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Hero Creation 
To create a new Hero follow these rules. 

Attributes  (player’s choice) 
New Heroes have ten points to divide between the 
four attributes below.  
Each attribute must be given one to four points. 
Strength STR Dexterity DEX 
Intellect INT Power POW 
 

Skills  (calculate from Attributes) 
Skill Aptitude Examples 
Agility  DEX x 2 Climb, Leap,  

Craft   DEX + INT Make, Repair 

Fighting  STR + POW Killing up close 

Lore INT x 2 Magic, Memory 

Perception  INT + POW Spot, Hear,  

Persuasion POW x 2 Charm, Con 

Shooting   DEX + POW Killing from afar 

Speed   STR + DEX Move, Run 

Stealth   DEX + INT Sneak, Hide,  

Toughness    STR + POW Grit, Courage 
 

Training  (player’s choice) 
New Heroes are Trained in two skills & Familiar 
with three others of their choice.  
The remainder are Untrained. 

Training level Bonus 
Untrained  +0 

Familiar +1 

Trained +2 

Experienced   +3 

Mastered   +4 
Once a skill is mastered it cannot be improved 
further. You cannot train Toughness. 
 

Skill Check 
Roll less than [Aptitude + Training + racial, cult or 
magical modifiers] on 1D20. 
When using a skill an unmodified roll of 1 is an 
automatic success & an unmodified roll of 20 an 
automatic failure. Who said life was fair? 
 

Race  (player’s choice) 
Human: Big, ugly & everywhere.   
POW+1, Fighting +1, Persuasion +2. 

Aldryami Elf: Pointy-eared, slender & mysterious. 
INT+1, Shooting +1, Stealth +2. 

Mostali: Short, greedy & tough. 

STR+1, Craft +2, Darkvision. 

Duck: Little, larcenous & lucky.   

DEX+1, Perception+2. Can Swim without checks. 

Troll: Huge, vicious & relentless.   

STR+1, Toughness +2, Darkvision. 
 

Improving Heroes  (player’s choice) 
After an adventure the Heroes divide the loot 
between them equally. They can then spend some 
of this on training to improve themselves.  

Cost Improvement 
500 Improve an Attribute by +1 
100 Improve a Skill’s training level by +1 
200 Learn a new Battle Magic Spell 

Costs are in Lunars.  
Training takes one day per 100 Lunars spent. 
Heroes can also improve by advancing within their 
chosen Cults (see Cults of Prax supplement). 
 

Equipment  (player’s choice) 
All new Heroes begin with a set of suitable clothes, 
a Hooded Cloak, Light Armour, a single-handed 
weapon, a Light Shield &  a Backpack containing:   
a Bedroll, Rope (30’), Flint & Steel, Knife, Flask of 
Oil, Lantern, Sack, Three Sea Shells & Water-flask. 

They may also choose 3 items from the this list: Belt 
Pouch, Chalk, Chisels, Crowbar, Dagger, Grapnel, 
Hammer, Small Mirror, Pot of Grease, Spade, Spikes 
(x6), Tent, 20 Lunars (silver coins). 
See Supplement 2 The Tent of Issaries for more kit. 
 

Cults   (player’s choice) 
All Heroes start out as a Lay Member of a single 
Cult. Choose one from the list below. There will be 
more detail on these cults in the Supplements 
As they progress they may earn the right to become 
an Initiate & later a Rune Lord or Rune Priest. 
The benefits of lay membership are listed below. 
Cult Race Benefits 

Aldrya Elves only Elf Bow 

Eiritha Humans Heal 

Humakt Humans/Ducks Bladesharp 

Issaries Any Persuasion +1 

Kiger Litor Trolls only Darkwall 

Mostal Dwarves only Iron Hammer 

Orlanth Any Perception  +1 

Pavis Humans Stealth +1 

7 Mothers Any Befuddle 

Storm Bull No Chaos Fanaticism 

Yelmalio Human Pierce 

Zorak Zoran Trolls only Bludgeon 
Benefits in italics are free Battle magic spells. 
See Supplement 1 The Cults of Prax for more detail. 
 

Battle Magic 
Each new Hero begins the game knowing three 
different Battle Magic spells. Lay membership of a 
Cult may get them one more (see above). 
Each day they can only memorise a number of 
spells equal to their INT attribute no matter how 
many they have learnt.  
It takes an hour of meditation to drop one spell 
from their mind and replace it with another.  
They can only cast a number of spells per day equal 
to their POW attribute. 
Casting a spell requires a successful Lore Skill check. 
If they fail they do not lose one of their spell uses 
for that day. They just cannot cast a spell that turn. 
To cast a spell on an enemy they must be visible. 
Befuddle: Target can't cast spells & may only take 
non-offensive actions. Lasts 3 turns. 
Bladesharp: Adds +1 to Fighting with a single 
slashing weapon for 5 turns. 
Bludgeon: Adds +1 to Fighting with a single 
bludgeoning weapon for 5 turns. 
Countermagic: This disrupts a spell targeted at the 
Hero & nullifies it.  
Cover of Night: The target gets a +1 bonus on all 
Stealth checks for 5 turns. 
Darkwall: Creates a 5m wide, 3m high wall of 
darkness. Lasts 5 turns. 
Demoralize: Target suffers a -1 to Fighting & 
Shooting for 3 turns. 
Detect Chaos: Gives the location of the nearest 
Chaotic creature or object. 
Detect Enemy: Gives the location of the nearest 
creature who intends to harm the caster. 
Detect Magic: Gives the location of the nearest 
magic item, magical creature or active spell. 
Detect Silver or Gold: Gives the location of the 
nearest silver or gold not on the caster. 
Disruption: Attack that ignores armour & causes 3 
damage to target. 
Dullblade: Deducts 2 from Fighting skill with a 
targeted weapon for 3 turns. 
Extinguish: This spell instantly puts out a specific 
fire of no more than 2m in any dimension. 
Fanaticism: Adds +2 to Fighting, but user cannot 
cast spells or use other skills. Counters Demoralize 
& vice versa. Lasts 5 turns. 

Fireblade: Hits with a Fireblade ignore armour. 
Lasts 1 round. Trolls cannot use this. 
Glamour: Adds +2 to Persuasion for 5 turns. 
Heal: Touch a KO'd friend to make them only 
Wounded, or a Wounded friend whole again.  
Ignite: This sets fire to  a single flammable object 
that is touched by the Hero. 
Light: Touch an object to make it to illuminate a 20' 
diameter area for 10 turns. 
Mindspeech: Sends a short message to up to six 
other people up to a mile. 
Mobility: Speed +2 for 5 turns. 
Multimissile: A single missile turns into 3 in flight. 
Resolve each missile separately. Cannot be 
combined with Speedart. 
Pierce: Adds +1 to Fighting with a piercing weapon 
for 5 turns. 
Protection: Increases armour protection by 1 for 5 
turns. 
Shimmer: Reduces skill of anyone shooting at Hero 
by 2. Lasts 5 turns. 
Slow: Target halves Speed for 3 turns. 
Speedart: Cast on missile gives it +2 to Shooting. 
 

Rules of Play 
When things get interesting the game is played in 
Turns of about ten seconds in length. Use a surface 
marked in squares (20-25mm or 1”). 
Each turn follows the sequence below: 

1. Movement 
Heroes can choose to move before or after their 
enemies. Note that squares are 5’ across. 
They can move up to 3 + Speed in squares, -1 if in 
Medium Armour, -2 if in Heavy/Very Heavy. 
You cannot move through a solid object over waist 
high or another figure (unless they let you).  You 
can climb over or up an object but this is at half 
speed. Swimming & Stealthy movement is also at 
half speed. 

2. Use Battle Magic 
A Hero can cast one Battle Magic spell per turn.  

3. Bloody Combat 
Heroes & monsters can attack once each in a turn. 
The Heroes always attack first.  
You can only engage another figure in close combat 
in a square next to your own (including diagonally). 
You can shoot at any figure that is in line of sight & 
range, even if they are fighting. 
The attacker makes a Fighting or Shooting skill 
check minus their opponent’s DEX. 
If there is more than one attacker attacking a single 
opponent in close combat each one gets +1 to their 
Training Level. Thieves get +2 in this situation. 
The difference between what the attacker needs & 
what he scores is the damage. For example a Hero 
needs an 8 or less and then rolls a 2, he causes six 
points of damage to his opponent. 
If his weapon is Two-handed, a Crossbow or a 
Hunting Spear he gets +1 to damage. 
Armour stops the first few points of damage. Light 
Armour stops 1 point, Medium 2, Heavy 3, Very 
Heavy 4. A light shield stops 1 extra point on top of 
armour or a heavy shield stops 2 extra points. 
If  his armour doesn’t stop all the damage  the 
defender must make a Toughness skill roll.  
He must roll less than his Toughness minus the 
remaining damage, or he becomes Wounded. 
A Wounded figure has all his skills reduced by 3 
points (including Toughness). 
If wounded a second time he is knocked out. 
A KO’d figure can be easily killed or captured. 
 


