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Treasure

Treasure is a tabletop roleplaying game (RPG) where players take the part of Adventurers
exporing fantasy worlds filled with magic and monsters.

Treasure can be played in the same way as other RPGs batsbia Graphic RPG. This means

that all skills and actions in the game can be displayed as icons or images. Players may choose
to use anymix of text and images toecord changes to their Adventurers and keep track of
play. We provide a free set 600+ vector graphicto make it easy for players with computers

to put together their own awork.
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Graphics
The speed and intensity of play that results from usingasure as a Graphic Roleplaying Game
encourages most players to either start with, or move to, icons and imdgjagers who do

want to give graphics a try right away will find that the first icons players come acrossrgre
easyto interpret andsketch.

Titles

Treasure's 'rules' and tables use a standard approach to translating between text elements and
graphic elements. Each text element, e.g. a Spell or a Weapon, has a Title and each Image/ Icon
has an Image Title. Titled elements are shown withe rules by a Capital letter at the start of

each Title. Titled elements may include actions and are elements that form an active part of the

rules and can interact with other elements. There is a current Titles or Elements List at the end
of the rules.

Each icon has a descriptive Title and a linked Icon Title. For example, the first
two icons shown above represent Defence/ Shield and Healing/ Cross. The
third icon, Halo, has the same Title and Icon Title; and represents a Halo
Spell.

The game's mcounter tables combine Titles and Image Titles along with other information, so it
is necessary to follow a simple code or 'syntax’ to use the tables with ease:

Skill Titles

Moonlight = skill's Title

Title/ Image or Icon

Moonlight/ Crescent = Modight (shown as) Crescent

There are a few variations, which players will come across in the tables:

Combinations
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Dagger Poison = Dagger (with) Poison
Stars- Marks of Dishonour = Stars (marked with) Marks of Dishonour

Subsets

Wand: StaiTipped= Wand (type) Stafipped
Potion Label: Mist = Potion (type) Mist

Subsets and Combinations

Dagger Poison: Black Bitterberry = Dagger (with) Poison (type) Black Bitterberry
Pairings

Stalactites aka Upper Teeth = Stalactites or Upper Teeth

Subses, Combinations and Pairings

Bar- Stalactites: Blunted = Bar (with) Stalactites aka Upper Teeth: (type) Blunted
Edges and Elements

Chain Lightning (2) = Lightning Bolt (Number of Forks is 2)

Longsword (4) = Longsword (Number of Cutting Edges is 4)

GComposite Bow = Arrow (Flights are Curved)

Marking

Marking of Designs, Complexes and the rules to record actions and changes in status is easy
providing Designs and Layouts are designed to allow straightforward marking. Marking
everything in detail is ot necessary, and players are recommended to rely on stating or
Declaring most moves and other actions, rather than marking every type of action or change in
status. More marks can be kept off Adventurers' Designs by being set aside on a Panel such as
an Adventure Log. The use of Hands can simply be shown by players' use of the relevant

Gesture.
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The markings shown above indicate that Adventurels Defence has taken
Damage that a unit's Heal Spell cannot be cast and that a Halo Spell is in
use.

Quick Marking

Markingicons with cuts and gashes looks good and works well with certain media. However,
marking 'onto’ instead of 'into' icons and designs can be quicker. It can also be faster to use
numbers for marking the few icons that change frequerdlg,. Defences.

Each of theDefence shown above has five edges, indicating a dasfence

of 50. The marking on eadbefenceshows that they have all taken six
Damage It is pretty clear what is recorded in each case, so players are as
well choosimgy the style that they prefer.
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Quick Start Rules

Find two or more sksided dice (D6), a few pencils and some paper. You may also want some
table mats, coasters, books or card with a selection of curved and straight corners to map out
‘dungeons’ or comglxes really quickly.

Set aside or print copies of the Quick Start Order of Play Table, the Alarms Table, the Actions
Table, the Reveal Table and the Modifiers Table.

Treasure's basic Order of Play is very straightforward. The Quick Start Order ofaBlay
breaks down each step used in Quick Start games, while the full Order of Play Options Table
sets out all of the choices available to players.

Choose between playing solo, playing as a team that shares responsibility for the 'rules' or
playing with aGM/ referee.

[221 G4 GKS alFNJAy3a ¢lofS IyR RSOARS 0SiGgSSy
adventure logs or simply using text and numbers to record changes during play.

Quickly make a few adventurers or try out some of the RebaiRun adenturers that come
with the Quick Start Kit. Use text or a combination of text and quick sketches to represent units
to begin with. The text only adventurehown below is an Elven Archer.

Sn rAgon

C/ampasite Bow
Battle Shield (50)
Crlimfn'ng
unlock

Make Tm;:
Disguise

Dagger
LangsWon{
Frosthite Spell
Henl Sfell
Rainbow 5})6”
Arrows (Z4)
Lantern

gems (62)

Star (5 Notches)
Heart
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Decide whether you are going to use figures or counters to Keagk of playSome basic
counters are very helpful for keeping track of players' moves. Though it's well worth getting
figures for each player, as this seems to help everyone see where they are and what part
they're playing in the game.

Consider 'switclmg on' alarms within the rules at the earliest opportunity, as they're an
important part of play. Treasure is a game rather than a simulation but the use of alarms,
frequent bonuses, 2D6 rolls, clusters of monsters and similar devices create a sengabbthr
immediate danger.

Agree the order in which players take their turns or note adventurers' total combination of
speed, experience and honours, as this usually decides which unit, (i.e. an adventurer, a
monster or a member of a tribe), can choosetd @S I YR | O FANRIG 6AGKAY

Use a copy of the Designing Complexes TablReadyloRun Layout and the Encounter

Manifests/ Tables to play through a basic complex with the help of the Feature Rooms Table
and the Caverns Table. These arduded in the Quick Start Kit Download.

|
| AN

Addin more options and customise play as you become more familiar with the game.
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Chapter 1 : Adventurers

All players need to get started are a few Counters/ Figures, some paper and pencils and a
couple d standard sixsided dice Players can design and develop characters with the skills of
their choice. Some players may prefer Adventurers that are clearly recognisable as specialist
spdicasters, fighters or thieves.

In Treasure designing Adventurers/athcters involves selecting a series of skills by following
the steps set out in the Designing Adventurers Options Table. Players may also wish to take an

early look at the Developing Adventurers Options Table to see how Adventurers caubuild
their skils during play.

Skills

There are some basic rules that are worth noting before starting to design Adventurers:
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When selecting a Tribe each Adventurer gains the skill to use the weapon favoured by their
chosen Tribe. Adventurers may become expert ia tise of other weapons but even a Magic
Weapon cannot displace a Tribal Weapon unless a Magic Weapon is of the same type as an
Adventurer's Tribal Weapon. An Adventurer with more than one Tribal Weapon within their
Design should mark the Hilt or Grip ofethveapon associated with another race with a single
Crack.

When a unit uses its own Tribe's Tribal Weapon and rolls an unmodified 2 on 2D6 the action
fails but the unit's Fumble does not cause it to be unable to act in its next Turn.

The skills availdb to Adventurers include Tribal Weapons, Basic Crafts, Extra Weapons, Alarms,
(Tribal) Abilities, Crafts, Spells and, eventually, Honours and Rituals. New Adventurers have free
access to all Basic Crafts, their Tribal Weapon and two Tribal Skills. 3thvégaea knowledge of

three Spells at the start of play.

Tribal Abilities are innate skills that cannot be gained at a price through training. Abilities and
Tribal Skills can be shown or Assumed on the basis of the presence of a Tribal 'marker’, which is
usually a weapon or a Figure.

Skills generally work successfully when Adventurers select them as an action and, having
committed to attempting to use the skill, roll a modified total of 9+ on 2D6. The modifiers to be
applied vary but can include Abilisevhich act as modifiers without having to be selected as an
action.

Adventurers can choose a Defence, Extreapbns, Alarms, Crafts, SpellsdaServices/ Items

up to the limit of an initial allowance of 20 Gems/ 4 Jewels. They also have the threeniiells
which they start play. Honours and Rituals only become available during the course of play and
any skill or item marked in the tables with an X is not available when designing new
Adventurers.

Designing Adventurers

Designing Adventurers, and oth@&ribal units, is easily done by following the steps set out in
the Designing Adventurers Options Table:

Designing Adventurers Options Table

Name Name as text, icon or Assumed.

Gender Assumed as matching thplayer's
gender unless Declared.

Age Assumed or shown on Campaign
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Home Log.

Currency | Note or sketch the Each new Adventurer starts plé
amount of currency with 20 Gems in the form g
available to the individual Gems or up to 4 Jewe
Adventurer. They can hold onto these or us

them to learn extra skills at the cos
shown for the various Defence
Extra Weapons, Crafts and Spe
Casting Spells is expensive ¢
involves the destruction of Gen
and Jewels, so players will need
save some Gent® use during their
first adventure.

Basic Crafts| Note or sketch or The images representing Basic Crg
Assume the presence ¢ can be Assumed to be in place a
Basic Crafts. need not be displayed unless call

for.

Speed Note or sketch of The image representing a unit
Assume e presence o] Speed can be Assumed to be
the Adventurer's| place and need not be displayg
highest Speed. unless called for.

Defence Note or sketch the unit'qy Shield
Defence.

Heart Note or sketch of The image representing a Heart c
Assume the presee of| be Assumed to be in place and ne
the unit's Heart. not be displayed unless called for.

Helmet Note or sketch of The image representing a Helm
Assume the presence ¢ can be Assumed to be in placeds
a Helmet. need not be displayed.

Alarms Assume the capacity t| Alarms
sound a Local Alarm.

Tribe Select a Tribe and not Tribal Weapon
or sketch the Triba
Weapon linked to that
Tribe.

Tribal Skills| Note or sketch or The images representing Tribal Sk
Assume the presence ¢ can be Assumed to be in place &
Tribal Skillsimked to the| do not need to be displayed unle
chosen Tribe. called for.

Abilities Abilities are allocated a| Abilities
Tribal Skills. They can |
noted or sketched o
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Assumed to be preser
as Tribal Skills.
Crafts Crafts can be allocate| Crafts
as Tribal Skills and note
or sketched or Assume|
to be present. Units ma
also purchase additiong
Crafts that need to be
noted or sketched.
Extra Note or sketch any Extr| Extra Weapons
Weapons | Wegoons purchased b
the Adventurer.
Enchanted | Note or sketch any Enchanted Items wusually on
Items Enchanted Itemg become available as Adventure
available to the gain Experience. They are includ
Adventurer. at this stage for easy refenee to all
skills and to make players aware
the options that become available.
Spells Each new Adventure Spell Icons
starts play with three
Spells of choice. Note (¢
sketch all Spell
available to the)
Adventurer.
Buying Select and note o| As Required
Skills, Itemg sketch any Items o
and Services purchased K
Services the Adventurer.
Food and Select and note o] As Required (after 24 hours)
Water sketch any Food o
Water purchased by th¢
Adventurer.
Weight Usually only affects| A Burdened unit is usually shov
Limits/ units carrying 15+ item{ with a Footprint- Crack image.
Burdened |and/ or very large
Units amounts of currency.
Stars Star/ s: Notched (5)
Auctions As Required

Please note: Gems can be shown within or joined to pthens at this stage, i.e. contained or
Attached, but Jewels are not Attached to other active Design Elements at this stage, because
Jewels are usually Attached to Enchanted Items, which are found while exploring. Otherwise,
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Jewels are typically shown Wit ‘inactive' Settings/ backgrounds, which are used to decorate
Designs.

When designing Tribal units that are going to be used as opponents, as 'extras' or to allow
players to participate in games/ campaigns that involve larger Complexes and mocaltdiffi
opponents, it is possible to either use the Tribal Manifests to sketch out rough details or to
continue straight on to the section of the rules concerning Developing Adventurers and the
Developing Adventurers Options Table.

Currency

The common cuencies are usually short stitke bars of gold/ Ingots and Gems. In larger
Complexes Jewels become a more common currency. Coins can be used in play but it is
generally easier to work with Ingots, Gems and Jewels.

Currency operates as follows:

Currencies Table

Coin Hexagon 5 Coins = | 1 Ingot

Ingot Ingot 5 Ingots = | 1Gem

Gem Gem 5 Gems 1 Jewel
Jewel Brilliant 5 Jewels 1 Dark Jewel
Dark Jewel Brilliant: Curved

When casting Spells or RituasJewel that has been used in part is broken down into its
constituents, i.e. after attempting to cast a standard Spell costing a Gem but using a Jewel, four
Gems remain available to the spellcaster. This can be displayed either by removing the Jewel
and putting Gems in its place or by marking the Jewel with a Notch or Notches to show that a
guantity equivalent to a Gem is missing.

When selecting a Spell (or Ritual) it is worth noting that spellcasters must relinquish a Gem each
time a Spell is cast or Zewel whenever a Ritual is cast. Gems, Jewels and Dark Jewels are
committed before attempted castings and turn to dust during the casting regardless of whether
the Spell has the desired effect.

Using Jewels Attached to Enchanted Items to cast Spellssgbte but the item will lose its
magical properties without an intact Jewel in place. An Enchanted Item with a Damaged or
Fused Jewel may be repaired at a Forge with a successful Mend Spell (requiring an unmodified
roll of 9+) but five Jewels are destexy during the process. In addition, the repairs have to be
carried out at a Forge. The origins of certain magic items match their availability to one or more
of the Tribes as shown in the Tribal and Monster Encounter Tables.

19



Using Weapons, Crafts, Spefisd Alarms typically requires possession of an item that is
Assumed to be present when the skill is present. If an item is lost, broken or unavailable due to
breakage or capture this can be recorded on the Design by marking the skill with a Notch. Icons
such as Shen Rings, which show Abilities that require no items, are marked with a Crack if the
skill/ Ability is missing. Some Honours also allow the use of a particular item, such as a Chakram
or a Shuriken.

If a skill has been removed and a player wssteeretain the linked item within their Design, the
skill can be marked with a Notch to show that the item is 'broken’'. Damage to Adventurers' and
other units' Defences can be marked singly with a Notch or in multiples of five with a Gash or
Gashes.

Items that players can find include a wide variety of Treasures, ranging from Furs and fine food
to precious objects and magic itemblany precious items and both Ingots and Gems can be
added to Designs without restrictions. However, Jewels and Dark Jeeadlg need to be
shown separate from/ Unattached to other Design Elements except when representing a Jewel
or Dark Jewel that is Attached to a magic item. They can be displayed in a pouch/ pocket/
Backpack Panel, as described in the Panels and Labels Table

Basic Crafts

All Adventurers from all Tribes begin play with some Basic Crafts that they can use providing
they have any necessary items. These skills are not usually shown on Designs as they are
Assumed to be present unless a player has surrendereeh killed or been captured. In which

case, Adventurers have no items whatsoever and they have to try to await rescue or attempt to
escape.

Basic Crafts Table

0 Blade Hunting D6 Damage. 1
Knife
0 Capture | Cord Binds a Tibal captive. The captive becom( 0

a Prisoner and cannot break free witho
assistance while the binding/ knots remg
in place.

0 Gift/ Bribe | Treasure | Any unit in possession of an item |1
Treasure, including Gems, Jewels, D
Jewels and all Enchantetémns, can attempt
to negotiate or Parley with other units b
offering Treasure as a Gift. The offer of a (
is often refused simply because receiving
Gift counts as an action, which may les
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the recipient more open to attack. Where
Gift/ Bribe is acepted, the units making th
agreement can require other allied uni
with fewer Stars to keep to th
arrangement. See Chapter 3: Running F
for further details.

Hide and
Hide in
Shadows

Very Faded
Imprint or
Faded
Imprint

The unit can attempt to i or Hide in
Shadows.

Ignite

Furison

The unit can start fires under norm
circumstances.

o

Ride

Stirrup

Riding.

o

Search

Torch

This skill involves searching a Zone
carefully. The unit needs to enter the Zo
carefully to conduct the sealnc The Searc
should be Declared at the outset of a uni
Slot and other units must wait for the Sear
to be completed before gaining ar
knowledge resulting from another unit
Search. A Search can be used in a sin
way to check for Traps that guaitteasure
Chests and some Chambers.

0

Stitch

Needle

Restore D6 Defence before moving again.

Speed

Adventurers exploring on foot have a maximum Speed of two Zones/ Turn of play. This does not
have to be marked on Adventurers' Designs, as it istAsduhat Adventurers can move at this
Speed unless shown otherwise. A drop in Speed is also Assumed when leaving and occupying a
Cavern occupied by a Pool Predator, as players have to Wade through water within the Cavern.
Any other changes of Speed, indlugl those due to severe wounds or magic, can be marked by
using the appropriate image/ marks from the following table:

Speeds Table

Held Stunned, Held, Bound ¢ 0
Tangled.
Hiding Hiding Very Faded Imprint(Foot, | O
Hoof, Wheel or Wing) N
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Toes or Clefts o
Feathering.
Hiding in| Hiding in Shadows Faded Imprint (Foot, Hoq O
Shadows or Wing)
Restricted Mesmerised, Wounded Footprint Marked with Move 1
Swimming or Calmed. Notch. or Act
Burdened Burdened Footprint - Crack 1
Walk or| Walking or Wading Footprint 1
Wade
Run Running or Fighting, Ridin Footprints, which  arg 2
Indoors, Pool Predator movin Assumed unless a
underwater between Poog alternative is  shwn.
Caverns within the sam|Crampons also  alloy
Complex or linked Complexe§ movement at this spee(
over icy surfaces.
Mounted, Light Chariot, Horseback ¢ Wheel or Horseshoe 3
Hoofed  or| Hoofed
Riding
Flying Flying Indoors Wing or Wings 3
Indoors
Skating Skating Skate 3
Fly Flying Outdoors Wing or Wirgs 4

Units that are Held can neither move nor act.

Most Speeds can be Assumed as described above or because it is obvious that a unit's Speed is
shown by another marking, e.g. a Defence will show when a unit is Wounded, there will be
circumstances whe units will make frequent changes to their speed. This can be recorded as
shown on the Speeds Table or, perhaps more quickly, by applying a series of Notches to mark a
downwards scale. For example, a unit could display a Horseshoe with three Notches when
Hiding. This might clash with Hiding in Shadows or being Held but the context/ play will usually
indicate which action is relevant.

A second copy of the Speeds Table is shown in Chapter 3: Running Play.
Defences
Players can select any one Defencéhat cost shown. A Warrior's Shield or an Ancient Shield is

not normally available to Adventurers at the start of play. The only ways to acquire such
Defences involve either coming across an Ancient Shield or defeating an opponent in
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possession of such aefgnce, taking the unit's armour and then using Heal or Stitch to repair
any Damage to the Defence.

When drawing / designing the shapes of Shields it is important to maintain a clear distinction
between a Gem or a Jewel and Shields. This simply meairaya representation of a Shield
that matches the shape of one of the different types of currency.

Defences Table

0G Curved Shield 2 Edged Shield 20 Defence
3G Classic Shield 3 Edged Shield 30 Defence
4G Full Shitd 4 Edged Shield 40 Defence
5G Battle Shield 5 Edged Shield 50 Defence
X 110G Warrior's Shield 7 Edged Shield 70 Defence
X Ancient Shield Finned Shield (2) 50 Defence

By agreement a Cloak and/ or a Tabard can be used as an alternative or comiptentee
Warrior's Shields that usually identify a powerful Defence.

Defences can be displayed as a combination of Shields up to the maximum available, e.g. a
Curved Shield and a Classic Shield show a Defence of 50 Defence in total.

It is possible fo6crolls to temporarily raise a Defence above 70.

Players can Assume that a Helmet is present without displaying one or include a Helmet in an
Adventurer's Design. Whether or not a Helmet is shown or present makes no direct difference
to a unit's Defencei.e. any part a Helmet plays goes unseen to allow them to be omitted from
Designs without penalty or to be used as decorative Design Elements.

Any Adventurer, member of a Tribe or Monster that runs out of Defence is considered to be
Wounded and unabléo use any skills. They can choose to Surrender at this stage and that is
perhaps the best option, as they will then become a Prisoner with the opportunity to try to
escape or, possibly, be ransomed, (see Chapter 3: Running Play: Prisoners and Slgves Table

Alternatively, a unit can open up a Panel/ window within a Design or an Adventure Log that
displays a Heart capable of sustaining another 10 units of Defence. However, doing so will be
seen as a Refusal to Surrender and most opponents will not offecand opportunity to
Surrender. In addition, until healed a unit that is relying on a Heart can only move a single
Zone/ Turn and doing so causes a D6 of Damage to the Heart.
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All Undead and Monsters including all Jellyfish, Tube Worms, Moulds, Waspsis Fireflies,
Tangleweed, Triffids, Scorpions, Ants, Beetles, Spiders and Millipedes have no Hearts and are
considered 'dead’ or slain when their Defences have been exhausted.

All Daemons have a 'Blackheart', which can sustain 20 units of Damage ti@nDaemon is
slain the Blackheart will begin to crystallise and form a Dark Jewel. This takes as many Turns as
required to roll a 6 on a D6.

Alarms

Alarms are discussed in detail in Chapter 3: Running Play. Alarms are an optional but highly
recommended part of play. Alarms may be either Local, with range limited to adjacent Zones,
or Remote, with a range of two Zones. Players are usually unlikely to wish to set off Alarms
during play, as they attract attention. Players should be aware of the eftdcédarms when
selecting their skills, as some skills, including certain Spells, are likely to trigger Alarms when
used. For example a Meteor Spell can cause a lot of Damage to enemies but often draws
attention.

Preferred Actions

Preferred Actions arédiscussed in detail in Chapter 3: Running Play. They offer a quick way of
deciding how units that Adventurers encounter will move and act. The options available to units
as Preferred Actions during Solo and Team play are set out in the Tribal and Mdasiézsts.

Tribes and Tribal Weapons

Adventurers can usually encounter two or three types of Tribe: Peaceful, Hostile and Lost.
Members of Peaceful Tribes generallyaqmerate with other Peaceful Tribes, may attack Hostile
Tribes and try to avoid comdt with Lost Tribes. Members of Hostile Tribes will attack all other
Tribes but generally try to avoid conflict with Lost Tribes and may form alliances with other
Hostile Tribes. Members of Lost Tribes often act in an unpredictable manner.

Tribes do notusually attack Complexes belonging to their own Tribe and the Tribes that
Adventurers encounter may assume that Adventurers generally behave in a manner consistent
with the Tribe as a whole. However, every member of a Tribe does not have to conforneto typ
and some may prefer to live apart from their Tribe. While Adventurers are not required to live
by the practices of their Tribe, as they gain Experience their Reputation will start to precede
them in the form of Stars, Decorations, Honours and the presemabsence of marks applied

to their Stars as a result of dishonourable actions, i.e. Marks of Dishonour.

The same position applies when dealing with groups of units. Tribes that are generally Peaceful

can become involved in conflicts with other Peadéfribes depending on the circumstances of
particular campaigns and adventures. During such conflicts Marks of Dishonour and
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Reputations accumulate and beyond a certain point units can be considered to be Hostile as a
result of their actions. Any unit ceidered Beyond the Pale would be considered Hostile,
though it is possible for units to redeem themselves.

Units' behaviour is generally reflected in the types of Honours and number of Marks of
Dishonour gained during play. It is, occasionally, posdimean Adventurer to gradually
become a member of a Tribe that would not normally be permissible/ possible. This can be
done by using Transform Rituals to acquire all the skills linked to a particular Tribe. Any attempt
to change Tribe also requires theitimvolved to have its original Tribal Weapons skill removed
with a Drain effect.

Monsters that have left their lairs will usually attack members of any Tribe and concentrate
their attacks on opponents with the most Stars in a sequence that directBrdtettack at the
target with the most Stars, the second at the target with the second highest number of Stars
and so on. Monsters that encounter other Monsters will usually attack-Monsters in
preference to other Monsters, unless compelled to actetténtly while under the power of a
spellcaster. Monsters that do not share a Cavern and come from different types of Cavern will
attack each other in the absence of alternative prey.

Monsters found in Complexes serve a variety of purposes and mossTadmesee the benefits

of living alongside Monsters that add to the security of the Complex or are simply too much
trouble to remove. Monsters will certainly keep to their lairs most of the time and providing
them with food and a quiet life may often medhat they cause few problems for any Tribe
that is sharing a Complex. At the same time, some Monsters, particularly the Undead and
Daemons are likely to interfere in events within any Complex that they occupy and players may
prefer to exclude some types tdonster from certain Complexes where they feel that it would

be inconsistent to mix certain Tribes with certain Monsters.

When selecting an Adventurer's Tribe it is worth considering who or what will become their
friends and foes. This is important nartly in terms of which types of settlements or Complexes
Adventurers will explore but also when encountering potential allies or enemies, including
Prisoners, Slaves and Guests. Adventurers cannot enter the game as members of a Lost Tribe or
a Tribe markedith a Star on the tables below unless by general agreement.

It is acceptable for Adventurers to use weapons associated with Tribes other than their own.
However, units will not gain quite the same level of expertise as a unit from the Tribe directly
associated with a particular weapon. Marking the appropriate icon with a Crack shows this and
when the skill is put to use and a 2 is rolled on 2D6 the unit Fumbles and misses its next Turn.

When a unit using a weapon rolls an unmodified 12 on 2D6 thelatacceeds and also causes

a bonus Damage Multiplier to be applied to the target. Damage Multipliers operate in steps, so
a single Damage Multiplier results in x2 Damage, a second Multiplier raises that to x3 Damage,
and a fourth multiplier results in xBamage. Some examples of the amounts of Damage that
can be caused are shown below in the Damage Multipliers Table:
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Damage Multipliers Table

Dagger D6 +| 1-11 2-22 3-33
Stars

Enchanted 2D6  +| 2-17 4-34 8-68

Longsword Stars

HartShuriken D6 x| 0-30 0-60
Stars

Meteorite Bow | D6 +| 1-11 3-33
Stars

Triple Dagger | D6 + 1-11 3-33 4-44
Stars

Where a number follows an icon, the number indicates the number of extra Desgreiis

shown. These include the number of Cutting Edges on Blades, the number of Edges or Fins on
Shields, the Curves of Clouds, the number of Forks on a Lightning Bolt, the number of Wards in
a Key's Bit, the number of Points on a Star and the shapegbit$-bn Blowpipe Darts, Arrows

and Bolts/ Quarrels.

Missiles weapons that are generally not used as Hardand (H2H) weapons, e.g. Bows,
Crossbows, Shuriken, Darts, Catapults and, under certain circumstances, Chakrams, can target
units within the Charbper that the unit wielding the weapon is occupying. Weapons that are,
primarily, Haneto-Hand weapons (H2H) may only be used as Missile Weapons as indicated by
the range shown in the relevant table. Players are only likely to need to develop a more
detailed description of ranges if play involves moving from basing measurements on Zones to a
more detailed scale. For example, it makes little difference if a Battle Axe is thrown or wielded
under the standard rules. However, if players or a Referee want tokb@Gdambers down into

hexes with a fixed scale, it may become appropriate to take into account the distance that a
Dagger can be thrown within a Chamber.

Combined Design Elements are shown with a Dash. For example, when Venom has been
applied to a weapon.

Peaceful Tribes Table

Footprints| Dwarves Warhammer | Warhammer | 2D6+Starg Y 0,1
Footprints| Elves Composite | Arrow D6+Stars | N 0,4
Bow (Curved
Flights)
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Footprints| Halflings Catapult Catapult D6+Stars | N 012

Footprints| Northerners| Battle Axe | Battle Axe 2D6+Starg Y 0

Footprints| Southerners Broadsword | Sword (2| 2D6+Starg Y 0
Edged Blade)

Hostile Tribes Table

Footprints | Barbarians | Double | Double 2D6+Stars Y 0
Axe Axe
Footprints | Corsairs Scimitar | Scimitar | 2D6+Stars Y 0
Footprints | Dark Elves | Hand Quarrel D6+Stars Y 0,1
Bow (Curved
Flights)
X | Horseshog Demonspawn Mace Mace 2D6+Stars Y 0
Footprints | Goblins Morning | Morning | 2D6+Stars Y 0
Star Star
Footprints | Half Ogre Spiked | Spiked 2D6+Stars Y 0
Club Club
Footprints | Hobgoblins | Twin Twin 2D6+Stars Y 0
Blade Blade
Footprints | Orcs Axe Axe D6+Stars Y 0,1,2
X | Wing Ravenswings| Triple Triple 2D6+Disarm | Y 0
Dagger | Dagger | Tribal
Opponent on
al2.
Footprints | Slavers Obsidian | Obsidian | 3D6 Y 0
Blade Blade
Footprints | Trolls Twisted | Twisted | 2D6+Stars Y 0
Blade Blade
Lost Tribes Table
| | Speed [Type [Weapon  [image  |Damage |H2H|Range
X | Wing Ancients | Stellar Adze | Stellar Adze | Converts | Y 0
X| Footprnts | Brethren | Harpoon Harpoon 2D6+Stars| Y 0,1
X | Footprints| Seafarers Seafarer's Jewelled Seay 2D6+Stars| Y 0
Seax
X | Footprints| Watchers| Swordbreaker Swordbreaken 2D6 and| Y 0
Snaps
Standard
Blade




Weapons
onal2.

Tribal Skills

This table sets out theksls available to each Tribe at no starting cost. Other Tribes can learn
Tribal Skills that are Crafts at a later stage by paying the necessary price as shown on the Buying
Skills, Items and Services Table. Adventurers cannot purchase or gain thesAbililiebes

other than their own, except through the use of certain magic items and Rituals, e.g. a
Transform Ritual. There is generally no need to show Tribal Skills, (whether Abilities or Crafts) as
part of an Adventurer's Design, as they can be Assuimé@ present, because of the presence

of an active Tribal Weapon. However, when a skill or, in the case of Crafts, an item, is missing or
Damaged it may be helpful to display the relevant icon either within the unit's main Design or
as a note or referenceithin an Adventure Log or similar Panel.

Each Tribal unit begins with a combination of Tribal Skills unique to their Tribe, so it is possible
to avoid displaying a Tribal Weapon by including the correct combination within a unit's Design.
This can beame a little complicated when units gain more skills at a later stage, (including
Crafts and when using a Transform Ritual or a Runesword to acquire/ 'steal’ a skill). However, if
a player really wishes to avoid displaying a particular Tribal Weapon witbisign, this can be
resolved quite easily, (possibly by Coupling or Pairing the icons with the use of an otherwise

unassigned Label such as a Shield).

Tribal Skills Table

Ancients Sacred Adze Converts Hands Resistance
Barbarians Double Axe 2D6+Stars Climbing Strength
Brethren Harpoon 2D6+Stars Resistance | Hunting
Corsairs Scimitar 2D6+Stars Fishing Diving
Dark Elves Hand Bow D6+Stars Disguise Resistance
Demonspawn | Mace 2D6+Stars Immunity Courage
Dwarves Warhammer 2D6+Stars Immunity Mining
Elves Composite Bow | D6+Stars Climbing Unlock
Goblins Morning Star 2D6+Stars Mend Unlock
Half Ogre Spiked Club 2D6+Stars Mining Strength
Halflings Catapult D6+Stars Immunity Unlock
Hobgoblins Twin Blade 2D6+Stars Mend Mining
Northerners Battle Axe 2D6+Stars Immunity Strength
Orcs Axe D6+Stars Climbing Hunting
Ravenswings Triple Dagger 2D6+Disarm | Luck Climbing
Seafarers Jewelled Seax 2D6+Stars Immunity Diving
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Slavers Whip 3D6 Strength Unlock

Southerners Broadsword 2D6+Stars Hunting Luck

Trolls Twisted Blade 2D6+Stars Strength Courage

Watchers Swordbreaker 2D6+Snap Disguise Immunity
Abilities

These are properties of Tribes. No item is required and there is no charge in terms of actions or
costs to use the skill. Nor isnecessary for a roll to be made for the skill to be in effect. Shen
Rings can be shown with a Notch when appearing as an Ability, because no physical item is
usually present or required. A Crack is added to any Ability that has been lost but remains on
display within a Design. Units that already indicate which Tribe they belong to by displaying a
Tribal Weapon can Assume that the Abilities associated with their Tribe are present.

Abilities Table

Courage | Thistle | The unit gains a ndfier of +2 against Convert, Fear a
Mesmerise effects.
Diving Seashell | The unit can recover Loot/ Treasure from the bottom of P

Chambers and both move and act when Swimming.

Blade Venoms and Disease do not affect units with Imnyur
The unit gains a modifier of +2 when rolling to Disarm,
Unlock, Unlock Traps or Disarm a Tribal Opponent.
Resistancg Shen The unit gains a modifier of +1 when magical effects may
Ring on the unit.

Immunity | Trefoil
Luck Rosette

Strength | Portcullis| The unit gés a modifier of plus +2 when Smashing Doors
is able to carry an injured comrade at normal Speed. The
can also carry up to 6 extra items without becom
Burdened. Finally, there is a +2 modifier when trying to br
Standard/ Ordinary ltems.

Crafts

Items are required to use Crafts and the necessary items are present when a new Adventurer
selects a Craft. Both Crafts and items can be purchased. There is no charge to use Crafts but the
loss of a necessary item during play prevents the use ©fadt and should be marked with a
Notch on the Craft's icon.
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Crafts Table

G

Climbing

Tiger's
Claw

Climbing gives units the chance to climb sheer slo
e.g. a dry, vertical, stone wall. The chance of suc
should be adjustd to take account of easier or mo
difficult conditions including lighting and overhangs
roll of 9+ modified by a unit's Stars is needed to succt
Tiger's Claws can also be used as a weapon if a uni
possession of the actual items.

Disguise

Mask

A unit that can Disguise itself can move through a Z
while observed without causing Alert or Alarm to oth
units. See Chapter 3: Running Play: Disguise Mod
Table. Groups of units can share a Disguise and mé
single roll to check whethesr not a Disguise is workin
However, they must share the same modifiers, such
complementary Costumes and the Disguise Craft. U
with a Disguise Craft have a basic knowledge of
Peaceful and Hostile Tribal Languages.

Fishing

Fishhook

Any unitwith a Fishing Craft can catch a Fish in any q
Pool Chamber. The unit simply rolls a D6 and a roll
results in a catch. Each successive Turn of Fig
increases the chance of a catch by 1 until a Fis
caught. Once a Fish has been caught it loareaten to
gain a D6 Defence.

Hunting

Hunting
Horn

Hunting allows a unit to sound a Remote Alarm 4
track an opponent that has left the unit's Line of Si
(LOS) for a Turn. An opponent that has been turnet
Mist cannot be tracked by this method.

Make
Trap

Caltrop

A successful attempt to use this Craft allows a uni
improvise a basic Trap that delays or injures the 1
unit entering a Chamber. The targeted unit can se
whether it loses the rest of its Turn or takes 2
Damage. The Trap muse made when out of the Ligh
of Sight (LOS) of the next unit to enter the Chamber.
Trap is ready to work as intended when a roll of
modified by a unit's Stars is rolled. It is possible tha
unit may choose to pause and Search a Chami
containng a basic Trap, in which case the unit may
able to find the Trap and either leave the Chamber
the same Entrance or Unlock or Disarm the Trag
Moonlight Spell or an Ancient Torch may also war
unit before a basic Trap is triggered. The Traprisshed

job so it has to be triggered within a Turn or it is
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longer effective.

G Mend Hammer | Mend makes it possible to attempt to repair Damag
Arrows and Darts on the spot or repair Magic Weap
and other Enchanted Items (by replacing the Jey
Attached to most Enchanted Items at an additional ¢
of 5 Jewels). Repairing Enchanted Items, including M
Weapons requires access to a Forge. A roll of
modified by a unit's Stars is needed to succeed
carrying out these kinds of repairs.

G Mining | Pickaxe | A unit that understands Mining can check each Turr
see if Pitheads and other mining related finds, such

Gold Rush Event, yield twice as much gold, Gem
Jewels as usual during a Turn. A roll of 9+ modified

unit's Stars is needed to sceed.

G Unlock | Key This Craft allows units to attempt to Unlock Dog
Gates, Traps, Chests and Treasure Chests. A roll

modified by a unit's Stars and any other relev:
modifiers is needed to succeed.

It is reasonable to allow Adventurers witlitoa Craft some chance of attempting the action
associated with a Craft. However, it will often require an unmodified 12 on 2D6 to succeed. The
chances of success may also be varied according to circumstances. For instance, everyone will
find it easier toscale a rough wall and harder to scale an overhang.

Extra Weapons and Second Weapons

The use of more than one weapon in combination is possible but only when both weapons are
suited to such use. Consequently, a Trident can be used while a Net iehdidand Daggers,

Triple Daggers, Chakrams, Shurikens, Hunting Knives, Swordbreakers and Hooks can be held
ready while a Sword, Hammer or Axe is being wielded. On most occasions there is no reduction
in the time involved in launching a standard attack watkher weapon, so a further Turn is
required to use/ wield the Second Weapon. However, an unmodified roll of 11 or 12 on 2D6
with the First Weapon does allow a Second Weapon to then be used in the same Turn as part of
the same action. A natural 12 stilhigs any bonuses that would usually be applied but a
Backstab action is not available.

Extra Weapons Table

C Blazing Log | As Torch D6 Y 0
Lit Hearth or|
Brazier
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Required

G Blowpipe

Dart

D6+Stars

G Branding
Iron

Branding
Iron

D6

Slavers using thi
weapon treat it as g
Tribal Weapon
Anyone within @
Room containing ¢
Hearth or a Brazie
that is hit by a
Branding Iron with
an unadijusted 12 of
2D6 takes  3Df
Damage and is let
with  an  almost
indelibleBrand.

C Bucket

Bucket

D6

Damage only applie
when filled with
water that has beer
frozen.

G Cake
Candles

Cake -
Candles

Stuns

A target struck by &
Cake and Candles
Stunned for a singlg
Turn.

J Chakram

Chakram

D6xStars

0,1,2

An Honour s
required to use thig
weapon. Unlesg
found during play
the weapon s
present for a unit's
next adventure after
winning the linked
Honour. Successft
use of a Chakram ¢
a Missile Weapor
returns the weapon
to the user's grasp.

J Crossbow

Crossbow ot
Quarrel
(Straight
Flights)

2D6+Stars

1-6

G Dagger

Dagger

D6+Stars

0,1

A unit with a Dagge
can try to Backstal




an Outnumbered
opponent to gain g
Damage Multiplier.
DJ | Devil's Pitchfork 2D6 0,1 |A Dark Jewel i
Pitchfork required as paymen
for a Devil's
Pitchfork. Other
currencies to the
same value will no
be accepted.
C Hammer Hammer D6 0,1
J Hark Hart D6xStars 0,1,2| An Honour is
Shuriken Shuriken required to use thig
weapon. Unlesg
found during play
the  weapon i
present for a unis
next adventure after
winning the linked
Honour.
C Hook Hook D6 0
Hot Coals | Lit Brazier 2D6 0 Hot Coals can b
Required used as a Missil
Weapon but the unit
carrying out the
attack will take Dg
Damage unless it
hands are protected
I Ingot Ingot D6 0 Ingots are too heavy
to hurl into another
Zone, unless throwr
by a wunit with
Strength or a
Daemon.
J Longbow Arrow D6+Stars 1-6
(Straight
Flights)
J Longsword | Sword (4] 2D6+Stars 0
Edged)
J Net Net Entangle 0 A successful attac
(Assumed with a Net is simila
with to the effect of a
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Trident) Web  Spell. Th¢
targeted unit is
limited to a single
move during its nex
Turn.

G Pickaxe Pickaxe D6 Y 0
C Quarterstaff| Staff 2D6+Stars | Y 0
J Sacred Curved D6+Marks | Y 0,1 |An Honour IS
Dagger Dagger of required to use thig
Dishorour weapon. Unlesg
(to found during play
maximum the  weapon i
of Beyond present for a unit's
the Pale) next adventure after
winning the linked
Honour.
C Spade Spade D6 Y 0
J Spear Spearhead | D6+Stars |Y 0-3
J Tiger's Tiger's D6+Stars | Y 0
Claws Claws
C Torch Torch D6 Y 0 The cost applies
when Torches ar¢
purchased in
Batches of 20.
J Trident Trident 3D6 Y 0,1,2
C Whitewater | Whitewater | 4D6 N 0,1 | Damage only applie
to the Undead,
Demonspawn  ang
Daemans.
Backstabs

A unit wielding a Dagger can attempt to Backstab an Outnumbered opponent for a Damage
bonus. The unit must Declare a Backstab at the start of its Slot. The target needs to be
identified at the start of the stabbing unit's Turn. Furtheoriuses may still apply. When a unit
Declaresa Backstab its Slot is moved to the end of its Team's Turn.

Enchanted Items

Enchanted Items are detailed in Chapter 6: Treasure: Enchanted Items.
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Spells

Players have a free choice of Spells when angad new Adventurer. However, thereafter
Spells and Rituals can only be added to a Design when an Adventurer locates an Enchanted
Book, Scroll or similar Document that provides instructions specific to the Spell that an
Adventurer wishes to acquire. Unitein pay to acquire the knowledge required to cast a Spell

or Ritual but the costs are high. A Transform Ritual that clones a skill belonging to another unit
can also equip an Adventurer to use a Spell.

All Tribes can and will use Dark Magic, White Magizardry and Rituals when they have the
skills to do so. The use of certain Spells may result in Marks of Dishonour or the loss of Honours
for certain units but some units will consider this an acceptable loss. Units that can only retain
their Honours byavoiding Marks of Dishonour will be more reluctant to use such magic.

Casting Spells

Casting a Spell successfully usually calls for a roll of 9+ on 2D6. The successful casting of a Spell
costs a Gem. The Stars of both the caster and the unit with thstrBtars among those
targeted by the Spell will often modify the roll. Additional modifiers, such as Resistance, will
also affect the chances of success. The Modifiers Table sets out the possible range of modifiers
that may apply.

When casting a Spelhat involves making physical contact with the target a successful
spellcasting assumes that contact has taken place providing both units are within the same
Zone.

When cast successfully Spells usually have an immediate effect. Magical effects that cause
Damage have a permanent effect in so far as the Damage has to be healed or mended. In
addition, effects that bring about a change of form or create a form, such as Animate, only
create the new form once but it does persist until destroyed.

Units involvedin issuing a Command carried by magic must Declare any instructions at the
point when the Spell is cast.

When a Spell is cast that involves rolling a natural 12 on 2D6 various bonus effects may apply.
A natural 12 always indicates a successful casting.

A successful Spell or Ritual charges the caster with magic and if the unit chooses to cast a

further Spell or Ritual in its next Turn it gains a bonus of +1. This effect is cumulative but a
natural 2 still results in a miscasting.
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Dark Magic

Dark Magic Table

1

Animate

Bone

An Animate Spell ranimates a
slain member of a Tribe as
Skeleton or a Zombie. It can |
given a Command to guard th
Zone where it was animated (
to attack a single unit or to leav
the Complex. The Skeleton
Zombie persists until destroye(
Once a Command has be¢
issued it cannot be altered.
unit can usually only have
single Animate unit in play &
one time and a successf
casting involves rolling a 9+ (
2D6, which is modiéd by the
caster's Stars and the target
Star's prior to death.

Drain

Scythe

A successful Drain Spell 'steals
single skill or Monster's Abilit]
that the target can no longe
use. The caster temporarily gai
2D6 Defence until the additiong
Defence is depleted.

Fear

Skull

The victim of a successful Fe
Spell uses its next Turn to mo
away at full Speed, sounding
Local Alarm in each Chamb
within its immediate range as
does so.

Frostbite

Snowflake

A Frostbite Spell caes 2D
frost Damage to a single targ
or freezes a Lock shut for th
rest of the Turn. The Lock cz:
stil be Smashed, Unlocke
magically or warmed. A Metec
Spell, Fire Storm Ritual ¢
lightening strike of any kind wi

weld the Lock shut. Frostbite ca
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also freeze the water in Bucke
and Barrels.

5 Poison | Goblet The caster can extract an O T
prepare Poison from a sla
Monster's Venom. The Spe
makes a single Dose of Venc
equivalent to a Dose of Blag
Bitterberry. Players and Refere
may choose d allow the
creation of a wider range ¢
Poisons. See  Chapter
Treasure: Poisons Table. Us
Poison may result in a Mark
Dishonour.

6 | Web Web A single Monster or two Tribg 1 T
units next Turn can be reduce
to a move of one Zone. Mo4
actions canot be attempted
during the target's next Turn
However, a unit caught in a We
can still raise a Local Alarm.

White Magic

White Magic Table

1 Heal Cross This much used Spell Heg 0 T
2D6 Damage to any Defce.
2 Rainbow Rainbow | Any Undead within a Zon 1 Z

illuminated by a Rainbow Spé
take 3D6 Damage.
3 Seek Compass| A Seek Spell helps the caster| Varies| Z
Rose know which direction to take
to find the nearest Chest @
Treasure Chest. A Path
Partidly Revealed to show th
type of Chambers on the wg
to the nearer of the two.

4 | Halo Halo The effects of a successful H¢ 0 T
Spell include casting a fin
aura equivalent to Torchligh




around any unit or item tha
the Spell is cast on. Howeve
its main effect is to provide
modifier of +1 agains
attempts to use Dark Magic o
the unit or item while the Spe
lasts.

5 | Sunshine | Sun If the Spell succeeds a sing 1 T 1
target is momentarily blindeg
and drops any physics
weapon or item in currentise.
It must spend a Turn retrievin
the item to reclaim it
Providing another unit has nd
already picked it up.
6 | Whitewater | Chalice | The Whitewater created bj O T
this Spell acts as an antidote
many Poisons and Diseast
The Spell must be cast witha
Turn of the Poisoning and th
remedy applied or consume
to prevent the effects of
Poisoning. Whitewater ca
also be thrown at Undea
creatures, Demonspawn ¢
Daemons, causing 40
Damage for a successful strik

Wizardry
Wizardry Table
1 Fireworks | Firework A Fireworks Spell fills th 1 Z 1

air with a cloud of sparks
crackling light and smoke.
is possible to make ou
figures within the affected
Zone but other Zone
cannot be targeted from
within the afected Zone.
2 Lightning | LightningBolt | This Spell causes a targ 1 T 1




(1) D6 Damage for each St
held by the caster. In Po(
Chambers the Damage
2D6/ Star.

3 | Shatter Shatter A successful Shatter Sp(1 T
can break or Fuse a
individual handheld item
such as a Jewel or a swo
to the point where a Meng
Spell needs to be used {
repair the item. The uni
holding the item must
possess a Mark @
Dishonour for the Shatte
Spell to work. Damage
Enchanted Items require
new Jewel. A shattere
Dark Jevel explodes
causing 4D6 to the un
holding the item.

4 | Meteor Meteor (3) A Meteor causes 4D|1 Z 2
Damage to all within the
targeted Zone.
5 | Moonlight | Crescent Moonlight Reveals a|l Z
Hidden items, Traps an
Disguised units, includin
units using aMist Ritual. It
also Reveals units that a
Hiding in Shadows @
Hiding.
6 | Starburst | Starburst The Spell creates al Z 1
airburst of bright light, fire
and smoke. Missile Attack
cannot target the affected
Zone for the rest of the
Turn and all units witin the
targeted Zone take 2D
Damage.

The outcome at this stage should be an Adventurer that is almost ready to join with others to
explore straightforward Complexes like Outposts. The Adventurer's attributes may serve as the
beginning of a strghtforward written record or form a series of icons ready to be converted
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into a Design. Each Adventurer's list of icons can remain as it is and simply copying the images
onto card to represent an Adventurer as a paxd cards is a popular choice.

However there are plenty of design options open to players and these can be combined with
various Design Media and Styles of Play to create highly individual Designs. Designs will be
discussed in some detail shortly but it can be helpful to consider how an Adeerand any
associated Design may develop during play before selecting a Design Style, Design Media or a
Style of Play.

Buying Skills, Items and Services

Adventurers may choose to purchase a variety of skills and services using the Treasure seized
while exploring Complexes. Having completed or abandoned a Mission, Adventurers can
journey to dungeons, cities and temples to acquire skills and items through trade and training.

Buying Skills, Items and Services Table

Animate D6 Jewels An Animate Spell is quite an expens
Dead purchase, as many Tribes are fearful
animated creatures and spellcasters 4
often reluctant to use the Spell.

Buy Varies See Chapter 1: AdventuerAuctions.
Enchanted

ltem

Buy Mirror D6 Jewels A large handheld Mirror is expensive

purchase and easy to break. A
successful physical attack on a u
carrying a Mirror breaks the Mirror.

Buy Potion | 2D6 Jewels Potions don't travel well but Adventuret
can puchase the ingredients for a give
Potion.

Buy Potion D6 Jewels It is possible to go into great detail abo

Ingredients the purchase of ingredients. However,

a general rule it is more straightforwat
to set a standard charge for a range
ingredierts. The cost of ingredients use
in making Poisons when a Poisons Tg
Is in use should, usually, be 6D6 Jewel

Buy Standarg Coin Ordinary Items including Torches, a m
NonSkill or basic accommodation for a night ¢
ltem be sold or bartered for.
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Buy Standarq
Skill 1tem

Ingot

The items used to carry out skills need
be of high quality and are quit
expensive.

Batches of Missiles need to be bought
Standard Skill Items. See the Miss
Options Table for further details.

Buy Standard
Weapon/
Batch
Missiles

of

Jewel

A properly weighted weapon made fro
the best materials is quite expensive
buy.

Crampons

Ingot

Crampons are usually easy to come by
Complexes where they are used fai
often. It is reasonable to allow units thi
might expect to come across ic
conditions to equip themselves wit
crampons.

Guard

D6 Jewels
Mission or when
guarding Stored
Possessions
Gem/ period of
30 days

Guards can be from Peaceful or Hos
Tribes. They are in effect shdadrm
Henchmen who work fora fee rather
than a share of any spoils. Howev
those from Peaceful Tribes will n
commit acts that can result in a Mark
Dishonour. If half of the ‘hired" unit
within a Team or party are slain
obviously exposed to greater risk thg
players' unitghe remainder will demanc
to retreat from the Complex and Mutin
if players' units insist that they stay.

Healing

D6 Gems/ Spe
or

D6
Potion

Jewels/

Healing is relatively inexpensive to buy
safe locations.

Henchman

5 Jewels/ Mission

1/10

A Henchma is usually a Guard draw
from the Tribal Manifests. A Peacef
unit  will typically hire Peaceft
Henchmen, while a Hostile Adventur
will usually hire Hostile Henchme
Peaceful Henchmen usually remain lo
unless asked to commit acts resulting
Marks of Dishonour.

Hostile Henchmen remain loyal whi
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their employer is successful. If the
employer is slain or they ar
outnumbered repeatedly, most Hosti
Henchmen will become unreliable.

Hire Forge/
Workshop

D6 Jewels

Purchasers are required to Ilea
weapons and Jewels that are n
required outside the premises.

Learn Craft

3D6 Jewels

The costs can be avoided by learning
Craft from a Document found during ¢
adventure.

Learn Ritual

10D6 Jewels

The costs can be avoided by finding
Ritual anong Documents found durin
adventures.

Learn Spell

5D6 Jewels

The costs can be avoided by finding
Spell among Documents found duri
adventures.

Mercenary

4D6 Jewels)
Mission, or when
guarding Stored
Possessions
Jewel/ period of
30 days

1/10

A Mercenary is usually a Mercena
drawn from the Tribal Manifests.
Peaceful unit will typically hire Peacel
Mercenaries, while a Hostile Adventur
will usually hire Hostile Mercenaries.
half of the 'hired’ units within a Team ¢
party are slain or obwusly exposed tc
greater risk than players' units th
remainder will demand to retreat fron
the Complex and Mutiny if players' uni
insist that they stay.

Raise Dead

12D6 Jewels

This is the cost for each attempt and &
outcomes resulting from a sucssful
Spell are based on the type of Altar ug
to cast the Spell.

Repair
Enchanted
ltem

6D6 Jewels

Damaged Enchanted Items that have |
their Jewel can be repaired at a Forge
using a Mend skill.

Sell
ltem

Magig

Varies

See Chapter 1: Adventurer&uctions

Sell Standarq
Non-Skill
Item

Coin

Durable Standard Items can usually
resold at market for a fair price.

Sell Standarq

Skill ltem

Ingot

Skill Items can usually be resold

market for the price of a Standard Sk
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