Encumbrance
An average character can carry ten items roughly equivalent to a weapon in size and weight, such items include:-
• a weapon
• a quiver of arrows
• a scroll
• a bottle
• a lantern or torch
• a sack of coins (about 150)
Small items such as rings and amulets are not
counted. Armour is also excluded from this—
Strength  3, 4 or 5 can carry 6 items.
Strength  6, 7 or 8 can carry 8 items.
Strength 13,14,15 can carry 12 items.
Strength 16+  can carry 14 items.

Spell Expiry Roll
	Magic User
	At start of Every Round
	Per minute

	Sorcerer, Mystic, Elementalist
	Roll 2D6:   12=Spell Ends
	Roll 1D100: 76%+ Spell Ends

	Warlocks
	Roll 1D20: 20=Spell Ends
	Roll 1D100: 61%+ Spell Ends


If you cancel these types of spells early you get HALF magic points back.

Fighting in the Dark
-4 Attack
-8 Defence

Locked Doors
A typical locked door can be forced by a character with Strength of 16 or more. Weaker characters must roll under their Strength score on 1d20 in order to get the door open. Every attempt, successful or not, costs the character 1 Health Point.
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Armour Types
None			0
Gambeson		1
Padded Armour		2
Mail Hauberk		3
Mail Armour		4
Plate Armour		5

