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Ability Major Minor

3 ­3 ­2
4­5 ­2 ­1
6­8 ­1 0
9­11 0 0
12­14 +1 0
15­16 +2 +1

17 +3 +2
18 +4 +2
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Incredibly Easy +16
A Snap +8
Very Easy +4
Easy +2
Difficult 0
Very Difficult ­2
Extremely Difficult ­4
Nearly Impossible ­8
Practically Impossible ­16

Careful attempts are at +1, and extra careful attempts at
+2. Carefulness increases time spent from a round to a
minute, to ten minutes, to an hour, to a day.
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Material Fire Bludgeon Acid Bonus
Glass +8 0 +16 quarter inch
Ice 0 0 +8 half inch
Metal +6 +5 0 quarter inch
Paper ­2 +6 +8 half inch
Stone +8 0 +10 inch
Wood 0 +3 +5 inch
Item saving rolls are a fortitude roll against four. If failed,
the item is damaged as normal. Beyond the bonus
thickness, they gain a bonus of one; for each doubling,
another bonus is gained. Items have survival points equal
to their weight in pounds.

Group effort bonuses apply to ability rolls, attacks, defense,
number of actions, and combat movement, and penalize
decision times. If group members have varied scores, use
the median score.
Survival potential is the median plus the bonus times the
median. Survival loss is divided among all combatants. On
a failed Evasion roll (defense is a bonus), the character
takes up to the amount the Evasion was failed by as
injuries instead.

Count: 2 4 8 16 32 64 128 256 512 1024

Bonus: 1 2 3 4 5 6 7 8 16 32
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CCoonnffll iicctt
Attack rolls are against an 11 or less.
Surprise: Awareness grants a bonus of 4; sleeping is a
penalty of 6. Surprise means no action in the first round,
and a penalty of 2 to defense and 3 to attack thereafter.
A willpower or fortitude roll is required to become
unsurprised.
Unconsciousness: Targets who gain injuries must make
a Fortitude roll or fall unconscious at the end of the
round. Injury point penalty applies.
Death: Targets who gain injuries that exceed current
survival contest their injuries with their Endurance.
Injury point penalty applies. Unconscious characters
gain a bonus of two. Death occurs after Endurance
minus injuries minutes or (if unconscious) hours.
Called Shot: A character may take a ­3 attack and focus
the attack on a specific location. Effects will vary.
Cover: Warriors gain +1 defense for weak cover, +2 for
strong, and +3 for full. Non­warriors get +0, +1, and +2.
Covered: If the target is “covered”, the attacker gains a
free attack at +4 attack and +1 damage. If the target
attacks first, successfully contesting the attacker, the
attack is not free.
Firing into close combat: Two to four combatants
count as strong cover. Five or more count as full cover.
If the target is hit, any of the target’s adjacent attackers
who the roll would also have hit must make an Evasion
roll or take the same damage. If the attack misses, one
random adjacent opponent must make an Evasion roll
with defense as a bonus or be hit.
High Ground: +1 to either attack or defense.
Immobilized Target: Attacking an immobilized target
is at +10 attack. Agility does not apply to defense.
Non­defending opponent: Attacking a non­defending
or unaware opponent is at +4 attack.
Quickdraw: A character can attempt to draw and use an
available weapon in the same round. An Evasion roll is
required. If unsuccessful, the character acts as surprised,
which must be thrown off as normal.
Knockout: Called shot against covered, unaware,
surprised, or immobilized target required. Target
allowed evasion roll, with a bonus according to
headgear. If unsuccessful, one point of the damage adds
to the target’s injuries. Warriors may allot two combat
points to do up to two injury points.

Immobilization: For a ­2 defense, an attacker may try to
immobilize a target. A called shot is required. An evasion roll
is allowed at +2 for each size difference the target is larger
than the attacker. Once partially held, the combatants are in
a fortitude contest, with the larger of the two gaining a
bonus of 4 for each size difference. If the target succeeds, the
hold is broken; if the attacker succeeds, the target is
immobilized and further fortitude rolls at ­3 are required to
break the hold. While partially held neither combatant may
attack.
Unseen targets: Attacks against unseen targets, if the
attacker is basically aware of the target’s location, are at a
penalty of 3 in close combat, 6 in ranged combat.
Covered, immobile, & non­defending do not combine.

FFaall ll iinngg DDaammaaggee
Height Damage Time Evasion
up to 10 feet 1d6 1 second Negates
11­30 feet 2d6 2 seconds Halves
31­60 feet 3d6 3 seconds No effect
61­100 feet 4d6 4 seconds
101­150 feet 5d6 5 seconds
151­210 feet 6d6 6 seconds
211­280 feet 7d6 7 seconds
281­360 feet 8d6 8 seconds
361­450 feet 9d6 9 seconds
+50 yards n/a +1 second

CCrreeaattuurreess
Type Saving Roll Survival Combat
Fantastic Health d8 1
Undead None d10 1/2
Animal Health d6 1/2
Faerie Evasion d6 1/2
Divine Perception d8 1
Demon Fortitude d8 1
Dragon Health d10 1

Intelligence Range Learning Evasion
Unintelligent/Plant 0 n/a n/a
Animal 1­2 ­5 ­3
Semi­intelligent 3 ­3 ­2
Low 4­6 ­1 ­1
Average 7­13 0 0
High 14­16 +1 +1
Very High 17­18 +3 +2
Incredible 19­20 +5 +3
Divine 21­ +7+ +3+
Charisma Range Perception Willpower
None 0 n/a n/a
Animal 1­2 ­5 ­3
Very Low 3 ­3 ­2
Low 4­6 ­1 ­1
Average 7­13 0 0
High 14­16 +1 +1
Very High 17­18 +3 +2
Incredible 19­20 +5 +3
Divine 21­ +7+ +3+

EEnnccoouunntteerrss
Group Size Increase

8 +5%
16 +10%
32 +15%
64 +20%
128 +25%
256 +30%

Size count as
Large 2
Huge 4
Gigantic 8
Titanic 16

Size one
Small 2
Tiny 4
Fine 8

Unintelligent
creatures such as

skeletons and moss
are unaffected by

mind control. Ali­
en creatures will

gain a bonus of 2
to mind control

saving rolls.

3 feet 2.3 miles
5 feet 3 miles
8 feet 3.8 miles
10 feet 4.3 miles
15 feet 5.2 miles
18 feet 5.7 miles
24 feet 6.6 miles
30 feet 7.4 miles
40 feet 8.5 miles
50 feet 9.5 miles
75 feet 12 miles

100 feet 13 miles
200 feet 19 miles
300 feet 23 miles
500 feet 30 miles
1,000 feet 43 miles
2,000 feet 60 miles
3,000 feet 74 miles
5,000 feet 95 miles
10,000 ft 135 miles
15,000 ft 165 miles
20,000 ft 190 miles

HHooww ffaarr iiss mmyy hhoorriizzoonn??
Height Horizon Height Horizon

Larger creatures
gain a fortitude

bonus: +2 (large),
+4 (huge), +8 (gi­

gantic), and +16
(titanic).

Size: 2 4 8 16 32 64 128 256 512 1024
­1 ­2 ­3 ­4 ­5 ­6 ­7 ­8 ­9 ­10

OObbssttaaccllee SSiizzee

Distances will often be based on 10­foot sizes.




