a
winner and loser.

SPECIAL EFFECT:

A particular effect generated during com-
bat when one participant secures a better
level of dice success than an opponent.

SKILL:

A capability a character has in a particular
field. Skills are rated on a 1 to 100 (and above)
scale.

STRIKE RANK:
A measure of when a character acts during
a Cycle — used to determine overall initiative.

TURN:
The point at which a character acts during
a Cycle.

XoY:

Where this formula is used — 3d6 for exam-
ple — the first number indicates the number of
dice used and the second indicates the type
of dice (four sided, six sided, eight sided and

so on).

XDY+N

This formula signifies rolling the appropri-
ate dice and adding a number. 2d6+6 means
roll two six-sided dice and add six to the
result.

DICE USED IN
THE GAME

RUNEQUEST uses the following polyhedral
dice:

d2: Roll any die. An odds number equals 1
and evens equals 2. Or flip a coin.

d3: Roll a six-sided die; 1-2 = 1, 3-4 = 2,
5-6 = 3.

d4: A tetrahedron (shaped like a pyramid)
with the bottom edge or apex of the die show-
ing the number rolled.

d6: The standard cube dice familiar to all.

d8: An octahedron and read from its upper
face

d10: A decahedron, read from its upper
face. The d10 is numbered from 0 to 9. Usu-
ally the 0 is read as '10".

d12: A dodecahedron and read from its
upper face.

d20: An icosahedron, read from its upper
face.

d100: Take a pair of d10 and decide which
one will be the 10s and which the units. The
result is a number between 01 and 00 (100).
This is sometimes known as 'd%'.

Each die has its own uses. D100 is most
frequently used for skill rolls. D20 is used for
identifying a location struck during combat.
The others are used in different combinations
generally for weapon damage and injuries.

All the dice used can be bought from good
game stores and online, in sets or individually.



CHARACTER
CREATION

his chapter outlines the initial steps
" for Character Creation. The fol-
lowing chapters provide additional
detail, but the essentials are found here.
Every player in RUNEQUEST controls a
character. A character is the player’s alter-ego,
his role in the game, and is usually very dif-
ferent, physically and mentally, to the player.
RUNEQUEST characters can be from a variety
of races — although humans are probably the
most common and certainly the best choice
for beginning players — and every race is
defined in the same way.
The basic character is defined by a series
of different elements that describe the charac-
ter’s capabilities. These elements are:

= Characteristics: such as Strength or
Charisma

= Attributes: things like Height or
Movement

= Standard Skills: expertise in fundamen-
tal abilities which everyone shares

Most of these elements are described in
terms of numbers, and some are dependent

CHAPTER f:

BASIC

on or calculated by others. What each ele-
ment means, and how they are determined, is
described in the following sections.

BEGINNING TO
DESIGN YOUR
CHARACTER

Characters are usually recorded on a char-
acter sheet, which is a handy way of organiz-
ing all the information about the character.
A blank character sheet is included on pages
444-445, but it is recommended that you first
design your character using scratch paper,
and then transfer the information to a char-
acter sheet once you have gone through each
step of the character creation process. Work
through each element one step at a time
before proceeding to the next. Use a pencil
and have an eraser handy; certain numbers
such as skill values will change several times
during the character creation process.

Each chapter is marked
with a particular rune,
representing what the
chapter contains. This is
the Man Rune repre-
senting the humanoid
shape: it symbolises the
connection between
mankind and the gods,
but is associated with
all species that share in
the humanoid form.



ANATHAYM'S

SAGA

The cover of this book
shows a_female warrior,
Anathaym, battling

for her life against

a creature intent on
killing her. Throughout
RUNEQUEST we'll

be using Anathaym

as an example of a
character and, through
her, showing how the
RUNEQUEST rules work.
Her saga begins here,
with character creation.
Emma, the player,

is creating her first
RUNEQUEST character
and has already decided
that she will call her
Anathaym. Emma’s
Games Master, Steve,
has told all the players
that his RUNEQUEST
campaign will be set in
a fantasy world based
heavily on ancient
Greece, so Emma and
her fellow players, Dave,
Colin and Jo, know a lit-
tle about the world their
characters will inhabit
and how to picture it.

RUNEQUEST #* CHAPTER 1: BAsic CHARACTER CREATION

CHARACTER CONCEPT

A good place to start is to have some idea
of what sort of character you want to play; a
hardened warrior for example, or a cunning
thief. Your character concept does not need
to be elaborate at this stage; simply an idea
that will help guide certain choices such as
race and profession. A few character ideas are
listed to provoke your imagination.

= Fierce barbarian hunter

= Young, naive wizard

= Bad-tempered gemstone miner

= Chivalrous, yet disgraced champion
= Suspicious, spirit-worshipping shaman
= Overly-curious explorer-scholar

= Unscrupulous mercenary

NON-HUMAN SPECIES

Humans are the easiest characters to play
and are probably the most common race
found in most RUNEQUEST campaigns, but
one need not be confined to just humans. It
is possible to play just about any sapient spe-
cies because all creatures, regardless of type,
are defined in the same way. The Creatures
chapter offers a number of alternatives along
with detailed character creation options for
non-human species. However, if this is your
first RUNEQUEST character, stick with the
rules for humans given in this chapter before
branching out into something more exotic.

CHARACTERISTICS

Every sapient creature, be it human, elder
race or monster, is defined by seven charac-
teristics. Each characteristic tells you some-
thing about your character; how strong or fast
he or she is; how clever or healthy. Charac-
teristics are at the core of every RUNEQUEST
character and form the basis for most of the
other elements such as Attributes and Skills.
The seven characteristics are:

= Strength (STR)

= Constitution (CON)
= Size (SIZ)

= Dexterity (DEX)

= Intelligence (INT)
= Power (POW)

= Charisma (CHA)

Before calculating the characteristics,
the following section explains what each

represents.

STRENGTH STR)

STR represents physical strength: how
much one can lift, how hard one can hit, and
so on. Characters with a high STR are likely
to be more heavily muscled whilst those with
alow STR are somewhat on the scrawny side.
STR is a component of the Damage Modi-
fier (see page 13). If a character is reduced
to zero STR he lacks the ability to move or
lift objects, becoming bedridden until STR
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improves somehow (through natural healing
or magic, for example).

CONSTITUTION (CON)

CON is measure of health and hardiness.
Those with a high CON are physically tough
and likely to be more resistant to disease or
poison. Those with a low CON are less resil-
ient and may be prone to sickness and tire
quickly. CON is a component in determining
Hit Points (see page 14) and Healing Rate (see
page 13). If CON falls to zero for any reason
the character dies.

SIZE (SI7)

SIZ measures mass, and helps indicate
height and weight. The larger the SIZ the
heavier or bigger the creature is likely to be.
Most creatures’ SIZ has a higher minimum
value than other characteristics, represent-
ing the smallest example of an adult of that
race; which in the case of humans is 8. SIZ
is used to help figure Hit Points (see page
14), as larger, heavier creatures tend to have
greater endurance against damage. SIZ can
also be used to determine a character’s Dam-
age Modlifier, since mass helps to increase the
force of a blow. SIZ provides rough limits to
Height and Weight, depending on the char-
acter’s body frame (see page 14). If SIZ drops
below the species minimum they are consid-
ered to have wasted away to the point they are
bedridden.

DEXTERITY (DEX)

Agility, balance and reflexes are measured
by DEX. Characters with high DEX are fast,
nimble and graceful of movement. Those with
a low DEX tend to be lumbering and clumsy.
DEX is an important aspect of Action Points
(see page 12) and Strike Rank (see page 15). If
a character is reduced to zero DEX they suffer
functional paralysis, unable to move until the
situation is rectified.

INTELLIGENCE (INT)

INT is measurement of cognitive ability. It
indicates the capacity for a character to think

both logically and creatively. Those with a
lower INT score are not necessarily stupid,
but they are likely to be constrained in how
creatively they can employ their wits. Crea-
tures with an INT of 7 or below are consid-
ered sentient, retaining animal level instinct
and able to react to stimuli. Individuals with
an INT of 8 or higher are deemed fully sapi-
ent. INT is a factor in calculating Action
Points (see page 12) and Strike Rank (see page
15). If INT is reduced to zero the character
becomes completely mindless.

POWER (POW)

Power is a measurement of a character’s
soul, spirit, inner drive and capacity for magic.
It encompasses a number of different things
and is a relatively abstract measurement, but
is also one of the most important. POW is the
characteristic that marks a character out to
the gods or other supernatural powers and is
an indication of divine or magical potential,
as well as being an indication of the force of
their personal determination. POW governs
a character’s Magic Points (see page 15) and
Luck Points (see page 15). If a character’s
POW ever drops to zero they lose all inde-
pendent will.

CHARISMA (CHA)

Charisma measures personality and is
independent of physical appearance. Someone
with a high CHA for example might be ugly or
plain to look at, but blessed with a charm and
wit that more than compensate for not being
handsome. Likewise a low CHA might indi-
cate someone who is radiantly beautiful but
utterly shallow or simply meek. A good CHA
is often useful for those who wish to be leaders
or centres of their local community. Diehard
loners and submissive followers tend towards
the other extreme. CHA affects a character’s
Experience Modifier (see page 13). If CHA is
ever falls to zero, the character can no longer
socially interact with others, becoming so
painfully shy or antisocial they are ignored or
even driven away.

ANATHAYM'S

SAGA

Anathaym's world
centres on a city-state
called Meeros. The rules
examples make mention
of Meeros frequently,

its inhabitants, and
general culture (Which

is late Bronze Age).
Meeros's enemies are the
barbarians known as
the Badoshi Warlords.

As well as Anathaym
several other example
characters are used:

Kara - Anathaym's
sister and a priestess.

Zamothis - Anathaym'’s
combat tutor.

Xenos - A Meerish war-
rior and Anathaym's
hated rival.

Kratos - A sorcerer bent
on destroying Meeros.

Mju - a wandering
mystic of the plateau
desert nomads.

Meeros is used simply
as a backdrop for the
rules examples; the
world is not developed
beyond these illustra-
tions and it does not
form a RUNEQUEST
default setting. Games
Masters can, of course,
use Meeros in their
own games develop-
ing it as they need

if they so desire.

|



ANATHAYM'S
SAGA

Emma prepares to
create Anathaym, a
human adventuress.
The campaign uses

the assigned dice roll
method, so characteris-
tic rolls are made first
and then allocated to
the characteristics as
the players wish. Emma
rolls the following on
3d6: 11, 7, 13, 9 and 16.
Since humans calculate
their SIZ and INT using
different dice, she then
rolls 2d6+6 twice and
gains a 10 and 14. After
some thought Emma
assigns them thus:

STR 11, CON 13,
SIZ 10, DEX 16,
INT 14, POW 7, CHA 9

For a human, Anathaym
is of average strength
and fairly hardy. She is
small, reasonably smart,
yet is somewhat unlucky.
On the other hand she
has excellent reflexes.
Last but by no means
least her charisma is

a little below average,
probably indicating

she is slightly shy.

12
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CALCULATING
CHARACTERISTICS

Each characteristic has a numerical value
to determine how potent it is. Characteris-
tic values can be calculated in one of several
ways, either by random dice rolls or by allo-
cating a predetermined number of points.
Which method to be used is governed by the
Games Master.

Games Masters are free to modify rolling
techniques or values to suit their own cam-
paigns. For instance if the Games Master
wished randomly rolled player characters to
be more heroic, or at least free from handi-
cap, he could permit the re-roll of an unusu-
ally low result; or allow the player to take up
to three points from one characteristic and
assign them to another providing the new
scores do not exceed the normal characteris-
tic range; or even permit one of the dice used
to roll each characteristic to be substituted
for its full value. Likewise if using point allo-
cation, a character can simply be assigned a
larger pool of characteristic points.

By default, the options listed below are
suggested.

DICE ROLL, IN ORDER

Roll the indicated dice for STR, CON, SIZ,
DEX, INT, POW and CHA taking each rolled
score as it comes. Since the results of these
rolls can be somewhat random, it is often bet-
ter to decide on a character concept after the
dice are rolled. Otherwise the final character-
istics may preclude a preconceived role.

The dice used depends on the creature or
race chosen. For humans roll 3d6 for STR,
CON, DEX, POW and CHA,; then 2d6+6 for
SIZ and INT. Other species use the dice listed
against their entry in the Creatures chapter.

DICE ROLL, ASSIGN

As above, except that the player may
exchange values between characteristics

with the same dice range. For example when

rolling up a human, the player could swap val-
ues between the STR, CON, DEX, POW and
CHA characteristics which share a 3d6 range,
or between the SIZ and INT characteristics
with their 2d6+6 range — but never switch
over rolls from one group to the other.

POINTS BUILD

Instead of rolling dice to determine char-
acteristics, players build their character from
a preset pool of 80 points. Certain rules apply
to the points build option:

= 1 point in a characteristic costs 1 Point

from the Points Build pool

= Characteristics cannot be Jower than

the minimum value or greater than
maximum value of that characteristic
= All Characteristic Points must be used
in the design process. Points cannot be
held over or used for anything else.

ATTRIBUTES

Each character also has a set of attributes.
These are particular capabilities derived from
the characteristics, or determined by them
that are used to govern certain factors of
game play. The attributes are:

= Action Points

= Damage Modifier

= Experience Modifier
= Healing Rate

= Height and Weight
= Hit Points

= Luck Points

= Magic Points

= Movement Rate

= Strike Rank

ACTION POINTS

How often a character can act in a com-
bat round (see the Combat chapter) is deter-
mined by Action Points. How they are used
is discussed in more detail on page 137, but
to determine a character’s base number of
Action Points take the sum of INT and DEX
and consult the chart below:
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AcTION POINTS

Action
INT + DEX Points
12 or Less 1
13-24 2
25-36 3
For every additional 12 +1
points

The Reasons Whyy...
= INT: Clever characters can more easily
exploit openings and opportunities that
lend them an edge in combat
= DEX: Agile characters react more
quickly and can therefore act more
often during combat

DAMAGE MODIFIER

The bonus amount of damage a character
inflicts when they physically strike or apply
force. It is generally used in combat situa-
tions, but can also be utilised when attempt-
ing to break objects. The damage modifier is
an extra die roll which is either added to, or
subtracted from, the damage inflicted by the
weapon or tool. If a negative damage modi-
fier takes a weapon’s damage to zero or below
then no damage at all has been inflicted.

Add together STR and SIZ and consult the
Damage Modifier table:

DAMAGE MODIFIER

STR + SIZ Damage Modifier

5 or Less -1D8
6-10 -1D6
11-15 -1D4
16-20 -1D2
21-25 +0
26-30 +1D2
31-35 +1D4
36-40 +1D6
41-45 +1D8
46-50 +1D10
51-60 +1D12
61-70 +2D6
71-80 +1d8+1d6
81-90 +2d8
91-100 +1d10+1d8

101-110 +2d10
111-120 +2d10+1d2
121-130 +2d10+1d4

Each 10 points ~ Continue Progression

The Reasons Why...
= STR: stronger characters can apply
more brute force
= SIZ: greater size usually indicates
greater mass or leverage

EXPERIENCE MODIFIER

Over the course of play characters improve
their skills and capabilities. This is achieved
through the use of Experience Rolls which are
explained in more detail on page 108.

A character’s CHA score may adjust the
number of Experience Rolls the character
has, reflecting the relationship he has with his
peers and his reputation in his community.If
CHA is high people are willing to put them-
selves out to help train or support the charac-
ter whilst they undergo tuition. Conversely, if
CHA is particularly low, there may be some
difficulty improving one’s capabilities without
the assistance of others; finding someone to
spar against for example.

EXPERIENCE MODIFIER

CHA Exp. Modifier
6 or Less -1
7-12 0
13-18 +1
Each 6 points +1
The Reasons Why...

= CHA: charismatic characters possess
greater force of personality and the
ability to encourage co-operation from
friends, comrades and peers

HEALING RATE

After receiving injuries, a character needs
to recuperate. Healing Rate determines how
quickly they naturally recover from wounds.
Depending on the severity of the injury (see
page 121), the Healing Rate denotes how
many Hit Points are recovered per day, week
or month.

ANATHAYM'S
SAGA

Characteristics assigned,
Emma now figures
Anathaym's attributes.

Action Points: with
INT and DEX totaling
30, Anathaym has 3
Action Points. She can
think and act quickly
in perilous situations.

Damage Bonus:
Anathaym’s STR 11
and SIZ 10 give a total
of 21, which means she
has no Damage Bonus.
Although Anathaym
has a small physique,
her strength partially
counteracts her stature,
preventing any loss of
power when attempting
to damage something.

Experience Modifier:
Anathaym’s CHA 9
results in no Experience
Modifier. Anathaym

is somewhat unas-
suming, finding it a
little difficult to make
friends and accept
others into her trust.

13
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HEALING RATE

HEIGHT AND WEIGHT

CON Healing Rate A character’s height and weight depend
6 or Less 1 on two things: SIZ and the character’s body
7-12 2 frame. Three body frames are provided; lithe
13-18 3 (slender, athletic, underweight), medium and
Each 6 points +1 stocky (broad shouldered, barrel-chested,

overweight). Players are free to pick their pre-
The Reasons Why...

= CON: the more vitality a char-

ferred frame depending on how they envisage
the character. If non-humans are being cre-

acter has, the faster he recov- ated, race may limit the choice of body frame.

ers . To calculate height and weight, which is
HEIGHT AND WEIGHT measured in centimetres and kilos, cross ref-
erence SIZ with the body frame selected. The
Lithe Medium  Heavy result is a range of values that your charac-
SIZ Height (cm) (Kg) (Kg) (Kg) ter’s height and weight falls into. You should
1 1-45 1-5 1-7 1-9 choose the actual value from within this
2 46-80 6-10 8-14 10-18 range.
3 81-105 11-15 15-21 19-27 The Height and Weight table can, of course,
4 106-120 16-20 22-28 28-36 be used to determine the physical proper-
5 121-130 21-25 29.35 37.45 ties of anything, but is primarily designed to
6 131-140 26-30 36-42 46-54 reflect humanoids. Other creatures however
- 141-150 31.35 43-49 55-63 can have more extreme body frames beyond
8 151-155 36-40 50-56 6479 those given here. See the Creatures chapter,
9 156-160 41-45 57-63 73-81 page 327.
10 161-165 4650 6470  82-90 HIT POINTS
11 166-170 51-55 71-77 91-99 Hit Points represent how much injury
12 171-175 56-60 78-84 100-108 an area of the body can withstand before it
13 176-180 61-65 85-91 109-117 becomes useless, possibly resulting in inca-
pacitation and ultimately the character’s
L G185 ol R208 26 death. The body of every creature is divided
15 186-190 71-75 99-105 127-135 into separate locations — humans for example
16 191-195 76-80 106-112  136-144 have seven; the head, chest, abdomen, arms
17 196-200  81-85 113-119  145-153 and legs — each location with its own hit
18 201-205 86-90 120-126 154-162 points.
19 206-210 91-95 127-133  163-171 Some creatures, such as monsters or dif-
20 211-215 96-100 134-140  172-180 ferent classes of animal, by their very nature
21 216-220 101-105 141-147 181-189 often have radically different bOdY struc-
Each point +5cm +5Kg +7Kg +9Kg tures, yet each location they possess still has
Hit Points. When a location’s hit points are
Hit POINTS PER LOCATION CON+SIZ

1-5

Location
Head
Chest
Abdomen
Each Arm
Each Leg

14
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6-10 11-15 16-20 21-25 26-30 31-35 36-40 +5 pts
2 3 4 5 6 7 8 +1
4 5 6 7 8 9 10 +1
3 4 5 6 7 8 +1
1 2 3 4 5 6 +1
2 3 4 5 6 7 +1
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reduced to a certain level through damage of
any kind, then the character suffers certain
consequences that reflect the severity of the
injury. For further information concerning
wounds see page 162.

To calculate the Hit Points of each loca-
tion, add CON and SIZ together and cross-
reference on the Hit Points table.

The Reasons Why...

= CON: healthy, resilient individuals
can withstand more punishment than
frailer ones

= SIZ: greater bulk helps absorb damage
and reduce the significance of an injury

LUCK POINTS

Luck Points represent that strange force
differentiating adventuring heroes from
everyday folk. Call it fate, karma or simple
good fortune. Luck Points can be used to:

= Re-roll the dice, if they are unfavourable

= Mitigate physical damage or other
unfortunate circumstances

= Gain an edge at a vital moment in
combat

Exactly how they are used, and when, is
described on page 123.

Once a Luck Point is spent, the pool
decreases; when one is out of Luck Points, no
more are available — unless the Games Master
makes an impromptu award — until the next
game session when they replenish to their
normal value.

Luck PoOINTS

POW Luck Points
6 or Less 1
7-12 2
13-18 3
Each 6 points +1

The Reasons Whyy...
= POW: power is a measure of luck and
divine favour; a gift of fate, or the ability
to cheat it

MAGIC POINTS

Mystical abilities and spells cast in RUNE-
QUEST usually rely on Magic Points. Since the
availability of magic may be limited by a cam-
paign setting or to specific magical profes-
sions, some characters will find this Attribute
superfluous.

For those who can utilise such powers, a
character’s Magic Points are equal to their
POW. These points are used to cast spells,
the cost of which is dependent on the type
of magic used. When the caster runs out of
Magic Points he has exhausted his ability to
cast any spells until they are replenished.

The Reasons Why...
= POW: Power is a measure of both will-
power — used to command the magi-
cal fabric — and the psychic strength
the character channels from their
environment

MOVEMENT RATE

Every creature has a Movement Rate — a
number of metres that can be travelled dur-
ing a specific period of time. Movement is
not calculated from Characteristics but is a
default value which differs from race to race.
The base Movement Rate for humans is 6
metres, although certain skills can improve
this. The section on Movement, on page 105
offers more detail.

STRIKE RANK

The moment at which someone reacts in
combat is governed by initiative. Strike Rank
acts as a modifier to initiative rolls; the higher
the Strike Rank, the faster one responds in a
combat situation, determining when you can
act. Further factors — armour for example
— modify it. The Combat chapter goes into
more detail on how Strike Ranks are used (see
page 136).

Strike Rank is the average of the DEX and
INT characteristics.

ANATHAYM'S

SAGA

Healing Rate:
Anathaym’s CON 13
results in a Healing
Rate of 3. Whilst
unexceptional in terms
of size and strength,
Anathaym heals from
her wounds quickly.

Height & Weight: Emma
has decided that she
would like Anathaym to
be slender. So she cross
references Anathaym’s
SIZ on the Lithe column
for her Weight. At SIZ
10 she is between 161
and 165 centimetres tall
— Emma settles on 165 —
and she weighs between
46 and 50 kilos. Emma
decides that Anathaym
is at the lower end of
the scale and opts for
47kg. Emma reasons
that Anathaym is
willowy to the point

of looking ascetically
thin — an appearance
which leads many to
underestimate her.

15
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SAGA

Hit Points: CON 13
and SIZ 10 means
Anathaym’s Hit Points
will be average, her
hardiness compensat-
ing for her small, slight
frame. Adding CON
and SIZ gives a result of
23 which denotes that
she has 5 Hit Points in
her Head and Legs, 7
in her Chest, 6 in her
abdomen and 4 in her
Arms. Anathaym is
tougher than she looks.

Luck Points: Anathaym
has a POW of 7 which
grants her 2 Luck Points.
Thus, twice a game
session, she can call
upon these Luck Points
to aid her in a variety
of different ways.

POW 7 gives Anathaym
only 7 Magic Points.
She isn’t particu-

larly concerned; she’s
smart and agile, and
those traits are more
important to her.

Strike Rank: With
INT 14 and DEX
16, Anathaym has
a Strike Rank Bonus
of 15. She often acts
first in combat, seiz-
ing the initiative.

16
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The Reasons Whyy...

= INT: clever fighters can predict
attacks and anticipate their opponent’s
strategies

= DEX: faster characters react and

respond more quickly than slower ones

STANDARD SKILLS

By default, every Adventurer has a range of
Standard skills allowing him to perform a vari-
ety of actions with varying degrees of exper-
tise. These skills are detailed more fully in the
Skills chapter, but cover a range of everyday
activities and local knowledge which anyone
can use without specialised training. At this
point of character creation, players will only
need to know the base values of each Stan-
dard skill.

The basic score of each Standard skill is
determined by the sum of two characteristics
or a multiple of a single characteristic. The
value represents the character's innate com-
petence in a given area, in effect their raw tal-
ent before any formative training received as
part of his culture and profession.

The Standard Skills Table shows how the
basic values are calculated, along with a brief
description of what the skill is and does. The
score represents the percentage chance of
success for a skill; so, an Athletics score of 25
is expressed as 25%. How skill percentages
work and more detailed skill descriptions are
provided in the Skills chapter.

Note that the basic percentages for some
skills will be modified by both culture and pro-
fession, so these starting values will change as
character creation progresses.

STANDARD SKILLS

Skill Basic Percentage

Athletics STR+DEX
Boating STR+CON
Brawn STR+SIZ
Conceal DEX+POW
Customs INTx2
Dance DEX+CHA
Deceit INT+CHA

Drive DEX+POW
Endurance CON x2
Evade DEX x2
First Aid INT+DEX
Influence CHA x2
Insight INT+POW
Locale INT x2
Native Tongue INT+CHA
Perception INT+POW
Ride DEX+POW
Sing CHA+POW
Stealth DEX+INT
Swim STR+CON
Unarmed STR+DEX
Willpower POW x2

COMBAT STYLES

A Combat Style is the skill relating to fight-
ing and the use of weapons. It is a diverse skill
with many specialisations related to the cul-
ture or profession which teaches it. Most fight-
ing traditions encompass training in multiple
weapons, along with the techniques required
to use them all effectively, whether singly or in
combination. In addition they often assume a
situational element, such as fighting as close
order infantry or whilst mounted. Therefore
a Combat Style is an umbrella skill that melds
together many related aspects of fighting
under a single ability, removing the need to
purchase multiple sub skills.

All Combat Styles have a Basic Percentage
equal to STR+DEX.

Since most people can pick up a weapon
and instinctively either swing, throw or fire it,
Combeat Styles are considered Standard Skills.
Yet due to their potentially diverse nature,
they are categorised and defined separately,
under names suitable to the genre of the game
setting.

For example, a campaign centred on pro-
fessional gladiators, where set-piece bouts
between conflicting weapon techniques is
important, a character might learn the Com-
bat Style (Retiarius) or Combat Style (Mur-
millo); whereas a travelling merchant cam-
paign might feature wandering tribesmen with
Combat Style (Horse Nomad) instead. The
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precise weapons covered by a particular style
are normally defined by the Games Master
(for further details see Combat page 132).

Characters learn Combat Styles as part of
their culture and profession, as described in
the following two chapters.

NEXT STEPS

Following the steps given in this chapter
provides you with the basics of your char-
acter. However RUNEQUEST characters are
far more rounded individuals and so the
next two chapters help explore and develop
the character even further.

. 4

Sn.

ANATHAYM'S

SAGA

To recap, Anathaym’s
characteristics are:
STR 11, CON 13, SIZ
10, DEX 16, INT 14,
POW 7 and CHA 9.
Her Standard Skills
work out as follows:

Athletics 27%, Boating
24%, Brawn 21%,
Customs 28%, Dance
25%, Deceit 23%, Drive
23%, Endurance 26 %,
Evade 32%, First Aid
30%, Influence 18%,
Insight 21%, Locale 28%,
Native Tongue 23%,
Perception 21%, Ride
23%, Sing 16%, Sleight
25%, Stealth 30%,
Swim 24%, Unarmed
27%, Willpower 14%.

Clearly at this stage her
weakest Standard Skill
is Willpower, reflect-
ing her shyness and
lack of self-confidence;
whereas her best is
Evade indicating
Anathaym’s natural
grace and coordination.
These raw talents will
be further improved by
her cultural upbringing
and chosen profession
as described in the fol-
lowing two chapters.
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BASIC CHARACTER CREATION ELEMENTS

Summarised here are the key elements of basic character creation on one page, using an excerpt from
the RUNEQUEST character sheet found on pages 444 and 445. Work through each element to establish your

l beginning character and then work through the next two chapters to complete the process.

CHARACTERISTICS

3d6 for STR, CON, DEX, POW
and CHA. 2d6+6 for INT and SIZ.
Allocate results to fit the concept.

Alternatively  distribute 80 q
points amongst the characteristics. 3 EXPERIENCE MODIFIER
Minimum 3 (8 for INT and SIZ),
maximum 18. Use all the points. DAMAGE MODIFIER Csla Exp. Modifier
2 6 or Less -1
STR + SIZ Damage Modifier
AcTION POINTS /=12 0
6 or Less -1D8
13-18 +1
INT + DEX Action Points 6-10 _1D6
Each 6 points +1
12 or Less 1 11-15 _1D4
13-24 2 16-20 -1D2 HEALING RATE 5
25-36 3 _
21-25 0 CON Healing Rate
For every additional 12 points +1 26-30
6 or Less 1
31-35 7_19 9
o0 13-18 3
Each 6 points +1
MOVEMENT =
CHARACTERISTICS & ATTRIBUTHS 6
STR . 6m for Humans
(s Action  Damgge  Exp. /Healing Mover
HIT LOCATIONS s Modfer Mot/ Rate.
CON O Points  Modifier Modif

1420 Armour Worn ENC

1-3 Right Leg
siz Ol s

7-9  Abdomen

10-12 Chest
pEx O
16-18 Left Arm

Nt Ol [

Strike Rank Penalty Shield
POWO (Type & Locions Coverdy

CHA \Q [:]

7

COMBAT STYLES (STR+DEX) STRIKE RANK =
Style Name % Weapons Included Average of INT & DEX

N

— —_— Luck PoINTS

J— Luck

(. J J

e N ~N Points
STANDARD SKILLS MAGIC POINTS
Skill Characteristics % 001 2 3 45 6 78 9 1011 6 or Less 1
Athletics STR+DEX 1213 14 15 16 17 18 19 20 21 22 23N 712 2
Boating STR+CON — J
Brawn STR+SIZ _ 13-18 3
Conceal DEX+POW J—
Customs INT x2 — Each 6 points +1
Dance DEX+CHA _ 10
gfwt g\g:;lé’:v — (Not shown on sheet)

rive -

Endurance CON x2 _ Hit PoINTS PER LOCATION CON+SIZ
Evade DEX x2 — Location 1-5 6-10 11-15 16-20 21-25 26-30 31-35 36-40
First Aid INT+DEX _
Influence CHA x2 J— Head 1 2 3 4 5 6 7 8
Insight INT+POW _
Locale INT x2 _ Chest 3 4 5 6 7 8 9 10 9
Perception INT+POW _
Ride DEX+POW _ Abdomen 2 3 4 5 6 7 8 9 M P _
Sing POW+CHA  __ AGIC FOINTS =
Stealth INT+DEX _ Each Arm 1 1 2 3 4 5 6 7 POW characteristic
Swim STR+CON Each Leg 1 2 3 4 5 6 7 8
Unarmed STR+DEX -
Willpower POW x2 X

\_ J

i

SKILLS & COMBAT STYLES

These are calculated using the characteristics listed for
each skill. At this stage you generate only the beginning val-
1 8 ues; skills will increase as you progress through Cultures and

Community, and Careers and Development



CULTURE AND
COMMUNITY

ulture and community play an impor-

tant part in RUNEQUEST character

creation. Culture determines the
kind of society in which the character was
raised, and so prescribes certain outlooks
and philosophies he or she might have. More
practically, culture helps define the values of
the various skills that shape your character’s
overall capabilities. Community details the
family, both immediate and extended, which
helps to define kinsfolk and relationships with
them.

CULTURE

There are four basic human cultures: Bar-
barian, Civilised, Nomadic and Primitive.

A description of each cultural background
follows and includes a view of the culture
from the perspective of one of its members.
Incorporated in the description is a list of
skill bonuses and new skills appropriate to
that culture. Players should apply the skill
bonuses immediately to the Standard skills
on their Character Sheet and add the addi-
tional new skills, known as Professional Skills

CHAPTER 2:

(introduced in the next chapter), to the appro-
priate section of the sheet. In many cases a
cultural background lists a range of skills and
invites the player to pick one, or more, that
will gain a bonus: in this way players from the
same cultural background can ensure that
their adventurers are different in the areas
they have developed.

Also note that each culture comes with
several Passions (see page 36). Passions are
optional rules for RUNEQUEST but they can
add a great deal of depth and characterisation
to the adventurer you are creating. If Passions
are being used, then the Cultural Passions
define ingrained preferences and prejudices
for that culture. If Passions are not required,
then simply ignore the entries.

CULTURAL SKILL
POINTS

Each culture lists a variety of Standard
Skills that the character learns as part of his
formative development within that society.
These are core abilities which all characters
from the same specific culture improve to
some degree. Characters also learn a number

This is the Harmony

Rune representing the
Divine Harp which
divided Order from
Chaos. It is universally
revered and symbolises
the powers of Healing
and Community.
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SAGA

Steve, the GM has
already decided that the
characters are residents
of a civilised city-

state named Meeros,
loosely based upon the
myths of ancient Crete.
Anathaym is therefore
from a Civilised culture.

She begins by adding
the default 40% bonus
to Customs and Native
Tongue, then chooses
the three Professional
Skills she learned
growing up in Meeros;
deciding upon Courtesy
23% (INT+CHA),

Lore (Geography) 28%
(INTx2) and Streetwise
16% (POW+CHA).

Anathaym now has
100 points to assign
to the listed Standard
Skills and the three
Professional Skills she
selected. She applies
them thusly: Conceal
+5, Deceit +5, Drive
+5, Influence +10,
Insight +10, Locale
+5, Willpower +10,
Courtesy +15, Lore
(Geography) +10 and
Streetwise +15. The
remaining 10 points
she withholds since
she wishes to learn

a Combat Style.
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of more specialised or esoteric Professional
Skills according to their personal interests
and have the option of learning a cultural
Combat Style.

Professional skills are further explained
in the Skills chapter on page 66, but in brief
they represent those skills which cannot be
attempted without years of rigorous study and
specialised training. Whereas a character has
a basic ability in all Standard Skills, they have
zero ability in any Professional Skill unless
chosen as part of their cultural upbringing or
career.

When applying cultural skills perform the
following steps:

= Apply the static bonuses to Customs
and Native Tongue: these are +40% to
each, irrespective of the culture chosen.

= Select three Professional Skills from the
options offered

= If desired, select a single Combat Style

= Distribute 100 points amongst the listed
Standard Skills, the chosen Professional
Skills and the Combat Style (if selected),
increasing that skill by 1% for every
point spent on improving it. Players are
free to choose how much each skill is
improved by, but each skill must receive
a minimum of 5% and cannot receive
more than 15%.

Chosen Professional Skills start off at their
base characteristic value as per Standard
Skills. Some Professional Skills such as Crafts,
Languages or Lores offer choice of a speciali-
sation. In these cases the speciality chosen
should be one which suits that culture.

Characters need not invest any points into
a Combat Style if they are disinclined to do
so, as some cultures have non-combatant
members whether due to gender, caste or
philosophy. Cultural Combat Styles usually
reflect the informal training received by the
community for hunting, personal protection
or civil defence.

Each culture comes with a range of evoca-
tive names for Combat Styles. However, no
weapons are defined, because Combat Styles
are intended to be flexible tools for the Games
Master to tailor the weapons to the particular

culture or setting. Refer to the Combat Style
section in the Combat chapter for further
guidance.

BARBARIAN

Tribal in nature, barbarians tend to
shun civilisation, viewing those who live in
large towns and cities as weak and corrupt.
Although their own settlements are also sed-
entary, they tend to be far smaller and closer
to nature. Barbarian tribes occupy distinct
territories, often half tamed wilderness, which
they regard as their own for hunting, graz-
ing and farming purposes. Most are adept in
the use of weaponry as they must overcome
many dangers throughout their lives — facing
creatures of the wilds or mustering to defend
their lands against rival tribes. Since they live
in small communities the ties of kinship and
clan are strong elements of their society.

SKILLS

STANDARD SKILLS

Athletics, Brawn, Endurance, First Aid,
Locale, Perception; and either Boating or
Ride.

EXAMPLE COMBAT STYLES

Barbarian Fyrdman, Berserker, Horse
Eater, Seaborne Reiver, Weapon Thegn, Wolf

Hunter

PROFESSIONAL SKILLS
Craft (any), Healing, Lore (any), Musician-
ship, Navigate, Seamanship, Survival, Track.

CULTURAL PASSIONS

= Loyalty to Clan Chieftain
= Love (friend, sibling or romantic lover)
= Hate (creature, rival or clan)

THE BARBARIANS
VOICE

“The people of the towns and cities call us
barbarians because our houses are not made
of mortared stone and we choose not to crush
ourselves together like too many fish in a
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shallow pond. They call us barbarians because
we choose not to write down what we see, hear
and say, but to memorise it as song. They call
us barbarians because we fight amongst our-
selves sometimes. They call us barbarians
because they simply do not understand. Living
in brick boxes must do something to the wits.

We choose to be close to the ground that
gave rise to all of us. Our homes are made from
the things we can readily find and shape and
we do not believe in building high or covering
the ground in dressed marble. Life is hard; we
appreciate it that way. It is good to feel the
rain on our cheeks and the sun on our backs as
we go about our business. Why lock ourselves
away? The gods created us to experience the
world and you can’t do that if you spend all
your time imprisoned within walls. We accept
the world for what it is and how it is. Town
and city folk seek to make it something else. We
appreciate comfort and warmth just like they
do, but we take life as it comes, not as how we
would like it be. A bed of good, fresh straw is as
comfortable as any slab stuffed with feathers —
and probably cleaner and certainly better for
the back.

Do not believe what you hear from them
about our lack of laws. Our laws are embod-
ied in our customs and traditions. When we
transgress we expect to be punished. When we
transgress badly we expect the punishment
to be bad, too. We believe in saying what we
mean, meaning what we say and doing what
we have promised. Some view this as harsh,
such as when we stone liars to death, but
this means we do not have liars in our midst.
Those tempted to transgress know the conse-
quences and think twice. This helps us to live
in harmony.

You question our raids? Well, do the
civilised folk not make wars? Of course they
do! When they make war thousands die, inno-
cent victims amongst them. For us, we raid to
settle scores and to build our strength — not
just the strength of the tribe but the strength
of character too. We expect to be raided and
our neighbours expect us to raid them. Just as
the hawk takes the dove on the wing. Life is a

cycle and we are part of it; and when we raid,
a few might die, but most do not. And when we
die we are ready for it and unafraid. Through
raiding we understand our place and keep it,
just as the wolf knows its territory and keeps
that.

So come and break bread with us. We do
not care that you live in the stinking, narrow,
disease filled streets of Meeros; as a visitor to
our hearth you are a guest and will be treated
as such. You will be served first, above even the
headman, and we will share with you all that
we have, keeping nothing back. In return we
ask for news and stories and perhaps a small
token of your appreciation for our hospitality
in the form of a song or a dance. Come, the
elders are waiting’

CIVILISED

The Civilised culture is epitomised by a
semblance of law and order, underpinned
by complex social codes and supported by a
bureaucracy. Civilised people believe them-
selves superior to all other cultures because
their achievements tend towards perma-
nence: sprawling cities, imposing temples,
celebratory monuments, and the recording
of history and events in books, tomes and
scrolls. Of course, this is a thin veneer. The
most civilised of cities can be more lawless
than any barbarian frontier settlement; and
the social codes may be cruder than the hos-
pitality rituals of nomads. But the Civilised
culture prides itself on its achievements, its
infrastructure, its professional artisans and its
ability to easily extend its reach to wherever it
wishes to go.

SKILLS
STANDARD SKILLS

Conceal, Deceit, Drive, Influence, Insight,
Locale, Willpower

EXAMPLE COMBAT STYLES

Citizen Legionary, City-state Phalangite,
Levied Archer, Light Skirmisher, Street Thug,
Town Militia

Steve says that, as

a citizen of the city,
Anathaym can take the
Meerish Slinger style,
learning as a child the
art of slinging which
was augmented with
the city’s civic train-

ing in shortsword and
medium shield. The style
starts with a base score
0f 27% (STR+DEX) and
she adds her remain-
ing 10 points to it.

Finally, for her Passions,
Anthaym takes Loyalty
(City), Love (Sibling)
and Hate (Rival). These
will be determined later.

After applying her
cultural modifiers
Anathaym’s skills are:
Athletics 27%, Boating
24%, Brawn 21%,
Conceal 23%, Customs
68%, Dance 25%,
Deceit 28%, Drive 28%,
Endurance 26%, Evade
32%, First Aid 30%,
Influence 28%, Insight
31%, Locale 33%, Native
Tongue 63%, Perception
21%, Ride 23%, Sing
16%, Stealth 30%,
Swim 24%, Unarmed
27%, Willpower 24.%;
Courtesy 38%, Lore
(Geography) 38%

and Streetwise 31%;
Combat Style (Meerish
Slinger) 37%.

21



22

RUNEQUEST IIl CHAPTER 2: CULTURE AND COMMUNITY

PROFESSIONAL SKILLS

Art (any), Commerce, Craft (any), Cour-
tesy, Language (any), Lore (any), Musician-
ship, Streetwise.

CULTURAL PASSIONS

= Loyalty to Town/City
= Love (friend, sibling or romantic lover)
= Hate (rival, gang, district or city)

Isn’t this a fine city?  mean, isn’t it the finest
you've ever seen? Safe, too. The militia sees to

that and although you might see the odd beg-
gar wandering around the marketplace you're
as likely to be attacked as you are to get eaten
by monsters. We have rules, you see. Without
rules we’re no better than animals. Rules help

us live together without fighting, and to make
things we can sell so that we can move up in
the world.

It's about order and a certain degree of com-
fort. And it’s about education. I have listened
to the priests and studied with philosophers,
which helps me run my business. Because I
run my business I can buy education for my
children so they can run businesses too, when
they’re older. I can buy my wife the things we
need to bring up the children, and sometimes
there’s a little left over for a treat. Sometimes.
And to pay the taxes. It's very important that
we pay the taxes.

But mostly it's about protection. That wall
around the city is there for more than show. It
keeps the Badoshi out and lets us live in peace.
The garrison patrols the borders and the wall
and alerts us when enemies are near. Not
that theyd dare attack us! We have the most
important city in the whole region. Attacking
us would invite hatred from our allies. So we
are safe.

Well, yes, of course there’s crime. There’s
always someone who isn’t prepared to work
for it and steals instead. Why, only last week
my shop was turned over and the day’s takings
stolen. And yes, there are muggings and mur-
ders too, but the militia always catch the per-
petrators; and when they do! Well, then they’ll
see our marvellous court in action. The Queen
herself presides, you know, and she’s a fair
woman. She can tell when someone’s guilty just
by staring at them. And don’t bother appeal-
ing; if you're guilty, you're off to the quarries.
That’s unless you've been stealing, in which
case you lose fingers.

What I like most about the city is the wider
community. It’s about meeting new people
every day, each with a new story to tell. I like
seeing my neighbours, even if they are a bit
loud sometimes, and I like the atmosphere
of market day or Gods' Day when everyone’s
excited and out for a good time. I like having a
roof over my head and a warm bed to lie in at
night (even if it is damp). I like having a door
I can close on the world when I get fed up with
it, and knowing that I don’t have to go out with
a spear to hunt my next meal.

Me? Give up the city? No chance!
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NOMADIC

Nomadic people are constantly on the
move, with no home and hearth to call their
own. They may wander aimlessly about, or
might have several camps they move to and
from throughout the year. They raise few
crops and instead follow the migrations of
animals or fish, perhaps even herding their
own domesticated beasts. Nomads are adept
at subsisting on what they can quickly and
easily scavenge from their surroundings, let-
ting nothing go to waste. The skills of the
nomad culture should be tailored to their
environment. Some journey vast distances
on foot, others live in caravans or ride strange
creatures, and some drift across the oceans on
great floating rafts.

SKILLS
STANDARD SKILLS

Endurance, First Aid, Locale, Perception,
Stealth; and two of the following: Athletics,

Boating, Swim, Drive or Ride depending on
the primary mode of travel.

EXAMPLE COMBAT STYLES

Camel Cavalry, Feathered Death Flinger,
Horse Lord, Whale Hunter, Wheeled Warrior,
Wolf Runner

PROFESSIONAL SKILLS

Craft (any), Culture (any), Language (any),
Lore (any), Musicianship, Navigate, Survival,
Track

CULTURAL PASSIONS

= Loyalty to Tribal Chieftain/Khan
= Love (friend, sibling or romantic lover)
= Hate (creature, rival or tribe)

THE NOMAD'S VOICE

In the winter we move down to the shel-
ter of the valleys where our people have made
camp every year for fifty generations. We wait
until the ground thaws, living all the while on
the dried meats and fruits laid down in the

2
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autumn, and protect ourselves from the snow
and cold. Last year we arrived in the valley
to find it had been occupied by savage, dis-
eased wolves and we had to drive them out
and cleanse the place with fire. A dozen died
in that fight. A dozen hands fewer to tend the
herd and forage.

In the spring we move to the high plateau,
where the hunting is good. The Great Hunt
takes place in that time, when the strong go
and find antelope, leopard and yak and the
rest move the herd up out of the valley. Those
are good days, and we give thanks to the spirits
and sacrifice a cow or two. We meet the other
clans at the Great Sky Cairn and exchange
news and gifts. There is always a feast and
many sore heads, but we agree the business for
the year and discuss what the game trails are
like and how the pasture holds out. Last year
one clan brought with it a monster they had
captured and tamed. It was a scaly thing with
tusks and hide like tree bark; the shamans said
it was unnatural, but the other clan kept it as
a watchdog.

And then in the summer we move out across
the high plateau where we graze our animals
and gather fruits to prepare for the winter.
Sometimes we battle, seeking to hold the best
grasslands, or raid barbarian settlements lurk-
ing in the forest, but mostly we know peace. It
is difficult to keep enemies when you're always
on the move. Neither do we waste. Waste is
an insult to the gods! We eat, or find a use, for
everything we hunt. We honour what nature
provides and do not squander it. It brings tears
to the eyes and heart to see the waste in the
stinking cities.

Why do we follow this life? Because of the
animals, because of the seasons! The world
moves and so must we. If you stay in one place
you sap the earth and it stops giving. Stay in
one place and sooner or later enemies or mon-
sters find you and before you know it you're
fighting every day instead of every now and
again. By moving we learn the land and take
its best. If you set down roots, you become like
a plant, and we are not plants. We have legs
and we walk and run like the deer walk and

run. We are free, and being free we must move
freely. Our hunters and herders are strong
because we keep our blood moving and stay in
time with the seasons, moving when the earth
and the spirits say it is time to move. Never
stop moving. Even when death claims us, we
go to the Great Hunting where all is spring and
the game is good, and the spirits look after us
as we have looked after them.
We have a good life’

PRIMITIVE

Of all peoples primitives are those that
live closest with the land, in tune with its
hidden secrets. Other cultures commonly
dismiss them as little more than animals, yet
they merely eschew the technology that so
many others take for granted; relying instead
on flint spears and arrows, and their skill for
survival in the wild. Living in extended fam-
ily groups, primitive cultures gather around
very simple dwellings that can range from
caves and areas of natural shelter through
to lean-tos or very basic huts. Primitives are
typically hunter-gatherers with either few, or
poorly developed, systems for farming and
husbandry. However, certain cultural beliefs,
often based on superstitions, can be very well
defined. Few primitive cultures have devel-
oped anything approaching a written lan-
guage although paintings and other pictorial
symbols serve as a means of communication.

SKILLS
STANDARD SKILLS

Brawn, Endurance, Evade, Locale, Per-
ception, Stealth; and one of either Athletics,
Boating or Swim.

EXAMPLE COMBAT STYLES

Flint Death Dealer, Ghost Warrior, Head
Hunter, Jaguar Brother, Jungle Savage, Savan-
nah Hunter

PROFESSIONAL SKILLS
Craft (any), Healing, Lore (any), Musician-
ship, Navigate, Survival, Track.
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CULTURAL PASSIONS

= Loyalty to Chief/Headman

= Love (friend, sibling or romantic lover)

= Hate (something that scares or intimi-
dates you)

THE PRIMITIVE VOICE

“The world is full of fear. It is a wrathful
place and we know its wrath. So we hide. We
try to keep the gods happy with sacrifices of
blood but still they punish us. We asked the
wise woman why the gods are so angry and
she told us it is because we are not perfect, like
they are, and it is our fault. So now we know.
Can we be perfect? I don’t think so. I think the
gods like it that way. I think they like having
something to blame and then punish. So we
fear them.

Our home is the great cave that runs deep
into that mountain. When the gods send the
monsters to eat us we flee deep inside while
the warriors hurl their spears and the shaman
makes her chants. We paint our victories on
the cave wall and tell stories about them so the
children will know that even though the gods
are angry at us we are a strong people and
want to make things good. We eat the monsters
we kill and make weapons and tools from the
bones.

Our wise woman told us that the people
who live in the woodlands two days from us
made the gods even angrier because they stole
the secret of fire, so we went and killed them.
We thought the gods would be pleased with us
for killing the thieves but that night they sent
a great plague and more monsters, so maybe
the wise woman was wrong, but she prob-
ably wasn’t. I wonder how you get to be a wise
woman?

Our chieftain married the young woman
who we took as a slave when we killed the
enemies and we know that is wrong because
her hair is red. Red is the colour of the trickster
god but the chieftain won'’t listen. He was chal-
lenged and killed the hunter who challenged
him and ate his heart. He gave the brain to his

new wife so she might eat and gain some wis-
dom. Perhaps that’s how you get to be a wise
woman? Because she has red hair we fear her

and we fear the chieftain because he’s changed.
She’s put a spell on him, we think. That’s prob-

ably how her people stole fire from the gods. 1
think she did it.

I made my first spear yesterday. I knapped
the flint myself and tied it firm with the twine
I made from dried pig gut. It is very straight
and very sharp. I went looking for an enemy to
kill and found someone lost in the hills not far
from our cave. I tested my spear on him and it
stuck so deep I nearly broke the haft getting it
out. I ate his heart without bothering to make
it hot and now I have his soul. I'm not sure I
want two souls, so I will go to the wise woman
and give her the skull from the enemy I tested
my spear on, and she will take the second soul
from me. It will be my slave then, and I will
make it worship me like a god, and I will make
it fear me.

Because the world is full of fear!
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A hoplite from the civilised nation of Meeros.
He carries the traditional shortspear, scimitar
and shield of the 6th cohort. The crest on his
helm marks him as a sergeant and the stylised
Motion Rune on his shield as an initiate of the
warrior cult of Myceras.
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BACKGROUND
EVENTS

Background events are notable things that

have happened in the character’s life before he
began his career as an adventurer. Some are
formative; some are fortunate and some are
unfortunate. Background Events are optional,
but using them adds to the character’s his-
tory and can be used by creative players and
Games Masters as hooks for scenarios or even
complete campaigns.

If using Background Events you may feel
free to choose an event that appeals or roll
randomly. Random rolls may produce very

interesting, but potentially conflicting results.
If a roll is not to your liking or seriously dis-
rupts the idea and concept you have for your
character then do re-roll the event. Back-
ground Events should enrich the character —
not disrupt it.

If your starting character is older than the
RUNEQUEST standard, then you may gain
multiple rolls on this table (see Age, page 48).
If you roll a result twice, re-roll one of the
results. If two results contradict each other
either discard both and roll again, or agree
with the Games Master how best to make
both results work together.
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BACKGROUND EVENTS

01 A case of mistaken identity resulted in a period of imprisonment or some other punishment for your character. You
have long wanted to find whoever it was who was responsible for the crime you were punished for.

02 A curse has been placed upon your family. For generations all children of the opposite gender to your character have
died in tragic circumstances. It falls to each generation to select one who will find a way to lift the curse and you are the
chosen one.

03-04 A girl in your community wants you to carry messages to a boy in another community. She pays you well enough, and
you believe that the messages are love letters. But can you be sure? Why are these two not allowed to communicate
directly? What would happen if they did? What would happen if anyone else found out? And why did she choose you to
be her messenger?

05-06 A group of travelling players visited your community and stayed for several weeks. They performed feats of
legerdemain, juggling and acrobatics. As a child you were enthralled and spent as much time as you could with them.
Then you were kidnapped, carried far away from your homeland and abandoned. How did you escape? Did you even
make it home?

07-08 A priceless object owned or protected by your family was stolen by enemies. On his deathbed the head of the family
made you swear to retrieve it from the thieves. You're not sure what the item is or why it is so special, but loyalty to
your deceased relative drives you to complete your oath.

09-10 A relative or family member has bequeathed you a secret: the whereabouts of a lost legendary heirloom; the location of
an imprisoned deity; or maybe the rituals for a special spell. The information is shrouded in family myth and you have
been oath-sworn to either protect this secret or find and awaken it.

11-12  Asibling has been betrothed to someone from your childhood that you consider an enemy. You are forced to make
a sullen peace with this new in-law but your hatred still burns beneath. What is worse is that you fear your sibling is
being turned against you. What can you do to set matters to rights?

13 You believe yourself to be suffering a divine or magical curse. Moan, groan and whinge at every opportunity, or remain
completely stoic at every misfortune that befalls you in the future.

14-15  An old, warlike relative has died, bequeathing you a useless suit of armour which will fall apart the first time it’s used.
However the scratches and dents tell of great battles and a life of adventure. Desbite the shoddiness of the armour you
are very fond of it and, when wearing it, you feel as if the spirit of your relative is watching over you.

16-17 A scholar, priest or mystic visits your community and demonstrates his almost supernatural wisdom. You are fascinated
by what you see but the individual does not remain long enough for you to learn more. You do, however, receive dreams
that show you meeting up with this person again and learning from him. When, where and how will form a future part
of the story.

18-19  Distant relatives demanded that you be sent to stay with them. Your father could not refuse — why was that? The
relatives treated you well but were always cold and distant with you, despite insisting that you live with them for several
years. On returning to your true family, they had also become distant with you. What is at the root of this strangeness?
Why have you been caught in the middle?

20 Fate has closely watched over you as you grew to adulthood. Siblings have drowned, friends died from plague, parents
disgraced, but you have emerged unscathed from everything. Are you truly blessed by the gods?

21-22  For some reason you have shamed your family and have been cast out. What did you do? Is there hope of
reconciliation? Were you to blame or were you just a scapegoat for someone else? At first you lived on your wits, but
people in your community grew suspicious and shunned you.

23-24 It transpires that one of your parents is, in fact, a member of a noble family (and possibly even a prince or princess)
who has turned their back on their heritage to live a simple life. This does, however, mean you are an heir to a noble
estate or title. Will you ever realise your inheritance?

25 On your birthday two years ago it rained frogs. Last birthday it rained lizards. What will it rain this year? More to the
point, why does it rain strange things on your birthday?

26-27  Playing one day you discovered a dead man — a warrior — in the cellar or outbuildings. Who was he? And more
importantly who killed him? Was it your father, or worse still your mother, who had been looking rather nervous of
late...

27



RUNEQUEST IIl CHAPTER 2: CULTURE AND COMMUNITY

BACKGROUND LEVENTS

1d100 Event

28-29  Somehow you have picked up a loyal companion or retainer. Maybe a childhood friend; perhaps a hanger-on from
some chance encounter. This does not necessarily make your companion a welcome presence, but the relationship has
somehow endured over the years.

30-31 You come into possession of a mundane item that a friend or family member claims is magical. So far the item has not
exhibited any magical properties and it could well be that some form of quest is needed to activate its magical abilities.
Worse, the item if known about may attract unwelcome attention. What the abilities are remain for the Games Master to
determine at an appropriate time.

32 You have been marked as special by the gods. You carry with you a symbol or marking that is of great reverence to a
particular religion or cult. The gods and the cult in question may be very far from where you were born and may even be
an enemy of your culture, but this makes no difference.

33-34  You have a favoured and beloved pet which follows them everywhere. It has no abilities or special powers, but offers
comfort and companionship.

35 You have studied with a noted master, scholar or wise man. Whenever you meet up with the teacher, you can request
personal tuition for one or more of your related Professional Skills.

36-37 You have suffered some form of horrific attack that has left you psychologically scarred and extremely wary about the
situation or thing which harmed you. This might be nearly dying from drowning, man-eating lions or necromantic magic.
Whatever it is, gain a new passion of Fear (thing which harmed you) or roleplay your subsequent trepidation.

38-39  You have sworn a fervent oath with a member of the opposite sex. You are compelled to help this person and never betray
him or her. By some intuition you are always aware of their presence in your dreams, and sense any danger he or she is
subject to even when many miles apart.

40-41 You were born into a once rich and powerful family that has somehow fallen on rough times or suffered a severe blow to
its reputation. Perhaps the family name is a mockery, or reviled, or even revered still by those who know the truth.

42-43  You were born with an unusual sensitivity to a particular substance, species of creature or type of supernatural power.
When the subject in question is nearby, you suffer a mild physiological effect such as tingling fingers, sneezing or
headaches. Upon a successful Perception roll you can determine the rough location of the detected thing.

44-45  You were either born with, or somehow received, a mark, blemish or scar that resembles a Rune. The Rune does not
exhibit any power yet, but all who see it remark on it — some acting with wonder and others fear. A quest of some kind is
needed to awaken the Rune; but is this wise? Only time will tell.

46 You are magically gifted, attracting the attention of a scrying sorcerer, the priest of a cult or a wandering shaman. If
permitted, you may choose to enter a magical profession. If magic-using characters are not permitted, you instead
become the focus of that magician, who desires to extract your inherent power via some suitably nefarious, and possibly
fatal, means.

47 You awoke one morning to find a valuable object, one with significant religious or ruling importance, lying in bed with
you. The question of how precisely it got there aside, do you keep the object with the intent to sell or use it later, or do you
return it, thus placing yourself under suspicion of its theft?

48-49  When you were a child you nearly died from a fatal disease, but since then you have never, ever been ill. Are you simply
paranoid about any type of infection or do you believe you are immune to any form of contagion?

50 Several years ago you were attacked by an unidentifiable wild beast, which nearly killed you. The creature vanished but
since that time you've felt an ominous presence when wandering the edges of your homelands. Thus far the beast has not
reappeared, yet perhaps it’s merely biding its time. What was the creature and why is it hunting you?

51-52  You spent your childhood as a slave before either escaping or being freed. The experience had a significant effect upon
you. How do you view slavery now? Do you hate and fear it, or did the experience institutionalise you?
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BACKGROUND EVENTS

1d100 Event

53-54.  The eldest surviving member of your family harbours a great secret and many times they have told you that when you
are old enough, it will be entrusted to you. What is this secret? When will the time be right? Your Games Master will
decide, but until then you must be patient. Can you contain your curiosity?

55-56  Asa child you witnessed some ceremony or ritual that had a profound effect on your psyche. The chants and dances
haunt your dreams and you feel compelled to discover what it was you witnessed. The outcome of the ritual is
unknown, it might be for good or ill; you do not know. Its true nature must be discovered through adventuring.

57-58  Your family was hunted by powerful foes. Why is this? Why did your family need to keep moving and hiding? What do
the pursuers want? Are they still following you? Should you confront them? You are sick and tired of being on the run.

59-60 You are a bastard-born. Your mother swears your father was a man of note and station, but she herself is of low status
and you are considered even lower than she is. Where your father is, no one knows, but you would love to meet him
some day and discover the truth about him. Perhaps, if reunited with your father, the stigma of your birth might be
erased.

61-62  You are adopted. Your true parents either abandoned you or were killed, and the family that raised you has always
accepted you as one of their own — except for certain jealous relatives who see you as an imposter and would gladly
have you cast out of the family so their own offspring might benefit. You have had to fight their resentment for most of
your life but now things appear to be coming to a head.

63-64  You came across a tinker or peddler on the road. He offered to read your fortune for a silver piece, but you had no
money and instead offered to share your meal with him, which he accepted. Reading your palm he declared you would
become a great hero and travel the world, but not before encountering ‘A great sorrow, a great victory and a great
reversal’ You have often wondered what he meant because none of those things have come to pass. Might the tinker
have been lying?

65-66  You come from a family that is artistically adept. Their fame has spread far and wide, granting you access to high status
patrons if you yourself are an artist, craftsman or performer. Conversely it is a constant source of irritation when
casual acquaintances are taken aback at your lack of talent.

67-68 A sibling committed a heinous crime that has brought shame on your family. They fled soon after, vanishing entirely,
casting suspicion on you. Were you yourself falsely blamed for the crime? Or did you willingly confess, to preserve the
remnants of your family’s honour? Is blood truly thicker than water?

69-70  You are a twin. Your brother or sister has similar characteristics and skills to yourself but you are clearly different
people. Are you close, as twins usually are, or estranged? You always seem to know where your sibling is, even if
relations between you are not good.

71-72  You are the sole survivor of a horrific catastrophe. Your entire family was wiped out by some tragedy leaving you to
fend completely for yourself.

73-74  You met a great hero (or villain) at a time when he or she was unknown. You suspected, perhaps, that this person was
destined for greatness (or infamy), but you still became friends before you parted. Will they remember you? Will you
still be friends?

75-76  Your elder brother or sister is (or was) a great hero for some reason and you live somewhat in their shadow. You
are desperate to prove that you are your sibling’s equal and want to outdo their deeds, proving that your family can
produce more than one hero.

77-78  Your family crossed a wealthy or influential family and have suffered because of it. That family is now your Enemy.

79-80  Your family follows a religion or philosophy unaccepted by the rest of your community. Possibly they have kept their
beliefs hidden, or perhaps they simply ignore the sneers and cold looks. Whatever, it marks you as different and the
increasing persecution has made your convictions stronger.
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BACKGROUND EVENTS

1d100 Event
81-82

Your family has a reputation for luck. Everything your family does turns-out splendidly; it has wealth it has never seemed

to work for; it has a strong reputation; no ill has ever befallen it. You have, however, heard something that makes you
suspicious of this charmed life you've led. How did you family come by this luck? Was a much higher price — perhaps a
darker price — paid for it?

83-84

person’s service. You gain this powerful patron as an Ally.

85-86

Your family performed a great service for a wealthy noble or person of influence. As a reward you were taken into that

Your family was ever cruel to you. Why, you do not know, but your siblings always seemed to receive better treatment and

more favour. You have always been denied. That is why, at the first opportunity, you left them behind, forgetting them, and
seeking the life of an adventurer.

87-88

Your hereditary line is slowly becoming extinct, every year one member of the diminishing family dies in a frightful

and twisted ‘accident’ What is behind this run of misfortune? Are you family cursed or has some evil agency taken to
expunging your blood line? Are you next?

89-90

Your family was involved in some community event that has made them either famous or infamous. The legacy of what

they did follows you everywhere. What did your family do? Can you shake the reputation? Do you want to?

91-92

Your family was wealthy once, but is now reduced to poverty. How did it lose its fortune? Was it due to circumstance or

the actions of others? If others, how did they ruin you — and how will you make them pay?

93-94

Your family, previously poor and beggared, has ever struggled to survive. Yet when you were a lad somehow your father

attained great wealth. How did they come by this money? What effect did it have on the family? Will somebody arrive to
reclaim or perhaps terminate the mysterious fortune?

95-96

Your family, through financial need, sent you into service with another family of some prestige. As their ward you have

learned many things about them including a dire secret that, if revealed, would get you killed. What is this hidden truth?
What damage could it do? Decide with your Games Master.

97-98

You accidentally killed a close friend or sibling when playing together. The horror of the situation caused you to flee,

remaining silent about the tragedy. When the adults finally went out to search for the missing adolescent no trace could
be found, although they searched the area where you left the body. You have lived with the guilt ever since, but whatever
became of you compatriot? Did they escape death or did something unspeakable happen to the body?

99-00

You recently experienced a supernatural epiphany which shook you. Whilst out alone a god personally came to speak with

you, or perhaps a host of spirits manifested and danced about you. The event, whatever it was, may be seen as a blessing
by the local community or conversely deemed blasphemous. In more secular societies the experience, if reported, could
be viewed as the onset of insanity.

ANATHAYM'S
SAGA

To determine her Social
Class, Anathaym rolls
d100 and gets 97.
Fortune has smiled
upon the heroine since
she is descended from
the Aristocracy. The
Games Master decides
she is closely related to
one of the city’s ruling
oligarchs, granting her
a privileged position in
society and allowing her
to live in her family’s
well appointed home.
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COMMUNITY

Having determined the character’s culture
it is now time to develop his community ties.
Community consists of a number of related
elements: family, contacts, background events
and passions. Passions have been mentioned
in the Culture section earlier, but you will find
the rules for them here.

Work through each of the Community ele-
ments as described below adding the details
to your character sheet. This is an opportu-
nity to really bring your character to life — to
work out what family he has, what friends and
enemies he might have made, what strange
or odd things may have happened to him in

his past, and what things drive his loyalty, his
loves and his hates.

CHARACTER
SOCIAL CLASS

Social Class measures the prosperity,
resources and social position of characters.
Their class influences the starting money
available to them and likely Background
Resources — things to which the character has
access, and can return to when not adven-
turing. It is additionally used to determine
income between adventures (see the Econom-
ics and Equipment chapter).

Unless it has been predefined as the conse-
quence of a Background Event or specifically
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decided by the Games Master, a character’s
Social Class is rolled randomly — although it
can be chosen or re-rolled if the Games Mas-
ter permits. There are four separate tables,
one for each culture, which determine the
class the character or his family have enjoyed
for most of their life.

Class defines broad categories of social
strata, but may have more subdivisions as
determined by the game setting. In general the
more advanced the culture, the more complex
its social structure. Players should confer with
the Games Master to decide what precise title
or rank is appropriate for their character.

BARBARIAN SoOCIAL CLASS

STARTING MONEY

All characters begin the game with com-
modities or currency worth:

= Barbarians: 4d6 x50 silver pieces
= Civilised: 4d6 x75 silver pieces
= Nomadic: 4d6 x25 silver pieces
= Primitive: 4d6 x10 silver pieces

Multiply the character’s starting money by
the Money Modifier to determine the avail-
able cash or commodities the character has.
At the Games Master's discretion additional
money generated by the Money Modifier may
be in the form of goods or chattels rather than
ready coin.

The Background Resources reflect addi-
tional items the character either can start the
game with — such as a mount (horse, camel or
beast appropriate to culture) — and things he

can call upon, such as servants or slaves.

1d100 Class Example Title Money Mod Background Resources
01-05 Outcast Exile, Outlaw 0.25 Nothing but the clothes on their back
and maybe some personal armament
06-15 Slave Bondsman, Caxtos, Peon, 0.5 Resides on owners property; owns a few
Serf, Thrall keepsakes
16-80 Freeman Churl, Commoner, Feine, 1 Rented accommodation or farmland,;
Freedman, Karl, Labourer possesses own tools or livestock, simple
weapons
81-95 Gentile Ealdormen, Flaith, Hauldr, 3 Owns a house and either a farmstead,
Reeve, Thane business or ship; furniture; tools,
weapons & armour, mount, several
servant or slave retainers; support from
locals
96-100  Ruling Chieftain, Cyning, Eorl, 5 As above but lives in a great hall and

Jarl, King

PrRiMITIVE SocIAL CLASS

1d100 Class Example Title
01-05 Outcast Outlaw

06-80 Freeman Tribesman
81-100 Ruling Chieftain, Elder

possessions are of excellent quality;
fealty from a country or smaller region

Money Mod Background Resources

0.25 A weapon and a few knickknacks

1 Simple home, tools and primitive
weapons

2 Large hall; valuable skins, totems,

trophies, tools, cooking implements,
decorated primitive weapons, simple
armour; support from tribe
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CIvILISED SocIAL CLASS

1d100
01-02

03-20

21-70

71-95

96-99

100

Class Example Title

Outcast Beggar, Mendicant, 0.25
Vagabond, Vagrant

Slave Chattel, Captive, Helot, 0.5
Servant

Freeman Citizen, Peasant, 1
Proletariat, Tenant, Vassal

Gentile Bailiff, Equite, Master, 3
Official, Steward, Warden

Aristocracy Archon, Baron, Count, 5
Duke, Lord, Nawab,
Noble, Oligarch,
Patrician, Satrap

Ruling Caliph, Czar, Dictator, 10

Emperor, Imperator,
Maharajah, Mogul, Pasha,
Pharaoh, Potentate,
Prince, Rajah, Shah,
Sultan, Tyrant

Nomabic SociAL CLASS

1d100
01-05

06-10

11-90

91-100
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Class Example Title

Outcast Outlaw, Rebel 0.25

Slave Bool, Convict, Prisoner, 0.5
Thrall

Freeman Arad, Haran, Kinsmen, 1
Subjects

Ruling Chieftain, Emir, Khan, 3

Khagan, Sea Lord, Sheikh

Money Mod Background Resources

Nothing but the clothes on their back
and maybe some personal armament

Resides on owners property; owns a few
keepsakes

Rented accommodation or farmland;
possesses own tools or livestock; simple
weapons

Owns property, farm or business;
furniture, tools, weapons & armour,
mount, several servant or slave
retainers; support from locals

Owns several properties, extensive
farmlands or multiple businesses;
expensive furniture, tools, weapons

& armour, mounts, many servants or
slaves; fealty from regional inhabitants

As above but of priceless quality; fealty
from a dominion or nation

Money Mod Background Resources

Nothing but the clothes on their back,
maybe some personal armament, and
mount or small boat if suitable

Resides on conquered lands, or in
owner’s yurt or vessel, owns a few
keepsakes, plus tools or simple weapon

Possesses own mounts, cart or small
boat; owns yurt or similar, half a dozen
livestock, weapons, simple armour, a
slave or two

Owns many mounts, carts or boats;
large yurt or similar, several dozen
livestock, good weapons, good armour,
some slaves, fealty from tribe and
conquered peoples
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FAMILIES

Every character comes from a family. The
family might be rambling with dozens of
members or small and tightknit with only a
handful of kin. The family’s reputation might
help or hinder the character, or its connec-
tions might prove useful for all sorts of rea-
sons now or in the future.

If desired, roll 1d100 on each of the Family
tables below to determine parental status, the
number of siblings the character has and the
extended family’s structure.

It is recommended to leave the details of
large families vague. One way of developing a
story for RUNEQUEST characters is to intro-
duce family members — such as that shrewish
aunt or roguish cousin — through roleplaying
and scenario development. Keeping details
vague at this stage gives the Games Master
the flexibility for creating such introductions.

PARENTS TABLE

1d100 Parents

01-20 Both Parents living
21-40 Single Parent — Father
41-60 One birth parent plus
step—parent
61-80 Single Parent
— Mother
81-00 Both parents dead

SIBLINGS TABLE

1d100 Siblings

01-10 None
11-30 1d4
31-70 1d6
71-90 1d8
91-00 1d10

Next determine the family’s connections
and reputation. Does the family enjoy respect
in its community? Do its connections bring
it a level of power or prestige? Are there are
skeletons in the closet that might threaten
stigma or ostracism? Does reputation bring
allies or enemies?

MARRIAGE

This is purely optional, but is the
character married or betrothed to
be married? Marriage is the most
common way for families to advance
their status, position and power and
so making marriage arrangements,
even for children who are not yet old
enough to be married, is common.
To decide Marital Status roll 1d100
for the character and compare it with
the character’s base value Influence
skill. If the result is equal to or less
than base value Influence then the
character is Betrothed — that is, has
been promised into a marriage. If the
1d100 roll is equal to or less than 10%
of the character’s Influence then the
character is already married.

How happy or prosperous this
marriage is depends entirely on the
player and Games Master. Take a
little time to think about the nature
of the relationship: is it a political
or economic betrothal? Does Social
Class play a part? Do the two partners
love each other? Perhaps they hate
each other. If love or hate are involved
then consider establishing a Passion
to represent the depth and nature of
the relationship.

And, if the character is married,
have any children formed from the
union? Again this can be an agreed
situation between the player and
Games Master. Or the player can roll
1d4-1 to determine the number of
children present. If there are children,
then roll 1d4 to determine the ages of
the children. If the age rolls are iden-
tical, then the character has produced
twins or even triplets. If the character
starts play middle aged or older, roll
the children’s ages on the Age Table
(see page 48) as if they were one cat-
egory younger.

- 4
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ANATHAYM'S
SAGA

For her starting money
Anathaym has 4d6

x75 SP - her roll is 9
which gives her 675 SP
in total. As a member
of the aristocracy her
Money Modifer of 5§
increases this to 3,375
SP personal wealth. The
Games Master says that
Anathaym has 1,000
SP in ready coin, with
the remaining 2,375

SP being in the form of
jewellrey and clothes.

Next Anathaym

checks the status of her
parents — her roll of 67
indicates that only her
father remains alive,
her mother dying whilst
she was a little girl.

She then rolls 19 on

the siblings table and
gets a 1 on the 1d4 for
how many brothers and
sisters she has. Emma
decides her character’s
one sibling is a sister

by the name of Kara.

The Games Master
thinks it is wise to delay
the generation of her
extended family until
later. However a roll

of 51 on the Family
Reputation table shows
that whilst Anathaym’s
family is not promi-
nent, it has no black
marks against it. A
further roll of 77 on

the Connections table
results in one Rival.
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EXTENDED FAMILY TABLE

14100

01-10
11-30

31-70
71-90
91-00

Grandparents Aunts & Uncles Cousins
None None None
1d2-1 1d2 1d3
1d3-1 1d3 1d4

1d3 1d4 1d6
1d3+1 1d6 1d8

REPUTATION TABLE

01-15
16-35

36-65
66-85

86-00

Allies, Contacts,
Enemies and Rivals

Reputation

Family has a poor reputation 1d3 Enemies or Rivals

Family’s reputation is sound, but there may be a few 1 Enemy or Rival
skeletons and secrets better left locked away

A sound family reputation -

Family enjoys a good reputation although there may be those 1 Contact or Ally
either inside or outside the family who could tarnish it

Family’s reputation is untarnished and of excellent standing ~ 1d3 Contacts or Allies

CONNECTIONS TABLE

Allies, Contacts,

Enemies and

Connections Rivals

01-20
21-80

81-90

91-95

96-00

ALLIES, CONTACTS,
RIVALS AND
ENEMIES

Allies, Contacts, Rivals and Enemies are
people, or perhaps organisations, that a char-
acter has developed a relationship with for
either good or ill. At this stage all one needs

No connections of note None
Family enjoys reasonable connections within its community ~ Roll 1d4. Ona 1
you gain an Ally;

2 a Contact; 3 an
Enemy; 4 a Rival

Family is well connected in the community and is known to As above but roll

those commanding local power twice

As above, but the family also enjoys some status with those As above but roll
commanding regional power thrice

As above but the family also enjoys some status with those As above but roll
commanding national power four times

to do is give these supporting characters a
name (Contact: Gundleus the Sage, for exam-
ple, does just fine; or, Enemy: Cult of Yethis);
fleshing out the details can come later.

= Ally: a friend, colleague or relation who
shares the same cause as the character
and will offer help and guidance when
called upon. Depending on their per-
sonality the Ally may want a favour in
return or might provide aid for free.
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= Contacts: people of potential influence
the character knows. A Contact is an
acquaintance who can help, not one
who will.

= Rival: those who oppose the character
for the same or similar goals, and will
attempt to interfere with or harass him.

= Enemy: someone who wishes the char-
acter harm and will go to lengths to
ensure the character suffers in some
way. Enemies may take direct or indi-
rect action, possibly trying to influence

but not always being prominent in their lives.
These can be good sources of background
information and, in certain circumstances,
drive crucial parts of a scenario, but they are
generally intended to be bit-players in the
characters’ stories rather than fully-fleshed
non-player characters. Of course, they may
well develop into fully-formed non-player
characters as a campaign develops and so
Games Masters should keep careful note of
who they are, how they look and act, what
they know and how they have (and will) inter-

contacts and allies to bring about the  act with the character. This will maintain con-

character’s misfortune. sistency in how they are portrayed.

Allies, Contacts, Rivals and Enemies are
intended to act in the background, provid-
ing occasional interactions with the character

PERSONAL CONNECTIONS

Why are the characters adventuring together? What connects them and forms the compan-
ionship? It is recommended that each player choose at least one of his fellows and, working with
the chosen colleague, devise a reason for the relationship. Some examples:

= Childhood friends who have continued together into adulthood.

= Members of the same community or culture.

= Members of the same profession, or, if from different professions, have had chance to meet
and do business.

= A lucky encounter in a tavern, inn or other social establishment.

= A shared acquaintance (such as a third character in the group).

Starting characters wishing to form a personal connection as part of their background are
rewarded with a pool of Luck Points available to the entire party, rather than just a single indi-
vidual. The number of Luck Points starts at two and increases by 1 per character who has formed
a personal connection within the group. This pool of points functions in a very similar way to
the individual Luck Points a character has, but are there for the benefit if all those within the
group. They can only be drawn upon by a character when he is actively helping, or intends to
help, another character (this can be anyone in the group needing help; not just the character
with whom a relationship has been established).

For example, the players in Steve's game decide that they will all hail from the same city,
Meeros, and belong to families that have known each other for years, the characters growing-up
together. There are four players altogether: Emma (playing Anathaym), Kathrine (playing Kara),
James (playing Hallax) and Rob (playing Tor-Irdeen, a minotaur character). Clearly Rob's char-
acter is unlikely to have grown-up with the humans, so Steve rules that connections will come
later, through play. But for the humans of Meeros the Group's Luck Points equal 5: two points to
start with, plus one point for each human and the connections they have formed. Steve tells Rob
that in the first session of game play, Tor-Irdeen will be introduced and given a chance to form a
connection with the humans. Depending on how successful this plays out, then the Group Luck

Points will increase to 6.

~

ANATHAYM'S

SAGA

The Games Master
decides that Xenos

will be Anathaym's
Rival. They come from
families of a similar
background and even
grew up together. But, as
Xenos has matured he
has become something
of a debauched wastrel
who constantly mocks
Anathaym'’s diligence.
He also harbours designs
for her sister, Kara, and
Anathaym is deter-
mined to protect Kara
from this rat. Xenos has
broken many hearts,
caring nothing for the
wreckage he leaves
behind. Anathaym is
determined this will not
happen to her sister...
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ANATHAYM'S
SAGA

From her civilised
background Anathaym
chose the Passions of
Loyalty (City), Love
(Sister) and Hate
(Rival). Emma decides
Anathaym comes from
the city-state of Meeros,
is devoted to her sister
Kara and utterly loathes
the son of the city’s
leading senator, a man
named Xenos who once
— whilst inebriated —
tried to assault Kara.

The values for each are
calculated. This results
in Loyalty (Meeros)
51%, but for Love (Kara)
she needs to know Kara's
CHA — which is 15 —
giving Love (Kara) 52%.
Hate (Xenos) is based
on Xenos’ CHA and the
Games Master says that
the hated debaucher

is both handsome and
popular, so CHA 18!
Thus Anathaym has
Hate (Xenos) 55%.

So Anathaym fin-

ishes this part of her
background being the
daughter of an oli-
garch with one sister.
Her family is wealthy,
owning a large villa in
Meeros and in addition
she has illicit access to
her father’s battlefield
trophies, from which
she can purloin useful
armaments. Something
she keeps in mind whilst
plotting the downfall
of the foul Xenos.
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PASSIONS

Using Passions in RUNEQUEST is optional
but their use can greatly assist players and
Games Masters in deepening the nature of the
character, introducing plot hooks based on a
character’s desire or prejudices, and helping
the player to understand who his character is,
what drives him, and so on.

Passions represent several things:

il

Loyalties and allegiances

il

Strongly held beliefs or ideals

il

Emotion felt towards someone or
something

Passions are measured in the same way as
skills; that is, they have a starting value based

on two characteristics and are rated between
1 and 100 (or higher). A Passion can be
improved in the same way as a skill or it can be

either increased or decreased by the Games
Master depending on circumstances. Rurik,
for example, may have Loyalty to Henrik, his
clan chief, at 70%. However if Henrik were
to make an alliance with an enemy clan that
Rurik disapproves of, then the Games Master
could, quite reasonably, have Rurik’s Loyalty
drop to, say, 50%, representing an erosion of
his fidelity. Conversely, Henrik might grant
Rurik a favour which increases the Loyalty to
80%, demonstrating the strengthening bond.

A Passion can be for anything — a person,
an organisation, an ideal, even an object. Pas-
sions are typically described by a verb such as:
Comfort, Desire, Despise, Destroy, Espouse,
Fear, Flee, Foreswear, Hate, Love, Loyalty to,
Protect, Repudiate, Respect, Seek, Subvert,
Torment or Uphold.

The verb describes the nature of the rela-
tionship. Loyalty, for instance, does not
always indicate respect;
Respect does not always
indicate love; Despising
something is not the same
as hating it; Loving some-
one is not the same as
being loyal to them. The
verb used should there-
fore reflect how the char-
acter feels either person-
ally or culturally towards
the subject.

A DPassion can be
established at any point in
the game — either during
this phase of character
creation or, and perhaps
most interestingly, during
game play. All a charac-
ter needs to do to estab-
lish a Passion is stipulate
that he intends to form
the passion and give it
an appropriate adjective:
Love (Elissa), for example;
or Shun (Sorcery).

The starting value of
the Passion varies accord-
ing to its type - see the
Passions Table, opposite.
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All the Starting Percentages may be modi-
fied by the Games Master to reflect deeper
or lesser devotion; thus, Love (Elissa) might
begin for a character at 55%, using the above
Starting Percentage calculation, but, because
the character is so faithful to Elissa (a child-
hood sweetheart), the Games Master decides
to increase the Starting Percentage to 75%,
taking into account the lifelong devotion.

Where a person or people are concerned,
the Passion does not need to be recipro-
cated. It is up to the Games Master to decide
if it is or not, and the Player must decide if

PAssiONs TABLE

Object of Passion

A person, in a romantic or familial ~ Lover, Sibling, Wife, Parent, Aloof or

unreciprocated love will strengthen his char-
acter’s Passion, or weaken it. If the decision is
made to strengthen the Passion (unrequited
love often drives the heart to deeper fondness
or infatuation), then the Passion value can be
increased (or decreased, if the depth of feeling
is diminished) by 1d10%.

This section only details what Passions
represent and their default values. How Pas-
sions are used in the game is discussed in
Chapter 6.

context Unsuspecting Object of Desire

A person in a platonic context (a
friendship or loyalty, for example) Enemy

A person in an averse context

Examples Starting Percentage

Leader, Teacher, Ruler, Master, Rescuer, Priest, 30% plus Character’s POW
and subject’s CHA

Enemy leader, Rival worker, Husband of Desired = 30% plus Character’s POW

Lover, Murderer of Friend, Thief and subject’s CHA

An organisation or group of people  Family, School, Temple, Religion, Local

Community, Military Unit, Guild, Nobles

A race or species

Foreigners, Non Humans, Tigers, Supernatural

Beasts, Ghosts, Primitives

A place A Country, Home Town, Holy Place, Capital

City, Graveyards, Mountains

An object or substance

The Iron Throne, Diabolic Relic, Magic,

Darkness, Ancient Heirloom, Gemstones

A concept or ideal

An Ethic, Moral Code, Freedom, Personal

Honour, Betrayal, Dishonesty

N

NEXT STEPS

Now that we know more about the char-
acter’s Culture and Community, it is time
to complete the rounding-out of the char-
acter by choosing a career, improving his
or her skills and gaining some equipment.
The next chapter, Professions and Develop-
ment, takes us through this process.

-

30% plus Loved one’s POW+CHA

30% plus Character’s POW+INT
30% plus Character’s POW x 2
30% plus Character’s POW+INT
30% plus Character’s POW x 2

30% plus Character’s POW+INT
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An outpost of the northern barbarians known as the Badoshi. The Great Tower is the focal point of the
community, surrounded by the huts of the theigns and carls of the chieftain, proximity to the Great Tower
signifying status and favour. Despite their fearsome reputation as the enemies of Meeros, the Badoshi have
many peaceful settlements scattered across the northlands, their people content to raise their herds and
crops without recourse to war.



CAREERS AND
DEVELOPMENT

his chapter develops the character’s

" skills through a profession, possible

cult membership, the allocation of

Bonus Skill Points and some starting equip-

ment, and determining what magic the char-
acter might (or might not) possess.

CAREERS

Every RUNEQUEST character starts the
game having been trained in a career. The
occupation he chooses may not necessar-
ily be the one he continues to follow as he
begins his adventuring life, but it is the career
he embarked on as part of the transition to
adulthood and it further defines his skill
development.

The careers available to a character are
dependent on their cultural background; in
some cultures the range of available occupa-
tions is quite narrow because the needs of the
community are simple; or social traditions
will push young adults along a certain path.

CHAPTER 3:

In others, the list is more diverse, reflecting a
more complex community with wider needs
that have diversified over the centuries.

Players are nominally free to choose which
career they wish their character to learn, pro-
vided the Games Master deems it suitable.
The following table gives some guidance as
to the common types of vocation available to
each cultural type. It is not definitive and may
differ significantly in more exotic game set-
tings. For example a campaign based in a land
where magicians are slain at birth could pro-
hibit the selection of magic using professions.

Similar to cultural backgrounds, each
career offers the chance to improve a range
of Standard and Professional Skills commonly
utilised by that occupation. Some grant access
to Magical Skills or extra Combat Styles.
Unlike cultural backgrounds, characters need
not invest their points in every available skill,
but may tailor which ones are taken as those
fitting for their specific role or culture.

Characters develop their career skills in
the following way:

Above is the Law
Rune which symbol-
ises the stability and
order of the cosmos.

Its shape represents
Progress and Balance.
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ANATHAYM'S
SAGA

Coming from a civilised
city-state Anathaym
has a wide selection of
careers she could poten-
tially follow. Indulged by
her father she requests
training as a soldier,

the career he himself
followed before retir-
ing to a life of politics.
Believing his daughter
will soon tire of the
gruelling discipline, her
father tolerantly agrees
to apprentice her under
the tuition of weapon-
master Zamothis, a
famous warrior.

To her father’s grow-
ing alarm , Anathaym
flourishes under the
guidance of the aging
master. From the
Warrior career she
selects the follow-

ing three professional
skills: Lore — Military
History 28% (INT
x2), Lore — Strategy
and Tactics 28% (INT
x2), and Survival
20% (CON+POW).

She then spends her
100 points, divid-

ing it amongst the
available career skills
thusly: Athletics +10,
Endurance +10, Evade
+10, Lore — Military
History +10, Lore —
Strategy and Tactics
+10, Survival +10,
Unarmed +10, Combat
Style (Meerish Slinger)
+15, Combat Style
(Meerish Infantry) +15
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= Select up to three skills from the Profes-
sional Skills available to that career.

= Distribute 100 points amongst the
career’s listed Standard Skills and what-
ever Professional Skills were chosen,
increasing each skill by 1% for every
point spent on improving it. Not all of
the available skills need to be improved,
but no individual skill can receive more
than 15%.

Newly chosen Combat Styles and Profes-
sional Skills start off at their base character-
istic value. Choosing a Style or Professional
Skill previously gained via cultural back-
ground simply allows the character to further
apply some of their career skill points at this
stage. Some of these skills such as Craft, Lan-
guage or Lore offer choice of a specialisation.
In these cases the speciality selected should
be one which suits the character’s culture.

ExAMPLE CAREERS BY CULTURAL BACKGROUND

Civilised Barbarian
Agent Beast Handler
Alchemist Crafter
Beast Handler Entertainer
Courtesan Fisher
Courtier Herder
Crafter Hunter
Entertainer Merchant
Farmer Miner
Fisher Mystic
Herder Official
Hunter Physician
Merchant Priest
Miner Sailor
Mystic Scholar
Official Scout
Physician Shaman
Priest Smith
Sailor Thief
Scholar Warrior
Scout

Shaman

Smith

Sorcerer

Thief

Warrior

Nomad Primitive
Beast Handler Beast Handler
Crafter Crafter
Fisher Fisher
Herder Hunter
Hunter Physician
Merchant Sailor
Official Scholar
Physician Scout
Priest Shaman
Sailor Thief
Scholar Warrior
Scout

Shaman

Thief

Warrior

S

CAREERS AND SOCIAL CLASS

RUNEQUEST does not impose any immediate restrictions on what careers are available to what
social class but it is something players and Games Masters may wish to consider. Some social classes
will look down on members who practice certain vocations, risking censure or perhaps even expulsion
from their rank. One culture might forbid nobles becoming merchants due to the risk of financial cor-
ruption, whilst another may restrict the practice to only those who are part of the nobility, creating an
enclave of merchant princes.

Games Masters should decide if a career is denied to a particular social class, but some interesting
roleplaying possibilities can present themselves if a character decides to ignore social norms and enter
a vocation usually treated with disdain. How will that character be viewed: pioneer or social pariah?
What are the consequences? How will the profession accept him? These are all golden opportunities
for roleplaying and plot development.

/ﬁ
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AGENT

Agitator, Assassin, Detective, Informer,
Spy...

The work of an agent is to report upon and
operate covertly against those his employer
wishes to keep an eye on. They watch, dis-
cover and act secretively. Anyone might be
an agent — servants, beggars, noblemen, even
children. Likewise those that employ agents
might be anybody from a jilted lover or strug-
gling merchant to the ruler of a nation. Agents
mostly deal with passing of information or
minor acts of sabotage, although a few some-
times perform assassination if the cause, or
payment, is right.

SKILLS

= Standard Skills: Conceal, Deceit, Evade,
Insight, Perception, Stealth; Combat
Style (Concealable Weapons Style)

= Professional Skills: Culture (any), Dis-
guise, Language (any), Sleight, Street-
wise, Survival, Track

ALCHEMIST

Apothecary, Herbalist, Poisoner,
Perfumer...

Alchemists concern themselves with cre-
ating, or trading in, a wide range of chemical
and herbal substances which are used by the
local community. These concoctions can vary
in purpose — soaps, polishes, dyes, disinfec-
tants, acids, oils, unguents, perfumes, nar-
cotics, medicines, poisons — the list is almost
endless. The larger the society they reside in,
the more likely that the alchemist will special-
ise in making or selling one specific type of

compound.
SKILLS

= Standard Skills: Customs, Endurance,
First Aid, Insight, Locale, Perception,
Willpower

= Professional Skills: Commerce, Craft
(Alchemy), Healing, Language (any),
Literacy, Lore (Specific Alchemical Spe-
ciality?), Streetwise

1 Such as Acids, Narcotics, Poisons, etc.

BEAST HANDLER

Animal Breeder, Beast Tamer, Menag-
erie Keeper...

Beast handlers make their living by captur-
ing, trading, breeding, caring for, or domesti-
cating creatures for a variety of different roles
in the community. Examples include horse-
whisperers, falconers, hound masters, snake
wranglers and the like. Some raise ostensi-
bly wild animals for domesticated use, whilst
others tend the beasts on display in private
menageries. A few even take captured beasts
and turn them into guardians, battlefield
weapons, or competitors for pit fights and
gladiatorial events.

SKILLS

= Standard Skills: Drive, Endurance, First
Aid, Influence, Locale, Ride, Willpower

il

Professional Skills: Commerce, Craft
(Animal Husbandry), Healing (Specific
Species), Lore (Specific Species), Sur-
vival, Teach (Specific Species), Track

COURTESAN

Concubine, Escort, Harem-girl, Houri,
Paramour...

Professional ~ companions, courtesans
malke their living through providing company,
conversation, dance, singing and sometimes
other services to those who can afford it. The
attitude towards courtesans can vary dramati-
cally according to their culture, some are little
more than tavern girls only there to draw in
customers, whilst others are revered by the
high ranking wealthy. The most famous and
skilled courtesans may literally have princes
begging at their feet. Courtesans can be both

male and female.

SKILLS

= Standard  Skills:
Deceit, Influence, Insight, Perception,

Customs, Dance,
Sing

= Professional Skills: Art (any), Courtesy,
Culture (any), Gambling, Language
(any), Musicianship, Seduction

Her new Meerish
Infantry combat style
covers training in spear,
hoplite shield and
javelin — something her
tutor feels she’ll need

to be proficient in if she
wishes to join the ranks
of the Meeros Scarlet
Spears, the regiment her
father once commanded.

After applying her career
modifiers Anathaym’s
skills are now: Athletics
37%, Boating 24%,
Brawn 21%, Conceal
23%, Customs 68%,
Dance 25%, Deceit 28%,
Drive 28%, Endurance
36%, Evade 42%, First
Aid 30%, Influence
28%, Insight 31%,
Locale 33%, Native
Tongue 63%, Perception
21%, Ride 23%, Sing
16%, Stealth 30%,
Swim 24%, Unarmed
27%, Willpower 24.%;
Courtesy 38%, Lore
(Geography) 38%,

Lore — Military History
38%, Lore — Strategy
and Tactics 38%,
Streetwise 31% and
Survival 30%; Combat
Style (Meerish Slinger)
52%, Combat Style
(Meerish Infantry) 42%.

A1
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COURTIER

Advisor, Conspirator, Delegate, Diplo-
mat, Sycophant...

Traditionally members of the gentility or
nobility, courtiers are those summoned into
the service of a ruler or government to act as
an adviser, a companion, an aide or simply as
a lackey. Chosen for their ability to be persua-
sive, insightful or discreet, they are often the
power-brokers behind domestic and foreign
policy. Some courtiers are in fact ambassa-
dorial representatives from another, foreign
nation. Courtiers see and hear much about
the affairs of state, and may learn a great deal
about politics and scandal in high places.
Whatever their political standing, the machi-
nations of courtiers can save or undermine a
nation.

SKILLS

= Standard Skills: Customs, Dance,
Deceit, Influence, Insight, Locale,
Perception

= Professional Skills: Art (any), Bureau-
cracy, Courtesy, Culture (any), Lan-
guage (any), Lore (any), Oratory

CRAFTER

Artificer, Artisan...

Skilled artisans, professional craftsmen
cover a huge range of trades: from basket
making through to weaving. Most crafts-
men specialise in one particular area, but it
is not uncommon to find those skilled in a
second field related to their primary craft.
Some crafters have associated experience in
buying materials and selling their own wares,
depending on their scale of their business.
Primitive crafters may simply be individuals
who produce objects for their family or tribe.
Civilised crafters on the other hand might be
part of a family enterprise or members of an
official guild. Some crafts may be unavailable
or illogical for particular cultures, such as a
smith for primitives.

SKILLS

= Standard Skills: Brawn, Drive, Influence,
Insight, Locale, Perception, Willpower

= Professional Skills: Art (any), Com-
merce, Craft (Primary), Craft (Sec-
ondary), Engineering, Mechanisms,
Streetwise

ENTERTAINER

Acrobat, Bard, Dancer, Player, Poet...

Professional entertainers, have a range of
skills in which they can specialise. Acrobats
perform feats of balance, gymnastics and
hand-eye co-ordination. Actors present plays
or ribald pantomimes. Dancers entertain
with diverse dances ranging from the erotic
to ceremonial. Musicians use their instru-
ments to perform private concerts or provide
background music. Poets recite great works
of literature and lyric poetry, whereas singers
perform choral works, often as choirs. Story-
tellers recount apocryphal tales, and so on.
Entertainers sometimes learn several compli-
mentary arts to increase their repertoire and
create unique acts. For instance, a bard might
combine the arts of music, singing and poetry.

SKILLS

= Standard Skills: Athletics, Brawn,
Dance, Deceit, Influence, Insight, Sing

= Professional Skills: Acrobatics, Act-
ing, Oratory, Musicianship, Seduction,
Sleight, Streetwise

FARMER

Gardener, Estate Owner, Forager, Har-
vester, Ploughman...

Farmers cultivate the land, raising or har-
vesting crops, but they are often generalists
in a range of skills necessary for foraging
or maintaining their chattels. Usually their
produce is food and other useful flora, such
as medicinal herbs or plants which produce
fibres for clothing. Not all agriculturalists
necessarily tend a farm or plantation. Some
wander through wild regions harvesting the
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naturally occurring vegetation, whilst others
are employed to supervise formal gardens for
rich patrons. Likewise not all farmers are nec-
essarily yokels tied to a small pasture, orchard
or vineyard. Many cultures may place high
status on owners of large estates who manage
the running of their property.

SKILLS

= Standard Skills: Athletics, Brawn, Drive,
Endurance, Locale, Perception, Ride

= Professional Skills: Commerce, Craft
(any), Lore (Agriculture), Lore (Ani-
mal Husbandry), Navigation, Survival,
Track

FISHER

Beach Comber, Net Tender, Pearl Diver,
Whaler...

Fishermen work the waters, braving
the elements and dangers to bring back its
bounty. Mostly they trawl for edible food,
anything from shellfish to whales. A few seek
commodities other than food however, par-
ticularly valuable items like rare shells, pearls
or even medicinal types of water plants. The
social rank of fishermen depends on the value
of what they recover; a primitive island based
culture for example, might grant high status
to those who bring back the greatest amount
or most dangerous produce. Fishermen do
not necessarily need boats and neither are
they tied to the sea. Many live beside lakes or
along rivers, using nets, baskets and weirs to
trap their catch.

SKILLS

= Standard Skills: Athletics, Boating,
Endurance, Locale, Perception, Stealth,
Swim

= Professional Skills: Commerce, Craft
(Any), Lore (Primary Catch?), Lore

2 These represent different techniques of
fishing, such as whaling, lobster potting,
trawling and so on.

(Secondary Catch?), Navigation, Sea-
manship, Survival

HERDER

Breeder, Herdsman, Sacred Goose Ten-
der, Wrangler...

Herders are those who raise and tend flocks
of creatures, not necessarily domesticated
animals; anything from goats to migrating
mammoths. Most herdsmen spend days or
even weeks out on the plains or hills, ensur-
ing their beasts have sufficient food and water,
whilst also watching for predators. A herder
does not necessarily raise his own livestock;
some hire themselves out to escort herds over
large distances to far off markets or use their
skills to purchase stock for less discerning
customers. It can be a solitary profession, but
herdsmen generally know the land, the sea-
sons and the habits of their animals.

SKILLS

l

= Standard Skills: Endurance, First Aid,
Insight, Locale, Perception, Ride; Com-
bat Style (Specific Herding or Cultural
Style)

= Professional Skills: Commerce, Craft

(Animal Husbandry), Healing (Specific

Species), Navigation, Musicianship,

Survival, Track

HUNTER

Forester, Poacher, Scavenger, Stalker,
Trapper...

Responsible for finding, tracking and kill-
ing creatures, the hunter, like the herder, is
knowledgeable about the land and the behav-
iour of animals. A hunter may hunt in a vari-
ety of ways: simple stalking, trap laying or
driving creatures into pens. The purpose of
the hunt depends on the culture of the hunter.
Most seek out prey for the simple purpose of
gathering food, but some hunters specialise
in the extermination of deadly predators or
the culling of animals for valuable body parts:
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furs, horns or teeth for instance. Hunters
often learn a supplemental craft for preserv-
ing or skinning the creatures they kill.

SKILLS

= Standard Skills: Athletics, Endurance,
Locale, Perception, Ride, Stealth; Com-
bat Style (Specific Hunting or Cultural
Style)

= Professional Skills: Commerce, Craft
(Hunting Related), Lore (Regional or
Specific Species), Mechanisms, Naviga-
tion, Survival, Track

MERCHANT

Broker, Hawker, Money Lender, Smug-
gler, Trader...

Merchants come in many forms: the street
vendor, small shopkeeper, wily caravanserai,
intrepid merchant-venturer and many more.
Although their methods or merchandise are
different, all have one thing in common: to
trade commodities (be it goods, food, live-
stock, people, property or even money) for
the highest profit. Merchants know a bargain
and how to drive a good one; and not all trade
in legal merchandise. Due to their dealings as
middle men, many merchants pick up some
knowledge of foreign cultures and languages.

SKILLS

= Standard Skills: Boating, Drive, Deceit,
Insight, Influence, Locale, Ride

= Professional Skills: Commerce, Cour-
tesy, Culture (any), Language (any),
Navigation, Seamanship, Streetwise

MINER

Prospector, Quarryman, Sapper, Well
Digger...

Miners are those who excavate the ground,
for a number of reasons. Some dig for ore and
precious metals, a few seek out special types
of stone for building or statuary, whilst others
dig to create catacombs or sewers, or to pen-
etrate the defences of towns. Whatever the
purpose, miners are prepared to go deep into
the ground, risking life and limb. As a result,

miners tend to be both physically and men-
tally strong; used to working in hot, cramped
conditions for hours on end.

SKILLS

= Standard Skills: Athletics, Brawn,
Endurance, Locale, Perception, Sing,
Willpower

= Professional Skills: Commerce, Craft
(Mining), Engineering, Lore (Miner-
als), Mechanisms, Navigation (Under-
ground), Survival

MYSTIC

Guru, Hermit, Illuminate, Master...

Mystics are those who seek mastery of the
world by the attainment of perfection, spiri-
tual insight or by becoming inured to physical
discomfort. Depending on the culture from
which they originate, mystics may be found
as anything from reclusive mountaintop her-
mits to respected teachers of martial or artis-
tic schools. The path of their development is
always via mastery of self, and most are saga-
cious as an result of their studies.

SKILLS

= Standard Skills: Athletics, Endurance,
Evade, Insight, Perception, Willpower;
Combat Style (Cultural Style)

= Professional Skills: Art (any), Folk
Magic, Literacy, Lore (any), Meditation,
Musicianship, Mysticism

OFFICIAL

Minister, Overseer, Steward, Tax
Collector...

Officials are those appointed or elected to
an office, charged with performing certain
administrative duties and granted a degree
of authority to ensure their commands are
followed. Examples include slave managers
of large estates, guild masters, bureaucratic
scribes, legal advocates or tax collectors.
Depending on the size and complexity of the
organisation or government, most officials
control a body of men to help perform their
duties.
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SKILLS

= Standard  Skills: Customs, Deceit,
Influence, Insight, Locale, Perception,
Willpower

= Professional Skills: Bureaucracy, Com-
merce, Courtesy, Language (any), Lit-
eracy, Lore (any), Oratory

PHYSICIAN

Doctor, Healer, Medicine Man, Tor-
turer, Vivisectionist...

Physicians have detailed knowledge of how
the body works, although they do not neces-
sarily use that learning to heal. Some instead
offer their skills to extract information by
coercion, or further the depth of their educa-
tion by questionable practices. A physician
can take many guises, some examples being
the medicine man of a tribe with his totems
and fetishes; a local hermit or wise woman
with their knowledge of herbs and poultices;
or a court physician who can cure fevers
and agues with complex chemical remedies.
Depending on the sophistication of the cul-
ture, many doctors embellish their treatments
with ceremonial theatrics, bogus medications
and manipulative psychology.

SKILLS

= Standard Skills: Dance, First Aid, Influ-
ence, Insight, Locale, Sing, Willpower

= Professional Skills: Commerce, Craft
(Specific  Physiological  Speciality?),
Healing, Language (any), Literacy,
Lore (Specific Alchemical Speciality*),
Streetwise

3 Prosthetics, Scrimshaw, Torture,
Vivisection, etc.
4 Such as Herbs, Medicines, Poisons etc.

PRIEST

Arbiter, Cultist, Druid, Mendicant,
Prophet...

Priests can take a variety of different roles
in society; an official leading worship of the
gods, an illuminated seer leading followers on
an exodus to find their god, an administrator
in a theocracy and so on. Priests do not nec-
essarily need to be religious or even believe
in the faith they serve, whilst others might be
granted miracles from their deity to reward
suitable propitiation.

SKILLS

= Standard Skills: Customs, Dance,
Deceit, Influence, Insight, Locale,
Willpower

= Professional Skills: Bureaucracy, Devo-
tion (Pantheon, Cult or God), Exhort,
Folk Magic, Literacy, Lore (any),
Oratory

SAILOR

Captain, Galley Slave, Marine, Pirate,
Raft man...

Sailors have a myriad of roles upon the
lakes and seas, from the simple crew of a trad-
ing ship to hardened convict rowers. Those
sailors employed as professional raiders or
marines are often given shipboard combat
training. Wise to the ways of the waves, but
superstitious with it, sailors are used to long
dangerous travels and the hardships that go
with it.

SKILLS

= Standard Skills: Athletics, Boating,
Brawn, Endurance, Locale, Swim; Com-
bat Style (Specific Shipboard or Cul-
tural Style)

= Professional Skills: Craft (Specific Ship-
board Speciality®), Culture (any), Lan-
guage (any), Lore (any), Navigate, Sea-
manship, Survival

S Carpentry, Sail Making, Rope Making, etc.
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SCHOLAR

Annalist, Librarian, Philosopher, Skald,
Scribe...

The keepers and seekers of knowledge and
learning, scholars and scribes are people who
are fascinated by knowledge and the powers
contained within it. Scholars are not neces-
sarily confined to dusty libraries or suffocat-
ing scriptoriums; they may be active explor-
ers and archivists, intent on advancing their
learning or collections of tomes. Neither are
they dependent on literacy to learn; some
scholars memorise and hand down their
knowledge orally. Some scholars are special-
ists in particular areas of knowledge, such as a
lawspeaker who is employed to memorise and
quote legal codes during law cases.

SKILLS

= Standard Skills: Customs, Influence,
Insight, Locale, Native Tongue, Percep-
tion, Willpower

= Professional Skills: Culture (any), Lan-
guage (any), Literacy, Lore (Primary),
Lore (Secondary), Oratory, Teach

SCOUT

Bounty Hunter, Explorer, Pioneer,
Ranger, Wayfarer...

Scouts are those who thrive beyond the
reach of their native civilisation. They may be
pioneers seeking out new territory or rangers
employed by the military to keep an eye on
the borders. Some are employed to seek out
natural commodities which they sell to mer-
chants of more settled lands, whilst others
are hired to hunt down fugitives. A few are
scholarly explorers, high ranked men seek-
ing to document new cultures or simply folks
cursed with chronic wanderlust. Hardened by
their life, scouts often live from what the land
provides, understanding the plants, animals
and seasons of the wilderness they inhabit.

SKILLS

= Standard Skills: Athletics, Endurance,
First Aid, Perception, Stealth, Swim;

Combat Style (Specific Hunting or Cul-
tural Style)

= Professional Skills: Customs (any),
Healing, Language (any), Lore (any),

Navigation, Survival, Track

SHAMAN

Animist, Diabolist, Exorcist, Madman,
Witch Doctor...

The medicine-man, the witch-doctor,
the wise-woman: all can commune with
the spirits and the ancestors; understand-
ing the secrets of the spirit plane which lies
over, under and around the world we live in.
The shaman has great insight and power, or
so they would have you believe. Not all have
magical powers, some merely follow the ritu-
als and traditions handed down to them. Oth-
ers are outright charlatans using trickery to
fool the gullible members of their commu-
nity. Despite the primitive associations, many
civilised cultures also believe in the powers of
the spirit world, propitiating dead ancestors
for instance.

SKILLS

= Standard  Skills: Customs, Dance,
Deceit, Influence, Insight, Locale,
Willpower

= Professional  Skills: Binding (Cult,
Totem or Tradition), Folk Magic, Heal-
ing, Lore (any), Oratory, Sleight, Trance

SORCERER

Enchantress, Magi, Warlock, Witch,
Wizard...

The dedicated practitioners of sorcery
who seek to control the world around them
through spells, incantations and rituals that
are not necessarily tied to any gods or spirits,
but directly alter the fabric of reality. A sor-
cerer is often fascinated by all aspects of magic,
driven to master its subtleties and discover
lost incantations. Some gain their power from
a lifetime of studying dusty tomes, whereas
others might offer sacrifices to learn from the
diabolic entities of forbidden realms. A few
are deceivers with no supernatural powers at
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Professional Skills.

fundamental to survival.

N

CREATING A CUSTOM CARFER

Players can create custom careers subject to the following guidelines:

= Agree the career with your Games Master. Your concept of ‘Death Knight Assassin’
might not fit with the themes and style of the RUNEQUEST game.

= Standard Skills: Choose up to seven Standard Skills and seven Professional Skills for
the profession, reflecting its nature. Remember that magical abilities are considered

= Also remember that Combat Styles are treated as Standard Skills. Try to avoid granting
Combeat Styles except to those careers where physical conflict is a regular occurrence or

A

all, using legerdemain and prestidigitation to
fool others into paying them respect.

SKILLS

= Standard Skills: Customs, Deceit,
Influence, Insight, Locale, Perception,
Willpower

= Professional Skills: Folk Magic, Invoca-
tion (Cult, School or Grimoire), Lan-
guage (any), Literacy, Lore (any), Shap-
ing, Sleight

THIEF

Burglar, Conman, Fence, Mugger, Tomb
Robber...

Thieves are those who delight in stealing,
or are forced to steal from others to support
themselves. They range from petty criminals
who mug or pickpocket folk on the streets, to
gang leaders and golden-tongued swindlers.
Whilst thieves thrive in urban environments
they also exist in less civilised cultures too,
operating as outlawed brigands and raiders of
neighbouring tribes. Some thieves specialise
in tomb robbing, stealing the grave goods of
the dead. A few independently wealthy cut-
purses and burglars are simply bored individ-
uals who thieve for adventurous excitement.

SKILLS

= Standard Skills: Athletics, Deceit, Evade,
Insight, Perception, Stealth; Combat
Style (Concealable Weapons Style)

= Professional Skills: Acting, Commerce,
Disguise, Lockpicking, Mechanisms,
Sleight, Streetwise

WARRIOR

Bodyguard, Champion, Mercenary, Pit
Fighter, Soldier...

Professional soldiers are the warrior class
of a community; this is the career of the fight-
ing man. Most of their time is spent patrol-
ling, guarding and training — focusing on the
use of weapons, close-quarter tactics and the
study of enemy styles to make the most of
any future opportunities. The warrior may or
may not follow a particular martial code and
similarly he might focus on finesse or simple
brute-force.

SKILLS

= Standard Skills: Athletics, Brawn,
Endurance, Evade, Unarmed; Combat
Style (Cultural Style®), Combat Style
(Speciality Style”)

= Professional Skills: Craft (any), Engi-
neering, Gambling, Lore (Military His-
tory), Lore (Strategy and Tactics), Ora-
tory, Survival

6 This is the warrior’s default starting
cultural style.

7 Speciality styles are those catering to
particular troop types, martial school or
career (see Combat Styles on page 132 in the
Combat chapter).
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AGE

How old is your character? An Adventurer
may start as young or old as the player desires,
subject to the agreement of the Games Mas-
ter. It is recommended that beginning charac-
ters start as youths or young adults, but much
depends on the setting and whether the game
will be but a short one-off adventure or a long
running campaign.

A table is provided, breaking age into Age

Categories. Note that this table can be used

AGE TABLE
Bonus Skill
Age Category Age Points
Young 1d6+10 100
Adult 2d6+15 150
Middle Aged 3d6+25 200
Senior 4d6+40 250
old 5d6+60 300

for non-human characters by simply substi-
tuting the actual number of years for longer
or shorter lived races. A character's age has
a direct effect on their skill competence; as
older characters naturally have more life
experience than younger compatriots.

To determine how old a character is, a
player may either choose an age within the
Age Category permitted, or simply roll the
value randomly.

Maximum Background
Skill Increase  Event Rolls Ageing?
+10 0 No
+15 1 No
+20 2 No
+25 3 Yes
+30 4 Yes

particular skill.

Community chapter.

page 107.

S

AGE TABLE NOTES

Bonus Skill Points determines how many additional skill points the character has to spend
on developing his skills — see the following section.
Maximum Skill Increase limits how many of the Bonus Points can be applied to any one

Background Event Rolls are used for characters starting at different ages, requiring the
player to potentially roll additional times on the Background Event Table in the Culture and

Ageing: If a character is Senior or older he is subject to Ageing; see the rules for Ageing on

~

BONUS SKILL
POINTS

At this stage every character gains an addi-
tional pool of ‘free’ skill points based on age,
which can be distributed amongst his existing
skills. These are provided so that the charac-
ter can be rounded out and given particular
interests or areas of expertise. The default for
adult characters is a pool of 150 points, with
a limit of assigning no more than 15 points
per skill. If characters are younger or older,
then the number of Skill Points and restric-
tions will differ, as previously indicated on the
Age Table.

The number of Bonus Skill Points does not
necessarily need to be tied to age. If the char-
acters are to be seasoned veterans, cultural
heroes or even the sons of gods, the Games
Master is free to grant additional points or
modify the maximum number which can be
applied to a specific skill.

Bonus Skill Points are used in the follow-
ing way:

il

Allow the character the option of
choosing one final new Combat Style or
Professional Skill, reflecting a personal
hobby or interest.

= Distribute points amongst whatever
skills the character currently has;
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increasing each skill by 1% for every

point spent on improving it. No indi-
vidual skill can receive more points than
indicated by their Age Category.

= Save for the optional hobby skill, no
points may be assigned to those Combat
Styles or Professional Skills not learned
as part of their Culture or Career.

STARTING
FQUIPMENT

Every character begins with some starting
money and starting equipment determined
by their culture and social class. In addition
they may augment their belongings by buy-
ing additional items (or upgrading ones they
already have) from the Equipment section of
this book.

The table on page 51 gives some examples
of personal possessions available to a char-
acter of that social class. These are merely
guidelines and are open to change according
to the campaign or setting.

CLOTHING

Finery and decorations are dependent on
the culture and its climate. The higher the
class the more exclusive the fabric used in its
manufacture. An example would be rough
spun wool for the poor, followed by linens,
brocades and silks as social class or wealth
increases. In a land full of silk worms and no
sheep, these relative values may be reversed.
Decorations are also culturally dependent.
Feathers may be the height of décor for a
primitive tribe, whilst embroidery using gold
threads may be de riguer for a barbarian king.
Example decorations are fabrics of bright or
rare colours, the attachment of precious sub-
stances, pelts or fur trims, detailed embroi-
dery and pattern woven fabrics.

WEAPONS

Not everyone in a society is expected to
be armed; in fact some cultures expressly for-
bid weapons to those of a particular class or
caste. The most common weapons are usu-
ally simple and inexpensive; spears and axes
for example which can be mass produced
or improvised. Only the higher classes tend
to have ‘prestige’ weapons such as swords
which require significant amounts of time to
manufacture.

Tinker, Tailor,
Soldier, Sailor, Beg-
garman, Thief.

Some of the
varied professions
of RUNEQUEST on
Meeros's streets.
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ANATHAYM'S

SAGA

As a member of the
aristocracy Anathaym
begins the game

with the following:

Four sets of good qual-
ity clothing: a court
dress, day and evening
wear and a _formal
gown. Mostly though,
she opts for a simple,
but well-made, tunic
akin to the kind worn
by Meerish soldiers.

Four weapons, cho-

sen from her father's
armoury: a shortsword,
dagger, spear and shield.
Her sling she makes
herself from a length

of strong leather.

A suit of Meerish
Hoplite armour - again
chosen from her father's
armoury. Although the
protective value is deter-
mined by 1d3+3 roll, the
Games Master declares
that Anathaym is given
a mixture of leather and
bronze with appropriate
Armour Point values.

She also has a horse,
chosen from the family
stables. Anathaym'’s
mount is a chest-

nut gelding named
Arrow, for his speed
and sharp temper.

0
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ARMOUR

Perhaps even more restricted than weap-
onry, few members of the lower classes pos-
sess armour and what they own is usually
hand crafted from fabrics or leather by their
own family. Culture and environment plays a
big part in who is expected to own armour,
for example it would be rare to see common
folk of a city storing armour at home, whereas
it might be ubiquitous amongst a tribe of
horse nomads. Metallic armours tend to be
restricted to the wealthy or those of noble class
and are often passed down as heirlooms. How-
ever, culture and setting might restrict the
type of armour available to upper classes; for
example the sons of a primitive tribal chieftain
might not have access to iron mail hauberks,
but could conceivably possess a type of hoplite
plate carved from the bones or scales of mon-
sters instead.

TRANSPORT

Choose a vessel or mount suited to the
culture or environment the character comes
from. Examples are given based upon the pri-
mary mode of travel: foot, vessel, wheeled or
mount. Some interpretation or leeway may
be required, for instance a freeman from
a nomadic society might be expected to at
least own a mount, or perhaps it is something
loaned to him by the patron or patriarch of his
family.

MAGIC

RUNEQUEST offers several different types
of magic. Whether characters begin play with
access to these arts depends on their cultural
background, starting career and the accessibil-
ity of magic in the setting. More information
on the kinds of magic available, how they dif-
fer, how they work and the spells or abilities
they begin with is given later in the respective
magic chapters. For now, it is necessary only
to know what sort of magic, if any, a character
has learned, rather than a detailed knowledge
of how it works.

FOLK MAGIC

Usually only learned by petty magicians or
common folk in lands where magic is ubiqui-
tous, folk magic has minor effects upon the
world, outshone in comparison to the higher
arts, but can be potent for all that. Folk magic
originates and is connected to the natural
world and the emotions of those within it. The
ability to use folk magic is controlled by the
skill of the same name.

ANIMISM

Animists derive their magic from the sum-
moning and control of spirits and other super-
natural creatures. These beings of the other-
world are negotiated with or enslaved at the
animist’s determination, forming agreements
with allied spirits or binding the less willing
into fetishes for later use. In exchange the ani-
mist must follow strict taboos or fulfil bind-
ing contracts. Animism relies on the skills of
Trance and Binding.

MYSTICISM

Mystics draw their magic from the knowl-
edge of self mastery and understanding. Their
insight into the inner self allows them to
achieve incredible acts of mental and physical
excellence, making them difficult to defeat in
direct confrontation. Whilst their magic does
not extend beyond themselves, they them-
selves become a tool to manipulate the world
about them. Mysticism uses the skill of the
same name in addition to Meditation.

SORCERY

Sorcerers express their magical abilities by
twisting the laws of the world using the invo-
cation of powerful spells. Whilst sorcery is
exceptionally flexible, it can often be unbound
or dismissed by the strength of other magics.
Yet their independence from supernatural
beings means sorcerers never need to rely on
anyone but themselves. Sorcery uses the skills
of Invocation and Shaping.
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BACKGROUND EQUIPMENT TABLE

Class

Exile

Slave

Freeman

Gentile

Aristocracy

Ruling

Clothing Weapons

One set of ragged, One well used weapon of a
probably dirty provenance suitable to the
clothes character’s origin

One or two sets of
clothes of a quality
suitable for the

i None
position and type of
work performed by
the slave
Two sets of
common, 1d2 simple weapons suited
undecorated to the culture. Axes, clubs,

clothes suitable knives, spears, slings and

to the freeman’s the like

occupation

1d6+1 sets of 1d3+1 weapons of higher
clothing, made of status and/or quality.

good quality fabrics ~ Swords, maces, shields,
and a modest level of bows, great weapons and
decoration S0 on

1d6+3 sets of

clothing, made of 1d3+3 weapons of

expensive fabrics expensive quality, decorated
and sporting lots of ~ with precious substances

decoration.

1d6+6 sets of

clothing, made 1d3+6 weapons of exquisite
of rare, priceless craftsmanship, each of
materials and as which are priceless due to
opulent as good heredity or materials

taste allows.

Armour

Roll 1d6-3. If the result is
greater than zero the outworn
armour is worth that many
AP and covers 1d3 locations.
Otherwise no armour is
owned

None

Roll 1d3. This represents
the Armour Points for the
armour the character has.
Armour is available to cover
1d6 locations.

Full set of protection worth
1d2+2 Armour Points

Full set of protection worth
1d2+3 Armour Points

Full set of protection worth
1d2+4 Armour Points

Transport

None

None

Own back, Raft,
Handcart or Beast
of Burden

Hired or Slave
Porter, Boat,
Wagon or Riding
Mount

Palanquin, Ship,
Chariot or Several
Fine Mounts

Expensive
Palanquin with
matched Bearers,
Warship, Exquisite
Carriage or Several
Magnificent
Mounts

o
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‘THEISM

Theists are those who are rewarded with
power from the gods in exchange for loyalty
and service. Their miracles are potent as they
merely channel their gods’ own divine power,
and can be utterly devastating. Yet maintain-
ing the bond requires continual dedication
and constant sacrifices to ensure the deity
remains appeased, or at least aware of their
worshipper. Theism requires the skills of
Devotion and Exhort.

CuLtT
MEMBERSHIP

An optional stage for character develop-
ment is cult or brotherhood membership.
Many cultures of all types initiate their young
adults into a cult or other form of social
organisation as a rite of passage. If the char-
acter joins a cult it is likely one that either
reflects the faith and beliefs of their family or
their choice of career. Cults and brotherhoods
offer access to training and perhaps magic as
well as providing a social, cultural and profes-
sional network that characters will find useful.

Cults and Brotherhoods are covered at
length in their own chapter beginning on
page 279. If Games Masters allow cult mem-
bership at this stage of character creation it
is suggested that no character should have a
rank higher than Common Member.

CHARACTER CREATION COMPLETED

Working through the first three chapters should now have left you with a well-rounded,
competent character with an established culture, career, community and back-story. You have
everything you need to begin play.

Hopefully the character creation process will have also set you thinking about your charac-
ter's life, history and aspirations. What does he want from life? Why is she adventuring? What
are the things driving this character to risk life and limb?

These are not questions that need to be answered immediately. Many answers will suggest
themselves through play, and one of the joys of RUNEQUEST is discovering more about your
character as he or she develops in experience and maturity. However it is always worthwhile
to have some possible answers to these Big Questions in mind, and, when appropriate, discuss
them with the Games Master. This helps the Games Master understand more about the char-
acter you are playing, but also to create opportunities during play to answer the Big Questions
and weave them into the campaign.

- .
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CHARACTER CREATION SUMMARY

{ CHARACTER CONCEPT

= Decide on the kind of character to play. Keep it simple for now. More will come.

2 CHARACTERISTICS

If playing a human, 3d6 for STR, CON, DEX, POW and CHA. 2d6+6 for INT and SIZ. Allocate

results to fit the concept.
Alternatively distribute 80 points amongst the characteristics. Minimum 3 (6 for INT and SIZ), max-

imum 18. Use all the points.

]

]

3 CALCULATE ATTRIBUTES

= Use the characteristics to determine Action Points, Damage Modifier, Experience Modifier, Healing
Rate, Hit Points, Luck Points, Movement and Strike Rank as described in pages 12 to 15.

4 STANDARD SKILLS
= Calculate Standard Skills by adding together the appropriate characteristics.

5 CULTURE

Decide on a Cultural Background: Barbarian, Civlised, Nomadic or Primitive. Allocate 100 points
amongst the listed Standard Skills, the chosen Professional Skills and the Combat Style for the cho-
sen culture. Skills must have a minimum of 5% and cannot receive more than 15%. Customs and

il

Native Tongue gain +40% each.
Decide on Cultural Passions: Loyalty, Love and Hate.
Calculate your character's Starting Money.

il

il

G BACKGROUND

Roll or choose a Background Event from pages 27 to 30.
Rollfor Social Class (or choose according to the campaign), for Parents, Family Standing, Connections.

]

]

7 CAREER

Choose a Career from those available to your character's culture.

Distribute 100 points amongst the career’s listed Standard Skills and whatever Professional Skills
were chosen, Not all of the available skills need to be improved, but no individual skill can receive
more than 15%.

Identify if the career uses magic and consult the appropriate Magic chapter for information on spells

and so forth.
Consider Cult or Brotherhood membership as described in the Cults and Brotherhoods chapter

starting on page 279.

]

]

]

]

8 BONUS SKILL POINTS

= Depends on age, but default characters have 150 points, with a limit of assigning no more than 15
points per skill. Choose one additional Professional skill as a hobby speciality.

9 EQUIPMENT

= Determine Starting Equipment based on Social Class.
= Buy any additional equipment needed using the Starting Money determined as part of culture and
social class. Refer to the Economics and Equipment chapter starting on page 81.

10 FINALLY.
= Don't forget to give your character a name. Look to establish Connections with other characters.
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A full-size, two-page character sheet is provided in the Appendix on page 444-445. A copy of

this sheet can also be downloaded from the Design Mechanism website.

Permission is granted to copy for personal use.
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f characteristics and attributes define
!{ what a character is like, skills define what

he can do. As explored in the previous
chapters, all characters have a diverse set of
skills drawn from their vocation and cultural
backgrounds. This chapter explains how skills
work, and provides greater definition for each
skill used in RUNEQUEST.

Skills are divided into two categories: Stan-
dard and Professional. Every character has the
same set of Standard Skills. Professional Skills
differ between individual characters and
reflect expertise developed within a career
and, to a certain extent, their culture. Despite
these distinctions, Standard and Professional
Skills work in the same way.

This chapter looks, first of all, at the basics
of how skills work. Then the skills, Standard
and Professional, are described. The chapter
then concludes with some additional rules
for how to handle skills in different ways and
under different circumstances.

CHAPTER 4:

SKILLS

HOW SKILLS
WORK

A skill has a base value based on two char-
acteristics; or one characteristic multiplied by
two. There is no upper limit to a skill’s value;
it can exceed 100 and, in the course of play,
characters can expect to see their skills reach
such heights.

Whenever a character is called upon to
resolve some form of test, challenge or pro-
fessional ability 1d100 is rolled and compared
with the skill’s value:

= Equal to, or less than, the skill indicates
a success

= QGreater than the skill’s value indicates a
failure

There are certain special cases concerning
success and failure that should be noted.

= Any roll of 01-05 is always a success
= Any roll of 96-00 is always a failure, irre-
spective of how high the skill’s value

The Mastery Rune signi-
fies control and mastery
over many things. It is
most commonly found
in conjunction with
another rune, such as
Man, Magic and so on,
defining Mastery in or
over a particular area.

3
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CRITICALS AND
FUMBLES

Criticals and Fumbles represent spectacu-
lar successes and failures; those cases where a
character has either excelled in his attempt or
failed miserably and utterly.

= A Critical success is equal to one-tenth
of the skill's value (and this includes
skills that receive a modifier — so modi-
fied skills may have a greater or lesser
chance of a Critical outcome). Round
fractions up when calculating a Critical
success’s range. For example, if a skill
is modified to twice its normal value —
from 40% to 80% say, then its critical
range would be a roll of 08 or less.

= A Fumble is roll of 99 or 00. Skills with
a value of more than 100% fumble only
on a roll of 00.

The precise nature of a Critical or Fumble
result is left to the Games Master to deter-
mine. The consequences could be wondrous
or dire, depending on the circumstances.
However, some examples of Critical and Fum-
ble outcomes for each skill RUNEQUEST uses
are given in the skill descriptions later in this
chapter.

AUTOMATIC SUCCESSES

There will be some occasions where a roll
against a particular skill just isn’t necessary
— either because the task at hand is easily
accomplished, or because, with enough time
and concentration, success is guaranteed.
Riding a horse at a gentle canter across an
open meadow is an example of an Automatic
Success where simply being skilled in the
activity means that straightforward actions
do not require any skill roll to resolve them.
A crafter carving a piece of wood into a chair
leg is another example where a skill roll is not
necessary; it takes time to accomplish, but the
craftsman knows how to do the work and, if
he is not rushing, success is assured. A thief,
undisturbed, with a set of lockpicks, can suc-
cessfully pick the simple lock of a treasure
chest given enough time to do so.

WHEN TO ROLL?

Part of the fun and drama of RUNEQUEST
comes in making a roll against a skill to see
if success or failure is the outcome. It can be
tempting to call for skill rolls for each and
every challenge but, as outlined above, there
are some cases where rolls are not needed.
A list of likely scenarios where skill rolls are
redundant is as follows:

= The activity or task is very routine to the
character

= The character has enough time and all
the tools necessary

= The circumstances and environment do
not impose any stress

= There are no significant consequences
to failure

Skill rolls should be used when they have a
dramatic purpose. For example, although rid-
ing a horse at a gentle canter requires no skill
roll, fleeing at a gallop from pursuing bandits
does. Carving a chair leg may be a routine
task for a carpenter, but carving an exquisite
chair leg, with blunt tools and in only a few
hours, for a demanding sultan who executes
those who do not please him, would need a
skill roll. It is usually obvious when a dramatic
purpose arises and a skill roll is necessary,
but if in doubt, consider the consequences of
failure: are they crucial to the plot? Does the
chance of failure heighten tension and make
for an exciting possibility? Will a failure — or
even superb success — add fun to the game? If
the answer is Yes to any of these, then have the
character make a skill roll.

MODIFYING SKILLS

There are some occasions where a skill roll
is required but the chances of success need to
be adjusted to reflect particular conditions.
Fleeing bandits, for instance, might require
an Athletics roll. But what if the character is
fleeing through darkness or through treacher-
ous undergrowth? In such a case the Games
Master can insist on modifying the skill of the
character to reflect the circumstances.
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RUNEQUEST uses a series of grades to
determine how a skill is modified. These are
as follows:

DirricuLTY GRADE TABLE

Difficulty

Grade Skill Modifier

Automatic No need to roll

Very Easy Double the skill value

Easy Add half again to the skill
value

Standard No adjustment.

Hard Reduce the skill value by
one third

Formidable Reduce the skill value by
half

Herculean Reduce the skill value to
one tenth

Hopeless No attempt can be made

Where a character is already suffering a
penalty from other circumstances the hardest
difficulty grade takes precedence.

RUNEQUEST does not provide a definitive
list of situations and challenges which can
incur skill modifications. What sort of modi-
fication is required for any particular skill or
context is ultimately up to the Games Master
to decide; according to the capabilities of the
characters, his perception of the difficulty of
the situation and the dramatic tension at that
particular moment.

STANDARD SKILLS

Standard skills are common to everyone.
They represent innate abilities and skills that
most people employ on a regular basis from
any walk of life.

ATHLETICS STR+DEX)

Athletics covers a range of physical activi-
ties, including climbing, jumping and run-
ning. If an adventurer is wearing armour,
the distances he can climb, run or jump are
affected by the Armour Penalty. The Move-
ment section on page 106 describes these
effects.

SIMPLIFIED DIFFICULTY
GRADES
Whilst difficulty grades are designed
to scale with character skill, some Games
Masters may find applying penalties results
in the slowing down of their game. As an
alternative the following option is provided:

SIMPLIFIED DIFFICULTY GRADE TABLE

Difficulty

Grade Skill Modifier

Very Easy +40%

Easy +20%

Standard None

Hard -20%

Formidable -40%

Herculean -80%
- r
CLIMBING

With the right surface (hand and foot-
holds), the right equipment (ladders, ropes,
pitons) and enough time, characters can
climb any surface without the need for a roll.
Under normal circumstances, use the follow-
ing guidelines:

= Climbing a rough or rugged surface
(branching trees, scaffolds, piles of rub-
ble and so on): Half the Armour Penalty
(rounded up) is subtracted from the
character’s base Movement (6 metres
per Combat Action for human Adven-
turers). If the result is zero or less, they
are too encumbered by armour to climb.

= Climbing a steep surface (pitched roofs,
steep hills, and so on): The Armour
Penalty is subtracted directly from the
base Movement. If the result is zero or
less, they are too burdened by armour
to climb.

= Climbing a sheer surface (walls, cliff
faces, and so on): Double the Armour
Penalty is subtracted from the base
Movement. As with previous situations,
if the result is zero or less, the character
cannot climb.

= Tests should be made for treacherous
surfaces (such as sheer cliffs or wet sur-
faces) and if a character is distracted,

Y4
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or even attacked, during his ascent or
descent.

A critical success permits the climber to
scale the surface extremely quickly or avoid
any hidden danger involved with the attempt.

A failure merely indicates that the climb
was aborted.

A fumbled Climbing roll results in a fall;
furthermore the character cannot attempt an
Acrobatics roll (if he has that skill) to reduce
falling damage.

JUMPING

A successful Athletics roll allows one to
jump up to twice one’s own height horizon-
tally or up to half one’s own height vertically
(if the character has at least a five metres run-
up available). If the jumper is jumping from
a standing position then these distances are
halved. Any jump of over half a character’s
maximum distance results in him falling
prone on landing.

= If wearing armour reduce the jump dis-
tance in metres by half the Armour Pen-
alty to a minimum of one normal step.

= For every full 20% a character has in
Athletics, he can add an extra metre to
a horizontal jump, or 20cm to a vertical
one, if he has space to perform a run up.

On a critical success the character adds
a further metre to his total distance, and
remains upright on landing.

A fumbled roll indicates the character
has landed awkwardly. He must immediately
make an Endurance roll. If the Endurance roll
is a success 1 point of damage is sustained to
one leg. If the Endurance test fails, then 1d4
points of damage is inflicted instead.

RUNNING
A higher Athletics skill allows a character
to run at a higher speed over short or long
distances.
= For every full 25% a character has in
Athletics, he can add an extra metre
to his base Movement when sprinting,
or half that when running over longer
distances. In certain situations where
spbace may be limited, such as Charging

within a melee, the character can decide
not to apply this bonus and remain at
his base racial or species movement.

On a critical success the character adds a
further metre to his Movement rate.

A failure causes the runner to increase a
level of fatigue.

A fumbled roll indicates the character has
pulled a muscle or torn a ligament and must
cease running. He must immediately make an
Endurance roll. If the Endurance roll is a suc-
cess 1 point of damage is sustained to one leg.
If the Endurance test fails, then 1d4 points of
damage is inflicted instead.

THROWING
Athletics can also be used for hurling
large, unwieldy objects over distance or toss-
ing smaller items with accuracy. Throwing
is restricted for sports or improvised missile
weapons - everything from small stones to
bar stools. Weapons which are thrown using
a specific technique to ensure it strikes point
or blade first (rather than just achieving dis-
tance), such as javelins, axes or knives, use
their Combat Style instead.
= A thrown object has a maximum range
of one metre for every point the charac-
ter’s STR exceeds the object’s SIZ.

BOATING STR+CON)

The Boating skill covers the operation
of small floating craft on rivers, lakes and
close inshore. Appropriate vessels are gener-
ally boats, canoes or rafts which travel short
distances and are unsuited to the rigours of
the open sea. Most are propelled using oars,
paddles, punts or simple sails; or can even be
towed by animals. Ships with large crews or
designed for long, overseas journeys are cov-
ered under the Seamanship professional skill.

The skill measures a character’s compe-
tence in propelling a boat in the right direc-
tion and dealing with adverse conditions.
With no distractions and optimal conditions
a Boating roll is unnecessary, although lesser
skilled characters may take longer to get
where they need to as they manage the boat’s
handling.
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A critical Boating success increases the
vessel’s Movement rate by one tenth.

A failed Boating roll implies the boat’s
movement rate is halved or it failed to reach
its intended destination; for instance navi-
gating to an isolated rock positioned above a
waterfall.

A fumbled Boating roll indicates losing an
oar, taking on water or some other serious
inconvenience. If the weather is bad or the
water violent, then a fumble causes the boat
to capsize.

BRAWN (STR+S12)

Brawn is the efficient application of tech-
nique when applying raw physical force. The
skill covers acts of applied might, including
lifting, breaking and contests of strength.

LIFTING

A character can lift and carry up to their
STR in SIZ up off the ground, or drag double
this amount, without needing a Brawn roll.
As a mass equivalent, 1 point of SIZ equals,
roughly, 5 kilograms. For every full 10% he
possesses in the skill the character may add
an extra point of SIZ or 5kg to his total.

For SIZ or mass above this the character
needs to succeed in a Brawn roll. The maxi-
mum weight a character can briefly lift is
equal to twice their STR, plus whatever bonus
they gain from their skill.

Failing the Brawn roll may result in injury;
the character must make a successful Endur-
ance roll or suffer 1d3 points of damage to a
random location below the head.

Fumbling the Brawn roll automatically
results in injury.

Note that the size and shape of an object
might make it impossible to lift, even if it is
within the character’s weight capacity.

BREAKING

A character can use Brawn to break objects
with their bare hands — such as shoulder
barging a wooden door. Take the character’s
maximum lifting capacity in SIZ and apply
that value to the Damage Modifier table on
page 13 to determine how much damage can
be inflicted with each Brawn attempt, remem-
bering that failed rolls may result in injury.

CONTESTS OF STRENGTH

Brawn rolls can also be used in opposed
tests for breaking free from the grip of others,
arm wrestling and tugs of war. Such events
are handled as a simple opposed roll. How-
ever, there comes a point where technique
cannot overcome superior size and strength.
In a contest, if a character’s Damage Modi-
fier is smaller than his opponents, his Brawn
roll suffers a penalty; a difference of one step
raises the difficulty to Hard, whilst two steps
increases it to Formidable, and so on. Natu-
rally the penalty is suffered by his opponent if
the character is the stronger.

CONCEAL (DEX+POW)

Conceal is the counterpoint to Stealth,
being the concealment of large objects rather
than the character themselves. For instance
conceal could be used to hide a chariot behind
some rocks, or sweep away the wheel ruts of
the chariot so its path cannot be tracked. The
skill is versatile in application, anything from
hiding a scroll in a library to disguising the
presence of a trap or secret passage.

A critical success using Conceal indicates
that the object has been hidden so cunningly
that rolls attempting to discover it are one dif-
ficulty grade harder.

A failed Conceal roll means that the
object will automatically be found if actively
searched for.

A fumbled Conceal roll indicates that
the attempt backfires spectacularly with the
object falling, rolling, blowing out of its hid-
ing place so blatantly (or otherwise revealed
in an appropriate manner) that it draws the
attention of everyone nearby.

CUSTOMS (INT x2)

Customs represents the character’s knowl-
edge of his own community; its social codes,
rites, rituals, taboos and so on. The skill is
used when it is essential to accurately inter-
pret or perform any socially important cus-
tom or to behave in a particular way.

A critical success with Customs indicates
that the character has acted in an exemplary
fashion or perceived a very subtle social
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nuance that will be of immediate or later
value.

A failed Customsroll results in wry humour
or minor irritation. A fumbled Customs roll
indicates that the character has badly failed
to observe his community’s customs and may
have even given offence — whether intentional
or not.

The ramifications of a fumbled roll depend
very much on the nature of the culture or com-
munity and may thus have very different out-
comes, ranging from harsh rebuke, through
ostracism, exile or even violent punishment.

DANCE (DEX+CHA)

Just about every culture uses dance in
some way — either as recreation or as part of
important rituals. It might be a court dance,
a war dance, or a simple set of movements
accompanying a prayer or ceremonial chant.
The Dance skill measures a character’s abil-
ity to move rhythmically and accurately (to a
reasonable degree) when called upon to do so.

A critical success results in a dance that is
expressive, fluid and perhaps deeply affecting
for those who witness it. The dance is as per-
suasive as any Influence roll and can be used
as such in situations resting on communica-
tion and personal credibility. Alternatively
any subsequent Influence test is given a bonus
equal to the critical score of the Dance skill.
Of course, a critical Dance roll may very well
result in tumultuous applause and tokens of
admiration and appreciation.

A failed Dance roll signifies a lacklustre
performance.

A fumbled Dance is clumsy to both the
dancer and those who watch it. The dancer
trips or stumbles. Passion is lost, the execu-
tion is weak and the dance fails to convey
what it is meant to. Any skills resting on com-
munication and personal credibility will suf-
fer a penalty at the discretion of the Games
Master.

DECEIT INT+CHA)

Deceit covers all instances where a char-
acter attempts to mask the truth and offer
a deceit of some kind; barefaced lying, mis-
leading a guard or even bluffing (or cheating)

during a card game. The skill also cov-
ers instances where hiding true emotions
or motives is necessary (feigning pleasure
when one is bitterly disappointed perhaps,
or attempting to seem welcoming and open
when the opposite is true). Deceit forms a
counterpart to the Insight skill and can be
used to oppose Insight rolls when others are
attempting to discern either truth or motive.

On a critical success the character has
pulled off the deceit convincingly to the point
where the truth will not be questioned in the
future by those who are subject to the decep-
tion — unless something happens to expose
the truth.

A failed Deceit roll indicates that the
character lacked conviction or believability,
prompting further investigation.

A fumbled Deceit roll represents a miser-
able failure to deceive — one so transparent
that others may have difficulty believing the
character at a future time.

DRIVE (DEX+POW)

Drive covers the control of wheeled or
drawn vehicles, whether by one or more
beasts of burden or more esoteric means: such
as carts, carriages, chariots or sleds. Drive
rolls are needed when a character wants to do
something out of the ordinary with a vehicle
— traverse treacherous terrain, jump obstacles
and so on. A roll is also necessary if the vehi-
cle being driven is drawn by different beasts
than the driver is used to (horses instead of
oxen, for example) or there are more or fewer
beasts teamed together to pull the vehicle (a
four-horse wagon when the character is used
to a two-horse team). In cases where either
the beasts or their number are radically unfa-
miliar, a tiger drawn chariot for example, then
the roll should be made more difficult.

Where two or more vehicles are contesting
with each other, perhaps to overtake or force
another off the road, the drivers should deter-
mine the result with an opposed Drive test.

A critical Drive roll either increases the
vehicle’s Movement rate by one tenth or per-
mits the driver to perform some feat of skilful
or flamboyant driving.
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A failed Drive roll halves the vehicle’s
Movement.

A fumbled Drive roll indicates either that
the vehicle has broken down in some manner
(wheel comes off or the harness breaks for
example), or if the vehicle is engaged in a high
speed or dangerous manoeuvre, it becomes
unstable and overturns. An overturning
vehicle requires all occupants to make a suc-
cessful Acrobatics or Evade roll to leap clear
of the wreckage, or sustain an amount of fall-
ing damage commensurate with its speed (see
page 118).

ENDURANCE (CON x2)

Endurance is a character’s capacity to
endure physical stress, pain and fatigue. It
measures the body’s ability to deal with poten-
tially damaging or debilitating conditions and
is a general gauge of resilience, stamina and
metabolism. Endurance, like its counterpart
Willpower, is used in any number of ways, but
most specifically to resist the possible effects
of injuries, including harmful poisons and
disease.

In most cases Endurance is used in
Opposed Tests but there are some circum-
stances where it is used as a standard skill roll.

A critical Endurance roll usually indicates
that the character has managed to shrugoft
the worst possible assault on his body. In the
case of injury he is often able to act when
ordinarily he might be incapacitated.

A failed Endurance roll results in the char-
acter succumbing to whatever stress or injury
it has been put under. A Fumbled roll means
that the character is overwhelmed by the cir-
cumstances and becomes incapacitated. In
the case of disease or poison he automatically
fails any further resistance rolls against it.

EVADE (DEX x2)

Evade is used to escape from observed,
impending danger and can be used against
ranged weapons (by diving for cover, for exam-
ple), avoiding traps, changing the engagement
distance in combat, and generally getting out
of the way of a potential physical hazard. It

Meerish Warriors are
famed charioteers.
Chariot races are a
popular fixture across
Meeros. Anathaym's
skill behind the reins
does not, unfor-
tunately, match

her enthusiasm.
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ANATHAYM'S

SAGA

Anathaym, investigating
a ruined temple, comes
across a sarcophagus in
the catacombs. She tries
to open it and triggers
the centuries-old dart
trap set by the sarcopha-
gus’s designer. The trap-
setter’s skill at the time
was 65%; Anathaym’s
Evade is 57% which she
must pit against the
trap in an opposed roll.
Amathaym scores 45
and the Games Master
rolls 31. Both are suc-
cessful but Anathaym
wins the contest with
the higher roll. The trap
is sprung as Anathaym
lifts the sarcophagus lid,
shooting a hail of darts
towards her face; but
Anathaym ducks deftly
to one side and, fortu-
nately for her, the darts
strike the wall behind.
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can also be used as a resistance roll for certain
types of magic.

Usually Evade will be opposed by another
roll, but it may also be a standard roll in its
own right. Trying to negate damage by leap-

OPTIONAL RULE -
LIMITS TO ENDURANCE
AND WILLPOWER

There are limits to mental and physi-
cal endurance; barriers beyond which the
mind and body cannot be pushed and sur-
render becomes inevitable. Games Masters
may wish to rule in their campaign that
Endurance cannot exceed CON x5, and
Willpower cannot exceed POW x5. The
starting values for each skill are both cal-
culated as normal, but have a defined limit.

- 4

ing clear of a crashing vehicle, as mentioned

in the Drive skill, is an example of a standard
Evade roll. The typical circumstances for
opposed rolls are as follows:

AVOIDING MISSILES
Evade is opposed by the Combat Style of
the attacker.

THWARTING A TRAP

Evade is opposed either by the trap’s
Potency or its original designer’s skill rating at
the time the trap was made or set.

EVADING A HARMFUL SPELL
Opposed by the spell caster’s score in the
casting skill.

MANOEUVERING IN COMBAT
Opposed by the attacker’s Evade skill.

Again, like Endurance, Evade is most often
used in Opposed Tests. When used as a stan-
dard test, a critical Evade roll ensures that
the evader retains some form of advantage or
composure afterwards, such as avoiding all
damage or slipping completely clear of fur-
ther danger.

A failed roll usually means the charac-
ter suffers whatever misfortune they were
attempting to avoid.

If the Evade roll is fumbled, then the char-
acter has left himself wide open to the hazard,
for instance sustaining maximum damage
from a trap or ending up prone and vulner-
able to a follow up event.

The effects of criticals and fumbles dur-
ing combat is a special case (see the rules for
Evading in the Combat chapter, page 151).

FIRST AID (DEX+INT)

The skill of First Aid measures a character’s
ability to treat minor injuries and stabilise
more severe ones. First Aid may be applied
only once per specific injury. Thus a character
that is slashed twice in the leg may have each
wound treated separately. If suffering some
form of bodily harm which simultaneously
affected several body areas at once, such as
being burned by Dragon Breath, then a First
Aid attempt is permitted for each individual
location.

A character can self-administer First Aid,
although depending on the circumstances
(such as the location of the wound, its degree
of severity and so forth) the roll may be sub-
ject to a greater degree of difficulty.

Applying First Aid takes 1d3 minutes. Nei-
ther party can do anything else during the
treatment. When tending life threatening
trauma, the patient is temporarily stabilised
until the result of the application is known.
An injury that has had a previous form of
First Aid applied cannot benefit from First
Aid again, whether successful or not, until it
has fully healed.

First Aid relies on having appropriate
equipment — bandages, at the very least —
available for the treatment. These can be
improvised (a torn cloak to make a bandage
or sling, for example) if necessary.

A critical First Aid improves the result of
the treatment. On a Minor Injury it recovers
1d6 Hit Points, on a Serious Injury it recov-
ers 1d3 Hit Points and on a Major Injury it
restores partial functionality (if possible) and
permits it to heal naturally.

A fumbled First Aid attempt causes more
harm than good: the injured location suffers a
further 1 point of damage, potentially increas-
ing the severity of the injury.
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FIrRsT AID ACTIONS

Injury Successful Treatment

Asphyxiated The victim begins breathing again.
Bleeding The blood flow is staunched.
Impaled

victim.

The impaling item is removed without causing further damage to the

Unconsciousness  As long as the unconsciousness is not the result of poisons or narcotics

then the injured party is restored to awareness.

Minor Injury
Serious Injury
heal naturally.

Major Injury

Treatment restores 1d3 hit points to the injury.

Treatment restores the location to partial functionality, permitting it to

A successful First Aid roll on a location suffering from a Major Injury

does not return any Hit Points, nor restore functionality; but it does

stabilize the area and prevent immediate death resulting from the

damage. More skilled healing is required to treat Major Injuries.

INFLUENCE (CHA x2)

This is a measurement of a character’s
ability to persuade others, through personal
charisma, into a desired way of behaving. It
is used in a wide variety of situations; from
changing someone’s mind, through to bribing
an official or guard.

Influence rolls are typically opposed by the
Perception, Willpower or another Influence
skill, depending on the circumstances and are
modified by how much a character is trying to
influence behaviour. Attempting to persuade
a close friend to loan you their horse may be
relatively easy. Getting a usually incorruptible
bureaucrat to accept a bribe is more difficult.

An Influence critical success indicates that
the character has been incredibly persuasive,
so much so that not only is the character suc-
cessful in what he is trying to attain but his
next Influence test with the same person, no
matter when it takes place, is one grade easier
than the circumstances would normally dic-
tate (A Standard roll becomes an Easy roll, for
example, or a Hard roll becomes a Standard
one).

A failure merely means that the persuasion
was refused, with no subsequent issues.

On a fumble not only does the Influence
roll fail; it also insults or offends the per-
son being influenced. The specific reaction
depends on the individual and the situation.
It also means that further Influence attempts

with this individual become one difficulty
grade harder.

INSIGHT (INT+POW)

Insight is the ability to read or intuitively
define another’s verbal and non-verbal behav-
iour (such as body language or the manner of
speech) to establish their motives and state of
mind. Insight is used to determine if some-
one is telling a lie (and it can be opposed by
the other person’s Deceit skill), or to predict
how someone feels about a particular situa-
tion. Insight can equally be applied to particu-
lar situations as well as other people: is that
tavern a haven for trouble? Could the bandits
be planning an ambush in the nearby hills?

On a critical success the Insightful char-
acter gains an in-depth understanding of
the other person’s current motives, thoughts
and feelings. Using either Deceit or Influ-
ence against that person in a subsequent roll
is one grade easier than circumstances would
dictate (Easy rather than Standard; Standard
rather than Hard, for example).

A failure simply means the character can-
not discern anything specific at that time.
On a fumble, the character completely mis-
judges the person’s motives and actions. The
Games Master should offer the character a
series of private, deliberately misleading hints
regarding the person’s motivations and likely
actions. It also makes consequent Deceit and
Influence rolls one difficulty grade harder.
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LOCALE (INT x2

Locale measures a character’s understand-
ing of local flora, fauna, terrain and weather
in the area where he has spent the majority
of his life, usually within his community. The
character knows the common plants, trees
and animals, their properties and behaviour:
where the best fish can be found; the move-
ments of game creatures; where to find shel-
ter; the likely weather for the season and the
most common regional dangers. In neigh-
bouring, yet unfamiliar locations Locale
should be made one or more grades harder.

A critical success guarantees the character
finds what he is looking for in abundance or
knows precisely what something is. Subse-
quent skill rolls related to the subject of that
Locale roll (Survival, for instance, or Track)
become one grade easier.

A failure implies too little evidence to
unambiguously identify or predict, or that
whatever is being searched for cannot be
found.

A fumble means the information needed
is not just unobtainable but utterly misun-
derstood. Subsequent skill rolls dependent on
that use of Locale become one grade harder.

NATIVE TONGUE
(INT+CHA)

Native Tongue is the ability to speak one’s
own language, the one learned whilst growing
up in one’s home culture. It measures articu-
lation, eloquence and the depth of the speak-
er’s vocabulary.

Unlike other skills, Native Tongue is not
rolled against directly. Instead it is treated as
a static representation of overall fluency, lim-
iting the level of conversational interaction.
This is described in more detail under the
Language skill on page 71, but starting char-
acters usually begin play fully fluent in their
mother tongue.

The skill can be used in two ways. Firstly
it can help to understand dialects of neigh-
bouring peoples which share a common lin-
guistic basis or origin. In such cases the skill
is treated at least one grade harder, potentially
affecting the character’s fluency. Secondly, it

can be used as a cap on verbal skills which
require a good grasp of language. See Capping
Skills on page 77.

PERCEPTION
INT+POW)

Perception is used for both passive obser-
vation and focussed detection; whether hunt-
ing for something specific, a general scan
of an area or simple awareness of their sur-
roundings. Specific conditions — darkness, for
example — may affect the difficulty grade of
the skill roll depending on the primary senses
being utilised. Strong scents might make an
olfactory Perception roll Easy rather than
Standard, whereas trying to eavesdrop on a
conversation in a crowded and noisy tavern
would make the roll Hard.

A critical Perception roll reveals things
that otherwise would not have been detected
in addition to that which the roll was being
used for.

Failure indicates nothing in particular was
discerned.

Fumbling a Perception roll means that
even the most blatantly obvious things are
overlooked or misconstrued, potentially
increasing the difficulty of subsequent skill
checks. For instance, a fumbled Perception
roll when trying to spot a trap might make
an Evade roll Hard or even Formidable rather
than Standard.

RIDE DEX+POW)

Ride covers the ability to control and
remain mounted on those creatures that are
trained to be ridden. The skill can be applied
to a diverse range of beasts, everything from
mules to elephants; even flying or swimming
creatures such as giant eagles or dolphins.

Riding an unfamiliar species is always one
difficulty grade harder; whilst riding a spe-
cies of a different medium (a horseman riding
a dragon, for example) is two grades harder.
Wild, untamed creatures cannot be ridden in
a constructive manner until they have been
broken and trained to be riding beasts.

A critical Ride result allows the rider to
perform a feat of flamboyant riding (such as a
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jump or wingover) or temporarily increase his
mount’s Movement by one tenth.

A failure causes the mount to drop a level
of fatigue.

A fumbled roll means that an accident
occurs; either to the rider (who might fall
off) or the mount whom suffers some form of
injury, going lame or breaking one of its limbs

for example.

SING POW+CHA)

Carryinga tuneis covered by Sing, anything
from monotonous chants through to complex
arias. Singing is an inherent part of most cul-
tures, a prime source of entertainment and
perhaps used in its rituals. Important songs
might be used for courting, inspiring soldiers
before battle, or simply recounting a histori-
cal deed. The skill reflects the user’s ability to
maintain rhythm, keep in key and remember
the correct words.

A critical Sing success can have one of sev-
eral effects. If singing to earn money, increase
by half again the amount earned due to the
audience’s appreciation of the performance.
If being used to impress someone, a follow-
up Influence or similar skill become one dif-
ficulty grade easier to make.

A failed Sing roll signifies a bland perfor-
mance. If fumbled, then the song was off-key,
out of tune, and poorly received. Halve the
earnings and any attempts to influence or
deceive afterwards become one grade harder.

STEALTH DEX+INT)

Hiding out of plain sight, or moving with
minimal sound are covered by the Stealth
skill. Cover and conditions, such as darkness
or loud background noise, improve the grade
of the skill according to specifics of the envi-
ronment. Similarly adverse conditions, such
as a lack of cover or a quiet night will decrease
the skill’s grade. Circumstances also affect the
difficulty of the attempt. For instance, a war-
rior wearing heavy armour can easily conceal
themselves behind a wall providing they stand
still or move very slowly, whereas moving
quickly might cause their armour to jingle.

A critical roll means that any subsequent
attempts to use skills to locate the character;

follow him, observe him and so forth are one
grade harder.

A failure indicates that they are blatantly
obvious, providing someone is bothering to
locate them.

On a fumble the Stealth attempt has back-
fired and signals the character’s presence
rather than disguises it, or causes them to suf-
fer some accident or misfortune; such as hid-

ing on a window ledge then being knocked off

when someone opens the shutter to investi-
gate the strange noise.

SWIM STR+CON)

Without development the ability to swim
is limited to being able to thrash around and
keep one’s head above the water for a short
time. Higher Swim percentages indicate being
able to negotiate deeper and stronger waters,

Two failed Perception
rolls, plus one Critical
Stealth roll = Trouble.
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with less risk of drowning. Making a Swim roll
therefore depends entirely on the conditions.
Rough seas, strong currents, white water and
rip-tides all reduce the grade of the skill no
matter what the character’s affinity for water
might be. Under normal conditions a charac-
ter’s maximum swimming speed per round
is equal to their base Movement rate, plus an
extra metre for every full 20% they possess in
Swim.

A critical Swim roll allows the character to
add a further metre to his Movement rate.

Failing a Swim roll has no immediate con-
sequences, save that the character gains a
level of Fatigue.

If a Swim roll is fumbled then controlled
movement ceases as the swimmer begins suf-
fering cramps or is overwhelmed by turbulent
conditions; future Swim rolls become one
grade more difficult. From that moment on, all
the swimmer can do is try to keep their head
above water until help arrives or they become
exhausted, at which point they’ll likely start
to drown. See the rules for Asphyxiation on
page 108.

UNARMED (STR+DEX)

Unarmed is a universal Combat Style com-
mon to all characters, measuring the ability
to defend oneself without the aid of weapons.
The Unarmed skill covers the brawling and
wrestling techniques known by that culture.
However there are, of course, specific styles
that enhance the ability to fight without weap-
ons, offering advantages to those who learn
them as a separate Combat Style.

As Unarmed is a Combat Style its critical
and fumble effects are covered by the rules for
combat, as detailed in the Combat chapter.

WILLPOWER (POW x2)

Willpower is a measure of a character’s
ability to concentrate, channel his force of will
in a particular direction, or harden his psyche
to possible mental shock. It is also a measure
of personal resolve. The skill is used in all
manner of situations where mental resilience
is required, and this includes resisting magic.
Although not a measure of sanity it can be
used to endure traumatic events that would

shake even the sanest, stable mind. Willpower
is the mental counterpart to Endurance.

Again, like Endurance and Evade, Will-
power is most often used in Opposed Tests.
When used as a standard test, a critical Will-
power roll indicates that the character has
hardened his mind and spirit to the extent
that no further attempts to influence him,
or shake his resolve, will work. In the case of
resisting magic, a critical success means that
no further mentally afflicting spells cast by the
opponent have any effect on the character for
the remainder of that encounter.

The effects of failing a Willpower roll
depend on the situation and circumstances
— usually temporary capitulation to whatever
is being done to him. A fumbled Willpower
roll means that the character is utterly over-
whelmed. His will is broken and he has no
means of resisting whatever it is that assails
him mentally or spiritually. In the case of
resisting shock or spells a fumbled Willpower
roll means that the psychological effect of the
spell becomes permanent until healed.

PROFESSIONAL
SKILLS

Professional Skills differ between charac-
ters and represent more specialised forms of
training and experience. Some Professional
skills are gathered through cultural back-
ground and a character’s career, as the name
suggests. Although they differ between char-
acters they work in the same way as Standard
Skills.

Certain magical skills are also classed as
Professional Skills: Invocation and Shaping
are the two skills associated with Sorcery
for example. These are only briefly described
here. For more details see the relevant magi-
cal chapter.

ACTING (CHA x2)

Acting governs the art of being able to
impersonate and convey a completely dif-
ferent character, whether in a staged per-
formance or in a social situation. The actor
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portrays a personality and mannerisms dif-
ferent to his own in a convincing manner.
Coupled with the Disguise and Deceit skills,
this is a powerful way of becoming someone
else entirely. An Acting roll is needed when it
is essential to perform convincingly: on stage,
for example, or attempting to pass oneself off
as another person.

A critical success is thoroughly convinc-
ing. In a performance context it guarantees a
standing ovation or similar. In a social context
then the actor is the character he portrays. It
also means that any subsequent skill roll, such
as Deceit, Influence or similar, is one difficulty
grade easier (Easy rather than Standard, for
example).

Failed rolls signifyalacklustre performance.

Fumbling an Acting roll means the perfor-
mance convinces no-one and is so bad that
even the most unperceptive will see through
the act, or perhaps worse, laugh and jeer.

ACROBATICS
STR+DEX)

Acrobatics covers acts of balance, gymnas-
tics, juggling and tumbling. The skill can be
used in its own right as a way to impress an
audience, but also to help mitigate damage
from falls. With a successful roll a charac-
ter can move at full speed and sure-footedly
across an unstable or narrow surface. If try-
ing to mitigate damage from an unexpected
fall a successful Acrobatics roll halves any
damage sustained.

Acrobatics can be substituted for Evade if
the situation warrants it. The benefit of this
is that the character automatically regains his
footing rather than being rendered prone.

A critical success doubles the movement
rate when balancing or negotiating an unsta-
ble surface. If falling, a critical success reduces
damage to a quarter.

Failing an Acrobatics roll results in an
unimpressed audience, or the premature
aborting of whatever trick or tumble was
attempted.

A fumbled Acrobatics roll means that bal-
ance and agility has been completelylost, caus-
ing the character to either fall off whatever he

was balancing upon, drop a juggled object in
a spectacularly bad way, or injure themselves
performing an acrobatic tumble — suffering
1d4 points of damage to a random location.

ART POW+CHA)

There are many specific art forms. Painting
to Poetry; Literature to Sculpture. A charac-
ter chooses an Art specialisation when taking
this skill. Subsequent Art forms are advanced
in separately. A roll is made whenever a char-
acter must impress or convince through his
artistic medium.

A critical success indicates that artist cre-
ates something of stunning quality, elegance
or beauty — worth half the standard value
again of like products. Any subsequent skill
rolls made to influence whomever commis-
sioned the work, or those that simply admire
it, become temporarily one grade easier.

Failing the roll creates something insipid,
which neither impresses or sells for more than
the materials used to create it.

A fumbled Art roll renders an artistic
disaster. The effects of such a terrible situ-
ation need to be determined by the Games
Master but, at the very least, represent a com-
plete waste of time, materials and talent that,
if viewed publicly, could influence reputation.

BINDING POW+CHA)

Binding is a magical skill used by animists
to exert their will over spirits and creatures of
the otherworld. It is used to bind spirits into
fetishes and control their actions once bound.
Additionally, it can be used to summon and
coerce a known spirit to perform a deed for
a mutually acceptable service, forging a con-
tract between them.

Moreover the skill is used when engag-
ing in Spirit Combat and also measures the
authority an animist has within a spirit cult.
For further details see page 200 of the Ani-
mism chapter.

Binding is not limited to animists. The skill
can be learned by other magical practitioners
and used in the binding of supernatural enti-
ties such as elementals and demons.
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The merchant's
Commerce skill is high
enough to raise his ask-
ing price. Anathaym'’s
Courtesy is just enough
to keep from telling him
where to shove it...
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BUREAUCRACY (INT x2

Understanding administrative procedures,
records and unspoken conventions are cov-

ered by the Bureaucracy skill. It is used to
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interact with officials or discover pertinent
civic information. Depending on the sophis-
tication of their culture, bureaucrats need not
necessarily be literate. However their Bureau-
cracy skill cannot exceed the score of the Lan-
guage or Literacy skill in which they work.
Whenever red-tape or administrative land-
scapes need to be navigated, a Bureaucracy
roll is necessary.

Critically succeeding in Bureaucracy
lends a deep insight into the procedures and
formalities of whatever it is the character is
attempting to accomplish, achieving it in half

the usual time. It also means any subsequent

skills replying on the Bureaucracy roll are
one grade easier (Influence, for example, or
Deceit).

A failure results in becoming stonewalled
or relevant documents misplaced, the user’s
inability to follow customary procedure
resulting in subsequent skills relevant to the
situation becoming one grade harder.

If the roll is fumbled then access is forbid-
den or the character alienates a key personage
— so that their enquiry or request will never
be satisfied.

COMMERCE (INT+CHA)

Commerce is used to evaluate the worth
of goods and commodities and to trade them
for the best possible price. It is also used to
understand the intricacies of business trans-
actions in addition to securing a profit. A fur-
ther use is in finding the best way to dispose
of stolen and illicit goods — again for the best
possible price. Commerce is obviously used
when trading and it can be opposed by either
an opponent’s Commerce skill or Willpower,
reflecting the opposing side’s attempts to fur-
ther the deal in their favour. It is also used to
judge the market value of goods, gaining an
idea of price and where it will be best traded.

In transactions where rolls are not
opposed, a critical success allows the charac-
ter to secure the commodity or service at half
its usual price, or sell it for double.

Failing the roll indicates that the commod-
ity or service is secured at twice the price, or
sold for only half the value.

A fumble means the character has insulted
the purchaser or seller to such a degree that
the transaction is lost. Alternatively it may
indicate that they are cheated instead, ending
up paying for something worthless or unwit-
tingly selling something of potentially great
value at a fraction of its cost.

Also see the section on Haggling, page 84.

COURTESY (INT+CHA)

This skill covers understanding how to act
appropriately in a social or formal situation:
modes of address, rituals and conventions of
behaviour and so forth. It includes everything
from who to bow to and when, to how low;
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from when to use a particular title to when it
is appropriate to act informally.

Critically succeeding in a Courtesy roll
makes any subsequent skill roll relevant to
that situation one difficulty grade easier.

Failing a Courtesy roll means the user has
not impressed the company with his attitude
or manners; making any subsequent skill rolls
a grade harder.

A fumbled Courtesy roll creates severe
embarrassment and humiliation and, at
worst, gives insult that, depending on the cir-
cumstances, could have a dire outcome. No
further social intercourse is possible after a
fumble.

CRAFT DEX+INT)

Each Craft is a specialised form and there
are as many crafts as there are professions for
them. Like Art, Craft is used to create the sub-
ject item. How long it takes depends entirely
on the nature of the product: weaving a rug
takes longer than throwing a pot, for instance,
but time is not necessarily the most important
factor: it is the skill of the crafter, the quality
of the resources and attention to detail.

A critical success creates an item of supe-
rior quality, in terms of durability, utility or
beauty.

A failed Craft roll indicates a sub-standard
result undermining its robustness, function
or aesthetics.

A fumbled roll creates an item that is func-
tionally useless and valueless. Alternatively
an accident occurs during the crafting pro-
cess, causing damage to property, stock or the
crafter themselves; a pottery kiln collapsing
or a smith striking his hand with a hammer
for example.

CULTURE (INT x2

Culture is the more specific form of the
Standard Skill of Customs, relating instead to
societies foreign to the character’s own. Each
Culture skill must be given a particular nation
or society to which it applies. Mechanically it
works in the same way as the Customs skill.

DEVOTION POW+CHA)

Devotion is a magical skill which reflects
the commitment of priests and their ilk to
the service of a deity or pantheon of gods. It
not only measures the depth of devotion to a
deity, but also governs the magnitude of any
theistic miracles called upon by the theist and
the recovery of these blessings at an appropri-
ate holy place.

Additionally the skill can indicate the
standing of a theist within a religious cult.
For further details see page 258 of the Theism
chapter.

In some settings Devotion is not limited
to professional priests. It may be adopted by
those who simply wish to show respect to the
gods even if they do not actively practice The-
ism, or indeed if the gods exist at all!

DISGUISE INT+CHA)

Effecting a convincing disguise, using
appropriate materials (costumes, cosmetics,
wigs or hairpieces), is covered by the Disguise
skill. Creating the disguise requires time and
attention to detail, as well as access to the
right materials to make it convincing. If some,
or all, of these elements are not present then
the Disguise roll’s difficulty grade is made one
or more steps harder.

Disguise can be augmented with Acting to
enhance the overall effect of a deception (vice
versa when performing) and so the two skills
are complementary.

A critical Disguise roll results in a com-
pletely convincing masquerade so potent that
even their own mother or a lifelong enemy
probably wouldn’t recognise them.

Failing a disguise roll results in such a mea-
gre attempt it permits passive onlookers the
chance to see through it.

A fumbled Disguise roll either produces a
disguise so crass that it instantly penetrated;
or one which fails at a spectacularly inoppor-
tune moment. No amount of great acting can
salvage the illusion when a false nose peels
away or a poorly fitted costume rips off.

69



/70

RUNEQUEST Ill CHAPTER 4: SKILLS

ENGINEERING (INT x2)

The design and building of large-scale
structures, from houses to bridges, gates to
siege engines, is in the remit of the Engineer-
ing skill. Rolls are necessary when planning
large scale projects to ensure correct con-
struction, but are also made when an engi-
neer wants to assess a structure’s integrity
for whatever reason (state of repair or weak
spots, for example).

A critical success highlights any unnotice-
able major flaws or problems with the item
under study. It also makes subsequent rolls
dependent on the structure one grade easier.
Alternately it may allow a tougher, more resil-
ient construction to be built (a tenth more Hit
Points or Armour Points).

Failing an Engineering roll results in a con-
struction which is sub-standard (a tenth fewer
Hit Points or Armour Points) or an inability to
determine any structural information.

A fumble actively introduces a major
flaw into a project or disastrously assesses
the condition of an item, providing incor-
rect and misleading information. Subsequent
rolls dependent on the Engineering check are
made one grade harder.

EXHORT (INT+CHA)

Exhort is the magical skill used to call upon
and channel the power of the gods. It includes
knowledge of the history, myths, rituals, prac-
tices, prayers and powers of the god or pan-
theon and is essential to Theistic magic, being
used to manifest divine miracles. For further
details see page 258 of the Theism chapter.

FOLK MAGIC
POW+CHA)

Minor, petty magics are cast using this
skill. It represents the character’s knowledge
of charms, cantrips or blessings and how
competent the user is when casting them. For
further details see page 184 of the Folk Magic
chapter.

GAMBLING (INT+POW)

The Gambling skill measures a character’s
competence in games of chance and especially
where money is staked on the outcome. It is
used to assess the odds of success or failure or
spot when someone is cheating. The skill can
be used in an opposed or unopposed man-
ner, depending on the situation. Spending the
night in a faceless gambling den might only
require a straight test, whereas a high stakes
dice game involving notable personages may
instead require several rounds of opposed
rolls.

A critical Gambling success usually per-
mits the character to win a game outright or
clean out one of the participants.

Failure simply results in the character los-
ing that hand or stake.

On a fumble, the character has completely
misread the odds or has tragic bad luck. He
loses everything gambled and is thrown out
of the game.

Cheating allows a character to roll twice
and take the best result. However each time
this is attempted the cheater must roll an
opposed test of their Sleight skill against the
Perception or Gambling skill of everyone
else playing. Failing to beat all the observers
means that the cheater has been detected,
with suitable results.

HEALING INT+POW)

Healing is the in-depth knowledge of
medical procedures, based on cultural prac-
tices. In a primitive or barbarian culture, for
instance, healing will be based on the knowl-
edge of herbs and natural cures. In a civilised
culture, drugs and more advanced treatments
will be more common. In all cultures Heal-
ing includes the ability to set bones, suture
wounds and so forth. Obviously applying
healing requires appropriate resources and
most practicing healers will have such things
to hand (needles, gut or thread for sutures,
herbs for poultices, and so forth). There are
three main areas of Healing:
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TREATING SERIOUS WOUNDS

A successful Healing roll restores 1d3 Hit
Points to a Seriously Injured location. On a
critical success this is raised to 1d3+1. If fum-
bled, damage is increased by 1 Hit Point.

TREATING DISEASES AND POISONS
If Healing is performed prior to the onset
time, it counteracts the disease or toxin
entirely, providing it overcomes the Potency
of the malady in an opposed roll. If performed
on a character who has already succumbed
to the disease or toxin, a successful Healing
roll permits the victim a new chance to resist,
making it one grade easier. A critical success
increases it by two grades. A fumble however,
makes the resistance roll one grade harder.

SURGERY

Surgery is the only way, other than magical
healing, that a character can recover from a
Major Wound. A successful First Aid roll is
needed to stabilise a Major Wound (see the
First Aid skill on page 62), and then a Healing
roll can be made to set a shattered bone, stitch
together the flesh of a stump or excise foreign
objects lodged in tissue, so that the location
can begin the road to recovery.

As long as the Healing roll is a success,
the injured location begins to heal as normal
for a location suffering a Major Wound (see
Healing on page 121). On a critical success
the location regains 1 Hit Point immediately;
whereas on a fumbled Healing roll the patient
must succeed in a Endurance roll or die from
the procedure. Surgery cannot re-attach a
severed limb.

INVOCATION (INT x2)

Invocation is a magical skill essential to
Sorcery. It is the sorcerer’s ability to success-
fully cast spells learned from a particular
grimoire or mentor. It is a combination of
understanding the formulae of the spell, the
correct mental state, accompanying gestures
and incantations and so on. Increasing com-
petence in this skill also improves the final
intensity of the spells cast with it.

Each Invocation skill must be tied to a spe-
cific source of sorcerous knowledge, whether
that be a particular spellbook, school of wiz-
ardry or even a demonic patron. For further
details see page 232 of the Sorcery chapter.

LANGUAGE (INT+CHA)

This skill covers the speaking and compre-
hension of languages other than the charac-
ter’s own. Akin to Native Tongue (see page
64), the Language skill is not rolled against
directly, but is treated as a static represen-
tation of overall fluency. Its value is used by
the Games Master to limit the level of spoken
interaction when the players converse with
personalities in the game. Use the Linguistic
Fluency table as a guideline.

LiNGuisTIC FLUENCY

Language % Conversational Fluency

01-25% Knows only a few simple
words, cannot phrase
sentences

26-50% Can understand and

communicate in
fragmentary, simple
sentences, such as “Where
is temple?” or “How much

food?

51-75% Fluent enough for general
conversation

76% + Able to express yourself

with eloquence

Each Language skill is specific to a particu-
lar national or regional language which must
be chosen at the time of learning. It can help
to understand similar dialects which share a
common linguistic basis or origin. Depend-
ing on the divergence, the skill roll should
be treated at least one grade harder, possibly
reducing the character’s fluency.

Language is also used as a cap on verbal
skills which require a good grasp of language.
See Capping Skills on page 77.
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LITERACY (INT x2

Speaking a language fluently does not
mean one can read and write it. Literacy is a
specific skill and different cultures and soci-
eties display different levels and approaches
towards it. In some, literacy is reserved for
the nobility, bureaucratic or religious classes.
In others it is unknown with oral traditions
prevailing instead.

Naturally Literacy is specialised according
to its associated language, including Native
Tongue. Before once can be literate in a Lan-
guage one must be able to speak it. Literacy
cannot exceed the character’s related Lan-
guage skill. The skill works similarly to Lan-
guage in terms of how much of a document
can be comprehended.

Literacy does not necessarily imply writ-
ing, as there are an infinite number of ways
to record information. Some cultures might
carve symbols into trees or lengths of bone,
whereas others record history in complex
patterns of knots in a tapestry. Neither are
all forms of literacy based on phonetic alpha-
bets; hieroglyphs and ideograms also being
commonplace.

LOCKPICKING (DEX x2)

Lockpicking is the ability to open a
mechanical locking system without the aid
of a key or other device made specifically for
the lock. It includes the techniques of lever-
ing open bolted or barred doors and windows
without causing damage. The difficulty of the
lock usually depends on the ability of the lock-
smith who created it, requiring an opposed
test of Lockpicking versus Mechanisms skill
of the crafter.

Where no skill value is provided for the
lock a Games Master may adjust the difficulty
grade of the Lockpicking skill instead, accord-
ing to the lock’s complexity. A thief attempt-
ing to pick an expensive and expertly crafted
mechanical doorlock of a kind he has never
seen before might have to make his Lockpick
roll one or two grades harder for example.
And some locks — invisible, recessed bolts
and deadlocks — might be impossible to pick.

On a critical success the Lockpicker not
only opens the lock silently and efficiently,
but subsequent attempt to pick the same kind
of lock becomes, for a short while, one grade
easier.

A failure simply means the lock could not
be picked.

On a fumble the lock becomes jammed:
lockpicks break in the mechanism, or the
mechanism is damaged internally. Whatever
the cause, the jammed lock will ultimately
attract attention.

LORE (INT x2)

Lore covers a specific body of knowledge
which must be chosen when the skill is first
learned. Astrology, Astronomy, Geography,
History, Monsters, Mythology, Politics, Strat-
egy and Tactics: these are all typical examples
of Lore skills. Skill in a Lore means the char-
acter understands its fundamentals, how it
can be applied to immediate challenges and
problems, and can use the Lore to recall use-
ful information.

A critical Lore success grants a high degree
of insight into what is being studied. It also
means that a subsequent skill roll relevant
to that Lore becomes one grade easier. For
example, a commanding officer who critically
succeeds in a Lore (Politics) roll knows that
not only is the approaching troupe part of a
diplomatic envoy, but they are mercenaries
unhappy with their situation. If he later tries
to influence the mercenaries to change sides
his roll would become one step easier.

Failing a Lore roll results in no useful infor-
mation being gained.

A fumbled Lore roll indicates a complete
misunderstanding of the subject. Facts are
wrong and subsequent skill rolls dependent
on the Lore skill’s accuracy become one grade
more difficult.

MECHANISMS
DEX+INT)

Mechanisms represents the knowl-
edge and skill to assemble and disassemble
mechanical devices, such as traps. The skill of
Mechanisms generally involves the creation
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of delicate contraptions with small working
parts, as opposed to Engineering, which deals
with massive constructions. It is a distinct
discipline from Lockpicking and cannot be
interchanged with that skill.

The time taken to deal with a mechanism
depends entirely on its scale and complexity.
Repairing a large cartwheel might take half an
hour; whilst building a poison-needle trapped
lock might take an entire week. When decid-
ing on how long a Mechanism skill attempt
should take, Games Masters need to con-
sider the size, intricacy, tools needed and
any specific conditions. As a rule of thumb,
Mechanisms rolls take a minimum of 1d3x10
minutes but this is for simplest and most
straightforward of mechanical challenges. The
timeframe may very well extend to months.

On a critical success the character achieves
success in half the usual time and with flaw-
less results. Any future rolls attempting to dis-
able or circumvent the Mechanisms are one
grade harder.

A failure results in a device which is tem-
peramental and prone to breaking down;
attempts to bypass or render it inoperative are
one grade easier.

On a fumble the mechanism is utterly bro-
ken and has to be thrown away and started
again from scratch.

MEDITATION
(INT+CON)

Meditation is the ability to reach a state of
deep relaxation and concentration, through
emptying the consciousness of all distrac-
tions: external and internal. Technically a
magical skill, it is a fundamental part of Mys-
ticism controlling the depth of focus needed
when augmenting skills to superhuman levels.
As competence in Meditation improves, the
more potent a mystic’s abilities become.

Being a useful skill, Meditation need not
be limited to just mystics. Since it helps to
shut out distractions and relaxes the body,
it allows the user to achieve rest even in the
most uncomfortable of locations. A success-
ful roll permits a character to recover Fatigue

or Hit Points in situations normally forbidden
by the rules.

MUSICIANSHIP
(DEX+CHA)

Musicianship covers the playing of musi-
cal instruments; from a simple reed pipe to a
complex stringed instrument such as a harp.
Each iteration of Musicianship is applied to a
group of similar instruments. A musician who
can play a reed pipe can also play a flute, pan-
pipes or a recorder because the fundamentals
are the same. He could not, however, play a
harp or lute.

The chief groups of instruments are:

= Bow Strings (violin, cello, fiddle and so
on)

= Keyboards (piano, organ, clavinet and
SO on)

= Percussion (drums, tom-toms and so
on)

= Plucked Strings (harp, lyre)

= Strummed Strings (lute, guitar, banjo
etc)

= Wind (pipe, flute, trumpet and so on)

A critical success indicates the musician
creates music of stunning quality, elegance
or beauty. Any subsequent skill rolls, such as
Influence, become one grade easier.

Failing a Musicianship roll renders in a
lacklustre performance. A fumbled Musi-
cianship roll results in a musical disaster.
Perhaps the instrument breaks or the piece
of music performed is taken as a gross insult.
The effects of such a terrible situation need to
be determined by the Games Master but, at
the very least, represent embarrassment that
could influence reputation.

MYSTICISM
POW+CON)

Mysticism is a magical skill essential to
Mystics. It measures their facility to perform
superhuman acts through the channelling
of inner resources and either harnessing or
suppressing certain passions or concepts. As
competence in this skill improves, so does the
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mystic gradually approach perfection in those
skills which are the focus of his training.

Each Mysticism skill must be tied to a spe-
cific foundation of mystical knowledge. This
can be a religious sect, a book of esoteric
teachings or perhaps a mountain-top residing
hermit. The skill is more fully described in the
Mysticism chapter on page 222.

NAVIGATION
(INT+POW)

Whether using prominent landmarks, the
stars or the varying taste of seawater, the abil-
ity to accurately direct travel is covered by the
Navigation skill. Each Navigation skill cov-
ers a specific region or environment, such as
Open Seas or Underground for example. It
should be made during unusual journeys or
when in completely unfamiliar territory.

A critical success in Navigation allows the
user to locate a shortcut, such as a fast current
or hidden pass.

Failing the roll results in delays due to
uncertainty or temporarily losing the path.

A fumbled Navigation ends up with the
user becoming utterly lost, unable to even
backtrack.

ORATORY POW-+CHA)

Oratory is the art of delivering a speech
to large group of people with the aim of con-
veying or swaying a point of view. It is a skill
frequently used by politicians to drive home
a policy, but is also used by commanders
to inspire troops and impose discipline on
the battlefield. Wherever mass persuasion
is needed, Oratory, rather than Influence, is
used.

On a critical Oratory roll the orator sways
the group completely to his argument, even
winning over the most ardent of detractors.
Subsequent rolls related to the Oratory are
one difficulty grade easier.

A failed Oratory roll goes nowhere; people
are as dispassionate or hostile as before.

On a fumble, the orator has alienated his
audience, perhaps made himself look fool-
ish, and may even have managed to compel

the audience to believe the opposite of what
he wanted to convey. Subsequent rolls depen-
dent on the Oratory become one grade harder.

SEAMANSHIP
INT+CON)

This skill is used in exactly the same way
as Boating (see page 58) but is instead applied
to large waterborne vessels powered by sail or
banks of oars. It also covers the maintenance
and upkeep of a ship: assessing when repairs
are needed, where it is safe to anchor, the dan-
gers of violent weather, and so forth.

SEDUCTION (INT+CHA)

Seduction is the romantic or sexual per-
suasion of another person, a skill very dif-
ferent to Influence. It uses explicit signals
— verbal and non-verbal — to elicit a sexually
positive response. It also takes a significant
amount of time: successful Seduction may
take hours, days or weeks to achieve depend-
ing on the morals of the target, who always
has the opportunity to resist a Seduction
attempt with Willpower.

A critical Seduction roll yields a potent
result, entrancing the victim or causing them
to fall passionately in love (or lust). Subse-
quent skill rolls taking advantage of this rela-
tionship become one grade easier.

A failed Seduction leads to the seducer
being rebuffed to some degree.

A fumble ends up causing emotional hurt
or insulting the target. This completely ruins
any further chances of seduction for the time
being; it also makes subsequent skill rolls one
grade harder. A disastrous Seduction attempt
can lead to intensely grave consequences.

SHAPING INT+POW)

Shaping is a magical skill that is the coun-
terpart to Invocation. Successfully invoked
spells can be manipulated or shaped by the
sorcerer to meet specific requirements;
extending their range, adding multiple tar-
gets, increasing duration and so on. The Sor-
cery chapter on page 232 defines how Shaping
works in detail.
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SLEIGHT DEX+CHA)

Sleight covers attempts to palm or conceal
small objects (legerdemain and prestidigita-
tion) and includes attempts to pick pockets,
cut purses or cause a visual distraction. Natu-
rally it is an essential thieves’ skill.

Characters can attempt to manipulate
any item as long as it is no larger than their
hand. Sleight can be attempted with living
creatures provided that the user has some-
where or something to conceal them with, a
hat or baggy sleeve for example, but the skill
becomes one grade harder to perform. Some
objects, due to their size and mass cannot be
manipulated with Sleight at all but require
Conceal instead. Observers can pit their
Perception skill against Sleight attempts to
become aware of the deception.

On a critical Sleight success the character
has manipulated the object so successfully
that any subsequent attempts to locate it are
one grade harder.

Failure means that the object is not con-
cealed and will be automatically detected if
any effort is made to locate it.

If fumbled, not only is the item uncon-
cealed, but it is dropped or otherwise fully
exposed at a most inopportune moment.

STREETWISE
POW+CHA)

Streetwise represents knowledge of places
and social contacts within a settlement. It
covers everything from identifying poten-
tially dangerous neighbourhoods, to finding
local services — legal or illegal. How long a
Streetwise attempt takes depends on what is
sought. Finding a good inn will take less time
than locating a fence for stolen goods or a fake
trading permit.

A critical Streetwise success locates the
precise person or place necessary to gain what
he is seeking for, without unnecessary bribes
or intermediary steps, which can result in the
formation of a new contact.

Failing a Streetwise attempt merely results
in wasting the time spent looking.

A fumbled Streetwise means the character
not only fails to find what is being sought, but

also comes under unwanted, potentially dan-
gerous attention: from local thugs or mug-
gers to the resident militia, depending on
circumstances.

SURVIVAL (CON+POW)

This skill covers surviving in a rural or
wilderness environment where the benefits
of civilisation are absent: foraging, building
a fire, finding shelter or a safe place to sleep.
When properly equipped rolls are usually
unnecessary since the character may be carry-
ing a tent, food supplies and so on. Only when
separated from their equipment or when
environmental conditions turn bad does it
become essential to utilise this skill. A roll is
usually made once per day in such conditions.

A critical success indicates that the char-
acter locates a good source of food or shelter
and does not need to make a further Survival
roll for a number of days equal to the critical
range of his skill (one-tenth).

Failure results in the character gaining
an automatic level of fatigue that does not
lift until conditions change or the next Sur-
vival roll is made. A fumbled Survival roll
ends up with a disastrous accident of some
kind; encountering a fierce creature, suffering
exposure or consuming poisonous food for
example.

TEACH (INT+CHA)

Teach allows the user to pass on their
knowledge and techniques in an easy to
understand and constructive manner. With-
out this skill even the most capable of mas-
ters will suffer problems instructing others.
Similarly to certain other skills, Teach is not
rolled against directly, but acts as a limit to
what actually can be taught to more advanced
students. For further details see Training on
page 111.

TRACK (INT+CON)

The Track skill is used for tracking any form
of game or quarry. It uses both obvious and
ambiguous signs of passing to remain on the
quarry’s trail, including footprints, bruised
leaves, scattered pollen, displaced rocks and
so on; small, tell-tale signs that are invisible to
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ANATHAYM'S
SAGA

Anathaym has a Lore
(Strategy and Tactics)
skill of 48% which she
normally rolls without
penalty when organising
battle plans with her
native Meerish compa-
triots. Travelling across
the plains of Korath
however she is forced to
use the local language
with her hired nomadic
bodyguards, in which
she is far less fluent,
knowing only a _few
basic words — Language
(Korathian) 23%.
Spotting an approach-
ing enemy patrol

of Zingriffi raiders,
Anathaym attempts to
organise her nomads to
lay an ambush. In this
circumstance the Games
Master rules that her
halting command of
the local language will
prevent Anathaym
from being able to
clearly explain her
plan; capping her Lore
(Strategy and Tactics)
skill to the value of her
Language (Korathian).
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the non-skilled. Track rolls need to be made
periodically, especially if conditions change
abruptly (a rain shower, for example, will dis-
turb certain signs). How often depends on
how cunning the quarry has been. Conceal
rolls can be used to oppose a Track roll.

With a critical success the tracker remains
on the trail of someone or something not
attempting to hide their spoor, irrespective
of conditions, and does not need to make any
subsequent Track rolls to locate the quarry.

Failing causes the tracker to lose the trail,
forcing them to backtrack in order to pick it
up again.

Fumbling a Track roll loses the trail utterly,
forcing the user to abandon the pursuit
or hunt. Alternately the tracker may wan-
der blithely into a prepared trap laid by the
stalked victim.

TRANCE POW+CON)

Trance is a magical skill used by practitio-
ners of Animism to attain the correct psycho-
logical state that permits the perception of,
and transition into, the Spirit World. Further
detail on how Trance works is given in the
Animism chapter beginning on page 199.

SKILL RULES
FOR DIFFERENT
CIRCUMSTANCES
AND SITUATIONS

Although the basic rules for using skills in
RUNEQUEST are very straightforward, there
are a multitude of different circumstances
that arise during play that require skills to be
handled in a slightly different way. The follow-
ing sections look at these circumstances and
situations and show how to handle them.

REATTEMPTING SKILLS

In some situations a character will fail a
skill attempt but be left in a situation where
he could potentially try again. Example cases
might be picking a lock or attempting to climb

a sheer wall. Instead of simply denying any
further attempts, kindly Games Masters may
permit a follow-up, last-ditch attempt. How-
ever, the character will suffer some trepida-
tion or lack of confidence which increases the
difficulty of the skill roll by one grade.

If this second effort also ends in failure, the
character is assumed to have given it his ‘best
shot’ and cannot make any further attempts
for the foreseeable future.

AUGMENTING SKILLS

It is possible for one skill to aid another.
This is called Augmenting. Anathaym, for
example, may find herself being chased by
nomad raiders through countryside she
knows well and they do not. She could, in this
case, augment her Drive with her Locale skill,
knowledge of the local terrain giving her an
advantage.

The Games Master will decide if augmen-
tation is appropriate and possible. Any skill
being used to augment another must be appro-
priate to the circumstances. In Anthaym’s
example Locale is appropriate because she
knows the area. If she was in unfamiliar terri-
tory it would not be permissible.

= Characters can only augment the pri-
mary skill with a single other skill.

= An augmenting skill increases the value
of the primary skill by twice its Criti-
cal range (ie, 20% of the skill). So, in
Anathaym’s case, using Locale 33% she
would increase her Ride by 7%, giv-
ing her a Drive of 45%. However, the
chances for Critical and Fumble are the
same as if the primary skill was unaug-
mented; so Anathaym would still only
score a Critical success on a roll of 4%
or less.

il

Characters can augment other charac-
ter’s skills to assist them. All the above
rules apply, so a character being aided
cannot augment himself in addition.
Likewise a character can only contrib-
ute one of his skills to assist another. So,
for example, Anathaym, trying to scale a
high wall, could have her Athletics skill
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augmented by a companion’s Brawn
(representing a hitch-up).

CAPPING SKILLS

To ‘cap’ a skill with another means that for
a particular roll, the primary skill is restricted
to the value of a secondary skill, providing the
latter is lower. This is normally done in situ-
ations where a character’s full knowledge or
ability is limited by unusual circumstances.

Capping is a useful alternative to apply-
ing a difficulty modifier, especially in circum-
stances where the character is limited by their
own capability.

CONTESTED ROLLS

Contested Rolls are used whenever a skill
is actively resisted by an opponent. This can
be anything from a character influencing a
reticent guard to a sorcerer casting a spell
against a monster. There are two types of con-
test: Opposed Rolls and Differential Rolls.

OPPOSED ROLLS

RUNEQUEST frequently pits one skill
against another — Stealth versus Perception
when a thief attempts to cut a nobleman’s
purse, say; or Deceit versus Insight when the
same thief tries to deny the attempt when he
is caught — are good examples of times where
skills are matched against each other. These
are known as Opposed Rolls and are used
where a challenge will result in either win or
lose, pass or fail.

An Opposed Roll is determined thus: both
participants roll their respective skills. The
winner is the one who gains the better level
of success. If the participants score the same
level of success (a standard success each, or a
critical each), then the winner is the one who
has the highest dice roll still within the suc-
cess range of the skill.

For example, Lodz, a thief of Meereen,
attempts to cut the purse of Senator Odas.
This calls for a Sleight roll by Lodz which, the
Games Master says, will be opposed by Odas’
Perception. The dice are rolled: Lodz scores

45 on his Sleight skill of 70% and Odas scores
63 on his Perception of 66%. Both have suc-
ceeded in their rolls but, because Odas has
rolled higher than Lodz and is still within his
skill range, he is judged the winner. Lodz has
successfully cut the purse, but Odas has quite
clearly seen him do it.

In a bid to save his skin, Lodz attempts to lie
his way out of trouble. “The cord snapped, sir!’
Lodz protests. ‘I merely caught your purse as
it dropped and was about to return it to you.!
This calls for a Deceit roll for Lodz, opposed
by Odas’ Insight roll. Lodz has Deceit 78% and
rolls 07 — a critical success. Odas has Insight
64% and rolls 62. Here, Lodz quite clearly has
the better level of success: a critical against
Odas’ standard success. Lodz manages to
sweet-talk his way out of a sticky situation and
he walks away thankful, but ruing his bad luck
at so nearly being caught.

OrrOSED RoLL EXAMPLES

Activity Opposing Skill Examples

Bargaining/ Commerce vs Commerce, Influence
Haggling vs Commerce

Chasing/ Athletics vs Athletics, Athletics vs
Racing Endurance, Ride vs Ride

Deceivingor  Deceit vs Insight, Sleight vs

Lying Perception
Displaying Passion vs Passion, Passion vs Insight,
Loyalty Passion vs Influence

Getting out of Evade vs Athletics, Evade vs

the Way Mechanisms, Evade vs Ride

Hiding or Stealth vs Perception; Stealth vs Track

Sneaking

Pulling Rank  Influence vs Willpower, Deceit vs
Willpower

Staying the Endurance vs Endurance, Endurance

Course vs Brawn

Swaying a Oratory vs Willpower

Crowd

Test of Brawn vs Brawn, Brawn vs Endurance

Strength

Test of Wills ~ Willpower vs Willpower, Seduction

vs Willpower
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If both participants fail in an Opposed Roll
then either:

= Describe the situation, leaving both
sides hanging in dramatic tension, then
re-roll the contest to establish a winner

= The Games Master should produce
some explanation or circumstances that
suit the nature of the failure

In the Lodz and Odas example, both of
them failing in the initial rolls would mean
that Lodz failed to cut the purse and Odas
failed to notice him trying: it is easy to re-
roll the contest. In the case of Lodz trying to
lie his way out of trouble, if both fail in their
rolls then the Games Master informs the play-
ers that both of them are suddenly distracted
by the sounds of a skirmish across the mar-
ketplace as a brawl breaks-out between rival
merchants. Lodz can make a swift exit and
Odas has his attention absorbed by the mer-
chants’ squabble.

Opposed rolls are frequently used in cer-
tain battle situations to overcome the effects
of wounds or oppose a combat special effect.
They are also used to resist poisons and dis-
ease, or shrug off the effects of baleful magic.

DIFFERENTIAL ROLLS

Differential rolls are similar to Opposed
rolls except that instead of a simple win or
lose result, the difference in levels of success
are calculated. Primarily used for the resolu-
tion of combat (see page 140), Differential
Rolls can also be utilised in other situations

DIFFERENTIAL ROLL RESULTS

where the Games Master wishes to increase
the detailed results of a contest.

A Differential Roll is determined in the fol-
lowing manner: Both participants roll against
their respective skills and suffer the results of
their roll as if tested in isolation. There is no
outright ‘winner’ per se, but whoever gained
the higher level of success gains an advantage
equal to the difference in the success levels
between them (assuming one participant
gains at least a standard success or better).
If both participants score the same level of
success (a standard success each, or a critical
each), then there is no additional effect.

OPPOSED SKILLS OQVER 100%

If the highest skilled participant in an
Opposed or Differential Roll has a skill in
excess of 100%, that participant subtracts the
difference between 100 and his skill value
from the skill of everyone in the contest,
including himself. This reduces the skill value
of the opponents but leaves him retaining the
advantage.

The identification of who has the highest
skill must be calculated after any other modi-
fiers for circumstances have been applied.

GROUP ROLLS

Group Rolls are a time-saving way for
Games Masters to determine the success of
a group of individuals involved in the same
task. There are two separate forms of Group
Roll: Team Rolls and Sorting Rolls.

Result of Antagonist Antagonist Antagonist Antagonist

Rolls Critical Success Failure Fumble
Protagonist No Benefit Protagonist Wins Protagonist Wins 2 Protagonist Wins 3
Critical 1 level of Success  levels of Success levels of Success

Protagonist Antagonist Wins 1  No Benefit

Protagonist Wins 1 Protagonist Wins 2

Success level of Success level of Success levels of Success
Protagonist Antagonist Wins 2 Antagonist Wins  No Benefit No Benefit
Failure levels of Success 1 level of Success

Protagonist Antagonist Wins 3 Antagonist Wins  No Benefit No Benefit
Fumble levels of Success 2 levels of Success
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calculation.

S

SIMPLIFYING SUBTRACTION WITH SKILLS OVER 100%

Games Masters may find ad hoc subtraction for skills over 100% slows down the flow of
their game. As an alternative suggestion, penalties should be rounded up to the nearest 10%.
Thus in a contest involving a skill of say 113%, instead of subtracting 13% from everybody
in the contest, the Games Master can simply round the penalty up to 20% which is a faster

A

TEAM ROLL

In a team test, success is co-operative;
everyone reaps the benefit from a single suc-
cess. If the group of bandits hunting Ana-
thaym are all trying to search for her hiding
place in the forest, then any successful Per-
ception roll will reveal her to all the bandits.
The Games Master rolls once for the highest
skill in the team (the highest Perception skill
among the bandits, for example) and if the
roll is a success, everybody in the team suc-
ceeds. If the roll is a failure, everybody fails.

A ‘reverse’ team test can be used in a situ-
ation where one failure can spell disaster. For
example, if a group of hunters are attempting
to stalk a deer, any failed Stealth test will star-
tle the quarry. In this case, the hunter with
the lowest Stealth skill rolls a Stealth test. If
he succeeds, everyone succeeds. If the roll is
a failure, everybody fails.

SORTING ROLL

In a sorting test, success is individual
For example, the same group of bandits are
being chased by Anathaym, which calls for
opposed Ride tests. Some of the bandits have
a Ride skill of 40%, some of 50% and some of
60%. The Games Master makes a group roll
for the bandits, which results in a 49. Those
with skills of 50% or more succeed, while the
slower bandits - those on a skill of 49 or lower
- begin to fall behind (unless the remainder of

the bandits slow their progress to allow their
fellows to keep up).

Games Masters need to judge when to use
multiple rolls to a group roll. Multiple rolls
— one roll for each individual in a group - is
more realistic, but is time consuming. If it is
important to keep a game flowing, and indi-
vidual skill successes are not so important, a
Group Roll is more effective.

PROPORTIONAL SKILL SUCCESS

Occasionally it may be necessary to deter-
mine the success of a large group of people
performing the same task, in a situation in
which there is no margin for error. In this
case, simply take the skill being used and
apply that as the percentage of success for the
whole group.

For example: a group of 100 troops are
attempting to wade across a fast-flowing river
a short distance from a high and treacher-
ous waterfall. This calls for an Athletics skill
test. A failed skill test for an individual would
result in their being swept away by the cur-
rent. Rather than rolling 100 skill tests, or
using a Group Roll to determine whether all
100 soldiers make it across, the Games Mas-
ter can simply rule that the Athletics skill for
the group represents what proportion of that
group successfully completes the task. If the
troops have an Athletics skill of 75, then 75 of
them will make it to the other side of the river
and the remaining 25 will be swept away.

79
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SKILLS SUMMARIES

STANDARD SKILLS

Skill Basic Percentage Skill Basic Percentage

Athletics STR+DEX Influence CHA x2
Boating STR+CON Insight INT+POW
Brawn STR+SIZ Locale INT x2
Conceal DEX+POW Native Tongue INT+CHA
All Combat Styles Customs INTx2 Perception INT+POW
are STR+DEX Dance DEX+CHA Ride DEX+POW
Deceit INT+CHA Sing CHA+POW
Drive DEX+POW Stealth DEX+INT
Endurance CONx2 Swim STR+CON
Evade DEX x2 Unarmed STR+DEX
First Aid INT+DEX Willpower POW x2

PROFESSIONAL SKILLS

Skill Basic Percentage Skill Basic Percentage

Acting CHA x2 Literacy INT x2

Acrobatics STR+DEX Lockpicking DEX x2
Skills in italics are Art POW+CHA Lore INT x2
used in Magic. Binding POW+CHA Mechanisms DEX+INT

.o Bureaucracy INT x2 Meditation INT+CON

Animism
Binding and Commerce INT+CHA Musicianship DEX+CHA
Trance Courtesy INT+CHA Mpysticism POW+CON

Craft DEX+INT Navigation INT+POW
Mysticism Culture INT x2 Oratory POW+CHA
Meditation and Devotion POW+CHA Seamanship INT+CON
Mysticism . .

Disguise INT+CHA Seduction INT+CHA
Theism Engineering INT x2 Shaping INT+POW
Devotion and Exhort INT+CHA Sleight DEX+CHA
Exhort Folk Magic POW+CHA Streetwise POW+CHA

Gambling INT+POW Survival CON+POW
Sorcery Healing INT+POW Teach INT+CHA
Invoca tw}? Invocation INT x2 Track INT+CON
and Shaping

Language INT+CHA Trance POW+CON

PASSIONS

Object of Passion Starting Percentage

A person, in a romantic or familial context 30% plus Loved one’s POW+CHA

A person in a platonic context (a friendship or 30% plus Character’s POW and subject’s CHA

loyalty, for example)

A person in an averse context 30% plus Character’s POW and subject’s CHA

An organisation or group of people 30% plus Character’s POW+INT

A race or species 30% plus Character’s POW x 2

A place 30% plus Character’s POW+INT

An object or substance 30% plus Character’s POW x 2

8 O A concept or ideal 30% plus Character’s POW+INT



 CONOMICS &
 QUIPMENT

his chapter is concerned with money:

how much characters have and what

it buys. RUNEQUEST uses the Silver
Piece (SP) as the standard unit of currency in
the game, with the cost of most equipment,
goods and services being measured in SP. One
Silver Piece is the standard price for one day’s
food, drink and accommodation for one per-
son, of stark quality; that is to say, breakfast
and an evening meal, with some form of cheap
beverage and a place to sleep for the night.

It therefore costs a character around 7
SP a week personally to live at subsistence
level. Depending on where the characters are
located, coinage may not even be used (or
may be viewed with suspicion). Some cul-
tures value barter and payment in kind more
favourably than the chink of silver.

Other coins are available as well. The stan-
dard currency for RUNEQUEST consists of the
Copper Piece, Silver Piece and Gold Piece.
The exchange rate is:

= 10 Coppers = 1 Silver
= 100 Silvers = 1 Gold

CHAPTER 5:

Thus a single Gold Piece would provide a
RUNEQUEST character with reasonable food
for 100 days. Three or four Gold Pieces would
see a character roughly all the way through
the year, if he is frugal.

Some cultures, typically farming, nomad
and barbarian communities, measure wealth
in terms of livestock. A single large herd ani-
mal, such as a cow, is worth around 100 SP. A
pig or sheep is worth around 25 SP and a flock
of hens around 15 SP.

INCOME, LIVING
STANDARDS AND
SOCIAL CLASS

A character’s income is a reflection of
how much he makes in a given period of
time. Whilst income equates to wealth, it is
most common for average workers to gener-
ate income not in terms of coin, but in terms
of food and shelter, or access to land which,
if tended, annually generates an amount per

The Trade Rune
represents the ability
to bridge states and
exchange runic com-

modities. It is a symbol
of both those who engage
in commerce and those
who produce and craft.
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As RUNEQUEST is

not setting-specific the
names of coins are very
generic, but Games
Masters should create
something evocative
for their coinage.

Silvers could, for exam-
ple, be shillings, royals,
pounds and so on.
Coppers could be pen-
nies, bits or farthings.
Gold could be wheels,
Imperials or something
equally grandiloquent.

In Meeros the cop-
per piece is known

as an Obol, the silver
as a Drachm, and

a gold a Zarig.
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year equivalent to their yearly income in
terms of coinage. Other common forms of
recompense include training — magical and
mundane - favours and trade in kind.

Civilised cultures are most likely to use
coinage for income and expenditure —
although only those social classes with any
form of prosperity will use coins on a frequent
basis. Lowly classes will rely on barter, favours
and payments-in-kind for most transactions,
with coins being a rare and treasured luxury.

An individual’s standard of living is deter-
mined by their total expenditure each year
on essentials: food, drink, lodging, clothes,
gifts and so on. It is natural for most people
to spend nearly all their income achieving, or
maintaining, the highest possible standard
of living that they can. Note that this income
may be required to support any additional
dependents they may have, such as children,
household servants or perhaps even a troop
of personal guards. Those who spend more
are likely to be at the top of their social class;
those who are frugal and pinch pennies can
exist on about 25% less than the amounts
listed in the Social Class table and will save
some of their income, but may show a lower
standard of living for their class.

Anyone seeking to be socially mobile must
increase their living expenditures accordingly.
Note, though, that social rank often does not
rely on comparatively equal incomes. A bar-
barian chieftain may very well be accorded

MINIMUM MAINTENANCE COSTS

more respect, and wield more power, than a
civilised rich noble, yet have nowhere near
the same income in terms of cash and value
in property.

The Minimum Maintenance Costs table
below compares the minimum required
expenditures required over time to maintain
the standard of living for that social class.
It does not necessarily indicate the actual
amount a member of that social class earns,
which can be higher, but it can be used as a
basis for deciding how much money a par-
ticular social class may have available in ready
coin or other commodities.

CHARACTER
INCOME BETWEEN
ADVENTURING

Characters are unlikely to spend all their
time adventuring and, between adventures,
will be engaged in professional and cultural
pursuits. Characters can therefore expect
some form of income from ‘normal’ day to day
business according to their social class.

For example a noble might earn a regular
income from taxing the inhabitants of his
lands, or receive a stipend from his father,
requiring no direct involvement on his part;
whereas a baker might be employed slavishly
baking loaves every day.

A character can expect to earn an applicable
SP amount for his profession and social class.

Social Class SP per Day SP per Week SP per Year*  Typical Home

Exile Lives a hand to mouth existence None/Lives Rough

Slave 7 375 Shared Shack/Hut
Freeman 2 15 750 Hut/Cabin/Rented Room
Gentile 10 75 3,750 House/Apartment
Aristocracy 50 350 20,000 Large Villa/Mansion
Ruling 250 1,750 100,000 Palaces/Estates

for neatness
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This assumes all is well in the world and no
disasters, natural or otherwise, have affected
the ability to generate income. However, if a
more accurate reflection of downtime income
is needed, roll on the Seasonal Income table
adjusting the 1d100 roll as follows:

SEASONAL INCOME TABLE

14100 Profitability

01-10 Disastrous: Reduce Income by
50%

11-20 Poor: Reduce Income by 25%

21-60 Normal: No adjustment to
Income

61-80 Prosperous: Increase Income by
25%

81-00 Very Prosperous: Increase
Income by 50%

The table represents the downtime profit-
ability during the length of time the charac-
ter was working or supervising his holdings,
anything from several days to a year. During
this period any number of things may have
occurred from the failure of a harvest or theft
of his property, through to an unexpected
demand for particular produce or the expan-
sion of a business.

For example, a self-employed Baker (a free-
man) might expect to earn 30 SP in a week
under normal circumstances. The 14100
result is 06. One winter is especially bad and
the price of grain is driven up due to shortages,
forcing the baker to absorb the majority of the
loss in order to keep his customers. The baker
only earns 50% of his usual Seasonal amount,
for a total of 15 SB, which fortunately is just
enough to keep supporting his family and busi-
ness. If his basic income had been less then he
might have had to sell his bakery or resort to
illicit means in order to prevent himself drop-
ping a social class, perhaps being forced into
servitude as a slave to pay off his debts.

Characters can expect to spend the income
indicated in the Minimum Maintenance Costs
table on general living expenses. Of course,
they can squander any windfall or spend less
if prepared potentially to drop their living
standards, albeit at the risk of their reputation
suffering in some form.

BARTERING AND
HAGGLING

In most societies shopping for services
or goods is rarely straightforward. Coinage
tends to be confined to civilised cultures, but
in primitive, barbarian and nomad cultures,
barter is far more common. Even where cur-
rency is actually used, traders rarely sell any-
thing for a ‘standard’ price, as the value of
most objects is subjective and most purchases
are haggled over.

As was once wisely said, an item is only as
valuable as the amount somebody will pay for
it.

BARTERING

Bartering successfully depends on ten-
dering something someone else needs in
exchange for what is being offered. A civilised
character in a barbarian stead might offer
coins in exchange for food, but coinage does
not necessarily offer any immediate advan-
tage to the barbarian. To barter successfully
then, the character must have something the
other party finds valuable in their normal
environment.

Trading in kind usually works well: offer-
ing to chop wood for a morning in exchange
for a bowl of stew and a bed for the night, for
example. More complex or specialised goods
and services are less likely to succeed — unless
the character can convince the other party of
the need and utility.

Bartering works in the following way:

= The character makes an offer of some-
thing. If this is a common commodity or
an essential service appropriate to the
other party that is obviously going to be
of benefit, then the barter succeeds.

= If the character is intending to offer
something of less obvious value/utility
or something esoteric, then he makes a
Customs or relevant Culture roll. If suc-
cessful, he has spotted a way of point-
ing out benefits not realised by the
other party. This changes the difficulty
grade of either Influence or Commerce,
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Anathaym decides she
wishes to purchase a
new sword. Venturing
to the bronzesmith’s
quarter in Meeros, she
spots an intriguing blade
suited to her tastes and
begins to bargain with
the seller. The Games
Master decides to use
the Haggling rules
which require resolution
based on a differential
roll. Anathaym has

an Influence skill of
28% which the mer-
chant opposes with his
Commerce skill of 63%.
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whichever is being used to effect the
transaction.

BARTER MODIFIER TABLE

Customs/ Influence Commerce
Culture Bonus Bonus
Critical Easy Very Easy
Success Standard Easy

Failure Hard Standard
Fumble Formidable Hard

= Next the character makes an Opposed
Influence or Commerce roll. The other
party resists with either Willpower or
Commerce - whichever is higher.

= If the character wins the Opposed roll,
what he offers is accepted. If he fails,
it is not. If the Adventurer fumbles
the opposed roll, then there is a good
chance he has insulted the other party,
meaning that offence has been taken,
even if not intentionally offered.

HAGGLING

Reducing a price to a reasonable amount
is known as Haggling. In some cultures hag-
gling is a major source of social interaction, a
prime source of daily entertainment. A skilled
negotiator can achieve substantial discounts
through careful haggling, although it is rare
for any seller to allow themselves to make a
loss on any transaction. To do so on a regular
basis would soon place them out of business.
Prices listed in the Equipment section assume
a ‘standard’ profit margin for the seller, enough
to reasonably support themselves.

The process works in a slightly differ-
ent way from Bartering, in that participants
use Insight rather than Customs to gain an
advantage in the negotiation. This is followed
by a Differential Roll of Influence or Com-
merce against Willpower or Commerce. The
outcome of the roll is determined by the dif-
ference in success levels between buyer and
seller:

HAGGLING OuTCOME TABLE

Difference = Purchaser

in Levels gains Seller gains

of Success Advantage  Advantage

3 25% of the 200% of the
Standard Standard
Price Price

2 50% of the 150% of the
Standard Standard
Price Price

1 75% of the 125% of the
Standard Standard
Price Price

Equal Standard Standard
Price Price
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FQUIPMENT

The remainder of this chapter is given over
to equipment: armour, weapons, clothing,
tools and other sundries characters rely on
when adventuring.

Any piece of equipment is described in
terms of one or more elements (some apply
more than others). These are:

= Cost (in SP or CP)

= Armour Points: the natural resilience of
the item to damage

= Hit Points: how much damage the item
can sustain before being destroyed or
rendered useless

= Encumbrance: how much the item con-
tributes to Encumbrance (see page 116)
limits; a combined measure of weight,
mass and restriction

Some items, typically clothing and very
small, light things, have only cost listed: it
can be assumed that such things do not con-
tribute towards Encumbrance limits and can
be damaged relatively easily. Others, such as
weapons, armour and tools, display all four
elements.

FQUIPMENT PRICE

All items listed in this chapter represent
standard quality examples. Items of better
or worse quality are available at an either
an inflated or reduced cost. The section on
Equipment Quality, starting on page 100,
provides guidance on costs, enhancements/
drawbacks or higher and lower quality goods.

The prices quoted assume availability is
good. When there is a short supply of some-
thing, prices will rise and, depending on the
commodity, may be anywhere between 10%
and 1000% higher than quoted (1d100x10%).
The environment, too, will affect availability
and therefore cost. Items and commodities
are generally easier and cheaper to obtain in
larger settlements with established markets
and traders. In remote or rural areas all but
the most basic of locally produced goods and
foodstuffs will be more difficult to obtain; and
will command a higher price, if available at all.

CULTURE/MILIEU

Depending on the setting for your RUNE-
QUEST game, not all items will be available.
One would not expect clockwork mechanisms
or wheeled vehicles to be available in a RUNE-
QUEST setting modelled on Ancient Meso-
america, for example. Equipment is therefore
provided with a Culture/Milieu classification
to help Games Masters identify what is and
isn’t available in a particular setting. This is a
rough guide only, but one that helps recreate
an authentic atmosphere (if one is needed;
your RUNEQUEST setting may be deliberately
anachronistic).

The Culture/Milieu classifications are:

= Prehistoric (P): Items likely to be found
in settings and cultures that have not
progressed much beyond the Stone Age.

= Ancient (A): Items likely to be available
in settings and cultures equating to the
Bronze and Iron Ages.

= Medieval (M): Items likely to be avail-
able in settings and culture equating to
the European Middle Ages.

= Renaissance (R): Items likely to be avail-
able to settings and cultures equating to
the European Renaissance

= Enlightenment (E): Items likely to be
available in settings and cultures equat-
ing to the European Age of Enlighten-
ment (17th and 18th Centuries).

= Industrial (I): Items found in settings
and cultures that have embarked on an
Industrial Revolution

ARMOUR

Worn for protection against physical harm,
armour reduces the amount of damage a Hit
Location sustains by its Armour Point value.
Armour of any kind therefore offers a signifi-
cant advantage in combat and helps improve
the chances of survival. The downside to
armour is that it can be heavy and restric-
tive to movement; fighting for a sustained
period in metal armour takes its toll in terms
of fatigue and also slows down the ability to
react.

The dice are rolled.
Whilst Anathaym
manages to succeed in
her Influence roll, the
merchant Criticals his,
resulting in the seller
winning by one level of
success. According to
the Haggling Outcome
Table this means that
although Anathaym
negotiates well, the
merchant’s impressive
sales pitch convinces her
to pay a quarter over the
normal price for such

a weapon. Anathaym
considers herself fortu-
nate however, if she had
failed the roll the mer-
chant would have won
by two levels of success,
which would have been
even more expensive!
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Armour is ranked according to the manner
in which it is constructed and overall cover-
age, not the actual material it was made from.
For example it is perfectly permissible to
manufacture a scaled helm made from sew-
ing boar tusks to a leather cap, or a suit of
half-plate from cuir bouillied dinosaur leather
or carved jade. Of course some materials are
stronger than others; a bronze breastplate
will be thinner and lighter than an equivalent

ARMOUR TABLE

made from rhino hide. Thus the material used
to manufacture the armour affects its Encum-
brance (ENC).

No matter what material the armour is
made of, it cannot be layered with other types
— such concepts are already incorporated as
part of its construction. Armour is assumed
to come with whatever lining or padding
would normally be expected as part of the
complete panoply.

Suit ENC/
Cost/
Material Cost per Armour
Type Construction Example Location Penalty Milieu
Natural/Cured Furs, Hides 1 2 20 14/140/3 Any
Padded/ Aketon, 2 1 80 7/560/2 Any
Quilted Gambeson
Flexible Laminated Linothorax, 3 2 180 14/1260/3  A-M
Bezainted
Scaled Brigandine, 4 3 320 21/2240/5 A-R
Lamellar
Half Plate Hoplite Plate 5 500 28/3500/6 A-R
Mail Mail Hauberk, 6 5 900 30/6300/7 A-R
Laminar
Rigid Plated Mail Splinted 7 6 1400 42/9800/8 M-E
Chainmail
Articulated Gothic Plate 8 7 2400 49/16800/10 M-E
Plate
LINOTHORAX BEZAINTED CHAINMAIL HOPLITE CUIRASS

o
2
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Each type of armour is defined by the fol- is made from common local material,

lowing qualities:

= AP: The number of armour points given
to each location covered by this armour.

more exotic substances increase this
cost.

= Milieu: Typical milieus where this type
of armour occurs.

If a character is wearing multiple pieces

of armour on a location, only the high- The Armour Table lists each of the char-

est armour point score is used although  acteristics by armour type and also sum-

the ENC incurred is cumulative. marises the encumbrance and cost for a full

= ENC: The typical weight and bulk of the  suit, covering all seven Hit Locations, for the

armour. Use the Material Types tableto ~ armour in question assuming construction

adjust ENC for more unusual materials.  from standard materials. The Armour Penalty

= Cost: The cost, in Silver Pieces, perloca-  for a full suit of the same armour is given in

tion covered. Price assumes the armour  parentheses.

MATERIAL TYPES TABLE

ENC
Material Modifier
Bone x1.5
Bronze x1
Chitin x0.75
Iron x1
Ivory x1.25
Leather x2
Linen x1
Shell x2
Silk x0.75
Steel x0.75
Stone x3

Notes
Bulky though light, desiccated bone can be used in Laminated,
Scaled and Plate construction
Bronze, like iron, is considered the default material for rigid
armours
Lighter than other rigid materials it can be used for Laminated,
Scaled and Plate armours. Chitin can only be carved however,
not moulded, so large armour segments must come from
insects of suitable size
Similarly to bronze, iron is considered the default material for
rigid armours
Teeth and tusks can be fashioned as part of Laminated, Scaled
and Plate
Leather can be tanned or boiled to make it rigid, and thus used
in the construction of any armour save mail, providing it is
thick enough; crocodile skin for a suit of half plate for example.
Furs and Hide armour is by default assumed to be made from
leather
Linen or its woollen equivalent is considered the default
material used in flexible armours
Shell armour tends to be thick and heavy to make up for its
fragility, but can be used in Laminated and Scaled armour; or
if the source creature is of sufficient size, single pieces carved
down to shape for Plate
Tougher and lighter than other fabrics, silk can be used to make
flexible armours
Superior in strength to iron or bronze, it is can be fashioned
into thinner, lighter pieces for rigid material armours
Not often used due to its weight, stones such as jade or obsidian
can be carved and ground into small pieces suitable for
laminated or scaled armours, or large single segments worn as

impromptu half-plate cuirasses 87



ANATHAYM'S
SAGA

Meerish Warriors wear
Hoplite Half Plate
armour: helm, greaves,
vambraces, breatsplate
and kilt. Anathaym
therefore has her seven
Hit Locations covered
with armour having
an ENC value of 4 per
piece. The total ENC

is therefore 28 and her
Strike Rank Penalty due
to the Hoplite Armour
28/5. Her Strike Rank
Penalty is therefore -6.
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In the Material Types table, no cost adjust-
ments are given for the construction of
armour from more unusual materials, only its
effect on ENC. The availability and additional
cost of such substances is wholly dependent
on the campaign setting. For instance, chitin
armour would be impossible in a game where
giant insects did not exist. Likewise if chitin is
only available to primitive or hostile cultures,
it might be vastly more expensive for some-
one in a civilised culture to purchase armour
made from the material, assuming somebody
in the city could actually craft or import it. On
the other hand, it might be the default armour
substance for tribesmen lacking metallurgy.

ARMOUR AND Si7Z

Flexible armour will generally fit one
point of SIZ more or less than the SIZ it was
designed for. Rigid armour is crafted to fit a
wearer of specific proportions, so it will only
fit the same SIZ and frame for which it has
been designed.

ARMOUR PENALTY
TO STRIKE RANK

Armour can be heavy and impede move-
ment to some degree. The vast bulk of those
who train in weapons also train in armour and
so become accustomed to armour’s rigours,
but this does not mean they are free from its
more restrictive effects.

RUNEQUEST simulates this through the
Strike Rank Penalty. The more armour one
wears, and the heavier or more encumber-
ing it is, the greater the Strike Rank Penalty.
This penalty is applied to a character’s Strike
Rank. Its calculation is simple enough; add
together the ENC for all the armour worn and
then divide by 5, rounding up. A full suit of
plated mail, having an ENC of 6 per location
and covering seven locations has an Armour
Penalty of (6x7)/5 = 9. Thus a character wear-
ing a full set would reduce his Strike Rank by
9 points.

ACCOMMODATION

Accommodation can be permanent or
temporary, fixed or transportable. Prices for
rented temporary accommodation, such as a
room at an inn, are per night. Food is extra.

As always, accommodation costs will vary
with seasons and demand. In busy periods —
markets, festivals and so on — prices will climb
with demand, and larger towns and cities will
charge more, in general, than smaller ones.

CLOTHING

All characters begin the game with a set
of clothes appropriate to their culture and
social class, but through wear and tear it will
become necessary to replace existing gar-
ments as well as buy new ones appropriate to
the local conditions or to celebrate unusual
occasions. Those of high Social Class may
even be required to continually purchase new
sets of clothes simply to keep up with fashion.

The following prices are merely guidelines.
There is technically no upper limit as to how
much an item of garb can cost once you take
into consideration exotic fabrics, embroidery,
dyed colours and decorations of precious furs
or jewels.

Assuming more or less continual wear,
cheap clothing can be worn for a year before it
is rendered to rags. Reasonable clothing lasts
for twice that before being reduced to cheap
status. Superior clothing lasts for three years
of wear, and then is downgraded to reason-
able status.

Repairing clothing is a normal part of
everyday life. In most cultures it is com-
monplace to provide garments, footwear or
the fabric to make such things as part of an
employee’s annual wages.

FOOD

Food is not specified by any particular type
in RUNEQUEST as it can vary dramatically
according to culture: assume that food bought
is a meal which, for a very basic, cheap meal
typically includes some kind of broth, pastry
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or bread and some brewed or dairy beverage.
More expensive meals include larger por-
tions of meat or fish, a wider range of seasonal
fruits and vegetables and a better grade of
beverage. A superior meal consists of several
varied courses and luxuries of some sort such
as rare meats, spices or imported fruits.

ACcCOMMODATION TABLE

Trail rations consist of food preserved
for long life, such as dried and cured meats,
cheese, bread (usually unleavened flatbread
for ease of transport) and cereals, either nuts
or grains.

Characters need to eat and drink at least
once per day or begin to suffer penalties, see
Survival on page 125.

Accommodation Type Cheap Reasonable Superior
Common room floor/stables 0.5 - -
Shared room/dormitory 1.5 -
Private room 2 5 10
Rented hovel or shack (week) 10 - -
Rented cabin or cottage (week) — sleeps small family 15 25 50
Rented house or apartment (week) — sleeps large family 30 50 75
Rented villa or mansion(week) — sleeps small entourage 100 250 1000
Hovel or shack to buy 100 - -
Cabin or Cottage to buy (per bedroom) 750 1,250 2,500
House or Apartment to buy (per 2 bedrooms) 3,000 5,000 7,500
Villa or Mansion to buy (per 4 bedrooms) 20,000 50,000 200,000
Tent (per person capacity) 1 3 5
CLOTHING TABLE All prices in these
Garment Cheap Reasonable Superior tables, and those that
follow, are in Silver
Boots 25 50 100 Pieces, unless other-
Cap or Hat 3 6 18 wise specified, and are
Gloves, Socks or Underwear 10 20 suggestions rather than
General Coat or Cloak 20 45 920 hafd andf ast mriﬁ.'
Adjust prices according
Vest or Tabard 10 20 50 to season, availability,
Tunic or Dress 15 30 75 and other economic
Sandals 4 8 20 considerations accord-
Shoes 20 45 90 ing to the campaign.
Trousers, Skirt or Kilt 12 25 60
Shirt, Smock or Shift 8 16 35
Winter Coat or Cloak 30 75 150
Foop TABLE
Type Cheap Reasonable Superior
Meal at a tavern or inn 1 3 8
Ale or Beer for an evening 1 1.5 3
Wine or Spirits for an evening 2 4 6
Trail rations (7 days) 7 9 12 8 9



Typical adventur-

ing gear. Sacks, rope,
flint and steel, pitons,
hammer, nails, bedroll,
waterskins and a crow-
bar. Depending on the
situation the prepared
adventurer might also
include snares, fishing
line and hooks, and
other survival items.

90
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LIVESTOCK

In many communities livestock represents
cash wealth and may even form the local cur-
rency. Livestock needs to be fed and tendered.
The cost to maintain livestock in bought food
(grazing will usually be free during appropri-
ate seasons, but stockpiled food is essential
in inclement seasons) for a week is usually a
twentieth of the animal’s price.

A creature’s inherent worth is not simply
dependent on how much food it produces

LivesTocK TABLE

when butchered. Some are valued for their
ability to draw vehicles or ploughs, whilst oth-
ers may be a source of valuable materials such
as ivory or chitin. A few creatures might even
be kept for their ability to fight or hunt.

The following table only offers general live-
stock. In more exotic settings one can expect
to see a greater range of creatures available,
anything from giant insects to flying beasts.
Higher quality usually reflects better physical
characteristics or training, but can be merely
based upon the creature’s aesthetic beauty.

Item Poor Quality Reasonable Superior
Bull 500 1000 3000
Calf 30 60 180
Camel 1100 2200 6000
Cow 100 200 600
Fowl 1 2 4
Goat 25 50 100
Horse (cavalry/war-trained) 3000 6000 10,000
Horse (heavy draught) 1400 2800 8000
Horse (riding) 1200 2500 7000
Ox 150 300 800
Pig 25 50 150
Sheep 25 50 150

TOOLS

Tools include all the items any self-respect-

ing adventurer can be expected to own: rope,

sacks and bags, candles, lanterns and so on.
All items in this list are deemed to be of rea-
sonable quality.
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TOOLS

Item

Abacus

Astrolabe (Ancient onwards)
Backpack/Satchel (holds up to 20 ENC)
Bedroll

Bit & Bridle

Block & tackle

Bottle, glass/earthenware

Candle, 6 hour

Chain, 2m

Chest, Large

Chest, Small

Cooking Pot (for travel)

Craft tools (basic tools to match a handicraft)
Crop (riding)

Crowbar

Doorjamb

Driver’s whip

Falconer’s Kit

Feed/mount rations (per day)

Fine wine goblet (glass — double for silver)
First aid kit (useful for 10 applications of First Aid skill)
Fish hooks (20)

Fishing kit

Fishing Net

Flint & tinder

Game Snares and Traps

Goad

Grappling hook
Hammer/Saw/Mallet/Chisel

Healer’s kit (useful for 10 applications of Healing skill)
Hourglass (Ancient onwards)

Khnife (tool, not weapon)

Ladder, rope 3m

Lantern, basic

Lock picks

Lockbox

Lodestone

Milling Stone

Mirror (hand glass)
Mug/Beaker/Dish/Plate (wood — double price for metal)
Musical instrument

Nails or tacks (50)

ENC

= T T =
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Cost
8 SP
200 SP
5SP
1SP
15 SP
15 SP
2 SP
1SP
40 SP
80 SP
40 SP
3Sp
75 SP
15 SP
25 SP
5 SP
25 SP
30 SP
5CP
8 SP
25 SP
1SP
15 SP
10 SP
1SP
1SP
25 SP
5SP
1SP
150 SP
20 SP
5SP
2 SP
10 SP
75 SP

5SP
8 SP
12 SP

5 CP each
70 SP
2 CP

I
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Item

Oil flask

Papyrus or paper sheet (double the cost for vellum)
Pickaxe

Pole, 3m

Quills and ink for writing

Quiver

Razor, folding

Rope (hemp), 10m

Sack, large (holds up to 60 ENC)

Sack, small (holds up to 30 ENC)

Saddle, riding

Saddle, war

Saddlebag (holds up to 2x20 ENC)

Saw, hand

Scythe/Sickle

Sextant (Renaissance cultures and later)
Ship’s Compass (Medieval cultures and later)
Shoes, horse

Spade/Hoe/Pitchfork

Torch, 1 hour

Torch, 6 hour

Waterskin or Canteen (holds 2 litres of liquid)
Wax, block
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1SP
SI@R
35SP
1SP
30 SP
2SP
3 SPp
10 SP
5CP
2CP
60 SP
90 SP
20 SP
1SP
30 SP
25 SP
70 SP
10 SP
25 SP
4 CP
8 CP
5CP
2CP
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MELEE WEAPONS

The weapons listed here cover a wide
gamut of societies and periods. Some weap-
ons, such as swords, axes and spears, are
ubiquitous, whereas others have firm cultural
and period groundings. In many societies it is
deemed both necessary and desirable to carry
some means of defending oneself. Customs
always vary though, and the type of weapon
carried depends very much on circumstances.
Having a sword and dagger anchored to one’s
belt may not be thought unusual, for instance,
whereas carrying a halberd or great sword
would be deemed unthinkable unless one is
actively preparing for war.

All weapons are governed by a series of
characteristics which are as follows:

= Damage: The amount of damage the
weapon delivers if an attack is successful.
= Size: Every weapon is rated for its mass,
leverage and stability. The Size is used to
determine the weapon’s ability to inflict
and parry damage (see page 140). The
size categories are Small (S), Medium
(M), Large (L), Huge (H), and Enormous
(E).
= Reach: Every weapon is also rated for
its Reach — its length and ability to hold
a foe at bay due to its length. The lon-
ger the weapon the greater its ability
to prevent an opponent getting close
enough to inflict damage with their
own weapon. The Reach categories
are Touch (T), Short (S), Medium (M),
Long (L), and Very Long (VL).
Combat Effects: The design of the
weapon allows it access to weapon
specific Special Effects. Swords, for
instance, slice and stab and so are per-

il

mitted access to the Impale and Bleed
effects, whereas a mace is unable to pro-
duce those effects but could inflict Stun
Location instead (see Special Effects
page 142).

= ENC: The weapon’s combined encum-
brance and weight.

]

AP/HP: All weapons are rated for their

Armour Points and Hit Points; their

ability to withstand direct damage and

how much damage they can tolerate

before breaking. Those weapons that

rely on metal for their damage capabil-

ity are assumed to be either bronze or

iron.

Traits: Some weapons, due to their spe-

cialised nature, have certain qualities,

or traits, that differentiate them from

weapons of a similar style. The common

traits are:

= Barbed — If impaled it will cause full
rather than half damage on being
yanked free.

= Double Ended — If broken in combat,
the length remaining in the hand can
be reversed and used as a shorter ver-
sion of the original weapon.

= Entrapping — If used to parry an
attacking weapon, that weapon is
considered one size smaller than it
actually is. So a Large sword is con-
sidered Medium and a Medium
sword is considered Small. Weapons
already Small in size are unaffected.

= Flexible — If the opponent is using a
shield to parry, the shield is consid-
ered one size smaller than it actu-
ally is. So a Huge shield is considered
Large, a Large shield is considered
Medium, and so on.

= Mount — The weapon must be used
from the back of a moving mount.

= Passive Block — The weapon can pas-
sively block multiple Hit Locations,
which must be contiguous to one
another.

= Ranged Parry - The weapon can
parry ranged weapons.

= Set — The weapon can be set to receive
a foot or mounted charge.

= Stealth — The weapon must be used
from ambush.

= Thrown — The weapon can be used as
a ranged weapon as well as a hand-
to-hand weapon.

Cost: The weapon’s cost in Silver Pieces.

WEAPON STR
AND DEX
REQUIREMENTS
Astute readers famil-
iar with earlier edi-
tions of RUNEQUEST
will notice that
weapons do not have
minimum STR and
DEX requirements.
There are a number
of reasons why these
have been removed:

First, most weapons,
even large ones, are
crafted to be as easy
to use as possible
with attention being
given to materi-

als, balance and

so forth. Unless
preternaturally weak
and exceedingly
lacking in manual
dexterity, characters
will be able to pick
up and use most
weapons without
significant difficulty.

Secondly a Combat
Style trains and
conditions the
character in the

use of the weapons
used in that style:
learning to deal with
weight, heft, length,
balance and so on.

"
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ONE HANDED WEAPONS

Weapon Damage Size Reach Combat Effects ENC AP/HP Traits Milieu Cost
Ball & chain 1d6+1 M M Bash, Entangle, 2 6/8 Flexible M 250 SP
Stun Location
Battleaxe 1d6+1 M M Bleed 1 4/8 A-R 100 SP
Broadsword 1d8 M M Bleed, Impale 2 6/10 M-E 175 SP
Chain 1d4 M M Entangle 1 8/6 A-1 10 SP
Club 1d6 M S Bash, Stun 1 4/4 All 5SP
Location
Dagger 1d4+1 S S Bleed, Impale — 6/8 Thrown All 30 SP
Hatchet 1d6 S S Bleed 1 3/6 Thrown All 25 SP
Falchion 1d6+2 M M Bleed 1 6/10 A-M 200 SP
Flail 1d6 M M Bash 1 3/6 Flexible A-M 25 SP
Knife 1d3 S S Bleed, Impale — 5/4 All 10 SP
Lance 1d10+2 H VL Impale, Sunder 3 4/10 Mount A-M 150 SP
Longsword 1d8 M IL Bleed, Impale 2 6/12 M-R 250 SP
Mace 1d8 M S Bash, Stun 1 6/6 A-R 100 SP
Location
Main Gauche 1d4 S S Bleed — 6/10 Entrapping M-E 180 SP
Military pick 1d6+1 M Stun Location, 3 6/10 M-E 180 SP
Sunder
Net 1d4 S L, Entangle 3 2/20 Entrapping All 20 SP
Rapier 1d8 M L Impale 1 5/8 E 100 SP
Sabre 1d6+1 M M Bleed, Impale 1 6/8 E-1 225 SP
Scimitar 1d8 M M Bleed 2 6/10 M-E 200 SP
Shortspear 1d8+1 M L Impale 2 4/5 Set All 20 SP
Shortsword 1d6 M S Bleed, Impale 1 6/8 All 100 SP
Trident 1d8 M IL Impale 2 4/10 Barbed A-M 155 SP
BALL AND CHAIN SCIMITAR ~ SHORTSWORD
LONGSWORD
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SHIELDS

Shield  Damage  Size Reach Combat Effects ENC AP/HP Traits Milieu Cost
Buckler 1d3 M S Bash, Stun 1 6/9 Ranged Parry; M-E 50 SP
Location Passive Blocks 2
locations
Heater 1d4 IL, S Bash, Stun 2 6/12 Ranged Parry; M 150 SP
Location Passive Blocks 3
locations
Hoplite 1d4 H S Bash, Stun 3 6/15 Ranged Parry; A-M 300 SP
Location Passive Blocks 4
locations
Kite 1d4 H S Bash, Stun 3 4/15 Ranged Parry; M 300 SP
Location Passive Blocks 4
locations
Peltast 1d4 L S Bash, Stun 2 4/12 Ranged Parry; A-M 150 SP
Location Passive Blocks 3
locations
Scutum 1d4 H S Bash, Stun 4 4/18 Ranged Parry; A-M 450 SP
Location Passive Blocks 5
locations
Target 1d3+1 L S Bash, Impale 2 4/9 Ranged Parry; A-E 150 SP
Passive Blocks 3
locations
Viking 1d4 IL, S Bash, Stun 3 4/12 Ranged Parry; M 300 SP
Location Passive Blocks 4
locations

SCUTUM =
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TWO HANDED WEAPONS

Combat Effects ENC

Battleaxe 1d8+1 M M Bleed, Sunder 1 4/8 A-M 100 SP

Garrotte 1d2 S T - — 1/2 Stealth A-1 15 SP

Glaive/ 1d10+2 L L Bleed, Sunder 2 4/10 A-M 250 SP

Rhomphaia

Great axe 2d6+2 H L Bleed, Sunder 2 4/10 A-M 125 SP

Great club 2d6 H L Bash, Stun 3 4/10 All 50 SP
Location

Great hammer  1d10+3 H L Bash, Stun B 4/10 M-E 250 SP
Location, Sunder

Great sword 2d8 H L Bleed, Impale, 4 6/12 M-E 300 SP
Sunder

Halberd/ 1d8+2 L VL Entangle, 4 4/10 Set A-E 200 SP

Poleaxe Impale, Sunder

Longspear 1d10+1 L VL Impale 2 4/10 Set All 30 SP

Longsword 1d10 L L Bleed, Impale, 2 6/12 M-E 250 SP
Sunder

Military flail 1d10 L L Bash, Stun 3 4/10 Flexible A-M 250 SP
Location

Pike/Sarissa 1d10+2 L VL Impale 4 4/12 Set A-M 90 SP

Quarterstaff 1d8 M L Stun Location 2 4/8 All 20 SP

Xyston 1d10 IL VL Impale B 4/10 Set; Double A 100 SP

Ended.
BATTLEAXE

HALBERD/POLEAXE
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RANGED
WEAPONS

Ranged weapons deal damage at a distance
and do not require physical contact between
combatants; such as a thrown rock, a bul-
let from sling or an arrow from a bow. Being
able to harm an opponent from range has
clear advantages: one can take advantage of
cover and greater protection and, unless the
opponent has a ranged weapon himself, the
chances of you being injured are lessened.

Since dealing damage at range inevita-
bly means imparting velocity to some form
of projectile, ranged weapons are difficult to
defend against. Without a shield or other form
of solid cover that can disperse the energy of a
projectile, ranged weapons cannot be parried;
meaning that the best defence, if one is aware
of an incoming missile, is evasion. However
evasion often puts the defendant into a situa-
tion where returning an attack, even a ranged
one, is difficult.

Ranged weapons have very similar charac-
teristics to Melee Weapons, although there
are some differences as noted below:

= Damage: The amount of damage the
weapon delivers ifan attackis successful.

= Damage Modifier: Not all ranged weap-
ons can take advantage of a character’s
damage modifier. A Yes or No entry dic-
tates whether or not the user’s damage
modifier can be applied.

= Force: Each ranged weapon possesses
a force rating equivalent to the ‘Size’ of
close combat weapons. In the case of
projectiles, this does not relate to the
firing weapon itself, but rather to how
much ‘impact’ its ammunition has. The
value is used to determine whether the
weapon can overcome any shield which
may parry it. The size categories are
Small (S), Medium (M), Large (L), Huge
(H), and Enormous (E).

= Range: This is a measure of the weapon’s
effectiveness at three distances sepa-
rated by slashes, representing the maxi-
mum Close, Effective and Long ranges
of the weapon or its ammunition.
Ranges are expressed in metres. Note
that distance penalties to the user’s skill
are independent from the weapon, see
page 159.
=Close Range — The distance over
which Choose Location may be
used as a non-critical special effect,
provided the target is stationary or
unaware of the impending attack.
=Effective Range — The distance over
which there are no significant modi-
fiers on the weapon’s accuracy or
power.
=Long Range - The distance over
which the weapon can still inflict
harm, but the amount of damage is
halved and its Force is reduced by
one step.
= Load: This shows how many turns are
required to load or reload a weapon
which fires ammunition.
= Combat Effects: As per Close Combat
weapons.
= Impaling Size: The effective size of the
weapon or its ammunition if it succeeds
in an impaling attack.
= ENC: The weapon’s combined encum-
brance and weight.
= AP/HP: All weapons are rated for their
Armour Points and Hit Points; their
ability to withstand direct damage and
how much damage they can tolerate
before breaking. Those weapons that
rely on metal for their damage capabil-
ity are assumed to be either bronze or
iron.
= Cost: The weapon’s cost in Silver Pieces.
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RANGED WEAPONS

Dam. Combat Impale
Damage  Mod Force Range Effects Size ENC AP/HP Milieu
Atlatl — — +1 Step  +0/+10/+20 — — 1 1/4 P 10 SP
Blowgun — N = 10/20/30 2 Impale — — 1/4 P 30 Sp
Bolas 1d4 N — 10/25/50 — Entangle — — 2/2 P-A  10SP
Dagger 1d4 Y S 5/10/20 — Impale S — 4/6 All 30SP
Dart 1d4 Y S 5/10/20 — Impale S — 2/1 P-A  10SP
Discus 1d4+1 Y IL, 5/20/40 — Stun — — 2/3 A 30 SP
Location
Hatchet 1d6 Y S 10/20/30 — Bleed — 1 4/6 All 25 SP
Heavy 1d10 N H 20/150/300 4 Impale, S} 2 4/8 M-E 350 SP
crossbow Sunder
Javelin 1d8+1 Y H 10/20/50 — Impale, M 1 3/8 A-M  20SP
Pin
Weapon
(Shield)
Light 1d8 N 1L 20/100/200 3 Impale S 1 4/5 M-E 150 SP
crossbow
Long bow 1d8 Y H 15/125/250 2 Impale S 1 4/7 M 200 SP
Net = N = 3/5/10 — Entangle — 8 2/20 All 20 SP
Recurve 1d8 Y H 15/125/250 2 Impale S 1 4/8 A-M  225SP
bow
Short bow 1d6 Y L 15/100/200 2 Impale S 1 4/4 P-M  75SP
Shortspear 1d8 Y L 10/15/30 - Impale M 1 4/5 All 20 SP
Sling 1d8 N L 10/150/300 3 Stun — — 1/2 P-M  5SP
Location
Staff sling 2d6 N E 5/10/20 4 Stun — 2 3/6 A-M  20SP
Location
Stone/Rock 1d3 Y S 5/25/50 — Stun — All
Location
Trident 1d8 Y L 10/15/30 — Barbed, M 2 4/10 A-M  155SP
Impale

RANGED WEAPON AMMUNITION

Weapons such as bows and crossbows use ammunition to deliver damage. Arrows, quar-
rels, darts and bullets can be made by anyone with the appropriate craft skill, for example Craft
(Fletcher) for arrows, as long as the appropriate raw materials and a suitable work area or work-
shop are available for the task. If bought from a craftsman then the costs are as follows:

]

Arrows (per sheaf of a dozen) 4 SP

il

Quarrels (per sheaf of a dozen) 3 SP

Lead sling bullets (per bag of twenty) 1 SP
Blowgun darts (per half dozen) 2 SP
Thrown darts (per sheaf of a dozen) 2 SP

il

]

il
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SIEGE WEAPONS

Most siege weapons are used to lob simple
bolts or stones at targets. They are so power-
ful that a direct hit will generally cripple or
kill most armoured humanoids with a single
shot. However, it is often only siege weap-
ons which can hurt larger creatures such as
giants or dragons . If not being used in battle
most siege weapons are used to reduce forti-
fications, breaching holes in walls or destroy-
ing defensive towers hosting their own siege
weapons.

The following weapons do not use handed-
ness, damage bonuses or ENC being beyond
such issues. The Size of their projectiles is
rated as Beyond Enormous (BE), meaning

Weapon Damage Range Load Crew SIZ Combat Effects AP/HP Milieu
Scorpion 3d6 150m 4 1/1 BE Impale, Sunder 4/15 A-M
Ballista 4d6 200m 5 2/4 BE Impale, Sunder 4/25 A-M
Mangonel 5d6 250m 6 2/4 BE Bash, Stun 4/50 M
Onager 6d6 300m 7 3/6 BE Bash, Stun 4/75 A-M
Couillard 7d6 350m 8 3/6 BE Bash, Stun 4/100 M
Trebuchet 8d6 400m 9 4/8 BE Bash, Stun 4/150 M

that no shield will protect against the force
of such impacts. Due to the nature of the
weapons, Range only has two values; Effective
Range and Long Range.

NOTES ON SIEGE WEAPONS

= Reloading time is measured in Combat
Rounds, not Turns.

= Crew: This is the minimum and maxi-
mum crew required to operate the
weapon. Each extra person above the
minimum value reduces the Load time
by 1.

= Siege Weapon Combat Effects are
included for attacks against large or
colossal creatures. They are superfluous
against fortifications.

This Meerish Archer
wears the traditional
black-laquered cuirboilli
of his regiment along
with the custom-

ary headband and
top-knot signifying

he is one of the elite
mounted bowmen of
Meeros' feared skirmish-
ing units. The ornate
nocking unit and grip

is custom-made and
used by those archers
who have the task of
targeting specific officers
on the battlefield.

Cost
750 SP
1,000 SP
1,250 SP
1,500 SP
3,000 SP
5,000 SP
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VEHICLES

Most vehicles are drawn by one or more
animals. The number of animals required, for
the animals to maintain their standard move-
ment rate, is noted in the Draw column of the
vehicles table. Reduce the movement propor-
tionately if fewer animals are used. Generally
drivers will not exceed the required number
of animals because this decreases control, sta-
bility and integrity.

The amount a vehicle can carry in terms of
driver(s) and passengers (total SIZ) and cargo
(total ENC) is indicated in the Load column.
Again, drivers will refuse to exceed these
load amounts because control and stability
becomes more difficult.

FQUIPMENT
MANUFACTURING
AND QUALITY

With the right resources characters can
make, repair and enhance the quality of items
they acquire. The right resources are the skills
to do the job (usually a Craft skill, or Engi-
neering/Mechanisms); tools and other equip-
ment, such as a forge, workbench and so on;
and, finally, time.

RESOURCES

Access to resources is essential to the task.
These will differ from one job to another but
will, at the very least, involve suitable tools,
materials and a suitable place of work (a forge
or workshop for example).

The availability of resources determines a
number of things:

= Whether or not the task is possible
= How long it takes to complete
= The quality of the output

It is the Games Master’s responsibility to
decide if available resources are suitable and
in the right quantities. If they are not then
the grade of the skill being used for the task

should be reduced appropriately — and if there
is a true dearth of materials, the skill might
be reduced by several grades. Some repair-
ing and manufacturing tasks will be simply
impossible without the right elements and
Games Masters will need to adjudicate based
on local circumstances (does a village have a
working forge? Is iron and wood available?)
and on common sense.

CIRCUMSTANCE
MODIFIERS TO SKILLS

The following modifiers may be applied,
depending on circumstances:

RESOURCE MODIFIERS TABLE

No tools Task is impossible
Improvised tools  Very Difficult
Poor Quality/ Difficult

Incomplete tools,
or lacking crucial
resources

TASK ROUNDS

Building or repairing something is mea-
sured by Task Rounds. This is a variable
amount of time dependent on what is being
done. Again, Games Masters should decide
how long something is going to take, but
the suggested Task Round table below offers
some suggestions and inspiration:

SAMPLE TASK ROUNDS

Appropriate

Skill
Repairing Craft 5 minutes
clothing (Needlework) — 1 hour
Forging metal  Craft 5 minutes

(Blacksmith) -30

minutes

Forging a Craft 1 days - 5
sword (Weaponsmith) days
Erecting a Engineering 6 months
wooden or — several
stone structure years
Sharpening a Mechanisms 3to5
blade or Craft minutes

(Weaponsmith)
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VEHICLE TABLE

Vehicle

Two wheeled cart (hayrick, ox cart or similar)

Two wheeled wagon (goods cart, carriage or similar)

Four Wheeled Freight wagon
War Chariot

Sedan Chair (carried by humans)
Palanquin (carried by humans)
Stage Coach (covered and comfortable)

Heavy Coach (covered and comfortable)

Completing the task requires a roll against
the relevant skill. Note the level of success:

il

Critical: 50%
Success: 25%
Failure : 0%
= Fumble: -25%

]

il

Continue making skill rolls, each tak-
ing one Task Round, until 100% has been
achieved — or until time, resources and budget
are exhausted. Thus, a competent worker will
usually be able to accomplish the work in four
Task Rounds, assuming a standard Success in
each round. Reaching 100% means the final
result is of an acceptable standard. Anything
less is below par and may be flawed in some
way. If time is pressing or constrained then
the number of Task Rounds can be reduced:
this will constrain the ability to reach 100%.
For example, if a blacksmith is ordered to
shape and fit a horseshoe in two Task Rounds
(half the usual time needed) then, unless he
scores two critical successes with his skill rolls
the finished shoes will have no more than 50%
of their effectiveness (meaning they are incor-
rectly shaped, do not fit properly, and may
come loose or even injure the horse).

With unlimited time it is possible to
exceed 100%. The percentage achieved at the
end of the time available indicates the overall
quality of the product or task, as shown in the
Item Quality table, on page 102. Exceptional

Load
SIZ/ENC Draw Milieu Cost
6/60 1 A-1 60
10/100 1 A-1 175
10/200 2 A-1 500
2/20 2 A-1 1200
1/10 2 A-1 400
4/40 8 A-1 2000
8/200 4 R, 1 8000
12/400 8 R, I 15000

quality offers enhancements to the product.
The final percentage reflects the quality of the
product or completed task.

ENHANCEMENTS

If a task exceeds 100% in four or fewer Task
Rounds it gains Enhancements as indicated in
the Item Quality table. If a project reaches
100% in four or fewer Task Rounds, the maker
has the option to continue refining it. To do
this he continues to work on it for a further
Task Round and, depending on the result of
the skill roll for the Task Round, may enhance
it.

= Critical Success: 2 Enhancements

= Success: 1 Enhancement

= Failure: No Enhancements

= Fumble: Reduce Quality by 25%

Thus, a fumble actively overworks the
item, taking away from its quality rather than
enhancing it.

The Enhancement is determined by
the nature of the object. Choose from the
following:

Enhancements can be stacked: so an item
with two Enhancements could benefit from
being highly efficient, for example, confer-
ring a 10% bonus to the using skill. However
no item can benefit from more than two
Enhancements of the same type.
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USING THE TASK
RULES IN OTHER

CIRCUMSTANCES
The rules presented for
making and repair-
ing equipment can be
applied to many differ-
ent situations. Using the
same basic mechanics
any situation requiring
an investment of time,
effort and skill, and
requiring a quality of
outcome, can be simu-
lated. Some examples
are given below:

Social conflict - where
characters are engaged
in argument, debate,
negotiation, politics,
diplomacy and so on.

Affairs of the heart
— seductions, court-
ship, proof of love
(or even hatred).

Sieges and wars of
attrition — use the Task
rules to simulate the
progress of a siege or
extended battle over

a long-term period.

Chases and pursuits —
use the Task rules where
pursuits take place over
days or weeks, rather
than in detailed time
where an immediate
result is more desirable.

Games Masters will no

doubt find their own
uses for these rules.
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ITEM QUALITY TABLE

Total Score  Result Enhancements

150 Excellent 2

125 Good 1

100 Acceptable 0

75 Flawed The product will break or wear out 25% faster than
normal; or its Hit Points and value are reduced by one
quarter reflecting its flawed durability

50 Poor The product will break or wear out 50% faster than
normal; or its Hit Points and value are reduced by half
reflecting its flawed durability.

25 Shoddy The product will break or wear out 75% faster than
normal; or its Hit Points and value are reduced by three
quarters reflecting its shoddy durability

0 or less Unusable The product is simply of no use whatsoever.

ENHANCEMENTS TABLE

Enhancement Effect

Desirable The item’s value is doubled.

Durable The item’s Hit Points are increased by one

Resilient The item’s Armour Points are increased by one

Efficient The item of such quality that it confers a 5% bonus to the skill required
to use it.

Effective If a weapon it gains +1 to its Damage rating. Other items reduce ENC

value by 1d2 points

i

A Meerzsh Weaponsmith at
<= work engraving a rune onto
a cerenionial knife for the
Cultof Myceras. The engrav-
_ing-task would take the smith
about 6 hours owing to the
complexity of the rune and
\thgzgquired ornamentation.




MECHANICS

Briefly this chapter includes rules for:

any different things can occur

3 during a RUNEQUEST game.

Some are resolved through skill

use or one of the major game mechanics such

as combat or magic; others require their own

rules for adjudication. This chapter provides

rules and guidance for a variety of different

scenarios that Games Masters and players will
encounter whilst playing the game.

The list is not exhaustive but should rep-
resent most common situations. If Games
Masters find there are other situations that
require some form of game-system adju-
dication, and that these situations seem to
occur frequently, then they are encouraged to
develop their own rules to cover these special
circumstances, using those given in this chap-
ter as a basis for replication or development.

CHAPTER 6:

GAME

= Acid

= Action, Time and Movement

= Ageing

= Asphyxiation, Drowning and
Suffocation

= Blood Loss

Character Improvement

l

= Disease and Poison
= Encumbrance

= Falling

= Fatigue

= Fires

= Healing from Injury
= Inanimate Objects
= Luck Points

= Passions

= Survival

= Traps

= Visibility

= Weather

The Truth Rune rep-
resents the undeniable
truths of the cosmos. It
represents reality and

what can be seen and
experienced first-hand
with the certainty that
falsehood denies.
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SCENES

Scenes are an abstract
time measurement
based on definable
events or interac-

tions. They can last for
Combat Rounds, Local
or Strategic Time and
duration is based on
activities being engaged
in by one or more
characters. Some spells,
for instance, last for a
Scene, which means that
duration is variable but
based on that Scene's
need. For example, if a
Folk Magic spell, such

as Bladesharp, is cast
successfully, it will last
for one active scene. This
will be either as short as
the duration of an entire
combat, or as long as a
Local Time event where
Bladesharp might be
required. Scenes always
have active player par-
ticipation. For instance
an evening spent in a
tavern gaining informa-
tion is a Scene, because
it requires the char-
acters to participate.
However a long-distance
trip by sea, where the
Games Master stipu-
lates that several days
pass without inci-

dent, is not a Scene.

The Games Master
always determines
when a Scene starts
and ends. For the most
part it will be obvious
and important only
where magical effects
need to be measured.
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ACID

Acids come from many different sources
and are used extensively in alchemical
research. The most important factor with
any acid is its concentration, rather than its
type. All acids are therefore classified as either
Weak, Strong or Concentrated. RUNEQUEST
assumes that contact with the acid is signifi-
cant or sustained, rather than just a droplet
or two.

A splash or spray of acid lasts only for a
few Combat Rounds before it loses potency.
Immersion in a considerable volume of acid
inflicts the damage every round until the vic-
tim or location is removed and treated.

For generic acids it is assumed that armour
protects against the effects of acid but does
not stop it, its Armour Points being reduced
by the acid’s damage until it reaches zero hit
points, at which point the damage is then
transferred to the hit location it protected.
Armour reduced to zero Armour Points is
considered useless as the acid burns through
bindings, straps and joints.

Although the Acid table assumes the action
of acid on living flesh, not all acids affect non-
organic substances equally. Some can eat rap-
idly through metal, whilst others barely mark
it. If desired it is entirely permissible to have
strange acids which affect only metal or other
specific materials instead of flesh.

Acip TABLE

Acid Type Damage Duration

Weak 1d2 1 Combat
Round

Strong 1d4 1d2
Combat
Rounds

Concentrated 1d6 1d3
Combat
Rounds

ACTION, TIME
AND MOVEMENT

How quickly time passes in RUNEQUEST
depends on circumstances. Activities in role-
playing games rarely elapse in real time unless
characters are conversing with each other
or with non-player characters. For the most
part, timescales for different forms of activity
are inflated or condensed depending on what
is being done.

The key timescales, and what actions and
motion can be accomplished within them, are
as follows: Combat Rounds, Local Time and
Strategic Time.

COMBAT ROUNDS

A Combat Round, dealt with more fully
in the Combat chapter, represents five sec-
onds of real time. Combat Rounds are used to
measure short, frenetic bursts of activity that
take seconds to complete. They can be use-
ful for measuring very detailed activities that
require a blow-by-blow resolution. For exam-
ple, a chase between hunter and prey can be
measured in Combat Rounds, representing
the twists and turns that happen very quickly
during any tense pursuit.

LOCAL TIME

Local Time represents a few minutes to a
few hours and is used to measure activities
that do not require the detailed attention of
a Combat Round, but require a specific con-
centration of effort with a definite end result.
Picking a lock might take five minutes and
this is a measure of Local Time. Observing
the patrols made by teams of guards around a
castle’s walls might require several hours, but
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is still a measure of Local Time. Manage Local
Time in the following way:
1. The character states his intention
(Local Time starts)
2. The Games Master decides how long
this takes to accomplish
3. Any appropriate skill rolls are made
and the results noted
4. 'The Games Master communicates the
results and the time taken in step 2
passes (Local Time ends)

Local Time may then continue, move into
Combat Rounds or become Strategic Time

STRATEGIC TIME

Strategic Time is measured in days, months
or even years. Use Strategic Time for those
occasions where it is not necessary to know
the detail, simply the outcome — “You ride for
ten days and reach the city by dawn on the
eleventh day’ ‘After a whole day of watching
the guard patrols you now understand their
movements and patterns’ ‘It takes a week to
craft the sword!

Strategic Time is mostly concerned with
how far characters travel depending on the
mode of transport used. The Strategic Time
Travel Table offers examples for various con-
ditions. The travel times assume a travelling
day of around 10 to 12 hours with regular
stops for rest, water and food.

If characters need to increase the distances
given in the Strategic Time Travel Table,
then they can effectively add half again to

STRATEGIC TIME TRAVEL TABLE
Travel Example

Walking

Horseback at casual speed

Wagon at casual speed

Open Sea, favourable conditions
Open Sea, unfavourable conditions
Coast or River, favourable conditions

Coast or River, unfavourable conditions

the distance travelled in the Strategic Time
period but gain an enduring level of Fatigue
as a result. Naturally an appropriate skill roll
(Drive, Ride, Athletics, and so on) also needs
to be made to successfully increase the dis-
tance covered, along with dealing with any
hazards that might need to be resolved in
Combat Rounds or Local Time.

MOVEMENT

Movement is broken down into three ‘gaits’
which are Walking, Running and Sprinting.

Walking is the average speed a member of
a particular species ambles along at when in
no particular hurry. This is normally referred

to as a creature’s base Movement Rate.

Distance Covered (kilometres) per Day (10-12

hours)

30 per Day
60 per Day
15 per Day
150-300 (in a 24 hour period)
0-60 (in a 24 hour period)
30-60 per Day
0-30 per Day
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Running is movement at a rapid jog, at a can increase the Fatigue level (see page
speed which can be maintained over long 119)
periods. Running speed is triple Movement = Running or Sprinting: Subtract the
Rate, which may vary according to the bonus Armour Penalty from the running and
ANATHAYM'S granted by Athletics skill. sprinting speed. The result is how fast
SAGA Sprinting is flat out movement at top the character can move during chases
Anathaym, like all speed, which can only be maintained for brief or when charging. For example, a char-
s, has a base fods. Sprinti d is five times M Cter wearing a full panoply of Hoplit
Movement Rate of periods. Sprinting speed is five times Move- acter wearing a full panoply of Hoplite
6. In addition she is ment Rate, which again may be increased Plate armour would reduce both gaits
a proficient athlete according to whatever bonus is granted from by 6m.
with an Athletics skill Athletics skill. = Swimming: Take the character’s swim-
of 52%. From these The Comparative Movement table sum- ming speed (see the Swim skill page 65)
her movement rates marises the typical walking distances covered divide by two (rounding up) and sub-
are calculated as: . .
by creatures of differing base movement rates, tract the Armour Penalty. If the result
Walking 6m — base for a variety of time periods. Tactical move- is zero, the character cannot move and
Movement Rate ment during combat is explained in more barely keeps himself afloat. If the result
of a human detail on page 149 (Engagement). is negative, then the character sinks.
For example, even if our character was
; MOVING IN ARMOUR
Running 21m — Base . a top class swimmer (84%), wearing full
Movement Rate plus one Worn armour acts against character Move- ) o
} . o . Hoplite Plate with its -6 penalty, would
Jor her Athletics skill, ment Rates and certain kinds of actions such «ill him to sink if he attempts
- ill cause him to sink if he attempts to
multiplied by three. as swimming or climbing. The armour’s Strike P

swim in his armour (Swim speed of 6+4,
divided by two, then subtract 6 equals
-1).

Climbing rough surface (branching

o Rank Penalty is applied to Movement of dif-
Sprinting 40m — Base : kinds in the followi
Movement Rate plus erent Kinds in the following ways:
two for her Athletics

skill, multiplied by five.

il

= Walking: Armour does not interfere
with walking movement, although it trees, ladders, scaffolds and so on):
Half the Armour Penalty (rounded

COMPARATIVE MOVEMENT TABLE

Movement Movement  Movement Movement Movement Movement
Time Period 4m 6m 8m 10m 12m 14m
Combat Round 4m 6m 8m 10m 12m 14m
Minute 48m 72m 96m 120m 144m 168m
Hour 2.9km 4.3km 5.8km 7.2km 8.6km 10.1km

ARMOUR EFFECTS ON MOVEMENT

Travel Example Distance Covered (kilometres) per Day (10-12 hours)

Walking No Change to Movement
Running/Sprinting Running/Sprinting Speed - Strike Rank Penalty from Armour
Swimming (Swimming Speed/2) - Strike Rank Penalty from Armour
Climbing Rough Surfaces Movement - (Strike Rank Penalty from Armour/2)
Climbing Steep Surfaces Movement - Strike Rank Penalty from Armour
Climbing Sheer Surfaces Movement - (Strike Rank Penalty from Armour x2)
Jumping Jumping Distance - (Strike Rank Penalty from Armour/2)
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up) is subtracted from the base Move-
ment Rate. If the result is zero or less,
they are too burdened by their armour
to climb. Thus, our hero in his Hoplite
Plate armour can still scale easily climb-
able objects, as his Climbing movement
is6—3=3.

Climbing a steep surface (pitched roofs,

il

steep hills, and so on): The Armour Pen-
alty is subtracted from the base Move-
ment Rate. If the result is zero or less,
they are too burdened by their armour
to climb. Thus, our hero in his Hop-
lite Plate cannot climb as his Climbing
movementis 6 — 6 = 0.

il

Climbing a sheer surface (walls, cliff
faces, etc): Double the Armour Penalty
is subtracted from the base Movement
Rate. As with climbing a rough surface,
if the result is zero or less, the character
cannot climb.

il

Jumping: Reduce the distance in metres
the character can jump (see the Athlet-
ics skill, page 57) by half the Armour
Penalty (rounded up). For standing
jumps this impairment is halved.

AGEING

All characters age and with age come cer-
tain consequences. The signs of ageing start
at Early Middle Age (40 years for humans —
other species might age at greater or lesser
rates. As a character passes into a new Age-
ing Band he must make both an Endurance
roll and a Willpower roll at the grades noted.
If a roll is failed then he experiences Ageing
Effects as shown in the Ageing Effects table.

Each characteristic affected by ageing
reduces by 1d3 points. These points can be
recovered or at least partially counteracted
through characteristic improvement, repre-
senting efforts made to keep themselves trim
and alert as they grow older. If any character-
istic is reduced to zero from ageing, the char-
acter dies due to his terminal frailty.

What specific debilitating effects arise as
part of the ageing process are up to the Games
Master to define. For instance, reducing STR,
CON or DEX represents general wear and
tear on the body, with creaking joints and a
gradual loss of mobility. Reducing INT indi-
cates that age is starting to play tricks on the
mind and memory, whilst reducing CHA
indicates the character is getting craggier, and
more short—tempered perhaps, as they get
older.

AGE BANDS
Early Middle Age (40-49 for humans) Easy
Middle Age (50-59 for humans) Standard
Late Middle Age (60-69 for humans) Hard
Old Age (70-79 for humans) Formidable
Advanced Old Age (80-89 for humans) Herculean
Dotage (90+ for humans) Hopeless
AGEING EFFECTS TABLE
Physical Ageing Mental Ageing (Failed
1d6 (Failed Endurance) Willpower)
1-2 STR INT
3-4 CON POW
5-6 DEX CHA
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ASPHYXIATION,
DROWNING AND
SUFFOCATION

Characters can hold their breath for a num-
ber of seconds equal to their Endurance skill.
However the character must be prepared (fill-
ing the lungs with as much air as possible); if
not, then the period is halved if the character
was in a passive situation, or reduced to one
fifth if the character was engaged in strenu-
ous activity.

Once the period of held breath is over,
characters must make an Endurance roll:

= If the roll is a critical success, no further
deterioration occurs.

= If the roll is successful, the character
accrues an extra level of Fatigue.

= If the roll fails, the character sustains
1d2 extra levels of Fatigue that round.

= If the roll is fumbled, the character sus-
tains 1d3 extra levels of Fatigue that
round.

Without aid, death from asphyxiation is
usually swift. If the asphyxiation ends before
the character dies, they recover Fatigue levels
lost to suffocation relatively quickly; regaining
one level per minute.

Depending on the method of asphyxia-
tion, the Games Master may wish to prevent
full recovery, imposing an enduring level
of Fatigue to represent damage to the lungs
caused by smoke or water inhalation.

BLOOD LOSS

Blood loss due to external and internal
wounds, usually sustained in combat, can
wear a character down very quickly. Its effects
are measured by the accumulation of Fatigue
levels, in a manner similar to asphyxiation
since blood is needed to oxygenate the body’s

muscles and vital organs. Significant blood
loss is suffered in the following circumstances:

= The Bleed Special Effect (see page 145)

= Injury resulting in a Major Wound (see
page 162)

= Diseases and Poisons that result in
Bleeding (see page 113)

Unrestrained blood loss typically results in
death unless some form of medical attention
or healing magic can be applied to control the
bleeding.

Unlike asphyxiation, the effects of serious
blood loss on Fatigue are enduring. A charac-
ter recovers Fatigue lost to bleeding at a rate
of one level per day, starting the day after his
exsanguinations cease.

CHARACTER
IMPROVEMENT

Every RUNEQUEST character has the
opportunity to improve with time. Improve-
ment can be undertaken in several areas:

= Increasing existing skills

= Increasing characteristics

= Increasing passions

= Learning new skills

= Learning new magical abilities and

spells

EXPERIENCE ROLLS

The mechanism for most character
improvement is the Experience Roll. Games
Masters dispense Experience Rolls at an
appropriate juncture in the campaign: at the
end of every successful scenario or storyline;
or after perhaps two or three sessions of play
if the story is a long one which will take time
to complete. The frequency is at the Games
Master’s discretion. A high frequency of
Experience Rolls will lead to the characters
developing at a faster rate.
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There is no right or wrong time to give
Experience Rolls, but natural breaks in the
story may suggest suitable times. The Games
Master is, however, always the decision maker
here. Whilst players cannot demand Experi-
ence Rolls, they have a right to expect them at
certain times — as their characters will not be
able to develop without them.

HOW MANY?

The number of Experience Rolls given in
any one sitting should be between two and
four, but it can be lower or higher depending
on how long it has been since the last set of
rolls and how well the characters performed
or have been played.

It is recommended that all characters be
given the same number of Experience Rolls,
which helps maintain fairness and parity in
character progression — although even with
the same number of rolls characters may
progress at different rates, as the mechanics
for Experience Rolls illustrate.

The only exception to this guideline is
where a character gains an additional roll (or
suffers a reduction in rolls) for their Experi-
ence Modifier as described on page 13. This
modifier should only be permitted in situa-
tions where the character can put their influ-
ence to good use or suffer its consequences,
such as returning home at the conclusion of
a scenario. Thus it is not intended that the
bonus should be applied at the end of each and
every session, especially when the characters
are isolated or exploring off in the wilderness.

Experience Rolls do not need to be used
there and then. They can be reserved for
future use at the player’s discretion. The main
reasons for reserving use of a roll are:

= To increase Characteristics

= To buy new Professional Skills

= To put towards developing a new magi-
cal Tradition (explained in the Intro-
duction to Magic chapter).

INCREASING
EXISTING SKILLS

Any skill on the character sheet, Standard
or Professional, can be increased by spending
one Experience Roll.

= The player rolls 1d100 and compares it
to the skill being increased. The charac-
ter’s INT is added to the roll.

If the number rolled is equal to or

il

greater than the skill being improved it
increases by 1d4+1%.

il

If the number rolled is less than the skill
selected, the skill still increases but only
by 1%.

If a character fumbled any skill during

il

the course of the preceding session(s) —
i.e., between the last set of Experience
Rolls and the present one — the fumbled
skill gains a free increase of 1%. It is a
truism that we learn more from our
mistakes than our successes and this
represents the reflection a character
undergoes following a disastrous fail-
ure. Multiple fumbles of the same skill
do not stack.

Games Masters can, if they wish, increase
the dice step if they want to have skill progres-
sion move at a faster rate without giving Expe-
rience Rolls on a frequent basis: so, instead of
increasing by 1d4+1 skills increase by 1d6+1.
If adjusting the default dice roll in this way,
Games Masters should set the expectation at
the start of the campaign and not veer from it.

INCREASING
CHARACTERISTICS

A creature’s rolled characteristics are
regarded as its peak natural development,
a combination of its birth and environment
as it was growing. Thus just as some horses
are bigger, stronger and tougher than others,
humans and other sapient species can grow
up to exhibit fairly diverse physical and men-
tal characteristics.

Characteristics can, like skills, be improved
through Experience Rolls, which represent
training regimes. However, such increases are

FREELY IMPROVING

SKILLS

Normally players have
full discretion over
which skills to improve,
no matter their loca-
tion or circumstances.
Sometimes, however, it
may be unrealistic for
a character to practice
Lockpicking when he is
currently on a ship and
has done nothing but
fight sea monsters for the
last few game sessions.

In such cases it is rea-
sonable for the Games
Masters to request that
characters only attempt
to improve skills which
they have recently used,
or for which the situa-
tion exists to practice
them. For example, if
the ship-bound charac-
ter arrives at a civilised
port it is quite likely he
can find a local thieves’
guild or locksmith with
whom he can practice.

Some caution is
required that the Games
Master is not too restric-
tive, as this can lead

to a bias in a subset

of those skills which

are most often used in
his campaign, leading

to disproportionate
character development.
Instead, if a charac-

ter wishes to improve
unusual skills, the
Games Master should
use this to create a
roleplaying opportunity
or an eventual subplot
for his campaign.
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artificial boosts which normally atrophy after
the training exercises cease, characteristics
dropping back to their natural levels whether
the workouts were daily calisthenics sessions
to increase CON or memory tests to enhance

To achieve and maintain characteristic
increases requires that a character reduce his
regular allotment of Experience Rolls by one
or more points. This represents the continual
and intensive effort spent to push his body
beyond its normal capability.

Each Experience Roll sacrificed in this
manner boosts the trained characteristic by
one tenth of its rolled species maximum. Thus
a human who engaged in regular weightlift-
ing to build up his STR could, at the cost of
reducing his normal allotment of Experience
Rolls by one, gain +2 points to his Strength.

A minotaur on the other hand would gain +3
points to Strength as his species maximum is
24.

When a characteristic increases, all attri-
butes and skills derived from it increase too (if
the characteristic increase is enough to create
an attribute change). Thus, increasing STR by
one point will also increase each skill that uses
it as a component by one point too. In addi-
tion Damage Modifier may also increase if the
new STR value moves the character into the
next Damage Modifier band.

No matter how much training is under-
taken, no characteristic can exceed its spe-
cies maximum — which is simply the highest
possible result from the characteristic roll.
Once the character decides to cease his exer-
cise regime, his trained characteristic drops
by one improvement step the next time he
receives Experience Rolls and again the fol-
lowing time, the atrophying continuing until
the characteristic has returned to its natural
value.

SIZ is the exception to the above rules.
It cannot be increased through mundane

means.

INCREASING PASSIONS

As described under Passions on page 36,
the value of a passion may be increased with
Experience Rolls in exactly the same way as a
skill. If supported by play, the Games Master
might even allow a passion to be reduced by
the use of an Experience Roll.

For example, constant spurning from an
unrequited love might eventually wear down
the passion of even the most ardent lover,
especially one who wishes to pursue a rela-
tionship without the ghosts of the past haunt-
ing them.

LEARNING NEW SKILLS

Some characters may wish to study new
Professional skills which they never had the
chance to learn from their culture or career.
Before they can start investing Experience
Rolls they must first find a source of knowl-
edge from which to learn. This could be as
prosaic as a professional tutor such those pro-
vided by cults or brotherhoods. Alternately it
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simple and comparatively fair.

to 13.

N

PERMANENT CHARACTERISTIC IMPROVEMENT

Some players may bemoan the significant and continual costs of characteristic improve-
ment. In these cases the Games Master can ignore a certain level of realism and instead focus
on fun, allowing permanent characteristic boosts for a one-off Experience Roll cost.

This method must be treated with a degree of caution however, since not all Games Mas-
ters reward players with the same frequency or number of Experience Rolls; thus the default
costs may be too cheap or expensive. Additionally games where characteristic improvement
is too prevalent can quickly lead to many characters with identical attributes, each tweaked to
take advantage of natural break points within the system.

The following method utilises the current and minimum characteristic values so that it
scales for all creatures. Although it sometimes throws up an oddity between characteristics
rolled on different dice, this should be considered a feature of that particular species. Since
most creatures are generated using no more than three or four dice, this method remains both

Cost to increase a characteristic by one point = 1+creature’s current characteristic value,
minus the species minimum for that characteristic
Thus a human with DEX 12 would need to invest 10 Experience Rolls (13 — 3) to raise DEX

A

might be a more exotic source of education,
an ancient and crumbling training scroll or
an ancestor spirit bound to the community’s
sacred stone tiki.

Once a source of education is found, the
character must spend an entire month of
study and practice to garner a basic ground-
ing in that skill. This costs 3 Experience Rolls
plus whatever in-game costs are required to
pay the teacher (if one exists) and purchase
(or rent) whatever equipment and tools may
be needed.

TRAINING

Skills can be improved without expending
Experience Rolls, through help of a mentor;
either a trainer or a teacher.

Characters must spend one full week in
training to benefit from a training increase. At
the end of the training period the skill being
trained improves by the die roll indicated on
the Training Chart, with any modifiers due to
the Teaching skill.

How much a mentor charges for his ser-
vices depends very much on the nature of
the campaign and the setting. They might
accept manual labour or favours in return for
training, or insist on hard coin. In the case of
abstract promises the Games Master must

set the terms and the character should meet
them, or else face some form of consequence
if they are not met.

In terms of hard coin, a week's training
costs 1 Silver Piece for every 5% the mentor
has in the skill he is training. If he also knows
how to teach, this amount increases by 1 sil-
ver piece for each 10% he has in the Teach
skill. So, a mentor with 70% in Lore (History)
could charge 14 SP; or 19 SP if he also had
Teach 50%.

TRAINERS

A trainer is someone who works with the
character, helping them to practice a par-
ticular skill hoping, through coaching and
mentoring, to improve the character’s skill.
Characters can act as trainers for other char-
acters but it is usual to seek out someone who,
through years of specialized study and greater
experience, has more benefits and insight to
offer.

A trainer must have at least 20% more
than the character in the skill being trained,
and the degree of improvement rests on the
difference:

TEACHERS
A teacher is a professional trainer who
possesses the Teach skill, using it to improve

ANATHAYM'S

SAGA

Tired of having sand
kicked in her face by
Xenos during combat
training, Anathaym
decides that she needs
to be as strong as her
hated rival, so that she
can properly humiliate
him the next time they
face off in the spar-
ring circle. With her
STR 11, SIZ 10 and
no Damage Modifier
she is at a significant
disadvantage, espe-
cially when wrestling.

Thus Anathaym throws
herself body and soul
into a punishing training
schedule, her player
deciding that she’ll use
all three of Anathaym’s
regularly assigned
Experience Rolls to
increase her STR. She
boosts her characteristic
by +6 but at the expense
of consuming all her
free time (preventing
any other skill improve-
ments to be made).

The Games Master

also rules that it takes
six weeks of campaign
time for her to achieve
this new strength.

When Anathaym next
turns up at the combat
school, Xenos inevitably
makes some foul com-
ment concerning her
new ‘manliness’ which
she seizes upon to chal-
lenge him. The arrogant
noble insultingly looks

i1



her muscular physique
up and down (STR 17),
then offers to arm-wres-
tle with her. However,
although her Damage
Modifier is now in par-
ity with Xenos’ (+1d2)
she still loses the match,
her rival being slightly
more experienced in
applying his Brawn in
these tests of machismo.

Anathaym rages at

her humiliating defeat,
but master Zamothis
approaches his student
and sardonically sug-
gests that if she spent
time actually practic-
ing her combat skills
instead of turning herself
into an ox, she might
actually simply punch
out her opponent the
next time. Anathaym
hears the wisdom in his
words and ceases her
weightlifting, planning
to invest some of her
future Experience Rolls
in becoming more skilful
in unarmed combat.

Following the advice of
Zamothis, Anathaym
seeks out her men-

tor to be schooled in
the art of unarmed
combat. In her single-
mindedness to become
an expert of the Meerish
Infantry combat style,
her Unarmed skill has
languished at a mere
37%. Master Zamothis
on the other hand is an
expert with 85% and

a Teach skill of 79%.
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TRAINING IMPROVEMENT TABLE

Degree of

Difference Skill Improves By
21-30% 1d2
31-40% 1d3
41-50% 1d4
51-60% 1d6
61-70% 1d6+1
71-80% 1d6+2
81-90% 1d6+3
91-100% 1d6+4
Each 10% +1

the quality of his tuition. They utilise the same
Training Chart above, but modify the amount
increased according to the result of a Teach
roll:

= Critical Success: Skill improvement
increases by two Training steps

= Success: Skill improvement increases by
one Training step

= Failure: No effect on improvement

= Fumble: Skill improvement decreases
by one Training step, which may result
in the character gaining no improve-
ment through the training

LIMITS TO TRAINING

Training comes with some limitations:

= Only one skill at a time can be trained.

= A trained skill must be next improved
using an Experience Roll; it cannot ben-
efit from the training procedure again
until it has been increased in this way.

= Trainers can only tutor a single student
at a time, whereas teachers may educate
multiple students at once. As a guide,
divide the trainer’s Teaching skill by 10
to determine how many students that
teacher is prepared to train at one time.

CULTS AND BROTHERHOODS

Cults and guilds may offer training at a
reduced cost, or free of charge, to their mem-
bers. The training costs outlined earlier are
therefore considered a standard guide; cult
or brotherhood members may be offered a
reduced rate, but this may be dependent on

rank and standing within the organization.
The Games Master may need to set these
limits.

DISEASE AND
POISON

Some of the most feared things which can
affect characters are the myriad diseases and
poisons which infest the dark and grim places
of the world. There’s nothing quite as unset-
tling than a plague which strikes the charac-
ter’s home city, especially when they are still
within its gates. Likewise finding a venomous
serpent in the bed or being attacked by giant
scorpions can be moments of high drama.

Diseases and poisons are near infinite in
their varieties but, for game purposes, are
handled in the same way.

DISEASE AND
POISON TRAITS

All diseases and poisons manifest a num-
ber of traits important to their effects.

Application: The method of how the dis-
ease or poison is introduced into the victim.

l

Ingestion - Effects take place through

either eating or drinking.

= Inhaled — Effects take place through
breathing or snorting.

= Contact — Effects take place through
absorption through the skin.

= Injected — Effects take place when the

substance is injected into the body

through piercing.

Potency: The virulence of the disease or
poison. This value is set against an appropri-
ate resisting skill (usually Endurance or Will-
power) in an opposed roll. If character wins
the roll they shrug off its effects. If however
they lose the roll, then they suffer all of the
disease or poison Conditions, each at the
appropriate time.

Resistance: How the disease or poison is
resisted — either Endurance or Willpower,
but may have more exotic resistance require-
ments. Resistance can be rolled at the time of
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exposure, or deferred until the Onset Time
to conceal the fact the character might have
been infected or poisoned.

Onset Time: Many diseases and poisons do
not take immediate effect. The delay is called
the Onset Time and this can be a matter of
seconds, minutes, hours, or even longer. Poi-
sons or diseases possessing multiple effects
may have different onset times for each one as
described under Conditions.

Duration: How long a disease or poison’s
Conditions last.

Conditions: Every toxin has one or more
Conditions. These have specific effects as

DiSEASE AND Po1soN CONDITIONS

described in the Conditions table, below, and
if a victim fails to resist he suffers all the Con-
ditions described.

Antidote/Cure: If the toxin can be treated it
will be noted here. Otherwise all non-magical
diseases and poisons can be alleviated by spe-
cific healing magic, such as the Cure Malady
spell. Successful treatment prevents any fur-
ther conditions from occurring, yet in some
circumstances may leave the victim suffer-
ing enduring effects that have already been
inflicted.

Condition Effects

Agony Victim is hindered by intense pain. Whether in a location or the entire body, any skill roll

involving use of the affected area must also be less or equal to the character’s Willpower,

otherwise the attempt fails and they moan or scream in pain.

After ten days of inten-
sive training Anathaym
benefits greatly from
her mentor’s wisdom.
The difference in skill
between them is 48%
which on the Training
Chart table normally
results in a 1d4 bonus.
However, Zamothis
also critically succeeds
his Teach roll, increas-
ing the table result by
two steps. This boosts
the improvement roll
to 1d6+1 and from this
Anathaym gains 5%,
raising her Unarmed
skill to 42% - well
worth every bruise!

Victim’s body temperature fluctuates wildly — from hot to cold — and muscles ache. All skills

Victim suffers a permanent loss of 1 Hit Point in the location(s) affected, due to necrosis of the

Victim is driven to follow some compulsion; such as avoiding water, paranoia, self mutilation,

physical action to avoid being physically sick. Vomiting lasts for 1d3 rounds during which he

Asphyxiation Victim suffers asphyxiation — he collapses incapacitated, unable to breathe. The rules for
Asphyxiation, found on page 108, are used.

Bleeding Victim suffers from either internal bleeding or surface haemorrhaging which leads to the
effects described in the Blood Loss section on page 108.

Blindness Victim becomes blind.

Confusion Victim cannot use any knowledge, communication or magic skill.

Contagious Victim can transfer the poison or disease by touch.

Deafness Victim loses his hearing.

Death Victim collapses incapacitated and dies after a number of rounds equal to his CON
characteristic.

Dumbness Victim'’s vocal chords are paralysed, preventing verbal communication.

Exhaustion Victim gains an extra level of Fatigue, on top of any they are currently suffering from.

Fever
suffer a difficulty grade of Hard.

Hallucinations Victim experiences delusions and cannot differentiate between real and imaginary
experiences. His skill and abilities are unaffected but his ability to relate to the real world is
seriously impaired. Under its effects the sufferer tends to experience visions related to his
strongest Passions and any skeletons kept in the cupboard, often leading to irrational acts.

Maiming
injured tissue.

Mania
and so forth. The mania induced by the disease or poison will be noted in its description.

Nausea Victim cannot eat, and must roll against his Endurance every time he performs a stressful
cannot act. Long durations of Nausea may cause starvation.

Paralysis Victim is unable physically to move. The affected area, if a location, cannot be used for the
duration. If it affects the whole body, the character cannot move at all.

Sapping Victim has their Magic Points (either the Attribute or current number) reduced. Apply the
Potency of the disease or poison on the Spirit Damage table (page 201) to calculate the dice
roll used. Lost Magic Points do not recover until the duration ends.

Unconscious

Victim loses consciousness for a period specified in the description. When consciousness is

regained the victim suffers a level of Fatigue.
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SAMPLE DISFASES

These are samples of various diseases encountered during RUNEQUEST play, to be used as
they stand or as a template for Games Master designed infections.

PYROHOXIA

A rather strange disease, pyrohoxia is carried by feral animals such as rodents and trans-
ferred by a successful bite. The infection gradually spreads to the brain, where it begins to
twist the perceptions and aggression of the victim. No obvious signs exist of pyrohoxia infec-
tion, although the behaviour of the creature which bit them may offer clues. Within several
weeks of the bite the victim starts to suffer increasingly painful headaches and the eyes turn
bloodshot. At this point the hallucinations begin, strengthening over the course of a week into
violent waking nightmares.

The victim then passes into the terminal stage of the disease, which induces constant shiv-
ering accompanied with a mania to get warm by whatever means possible. Eventually this
climaxes with a suicidal desire to jump into fires, lava or even set themselves alight; usually
resulting in a paroxysm of violent destruction as they burn to death. Even if restrained from
self-immolation, the victim dies from brain swelling.

Application: Injected

Potency: 80

Resistance: Endurance

Omnset time: 1d6+6 days

Duration: 1 week + 1d3 days

Conditions: Disease manifests with the start of Hallucinations. After one week they also
start to suffer from Mania (Fire). If the victim somehow survives to the conclusion of the disease,
they then suffer Death.

Antidote/Cure: Can be cured by the Healing skill up until the onset of Mania, at which point
the disease must be treated magically.

RED POX

Red pox is a nasty disease spread by skin contact with a person already infected, or with
something they have touched. The chance of catching the disease from an object remains for
1d3 days after contact, making it quite difficult to contain the disease once an outbreak occurs.

Victims initially suffer a minor rash, but within a day come down with a serious fever which
usually renders them bedridden for the entire duration. During this time the rash evolves into
gruesomely itchy pustules which burst open at the slightest movement, weeping small trickles
of blood — especially from the armpits and groin. This stage can last up to a week or more,
potentially proving fatal.

Application: Contact

Potency: 50

Resistance: Endurance

Onset time: 1d6+6 hours

Duration: 1d6+3 days

Conditions: Once the disease manifests the victim becomes Contagious. 1 day later they
begin to suffer Fever and Bleeding. Each day the pustules weep blood the victim loses one level
of Fatigue, which does not recover until the duration of the disease has completed.

Antidote/Cure: Can be cured by the Healing skill.

SOUL LFECH

Dreaded by priests, shamans and sorcerers alike, soul leech drains their magical vitality,

reducing them to powerless prestidigitators. Although the disease starts with an innocuous
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enough cough combined with a degree of lassitude, it soon becomes apparent that their para-
normal strength is ebbing when spells tire them more easily.

The only extraneous sign of this weakening is that the victim’s own web of subcutaneous
veins begins to glow a faint purple when examined in pitch darkness, a by-product of the dis-
ease consuming their Magic Points. Magicians suffering this malady often try to bluff through
their lack of power hoping that the disease will end before a rival can take advantage.

Application: Inhaled

Potency: 65

Resistance: Endurance

Omnset time: 1d6 days

Duration: 1d3+3 weeks

Conditions: Sapping. Each week the victim reduces his Magic Points attribute by 1d6 points.
Since these do not recover until the disease ends, a magician can eventually be reduced to a
level of utter powerlessness. After the disease concludes, the Magic Points attribute recovers at
a rate of 1 point per day.

Antidote/Cure: Can be cured by the Healing skill if rare, mystical ingredients (the precise
nature of which depends on the setting) are used.

SAMPLE POISONS
COBRA VENOM

Perhaps the quintessential venomous snake, a cobra’s venom has several effects depending
on its application. If injected via bite, the venom will inflict a burning pain shortly followed by
respiratory difficulty which can lead to death. Even surviving a cobra bite comes at a horrible
cost, the bitten area suffering permanent necrotic damage. If the venom is spat at the eyes
instead of respiratory paralysis the venom can often inflict permanent blindness.

Application: Contact (eyes) or Injected

Potency: 75

Resistance: Endurance

Omnset time: Instant if spat in eyes, 1d6+4 minutes if bitten

Duration: 1d3+3 days

Conditions: If spat into the eyes both Agony and Blindness are instant, lasting the entire
duration. Bitten victims also begin with Agony but can struggle along until 1d6+6 hours after
the bite when Asphyxiation strikes, usually resulting in death, unless First Aid is successfully
applied to keep the victim breathing. Survivors will then suffer Necrosis, losing 1 Hit Point per
day from the location bitten, until the venom is somehow purged or it naturally ends.

Antidote/Cure: Can be ameliorated with the Healing skill. However blindness, if not treated
before the end of the venom’s duration becomes permanent. Likewise, each day of Necrosis suf-

fered before successful treatment inflicts permanent damage.

LOTUS DUST

Lotus dust is the natural pollen produced by the blossom of the rare and deadly ebony
lotus flower, which grows in the depths of remote jungles. It takes the form of a fine yellowish
powder with a sweet, cloying scent; although to smell it is death since the pollen in its natural
state is lethal when inhaled or tasted, causing the heart of the victim to burst. Whether from
fear or ecstasy is unknown, for few beings ever survive long enough to tell.

Despite its dangers many sorcerers breathe the fumes of burning lotus dust, which instead
of bringing near instant death, infuses the mind of the imbiber with fantastical visions of other
worlds. It is said that they learn dark secrets from the euphoric dreams, though few have the

strength of will to extract themselves from such visions.

- 4
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Application: Inhaled

Potency: 90

Resistance: Willpower

Omnset time: 1d3 rounds

Duration: Instantaneous in its natural state, 2d6 hours if smoked

Conditions: Death if natural pollen. Paralysis and Hallucinations if smoked. At the end of a
narcotic dream, the smoker must make another resistance roll otherwise subside into an end-
less coma, still trapped within his lucid visions.

Antidote/Cure: Can be treated by an infusion of the rare Golden Lotus which brings com-
plete recovery, otherwise magic must be used.

SLEEPING DRAUGHT

Sleeping draughts are often used to capture or rob characters, who unwittingly imbibe the
tasteless concoction hidden in a mug of ale or glass of wine. By the time the character awak-
ens, they are usually weak and nauseous — if not from the after-effects of the sleeping draught,

Application: Ingested
Potency: 60

Resistance: Willpower
Onset time: 1d6+4 minutes
Duration: 1d6+3 hours

duration ends.

N

then due to the alcoholic hangover which accompanied it.

Conditions: Unconsciousness. Victim falls into a deep sleep and cannot be woken until the

Antidote/Cure: Can be counteracted by the Healing skill and use of a strong stimulant.

A

ENCUMBRANCE

Encumbrance represents both the mass
and bulk of an item. The greater the encum-
brance value the more difficult it is to carry it.

Correlating ENC with SIZ can be a chal-
lenge: light but bulky items often impose just
as much of a burden as small but heavy ones.
As a rule of thumb 3 ENC is equivalent to 1
SIZ, but, depending on the item, Games Mas-
ters may want to adjust the ratio down to 2:1
or even 1:1. A head-sized lump of lead, for
instance, is far heavier than a similar sized
lump of rock. Conversely a large sack loosely
filled with goose-down might have a ratio of
5:1. As always, common sense should prevail
in such circumstances.

Items that have a zero ENC value are, on
their own, inconsequential; however consider
that 20 zero ENC items equal 1 ENC.

ENCUMBRANCE
CAPACITY

Characters can carry a total ENC equal
to their STR x2 with relative ease. Everyday
clothing does not contribute to this capacity,
but armour does — see the notes on Armour
ENC below.

If the total ENC borne exceeds STR x2
then the character is considered to be Bur-
dened. This has the following effects:

= Skills using STR or DEX as part of their
base (including combat skills) become
one grade harder

= Base Movement Rate drops by 2 metres
and the character can no longer sprint

= Carrying the load counts as Medium
activity for Fatigue purposes
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If the borne ENC exceeds STR x3 then the
character is considered to be Overloaded. The
effects are thus:

= Skills using STR or DEX as part of their
base (including combat skills) become
two grades harder

= Base Movement Rate drops to half nor-
mal and the character cannot move
faster than a walk

= Carrying the load counts as Strenuous
activity for Fatigue purposes

Characters cannot carry a total ENC more
than their STR x4, either the mass or unwieldy
bulk of the objects proving to be too much to
bear for more than a short distance.

ARMOUR ENC

When considering its encumbering nature,
armour has a number of different effects: it
not only hinders Strike Rank (see Armour
Penalty) and slows gaits faster than a walk
(see Moving in Armour page 106), but also
burdens its bearer with its bulky weight.

The amount armour counts towards
Encumbrance Capacity depends on whether
it is worn or carried.

= When worn, only half the total ENC
of the armour is counted towards
Encumbrance

= When carried, the full ENC value
of the armour is counted towards
Encumbrance

NON HUMAN
ENCUMBRANCE

Whilst the encumbrance rules work fine
for human scaled characters, they can begin to
break down for creatures of larger or smaller
dimensions. The best way to avoid scaling
issues is to assume that arms and equipment
for each species scale in proportion with their
user’s size. Thus a great axe used by a mino-
taur would be slightly larger than one used by
a (human) royal guard, as would its armour.

ALTERNATIVE ENCUMBRANCE RULES

Keeping detailed track of encumbrance adds considerable effort to maintaining character
sheets, especially when items are picked up or looted, and as a consequence many groups
simply hand-wave encumbrance as being an unnecessary hassle in general play. For those
who still wish to keep a rough track of encumbrance but want something less maths intensive,
consider the following alternative, which does not track items carried in strict terms of their
ENC value.

= All characters can carry a number of Items equal to half their STR without being encum-
bered. Over STR/2 and up to STR they are considered Burdened. Over STR to STRx1.5
they are Overloaded.

= One Item is equivalent to anything that can be comfortably carried in one hand. Things
that are two-handed or are strapped to an arm (a shield, say) count as two Items. Note
that the SIZ of the creature will influence what is considered one or two items. For a
giant, a greatsword could comfortably be counted as one item, whereas for human-sized
creatures it would clearly be two.

= Worn armour of any kind does not contribute towards ENC. If carried, then it counts as
its equivalent Armour Penalty value.

- f

ANATHAYM'S
SAGA

Anathaym owns a
partial suit of bronze
Hoplite Plate. This
comprises a crested
helm, a cuirass and two
bracers. The panoply
covers five of her body
locations and has an
Armour Penalty of

-4 which counts both
against her Strike Rank
and her running and
sprinting speeds due

to the hindrance the
strapped pieces have on
her body movement.

Additionally the armour
has a total ENC of

20 simply due to the
weight of the heavy
bronze. If she carried
the armour on her back,
whilst also bearing

her spear, shortsword
and hoplite shield,
Anathaym would have
a total Encumbrance of
20+2+1+3=26 which

is more than twice

her STR of 11, render-
ing her Burdened.

However, if she wears
her armour instead, the
ENC of the panoply is
halved, reducing her
total Encumbrance to
10+2+1+3 =16, leav-
ing her a little extra
capacity to carry extra
equipment and not be
hindered by her load.
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To calculate the encumbrance of propor-
tionally sized equipment, add together all the
ENC values of everything carried by the crea-
ture, then multiply the final result by the ratio
of the average SIZ of a member of that race
divided by the average SIZ of a human.

Final Encumbrance = Total ENC x (Average
SIZ of species/13)

Continuing with the minotaur example, we
find its proportional size ratio is 1.7 (22/13).
Thus a minotaur wearing full Hoplite panoply
and wielding its great axe would have a total
encumbrance of 27 (28 halved plus 2 for the
great axe and the total multiplied by 1.7) Still
well within the unburdened limit of STRx2
which for an average minotaur is 34.

Although this sum may require a few sec-
onds to work out, it simplifies the entire pro-
cess to a single calculation and avoids time
consuming book keeping.

FALLING

The amount of damage suffered in a fall
depends on the distance of the drop. Armour
points do not reduce falling damage.

FALLING DISTANCE TABLE

Distance

Fallen Damage Taken

1m or less No damage.

2m to 5m 1d6 points of damage to a
random location.

6m to 10m 2d6 points of damage to
two random locations.

11m to 15m 3d6 points of damage to
three random locations.

16m to 20m 4d6 points of damage to
four random locations.

Each +5m +1d6 damage.

= Creatures of smaller size suffer less
from a fall. Those of SIZ 8 to 9 treat
the distance fallen as one metre less. A
creature of SIZ 6 to 7 treats the distance
fallen as three metres less. A creature of

SIZ 4 to 5 treats the distance fallen as
five metres less. A creature of SIZ 2 to 3
treats the distance fallen as eight metres
less. A creature of SIZ 1 or less treats the
distance fallen as ten metres less.

il

Creatures of larger size suffer more
from a fall. For every 10 points above
SIZ 20 the creature adds +1d6 to the
damage. Thus a SIZ 35 creature which
drops from a height of 2m would take
3d6 damage to a random location.

il

Acrobatics can be used to mitigate fall-
ing damage — a successful roll allows
the character to treat the fall as if it were
two metres shorter than it actually is. In
addition, as long as the roll is success-
ful and the character does not suffer a
Serious or Major wound due to the fall,
the character lands relatively safely and
is not prone.

il

Characters falling onto soft surfaces may
treat the distance they fall as halved for
the purposes of damage. This is always
at the Games Master’s discretion.

il

Characters falling onto damaging sur-
faces (such as a pit of spikes) will suffer
the effects of the surface to all locations
that are damaged in the fall.

FALLING OBJECTS

A falling object imparts an amount of dam-
age based on its SIZ and the distance of the
fall. An object imparts 1d6 damage for every
6 points of SIZ (or fraction thereof), plus an
amount of damage equal to the Damage Taken
column of the Falling Distance - including
any reductions for objects of smaller size.

FALLING FROM A
MOVING VEHICLE

Damage sustained from a fall from a mov-
ing vehicle, such as a chariot, depends on
the vehicle's speed and the distance fallen.
Assume that the speed, in metres per Combat
Round, is equal to half the height shown on
the Falling Distance table. A chariot moving
at 20m per Combat Round would inflict 2d6
damage to two random locations if a charac-
ter should fall from it.
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FATIGUE

Fatigue measures tiredness and its incre-
mental effects. It is an important aspect in
RUNEQUEST as it is used to track many dif-
ferent things from strenuous activity to the
debilitating effects of disease or magic.

PHYSICAL EFFORT

The primary way of accruing Fatigue is by
engaging in some form of physical activity. The
more arduous the exercise or work, the more
quickly it tires the character. There are three
classes of effort: Light, Medium and Strenu-
ous. The length of time a character can engage
in an activity without becoming fatigued is
determined by his CON, as detailed under
each category. Once this time has elapsed
characters must make an appropriate skill roll
— either Athletics, Brawn or Endurance — to
resist gaining a level of Fatigue.

Unless the recipient of some form of magic
that naturally extends wakefulness, all char-
acters need sleep. A character can remain
awake for a number of hours equal to twice
CON before needing to make an Endurance
roll. If successful, the character can continue
to function normally for a number of hours

PHYSICAL EFFORT TABLE

equal to half CON before needing to make a
further Endurance roll, although this roll will
be one grade harder than the last. If the roll
is failed, then one level of Fatigue is accrued.

EFFECTS OF FATIGUE

Every failed roll accrues a level of Fatigue.
Each level of Fatigue carries penalties for
skill use, movement, Strike Rank and Action
Points. Asphyxiation, Blood Loss and some
types of magic also contribute to Fatigue
accrual.

For most characters, activities of any kind
become near impossible when the level of
Incapacitated is reached. At this stage the
character is still conscious but incapable of
anything but the most desperate of activities.

Beyond Incapacitated, characters cannot
actatall. The Fatigue levels — Semi-Conscious,
Comatose and Dead — are generally reserved
for measuring the most extreme effects of suf-
focation, disease, blood loss, starvation, expo-
sure and so forth.

It is perfectly possible to accrue Fatigue
from several sources, potentially making
some situations more dangerous.

For example, a thief climbs the flanks of
an extinct volcano to reach a long-forgotten

Skill Roll

Easy grade roll vs either

Athletics, Brawn or

Endurance according to the
task (Athletics for exercise;

Brawn for heavy lifting;

Endurance for general

Standard grade roll vs

either Athletics, Brawn or

How Long? Example
Activity that places no strain on the
Light CON in hours body. All reasonable activities at a None
steady pace.
Medium CON in minutes Manu.al labour; sustained physical
exercise.
activities).
CON in seconds
Combeat; struggling against the
(rounded up to the . o
Strenuous elements; physical activity in adverse

nearest Combat
Round)

circumstances

Endurance according to the
task (Athletics for exercise;

Brawn for heavy lifting;

Endurance for Combat).
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FATIGUE LEVELS

Fresh

Winded

Tired

Wearied
Exhausted
Debilitated
Incapacitated
Semi-Conscious

Comatose

Dead
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temple, in which fantastically precious jewels
are reputed to be hidden. By the time he crests
the crater rim his Fatigue level has reached
Tired. Spurred on by sighting the ruins upon an
island at the centre of the flooded caldera, the
thief foolishly undertakes the swim before rest-
ing; in the process losing several more levels of
Fatigue from failed Swim rolls. When the scaly
guardian of the sacred temple pulls him under
the surface, the fatigue accrual from drown-
ing starts from his current level of Exhausted
and he swiftly dies, lacking the energy to put
up much of a fight.

RECOVERING
FROM FATIGUE

Characters recover from Fatigue depend-
ing on their Healing Rate. The amount of
complete rest needed to recover from each
level of accrued Fatigue is equal to the Recov-
ery Period divided by the character’s Healing
Rate.

Note that the table represents fatigue
recovery for physical exertion. Fatigue recov-
ery can be much faster when recovering from
asphyxiation or slower if recuperating from
blood loss.

Recovery
Skill Grade Movement Strike Rank Action Points Period
No penalties
Hard No penalties No Penalties No Penalties 15 minutes
Hard -1 metre No Penalties No Penalties 3 hours
Formidable -2 metres -2 No Penalty 6 hours
Formidable Halved -4 -1 12 hours
Herculean Halved -6 -2 18 hours
Herculean Immobile -8 -3 24 hours
Hopeless No Activities Possible  No Activities Possible  No Activities Possible 36 hours
No Activities No Activities Possible ~ No Activities Possible ~No Activities Possible 48 hours
Possible
Dead Never

MANAGING FATIGUE

Managing Fatigue and its effects makes for
additional book-keeping. To simplify things,
Games Masters can decide that only certain
types of activity contribute towards Fatigue.
But common sense should apply. A charac-
ter dressed in full plate armour, in a tropi-
cal jungle, on a hot summer’s day, could not
spend three hours hacking his way through
the foliage without suffering fatigue in some
way. Similarly carrying heavy loads, trekking
uphill, foot chases, long swims or digging out
an ancient necropolis are all going to take
their toll on a character, potentially tiring him
at a crucial moment.

FIRES

Fires are always a source of danger when
used as a weapon or rage out of control. They
damage both people and objects; how much
is dependent on the intensity of the source.
The Fire Intensity table below gives five dif-
ferent intensities for heat damage, with some
examples.

The damage inflicted per round is given in
the Damage column. Being relatively small,
Intensity 1 and 2 sources apply their damage
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to a single Hit Location, usually that touch-
ing the source. Intensity 3 and 4 sources are
larger, applying damage to nearest 1d4+1 Hit
Locations, indicating the degree of radiant
heat. Intensity 5 sources affect all Hit Loca-
tions simultaneously.

Fire clearly has the ability to ignite flam-
mable materials. If not extinguished imme-
diately such materials combust within a
number of rounds as indicated by the fire’s
Intensity. Once ignited, flammable materials
burn until physically extinguished. Damage is
applied directly to the Hit Points of the mate-
rial, ignoring Armour Points, and to any flesh
beneath. If left uncontrolled it spreads to a
number of Hit Locations, per round, equal to
its Intensity.

FIRE INTENSITY TABLE

Time to
Intensity  Examples Ignite Damage
1 Candle 1d4 1d2
2 Torch 1d3 1d4
3 Campfire 1d2 1d6
) Room filling . il
conflagration
5 Volcanic lava Instant 3d6

HEALING FROM
INJURY

Natural healing from wounds and injuries
is based on the character’s Healing Rate. The
Healing Rate dictates how many Hit Points
are recovered in a location depending on the
injury’s nature:

= Minor Wounds: Days
= Serious Wounds: Weeks
= Major Wounds: Months

Thus a character with a Healing Rate of 3
who suffers damage taking him to —3 in a Hit
Location, a Serious Wound, will heal naturally

at a rate of 3 Hit Points per week until his
wound goes above zero, and then heal 3 Hit
Points per day until fully recovered.

There are certain restrictions on natural
healing:

= The healing character cannot engage
in strenuous activity: otherwise the
Healing Rate is reduced by 1d3. Thus, a
character recovering from even a Minor
Wound could find his progress halted if
he decides to engage any physical tasks
that might exacerbate his injuries.

= Natural healing will not begin to heal
a Major Wound until that location has
been treated with a successful Healing
roll (see page 70). Non-dismembering
Major Wounds which are not treated
within a number of days equal to one
twentieth of the Healing skill become
maimed, permanently reducing the Hit
Points of the location.

Guidance on how to stage combat to take
into account these lengthy healing times is
provided in the Games Mastery chapter (see
Pacing Combat Encounters page 424).

MAGICAL HEALING

Some magic can heal the wounds suffered
by a victim. Yet there are specific restrictions
as to what level of wound can be treated by
each spell. For example the Common Magic
spell Heal cures only Minor Wounds, whereas
the Sorcery spell of Regeneration can heal
both Minor and Serious Wounds. There are
few magics which can reverse the traumatic
injuries of a Major Wound.

No matter how petty the healing spell or
miracle, its application is always enough to
stabilise any type of wound, preventing bleed-
ing and immediate death even if it doesn’t
actually cure the underlying injury. Note that
this only applies to gross physical trauma, not
to conditions brought about by suffocation,
poison and the like.
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ANATHAYM'S

SAGA

After months of practice
Anathaym finally suc-
ceeds in defeating Xenos
in the practice circle,
humiliating the proud
noble by tripping him
and forcing his sur-
render at spear point

in front of his friends.
She spends that evening
foolishly drinking wine
in celebration. When
she eventually leaves the
tavern, the warrioress is
too drunk to notice the
sinister cloaked figures
who follow and drag her
into a dark alleyway.

Whilst two of her
assaulters pin her down,
the third draws a club
which he smashes down
onto her spear hand,
twice, pulping every
bone in the appendage.
Then, the men pick her
up, laughing cruelly, and
Anathaym recognises
the supercilious voice of
her rival as she passes
out. When she finally
awakens she discov-

ers herself abandoned
in the dry hills many
leagues from Meeros.

Suffering from the pain
and delirium of the
Major Wound, it takes
four days to stumble
back to Meeros, but

she finally reaches the
city’s modest Shrine of
Healing, located in the
poor quarter. The serv-
ing acolyte explains that
the wound is beyond her
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PERMANENT INJURIES

Some Major Wounds and certain poisons
or diseases inflict maiming injuries; for exam-
ple horribly crushed and severed limbs, or the
necrotic effects of venoms. The result of this
damage permanently reduces the Hit Points
on that location, forever weakening it. A loca-
tion maimed in this way uses the diminished
Hit Point value to calculate its new Serious
and Major Wound thresholds.

For permanent injuries caused by accident
or battle injury, roll 1d3 and consult the fol-
lowing table to see the extent of the maiming:

In those cases where the maiming involved
the loss of a limb, reduce the d20 numbers for
that Hit Location by an appropriate amount.
For example the Right Arm of a humanoid is
normally struck on a roll of 13-15 on a d20.
If however the arm was severed at the elbow
then locations 13-14 no longer exist and being
struck there means the attack actually misses!
Characters vindictive enough to target such
a maimed limb using Choose Location must
roll a 1d3 to see if they actually hit the remain-
ing parts.

PERMANENT INJURY TABLE

1d3 Hit Point Reduction

INANIMATE
OBJECTS

All inanimate objects possess Armour
Points and Hit Points which are used to
determine resistance to damage and destruc-
tion. Armour Points reduce damage before
Hit Points are affected. Once an object’s Hit
Points have been reduced to zero, it is useless.

Usually inanimate objects offer no resis-
tance to damage, save for their Armour Points.
However in the case of items that can restrict
or offer a significant resistance to breakage
attempts (such as a barred door, or ropes
used to restrain hands and feet), the character
must succeed with either a Brawn, Unarmed
or weapon attack roll, as appropriate, to inflict
damage. A successful roll deals damage to the
item as per the weapon type; a failed roll has
simply failed to apply enough force or damage
to the item to deteriorate its condition. Refer
to the description of the Brawn skill to deter-
mine what damage it inflicts.

The Inanimate Objects table gives some
example objects, along with their Armour
Points and Hit Points.

Maiming Result

Character If a limb, this represents the maiming of a hand or foot.
1 permanently loses one If the head, the character loses one of his sensory organs,
third of the Hit Points  eye, ear, nose or tongue Anywhere else it denotes a
in that location disfiguring scar.
Character
A limb is maimed from the elbow or knee down. The head
permanently loses two o
2 ) 1y loses two sensory organs. Torso exhibits a gruesomely
thirds of the Hit Points ]
) i horrible scar.
in that location
Limbs are maimed from the shoulder or hip down. The
L head either loses three sensory organs, half the face or
Location is reduced to o )
3 the entire jaw. Chest or abdomen shows such a horrific

a single Hit Point

scar or deformation nobody seeing the healed wound can

comprehend how the victim survived.
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INANIMATE OBJECTS ARMOUR AND HiT POINTS

Object Arn?our
Points
Boulder 10
Castle gate 8
Castle wall (2m section) 10
Chain/shackle 8
Club
Dagger
Hut wall (2m section) 3
Iron door 12
Rope 6
War sword 6
Wooden chair 2
Wooden door (normal) 4
Wooden door (reinforced) 6
Wooden fence (2m section) 4

USING WEAPONS
AGAINST INANIMATE
OBJECTS

Using a weapon against an inanimate
object with Armour Points equal to or greater
than those of the weapon deals damage to
both the object and the weapon. For instance,
using an axe on an anvil may damage the
anvil, but the axe itself will be destroyed long
before the anvil is. The Games Master should
exercise discretion on which weapons or tools
can affect which objects. A chisel, for exam-
ple, is explicitly designed to carve wood or
stone whilst a sword, whilst sharp, is not. The
chisel would therefore not take damage from
something it is attempting to carve whereas a
sword most likely would..

LUCK POINTS

Luck Points help differentiate heroes from
the rank and file. They represent a character’s
ability to potentially turn failure into success
and even cheat death,

Every character starts with a number of
Luck Points as described in the Attributes
section of the Basic Character Creation chap-
ter. Luck Points can be used during play and,

Hit Points

40
120
250

15
75

10

25
30

at the beginning of the next session, replenish
to their usual value.

For example, Emma and her friends meet
every Friday for their weekly RUNEQUEST
game. One Friday night Emma, playing Ana-
thaym, is given cause to use all her character’s
Luck Points for a variety of reasons. Out of
Luck Points, Anathaym manages to survive
with no catastrophic consequences till the end
of the game session. However, when the players
reconvene on the following Friday, Anathaym’s
Luck Points will have replenished back to their
normal value.

Luck Points only increase if the POW
characteristic increases, or some form of
magic provides a temporary increase in some
fashion.

USING LUCK POINTS

Luck points can be used in a variety of
ways. Only one Luck Point can be used in
support of a particular action. Each of the fol-
lowing options costs a single Luck Point.

CHEAT FATE

Characters can use a Luck Point to re-roll
any dice roll that affects them. This can be
a skill roll, damage roll or anything else that
has some effect. Characters can even force an
opponent to re-roll an attack or damage roll
made against them.

powers to heal magi-
cally and too much time
has already passed to
avoid it being maimed.
However, she successfully
performs her Healing
roll, ensuring that the
hand does not become
infected and can start
to recover, albeit with
slightly twisted fingers
and frozen knuckles.

Anathaym has little
choice but to heal
naturally. With her
right arm at -6 it would
normally take a month
at her Healing Rate of

3 to recover to the point
at which the Major
Wound is reduced to
Jjust a Serious one. The
maiming injury how-
ever, has permanently
reduced her limb by two
Hit Points. This new
level means the Serious
Wound threshold of that
arm is now -1 Hit Point,
so it takes two months
to recover — at which
point another visit to the
acolyte magically cures
the remaining damage.

Her right hand crippled
to the point of near
uselessness, Anathaym
is driven by her hatred
for Xenos and begins

to learn how to use her
spear left handed...
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DESPERATE EFFORT

If a character has exhausted his Action
Points during a fight and needs to find that
last burst of desperate energy to perhaps
avoid a messy demise, he may spend a Luck
Point to gain an additional Action Point.

MITIGATE DAMAGE

A character who suffers a Major Injury may
spend a Luck Point to downgrade the wound
to a Serious Injury. This reduces the damage
taken to one Hit Point less than what would
be required to inflict a Major Wound.

GROUP LUCK POINTS

The Careers and Development chapter
describes how, when characters form personal
connections during character creation, the
group as a whole gains a pool of Luck Points
distinct from those available personally. This
pool of Group Luck Points is available to all
members of the team to use in precisely the
same way as personal Luck Points but only
when the character wanting to draw upon the
pool needs to do so to aid one of his fellows.

The Games Master should keep track of
the Group Luck Points pool (or the players
can do this, nominating one of their number
to keep track). Group Luck Points refresh in
the same way as personal Luck Points: that
is, the pool is fully restored at the beginning
of the next game session. However if Games
Masters feel that the Group Luck Points pool
is offering too much of an advantage, or even
being abused, it can be made to replenish at
an appropriate point in the story — at the end
of an adventure for example, or after a reason-
able period of down-time.

PPASSIONS

Introduced during the character creation
chapters, a Passion is any deeply held com-
mitment that has the capacity to influence
events during play. Although they can be used
as stand-alone abilities (to call them skills is
to do them a disservice), passions are further
expanded below to explain in more detail how
they work and how they can influence RUNE-
QUEST characters and campaigns.

In summary, Passions can be used thus:

= To augment another skill, reflecting the
depth of one’s feeling and how it drives
action.

When used in this regard the Pas-
sion adds 20% of its value to a skill being
used, as long as the augmentation is the-
matically and dramatically important.

= As an ability in its own right to drive
choices, desires and emotional actions
and responses.

When used in this way a standard roll
is made against a Passion to determine
how strongly the character thinks and
feels about something. If a roll is a suc-
cess then the character acts in-line with
what the Passion would dictate. If the
roll fails then the character can act freely
without feeling constrained by the Pas-
sion’s drives.

= To oppose other Passions — even those
held by the same character. This is typi-
cally used where two Passions would
conflict. For instance a personal love
might dictate a course of action that
would be contrary to an oath or loyalty.
Here use an opposed roll between the
two Passions with the more successful
determining how the character acts.

il

As a general measure of depth of com-
mitment, belief and loyalty to a cause.
The higher the Passion’s value, the more
committed the character is. Characters
with similar Passions can compare and
contrast their ratings to determine who
exhibits the deeper commitment.

i

To resist some form of psychological
manipulation or magical domination. In
certain cases where a character is being
forced into performing an act contrary
to his Passions, he may use substitute
his Passion for the usual Willpower in
the opposed roll.

During character creation characters
establish up to three starting Passions; how-
ever new Passions can be developed at any
point during a RUNEQUEST game session
if the circumstances warrant it. One might
instantly develop ‘Hate X’ where someone else
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does something that would strongly invoke
hatred to arise. A lord or chief calling for an
oath would immediately establish a Passion
of ‘Loyalty to X’ as soon as that oath is taken
or sworn — something explored further in the
Cults and Brotherhoods chapter.

Passions developed during play in this way
cost no Experience Rolls and are established
there and then. Of course, characters can also
choose to establish a Passion during improve-
ment, at the cost of an Experience roll to gain a
Passion at its base value: see the chart on page
37 of the Culture and Community chapter.

DEEPENING AND
WANING

Passions can increase during a game inde-
pendently of Experience Rolls, based on the
strength of whatever occurred to trigger the
increase. Also Passions can, and do, wane. A
strongly held belief can be shaken by many
things leading to that Passion being either
reduced or, in more extreme circumstances,
reversed completely.

For instance, a character with ‘Trust Chief-
tain’ might, if his chieftain acts treacherously,
either reduce his Passion or turn into ‘Dis-
trust Chieftain’ at the same percentage. The
Games Master needs to determine if a Passion
reduces or reverses. If it reduces then it does
so according to the strength of the source of
the change.

The Deepening and Waning table shows by
how much the Passion changes.

DEEPENING AND WANING

Change +/-
Weak 1d10
Moderate 1d10+5
Strong 1d10+10

Further advice for Games Masters on using
Passions to drive a scenario or campaign is
provided in the Games Mastery Chapter.

SURVIVAL

Characters may find themselves in hos-
tile environments: deserts, arctic landscapes,
mountains, rain-lashed moorlands and so
on. In such environments characters may
find themselves battling the elements and
the three big killers: exposure, starvation and
thirst.

Each danger has a specific onset time
before a critical point is reached, after which
debilitation occurs at a steady rate:

= Exposure occurs when the body is
insufficiently protected against a hostile
environment. Assuming suitable cloth-
ing it usually starts to take effect after
CON hours. The subsequent Exposure
Rate can range from daily to mere min-
utes depending on the weather condi-
tions. See Temperature page 129.

il

Starvation takes place after an extended
period without food. Critical levels of
starvation begin after a number of days
equal to half CON. After this the Star-
vation Rate is daily.

Dehydration begins after CON x4
hours; although in arid or hot environ-

il

ments this might be CON x3 or even
CON x2. The ensuing Dehydration
Rate depends on the ambient aridity or
humidity of the environment. See Pre-
cipitation pages 128.

Once any of the above conditions take hold
characters start to accrue Fatigue levels. An
Endurance roll is required at onset, which is
then repeated every time the Exposure, Star-
vation or Dehydration Rate cycles. If the roll
is failed then a level of Fatigued is accrued.

Care should be taken to apply any skill
penalties suffered for the current level of
Fatigue. Eventually their increasing debilita-
tion steadily wears down the character’s capa-
bilities until Incapacitation is reached. There-
after, without help death will swiftly follow.
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TRAPS

Traps are ubiquitous devices used by every
culture from the digging of pitfalls to capture
animals to death-traps guarding tombs for all
eternity. These devices are built for a range of
purposes, each specifically tailored to raising
an alarm, capturing interlopers, or maiming
and killing thieves outright.

Constructing traps requires that the
builder knows either the Mechanisms or
Engineering skill. Small traps such as bear
traps or trapped locks require Mechanisms,
whereas large scale constructions like spiked
pits or rolling boulders need Engineering.

Beyond hiring the constructing craftsman,
traps often have very expensive component or
manual labour costs. As a general guideline
alarms cost the skill of the creator in copper
pieces, ensnaring traps the same in silver, and
death-traps require payment in gold.

All traps have a Difficulty rating which rep-
resents how difficult it is to perceive, disarm
or avoid. This value is treated as its skill when
resisted in an opposed roll.

Despite the many entertaining tales told by
storytellers, traps — especially those intended
to kill — rarely have a method of cleverly
avoiding or reversing their effects once set
in motion. Without magic or good fortune,
those caught in a death-trap usually succumb
to its highly efficient purpose. In short, they
are not intended to be survivable. Unless the
trap has some cunning design or is some sort
of enduring magical enchantment, once it has
been sprung it must be m