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USR Sword & Sorcery Introduction:

From the USR Creator:



What the heck is a Crypt Keeper?

What in the World is Sword & Sorcery?



01 -20 Warrior

21 -30 Merchant

31 -45 Sailor

46-60 Hunter

61 -65 Farmer

66-70 Slave

71 -75 Noble

76-85 Thief

86-90 Beggar (specify Afflictions)

91 -00 Craftsman (specify Craft)

Sword & Sorcery Background Table

Creating your Character:

Action

Wits

Ego

Hits



Beggar Craftperson Hunter Merchant

MinorNoble Peasant Farmer Sailor Slave

Warrior Thief

Background Detail Table



Specialisms

Dor Stryker
Warrior, Executioner’s Guard

(rolled on the background tables)

Action: D10

Wits: D8

Ego: D6

Hits: 09

Specialisms

Close Combat (+2 Action),

Drive Chariot (+2 Action),

Leadership (+2 Ego).

Dor is the headsman for the Grand Inquisitor of

the city of Glug Gulan. He brings the doomed

souls chained in the Inquisitor’s dungeons to the

end of their misery. Recently, the slaves have

begun to refuse to carry the bodies of the

executed to the canals. They roll their eyes in fear

and speak of the horror in the dark. You will have

to find a way to dispose of the decapitated

criminals soon or the stink will become

unbearable.



Equipment List

Weapons AttackBonusArmor Damage Rating



Playing the Game

Non-Contested Attribute Test Contested Attribute Test



2+ Easy (e.g. Jumping a LowWall, Bartering for Food)

Using Specialisms with anAttribute Test:

Difficulty Table

4+ Medium (e.g. Riding a Horse, Rock Climbing)

7+ Hard (e.g. Picking a lock, Leading an Army)

10+ VeryHard (e.g. Deciphering Ancient Tomes)

14+ Impossible (e.g. Resist Silver Lotus Poison)



Sword & Sorcery
Combat

• One Combat Action,

• and OneMovementAction.

Close Combat, Melee, Hand to Hand, etc.



Weapons and Armor

Damage

Multiple Attacks

First Strike

Hit Locations:



2+ Immediate: Close Combat Range

4+ Short: Within 10-40 feet

7+ Medium: Within 41-70 feet

10+ Long: Within 71-200 feet

14+ Extreme: Over 200 feet

CombatHit Locations

01-02 Head 17 Leg Left

03 Throat 18 Leg Right

04-10 Chest (Body) 19 ArmLeft

11-15 Guts (Body) 20 ArmRight

16 Groin (Body)

Called ShotModifiers

Limbs:

Head or Throat:

Small Target:

Tiny Target:

Ranged Combat

Difficulty Table forRange



Critical Hits & Dramatic Fumbles

Critcal Hit Table

D100 Result &Effects

01–10 Huge Hit Roll; +1d6 damage added to total.

11–20 Advantage; +4 to attack on target next round.

21–30 Power shot; Enemy prone and cannot act next round.

31–40 Legshot; Random leg useless. Enemy crippled.

41–50 Armshot; Random arm useless. Stuff in hand dropped.

55–60 Gut shot; Medium (4+) EGO check or pass out from shock and horror.

61–65 Blinding Blow; Enemy attacks at -4 for 1d4 rounds.

66–70 Stunning Blow; Enemy cannot act for 1d4 rounds.

71–75 Force Fumble; Enemy rolls on critical fumble table.

76–80 Cleave; Make an attack against another target.

81–85 Armour Buster; Enemy armor reduced two points of DR.

86–90 Enemy stunned; prone for 1d4 rounds, attack at a -2.

91–93 Combination; Roll another attack against target.

94–97 Head shot; Knocked unconscious, at least.

98–99 Savagery; Instant kill, no saves.

100 Monster Crit; Roll twice on this table, rolling this result again stacks.



Dramatic Fumble Table

01–05 Glancing blow Roll hit location and apply 1d4 points of damage.

06–10 Weapon twists Roll hit location and apply 1d4 points of damage, but lose next action.

11–15 Weapon(s) tangled Self and opponent lose next action, 25% chance to drop weapons.

16-20 Drop weaponWeapon on ground, one round action to retrieve.

21–25 Disarmed As above, but not immediately retrievable.

26–30 Fumble weapon. Lose next action as you recover.

31–35 Hit wrong target. Hit another nearby (randomly determined).

36–40 Caught on gear. Sacrifice action to untangle. 1-3 on a d6 for success.

41–49 Hit yourself. Roll hit location and apply 1d4 points of damage.

50 Weapon breaks. Weapon broken.

51–55 Foot slips. Slip over, and fall prone.

56–60 Bump ally. Both lose next action.

61–65 Bump enemy. As above, randomly determine.

66–70 Full stumble. Fall against someone sending both sprawling, randomly determine.

71–75 Off balance. Lose next action, +d4 to attacks against you next round.

76–80 Hit yourself hard. Roll hit location and apply 1d6 points of damage.

81–85 Twist ankle. Lose next turn, limp for next 1d20 minutes and -2 to rolls.

86–90 Throw weapon. Hit random combatant. Roll hit location, apply 1d4 points of damage.

91–92 Hit yourself harder. Roll hit location and apply 1d6 points of damage, +d4 to attacks.

93-94 Weapon snaps. 1d4 damage to self and enemy from shards/shock/etc, roll hit location.

95 Weapon shatters. 1d4 damage to self and enemy, roll hit location, no armor protection.

96–97 Hit and stun ally. 1d6 damage, roll hit location, ally loses next turn.

98–99 Crit ally. Crit your closest friend.

100 Megafumble. Roll twice on this table. Rolling this again stacks.

D100 Result &Effects



HowCombat Flows

Using Specialisms in Combat

Character Advancement&Healing
Experience Healing



Carousing

Carousing Procedure



Failed CarousingResults Table
Roll 1D100



Failed CarousingResults Table Continued



Magic

ArtifactMastery Sorcery



Mesmerism Magical Research



RandomMagical Research Encounter Table (roll 1d20)



Encounters in theWilderness and City

RandomWilderness Encounters (roll 6d12)



RandomCity Encounters (roll 2d8)



City Fire Table



Shrine of the Keepers
Introductory Adventure for USR Sword &Sorcery



Introduction

Shrine of the Keepers











Empty Courtyard

Shrine of the Keepers
Main Temple Level



Shrine of the Keepers
Lower Temple Level









Sailing on the Seas of
USRSword & Sorcery

Optional and Mass Combat Rules for USR Sword & Sorcery

A USR Sword & Sorcery Supplement


