


OSo, You Want to be A Hero?0

In your hands you hold the means to do just that, be a Hero, at least play the role of one
in HACKTASTIC D/20, the Oopposed rollO RPG system . This is the Jump-Start
Rules Pack , that will introduce you to a grim and gritty world of high adventure.

What this product contains: The Jump-Start Rules Pack gives you a complete edition
of our Hacktastic D/20 Combat System, Basic Skill Difficulty Chart, an example of our
Spell-casting system, Four Pre-generated Player Characters, a short Into Adventure, a
blank copy of our Character Record Sheet, a Handy Combat Sheet and an assortment
of PC and Creature Tokens to us in your games.

Why even make a new game system: Well we here at Blackpigeonpress Inc. have
played a lot of game systems in our time. We have all played and loved the Oworlds
most popular RPGO at one time in our lives in one of several versions, but we all have a
few issues with it. The first, the current version is difficult to learn and there are far too
many vague rules areas. The second is price, paying over $90.00 of your hard earned
dollars just to have the core books of a game system is far too much, not to mention
there are like 50 or more other supplements each costing as much if not more than the
core books (and you get less content). The Third and final reason is we are tried of
repeating steps one and two every 5 or 7 years, we donOt want to learn new system to



Gamers,

10d like to start off by saying, Thanks. Thanks for giving our newHacktastic D/20
game system a try. | think you will like what you see. It is easy to learn, quick to play and
combat OFEELSO like combat, in a nutshell itO$IACKTASTICO | hope you will come along
with the boys and me on this great adventure. IOm not sure where this road will lead us, but |

can promise you one thing it is going to be Hacktastic!

Big-E
President, Black Pigeon Press Inc.




HACKTASTIC D/20
The OOpposed RollO RPG System

Th re Stat

BRAWN: This statistic represents your
characters physical strength. It is a
modifier used on any test that relies on
brute force or physical prowess, including
melee combat.

AGILITY: This statistic determines how
agile your character is. It is a modifier
used on any test that determines how
quick you are or your manual dexterity,
including ranged combat, defense roll
modifier and initiative order.

ENDURANCE: This statistic determines
how physically tough your character is. It
is a modifier used on any test that
determines your ability to shrug off blow
or become fatigued; it is used to
determine your base vigor roll modifier.

MIND: This statistic determines your
characterOs intellect. It is a modifier used
on any test involving learned knowledge
or book smarts and it is used in casting
arcane magic.

SAVVY: This statistic determines your
characterOs common sense or street
smarts. It is used in any test that involves
life experience rather than something you
could have learned from a book.

CHARM: This statistic determines your
characterOs over all like-ability. It is used
on any test that involves how charismatic
you are.

LUCK: This statistic determines how
lucky your character is. It is a modifier

used when every your character tests his
luck, such as in a game of chance or
cheat death.

Combat Stats

MOVEMENT: This statistic determines
the number of inches your character can
move in a single combat round (calculate
by base race movement + movement
talents + magical modifiers)

MELEE COMBAT MODIFIER: Used to
determine weather or not you can hit in
melee combat with an unarmed attack or
melee weapon (calculated by BRAWN +
Weapon + any fighting talent + magic
modifier)

RANGED COMBAT MODIFIER: Used to
determine weather or not you can hit in
ranged combat with a ranged or thrown
weapon (calculate by AGILITY + weapon
+ any ranged fighting talent + magic
modifier)

INITIATIVE ORDER MODIFIER: Used to
determine in what order you may make
actions in combat (calculate by AGILITY
+ initiative talents + magic modifiers)

DEFENSE ROLL MODIFIER: Used to
determine weather or not you can avoid a
blow in melee combat (calculate by
AGILITY + armor/ shield bonus + Melee
Weapon + defensive talents + magic
modifiers)

VIGOR ROLL MODIFIER: Used to
determine weather or not you can shrug
off a blow in combat or avoid injury
(calculate by ENDURANCE + vigor
template bonus + vigor talents + magical
modifiers)



COMBAT

STEP #1 Determine Initiative Order : All
parties involved in the ensuing combat
must first determine in what order they
may make actions in combat, this is done
by all Player Characters as well as Game
master Characters rolling 1d20 and
adding the result to their Initiative Order
Modifier (see Combat Stats), the total of
both is the characters Initiative. The
character with the highest initiative goes
first taking all his actions then the
character with the next highest initiative
takes his actions. The combat round
continues until all combatants have taken
their turns. Once every character has
taken all his or her actions the round is
over and the character with the highest
initiative takes his next turn.

Example: Player 1 rolls 1d20 and gets
a 10, he then adds his Initiative Order
Modifier that is +5 for a total of 15.
Player 2 rolls his d20 and scores a 8,
he than adds his Initiative Order
Modifier of +13 for a total of 21. Player
2 goes first followed by Player 1

(Ties on Initiative)

Sometimes there will be ties on
Initiative to deal with this little
problem, ALL ties on Initiative are
broken by opposed d20 rolls.

STEP #2 Action Phase : Once initiative
order is established and then Character
with the highest total may take his actions
for the turn and the rest follow in order of
initiative from highest to lowest. A
Character may take all, some or none of
his allowable number of Combat Actions
each turn. Any unused action is lost for

that turn. The Player must ODeclareO what
his Character is doing prior to doing ANY
measuring for range or movement.

Once all Characters have done all they

can or wish to in a round the round ends
(see step # 3 end of the round) and
Initiative begins from the top again.

STEP #3 End of Round: Once all
actions have been taken by all
Characters involved in combat, the round
ends, though there are still things that
happen. First all Spell Effects that have
reached their Maximum Duration End
(See Magic) and then any Character with
an Injury Condition (Dazed or Down &
Out) reduce their Out of Commission
Count (OCC) by 1. Then if there are still
combatants or effects in play the next
round begins Starting once again with the
Character with the highest total Initiative
Roll.

Types of Actions

All Actions fall into four main categories;
Free Actions (f), Move Equivalent
Actions (Me), Standard Combat

Actions (S) and to some extent Involved
Tasks (S*), below is a list of all the
actions a character can take in combat as
well as what category they fall under.

A Character may take only (1) Free
Action each round and may either take a
single Move Equivalent Action along with
a Single Standard Combat Action or (2)
Move Equivalent Actions or a Single
Standard Action while doing an Involved
Task.



(Standard Combat Actions)

Double Move: A Character may move up
to double his Movement Stat in a single
combat round or take two Move
Equivalent actions. (Note: A Character
may take a single move and a Move
Equivalent Action as a Double Move)

Move & Fight: A Character may move up
to his Movement Stat or take a Move
Equivalent Action and make a Melee
Attack with a melee weapon he already
has in hand and is within melee range of
an opponent. (Note: the character may
make his attack either before he takes his
move or after)

Move & Shoot: A Character may move
up to his Movement Stat or take a Move
Equivalent Action and make a Ranged
Attack with a ranged weapon he already
has in hand as long as his target is in
range. (Note: the character may make his
attack before or after he takes his move)

Stand & Deliver: A Character who does
not wish or has no need to move in order
to attack an opponent is more focused on
the task at hand. The Character may
make a single Melee Attack or a single
Ranged Attack and gain a +2 to his
Combat Roll.

Charge: A Character may make a Double
Move and take a single Melee Attack
against an opponent in range. The
Charging Character gains a +5 bonus to
his Melee Combat roll for one turn, but
may not add his shield or melee weapon
to his Defense Roll until his next turn.

Gang UP: A Character may choose to
Gang Up against a powerful foe if they
wish to get an advantage or think one on

one combat is to risky. To Gang UP a
Character and at least one other ally
must start their turns in hand to hand
combat range with the Opponent they
wish to gang up on. The Character
choosing to Gang Up may only take a
Free Action (He may take no other
action), for this he Adds a +5 to ALL his
allyOs Melee Combat Modifiers for one
Round. Multiple Characters may use the
Gang Up combat tactic. The number of
Characters that may Gang Up on a target
is (= to their opponentOs Size Category
+4), Example: A group of CharacterOs
wishes to Gang Up on a Human Watrrior,
a Human is an Medium Size Category or
a +4, so that means 8 Characters may try
and Gang Up on the poor Human Warrior
(up 7 Characters may try and Gang up to
add +5 each to the 8" CharacterOs Melee
Combat Roll for 1 round), this will most
likely result in the death of the human
warrior, that is if all seven are successful
that could add a staggering total of +35 to
their AllyOs Melee Combat Roll!

Any Character who is using the Gang Up
combat tactic may use his full Defense,
but take no other actions until the next
turn. If one or more of the CharacterOs
who are trying to gang up is Injured by
any Injury result before the Gang Up
Attack is made then they do not add the
+5 bonus.

Grapple: A Character must be in Hand to
Hand Range (base to base) with his
opponent to try and Grapple. Grapple is a
Standard Combat Action. The Attacker
makes an Unarmed Melee Combat Roll
Vs the Defense Roll of his opponent, if
the Defender Wins the Grapple has
failed, if The Attacker wins Both
Characters roll opposed BRAWN rolls
modified by any Grapple Talents. If the
Defender rolls higher he is free, if the



Attacker Rolls higher he has Grappled his
opponent. Both CharacterOs may not add
their Agility, any weapon bonus other than
those from Light Weapons or Shield

Bonus to their Defense while in a grapple.

Once in a Grapple a Defender (Is always
the Character being Grappled) may try
and take any of the following actions
each turn.

Escape: On the DefenderOs turn he may
make a Brawn (or Agility) roll opposed by
the Attackers Brawn, both may add any
Grapple Talents to the roll, If the
Defender wins he is free, if the Attacker
wins the Defender is still held.

OR

Draw and Attack with a Light Weapon:
Either the Attacker (the Character that
initiated the Grapple) or the Defender
(The Character that is held) may make a
single attack with a Light Melee Weapon.
Remember neither the Grappler or the
Character that is Grappled gets to add
their Agility or Shield Bonus to Defense
as long as they are in a Grapple.

Once in a Grapple the Attacker may take
any of the following actions each turn.

Draw and Attack with a Light Weapon:
(See Above).

OR

Cause Crushing damage to his
Opponent: The Attacking Character (the
one who initiated the Grapple) may cause
damage to his held opponent, by
crushing or twisting his body or limbs.
The Attack is AUTOMATICALLY
Successful. The Attacking Character rolls
an Unarmed Melee Combat Roll plus any

Grapple Talents opposed by the
DefenderOs VIGOR, normal Injury Rules

apply.
OR

Maintain Hold and Pin: The Attacking
Character may force his held opponent
into an even worse position, making
escape that much harder. This is done by
an Opposed BRAWN Ruoll, if the
AttackerOs roll is higher he manages to
further immobilize his opponent, His
opponent now takes a -5 modifier to all
ESCAPE Rolls until he is free.

Stow or Retrieve a Stowed Item: The
Character may as a standard Combat
Action put away or retrieved an item of
gear on his person. Examples: getting
out a rope or sheathing a sword.

Fighting on the Defensive: A Character
may focus on his own defense rather
than attacking, doing so is Standard
Combat Action. He makes no attacks but
doubles his shield and weapon bonuses
on his Defense Roll.

Doing an Involved Task: Sometimes
during combat some Characters may be
doing something other than fighting, such
as picking a lock, disabling a trap or
casting a complicated spell, these are
Involved Tasks. A Character may attempt
an Involved Task as a Standard Combat
Action, but may not move while doing so.

(A Few Examples of Kinds of Actions)

f = free, action cost nothing to perform
Me = Move Equivalent Action

S = Standard Combat Action

* = Action is also an Involved Task



Kind of Action

Attack w/ a melee or [S
ranged weapon in
hand
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Drop prone

Light a torch
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Pick a lock
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Snatch up an
unattended item

Cast a complex spe
Draw a melee or
ranged weapon
Ready a shield
Drop a held item
Drink a potion
Check for traps

Dig out a potion
Use a non weapon/
non armor magic item
Restring a bow

I



Duration of
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OCC and Recovery

Out of Commission Count or (OCC) is the
number of combat rounds an Injury
Condition lasts. The number is
determined by the difference between a
DefenderOs Vigor Roll verses the
AttackerOs Combat roll. A Character who
has an OCC is either Dazed or Down and
Out. These Injuries are subject to
Recovery.

Recovery: At the end of each round any
Character with an OCC reduces the total
by 1. Once a CharacterOs OCC total
reaches 0 either through Recovery or
through the Treat Injury Skill or Magical
Effects he can then return to the fight the
next round. He takes his place in the
Initiative Order he had before being
injured.

The Luck of Heroes Chart

(If the Luck Roll was Higher)

This is the last chance to save a dying
Character from death is the Luck of
Heroes Chart. The Dying Character rolls
a Luck Check (Luck + any Luck Talents +
Magic Modifiers +1d20) opposed by
2d20. If the CharacterOs Lick roll result
was higher than the total of the 2d20 roll
consult the Luck of Heroes Chart finding
the difference between the two scores to
determine the Ill Effect/ Game Effect that
befell your Character. (Note: Only Player
Characters and GM Characters with the
Boss Template).

(Il Effects/ Game Effects)

All lll Effects/ Game Effects (save 20 +
Unconscious/ This may be treated with
the Treat Injury Skill) are permanent until
treated with magical healing.

No Il Effect may drop an ability score
below 0, if any score reaches 0, The
Character is Unconscious (Down & Out)
with an OCC 5 that nay not recover until
the affect ability score is brought up to at
least 1.

(If the 2d20 roll was Higher)

If the total of the 2d20 roll resulted in a
higher number than your CharacterOs
Luck Roll then your Character has been
Killed.



Type of Injury
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Lost Eye

Game effect

All Listen
checks -20

May not use
hand,
anything
held is
dropped, -20
penalty on
any skill that
would
require two
hands

Reduce

Movement
by 1, may
not double
move

-20 on any

skill that
would
require
speaking

-20 on all
Ranged
Attacks and
Observe
Test
(Permanent)

May not use
arm, -10 on
all attack
rolls

Reduce
movement
to half, may
not double
move

-10 on all

rolls due to
pain




Hack
23]
Result

Type of Injury

Crippled Hand

Crippled Foot

Crippled Arm

I Crippled Leg

Severed Hand

Game effect

May not use
hand,
anything
held is
dropped, -20
penalty on
any skill that
would
require two
hands
(Permanent)

Reduce
Movement
by 1, may
not double
move
(Permanent)

May not use
arm, -10 on
all attack
rolls, Also
See
Crippled
Hand
(Permanent)

MAY NOT
STAND
WITHOUT
AID, Reduce
movement
to half, may
not double
move
(Permanent)

May not use
hand,
anything
held is
dropped, -20
penalty on
any skill that
would
require two
hands
(Permanent)

BLEEDING,
if not tended
in 5 rounds

subject dies

Hack
Roll
Result

Type of Injury

Severed Foot

Severed Arm

Severed Leg

Punctured Lung

Massive Head
Trauma

Game effect

Reduce
Movement
by 1, may
not double
move
(Permanent)

BLEEDING,
if not tended
in 5 rounds

subject dies

May not use
arm, -10 on
all attack
rolls also
see Severed
Hand
(GEIEWERD)

BLEEDING,
if not tended
in 5 rounds

subject dies

MAY NOT
STAND
WITHOUT
AID, Reduce
movement
to half, may
not double
move
(Permanent)

BLEEDING,
if not tended
in 5 rounds

subject dies

All Tests at
-10 and
Sl e
Vigor is
reduced by
1 each
round until
Injury is
treated

Reduce all
Mental Core
Statsto 1
(GEIERER)]




Hack
23]
Result

Type of Injury

Spine Damage

Multiple Injuries

Game effect

Reduce
Reduce all
physical
Core Stats
to0
(Permanent)

Roll two
1d20 results
on hack
table

Amount Soft
of Cover Cover
bonuses

Hard
Cover
Bonuses




Other Types of Effects

Some things that a Character encounters
have Stackable or Variant Effects, such
as ENERGY, POISON, DISEASE and
AOE (area of effect) TEMPLATES

ENERGY: there are five types of Energy
that are STACKABLE with attacks, ACID,
COLD, FIRE, SHOCK and SONIC. When
a character is effected by an attack using
one of these ENERGY types there are
secondary effects that go along with
standard Injury roll (See Below).

ACID: is a Stackable effect that turns a
normal attack into an ENERGY attack. If
a Character is hit by an ACID ATTACK,
normal injury roll apply with the addition
that the effected Character suffers
Secondary Damage the following round
equal to the rating of the ACID.

Example: a human Man-at-Arms is hit by
an ACID DART TRAP. If the Man-at-Arms
fails his initial Vigor Roll and is Injured,
then the following round before he takes
any actions he must test Vs. the Rating of
the Acid (Mild being +5, so it would be
1d20 +5 Vs the effected CharacterOs
Vigor Roll) to see if he suffers further
injury

ACID RATINGS: Mild (+5), Moderate
(+10), Strong (+20), Monstrous (+40)

COLD: is a Stackable effect that turns a
normal attack into an ENERGY attack. If
a Character is hit by a COLD ATTACK,
normal injury roll apply with the addition
that the effected Character suffers
Secondary Effects. The round following a
COLD ATTACK effected Characters
suffer a -5 Penalty to all Attacks, Defense
Rolls and Physical Skill Test as they are
slowed by the cold. COLD ATTACKS are

cumulative, so if a Character is effected
by multiple COLD ATTACKS he suffers a
-5 penalty for every one.

Example: Our human Man-at-Arms is hit
by 3 frost breath attacks from three ice
hounds, he manages to make all three
Vigor rolls and suffers no injury, but he
still has a -15 to all his Attacks, Defense
Rolls and Physical Skills for the following
round as he has been slowed the COLD
ATTACK.

FIRE: is a Stackable effect that turns a
normal attack into an ENERGY attack. If
a Character is exposed to a FIRE
ATTACK, normal injury rolls apply with
the addition that the effected Character
suffers Secondary Effects. All Fire has a
rating of +15, anytime a Character is
exposed to Fire in any form he must pass
a Taxing (+15) Agility Test of be caught on
fire. A Character that is caught on fire
may on his turn take the the time to put
himself out, this is an (S*) Involved Task
and takes the CharacterOs full turn. If he
does not wish to take the time to put
himself out he must first Test to see if he
is injured by the fire (15 + 1d20 Vs
CharacterOs Vigor) and then may attempt
an Taxing Agility Test as a (f) Free Action
to see is the fire burn out on itOs own.
FIRE EFFECTS continue to burn until
extinguished or they burn out on their
own. If a Character that has caught fire
wishes to try and still preform actions
while he is on fire then he suffers a -15 to
ALL Tasks (save Agility Test to put out the
fire).

ALL Characters are considered
flammable unless their race or a Talent or
spell effect states other wise.



Example: Our poor Man-at Arms is this
time hit over the head with a flaming
torch, he must first see if he is injured by
the torch hit (treat as a club), then make
an Agility test Opposed by 15 + 1d20 or
be caught on fire. If he fails he is has
caught on fire, if he decides to try and
fight while on fire he suffers a -15
modifier to all his test. He decides this is
too risky as he would have to see if he
take fire damage at the beginning of next
round, so he takes a (S*) and puts
himself out.

SHOCK is a Stackable effect that turns a
normal attack into an ENERGY attack. If
a Character is exposed to a SHOCK
ATTACK, normal injury rolls apply with
the addition that the effected Character
suffers Secondary Effects. All SHOCK
ATTACKS have a Rating of +20, anytime
a Character is exposed to an SHOCK he
must pass a Hard (+20) Brawn Test of be
wracked with terrible muscle spasms
causing him to forfeit his following turn.

Example: Our Man-at-Arms is bit by a
Lighting Drake, his high Vigor helps him
shake off the bite attack, but he must now
test Vs SHOCK. He makes a Brawn Test
Vs 20 +1d20, if he fails to roll higher on
his Brawn than the Shock test he forfeits
his next turn because the Shock has
caused his muscles to spasm
uncontrollably making it impossible to act
for 1 round.

SONIC: is a Stackable effect that turns a
normal attack into an ENERGY attack. If
a Character is exposed to a SONIC
ATTACK, normal injury rolls apply with
the addition that the effected Character
suffers Secondary Effects. The round
following a SONIC ATTACK effected

Characters suffer a -5 Penalty to all
Attacks, Defense Rolls and Mental Skill
Test as they are rattled by the intense
sound. SONIC ATTACKS are cumulative,
so if a Character is effected by multiple
SONIC ATTACKS he suffers a -5 penalty
for every one.

Example: The poor Man-at-Arms faces
off against a Banshee. The Banshee lets
loose with her Screeching Wail SONIC
ATTACK. The Man at arms Manages to
fight through the attack without injury, but
his brains have been rattled by the
SONIC ATTACK and his has a -5 Modifier
to his Attacks, Defense Roll and all of his
Mental Skills for the this and the following
round, after that he is no longer effected,
that is until she wails again.

POISON: can be either VENOM,
MANUFACTURED or MAGIC and a
Character can be exposed in one of four
ways, INJURY, INGESTED, INHALED or
CONTACT. Each Poison has a Rating
from 5-40, this rating is the number an
exposed Character must test his
Endurance against to avoid being
POISONED, if the Character fails his
Endurance test then he suffers a
reduction to one of his 7 core stats or his
Vigor Bonus equal to the Rating. This is
determined by the Poison.

The POISON RATING also determines
the Skill test needed to Treat Injury on a
poisoned victim.

POISON EFFECTS remain until cured
with either a Treat Injury Test (then they
recover at a rate of 1 Ability point per day)
or a Spell Effect.

Note: Ability Drain caused by Poison may
not be recovered until the Poison is
treated either with a Treat Injury test or a
Spell effect that cures Poison.



Poison Class

Venom (this is used to define ANY
naturally occurring toxin that is used as
and attack or defense ability by creatures
or plants).

Example: the poison bite of a rock rattler
snake

Manufactured (this is used to define any
toxin that requires distilling or
mixing, Taking a natural ingredient that

may be mildly harmful and intensifying itOs

effect)

Example: Cooking down WidowOs Root
until it is a thick paste. the plant itself is a
mild poison, but cooked down becomes a
very potent and useable tool

Magic: (this is used to define any non
natural or manufactured poison effect,
usually spells or spell-like powers of
Creatures that cause debilitating effects
to an exposed characterOs stats)

Examples: a MindfeasterOdvIIND
FEEDING ability.

Poison Type

INJURY: a Character is only exposed to
this type of Poison if he incurs Injury from
the PoisonOs source

Example: Blade Venom (poison dosed on
a dagger).

INGESTED: a Character is only exposed
to this type of Poison if he eats or drinks
the Poison.

Example: drinking tainted water or eating
rotted food.

INHALED: a Character is only exposed
to this type of Poison is he breaths it in.

Example: Poison Gas

CONTACT: a Character is exposed to
this Poison if he touches it.

Example: Poison lvy

POISON RATINGS: Mild (+5), Moderate
(+10), Strong (+20)and Monstrous (+40)

DISEASE: Characters may encounter
DISEASE EFFECTS. DISEASE
EFFECTS work much like poison,
causing a drain of a CharacterOs Core
Stats or Vigor, this depends greatly on
the disease, as does the way the disease
can be contracted. All the same ways a
Character can be exposed to poison (see
Poison Type) he can also be exposed to
disease. some diseases have secondary
effects, but those will be defined along
with the specific disease.

Just like Poison DISEASE is resisted with
Endurance.

Unlike POSION, DISEASE must be
tested once every 24 hours, to see if a
victimOs condition worsens (Character
suffers additional DISEASE Drain) or
improves (as the Character passes his
Endurance test) this can be aided with a
Treat Injury Test (see Skills) or Cure with
a Magical Effect.

Once a Disease is cured or run itOs
course the Ability Drain may now be cure
with magical healing or recovers at a rate
of 1 point per 24 hours.



FEAR Effects

Fear: sometimes Characters will come
encounter with creatures, spell effects
and even whole environments that cause
FEAR EFFECTS. All FEAR EFFECTS
have a rating from 5-40, this is the
number added to 1d20 to oppose the
effected CharacterOs Savvy Roll.

Failing a test vs., FEAR EFECTS: failing
by 1-10 (you are shaken -5 to all checks,
save Vigor rolls), Failing by 11-15 (you
are cowering, you may defend yourself ,
but may only attack if you are attacked,
and suffer -5 to all checks save, Vigor
rolls), Failing by 16 or more (You flee if
possible, if not you submit or surrender, if
something tries to harm you while in this
state you will defend yourself all be it at
-10 and will flee at the first opportunity),
All effects end when you can FACE
YOUR FEAR and beat a Hard Savvy Test
(+20) or you are no longer in the
presence of the character or effect that
caused your fear. You may attempt to
FACE YOUR FEAR once each round as
a (f) action. Once you succeed vs a Fear
Effect, you may not be affected by that
same source for 24 hours.

FEAR RATING: Creeps (+5), Dread

(+10), Frightening (+20) and  Horror
(+40)

AOEs

In H/20 many spells and creature abilities
use AOE Marker. There are six different
AOE Markers, a 20 Round, 40 Round, 80
Round, 60 Cone, 120 Cone and an 180
Cone.

Almost every use of AOE Markers works
by the following rules.

1. Any CreatureOs Base Touched or
Covered by an AOE Marker MAY be
effected by effect of the AOE marker.

2. Most AOE effects have an opposed
test (usually Agility), called an AVOID
Test to see if the Creature is effected
by the AOE.

3. The user of the AOE makes a single
AVOID Test and all creatures touched
by the AOE marker individually test VS
this single roll.

4. Injury effects: as stated in #3, user of
the AOE makes a SINGLE injury roll
and all effected Creatures or
Characters test individually vs this
single injury roll.

5. COVER BONUSES, normally added to
Defense Rolls are instead added to the
Avoid test of the AOE

All uses of AOE templates that do not state
otherwise will have an AVOID Test (15) Vs Agility
to be used as a default.



SKILLS

Where CharacterOs Core Abilities are a broad determination of his physical and mental prowess, his skills
determine how well he can use his abilities in certain more focused situations. Skills fall into two
categories Physical Skills and Mental Skills.

Physical Skills: are defined as any skill that relies on any one or combination of your Physical Core
Abilities (Brawn, Agility and Endurance), a complete list of Physical Skills is provided below.

Mental Skills: are defines as any skill that relies on any one or combination of your Mental Core Abilities
(Mind, Savvy, Charm), a Complete list of Mental Skills is provided below.

Raw Skill Bonuses: In (Insert game system name) every character can attempt any skill, even if he has
not taken points in the skill, because everyone has Raw Skill Bonuses to determine each characterOs
rough potential. There are two categories of Raw Skill Bonuses, Physical Raw Skill Bonus (PRSB) and
Mental Raw Skill Bonus (MRSB). Your characterOs PRSB is determined by adding all three Physical Core
Abilities (Brawn, Agility and Endurance) together and dividing the total by 10, the result is your PRSB, this
number is added to any and all Physical Skill Test in addition to any points you have in the skill that is
being tested. You MRSB is determined in the same way except you add your three Mental Core Abilities
together (Mind, Savvy, Charm) and divide the total by 10, resulting in your MRSB, this number is added to
any and all Mental Skill Tests in addition to any points you have in the skill that is being tested.

(Example: We have a Character with the following Core Abilities, B (10), A (12), E (20), M (5), S (10), C
(5). To Find this CharacterOs PRSB (B (10) + A (12) + E (20) = 42 divided by 10 = a PRSB of 4 (because
we always round down), to find this CharacterOs MRSB (M (5) + S (10) + C (5) = 20 divided by 10 = MRSB
of 2)

Maximum Skill Cap: this is the maximum amount of points you can put in a skill, 30 is the maximum cap
for all skills, this sill may be modified by your PRSB or MRSB or by certain talents or by items or spell
effects.

Acquiring more points in Skills: ~ You may continue to develop your skills through adventuring
experience (see experience). The cost for this is still 1 experience point for 1 additional point in a skKill.

Using Skills: The basics of skill use is the Character rolls 1d20 + is skill total (Skill + MRSB or PRSB)
opposed by either a Skill Difficulty (See Basic Difficulty Chart) + 1d20; such as most skills that say

Variable or One CharacterOs Skill +1d20 opposed by a another CharacterOs Skill + 1d20; such &tealth
which would be opposed by Observe or Listen . A game master may add bonuses to either roll if a
situation merits it, but most times a good rule of thumb for basic skill use is a +5 or -5 for each modifier of
a particular situation; such as Trying to sneak up on a guard using STEALTH, would be opposed, but
what if you were trying to sneak around on grounds covered with dry crispy leaves (Add +5 to the GuardOs
Listen Roll).



Difficulty Class of Skill Use

Skill Name Description Type of Action Opposed Roll

The skill to tumble, Me or f ariable
walk tight ropes and

better survive falls

The skills to scale e ariable
sheer surfaces and

rop

The skills used to r ariable
control a wagon or

cart

The skills used to pick
a pocket or palm or
snatch a small (or
smaller item)

The skills of changing

an opponentOs attitude
through bearing and
the treat of brute force

vertical and horizontal
distances

Pick Lock The skills used to S* ariable
open locks without
keys
aboard a mount
The skills used Me (or as part of a Me) JObserve or listen
move about unnoticed

Swim Determines how well Me ariable
you can swim




Skill Name Description Type of Opposed
Action Roll
The skill to deceive
through actions or
ords, also used to
disguise oneOs
appearance

Gossip The skills of finding \Variable
mors, hearsay and
0 in a local area

Listen \Variable

Knowledge of Alchemy
and the properties of
alchemical ingredients

Lore, Ancient Knowledge of History \Variable
and legends

n
Lore, Creature Knowledge of types of  |f \Variable
creatures, also used to
know creatureOs habits,
strengths and
CELQESEN

Lore, Forbidden Knowledge of dark and  f \Variable
long hidden secrets

Lore, God Knowledge of the gods | ariable
and their theology

, Magic Knowledge of all things |f \Variable

magic

ariable

Lore, Outer Realms Knowledge of the f
multiverse,

Lore, World Knowledge of people
and places of the world

Negotiate [The skills used to S* \Variable
barter, effect the
attitudes of other
characters through

Obs Determines the ariable
alertness of your
character through
\Variable
entertain or change the
attitude of others
through song,
instrument, comedy,
showmanship or tale

Determines how
gullible your character

The skills used to set
d disarm snares and

traps

The skills used to fend

for yourself in the wild

or follow a trail while

tracking

The skills to tend sick
and hurt characters




The Man-At-Arms

Race: Human/ Move: 6
Brawn: 20

Agility: 15

Endurance: 20

Mind: 5

Savvy: 12

Charm: 3

Luck: 17

Vigor Bonus: 34
Initiative Modifier: +15
PRSB: +5

MRSB: +2

Talents: Death Blow (if any melee attack
results in either a DOWN & OUT injury
result or a KILL, you may make an
immediate additional attack vs any foe
within range of your melee weapon. This
attack must be a Melee Attack)

(SP) Curtain of Steel Defense (when using
the FIGHTING ON THE DEFENSIVE
combat tactic, Add an additional +5 to
your Defense Roll Modifier as well as the
normal doubling of your Shield and
Weapon bonuses)

Hardened Soul: +5 to all Savvy Test.
Hearty: +5 Vigor
Skills

Ride +6
Observe +3
Survival +4

Gear: Suit of Medium Armor (+2),
Medium Shield (+3), Sword (+4),
HorsemanOs Bow (+4/ 240), a quiver of
20 Arrows, (5) Torches, AdventurerOs
outfit, Backpack, Bedroll, (5 days) trail
rations, Belt pouch and 80 Electrum
Pieces

Defense (w/ sword & shield) +24
(w/ bow) +17

MCB +24 (w/ sword)
RCB +19 (w/ bow)

Backaround

You were born under the sign of the Earth God,
the sign of strength, to a camp follower of a
mercenary company during a border skirmish,
any one of a hundred men could be your father.
You and your mother traveled with the company
for most of your youth. By the time you could hold
a blade you were taught the ways of a sword.
Numerous warrior with many varied styles were
your teachers, from each you took away lessons
of steel and war honing them into what has
become your own style of combat. In your early
teens the company, whom you had grown to see
as family were slaughtered, leaving you
orphaned. Once the victors had left the field you
picked through the dead and oultfitted yourself as
best you could with armor, sword and shield. You
made your living in the only trade you knew, that
of a Man-at-Arms, selling your skill and steel to
any who would pay. Now with more worldly
knowledge and the veteran of many battles you
seek to make your fortune as an adventurer.

OThere is always the need for steel and a man
who can use it!O



The Healer

Race: Dwarf/ Move: 4
Brawn: 16

Agility: 7

Endurance: 25

Mind: 5

Savvy: 20

Charm:5

Luck: 10

Vigor Bonus: +35
Initiative Modifier: +29
PRSB: +4

MRSB: +3

Talents: (racial) Stout but Stumpy (-2 to
move, +20 to Max Encumbrance)

Night Eyes (120 night vision)
(racial) Dwarf Hearty (+5 Vigor Bonus)

Savvy Caster (you may cast Spells from a
discipline using your Savvy Core Ability)

(SP) 1st Circle Exalted Mastery (You have
access to ALL 1st Circle Exalted Discipline
Spells/ normally each 1st circle spell cost
2pts. Also you are never more Injured than

DAZED when failing an opposed DRAIN TEST
on a 1st Circle Exalted Spell)

Skills
Treat Injury +5

Gear: Layered Medium/ Heavy Armor
(+5), Large Shield (+4), Battleaxe (+4),
Pitching Hammer (+3 range 120),
AdventurerOs outfit, Backpack, Bedroll,
(5 days) trail rations, Belt pouch,
Waterskin and

14 Electrum Pieces

Defense (w/ battleaxe & shield) +20
(w/ pitching hammer & shield) +19

MCB +20 (w/ battleaxe)
RCB +10 (w/ pitching hammer)

Backaround

You were born under the sign of the Life God, the
sign of Endurance into a life of indentured
servitude. Your family owed a great debt to a
noble family, you as well as your siblings were
taken as payment of that debt, to work as your
new owners saw fit until the debt was repaid, you
were put to work at the nobles holdings, your
early childhood you aided the cooks and when
your were older, long days of heavy backbreaking
labor in a stone quarry for most of your youth. You
remained there until early manhood when you
took the life of the taskmaster, who you
uncovered was starving the workers by skimming
the food rations and selling them to pay for his
gambling habits. You were captured and
imprisoned, a fate not unlike most of your already
bleak life. While imprisoned you met an old man
and defended him from other prisoners in time
you found that the old man was a Healer. The old
man taught you the ways of a healer. On the last
night of the old man imprisonment he traded slave
bands with you, the following morning the old man
had died in his sleep, you were released in his
place and your marked name was buried with the
old man. You now make your way as an
adventurer hoping your travels will let you help
people as the old man helped you.

OFreedom, is the beginnings of a journey to some
and the end of a journey to othersO



1st Circle Exalted Discipline Spells

Aura of Safety

Casting Action: (S)

Duration: 5 rounds + Mental Raw Skill Bonus in
rounds/ or until protected character attacks
Range: personal

Attack Roll/ Resist Roll: Opponent must win a
Savvy roll Opposed by Casting Core Ability +5
+1d20

Drain Test: Vigor opposed by 10 +1d20 (plus any
Drain Modifiers)

Game Effect: Ranged attacks automatically miss
and any opponent who tries to attack protected
Character in melee must win an opposed roll.
Protected Character may not attack.

Description: A luminous golden aura surrounds
you, any ranged attacks attempted against you
automatically miss and opponents trying to hit you
with melee weapons must win an opposed roll of
their Savvy Vs your Casting Core Ability +5 or
they are unable to attack you for a turn, the
attempt still counts as an attack for purposes of
their number of actions. While under the
protection of an Aura of Safety Spell, the
protected character may take move actions,
standard actions and involved tasks. A protected
character may not attack in any way or he
dismisses his Aura of Safety. Each casting counts
as a separate spell for purposes of calculating
Drain Modifiers.

Cure Ability Damage (Minor)

Casting Action: (S)

Duration: instant

Range: Touch

Attack Roll/ Resist Roll: none/ or Casting Core
Ability +5 + 1d20 vs Endurance

Drain Test: Vigor opposed by 10 +1d20

Game Effect: Restores 1 points of Core Ability
Damage

Description: You focus the healing powers of
Exalted Magic through your hands and restore 1
point of Core Ability damage to the target you
touch. (Some Creatures suffer ability loss from
this spell/ these creatures are allowed a Resist
roll to Ignore the Ability Damage you can cause)

Enhance Vigor (lesser)

Casting Action: (S)

Duration: 10 rounds + Mental Raw Skill Bonus in
rounds

Range: Touch

Attack Roll/ Resist Roll: none// or Casting Core
Ability +5 + 1d20 vs Endurance

Drain Test: : Vigor opposed by 10 +1d20 (plus any
Drain Modifiers)

Game Effect: Adds a +5 Vigor Bonus to Character
touched for duration of spell

Description: You Focus the vital elements of
Exalted Magic and imbue a single Touched
creature or Character with a +5 Vigor Bonus for
the duration of the spell. This spell remains in
effect until the duration expires or the caster
dismisses it. The magic bonus of this spell does
not stack with any other magic bonus granted to
Vigor. Each casting counts as a separate spell for
purposes of calculating Drain Modifiers.

Instant Recovery

Casting Action (S)

Duration: instant

Range: Touch

Attack Roll/ Resist Roll: -

Drain Test: Vigor opposed by 5 +1d20

Game Effect: Instantly Recovers 5 from OCC

Description: You channel the revitalizing energy of
Exalted Magic to remove up to 5 OCC counters
from a single touched creature or Character.

Instant Rest

Casting Action: (S)

Duration: Instant

Range: Touch

Attack Roll/ Resist Roll:-

Drain Test: Vigor opposed by 10 +1d20
Game Effect: instantly removes all effects of
Fatigue and counts as a full night rest.

Description: You channel the revitalizing energy of
Exalted Magic and remove all effects of Fatigue
from a single touched Creature or Character, in
addition the touched Creature or Character is
rested as if he has had 8 hours sleep (Note: the 8
hour sleep effect is useable only once per 24 hour
period).



The Thief

Race: Human/ Move: 6
Brawn: 10

Agility: 20

Endurance: 12

Mind: 10

Savvy: 13

Charm: 10

Luck: 17

Vigor Bonus: +12
Initiative Modifier: +20
PRSB: +4

MRSB: +3

Talents: (SP) Quick Strike (When the
Thief catches an opponent unaware
through the use of Stealth or whenever
the opponent is engaged in melee combat
with another foe, The Thief as a (f) may
substitute his Agility for his Brawn for his
Melee Combat Modifier, when attacking
with a LIGHT or Medium sized Melee
Weapon)

NIGHT EYES: you gain 120 Night Vision

Skills

Acrobatics +8
Filch +10
Stealth +12

Gear: A Suit of LIGHT armor, a Sword,
(3) Daggers (120 range), A HorsemanOs
Bow (240 range), quiver of (20) Arrows
(2) bags of Caltrops, Sling Bag,
Adventurer Outfit, Neck Purse, Sack
(canvas w/ drawstrings), 50ft EIf Rope,
Lock Picks & Trapspringer tools, (2)
Days Trail Rations , Water Bottle,

(3) Electrum Pieces

Defense (w/ sword) +25, (w/ dagger)
+24, (w/ bow) +21

MCB +14 (w/ sword), +13 (w/ dagger)
RCB +24 (w/ bow), +23 (w/ dagger)

Background

You were born under the sign of the Air God, the
sign of agility, the sixth son of a sewer jack and a
tavern wench, you lived most of your life in the
teaming ghetto of one of the largest port cities in
the known world. Life was hard , before you could
speak you learned to steal as your mother hid her
pickpocket loot in your infant blankets as she
filched her drunker customers. As you grew you
ran the streets and fell in with a small, but skillful
gang of sneak-thieves. Your lifestyle changed
almost overnight and you drank the finest
vintages and ate sweet meats until you were sick.
Your luck soon ran out when not only the local city
watch took notice of your little band, but the local
thieves guild as well. Not long after your best
mate turned up dead in the city dump, and the city
watch arrested the rest of your crew. You
managed to evade capture, pulling one last job
that ended with a handful of blue coins in your
purse and your dagger in the watch captainOs
throat. You have left the squaller of the slums and
the bustle of the city behind you, making a new
career as an adventure, fortune awaits and soon
one dead watch captain will be just a memory.

OA dagger in the dark is better than a sword in the
sunO



The Warlock

Race: Human/ Move: 6
Brawn: 15

Agility: 16

Endurance: 20

Mind: 20

Savvy: 10

Charm: 10

Luck: 20

Vigor Bonus: + 25
Initiative Modifier: +16
PRSB: +5

MRSB: +4

Talents: Mind Caster (You may cast
Spells from a discipline using your Mind

Core Ability)

Focused Caster (+5 bonus to resist all
Drain Tests when spell casting)

(SP) 1st Circle Arcane Mastery (You have
access to ALL 1st Circle Arcane Discipline
Spells/ normally 2pts. Also you are never
more injured than DAZED when failing an
opposed Drain Test on a 1st Circle Arcane

Spell)
Skills

Creature Lore +9
Magic Lore +13

Gear: A suit of LIGHT armor +1),
Sword(+4),Sling Bag, Adventurer
Outfit, Neck Purse, Sack (canvas w/
drawstrings), (2) Days Trail Rations ,
Water Bottle, Bedroll ,Scroll Tube,
Tindr box (flint & steel),

(78) Electrum Pieces

Defense (w/ sword) +20

MCB +19 (w/ sword)
RCB +16

Backaround

You were born under the sign of Fate, the sign of
Luck, to simple parents. Your mother the scullery
maid and your father the stable master for a
powerful spell-caster of some renown. Because of
your parents positions you were given a
rudimentary education more so than most of your
station, until you showed a natural affinity for the
magical arts in an impressive display that nearly
burned down the stables. Because of your raw
and very uncontrolled magical talents. You we
allowed to learn the basics needed to keep you
from accidentally harming someone. You took to
the lessons instantly, learning as much as you
were allowed to learn. You learned so quickly that
your parents employer took you on as one of his
apprentices, a fact that made his other high born
students greatly dislike you. Their dislike grew to
envy when you far surpassed every other student
in the use of the art. So confident had you
become you challenged a visiting warlock to a
duel over the affections of a woman. What you did
not know was the warlock you challenged, was in
fact your teacherOs master. He solidly trounced
you, leaving you with a grizzly scar to remind you
to pick your opponents more carefully in the
future, a lesson you well learned and are
reminded of every time you see or feel your scar.

OPower, no matter how potent must be tempered
with wisdomO



1st Circle Arcane Discipline Spells
Arcane Bolt

Casting Action: (S)

Duration: Instant

Range: 240

Attack Roll/ Resist Roll: CasterOs Core Stat +5 ~
+1d20 (for attack and injury)/ opposed by targetOs
Defense +1d20/ Vigor +1d20

Drain Test: CasterOs Vigor opposed by 10 +1d20
Game Effect: use 5pts of arcane energy to
damage a target at a max range of 240

Description: You fire a Shimmering blue bolt of
arcane energy at a single target up to 240 away
using your Casting Core Ability +5 + 1d20
opposed by targets Defense Roll Modifier + 1d20,
if you manage to get through your targets
Defenses you roll 1d20 modified by your Casting
Core Ability +5+ 1d20 opposed by your TargetOs
Vigor Bonus + 1d20, normal injury rules apply.
*Note: Armor, Shield and Weapon Bonuses to
defense DO NOT apply to Targets Defense

Roll Bonus from this attack.

Arcane Protective Aura (lesser)

Casting Action: (S)

Duration: 5 rounds + Mental Raw Skill Bonus in
rounds

Range: Personal/ or Touch

Attack Roll/ Resist Roll: -

Drain Test: CasterOs Vigor opposed by 5 +1d20
(plus any Drain Modifiers)

Game Effect: You add a +5 magical bonus to
targetOs Defense

Description: You weave a dimly glowing blue aura
of protection around the target add a +5 magical
bonus to targetOs Defense Roll Bonus. This spell
stacks with any other (Besides this spell) magical
Defense Bonus up to a maximum or +10, each
casting counts as a separate spell for purposes of
calculating Drain Modifiers.

Arcane Senses

Casting Action: (S)

Duration: 5 rounds + Mental Raw Skill Bonus in
rounds

Range: Personal/ or Touch

Attack Roll/ Resist Roll:-

Drain Test: CasterOs Vigor opposed by 5+1d20
(plus any Drain Modifiers)

Game Effect: Grants a +5 magic bonus to all
Observe and Listen rolls with in 240 and also
shows any and all magic auras with in range.

Description: You enhance targetOs senses through
the power of the arcane. Arcane Senses grants a
+5 Magic bonus to all Observe and Listen rolls
within a 240 range. In addition to the skill bonus,
an Arcane Senses Spell reveals the presence of
any and all magical auras within a 240 range of
the target, allowing the target to attempt to
discern the power and type of each magic aura by
making a Magic Lore Test (See Magic Lore The
skill). This spell stacks with other magical
bonuses to the above listed skills to a maximum
of +10 to the skills modifier. The spell lasts until
the end of duration or until dismissed by the
caster. Each casting counts as a separate spell
for purposes of calculating Drain Modifiers.

Arcane Weapon Enchantment

Casting Action: (S)

Duration: 5 Rounds + Mental Raw Skill Bonus in
rounds

Range: Touched (one Non magical melee or
ranged weapon)

Attack Roll/ Resist Roll:-

Drain Test: CasterOs Vigor opposed by 5 +1d20
(plus any Drain Modifiers)

Game Effect: Grants +5 Magic Bonus to non
magical Weapon.

Description: You harness raw magic from the air
around you and imbue a non magical melee or
Ranged weapon you touch with a +5 Magical
Bonus. This spell remains in effect until the
duration expires or the caster dismisses it. The
magic bonus of this spell does not stack with any
other magic bonus on a weapon. Each casting
counts as a separate spell for purposes of
calculating Drain Modifiers.



Summon Arcane Assistant (lesser)

Casting Action: (S*)

Duration: 24 hours

Range: 60

Attack Roll/ Resist Roll:-

Drain Test: CasterOs Vigor opposed by 15 +1d20
(plus any Drain Modifiers)

Game Effect: Summons a creature made up of
raw magical energy to aid caster

Description: You summon a being of raw Arcane
Magic to aid you in your endeavors, this arcane
assistant is capable of following simple
instructions (examples: take this potion to that
man, defend me, guard this area for anyone
entering save me) a little better than a well trained
guard dog. The creature looks like a dimly
glowing blue roughly man-shaped upper torso (it
has no legs and moves by flying)it has two hands
and may wield weapons or carry shields. You
command your Arcane Assistant telepathically. It
must remain within 240 of the caster to be given
mental commands. If ever out of command range
(or itOs caster is unable to give it commands) it
continues following the last command it was given
prior to loosing contact with its caster The Arcane
Assistant will remain for 24 hours or until
dismissed by the caster or until it is destroyed.
You may only have one Arcane Assistant
summoned at one time. Having an Arcane
Assistant spell in effect counts as a separate spell
for purposes of calculating Drain Modifiers.

(See Stats below)




You and your companions, are all traveling together
because of a common purpose, you are all in search of
adventure and bound for Axebite Keep a wild dwarven
boarder fort high in the Battlefield Mountains. You have
been many long days in the wilds, moving steadily
towards your goal.

This day, much like the many before it the sun
is beginning to sink low in the western sky and you
must make camp for the evening. Luck is with you as
you spy a nice grove of stout mountain pines, a handy
place to make camp and a chance to be out of the chill
autumn winds that have blown constantly ever since you
began to trek up the lower steeps. You make a through
scout of the surrounding area and finding clear of any
threats go about the tasks of setting up camp.

You sit around the crackling fire finishing your evening
meal, making plans for the next days journey as well as
establishing in what order you will all take turns standing
a watch through the night when your ears pick up the
slightest sound of scraping metal barely audible above
the howling wind and rustling pine boughs. As you strain
to hear it again, your mind registers that the sound is that
of a sword being freed from a scabbard several dog-
headed creatures step through the pines that surround
your campsite. Each dog-man has a bared sword in one
paw and a dented round shield in the other and all seem
dressed for war. It is plain to see by the feral look in their
gleaming eyes and the saliva dripping from their snarling
muzzles that these creatures are far from friendly. It is a
tense moment when each of them look at you as if you
were fresh meat hanging in a butcherOs shoppe. Then
with a fierce barking war-cry the dogmen attack!




After a bloody Pght you have managed to fend off
the tide of slavering, Resh hungry dogmen. Lucky for
you these were young headstrong warriors not
savvy veterans or things might have turned out
worse. You clean your steel and bind your wounds,

keeping a dutiful watch for the rest of the night. It is
three more hard days in the mountains before you
make Axebite Keep. the road of adventure can be
hard one, but you are an adventurer and it will take
more than a band of dogmen to turn you from your
path.










