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Surength

A charscter with s Strength score of 16, 17 or 18
sdds +1 o his Armour Bypass Rolls and to the
damage he infctsfor  suceesefl hit.
Occasionslly, as = sesult of magic, s charsctes
imay attsin  Strength sbove 1. His Armour Bypass
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Falling

Monsters are not the only hazard adventurers must
face in the deserted ruins they frequent. Pit traps
abound, and sometimes a crumbling floor or stair-
way may collapse. Characters can fall 1m without
suffering injury, but greater distances will usually
result in some damage:
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The Combat Round

atack with s méléc wespon (ster moving up to 24
i desied—seesbove, Moving into Cormbat)
prepare and shoot sn arrow
Gischarge 3 loaded crosbore

parcally load a crossbow (the character must spend 3
rounds doing this before he can shoot)
drsve 3 wespon

casta sell

take ut  srol and wroll it

take ot 4 potion and unstopper it

read a serll

drink s potion

actvate s magical device (smule, ctc)

make a normal move (10m for  human, 12m for an
e ctc)

run (20m for & human, 25m for an ol ctc) o
Churscte eho runs s cithe run, move normllyor
do nothing i the following round)
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Wounds and Recovery

As stated above, when a character is wounded he
loses Health Points. When the character’s current
Health Points reach 0 he flls unconscious. If they
are reduced to =3 he s dead (see p.121).

A character who falls unconscious rolls 1d6 at
the end of every minute (every 10 Combat Rounds)
of game-time. When he manages to roll a 1, he
wakes up. (His Health Point score is restored to 1,
the minimum necessary for consciousness.)
natural recuperation here. The character must wait
four days before the natural healing process begins.
He willthen regain a number of Health Points equal
to his rank each day, until he s back to his normal
ol Bl Pcady s
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Missie Weapons.

Damage Meapon  Damage Shor
85,6 points Bow (@6, Apoines)  0-50m
@ 3poins  Crosbow' (10, 4poins)  025m
84,3 points Diggee  (@3poins)  0-10m
didpons  Jaein (@ 4poms)  0-15m
10,5 points  Rock,thrown (@, 2poins)  0-10m
86,4 points Stiog (@,3poias)  025m

Spoins  Throwing spike(@22 poin)x3  010m
3 poms Missile Combac
24,4 poins T
6,3 pois
a8, 4 pois

Towo-handed sword 10,5 ponts

Unimedcombat 43,2 points

* These weapons s two hands and thus preclde the use of 3 shild.





