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‘Kr\ow, oh prince, that between the years w
e
{

years of the rise of the Sons of Ar\jas, there was an Age L)

oceans drank Atlantis and the gleaming cities, and the

undreamed of, when shining kingdors lay spread acress the
world like blue mantles beneath the stars — Nemetﬁa,
Op"ﬁr, E’r\jﬂwr\ia, nger*:brea, Zamora with its dark-haired
women and towers of spider-haunted mystery, Zingara with
its chivalry, Koth that berdered on the pasteral lands of
Shem, Stygia with its shadow-gquarded tombs, Hyrkania
vhese riders wore steel and silk and geld. But the proudest
. kingdom of the werld vas Aguilenia, reigning supreme in
the dreaming west. Hither came Coran, the Cimmerian,
black-haired, sullen-eyed, sword in hand, a thief, 2
reaver, 2 slayer, vith gigantic melancholies and gigantic
mirth, to tread the jeweled threnes of the Earth under
his sandalled feet’

-—""'!A-—“L e N o it I | ‘-—"‘\_

“ The Nemedian Chronicles

‘- i (from The Phoenix on the Sword) ,’

The Hyborian Age refers to the scant few hundred years
during which the kingdoms descended from the old
Hyborian tribes became civilised and powerful, dominating
the lands around them both economically and militarily.
This is a mythical time thousands of years before recorded
history, when even the continents were shaped differently
than they are now.

Aquilonia, a richly fertile land, dominates the Hyborian
kingdoms. It includes within its capacious borders some
of the doughtiest soldiers in the world, including the
fierce pikemen of Gunderland, the stalwart archers of the
Bossonian Marches and the superb knights of Poitain.
These men, armed by Aquilonia’s highly skilled armourers,
ensure that this nation is virtually unassailable and allow
Aquilonia to get the best of the raiding in its sporadic wars
with its traditional enemy, Nemedia.

Despite this, Aquilonia can sometimes be a victim
of its own success. It is landlocked and its surplus
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population has nowhere to expand without going to full-
scale war with Nemedia. Various attempts to settle in
Cimmeria and the Pictish Wilderness have been repulsed by
the barbarians of those lands. Aquilonia’s ordinary farmers
and craftsmen look longingly upon the vast forested estates
claimed by its nobles for their hunting. A strong leader
who offers to cut down the forests and let the people settle
there might one day gain enough popular support to wrest
control from Aquilonia’s ancient monarchy. Indeed, this is
exactly how Conan eventually becomes King there.

Aquilonia’s Hyborian neighbours are its old rival Nemedia,
which is a civilisation almost as powerful and perhaps
more ancient; Brythunia and Corinthia with their city-
states; Argos, the great maritime trading nation; and Ophir
and Koth, two kingdoms somewhat weakened morally by
the influence of the pleasure-oriented culture of the east.
Like Aquilonia, most of these countries revere Mitra, an
enlightened, civilised god, though Koth and perhaps Ophir
have allowed the Shemite pantheon to displace Mitra in A
their reverence.

The lands to the north and west of Aquilonia are beyond
civilisation. The Pictish Wilderness extends up much
of the continent’s western coast and only the heavily
fortified strip of land known as the Bossonian Marches
prevents the Picts from surging into Aquilonia on
constant raids. South of the Wilderness is Zingara,
the lifelong rival of Argos for maritime trade
and influence, a land of expert swordsmen,

chivalry and frequent civil war. Just off its M
coast are the Baracha Isles. These are pirate \
strongholds largely settled by Argossean
sailors, who regularly plunder Zingaran ports
and do battle with Zingara’s own buccaneers.

North of the Aquilonian province of
Gunderland is Cimmeria. This misty,
barbaric hill country is the original home of
Conan himself. Beyond Cimmeria are
the two nations of the Nordheimir: g

Asgard and Vanaheim. These 4§

are grim, icy lands populated MATIESS
by warriors who are grimmer K~ g g
still. Also to the north
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is Hyperborea, the culture of which mingles those of
Nordheim and the Hyborians. The sparsely populated
Border Kingdoms form a bulwark between Cimmeria and
the Hyborian countries of Brythunia and Nemedia.

East of the Hyborian kingdoms is the ancient civilisation
of Zamora. Bordering on Brythunia, Corinthia and
Koth to the west and the trackless steppes between Shem
and Turan to the east, Zamora is famed for its complex
religion of spider-worship, its unequalled thieves and its

superb Bhalkhana warhorses.
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South of the Hyborian kingdoms is the vast expanse
of Shem, with a pastoral meadowland of city-states to
the west and desert populated by nomad tribes to the
east. Shem has almost no maritime trade but Shemite
merchants send caravans far to the north, east and south,
across trackless desert, through jungle and to almost every
nation of the world. South of Shem is the ancient sorcerous
theocracy of Stygia. Beyond that lies the unexplored,
savage continent of Kush.

East of the Shemite desert is unknown territory for most
Hyborians. It is said the kingdoms of Turan, Khitai and
Vendhya control the lands beyond the desert and steppe
and caravans do sometimes come out of these mysterious
lands with exotic goods and strange artefacts for trade.

The folk of these lands are often strange to Hyborian
eyes. The nomads of Shem are fierce and primal;
they travel from Turan to Zamora
A with only their mounts, a few herd

> / \ animals, white robes to ward off
. 2 the harsh sun, lances and bows for
hunting and war. The Kshatriya

warrior nobles of Vendhya belong
to a heavily stratified society
which has endured and prospered
for centuries. The upstart Shahs
and warriors of Turan, recently no
more than Hyrkanian horsemen,
now control much of the east and
its wealth. The cat-footed men of
Khitai, sorcerers and priests, chime

brass bells in their lost jungles. The savage
warriors of Kush and beyond, clad only in
feathered headdresses, are as ready to bash
in an enemy’s skull as they are to breathe.

Adventuring  within the Hyborian
kingdoms is well suited to more martial
characters who are happy enough to
join a mercenary company and fight
where they are ordered. For those thieves
content to rob the occasional merchant

caravan or rich household, the Hyborian
lands can also provide a good life, if
perhaps a short one.

Beyond the civilised lands lies
adventure:lostcitiesstill populated
with mysterious civilisations,

tombs filled with

sorcerous artefacts, unexplored

ancient

jungles, weird kingdoms whose




customs and even language are utterly unlike anything
known in Aquilonia. For those who are not afraid of the
unknown and are prepared to risk everything on a wild
venture, untold wealth awaits — riches from before the
dawn of time, hidden pirate treasure-caches and the war
chests of defeated kingdoms are there for the taking.

Here, too, can be found monsters — the legendary man-
apes, the dragons of Kush, the primeval forest beasts of the
Pictish Wilderness, the enormous serpents of Stygia and
many a strange, unique creature, created or summoned by
sorcery in past acons. All these foes are terrifying to behold
but it is said that most can be slain by a man with a stout
heart, strong arm and sharp blade. The demons of the Outer
Dark, called up by sorcery or trapped on Earth by bad luck,
can be quite another matter.

The open seas provide another set of challenges. Pirates
abound in the Western Sea, up and down the Black Coast
and far to the east in the Vilayet Sea. So successful are these
raiders that most are as confident about attacking a fortified
port town as they are when simply taking merchant ships.
Whether hired to guard against pirate attacks, engaged in
a spot of buccaneering themselves or exploring the seas for
mysterious islands and new continents, adventurers can get
into a lot of trouble — and gain a lot of coin — sailing these
blood-drenched waters.

On a more spiritual note, most nations have a religion of
some kind. Few have any proof that their religions provide
anything more than comfort for the soul but this does
not stop them believing. The only folk who know of such
matters with certainty are the sorcerers, who are for the
most part assured of damnation.

Many of the movers and shakers of society, particularly in
the sorcerous land of Stygia, are either sorcerers themselves
or regularly employ sorcerers to get what they want.
Occasionally a genuinely pious priest will learn a lictle
sorcery to fox the wizards of his enemies but he must be
careful. Sorcery carries a risk of corruption even for good-
hearted folk, for sorcery is power. Those scholars driven
to the study of magic purely by a quest for knowledge
are often the first to abandon their lofty ideals when they
develop a taste for the pure power of wizardry.

The sorcerers speak of other realms beyond the Earth of the
Hyborian Age. The Outer Dark is home to demons; hell
itself is home to more diabolic creatures and to lost souls.
Beyond the Outer Dark are more planets, often cold and
accursed, the sources of many a weird monster travelling
through the void.

{

THE NATURE OF
CONAN'S HYBORIA

Is the Hyborian Age a Low Magic or Low Fantasy Setting?
Emphatically not. Most of the Conan stories, even those
that focus predominantly on battling armies or conflicts
between individual warriors, feature at least one evil sorcerer
and often whole societies, priesthoods or covens of them.

Magical items abound too, though not the beneficial
swords of power and useful wands of typical fantasy games.
Almost all sorcerous objects are unique and come with
their own price and risks. Likewise, strange creatures
are relatively common in the lands beyond civilisation,
whether created by foul magic, left over from an earlier
age, or somehow degenerated from savage humans over
the centuries. Though an ordinary citizen of Aquilonia
may never encounter a sorcerer, weird ghoul or alchemical
preparation, the adventurer will have to become used to
such things.

However, Conan as originally visualised by Howard is not
‘high fantasy’ but sword-and-sorcery. It has much the same
relationship to the works of Tolkien and his lesser imitators
as the hard-boiled crime fiction of Raymond Chandler has
to the more proper detective tales of Agatha Christie. This
is visceral, dark, weird fantasy.

There are no elves, gnomes and dwarves to befriend.
If one does meet a monster it will be a figure of terror,
not a convenient way to garner a few experience points.
Furthermore, characters do not begin the game with
some great destiny to fulfil, as the descendant of a
legendary kingdom or the inheritor of some great
artefact. Each must wrest his destiny from life with his
own mighty arms, or cut one from it with his sword!

It should also be noted that despite its
apparently common presence in the Conan M
stories, the supernatural is always mysterious
and terrifying. A supernatural element is
deftly woven into the main plot but it is often
scheming human foes whose plots provide
Conan with his most dangerous adventures.
The weird non-human creatures one meets
must often be fled from rather than simply
battled. On several occasions Conan elects
to abandon any chance at a staggering
bounty rather than be destroyed
by its dreadful guardians. The
wise adventurer should consider
doing the same.



Welcome to the Hyborian Age, a time of mighty
barbarians, evil sorcerers, corrupt priests, tyrannical kings
and unnatural monsters. This is the first and most famous
of all sword-and-sorcery worlds, the time of Conan the
Cimmerian, a thief, a reaver, a slayer, yet destined one day
to rule the most powerful nation of the age. The stories
of Conan, as chronicled by the writer Robert E. Howard,
form the basis and inspiration for the game you now hold
in your hands: Conan the Roleplaying Game.

The Hyborian Age is named for the Hyborian kingdoms,
the pre-eminent powers of the age, which are the most
culturally and technologically advanced lands on Earth;
their kings' thrones are maintained through longbows,
plate armour and feudalism. These kingdoms are more
apt to make war against one another than against the
real threats all around them, such as the wild Picts, the
raiding northmen, the avaricious Hyrkanian nomads and
the dread sorceries of Stygia to the south. Beyond Stygia
and the plains of Shem lies the continent of Kush, a black
and unknown land of jungles and deserts. Far to the east
are more kingdoms, perhaps almost as advanced as the
Hyborian lands but little more than legend, with Vendhya
and Khitai being the most prominent.

CENAN] EHIZ
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Conan the Roleplaying Game allows players to take the on
the roles of Hyborians or any of the other myriad races
who people this rich and vivid world. As Howard’s hero

their way to greatness.

CHARACTERS

By playing Conan the Roleplaying
Game, you can create a
character who lives both
in the mythical land of
the Hyborian Age

and in  his

did, characters can learn the skills of the thief, the [g
mercenary soldier, the desert nomad and others on

own imagination. One player takes the role of the Games
Master, controlling the people and creatures who dwell
within the land, whilst the other players become valiant
heroes, outright rogues or corrupt demon-worshippers!
The Games Master sets the Hyborian Age before the other
players, allowing them to explore everywhere from the
unknown islands west of Zingara to the semi-legendary
kingdoms beyond the deserts and steppes of eastern Shem,
from the frozen lands of the Asir and Vanir to the lush
jungles of Kush.

&

| GAME BEFORE...
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Welcome to Conan the Roleplaying Game and the

shortest explanation of roleplaying ever written.

. One participant, the ‘Games Master,” describes a

= scene and the players decide how their characters

) will react: You step into the torchlit cavern and spot a

2 ferocious man-ape,” says the Games Master, ‘which

turns towards you and bares its fangs. What do you

do? Run? Hide? Charge the beast, hefting your

broadsword with a ferocious battle cry? The Games

Master, using the rules as a guideline, decides what

; results your actions have. Repeat all that over the

& course of a few hours, mixing in hideous ghouls,

e cryptic texts, sacrificial cults, corrupt sorcerers,

nubile maidens, madness, horror, death and the

greatest fantasy hero of all time and you have a
session of Conan the Roleplaying Game.

THE CONAN RULEBOOkK

This book provides players with everything they need to
create and play characters in the time of Conan, as well as
giving the Games Master enough information to accurately
portray the Hyborian Age. The following chapters can be
found within this book:




Chapter 1 — Introduction: Welcome to the Hyborian Age.

Chapter 2 — Overview: This chapter provides an overview
of character creation and the Conan game system.

Chapter 3 — Races: The Hyborian age features a great
diversity of peoples. In this chapter you may find rules that
allow you to play a member of any strain of humanity that
can be found from Cimmeria to Vendhya.

Chapter 4 — Classes: Do you want to explore the lands as
a mercenary soldier? A self-sufficient barbarian? A curious
scholar? Or some other adventurous archetype? This
chapter tells you what you need to know.

Chapter 5 — Skills: This chapter includes a full list and
detailing of the skills used in Conan the Roleplaying Game.

Chapter 6 — Feats: This chapter explains all the tricks of
sword and sorcery; all the ways that your character might
take to get one up on his adversaries, or the methods they
might use to get one up on him...

Chapter 7 — Equipment: Conan wields a variety of often
bizarre weapons during his travels. These, along with
armour to protect against them and other goods that might
be of use or value to adventurers, are covered here.

Chapter 8 — Combat: Full rules for engaging in combat
are covered in this chapter, whether you are a Cimmerian
barbarian, Hyperborean mercenary or a pirate of the

Red Brotherhood.

Chapter 9 — Sorcery: Sorcery is the magic of Conan’s
world. It is an ancient and subtly dangerous power that
can include everything from simple curses to alchemy,
mesmerism and even demonology. This chapter provides
full tools for playing sorcerous characters, including the
Rules of Sorcery, numerous Sorcery Styles and spells and a
variety of magical, herbal and alchemical items.

Chapter 10 — The Hyborian Age: This chapter is a history
of the Hyborian Age written by Robert E. Howard himself,
the creator of the original Conan stories. He devised it as
a tool to ensure that all his Conan tales were consistent
with each other. It can serve precisely the same purpose
for any Games Master.

Chapter 11 — Gazetteer: This chapter covers all the
kingdoms and other regions of the late Hyborian Age in
detail, including mysterious lost cities and other places
ripe for plunder. It also features adventure
hooks for many of the areas and an overview of
Hyborian culture.

Chapter 12 — Religion: This chapter covers the various
gods and goddesses of the Hyborian kingdoms and
beyond, as well as the obligations and benefits that come
from worshipping them.

Chapter 13 — Bestiary: This chapter details the creatures
both mundane and magical that live in the Hyborian Age,
from ordinary animals to the demons of the Outer Dark.

Chapter 14 — Campaigns: Conan is a sword-and-sorcery
setting like no other and Games Masters will benefit from
the information in this chapter, which will allow them to
run truly unique campaigns in keeping with the style of the
original stories.

NZWY o GENIARNRE

You are in for a real treat! Coming straight from the superb
stories and novels of Robert E. Howard, the barbarian
hero Conan lives in the Hyborian Age, a time when a
strong right arm and a sharp blade can prevail against any
wizardry, however diabolic. No other sword-and-sorcery
setting draws on such powerfully written source material,
still as fresh today as when it was written seventy years
ago.

If you have never encountered Conan before, you are
encouraged to start reading Welcome to the Hyborian
Age, starting on page 3, before commencing with the
main rules. This will give you a good introduction to
the blend of roguish exploits, heroic deeds, fell sorcery,
exotic culture and epic fantasy that make up the setting
of Conan. From there, return to this chapter and start
creating some characters to begin play with. \
In many ways, Hyborian borderers, nobles and soldiers
are the easiest characters with which to begin
playing this game, as they have definite places

in Hyborian culture and society, as wellasa M
strong motivation to do great deeds in order

to increase their reputations. In addition,
they almost always have something to do,
whether honing their combat skills, patrolling
for barbarian raiders, spearheading an attack
on a neighbouring land or defending their
kingdom from invasion. Temptresses are
combinations of noble and thiefand tend to
shine in urban or political adventures
than in

more the wilderness.
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However, it is possible to play any class or race right from
the start and barbarians, nomads, pirates and thieves can
certainly be added to the mix without too much difficulty.

Scholars are a little trickier to play to begin with. They offer
more choices during character creation and potentially

more power than some of the other characters but at a g
terrible price. For this reason they are perhaps best left [

till both players and Games Masters are familiar with
the Hyborian Age. Conan the Roleplaying Game does not
require a ‘balanced’ party as some other d20 games might.
If you want to play with a party composed entirely of
Bossonian soldiers, this could work perfectly well.

WHAT yOU NEED TO PLAY

To begin playing Conan the Roleplaying Game, all you need ;

is the following:

#® One or more friends with whom to begin play and
explore the Hyborian Age.

A character sheet photocopied from this book or
downloaded from our Web site.

A pencil, eraser and spare paper.

dice (d6), eight-sided dice (d8), ten-sided dice (d10),
twelve-sided dice (d12) and twenty-sided dice (d20).

THE RJULES

The first and most important rule of Conan the Roleplaying
Game is that if you do not like it, change it. Games Masters
and players should work together to create involving,
exciting and above all fun stories. As such, it is not
necessary to memorise every rule in this book in order to
enjoy playing Conan the Roleplaying Game.

oIcE

Dice rolls are described with expressions such as 3d4+3,’
which means ‘roll three four-sided dice and add three;
which results in a number between six and 15. The first
number indicates how many dice you should roll,
adding the results together. The number immediately
after the ‘d’ indicates the type of die to use. Any
number after that indicates a quantity to
be added or subtracted from the
result.

A full set of dice, including four-sided dice (d4), six-sided § -

- DN SIAYeR oNe OAVINKING

Conan strides through the pages of Howard’s
] stories, a man of instinct and action rather than
~ philosophy, always ready to avenge any perceived
slight with a sharp sword or sledgehammer-like
fist. He regularly gains riches, followers, military
rank, royal favour and magical treasures, losing
them again just g“ quickly. Over the years,
though, he grows in cunning, leadership qualities
and reputation, until he is one day ready to take
on the greatest prize of all — seizing power as King
of Aquilonia.

More on Conan can be found in Howard’s original
= stories (see WWW.conan.com for a bibliography),
extracts from which appear throughout this book

) to illustrate a variety of points about the game and
3 the world.

The basic rule to remember is that any check made [
#% in d20 games — whether it is a Perform check to
see how well your dancing went down at the feast
or a ranged attack roll made to shoot a Hyrkanian
| bow — is made by rolling one twenty-sided die and
adding the appropriate modifier found on your
character sheet. For Perform checks, simply add the
character’s Perform skill bonus. For ranged attack
rolls, add his ranged attack bonus and so on. The
total of this roll is made against a target number,
usually called a Difficulty Class (DC). If the total of
the roll equals or exceeds this number, the character
has succeeded in the action being attempted.
That, in a nutshell, is what the system of Conan the
Roleplaying Game is all about.

=

d%: Percentile dice work a little differently. Generate
a number between one and 100 by rolling two different
ten-sided dice. One, which is designated before the
roll, is the ‘tens’” digit. The other is the ‘ones’ digit. Two
zeros represent 100.

WHAT you CAN Do

In Conan the Roleplaying Game, you can be a mighty
barbarian, stalking the frozen North for vengeance, a
lithe desert nomad, determined to forge the tribes into a

< %
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mighty alliance or a beautiful yet fell sorceress seeking the
knowledge of the ancients.

THE PLAYERS' ROLE

In Conan the Roleplaying Game, players portray characters
within the world of Hyboria. They are the heroes, the
central focus of the story and game. Through their actions
their characters can rise to greatness or fall to ruin.

THE GAMES
MASTER’'S RoOLE

In Conan the Roleplaying Game, Games Masters are the
storytellers. They portray the world of Hyboria both
for and with their players, rule on the actions of the
characters and present obstacles and challenges for them to
test their mettle.

CREATING A CHARACTER

Review the chapters on Characters, Skills, Feats and
Equipment, then follow the steps below to create a
character:

1) Determine your concept. You should come up with
your idea for your character in consultation with the other
players and the Games Master.

2) Roll ability scores.

3) Choose class and race.

4) Assign and adjust ability scores.

5) Determine class and race features.

6) Pick skills and record them, including benefits from
class, race and ability scores.

7) Select starting feats.

8) Select your equipment, either individually or from one
of the equipment packages.

9) Finalise your character, including personalising the
attributes to fully detail your Hyborian hero.

In Conan the Roleplaying Game, abilities determine the
physical and mental characteristics of a character. Any of
the methods below may be used to generate characters.
players and Games Masters should agree beforehand on
which method is to be used for all characters.

Standard Generation Method: To generate a set of ability

scores for a character, roll 4d6 and discard the die
with the lowest face value. This will create a score

gy
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between three (all four dice rolling ones) and 18 (three of
the four dice coming up as sixes). Being able to remove the
lowest number inclines the average value of each score and
tends to create characters with higher than average abilities.
Repeat this procedure five times. Once six values have been
generated in this way, either assign them in the order rolled
to the six corresponding ability scores or place them in any
order desired until all six numbers have been used.

Heroic Character Generation: This variant creates heroes
with high scores to simulate the characters’ positions
as exceptions to both the laws of nature and common
humanity. While there is still some room for low scores in
this method, each character created with it will generally
have at least one very high ability and potentially more.
Ability scores start at a value of eight and get a bonus
equal to 1d10, rolled separately for each statistic. After
generation, the values can be moved between the different
categories. This method is very flexible but it can result
in more powerful characters than any other generation
variant, because characters cannot start with any ability
penalties greater than —1.

Point Buy Generation: This variant is for players who
have a very specific character concept in mind, or who
dislike blind fortune having such an influence over

character creation. The character’s ability scores begin
at eight but no dice are used in this method at all.
Instead, the player has a pool of 28 points with which
to buy statistics. Each additional ability score
point above eight costs one point, with scores
above 14 costing two pool points per ability ~— *
point to raise beyond that value. Optionally,
dropping a score below eight gives one
pool point for every ability score point below
eight. Scores cannot be reduced below three
or above 18. For Heroic point buy, give 32
points instead of 28.
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 Score Modifier

1 -5
23 :‘,‘3 4
4-5 f -3
67 -2
8-9 -1
10-11 et o
12-13 +1
14-15 2t
16-17 +3
18-19 +4
20-21 +5
22-23 +6
24-25

ABILITY MOOJIFIERS

Each ability, after changes made because of race, has a
modifier ranging from -5 to +5. The Ability Modifiers

table (see overleaf) shows the modifier for each score.

The modifier is the number that is applied to the
die roll when a character tries to do something
related to that ability. The modifer is also used
with some numbers that are not die rolls. A positive
modifier is called a bonus and a negative modifier is

called a penalty.

TH=E NeNIETIES

Each ability partially describes a character and affects some
of his actions.

STRENGTH (STR)

Strength measures a character’s muscle and physical
power. This ability is especially important for
barbarians and soldiers because it helps them
prevail in combat. Strength also limits
the amount of equipment a
character can carry.

Apply a  character’s
Strength  modifier

Melee attack rolls.
Damage rolls when using a melee weapon or a thrown
weapon, including a sling. Exceptions: off-hand attacks
receive only one-half a character’s Strength bonus,
while two-handed attacks receive one and a half times
the Strength bonus.

Climb, Jump and Swim checks. These are the skills that
have Strength as their key ability.

Strength checks, for breaking down doors and the like.

Parry Defence to fend off the blows of your enemies.

& ®

®
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DEXTERITY (OeX)

Dexterity measures hand-eye co-ordination, agility, reflexes
and balance. This ability is most important for thieves and
pirates but it is also high on the list for characters who
typically wear light or medium armour and who fight
using the Finesse style.

Apply a character’s Dexterity modifier to:

#® Ranged attack rolls, including those for attacks made
with bows, crossbows, javelins, throwing axes and other
ranged weapons.

Attack rolls when using finesse combat, in which
you aim to bypass armour by striking through chinks
and gaps.

%

#® Inidative checks, to see who acts first.

#® Reflex saving throws, for avoiding traps and other
attacks that you can escape by moving quickly.

#® Balance, Escape Artist, Hide, Move Silently, Open
Lock, Ride, Sleight of Hand, Tumble and Use Rope
checks. These are the skills that have Dexterity as
their key ability.

#® If a character has a Dexterity bonus, apply it to Dodge
Defence to avoid incoming attacks.

#® If a character has a Dexterity penalty, apply it to

Defence at all times.

CONSTITUTION (CON)

Constitution represents a character’s health and stamina.
A Constitution bonus increases a character’s Hit points, so
the ability is important for all classes.

Apply a character’s Constitution modifier to:

® Each roll of a Hit Die, though a penalty can never drop
a result below one. That is, a character always gains at
least one hit point each time he advances in level.

& Fortitude saving throws, for resisting poison, massive

damage and similar threats.




& Concentration checks. Concentration is a skill that
is important to sorcerers and has Constitution as its
key ability.

® If a character’s Constitution score changes enough
to alter his Constitution modifier, the character’s Hit
points also increase or decrease accordingly.

INTELLIGENCcE (INT)

Intelligence determines how well a character learns and
reasons. This ability is important for any character who
wants to have a wide assortment of skills.

Apply a character’s Intelligence modifier to:

® The number of languages a character knows at the start
of the game.

® The number of skill points gained each level. A
character always gains at least one skill point per
level, even if his Intelligence modifier is zero or a
negative value.

% Appraise, Craft, Decipher Script, Disable Device,
Forgery, Knowledge and Search checks. These are the
skills that have Intelligence as their key ability.

Animals have an Intelligence score of one or two. A creature
of humanlike intelligence has a score of at least three.

wWISOOM (wis)

Wisdom describes a character’s willpower, common sense,
perception and intuition. While Intelligence represents
your ability to analyse information, Wisdom represents
being in tune with and aware of your surroundings. For a
character to have acute senses he must have a high score in
Wisdom. Every creature has a Wisdom score.

Apply a character’s Wisdom modifier to:

& Will saving throws, for negating the effect of hypnotism
and other mind-affecting sorceries.

® Heal, Listen, Profession, Sense Motive, Spot and
Survival checks. These are the skills that have Wisdom
as their key ability.

CHARISMA (CHA)

Charisma measures a character’s force of personality,
persuasiveness, personal magnetism, ability to lead and
physical attractiveness. This ability represents actual
strength of personality, not merely how you are perceived
by others in a social setting. Every creature has a
Charisma score.

Apply a character’s Charisma modifier to:

® Bluff, Diplomacy, Disguise, Gather Information,
Handle Animal, Intimidate and Perform checks. These
are the skills that have Charisma as their key ability.

® Checks that represent attempts to influence others.

When an ability score changes, all attributes associated
with that score change accordingly. The sole exception is
that a character does not retroactively get additional skill
points for previous levels if he increases his Intelligence.

CHANGING ABILITY SCORES

In the original Howard stories, Conan changes perceptibly
over the years. Even as a middle-aged king he has lost
none of his youthful strength, speed and vitality and has
gained enormously in tactical ability, education, leadership
qualities and common sense. He is often capable of what
would seem to be superhuman actions to the weak folk of
a later age, such as raising a vast block of stone above his
head. Time and again he demonstrates himself to be the
fastest and strongest hero of his times. Player Characters in
Conan the Roleplaying Game can become similarly powerful
if they survive as long as Conan.

As there is relatively little permanent magic available to
benefit characters in the Hyborian Age and as characters
should mature in most respects as they become more

experienced, characters in Conan the Roleplaying Game

may increase their ability scores as follows:

® At 4" level and every four levels thereafter (8%,
12*, 16" and 20* levels) each character gains a
permanent +1 increase to any one of his ability
scores, as selected by the player.

® At 6" level and every four levels thereafter
(10", 14% and 18™ levels) each character
gains a permanent +1 increase to a// his M
ability scores. b

AOVANCED
CHARACTERS

1* level characters are young and untried
adventurers who have just completed basic
training in their chosen professions. A 1%

level barbarian is a young brave, hot-
blooded and unseasoned. A 1%
level pirate is a lowly deckswab,
eager to make his first fortune. A
1* level noble has barely come of
age and is still not worthy -
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to inherit the authority that is his birthright. Conan, for
example, was probably only first or second level when he

first braved The Tower of the Elephant.

8% level characters are skilled adventurers, famed across the
land. At this level, characters can be dropped into any land
or any danger and have a good chance of survival. An 8®

level scholar has mastered three different forms of magic

\ Instead of starting out at the beginning of a character’s and can invoke potent magics like demon-summoning.

i‘-.

An 8" level thief can kill even the strongest man with a
single well-placed blow and has the skills to sneak through
a whole temple full of worshippers without being seen.

career, the Games Master may choose to start the campaign

;‘
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f with higher-level characters. 4™ level characters, for
example, are more established and are already a cut above
average men. A 4™ level nomad, for instance, is one of the
12* or higher level characters are exceedingly rare — these
are legendary figures whose deeds will be remembered for

generations to come.

finest warriors in a warband; a 4™ level soldier has been on
the front lines of a battlefield several times.

T TITH
NONABILITIES

Any creature that can physically manipulate other objects has at least 1 point of Strength. A creature with
no Strength score can’t exert force, usually because it has no physical body or because it doesn’t move. The
creature automatically fails Strength checks. If the creature can attack, it uses finesse combat (see page 171).

Any creature that can move has at least 1 point of Dexterity. A creature with no Dexterity score can’t move.
If it can perform actions (such as casting spells), it applies its Intelligence modifier to initiative checks
instead of a Dexterity modifier. The creature automatically fails Reflex saves and Dexterity checks.

#9  Any living creature has at least 1 point of Constitution. A creature with no Constitution has no body or no
metabolism. It is immune to any effect that requires a Fortitude save unless the effect works on objects or is
harmless. The creature is also immune to ability damage, ability drain and automatically fails Constitution
checks. A creature with no Constitution never tires.

INCELLIGENCE,

Any creature that can think, learn, or remember has at least 1 point of Intelligence. A creature with no
Intelligence score is mindless, an automaton operating on simple instincts or programmed instructions. It
has immunity to mind-affecting effects (charms, compulsions, phantasms, patterns, and morale effects) and
automatically fails Intelligence checks.

Mindless creatures do not gain feats or skills, although they may have bonus feats or racial skill bonuses.

WISSOOM!
Any creature that can perceive its environment in any fashion has at least 1 point of Wisdom. Anything with
no Wisdom score is an object, not a creature. Anything without a Wisdom score also has no Charisma score.

X Any creature capable of telling the difference between itself and things that are not itself has at least 1 point
of Charisma. Anything with no Charisma score is an object, not a creature. Anything without a Charisma
score also has no Wisdom score.




Native rogues were the dominant element — dark-

skinned, dark-eyed Zamorians, vith daggers at their ¢

9irt"es and guﬂe in their hearts. But there were
wolves of half a dozen outland nations there as well,
There was a giant H\jperbbrear\ reneqade, taciturn,
dangerous, with a breadsword strapped to his great
gaunt frame — for men wore steel openf\j in the Maul.
There was a Shemitish cwr\terfe?ter, with his hook nose
y ar\d cur]et{ Hue-Hack bearc[. T‘were was a bu]d—eged
Brythunian wench, sitting on the knee of a tawny-
haired Gunderman — a wandering mercenary soldier, a

deserter frorn some Jefeated army,

~— The Tower of the Elephant
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The Hyborian Age is awash with colourful and unique
cultures and civilisations both alien and yet strangely
familiar. The peoples of Conan’s world, from the hardy
men of Nordheim’s glacial wastes to the desert-dwelling
peoples of Hyrkania and the ebon-skinned tribes hidden
amid the verdant jungles of the Black Kingdoms, have
learned to adapt to their different homelands. Each has
overcome the challenges of geography and environment to
become master of its own lands.

CHARACEERIRACES!

A great variety of humans people the land during the
Hyborian Age and there is a still greater variety of cultures.
Though Conan the Roleplaying Game does not include
any non-human races as player Characters, it does present
several variant human races. These are not intended to
directly emulate or stereotype any real-world peoples or
nations. They are presented only to simulate the various
cultures and peoples described by Robert E. Howard
in the Conan stories.

Many of the human races of Hyboria are
categorised by particular stereotypes. As such,
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many have a favoured class (see page 14) and some
advantages and qualities that make them distinct from other
cultures and races.

This chapter provides only a brief overview of the races.
As they are all essentially human, little description is
needed and much can be inferred from the various special
abilities and attributes of the different races. However, it is
recommended race selection be made in conjunction with
reading Chapter 10: Gazetteer. It is not necessary to read
the chapter in its entirety, and indeed the Games Master
may wish to restrict players from viewing some of the less
well-known regions, but it is certainly useful to read the
main entry for the region from which the character hails.

THE DOMINANCE OF THE
HYBORIAN KINGOOMS

As might be expected from a game set in “The Hyborian
Age, the dominant people throughout the western
lands are the Hyborians. In most Conan the Roleplaying
Game campaigns, the majority of the player Characters
will either be Hyborians or from among the peoples
living closest to the Hyborian kingdoms; that is, the
Cimmerians, Shemites, Zamorians and Zingarans.
However, the rules certainly do not preclude characters
from other realms and the occasional Hyrkanian
archer, Stygian sorcerer or corsair of the Southern
Islands can enhance any campaign, even those
set deep in the civilised Hyborian kingdoms

of Aquilonia and Nemedia. Adventurers M
in the Hyborian age travel around a great
deal. Conan himself, though a Cimmerian
by birth, visits more or less every country in
the world during the course of his adventures.
Some Games Masters may prefer to start
their Conan the Roleplaying Game campaigns
far from the Hyborian lands, in distant
Vendhya or beyond the great Southern
Desert of the Black Kingdoms. This
can be a rewarding new take on the
Conan mythos.

Thus, a Games Master may
choose to restrict certain



character races from play, depending on his plans for the
campaign. For example, if a Games Master has a detailed
campaign set in and around the Himelian mountains based
around inter-tribal raids and the barbaric politics of the
region, he may require all the characters to be Himelian
tribesmen. Alternatively, he may need only one character to
be a Himelian, so as to have at least some local connection,
with the rest being exiles or wanderers from other lands. In
most cases, it should be possible to allow a more or less free
choice of race at the character generation stage, due to the
aforementioned tendency of adventurers to wander. The
Conan stories often feature mercenary or bandit groups
comprising rag-tag bands of freelancers from all over the
world. Certain organisations are almost invariably diverse,
including pirate bands, Kozaks and Free Companies. See
Chapter 11: Gazetteer for more information about such
bands, as well as more on the various places and people of
the Hyborian Age.

RACIAL ODESCRIPTIONS

Each race has a paragraph or two of introductory
description, then some notes on culture, religion and typical
character names. The entry for religion should be read in
conjunction with the entry for religion under the character
class chosen by the player before a god or goddess (if any)
is selected from those presented in Chapter 11: Religion in
the Hyborian Age. The names section gives names drawn
directly from the Conan stories and includes suggestions
for similar names. The culture section describes the races’
cultures briefly and includes for further reference the real-
world cultures (if any) on which Howard based them.

BACKkGROUND SkilLlLs

Each major race or variant race gains three or four
Background Skills, as defined in this section. For each
Background Skill in a racial Background Skill listing, a
character of that race gains two ranks of the appropriate
skill, whether or not it would usually be a class skill for
him. Everyone gets Knowledge (local to represent the
appropriate general knowledge picked up during a
character’s childhood.

For example, as a Southern Islander, Abaku gains
the following Background Skills: Perform
(dance), Profession (sailor) and
=4 Survival. He is a 1 level thief.
Although Perform (dance)
and  Profession are  thief
class skills, Survival

is not. Despite
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this, Abaku has two ranks in each of Perform (dance), Profession
(sailor) and Survival before he allocates his starting skill points.

Note that some races have bonuses to certain skills as well as
having them as background skills. For example, a Pelishtim
Shemite has a +2 circumstance bonus to Knowledge
(arcana) skill checks and also has Knowledge (arcana) as
a background skill, so a starting character from this race
would have two ranks in Knowledge (arcana) as well as a
+2 circumstance bonus to uses of the skill.

FAVOURED CLASSES

In Conan the Roleplaying Game, each race has one or more
favoured classes. Favoured classes grant bonus feats. A
character who gains levels in the favoured class for his race
gains one bonus feat at 1** level in that class, one at 5 level
and one at 10™ level. Note that it is always the character’s
class level that is considered for purposes of favoured class
bonus feats, not his total character level.

For example, Garm is a Pictish barbarian. At 1* level he gains
a bonus feat for belonging to his race’s favoured class. Some time
later, he also learns the ways of a shaman and becomes a 3
level barbarian/2" level scholar (Pictish shaman). Though be is
now a 5 level character, he does not gain another favoured class
bonus feat until he achieves 5 level in the barbarian class.

For races with two or more favoured classes, add a character’s
level in the favoured classes together to determine his
favoured class level.

For example, Ankh-af-na-Khonsu is a Stygian noble. At I*
level he gains a bonus feat for being of his race’s favoured class.
Some time later he takes initiation into the priesthood of Set
and learns sorcery, so that he becomes a 3" level noble/2" level
scholar (priest of Set). Note that scholar is another favoured
class for Stygians. Ankb-af-na-Khonsu adds the two class levels
together to determine his favoured class level, which is 5 level.
This allows him to gain another bonus feat.

PROHIBITED CLASSES

Certain races never produce members of a particular class,
at least at low levels. Any class listed as a prohibited class
for a particular race may never be selected as the initial,
1+ level class for a character of that race. At the Games
Master’s discretion, a character may later be permitted to
gain levels in a prohibited class, so long as he has sufficient

opportunity.

For example, Cimmerians never produce characters
of the Noble, Scholar, Pirate or Nomad




classes. Cimmerian chieftains are simply high-level
barbarians and as a land-locked nation with no steppes
or deserts, Cimmeria does not have the terrain to allow
for either piracy or nomadic life. Likewise, there can be
no Cimmerian scholars because there is no formalised
system of teaching in Cimmeria; the country does not
even have the shamans and primitive priests that might be
expected in other barbaric nations, because Cimmerian
gods are not worshipped. However, a Cimmerian who
travels to other lands and has an opportunity to learn
the skills of the appropriate profession may one day gain
levels in these prohibited classes, just as Conan began as
a barbarian and thief but later sailed with pirates, rode
with nomads and even became a noble of Aquilonia.

LANGUAGES

Each race has one or two Automatic Languages and several
Bonus Languages listed at the end of the race entry. Every
character learns the Automatic Language or Languages for
his race and may select a number of racial bonus languages,
which he also knows, equal to his Intelligence modifier plus
three, to a minimum of one. A character who learns all the
racial bonus languages and still has some bonus languages
left to learn may choose from any language in the game.

Furthermore, every character learns one new language at
1* level and every other level thereafter (3%, 5, 7 and so

on). This is known as a level bonus language and represents
the necessity for all adventuring characters to rapidly learn
the local language wherever they go. There is no ‘common
tongue’ in the Hyborian Age, so all travellers typically
know a large number of languages.

The Games Master usually selects this level bonus language
for all characters. He most commonly chooses the language
spoken in the area in which the scenario takes place.

Finally, it is always possible for a character to learn a
new language through roleplay and effort. Typically,
approximately two months are needed to learn a new
language from scratch but someone who simply immerses
himself in a culture that speaks the language exclusively
can accomplish this in a shorter time.

BONUS FEATS

Some races allow players to select bonus feats. Unless
otherwise specified, when selecting these ignore any
prerequisite that requires a minimum of +1 in any given
area. For example, the Dodge feat ordinarily requires
a minimum Dex of 13 and a Dodge bonus of +I.
When selected as a racial bonus feat, it requires only a
minimum Dex of 13. Similarly, the Hexer feat requires
the Curses sorcery style and a magic attack bonus of
+1; when selected as a racial bonus feat, it requires only
the Curses sorcery style.

[MYNJEIR AN MINICIR RINIZS S CHIE HY EBCRIAN NS

Major Races Associated Variant Races Nations

Cimmerian — Cimmeria

Himelian Tribesman Wazuli Kosala

Hyborian Argossean/Barachan, Bossonian, Gunderman, |Aquilonia, Nemedia, Ophir

Hyperborean, Khauran*, Tauran

Hyrkanian or Turanian — Turan, Hyrkania L
Khitan — Khitai ;
Kushite or Northern Black Chaga, Ghanata Kush, Black Kingdoms,
Kingdom Tribesman Punt

Nordheimer — Vanaheim, Asgard

Pict — Pictland

Shemite Pelishtim, Meadow Shemite Shem

Southern Islander or Southern | Darfari Southern Isles, Darfar,

Black Kingdom Tribesman Black Kingdoms

Stygian — Stygia

Vendhyan — Vendhya

Zamorian — Zamora

Zingaran — Zingara

* Non-Player Character race only. See page 351 in Chapter 13 for game statistics for the Khauran.
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VARIANT RACES

Several of the major races include variations for specific

regions. For example, the Shemites are generally renowned
for their mastery of the desert. However, the Meadow
Shemites actually live a pastoral life in their great Meadow
Cities and so use the Meadow Shemite variant. Note that
variant races are not usually given such detailed descriptions
as their major races, since in most cases their culture,
religion and names will be similar or identical to those of
the major race. If you want to play a Meadow Shemite, you
have all the bonuses and penalties of being a Shemite plus
all the bonuses and penalties of being a Meadow Shemite.

Important Note: Variant races use all of the base race
bonuses and penalties in addition to their own, except
when specified otherwise in the descriptions. However,
when variant races specify favoured or restricted classes
that differ from those of the major race, these variant race
classes supersede those given for the major race.

ENIMIERIAN

Cimmerians are descended from the ancient Atlanteans.
Their skin is on the dark side of fair and tans easily if ever
they leave the gloomy mountains of their home. They have
dark hair and blue or grey eyes. They are tall, physically
powerful and very fierce, and are regarded by most
Hyborians as one of the most barbaric races in the world.
Unlike most Hyborian women the Cimmerian women
fight alongside their menfolk, even in full-blown war.
Cimmerians tend to be direct to the point of bluntness.

Culture: Cimmerian culture is survivalist and barbaric.
Cimmerians are a race of fierce moody hill-men, dwelling
as they do in a harsh, dreary and cloudy land. The
Cimmerians despise weakness and the softness of Hyborian
civilisation. They are feuding and war-like.

Names: Cimmerian names are based on old Irish or Scottish
Celtic names, such as Conan. Here are some examples of
names Howard intended to use for Cimmerians in stories
he never completed. These names are presumably male:
Eithriall, Eanbotha, Rotheachta, Giallchadh, Cruaidh,
Eamhua, Cumal. Suggestions: (male) Amergin,

Agh, Aodh, Brian, Cael, Cailt, Cathal, Conor,
Cuchullin, Cul, Comala, Daol, Dima,

Doon, Duncan, Fingal, Finn,
Fionn, Hydallan, Moghcorb,
Morne, Murdoch, Oscur,
Ossian, Rayne, Sldine
and Usnach. The
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“That man is no H\jﬁoriar\',y exclaimed Yaltotun,

‘No; he is a Cimmerian, one of these wild tribesmen who
dwell in the gray hills of the north.’

i fousht his ancestors of ou,’ muttered Naltotun, ‘Not
even ﬂwe Hr\gs b]c Ac"\erbr\ could conquer ﬂwem,’

‘T}\eg still remain a terror to the nations of the souﬂw,Y
answered Orastes. ‘fle is a true son of that savage race,
and has proved himself, thus far, unconquerable.”
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following names are female: Credhe, Deirdre, Dersagrena,
Maev, Melilcoma and Ros-Crana.

Religion: Crom, ‘Lord of the Mound,’ is the chief god
of the gloomy Cimmerians. Others include Lir, the god
of knowledge, Mannanan, the god of poetry and travel,
Morrigan, the goddess of war, Badb, the goddess of fire
and fury, Macha and Nemain ‘The Venomous.” The
Cimmerians do not truly worship these gods, believing
that the gods despise weaklings who call on them for help.
Creating the Cimmerian race was gift enough. As a result,
Cimmerians are often sceptical of more demonstrative
forms of worship.

Racial Features: All of the following are Cimmerian racial
features:

® +2 Strength, -2 Intelligence: Cimmerians are a
naturally tall and strong race, made stronger still, so
they believe, by the gifts of Crom. Though many have
a keen natural cunning, few Cimmerians are capable of
a great deal of book learning, nor indeed do they have
much opportunity for such education.

® +1 racial bonus to all Will saving throws: Courage even
in the face of great adversity is another of Crom’s gifts.

#® +2 racial bonus to all Climb checks: Cimmerians
are renowned as the finest climbers in the world.
Most will have climbed at least one peak that non-
Cimmerians would regard as impassable before even
leaving their homeland.
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® +2 circumstance bonus to all Hide, Listen, Move
Silently, Survival and Spot checks made in temperate
or cold hills and mountains: Cimmerians are masters
of their environment in every respect.

® -2 racial penalty to all Diplomacy checks and verbal-
based Bluff checks: Cimmerians are famously blunt
and direct in their speech, a habit that has been known
to get them into trouble on any number of occasions.
Note that this penalty does not apply to Bluff checks
based on body language, as Cimmerians are often
excellent at feinting in combat and other non-verbal
uses of Bluff. The natural cunning of their savage race
has caused many a civilised opponent to fall to their
tricks in combat.

% Cimmerians may not have any religion other than
Crom and the Cimmerian pantheon and may never
gain any benefit from worshipping that or another
pantheon. Crom has no priests and offers no assistance
to his worshippers, other than gifting them with mighty
thews and courage at birth. He despises weaklings and
expects his Cimmerians to stand alone against the
world, without need for either gods or demons. If a
Cimmerian ever does worship a non-Cimmerian god,
he loses the gifts of Crom: his +2 bonus to Strength and
+1 racial bonus to Will saving throws. Whether Crom
or indeed any of the other gods is real is a philosophical
point and beyond the scope of these rules; the point is
that the Cimmerians, at least, believe it to be so.

Background Skills: Climb, Knowledge (local), Move
Silently and Survival.

Favoured Class: Barbarian
Prohibited Classes: Noble, Nomad, Pirate, Scholar
Automatic Languages: Cimmerian

Bonus Languages: Nordheimer, Pictish, Aquilonian,
Hyperborean

EIMELIAN

Between Vendhya and Hyrkania, far beyond the ken
of most western folk, a vast and harsh mountain range
rises, inhabited by a number of small tribes. These tribes
consist of tall, hairy hill-men who are very strong and
fierce. They are disdainful of civilised standards of
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politeness and good behaviour, though many adhere to a
barbaric code of honour. The tribes include the Afghulis,
Irakzai, Galzai, Zhaibari and Khurakzai,

among others.

Dagozai,

Culture: Himelian culture resembles the tribal lifestyle
of Afghanistan and northern India and is survivalist and
barbaric in nature. The Vendhyans seem to refer to the
lands facing their kingdom as Ghulistan; possibly there is
an ancestor tribe called the Ghulis of which these modern
tribes are branches. Some Himelian tribesmen are a curious
race of intelligent, though stunted, aborigines, conquered
by the Hyrkanians on their westward drift. These would
correspond more to a Tibetan style culture.

Names: Himelian names are essentially a mix of Arabic,
Mongol and Hunnish names. Modern Afghani names
provide good, exotic-sounding bases for naming Himelian
characters. Examples (male): Yar Afzal, Yateli. Suggestions:
Ahmad, Asad, Dost, Faiz, Mohan, Shujah and Zemar for
male characters, Anahita, Faryaal, Ghezal, Maryam and
Samirah for female characters.

Religion: Thesavage Himelian tribesmen worship primitive
totemistic deities and demons, such as Hanuman, the Ape
God, in appeasement of the carnivorous apes of the area.
Some may also worship Asura.

Racial Features: All of the following are Himelian racial
features:

® +2 circumstance bonus to all Hide, Listen, Move
Silently, Survival and Spot checks made in any hills
and mountains: The Himelian tribes know every
inch of their native hills and rarely descend from
them except to raid the richer lands below.

® +1racialbonustoallHideand MoveSSilently
checks: Though the tribesare occasionally &
led to open battle by a particularly
charismatic chieftain, they prefer to
attack their enemies with stealthy raids and
midnight assassinations.

® +2 racial bonus to starting hit points:
The Himelians are possibly the most
dangerous mountain range in the
world, since every tribe seems to
be at war with every other tribe,
as well as with the Vendhyans 23§
and Turanians. '



#® -2 racial penalty to save against hypnotism of any kind:
This is for cultural reasons. The folk of the East have
a long tradition of tales and superstitions regarding  Automatic Languages: Afghuli
the power of hypnotism, which tends to reinforce the
power of the hypnotist. Bonus Languages: Vendhyan, Hyrkanian, Iranistani

Background Skills: Climb, Hide and Move Silently. HYB em AN
d

Prohibited Classes: Noble, Pirate, Temptress

Favoured Class: Barbarian The Hyborian peoples are descended from the worshippers
of the god Bori. These barbaric ancestors swept out of the
Prohibited Classes: Noble, Pirate, Temptress north three millennia ago, destroying the ancient empire of
Acheron and conquering all in their path. The Hyborian
Automatic Languages: Afghuli lands are Nemedia, Ophir, Aquilonia, Hyperborea, Argos,
Corinthia, the Border Kingdoms, the Baracha Islands,
Bonus Languages: Vendhyan, Hyrkanian, Iranistani Brythunia, the Bossonian Marches, Koth, Khauran
and Khoraja. Note that in Khauran, the ruling caste
wAzZULI should be treated as Hyborians but the commoners are a

The Wazuli are typically the first hill tribe a traveller  (see page 351).

journeying north out of Vendhya in the nightwill encounter,

with strong traditions of loyalty and hospitality.

Wazuli culture, names and religion are similar to those of
other Himelian tribesmen.

Racial Features: The Wazuli should be treated as standard
Himelian tribesmen except as follows:

#® Bonus feat: Eyes of the Cat: The Wazuli have probably
the best night vision of any human peoples. They are
the only military force to ever ambush Conan himself
successfully, thanks to their superior knowledge of the
terrain and unsurpassed low-light vision. They need
not meet the usual prerequisites for the feat.

#® +2 circumstance bonus to all Hide, Spot and Search
checks made during conditions of darkness or dim
light; that is, when they need to use their Eyes
of the Car feat.

#® -1 morale penalty to all attack rolls and skill
checks made during the hours of daylight:
The Wazuli are so close to being nocturnal
that they function poorly during the
A o daytime.
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Favoured Class: Barbarian

f

separate sub-race suitable for Non-Player Characters only

for they are largely nocturnal and prefer to do their  As a general rule, Hyborians identify themselves not as
raiding during the hours of darkness. Like other Himelian ~ Hyborians per se but according to the nation from which
tribesmen, they are a hardy and usually honourable folk,  they come. Thus, Player Characters are encouraged to call



themselves Nemedians, Ophireans and so on, rather than
simply ‘Hyborians.” The Bori-worshipping barbarians
of thousands of years ago have long since become highly
civilised and sophisticated folk with strong nations of their
own and would be scarcely recognisable to those who knew
the Hyborians of old.

The original Hyborians were tawny-haired and grey-eyed,
though by the time of Conan intermarriage has diversified
this appearance considerably.

Culture: For the most part, culture in the Hyborian
kingdoms is similar to that of the real-world medieval
European countries, though some aspects, particularly
in Nemedia, are more reminiscent of ancient Roman
culture. The nations are run on the feudal system. This
has often led to decadence as the nobility spend their time
hunting and idling, unconcerned with the welfare of their
subjects. As the nations have developed, the unity of the
Hyborians has dissipated so that each kingdom has its
own features, as follows:

Agquilonia: Together with its rival, Nemedia, Aquilonia is
the most advanced, wealthy and powerful of the Hyborian
kingdoms and its people are correspondingly proud. It most
closely resembles Medieval France. The people of southern
Aquilonia have mixed with the brown Zingarans until
black hair and brown eyes are dominant in Poitain, the
southernmost province. This is an area of rich farmland.

Brythunia: We know little of Brythunia, save that its
women folk seem to be highly prized by slavers. There is
evidence of a pastoral culture. The eastern Brythunians
have intermarried with the dark-skinned Zamorians.

Corinthia: The many city-states of Corinthia bring to
mind the city-states of Italy and the corresponding inter-
state rivalries and espionage. Corinthia seems to be one
of the more culturally advanced areas, with a developed

nobility and priesthood.

Khauran: Kothic adventurers carved Khauran out of the
lands of Shem and Khauran’s culture reflects its beginnings.
Fiercely independent, while maintaining many Kothic
traditions and links, the people of Khauran fear that
Koth will absorb the valuable kingdom. Its tiny fields and
orchards yield three crops a year.

Koth: Koth, a vast meadowland north of Shem, is one of the
oldest Hyborian kingdoms. It is famed for its metalworkers,
partly due to the natural resources of its volcanic region
of Khrosha. Kothic culture has suffered from the
subtle admixture of Shemite and Stygian strains.
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The simple ways of the Hyborians have been modified by
the sensual, luxurious, yet despotic habits of the East. Koth
uses slaves. Its capital is Khorshemish, which is known as

the Queen of the South.

Nemedia: Nemedia is easily the second greatest Hyborian
kingdom and maybe in the past even surpassed Aquilonia,
its neighbour and rival. While Nemedias people live
in relative poverty, its wealthy citizens have the leisure
to collect artefacts in museums. Built on the ruins of
ancient Valusia and once a part of the sorcerous kingdom
of Acheron, Nemedia has many hidden ruins that might
contain fearful horrors.

Ophir: Ophir is a tapering wedge between the border of
Aquilonia and the vast southern kingdom of Koth. It was
probably part of Koth before it claimed independence back
in the days of Acheron. The meadowlands of Ophir produce
fine armies of gilt-mailed knights and warriors, suggesting a
land of great mineral wealth, with probably the same strata
as can be found in Koth. Once dominated by Acheron,
Ophir seems to have taken the worst elements of Zamorian
thievery and Shemite double-cross. It seems sometimes to be
allied with Koth and sometimes with Aquilonia.

Names: The tribal nature of the early Hyborians means
that there is no one overall naming style, although the
civilised nations tend toward Latin style names.

Aquilonia: Aquilonian names tend to have a Latin air to
them. Examples: (male) Amalric, Arpello, Athemides,
Attelius, Balthus, Brant, Brocas, Drago, Dion, Dirk,
Emilius, Epheus, Epeus, Epemitreus, Galannus, Galter,
Gault, Gorm, Gromel, Hagar Hadrathus, Hakon,
Jon, Karlus, Namedides, Nestor, Numedides, Otho,
Pallantides, Prospero, Publius, Rinaldo, Scavonus,
Servius, Soractus, Strom, Thasperas, Thespius,
Tiberias, Tiberio, Trocero, Valannus, Valerian,
Valerus, Valerius, Vilerus, Volmana; (female) .
Valeria, Zelata. b
Brythunia: Brythunian names are Italian and
Teutonic in tone. Examples: (male) Aratus;
(female) Hildico, Natala.

Corinthia: Corinthian names tend to have
a Latin, Byzantine or Italian air to them.
Examples: (male) Athicus, Ivanos, Joka,
Kalanthes, Murilo, Nabonidus, Petreus;
(female) Muriela.

Khauran: Khauran names resemble
Kothic names. Examples: (male)
Ashkhaur,
Krallides;
Taramis.

Valerius,

(female)

Zang,
Salome,

Vo
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Khoraja: Khorajan names owe a lot to Koth, as some
crossover of names suggests, though the hillmen have
a more Shemite sound to their names, such as Shupras.
Examples: (male) Khossus, Taurus, Thespides; (female)
Vateesa, Yasmela.

Koth: Kothic names are Middle Eastern, Byzantine, Etruscan
and Biblical in tone. Examples: (male) Akkutho, Almulric,
Altaro, Arbanus, Constantius, Galacus, Khossus, Pelias,
Sergius, Strabonus, Tsotha-lanti, Zorathus; (female) Lissa.
Nemedia: Nemedians tend to have Greek/Italian names,
though some are more Germanic. King Numa gave his name
to the city of Numalia. Examples: (male) Alcemides, Altaro,
Amalric, Arideus, Arus, Astreas, Aztias, Bragoras, Brocas,
Demetrio, Dionus, Enaro, Kalanthes, Kallian, Nimed,
Numa, Orastes, Petanius, Posthumo, Promero, Publico,
Tarascus, Taurus; (female) Diana, Octavia, Zenobia.

Ophir: Ophir’s culture is halfway between that of Shem and
the Hyborian culture and the names reflect this; most are
Latin but some Middle Eastern style names are included.
Examples: (male) Amalrus, Chelkus, Fronto, Theteles;
(female) Livia, Olivia, Tina.

Religion: The worship of Mitra is overwhelmingly
predominant in the Hyborian nations.

Aguilonia: Initially worshippers of the Hyborian ancestor
god Bori, the Aquilonians at some point adopted Mitra-
worship as something close to a state religion. The
worship of other gods seems to been suppressed, at least
until the reign of King Conan. One such ‘secret’ cult is
the eastern religion of Asura, although most Aquilonians
regard these cultists as demon worshippers and Asura on
a par with Set. It is probable that Ibis is also worshipped
in secret in Aquilonia.
Brythunia: Mitra-worship, perhaps mixed with pockets
of reverence for Bori and even the Zamorian gods, seems
most likely.
Corinthia: It seems likely that Corinthians worship Mitra,
as well as the other Hyborian gods, though Shemite gods
such as Anu are also tolerated.
Khauran: Khaurans are essentially Kothic in their
religious practices and are Ishtar-worshippers.
Koth: Koth has long since abandoned the worship of
Mitra, forgetting the universal Hyborian god and
driving out the last of his worshippers some 900
years before the time of Conan. The
Shemite gods such as Ishtar are
worshipped with awe and
fear, as are all the gods of
Koth, a sign of Koth’s
intertwined history
with  Shem.

Ishtar was subtly changed in the transfer to Koth, with
animal sacrifice taking over from human sacrifice.
Nemedia: Nemedia worships Mitra as chief divinity,
although other cults, including the Cult of Ibis, are
mentioned. In fact, Nemedia is a more religiously tolerant
country than Aquilonia until Conan’s reign. There are even
atheist philosophers in Nemedia, known as the sceptics,
who believe that there are neither gods nor any kind
of life after death.

Ophir: Ophir worships the Shemite gods such as Ishtar, as

well as Mitra.

Racial Features: All of the following are Hyborian racial
features:

#® Adaprability: A Hyborian may choose two skills that
for him are always treated as class skills, whatever his
character class. Furthermore, he gains a +2 competence
bonus to all checks with those two skills. Hyborians
are one of the most adaptable races, capable of turning
their hands to almost any profession. This is largely
a matter of cultural and economic sophistication;
the highly developed and wealthy Hyborian nations
provide their citizens with excellent opportunities for
learning all manner of skills.

#® Weapon Familiarity: Hyborians can wield greatswords
as though they were martial weapons rather than
exotic weapons.

#® +1 racial bonus to Fate Points (see page 75): As
members of the leading culture in the time of Conan,
the Hyborians are not only adaptable but lucky too.

Background Skills: Knowledge (local) and any other four
skills, as chosen by the player.

Favoured Class: All classes. A Hyborian gains a favoured
class bonus feat at 1% level, 5" level and 10 level, whatever
his class or combination of classes. His levels in all his
character classes are added together to determine his
favoured class level, even if he is a multiclass character.

Automatic Languages: The language of whichever
Hyborian kingdom the character lives in. This will be
Bossonian, Nemedian, Aquilonian, Brythunian, Ophirean,
Corinthian, Hyperborean, Kothic or Argossean.

Bonus Languages: Stygian, Nemedian, Aquilonian,
Bossonian, Brythunian, Ophirean, Corinthian,
Hyperborean, Zingaran, Zamorian, Pictish, Kothic,
Argossean, Shemitish.




ARGOSSEAN OR
BARACHAN

The Argosseans were originally a Hyborian people, though
they have intermarried with many other races, particularly
the Zingarans and to a lesser extent the Shemites. Most
are short and stocky. They make superb sailors, traders
and pirates. Renegade Argossean sailors have colonised
the Baracha Islands, turning them into one of the greatest
havens for piracy in all the seas.

Culture: Argos is a country of two contrasting cultures.
All the seaports are cosmopolitan, with the capital,
Messantia, being the most open-minded of all, while the
inland provinces are filled with farmers, craftsmen and
labourers who are friendly enough but wary of strangers.
Argos is a noted trading nation of sharp-eyed silk-clad
merchants, not all of whom remain strictly within the
law — smuggling and piracy are often tolerated. The law
is said to be lax, although occasionally an example is made
of foreigners. Argos is regarded as a proud and avaricious
kingdom. The racial admixture with the Zingarans is
more extensive than with the Shemites in the Argossean
Hyborians. Argos and Zingara have an ancient feud that
works itself out in their attempts to become the dominant
sea nation. Zingaran pirates raid the coast of Argos, just
as the Argosseans and Barachans raid Zingara. Argos allies
itself with Shem on occasion.

Names: Argossean names are Italian or Greek in tone,
though as it is a major trading country a mix of names
is possible. Examples: (male) Demetrio, Ortho, Publio,
Servio, Tito, Tranicos. Suggestions: (female) Alcina, Danae,
Demitrea, Larissa, Polyxene.

Religion: Like most Hyborian kingdoms, Argos’s main
god is Mitra. However, its nature as a cosmopolitan trading
nation means that pockets of worship of the Shemite and
Kothic gods are also tolerated.

Racial Features: All of the following are Argossean racial
features:

® +2 racial bonus to all Gather Information, Profession
(sailor), Balance and Use Rope checks: The arts of
ferreting out information about trading opportunities
and taking by piracy whatever opportunities they
cannot take by trade have been in the Argossean blood
in almost equal measure for generations.

Background Skills: Gather Information, Knowledge
(local), Profession (sailor) or Survival, Balance and

Use Rope.

Favoured Class: Pirate

Prohibited Classes: Nomad

BOSSONIAN

The yeomen of the Bossonian Marches are renowned
the world over for their
archery skills and
stalwart, well-nigh
unconquerable
defence.

They are of
medium height
and complexion
and have

brown or grey
eyes. They are
descended from
an aboriginal
race that was
conquered

by a tribe of
Hyborians early
in the first ages
of the Hyborian
drift. Many
have a strong

if rough sense

of justice; the
civilised code

of honour is
common among
the Bossonian soldiery. The Bossonians

are generally quite closely allied with Aquilonia
but often see service as mercenaries throughout the
world.

Culture: The Bossonians live mainly by M
agriculture, in large walled villages and are ]
part of the Aquilonian kingdom. They are
hardy, stubborn, defensive fighters. Centuries
of warfare against northern and western
barbarians have caused them to evolve a type
of defence that is almost impregnable. The
Bossonian Marches form a bulwark between
Aquilonia and the woods of the Pictish
Wilderness in the west, Cimmeria to
the north and the Border Kingdom
in the east, curving crescent-
like around to Zingara in the
Southwest.



Names: Several Bossonians are specifically named, although

it is safe to assume that Aquilonian names in general would
also be common. For example (male) Gromel.

Religion: As with the Aquilonians, the Bossonians were
once worshippers of Bori but in more recent years have
taken up Mitra-worship.

Racial Features: All of the following are Bossonian racial
features:

#® +1 racial bonus to all attack rolls with the Bossonian
longbow: The Bossonians practise daily with their
powerful bows from an early age. They hone that
practice with regular experience, holding off hordes of
Picts and battling in the armies of the neighbouring
kingdom of Aquilonia.

#® +2 racial bonus to Defence when fighting defensively or
using the total defence action: The Bossonian fortitude
in defence is almost legendary.

#® No racial bonus to Fate Points (see page 75): Unlike
other Hyborians, Bossonians get no particular bonus
to Fate Points.

#® Exotic Weapon Proficiency: Bossonian Longbow:
All Bossonians learn to wield Bossonian longbows,
since all must be ready to defend their homes against
the Picts at any time. However, they do not gain
weapon familiarity with the greatsword, unlike most
Hyborian races, as they traditionally field archers
rather than knights.

Background Skills: Craft (bowyer) or Survival, Knowledge
(local), any two other skills chosen by the player.

Favoured Class: Borderer or Soldier
Prohibited Classes: Barbarian, Noble, Nomad, Pirate

Automatic Languages: Bossonian

Bonus Languages: Nemedian, Aquilonian,
Zingaran, Pictish, Argossean
GUNJOERMAN

Universally  tawny-haired
and  grey-eyed, the
Gundermen are

very nearly

o

pure-blooded descendants of the original Hyborian
tribes. Though Gunderland is technically a province of
Aquilonia, it was an independent kingdom for so long
that the Gundermen do not truly consider themselves
Aquilonians and likely never will. However, they march
willingly to Aquilonia’s wars and are regarded as the finest
heavy infantry in the known world.

Culture: Gunderland is east of the Bossonian Marches, on
the wild borders of Aquilonia, facing Cimmeria. It seems
likely that like the Bossonians, Gundermen live mainly by
agriculture in walled compounds. Only in the province of
Gunderland, where the people keep no slaves, is the pure
Hyborian stock found unblemished.

Names: The names of Gunderland are similar to those of
Aquilonia. Example (male): Nestor.

Religion: Occasional Gundermen still worship the old
Hyborian god-hero Bori, though most have converted to
Mitra-worship along with the rest of Aquilonia.

Racial Features: All of the following are racial features of
the Gundermen:

-

-
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® +1 racial bonus to attack and damage rolls with a pike:
Gunderland’s regiments of pikemen are one of the
major factors in Aquilonia’s military strength.

® Martial Weapon Proficiency: Pike: Even the least
combat-oriented Gundermen have atleast some training

with the pike.

® No racial bonus to Fate Points (see page 75): Unlike
other Hyborians, Gundermen get no particular bonus
to Fate Points.

#® +1 morale bonus to all Will saving throws: Gundermen
are possibly the most reliable soldiers in the world.

Background Skills: Craft (weaponsmith) or Knowledge
(military tactics), Knowledge (local) and any two other
skills chosen by the player.

Favoured Class: Soldier

Prohibited Classes: Nomad, Pirate

HYPERBOREAN

Many Hyperboreans are still tawny-haired and grey-
eyed like the original Hyperborean tribe, though the
influence of Nordheimer blood has been strong for
hundreds of years, ever since Hyperborea was invaded
by conquerors of Asir stock. Since then, some have
married or captured Hyrkanians, Asir and Zamorian
women, so Hyperboreans can have a variety of skin, eye
and hair colourings. All tend to be gaunt, big-boned,
violent and slow of speech. Hyperborea is probably the
least civilised of the Hyborian kingdoms, with the nearby
barbarians of Asgard and Cimmeria raiding the region
sufficiently often that the Hyperboreans have had to retain
a certain savagery themselves.

Culture: Superstition dominates the Hyperborean way
of life, leading countries such as Aquilonia to consider
the stubborn, somewhat savage race to be backward. The
majority of Hyperboreans live a serf-like existence in stone-
walled villages, where they eke out a minimalistic way of
life from the poor soil and the misbegotten cattle and
reindeer that make up their herds.

Names: Nordheimer names are most common.

Religion: Most Hyperboreans still worship the old
Hyborian god-hero Bori.

Racial Features: All of the following are
Hyperborean racial features:
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® +2 Constitution, —2 Charisma: Hyperboreans have a
great deal of endurance in their long yet rangy limbs.
They are, however, somewhat lacking in the strength of
character required to excel as leaders.

® -1 racial penalty to all Diplomacy, Gather Information
and verbal-oriented Perform or Bluff checks: The slow,
often plodding speech of the Hyperborean does not lend
itself well to fancy orations, singing or con tricks. Note
that the penalty to Bluff checks does not apply to purely
non-verbal uses of Bluff, such as feinting in combat.
Likewise, the penalty to Perform checks applies only to
such uses as song, chant, poetry and acting, rather than
musical instruments or juggling, for example.

® No racial bonus to Fate Points (see page 75): Unlike
other Hyborians, Hyperboreans get no particular
bonus to Fate Points.

#® +2 racial bonus to all Intimidate checks: Hyberboreans
are renowned for their strength and aggressive nature,
which goes a long way towards overcoming their lack
of charm when it comes to intimidating others.

Background Skills: Craft (stone) or Knowledge (arcana),
Intimidate, Knowledge (local), any one other skill chosen
by the player.

Favoured Class: Soldier

Prohibited Classes: Pirate

TAURAN

The Tauran region of Aquilonia is made up of a
mixture of agricultural lands and wilderness and boasts
no large settlements. Its people are regarded as
somewhat backwards in comparison to the
sophisticated and cosmopolitan Hyborians M
who live in the more densely populated and
industrialised areas, though they do make
excellent woodsmen.

Tauran culture, religion and names should be
treated as for Aquilonia.

Racial Features: All of the following are
racial features of the Taurans:

® +1 racial bonus to all Survival 7
checks: !
best
in Aquilonia.

Taurans are the

trackers and rangers



® +1 circumstance bonus to all Hide, Listen, Move
Silently, Survival and Spot checks in temperate forest or
temperate plains environments: Tauran woodcraft is the
best of any of the civilised folk, though it cannot match
that of a barbarian from a similar environment.

#® No Weapon Familiarity: Unlike other Hyborians,
the Taurans do not gain weapon familiarity with the
greatsword. They are more used to smaller, lighter
weapons that do not interfere with rapid movement
through the woods.

Background Skills: Profession (farmer) or Knowledge
(nature), Move Silently, Knowledge (local), Survival and
one other skill chosen by the player.

Favoured Class: Borderer

Prohibited Classes: Barbarian, Nomad, Pirate

The Hyrkanians are dark and generally tall and slender,
though a squat slant-eyed type exists, resulting from
mixture with a curious race of intelligent, though stunted,
aborigines who were conquered by the Hyrkanians
among the mountains east of Vilayet. The Hyrkanians are
descendants of the ancient Lemurians, who were in ages
past enslaved by the ancestors of the Stygians. The most
prominent Hyrkanian tribe is that of the Turanians, who
have carved out a kingdom for themselves that will one day
sweep aside many of the Western nations. All Hyrkanians
are noted for their superb archery skills.

Culture: The Hyrkanians are by nature nomadic horsemen
with a culture resembling that of the Huns and Mongols.
However, the largest of the Hyrkanian tribes have settled
and founded the Turanian Empire, which more closely
resembles the Medieval Moorish Empire. In some
respects the Turanians are superior to the West but at
the same time they are still brutal when compared

to the most enlightened of Hyborian kingdoms,

many of which regard the Turanians as little

better than their nomadic brethren.

This belief is as widespread as
it is mistaken. Turnanians
make cruel masters; it is no
wonder that outlaw bands
of Kozaks dwell at

the margins

of their society. Under their kings Yildiz and his son
Yezdigerd, the Turanian empire is expanding and will reach
Zamora and eastern Shem during Conan’s lifetime.

Names: The Hyrkanians evolve into the tribes known as
Tatars, Huns, Mongols and Turks and their names reflect
this. One man’s horse is called ‘Trem.” Rulers often have
titles such as Agha, Shah and Khan incorporated into their
names. Examples: (male) Alafdhal, Amurath, Angharzeb,
Aram Baksh, Atalis, Ghaznavi, Isparana, Jehungir, Jelal
Khan, Jehungir Agha, Jungir Khan, Kerim Shah, Khosrun
Khan, Than, Yar Afzal, Yezdigerd, Yildiz. Suggestions:
(female) Conchaka, Khultulun, Mandughai, Orgina.

Religion: There are two known deities in Turan. These
are Tarim, who seems almost to be the patron god of the
Turanians and Erlik, ‘Lord of the Black Throne,” a god
of Death. There are almost certainly other gods, possibly
including Ishtar. In Zamboula, Hanuman the Ape God, a
deified form of the carnivorous grey apes that live around
the Vilayet Sea, is worshipped. As the ‘Empire of the White

Wolf,” Turan might also worship some wolf totem as well.

Racial Features: All of the following are racial features of
the Hyrkanians:

#® +1 racial bonus to attack rolls with all bows; that is, any
weapon with ‘bow’ or ‘longbow’” in the name: Hyrkanians
are renowned as the greatest archers in the East.

® +1 circumstance bonus to attack rolls with any bow
if the target is at least six range increments away: This
bonus increases to +2 if the target is at least nine range
increments away (Hyrkanians are especially accurate at
great range). If a Hyrkanian also has the Far Shot feat,
the minimum conditions required for gaining these
+1 or +2 circumstance bonuses are reduced to four
range increments and six range increments respectively.
Hyrkanians are particularly superb at accurately
shooting arrows across extreme ranges.

#® Hyrkanians can select the Far Shot feat without having
to meet any prerequisites.

® +2 circumstance bonus to all Diplomacy, Gather
Information and Intimidate checks made anywhere
east of Zamora, west of Khitai and north of Vendhya,
so long as the Hyrkanian has a visible (though not
necessarily drawn) martial weapon of any kind:
Hyrkanian dominance of vast swathes of territory
on all sides of the Vilayet Sea leaves ordinary
travellers and aboriginal natives alike in near terror of
any armed Hyrkanian.




® -2 racial penalty to save against hypnotism of any kind:
This is for cultural reasons. The folk of the East have a
long tradition of tales and superstitions of the power of
hypnotism, which tends to reinforce the power of the
hypnotist.

® Weapon Familiarity: Hyrkanians can wield tulwars and
Hyrkanian bows as though they were martial weapons
rather than exotic weapons.

Background Skills: Craft (bowyer) or Handle Animal,
Knowledge (local), Ride, Survival.

Favoured Class: Nomad
Prohibited Classes: None
Automatic Languages: Hyrkanian

Bonus Languages: Brythunian, Zamorian, Kothic,
Corinthian, Hyperborean, Vendhyan, Iranistani, Khitan,
Yuetshi, Shemitish, Stygian
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Many strange beings Public had seen in his lifetime, e 4
but nene before like these. They were tall and qaunt,
black-rebed, and their faces were dim ge”ow ovals in the
shadows of their ccifs. He could not tell much sbout their
features and was unreasunihgfg g!at{ that he could not.
Bach bore 2 Iohg, cur?ous@ mottled staﬁt.

. _— The Hour of the Dragon
The Khitans are yellow-skinned and dark-haired and
have what to Westerners is a quite unsettling, almost alien

look. The game statistics given here reflect the Khitans
who are most commonly encountered and spoken of in

L-“‘"-\"v‘#u-—" Ny,

the Hyborian kingdoms, as these almost always seem
to be sorcerers. It might be presumed that the majority
of ordinary Khitans never leave their home jungles; few
Hyborians travel far enough to know for sure.

Culture: Khitai in the Far East is little known to the
Hyborians. Khitan caravans trade jade, cloth-of-gold and
silk with Turan and lotus blossoms with Stygia. These
caravans and a few exiled Khitans are Khitai’s only contact
with the West. The culture is essentially Chinese-like, with
a powerful god-emperor in Paikang, a mighty city
whose minarets rise amid the vine-festooned

jungles of bamboo. The Khitans

often appear mysterious and secretive to Hyborian eyes.
They are also renowned as wizards, with some boasting that
the Eastern wizards are greater than the Western ones.

Names: Chinese-style names are best for Khitans.
Suggestions: (male) Huan, Kun, Li, Rong, Wei, Wu;
(female) Chan, Chang, Fang, Feng, Jia, Lei, Shan, Zhi.

Religion: Some Khitans worshipped the elephant god Yag-
kosha for a while but worship a wide range of jungle animal
gods as well. Yun also receives worship from haven-headed
priests in the lost jungles of Khitai, perhaps through the
ritual ringing of golden chimes; certainly some special
ceremony requires such bells. There is an obscure hint that
the Zamorian spider-cult might have originated in Khitai.

Racial Features: All of the following are racial features of
the Khitans:

® +1 racial bonus to all Knowledge checks: Khitans
are highly knowledgeable, particularly with regard to
esoteric lore of all kinds. Their sorcerous temples are
also schools of knowledge both common and obscure.

® +2 racial bonus to all Move Silently checks: The Khitans
are notably cat-footed.

Bonus feat: At 1% level, a Khitan may choose one
feat from the following: Dodge, Improved Unarmed
Strike, Weapon Focus (staff), Summoner, Ritual

Sacrifice or Hexer.

® -2 racial penalty to save against hypnotism of any
kind: This is for cultural reasons. The folk of the
East have a long tradition of tales and superstitions
of the power of hypnotism, which tends to
reinforce the power of the hypnotist.

Background Skills: Knowledge (arcana), M
Knowledge (local), Knowledge (any), Move
Silently.

Favoured Class: Scholar
Prohibited Classes: Barbarian, Nomad
Automatic Languages: Khitan

Bonus Languages: Hyrkanian,
Vendhyan, Afghuli, Shemitish,
Demonic, Old Stygian, Stygian,

Acheronian
-~



The Kushites are aslightly shorter than average, dark brown-
skinned race with curly black hair. The Gallahs are the lower
class and make up the majority of the population of Kush.
Several other countries of the Black Kingdoms share similar
racial and cultural characteristics to the Kushites, including
the Keshani, Puntans and Zembabweans. To the folk of
the Hyborian kingdoms, who are relatively ignorant of
lands beyond civilisation, any black man is likely to be
presumed a ‘Kushite’ and any land south of Stygia is
considered to be ‘Kush.’

Culture: The northern  Black
Kingdoms of Kush, Keshan, Punt
and Zembabwei approximate
to the North African states
of Mali, Ethiopia and
so on. There are also
sub-tribes among these
nations. Culturally,
the Darfari are regarded
as a southern nation,
while the Ghanata and Tibu
tribes of the desert south of
Darfar and Kush are certainly
northern in culture.

Aphaki: The Aphaki are the former
ruling class of Tombalku. They are
the descendents of a tribe from the
Osasis of Aphaka in the Kharanum
Desert in southeastern Shem, who moved southwest and
interbred with the black people. The power of the Aphaki
in Tombalku is dwindling.
Ghanata: The harsh southern desert south of Kush has
bred a hardy nomadic people in the Ghanata.
Keshan: Lying in the eastern hinterland of Kush,
where the broad grassland merges with the forests
that roll up from the south, Keshan is ruled
by a mixed race. This dusky nobility
claims descent from an ancient
group of Shemites and rules
a population of blacks.
These rulers are said
to have founded
Alkmeenon,

which now houses the legendary treasure, the Teeth of
Gwahlur. The current capital is Keshia. The Hyborians
regard Keshan itself as a legend. Keshan is the hereditary
enemy of Punt.
Kush: Western Kush is open savannah, where the black
tribes graze their cattle. To the south and east lie thick
steamy jungles filled with the ruins of bygone civilisations.
Beyond the jungle is desert; to the north lies more desert.
The Gallahs are the original black inhabitants of Kush,
ruled over by the slightly more civilised Chagas, who are
descendents of Stygian settlers. The capital is a Chaga
city, Shumballa, also known as El Shebbeh.
A relatively large shanty-town of labourers
and craftsmen has grown around the core of
Shumballa. This is known as Punt. Kush is
home to a thin but hardy breed of horse.
Kush contains the Mandingo coastal tribe;
the Baghirmi; the Dangola and Bornu
tribes of the grasslands; and the Tibu,
a desert tribe intermixed with Stygian
blood.
Punt: Some Gallahs of Kush moved
into the small kingdom of Punt
and settled, naming the whole
land after the outer city of
Kush. There is thick jungle
south of Punt. Punt is also
rich in gold, so much so
that ‘they wash gold out
of the rivers in wicker
baskets’.
Zembabwei:  Litde s
known of this land south
of Punt. It is called a ‘hybrid
empire, which suggests close
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ties with another culture, perhaps
Iranistan. It has traders (probably
including slavers) and fortresses. It has more than one king
and hosts armies of black spearmen. The land seems to
have links with Shem and with Iranistan, forming a link in
the slave trade that feeds the Turanian Empire with black
slaves via Zamboula.

Names: Names from Kush and the northern Black
Kingdoms tend to be North African in nature, particularly
Abyssinian.

Keshan: Examples: (male) Gorulga, Gwarunga; (female)
Yelaya. Suggestions: (male) Naeem, Tabari; (female)
Latifa, Tapanga.

Kush: Examples: (male) Afari, Agerra, Ajaga, Amboola,
Shubba, Shukeli; (female) Tananda.

Punt: There are no examples by Howard of specifically
Puntish names. Ethiopian names have been
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used here. Suggestions: (male) Bogale, Brehanu, Workne;
(female) Kebedech, Lakech, Melke.

Zembabwei: Zembabwean names are also something
of a mystery, with no examples given in the stories. It is
assumed here that they are similar to modern Zimbabwean
names. Suggestions: (male) Kaseko, Mthakathi, Ngone,
Tuli, Zenzo; (female) Amadika, Nyasha, Sekai.

Religion: There are many local gods and devils worshipped
among the black kingdoms, such as Ollum-onga and
Thog. In addition, the following more-or-less national
gods are known.

Keshan: Keshan has a number of bestial gods, although
Gwabhlur, the King of Darkness, is the only one known to
the Hyborians.

Kush: The Shemite Derketo has been adopted by Kush as a
result of contact with the north, though she is worshipped
as Derketa, Queen of the Dead. The ruling class of Kush
worship Set, while the common masses worship Jullah in
opposition to Set.

Punt: The Ivory Goddess, possibly a variant of Ishtar, is
worshipped in Punt.

Zembabwei: Dagon and Derketo (interestingly under her
Shemite name) are worshipped in Zembabwei.

Racial Features: All of the following are racial features of
the Kushites:

® +2circumstance bonustoall Hide, Listen, Move Silently,
Survival and Spot checks in all hot environments: The
Kushites are at home in desert, plains and jungle alike.

® +1 racial bonus to damage rolls with spears of all types
when used as melee weapons: Long years of practice
with the spear combine with a certain innate savagery
to make the Kushites some of the most dangerous
spearmen around.

% Simple Weapon Proficiency: All Kushites are proficient
with all simple weapons. Theirs is an unforgiving culture
where any who do not learn to defend themselves from
an early age will simply not survive as anything other
than slaves.

#® Illiterate: Kushites begin play without the ability to
read and write, unless they choose to spend two skill

points to become literate.

Background Skills: Hide, Move Silently, Knowledge
(local), Survival.

Favoured Class: Barbarian

Prohibited Classes: Noble

F——
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Automatic Languages: Kushite or Keshani, Puntan or
Zembabwean as appropriate to background

Bonus Languages: Stygian, Shemitish, Darfari,
Puntan, Zembabwean, Old Stygian, Keshani, Iranistani,

Black Coast

CHAGA

The ruling caste of the Kushites, known as the Chagas,
are of partially Stygian descent and are far taller than the
ordinary Kushites. They have a quite different cultural
background to the Gallahs and so do not gain any of
the standard Kushite characteristics. They gain different
characteristics as described below. The Chagas and Gallahs
exist in a constant state of tension that could at any time
break out into open conflict, with the Gallahs always at
least a little wary of their Chaga rulers.

Culture: Chaga culture is uniquely its own. It is perhaps
closer to Stygian than to Gallah culture, since the Chagas
tend to be quite isolationist with respect to their subject
people, the Gallahs. However, over the centuries since the
Chagas left Stygia, they have developed their own culture
distinct from that of their erstwhile homeland. The Chagas
share the Stygian love of hunting but have taken it almost
to the point of obsession. While their politics are also
almost as convoluted and treacherous as those of Stygia,
the Chagas are not a theocracy, which can allow for still
more factionalism and betrayal.

Names: Most Chagas seem to have names of Stygian
origin, though a few names may have been altered over
the years to a more Kushite style. Examples: (male)

Tuthmes; (female) Tananda.

\

Religion: It seems likely that most Chagas are
Set-worshippers, though their religious beliefs &
probably include a hefty dose of a more
Kushite style of superstition and witchcraft.

Racial Features: All of the following are racial
features of the Chagas:

#® +1 racial bonus to all Perform (ritual)
and Craft (alchemy) checks: Though the
Chagas have nothing like the arcane
lore of their Stygian ancestors, _g

those who do learn a little magic 28
often prove highly talented.



+1 racial bonus to all Sense Motive checks: The Chagas
are quite distrustful of the ordinary Kushites who make
up the majority of their subjects.

® +1 circumstance bonus to all Hide, Listen, Move
Silently, Survival and Spot checks in all hot
environments: Though the Chagas are not as
adept at hunting as the Gallahs, they stll learn
to survive and live effectively in the jungles and
deserts of Kush.

#® Bonus feat: A Chaga may select one of the following
bonus feats at 1* level, in addition to any bonus feat
from a favoured class: Deceitful, Exotic Weapon
Proficiency (Stygian bow), Negotiator, or Track. He
must meet the appropriate prerequisites as usual.

Background Skills: Knowledge (local), Sense Motive, and
any two of Craft (alchemy), Diplomacy, Perform (ritual)
and Spot.

Favoured Class: Noble

Prohibited Class: None

GHANATA

The Ghanatas are closely related to the folk of the northern
Black Kingdoms, though in fact they live in the Southern
Desert. They are illiterate, as are true Kushites but otherwise
are quite different from most Kushites or other folk of the
northern Black Kingdoms.

Culture: The Ghanatas are loosely organised into tribes
and smaller groupings, with even less structure to their
society than the original Kushites. Unlike many other
tribes from harsh environments, the Ghanatas are not
especially welcoming to strangers and are more likely to
brutalise or attack wanderers from other lands than offer

them hospitality.
Names: Ghanata names seem to be Nigerian in
origin. Examples: (male) Gobir, Saidu, Tilutan.
Suggestions: (male) Babatunde, Nna; (female)
Amaka, Yewande.
Religion: Jhil, ‘The Merciless,’

the great southern desert.

is the god of the Ghanatas of

Racial Features: All of the following are racial features of
the Ghanatas:

® +2 circumstance bonus to all Hide, Listen, Move
Silently, Survival and Spot checks in all hot desert
environments: The Ghanatas rarely leave their native
deserts. These bonuses replace the usual Kushite
bonuses in hot climates.

#® +1 racial bonus to damage rolls with scimitars or
Ghanata knives: Spears are unsuited to the wild rush of
Ghanata desert warfare, so the Ghanatas have learned to
wield alternative weapons that are more lethal in close
combat. They do not gain the usual Kushite bonuses to
spear use.

#® Martial Weapon Proficiencies: scimitar, Ghanata knife.
All Ghanatas are proficient with all scimitars and

Ghanata knives.

#® +1 racial bonus to all Ride checks: The Ghanatas are
expert riders of horses and camels alike.

Background Skills: Ride, Knowledge (local), Move
Silently, Spot and Survival.

Favoured Class: Nomad
Prohibited Classes: Noble, Pirate
Automatic Languages: Ghanatan

BonusLanguages: Darfari, Keshani, Puntan, Zembabwean,
Iranistani, Tibu, Tombalku

- -~

‘What manner of men are these northern folk?” asked

4

Prospero,

Tall and fair and blue-eyed. Their ged is Yrir, the
frost-giant, and each tribe has its own king. They are

wagwarcl and fierce. Theg ﬁght all Jag and drink ale and

roar their wild songs all right.’

The Nordheimir (singular: Nordheimer) comprise two
closely related races, the yellow-haired Asir and red-haired
Vanir. All are blue-eyed and pale-skinned,

P
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with tall and powerful physiques. The Nordheimir in
general are welcoming to peaceful strangers, though they

constantly raid foreign lands and can be vicious when
abroad on one of their forays. Though the Nordheimir
women do not usually fight alongside the men in war,
they are charged with the responsibility of managing
and defending their longhouses while the warriors are
away. Many a female Nordheimer has won renown by
beating off a horde of raiders with a broadsword or

battle-axe to protect her home and children.

Culture: Descendants of the pre-Cataclysmic
nation of Thule (possibly with some Atlantean
blood), the Nordheimir have a Nordic culture of

tribes ruled by a king who lives in a great hall about

which the tribal village is built. The Nordheimir are
farmers and hunters and are quick to feud among
themselves and their neighbours. The Asir are
friendly with the Cimmerians but hate the Vanir
and the Hyperboreans. The Vanir hate the Asir, the
Cimmerians and the Hyperboreans.

Names: Nordheimir names tend to be

Scandinavian and Germanic. It is likely that

many of the Norse gods share names with the
Nordheimir. Examples: (male) Bragi, Gorm, Haimdul,
Hialmar, Horsa, Niord, Wulfhere. Suggestions: (male)
Balder, Forseti, Frey, Grimnir, Heimdall, Hermod, Hodur,
Honir, Lodur, Loki, Magni, Modi, Odhinn, Odur, Thorr,
Tyr, Uller, Vali, Ve, Vili; (female) Erda, Eyra, Freya, Frigga,
Fulla, Gefion, Gersemi, Hlin, Hnoss, Iduna, Lofn, Nanna,

Nerthus, Nott, Ran, Saga, Sif; Sigyn.

Religion: Nordheimir worship Ymir, the Frost Giant, as
their chief god. Atali, the Frost-Giant’s daughter, ‘who
lures men from stricken fields into the wastelands to be
slain by her brothers, who lay men’s red hearts smoking on
Ymir’s board’ might also have worshippers, although Ymir
and his family are probably worshipped for appeasement
rather than out of love. There are probably also local tribal
gods, perhaps deified ancestral heroes of the tribes. The
Norheimir believe in Valhalla, a place to which they will
go if they die bravely in battle. The races of Asir and Vanir
will themselves be remembered as gods after the fall of the
Hyborian Age.

Racial Features: All of the following are racial features of
the Nordheimir:

® +2 Constitution, —2 Dexterity: The typical Nordheimir
fighting style revolves around wearing heavy armour and
hoping to outlast his opponent, striking heavier

blows than him and trusting to natural fortitude and
strength to defeat him, rather than dodging his attacks.

+1 circumstance bonus to all Hide, Listen, Move
Silently, Survival and Spot checks made in any
cold land: The Nordheimir are not such expert
outdoorsmen as the Cimmerians, concerning
themselves with valour more than with woodcraft.

+1 racial bonus to damage rolls with any sword; that
is, any weapon that includes the word ‘sword’ in
its name: The Nordheimir favour the sword
and though their technique is perhaps
unsophisticated, they have a great deal M
of practice at delivering hard blows. ]

Martial Weapon Proficiency:

Broadsword. The broadsword is found in
every home in Nordheim and children
practice with wooden swords from an
early age.

Weapon Familiarity: Nordheimir
can wield war swords as though
they were martial weapons
rather than exotic weapons. i



Background Skills: Craft (any), Knowledge (local),

Profession (farmer), Survival.
Favoured Class: Barbarian

Prohibited Classes: Noble, Nomad,

Temptress
Automatic Languages: Nordheimir

Bonus Languages: Cimmerian, Aquilonian, Pictish,
Hyperborean

EICTA

The Picts are a short, broad, swarthy-skinned folk who
use talking drums to communicate over long distances.
They paint various designs on their faces and breasts to
indicate to which tribe they belong and whether they are
merely out hunting or on the warpath. Picts are among
the most unremitting savages in the world. They are
highly superstitious and are given to barbarous forms of
human sacrifice and torture of strangers and enemy Pictish
tribes alike. Fortunately for the Hyborian kingdoms,
the different Pictish tribes rarely co-operate but the
Bossonians who border their lands dread the possibility of a
particularly powerful shaman or strong chieftain managing
to unite several tribes.

Culture: The Picts have a Stone Age culture, one of the
most primitive of the area. They dwell in tribes in the
game-rich forests of western Hyboria, are noted as warriors
and shamans and are highly feared for their savagery.
They are also exceptional trackers and hunters. The more
unpleasant features of Pictish life include such practices as
human sacrifice, blood-feud and burning captives alive.
The fierce blood-feud the Picts have with the Cimmerians
pre-dates the Great Cataclysm. Picts are also feared by the
Aquilonians but occasionally trade with the Zingarans.

Names: Pictish names take two forms: they are either
Iroquois style names or descriptive names like ‘Hawk.’
Tribal names are also based on the tribal animal
totems, for example the Wolf Clan. Examples:
(male) Gorm, Sagayetha, Teyanoga, Zogar Sag.
Suggestions: (male) Akando, Akonni;
(female) Cara, Oheo, Orenda.

Religion: Pictish gods include the gorilla-god Gullah, “The
Hairy One Who Lives In The Moon,” and Jhebbal Sag,
along with other pre-Cataclysmic gods and spirits such as
the ‘Children of Jhil’ and the ‘Four Brothers of the Night’
who sleep beyond the Mountains of the Dead. We are told
that Picts fear snakes, which might be a race memory of the
Serpent-People of Valusia. Nonetheless, serpents do appear
in their animalistic rites. The Picts believe that the souls
of the dead haunt the black Mountains of the Dead in the
uplands of the Dark Land.

Racial Features: All of the following are racial features of
the Picts:

#® +2 Dexterity, -2 Intelligence: Picts are extraordinarily
stealthy and quick of movement, though they are
generally poor at book learning.

#® +1 racial bonus to all Tumble and Jump checks: Picts
are highly agile.

#® +1 circumstance bonus to attack and damage rolls
made when attacking a creature of the Animal type:
The Picts are one of the few races who manage to live
entirely by hunting, without any need to farm or herd
animals. Note that if using a ranged weapon, a Pict
only gains the damage bonus if his prey is within one
range increment of the weapon.

® +2circumstancebonus toall Hide, Listen, Move Silently,
Survival and Spot checks made in temperate or
warm forest: The Picts are some of the best
woodsmen
in the
world.
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#® Illiterate: Picts begin play without the ability to read
and write, unless they choose to spend two skill points
to become literate.

Background Skills: Jump, Hide, Knowledge (local), Move
Silently and Tumble.

Favoured Class: Barbarian
Prohibited Classes: Noble, Nomad, Pirate
Automatic Languages: Pictish, Talking Drum

Bonus Languages: Aquilonian, Cimmerian, Nordheimer,
Zingaran

SREMIEE

Shemitish archers, blue-bearded expert bowmen who wear
light mail shirts and cylindrical helmets, are probably
the best in the world. It is as if they are born with their
deadly bows in their hands. They are good horsemen but
can also fight as infantry if need be. Most Shemites roam
the uncharted deserts in the eastern half of Shem and
beyond as far as the kingdom of Turan, though the typical
Hyborian is far more likely to meet a more settled Shemite
from one of the many pastoral settlements to the west of
that land. These latter people are of the variant race, the
Meadow Shemite.

Culture: The desert-dwelling Shemites are predominantly
nomadic, with individual tribes often ranging over truly
vast areas. Perhaps the widest-travelled tribe is the Zuagir,
who can be found from Zamboula to Zamora and the
eastern edge of the Hyborian kingdoms. Tribal quarrels
are common, though the tribes share a common hatred
for their more civilised cousins, the Meadow Shemites.
Shem is looked on without much favour by the Hyborian
nations, perhaps because of its years as a satellite of Stygia,
though it seems unlikely that the Stygians ever made
many inroads into the vast eastern deserts where the
nomadic Shemite tribes live.

Names: Shemite names are Middle Eastern or Biblical
in form. Examples: (male) Bit-Yakin, Gebal, Gilzan,
Khumbanigash, Zargheba; (female) Bélit. Suggestions:
(male) Abaddon, Arvad, Baruch, Eban, Gabai, Hyam,
Lamech, Noam, Yadon; (female) Alumit, Daya, Idra,
Jamila, Talitha, Yael.

Religion: Ishtar, Anu and Bel seem to be the main gods of
the Shemites, though it seems possible that some
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members of the larger Meadow Shemite pantheon (see page
346) might also be worshipped among the desert-dwellers.
One Shemite belief, also common to all the variant races,
is that evil men are imprisoned in the bodies of apes, as a
just punishment for their fell crimes.

Racial Features: All of the following are racial features of
the Shemites:

® +2 racial bonus to Appraise, Spot and Bluff checks:
Shemites are renowned as the greatest liars in the world.
They love objects of beauty and great value, particularly
gems and jewellery. They are noted for their keen sight,
which is naturally good and is further honed by long
travels in the desert.

® +2 circumstance bonus to all Hide, Listen, Move
Silently, Survival and Spot checks in any desert
environment: Note that the Spot bonuses stack with the
appropriate racial bonuses mentioned above. Shemites
have an unparalleled mastery of their desert homes.

® +1 racial bonus to attack rolls with any bow; that is,
any weapon whose name includes the words ‘bow’ or
‘longbow:” Shemite archery skills are as renowned as
those of the Bossonian bowmen. Shemite mercenaries
are in demand throughout the Hyborian kingdoms
and beyond.

® +1 circumstance bonus to damage rolls with any bow
against targets within one range increment, which
is usually 100 feet: Though Shemite archers are
most famed for the distance over which they can
shoot their arrows, they are also deadly accurate at
close ranges, sending arrows unerringly into their
enemies’ vitals.

® +1 circumstance bonus to damage rolls
when performing a coup de grace: As M
merciless, stone-cold killers, the Shemites
strike harder and more surely than more
civilised folk when attempting to finish off
a fallen foe. They show no trace of the
compunction even hardened soldiers of .
the West are likely to feel.

® Weapon Familiarity: Shemites can wield
Shemite bows as though they were
martial weapons rather than
exotic weapons.



—1 racial penalty to all saving throws: Shemites are a
fatalistic race and firmly believe that if today is their
day to die, they will die, however much they may duck
and weave and endure and otherwise cling to life.

Background Skills: Knowledge (local), Spot, Ride and

Survival.

Favoured Class: Nomad
Prohibited Classes: Borderer, Pirate
Automatic Languages: Shemitish

Bonus Languages: Stygian, Ophirean, Kothic, Argossean,
Hyrkanian

MEAOOW SHEMITE

Most adventuring Shemites from the western meadow
cities are mercenary soldiers rather than desert nomads.
They are feared throughout the civilised world for their
archery skills and fierceness in battle. Meadow Shemites
usually consider themselves members of a particular tribe
based around a city or region, rather than simply ‘Meadow
Shemites.” Meadow Shemite tribes include the Anakim and
Akkharim. Meadow Shemites have a long-standing rivalry
with eastern Shemites, who are the standard Shemites

defined above.

Culture: The meadowlands of Shem have given rise to
a group of independent city-states with strong trading
links among them. The Meadow Shemites are generally
of medium height, though those who have some Stygian
blood may be gigantic, broad and strongly built, with hook
noses, dark eyes and blue-black hair. These people make
fine merchants and warriors.

Names: Meadow Shemite names are identical to those of
other Shemites.

Religion: Western Shem is a land of many gods, as each
of the city-states of the grasslands has its own patron
deity. Bel, God of Thieves, is patron of Shumir,
while Ashtoreth, Adonis and Derketo are patron

gods of other unidentified city-states.
Most cities have temples to the
Earth-Mother, who is known
variously as Ishtar, Derketo
and Ashtoreth and to the
sky-god, Anu, who

is symbolised

- even Pteor. Bel is worshipped by thieves. Life after death is

as a bull. These patron gods are worshipped in the form
of copper idols. Many Shemite gods such as Dagon and
Derketo have been taken up by other nations but only
Ishtar has found worshippers among the Hyborians.
Pockets of Set worship might survive from the days when

Stygia dominated of Shem.

Racial Features: With the following exceptions, Meadow
Shemites are treated as standard Shemites (see above):

® +1 circumstance bonus to all Hide, Listen, Move
Silently, Survival and Spot checks in any plains environment
(Note that the Spot bonuses stack with the appropriate
racial bonuses mentioned above): Meadow Shemites know
the plains far better than they know the desert. They do
not receive special circumstance bonuses in the desert, as
do their eastern counterparts.

#® +2 racial bonus to all Diplomacy checks: With a slightly
more sophisticated culture than their desert-dwelling kin,
Meadow Shemites have learned to apply their expertise lying
to politics as well as simple interpersonal relationships.

Background Skills: Diplomacy, Knowledge (local),
Handle Animal and Ride.

Favoured Class: Soldier

Prohibited Classes: Pirate

PELISHTIM

The ancient Pelishtia region of western Shem is home to the
Pelishtim, a race of noted warriors and sorcerers. They can
be found throughout the world, for their wise men often
wander far in search of knowledge and their mercenaries
will take service anywhere between Zingara and Turan. It
is whispered that the Pelishtim sorcerers have the secret of
eternal youth. Certainly, wizards of that land are among
the most learned outside of Stygia and Khitai.

Culture: Pelishtim seems to breed adventurers and
wanderers more than do the other Meadow Shemite
regions. Pelishtia is also steeped in sorcery. Otherwise their
culture is very similar to that of western Shem in general;
see page 328.

Names: Pelishtim names are identical to those of other
Shemites; see page 31.

Religion: Pteor is the patron god of Pelishtia, though
Adonis, Ashtoreth, Derketo and Ishtar are revered above




generally an accepted fact among the Pelishtim, who also
consider that a sufficiently strong will can allow the dead to
come back as ghosts to complete unfinished business.

Racial Features: With the following exceptions, Pelishtim
are treated as standard Shemites (see above):

#® +1circumstancebonustoall Hide, Listen, Move Silently,
Survival and Spot checks in any plains environment (Note
that the Spot bonuses stack with the appropriate racial
bonuses mentioned above): the Pelishtim are Meadow
Shemites of a sort and know the plains far better than they
know the desert. They do not receive special circumstance
bonuses in the desert, as do their eastern counterparts.

® +2 racial bonus to all Knowledge (arcana) checks. The
Pelishtim are noted for their arcane secrets.

Background Skills: Handle Animal, Knowledge (local),
Knowledge (arcana) and Knowledge (any one).

Favoured Class: Soldier or Scholar

Prohibited Classes: Pirate

SGTHERN INHINNRER.
CRESOVUCHERN

Southern Islanders are very dark of skin, tall and well
muscled. Their warriors wear white plumes in their hair
but rarely bother with armour. The black corsairs of the
Southern Islands are among the most feared pirates in the
world, raiding up and down the Black Coast as far north
as Stygia and even beyond. Many of the Black Kingdoms,
including Darfar and the southern Black Kingdoms, are
also home to similar people.

Culture: The Southern Blacks are tribal in nature and
resemble great African tribes like the Zulus and the Bantu.
They often go naked but may wear rings of ivory or precious
metal in their noses, ears or lips. The black kingdoms of
Amazon and the Atlaians are southern kingdoms. Other
tribes include the Suba of the Black Coast, the Bakalah,
who are just southeast of Kush and the Bamulas and
Jihiji, both neighbours of the Bakalah. Darfar, although
quite northerly in location, is culturally closer to the tribes
that reside south of the River Zarkheba. Black
Kingdom ‘soldiers’ are simply spearmen armed

with ox-hide shields. Ritualistic displays

of aggression are often used to intimidate an opponent
in an attempt to avoid all out war, since most tribes are
too small to survive if they sustain heavy casualties.
However, wars do sometimes occur and tend to be
bloody when they do.

Names: The southern Black Kingdoms tend toward
African names, particularly Zulu. Examples: (male) Aja,
Ajonga, Amra, Askia, Bajujh, N’Gora, N’Yaga, Sakumbe,
Yasunga. Suggestions: (male) Nkosi, Sabelo, Sipho; (female)
Khanyisa, Lukanyo, Nande, Serigne, Thula.

Religion: The tribes of the Black Kingdoms worship mighty
local gods and devils, such as Ollam-onga and Thog. The
presence of creatures from the Outer Dark in many ancient
lost cities and places like the Vale of Lost Women suggests
that these creatures may be worshipped as local deities too.

The Suba people worship Ajujo, the Dark One.

Racial Features: All of the following are racial features of
the Southern Islanders:

® +2 to Strength, -2 to Charisma: Southern Islanders are
almost as physically powerful as the Cimmerians of the
north, though they rarely make effective leaders and are
often led by chiefs from other regions.

® +1 racial bonus to all attack rolls with any kind of spear
or javelin: Southern Islanders are expert spearmen and
rarely bother with any other weapon, save the occasional
heavy war-club for close-in work.

& Simple Weapon Proficiencies: Hunting spear, club.
Even the most peaceable Southern Islanders recognise
the value of a spear or length of hardwood as a valid
and traditional mode of political or personal debate.

\

#® +2 racial bonus to all Perform (dance)
checks: Southern Islanders seem to havea &
dance for every occasion, including war.

® +1 dodge bonus to Dodge Defence when
unarmoured: The Southern Islanders
usually do not wear armour and so have .
had to become expert at avoiding blows.

#® -2 racial penalty on all Will saving throws
against Terror: Southern Islanders
are highly superstitious and

prone to freeze in horror at the i
sight of supernatural creatures ¢

of any type.



#® llliterate: Southern Islanders begin play without the
ability to read and write, unless they choose to spend
two skill points to become literate.

Background Skills: Knowledge (local), Perform (dance),
Profession (sailor) for Islanders or Intimidate or Perform
(ritual) for others, and Survival

Favoured Class: Barbarian or Pirate
Prohibited Classes: Noble, Nomad

Automatic Languages: Southern Islander, Bakalah,

Bamulah, Suba, or Wadai

Bonus Languages: Black Coast, Southern Islander,
Bakalah, Bamulah, Suba, Wadai, Kushite, Stygian,
Shemitish, Argossean, Zingaran, Tombalku, Tibu

DARFARI

Though Darfar must certainly be regarded as one of the
northern Black Kingdoms, its inhabitants are similar both
physically and culturally to the Southern Islanders and
tribes of the southern Black Kingdoms. The Darfaris prefer
bludgeons as weaponry but are otherwise extremely similar
to the Southern Islanders. They are distinctive for their
extremely kinky hair.

Culture: The Darfaris file their teeth. Whether this is as
ornament or to aid in their cannibalism is unknown. They
are savage bandits and murderers for the most part and
their entire society is driven by an obsession with their evil
religion.

Names: It seems likely that Howard based the name
Darfari on Darfur, currently a part of Sudan, so non-Arabic
Darfurian and Nubian names are probably best for Darfari
names. Suggestions: (male) Adzete, Dahab, Nubu, Nunu,
Oteku, Solon; (female) Ate, Dede, Tele, Tete, Terte.

Religion: Most Darfaris belong to a highly unpleasant
cannibal cult. It is uncertain which god they revere;
there is some suggestion that it might be the desert
god, Yog, the Lord of the Empty Abodes, which
would fit with the idea that Darfar is
similar to modern Darfur in that it
is comprised predominantly
of plateaus and deserts.

Racial Features: With the following exceptions, the
Darfari are treated as Southern Islanders.

#® +1 racial bonus to all actack rolls with any kind
of bludgeoning melee weapon: The Darfaris love
nothing better than to beat their enemies to death
or unconsciousness. They believe that this retains the
flavour of the meat far better than allowing a victim’s
blood to spill upon the earth. This bonus replaces the
usual Southern Islander bonus to attack rolls with
spears and javelins.

#® Bite: A Darfari who is grappling an opponent and
performs the Damage Your Opponent action (see page
200) gains a +1 damage bonus and deals lethal piercing
damage instead of the nonlethal bludgeoning damage
that would be usual for this action.

® +1 racial bonus to all Perform (drums) checks: This
replaces the usual Southern Islander bonus to Perform

(dance).
Favoured Class: Barbarian
Prohibited Classes: Pirate, Noble
Automatic Languages: Darfari

Bonus Languages: Kushite, Stygian, Keshani, Shemitish,
Puntan

STY.GIAN

The modern ruling-caste Stygians are tall, broad and black-
haired, with dusky skin and handsome, straight features.
Members of the ruling caste of the Stygians are hereditary
warriors, though the Stygian deserts and cities are almost as
famous for producing powerful sorcerers. Most have fairly
dark skin, though a few of the most ancient noble families
have skin the colour of pale ivory.

Ordinary Stygians are a downtrodden mix of many
different races, as most of them are descended from slaves.
They should generally be treated as Kushites, Shemites,
Southern Islanders, or even Hyborians, depending
on their origins.

Culture: The Stygian society is essentially a theocracy.
Heretics and criminals alike are punished with horrible
torture, such as being skinned alive. According to legend,
before the Lemurians arrived, the land of Stygia was
inhabited by a race of giant-kings. The Lemurians bred

- with the giant-kings and, learning much of their ancient

sorcery, became the Stygians. One




Stygian priest says that some mummies have lain in their
tombs for ‘ten thousand years’; this could be boasting to
suggest Stygia is older than it is — or he may be referring to
the tombs of the giant-kings.

Names: Stygian names are similar to Egyptian names. They
are often combinations of several meaningful syllables,
such as: Nafer, Nut, Thoth, Merkri, Ak, Mek, Amon, Mes,
Ra, Mun, Ankh, Cris, Ri and Phon. Note that if additional
names are researched, they should be derived from ancient
Egyptian rather than modern Egyptian sources. Examples:
(male) Ctesphon, Kutamun, Thoth-amon, Thothmekri,
Thugra Khotan, Thutmekri, Thutothmes, Tothmekri,
Totrasmek, Tuthamon, Tuthmes; (female) Thalis,
Akivasha. Suggestions: (male) Bakt, Imhotep, Kamoses,
Menes; (female) Ankhesenamun, Enehy, Hebeny, Imiu,
Isetnophret, Kiya, Miw-Sher, Netikerty, Sadeh, Yunet.

Religion: By far the most widely worshipped Stygian god
is Set, the Old Serpent. However, other dark ‘hideous half-
bestial’ and ‘apish’ gods are worshipped as well, perhaps
including Hanuman. There is a cult in Luxor that follows
Derketo. There is a suggestion that Set’s enemy Ibis was
once worshipped in Stygia or Acheron but was driven out.
Like the later Egyptians, the Stygians believe in bodily
resurrection and that the soul, or Ka, is separated from the
body to pass into the afterlife on death.

Racial Features: All of the following are racial features of
the Stygians:

® +2 racial bonus to all Knowledge (arcane), Perform
(ritual) and Craft (alchemy) checks: The Stygian ruling

caste is steeped in arcane lore from a very early age.

® +1 racial bonus to attack rolls when wielding a Stygian
bow: Stygian nobles are born to the hunt and to war. They
routinely use the heavy bow of their country to bring down
desert lions and other large prey

® -2 racial penalty to all saving throws against Corruption:
Most Stygian sorcerers welcome corruption if there is a

chance it will bring them a little more arcane power.

® Exotic Weapon Proficiency: Stygian bow. All true
Stygians learn the techniques of the powerful Stygian bow.

Background Skills: Handle Animal, Knowledge (arcane),
Knowledge (local) and Perform (ritual)

Favoured Class: Scholar, Noble or Temptress

Prohibited Classes: None
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Automatic Languages: Stygian

Keshani,
Hyrkanian,

Bonus Languages: Shemitish, Kushite,
Zembabwean, Puntan, Darfari, Khitan,
Acheronian, Demonic, Old Stygian

VENSEHY/AN

Vendhyan societies are probably the most advanced outside
of the West and Khitai and feature highly sophisticated
systems of government and religion. Vendhyans tend to
have light brown to mid-brown skin, straight black hair and
large dark eyes. Vendhyan adventurers are almost always
from the Kshatriya caste, the ancient warrior aristocracy

of Vendhya.

Culture: The rulers of the golden kingdoms south of the
Himelian Mountains are considered little short of divine
and operate a caste system. Vendhya’s culture resembles
that of the mythical India described in the Vedas.

Names: Vendhyan names tend to be Indian in
origin. Examples: (male) Bunda, Chand, Chunder,
Gitara, Khemsa, Khurum, Shan; (female) Yasmina.
Suggestions: (male) Darshan, Iswara, Kintan, Purdy,
Ravi; (female) Ambika, Bakula, Chandi, Dhanna, Hema,
Indira, Malini, Rajni.

Religion: Vendhyans tend to revere the mystical religion
of Asura and believe in a heaven, a hell and the judgment
of souls. Vendhya also has a well-developed practice
of astrology, suggesting a strong belief in fate. Ascetic
hermits dwell in caves on the borders of Vendhya, where
they meditate on the mysteries of the world. \

Racial Features: All of the following are racial features

of the Vendhyans:

#® +2 racial bonus to all Diplomacy, Sense &
Motive and Knowledge (nobility) checks
and +1 racial bonus to all Bluff, Gather
Information and Knowledge (history) checks:
The Vendhyans are an ancient, cultured
and well-educated race. Particularly at
the higher levels, their society is highly
sophisticated and careful choice of words

is often a more important survival factor
even than skill at arms. Though
they seem to be at war with their
neighbours on a regular basis,
they will make every effort to
find a diplomatic solution
where possible.



Martial Weapon Proficiency: Light lance. Vendhyans
gain a +1 circumstance bonus to attack and damage
rolls made when performing a mounted charge with
a light lance. Lancers form the core of the Vendyhan
military and every citizen of the Kshatriya caste is an
expert lancer.

#® +1 racial bonus to all Will saving throws, except against
hypnotism: Vendhyans have a structured and disciplined
society, which tends to breed strong-willed citizens.
However, Vendhyan resolve still breaks down more often
against hypnotism than against any other cause.

® Weapon Familiarity: Vendhyans can wield tulwars
as though they were martial weapons rather than
exotic weapons.

Background Skills: Diplomacy, Knowledge (local), Sense
Motive and Knowledge (nobility).

Favoured Class: Soldier or Noble
Prohibited Classes: Barbarian, Nomad
Automatic Languages: Vendhyan

Bonus Languages: Khitan, Hyrkanian, Afghuli, Iranistani,
Kosalan

Most Zamorians are black-haired and fairly dark of
complexion. They are descended from the Zhemri, a
mysterious race said to be one of the first human peoples.
The Zamorians are regarded as an ancient and evil race.

Zamorians make the best thieves in the world and are

known for keeping faith with their employers when thieving

to order. This is not the same as a true Code of Honour
(see page 77) but is simply a measure taken to ensure
repeat business.

Culture: According to Yag-kosha in The Tower of
the Elephant, the Zamorians are survivors of an
ancient pre-Cataclysmic civilisation (probably
Zarfhaana) and were one of the first
civilisations to develop after
the Great Cataclysm. The
Zamorians' 3,000 year-old
civilisation has long since
sunk into decadence

and Zamorians have a reputation as criminals. Cities such
as the ‘City of Thieves  and ‘Shadizar the Wicked’ only serve
to enhance this notoriety. In theory Zamora is a despotic
state, though in fact strong priests and other courtiers have

been known to hold the king in thrall.

Names: Zamora is another melting pot of humankind,
being on the crossroads of all land-based trade. Names
from all over the world are probably appropriate. Of
the two examples we have, one seems Spanish, the other
Ukrainian; Ukrainian names are probably a better fit,
given Zamora’s geographical location. Examples: (male)
Shevatas, Yara. Suggestions: (male) Bohdan, Buryan,
Danyo, Petruso, Vanko, Yare; (female) Anichka, Ionna,
Luba, Olena, Orynko, Oxana.

Religion: Zamora has a large and varied pantheon of
many deities which interrelate in a complex manner quite
impenetrable to outsiders. It is most famous for the Spider
Cult centred on the city Yezud, where dancing gitls cavort
before a black stone spider that is their god. The Hyborians
regard this god as abominable and its temples are forbidden
outside Zamora. In addition, Bel, God of Thieves, is
unsurprisingly popular, being one of the few non-Zamorian
gods whose worship is permitted in Zamora.

Racial Features: All of the following are racial features of
the Zamorians:

® +2 to Dexterity, -2 to Strength: Zamorians are wiry
and lithe but lack the sheer muscle-power of some of
the larger races.

#® +2 racial bonus to all Open Lock, Disable Device and
Sleight-of-Hand checks and +1 racial bonus to all Craft
checks: Zamorians have the quickest and nimblest
fingers in all the civilised lands.

® +2circumstance bonus to all Gather Information checks
that relate to theft, assassination and the locations or
powers of legendary or magical objects: Zamorians
seem to know where to find the deadliest poisons and
most ancient artefacts, as well as the richest treasures.

#® +1 circumstance bonus to Climb, Hide, Listen, Move

Silently and Spot checks in urban and underground
conditions: Though they are no great woodsmen,
Zamorians are adept at operating stealthily and
efficiently in cities, tombs and similar locations and their
senses are constantly on the alert in such conditions.

Background Skills: Knowledge (local), Knowledge
(rumours), Open Lock, Disable Device and

Sleight of Hand.
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Favoured Class: Thief or Temptress
Prohibited Classes: Barbarian, Pirate
Automatic Languages: Zamorian

Bonus Languages: Hyrkanian, Brythunian, Corinthian,
Kothic, Shemite

ZINGARAN

Most Zingarans are black-haired and dark of complexion.
They are descended from a mixture of the Pictish and
Hyborian people, along with the pre-Pictish inhabitants
of Zingara, who are thought to be closely related to
the Shemites. They are lean and dangerous-looking in
appearance and have fiery tempers. The warriors of eastern
Zingara sport black moustaches.

Culture: The Zingaran culture resembles that of Spain
in the late medieval period. Zingaran nobility are noted
for their skill with swords and their chivalry. However,
the reputation of the commoners, mainly the abundant
sailors, is less impressive. Black serfs toil in the plantations
of southern Zingara under the whips of the slave-masters.

Names: Zingaran names tend to have a Spanish, or Gypsy,
air to them. Names often end in ‘0’ for men and @’ for
women. Zapayo Da Kova is an interesting example of a
full name, roughly translated it means “Zapayo of Kova,’
with Kova probably being the family estate. Examples:
Beloso, Galbro, Gebbrelo, Gebellez, Valbroso, Valenso,
Zapayo, Zaporavo, Zarono, Zingelito; (female) Belesa,
Sancha. Suggestions: (male) Castel, Devante, lago, Inigo;
(female) Adoncia, Bonita, Catalina, Cochiti, Jachinta,
Madra, Neva, Perla.

Religion: Zingaran gods are older than many other
Hyborian gods but very little is known about the precise
details of their worship. Many of the younger Zingarans
have probably begun to worship Mitra, the main Hyborian
god.

Racial Features: All of the following are racial features of
the Zingarans:

® +2 Charisma, -2 Constitution:
swaggering, flashy and have one of the most complex

Zingarans are

political structures outside of Vendhya. However, they
are not as tough as most of the Hyborian races, as
Conan readily demonstrates by killing an experienced
Zingaran freebooter with a single punch to the jaw.

——
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® +1 racial bonus to all Sense Motive checks but a -1
racial penalty to all Diplomacy checks: The Zingarans
are naturally wary of others’ motives and assume the
worst about their own countrymen and foreigners
alike. This suspicious nature can be useful at times but
tends to cause negotiation to break down into mutual
paranoia and hatred, making the Zingarans poor
diplomats.

#® +1 racial bonus to all Profession (sailor), Balance and
Use Rope checks: The Zingarans do a fair amount of
trading on the sea but indulge in even more raiding.
Zingaran buccaneers are almost as feared as the pirates
of the Baracha Islands.

® +1 racial bonus to all attack rolls made with the
broadsword and arming sword: The Zingarans are
among the most expert swordsmen of the known
world. They employ a highly developed and scientific
approach to the study of swordsmanship.

® Martial Weapon Proficiency: Arming sword. Zingaran
swordsmanship is taught in both formal fencing-
schools and the back streets of every city, which are
no less strict; though many Zingarans learn to wield
only the civilian arming sword rather than the more
military broadsword.

® Sneak Attack: All Zingarans begin play with a +1d6
sneak attack. This is treated exactly like the thief class
feature of the same name (see page 73). It stacks with
the sneak attack class feature from the thief class or
from any other class that grants it. Zingarans are
regarded as untrustworthy, not because they are
thieves like the Zamorians but because they will stab
a man in the back as soon as look at him.

\

® Weapon Familiarity: Zingarans can wield
greatswords as though they were martial M
weapons rather than exotic weapons. ]

Background Skills: Profession (sailor) or Bluff,
Balance, Knowledge (local) and Use Rope.

Favoured Class: Soldier, Pirate or Temptress
Prohibited Classes: Barbarian, Nomad
Automatic Languages: Zingaran
Bonus Languages: Argossean,

Pictish, Aquilonian, Shemitish,
Ophirean
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T've been 2 mercenary captain, a corsair, 2 kozak, a 3
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penriless vagabend, 2 general — hell, T've been everything =

except a king of a civilized country, and T may be that, ';

before 1 die.” The fancy pleased him, and he grinned ;
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The Hyborian Age is a time of mighty heroes and churlish
vagabonds, evil sorcerers and savage warriors, corrupt
priests and master thieves. It is a time unlike any other
and those who experience this time live the fullest lives
imaginable, constantly striving against powerful foes and
unnatural horrors and secking out unimaginable wealth
and ancient artefacts.

The classes of Conan the Roleplaying Game are presented in
this chapter to assist players in creating their characters.

EENRNGTZR FLIASIZS

Heroes of the Hyborian age live lives of danger, excitement
and adventure. Each chooses his path through life and the
means by which he will seize fame, wealth or power.

A character’s class is his vocation; it determines his strengths,
his training and more. Along with race it determines, in
game terms, who a character is.

HIT OIl&

This is the die type used by characters of a class
to determine the number of hit points gained
with each level.

A player rolls one die of the
given type each time his
character gains a new level
up to level 10. The

character’s

Constitution modifier is applied to the roll. Add the result
to the character’s hit point total. Even if the result is zero
or lower, the character always gains at least one hit point.
A 1% level character gets the maximum hit points rather
than rolling, although the Constitution modifier is still
applied.

From 11 level onwards, characters gain a fixed number of
hit points per level instead of rolling. This number is +1
for gaining a level in a class that would usually give 1d6 hit
points, +2 for a class with 1d8 hit points and +3 for a class
with 1d10 hit points. Constitution bonuses are not added
to these fixed hit points.

For example, Amulric is a I* level noble with Constitution
16. Nobles usually have 1d8 hit points but at 1* level Amulric
gains the maximum of eight hit points, +3 for his Constitution
bonus for a total of 11.

By the time he is 10" level, assuming his Constitution has
increased to 18 by this point, he will have eight(1" level
maximum) + 948 (hit dice for levels two to 10) + 40 (Con
bonus +4, times 10) = 88 hit points.

Each level thereafter, however, he gains only +2 hit points, so
at 11" level he has only 90 hit points.

At 20" level, assuming a Constitution of 20, he will have eight
(1 level maximum) + 948 (hit dice for levels two to nine) +
50 (Con bonus +5, times 10) + 20 (fixed hit points +2, times
10) = 118 hit points.

CLASS skilLlLs

This section provides a list of class skills and gives the
number of skill points a character starts with at Ist level,
as well as the number of skill points gained each level
thereafter. A character’s Intelligence modifier is applied to
determine the total skill points gained each level. A character
always gains at least one point per level, even if he has an

Intelligence penalty.

The maximum number of ranks a character can have in
a skill is equal to the character’s level +3. Note that cross-




class skills may be bought as high as class skills in Conan
the Roleplaying Game, but each rank will cost you twice
as many skill points. For more information see page 86 in

Chapter 5: Skills.

CLASS TABLE

This table details how a character improves as he attains
higher levels in the class. It includes the following
information:

® Level: The character’s level in the class.

% Base Attack Bonus: The character’s base attack bonus
and number of attacks.

® Fort Save: The base save bonus for Fortitude saving
throws. The character’s Constitution modifier also
applies.

® Ref Save: The base save bonus for Reflex saving throws.
The character’s Dexterity modifier also applies.

% Wiill Save: The base save bonus for Will saving throws.
The character’s Wisdom modifier also applies.

® Class Features: Level-dependent class features as
explained in the section that follows.

CLASS ANO LevVEL BONUSES

An attack roll or a saving throw is a combination of three
numbers, each representing a different factor: a random
element, which is the number you roll on the d20, a number
representing the character’s innate abilities, which is the
ability modifier, plus a bonus representing the character’s
experience and training. This third factor depends on the
character’s class and level. Each class table summarises the
figures for this third factor.

BASE ATTACKk BONUS

Check the table for your character’s class. On an attack roll,
apply the number from the Base Attack Bonus column to
the d20 die roll. Use the bonus that corresponds to the
character’s level. Numbers after a slash indicate additional
attacks at reduced bonuses: ‘+12/+7/+2’ means that a
character of this level makes three attacks per round,
with a base attack bonus of +12 for the first attack, +7 for
the second and +2 for the third. Ability modifiers apply
to all these attacks.

When a character’s base attack bonus reaches +6, he
is entitled to make an extra attack at a +1 base attack
bonus. However, if the character’s attack bonus only
reaches +6 or higher because of modifiers, he does not get
this extra attack.
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For example, a 4™ level soldier has a base attack bonus of
+4. When using a crossbow or other ranged weapon, he
adds his Dexterity modifier. Even if this increases his attack
bonus to +6 or higher, he does not gain an additional attack.
For these purposes, only the base attack bonus counts. If
a character has more than one class, add the base attack
bonuses for each class together to determine the character’s
base attack bonus. See the Multiclass Characters section
for an example.

BASE OO0OGE BONUS

This number represents the amount added to a character’s
Dodge Defence. See the Combat chapter.

BASE PARRY BONUS

This number represents the amount added to a character’s
Parry Defence. See the Combat chapter.

BASE SAVING
THROW DBON\UISES

Check the table for each character’s class. The table lists
the base saving throw bonuses for the three types of saving
throws: Fortitude, Reflex and Will. Use the bonuses that
correspond to the character’s level. If a character has more
than one class, add the base saving throw bonuses for
each class to determine the character’s base saving throw
bonuses. See the Multiclass Characters section for an
example.

LEVEL-OEPENDENT
BENEFITS

Inaddition to attack bonuses and saving throw bonuses,
all characters gain other benefits from advancing

in level. The following summarises these
additional benefits: .

XP: This column shows the experience point
total needed to achieve a given character level.
As a character accumulates experience points
through game play or by Games Master
allowance, his level increases to match the
one given on this chart. Unless specific
campaign rules dictate otherwise, a new
level is gained as soon as a character’s
experience point total equals or
exceeds that level’s threshold.
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QERENDENTABENEFITS
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Masx Skill Ranks: The maximum number of ranks a
character can have in a skill is equal to his character level +
3. A class skill is a skill associated with a particular class and
costs 1 skill point per rank. Cross-class skills cost 2 points
per rank. Class skills are listed in each class description in
this chapter.

Feats: This column indicates the levels at which a character

gains feats: one at 1% level, one more at 3" level and one

more at every 3" level thereafter. See the Feats Chapter for
feat descriptions.

Ability Increases: This column indicates the levels at
which a character gains ability score increases. At 4™
level and every four levels thereafter (8%, 12, 16

increase to any one of his ability scores.
The player chooses which ability
score to improve. At 6®

level and every four levels
thereafter (10, 14" and

Character Max Skill Single Ability All Ability
Level XP Ranks Feats Increases Increases
& 0 4 1% — —
5 1,000 5 — — —
3 3,000 6 . D = —
4 6,000 7 A= 1= -
i 10,000 8 — = -
6™ 15,000 9 3 - e
7 21,000 10 = - -
8 28,000 11 — 7 -
s 36,000 23 4 E -
10t 45,000 13 — — Ppd
e 55,000 14 — = =
178 66,000 15 S 3 —
13 78,000 16 — — —
14 91,000 17 - — Ak
15% 105,000 18 6 - =
16 120,000 19 — i =
174 136,000 20 — — —
18 153,000 21 7 — 4t
19 171,000 22 - = -
190,000

his ability scores. The ability improvement is permanent.
For multiclass characters, feats and ability score increases
are gained according to character level, not class level. Thus,
a 3" level scholar/1% level soldier is a 4" level character and
eligible for his first ability score boost.

For example, a noble with a starting Charisma of 16 who
intends to improve his position at court might improve to
Charisma 17 at 4% level. At 8" level, the same character
might improve Charisma again from 18 to 19, it having
increased to 18 at 6” level. This will occur even if the noble

spends time as a scholar between 4* and 8" levels and is a
6" level noble/2" level scholar.

and 20™ levels) a character gains a permanent +1 CLASS FE ATURES

This entry details special characteristics of each class,
including bonus feats and unique talents that are gained as
a character attains higher levels in a class.



MULTICLASSING

Any character can multiclass without penalty in Conan the
Roleplaying Game, so long as he is in a suitable environment
to learn the necessary skills and talents of the class, in the
Games Master’s opinion. For some classes this may be quite
tricky; a character who does not start out as a barbarian or
nomad, for example, will need to live extensively with an
appropriate barbarian tribe or nomad clan before he may
reasonably take a level in that class. On the other hand,
any character who joins a mercenary band or army could
probably be permitted to multiclass into the soldier class
if he wishes.

However, characters are encouraged to stick to one class
for at least 10 levels so as to gain the maximum number of
feats under the Favoured Classes rules (see page 14). This
allows some players to create strongly archetypal characters
and others to learn a little something from a large number
of different character classes, just as Conan himself did.

Note that beyond 11% character level, hit points for
multiclass characters work in much the same way as for
single-classed characters. The character gains either +1,
+2 or +3 as a fixed bonus to hit points for each class
level gained between 11" and 20, with the fixed bonus
depending on the Hit Die type of the class in which a level
has been gained.

For example, Conan is a 1* level barbarian with a Constitution
of 18. He has 10 + 4 = 14 hit points at 1* level.

By 107 level, he has taken two more levels of barbarian, as
well as two levels of pirate, two of thief and three of soldier and
his Constitution is now 20. His total hit points at this time are
10 + 2d10 + 2d8 + 2d8 + 3410 + 50 = 105.

From this point onwards, he will only get fixed bonus points
rather than Hit Dice and Constitution bonuses when he
advances a level. Thus at 11" level he decides to take another
level of barbarian and gains +3 hit points for a total of 108.
At 12" [evel he takes another level of pirate and adds +2 it
points for a total of 110. At 13" level he takes a level of nomad
and adds +3 hit points for a total of 113.

BARBARIAN

Adventures: The Hyborian Age is a time of great
opportunity for barbarians. The civilised nations that have
developed across most of the Western world from the old
Hyborian tribes are largely decadent and there are plenty
of chances for a canny barbarian to steal from them — or
even conquer them. Beyond the borders of the
Hyborian lands lie many forgotten cities and
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ancient tombs; once more, the
barbarian is ideally suited to
exploring or plundering
such sites.

Characteristics:
Barbarians have a fast
and highly versatile
combat style. In all-
round, no-holds-
barred fighting, few
can hope to defeat
them, though a
soldier from

a more
civilised
nation may
have the edge in a
formal duel or
mass battle.
Barbarians also
have excellent
reflexes, as well
as the ability

to turn fear into
anger; they can slice through
supernatural foes in a red fury when other characters
would flee in terror.

Religion: Barbarians usually follow the religion of their
native land, whether it is the straightforward worship
of Crom and his kin popular in Cimmeria, the grim
faith of the Nordheimir, the worship of the savage and
sacrifice-hungry gods of the Picts, or the awe of the
witch-doctor’s juju and the mysterious deities of the
Black Kingdoms.

Background: Barbarians may come from
almost any non-civilised land, though %
nomads are more common in the deserts :
and steppes. Likewise, they may follow
almost any profession, with the exception of
some of the more esoteric civilised trades. A
Cimmerian might be the son of a blacksmith
or warrior chief. A Pict could be a young
hunter or shamans apprentice and an
Afghuli hillmanhas almost certainly spent
much of his life raiding Vendhya and
other civilised lands.
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Base Attack Dodge |Parry |Attack |Fort |Ref [Will

Level |Bonus Bonus |Bonus [Bonus |Save [Save [Save [Special
1 +1 +0 +0 +0 +2 +2 +0 Fearless, Track

Versatility (=2 penalty)
) +2 +1 +0 +0 +3 +3 +0 Bite Sword, Crimson Mist
3 +3 +2 +1 +0 +3 +3 +1 Trap Sense +1, Endurance
4 +4 +3 +1 +1 +4  [+4 |+1 Uncanny Dodge
5 +5 +3 +1 +1 +4  [+4 |+1 Mobility
6 +6/+1 +4 +2 +1 +5 +5 +2 Trap Sense +2, Diehard
7 +7/+2 +5 +2 +1 +5 |[+5 |+2 | Versatility (no penalty)
8 +8/+3 +6 +3 +2 +6  |[+6 |+2  |Improved Uncanny Dodge
9 +9/+4 +6 +3 +2 +6  |+6 |+3 Trap Sense +3
10 +10/+5 +7 +3 +2 +7 |+7 |+3 |Improved Mobility,

Damage Reduction 1/-
11 +11/+6/+1 +8 +4 +2 +7  |+7  |+3 Greater Crimson Mist
12 +12/+7/+2 +9 +4 +3 +8 +8 |+4 | Trap Sense +4
13 +13/+8/+3 +9 +4 +3 +8 +8 | +4 Damage Reduction 2/-
14 +14/+9/+4 +10 +5 +3 +9 +9 |+4 | Versatility (double threat range)
15 +15/+10/+5 +11 +5 +3 +9 +9  [+5 Greater Mobility, Trap Sense +5
16 +16/+11/+6/+1 | +12 +6 +4 +10  [+10 [+5 Damage Reduction 3/-
17 +17/+12/+7/+2 [+12 +6 +4 +10  [+10 |+5 Unconquerable
18 +18/+13//+8/+3 | +13 +6 +4 +11 |+11 |+6  |Trap Sense +6, Wheel of Death
19 +19/+14/+9/+4 |+14 +7 +4 +11 |+11 |+6  [Damage Reduction 4/-
20 +20/+15/+10/+5 | +15 +5 +12 |+12 |+6 | Versatility (triple threat range)
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SAME RUI-E (Int), Craft (any mundane) (Int), Handle Animal (Cha),
INFORM ATION Hide (Dex), Intimidate (Cha), Jump (Str), Listen (Wis),

Abilities: Strength, Dexterity and Constitution are all
crucial for the barbarian. He must be capable of hitting
hard and fast, dodging most enemy blows and simply
taking blows that get past his guard. Furthermore,
he should cultivate his Charisma if he plans to be a
great leader of men, increase his Wisdom to ensure his

'

senses are as keen as possible and develop his Intelligence

so that he gains plenty of skills.

Hit Die: d10

CLASS skills

The barbarian’s class skills
(and the key ability for
each skill) are Bluff (Cha),

Climb (Str), Craft
(herbalism)

Move Silently (Dex), Perform (Cha), Profession (Wis),
Ride (Dex), Spot (Wis), Survival (Wis) and Swim (Str).

Skill Points at 1st Level: (4 + Int modifier) x 4

Skill Points at Each Additional Level:
4 + Int modifier

CLASS FEATURES

All of the following are class features of the barbarian:

Weapon and Armour Proficiency: A barbarian is proficient
with all simple and martial weapons, two-weapon combat
(barbarians effectively gain the Two-Weapon Combat feat
for free) and light and medium armour and shields. Note
that armour check penalties for wearing medium or heavy
armour apply to the Balance, Climb, Escape Artist, Hide,
Jump, Move Silently, Sleight-of-Hand and Tumble skills.



Also, Swim checks suffer a —1 penalty for every five pounds
of armour and equipment a barbarian carries.

Fearless: Barbarians gain a +2 resistance bonus to all Will
saving throws against any type of fear effect, including

Terror (see page 370).

Track: At 1% level the barbarian gains the Track feat for
free. If the barbarian already has the Track feat, he instead
gains Skill Focus (Survival).

Versatility: Barbarians have little time for the niceties of
civilised swordplay but their unorthodox fighting style
allows them to pick up and wield almost any weapon with
ease or turn an everyday object such as a heavy bench
or treasure chest into a deadly improvised weapon. All
barbarians suffer only a -2 penalty when using a weapon
with which they are not proficient, including exotic
weapons, improvised weapons and melee weapons that
cannot usually be thrown.

From 7 level onwards, the barbarian suffers no penalty at
all when using weapons with which he is not proficient,
whether they are exotic weapons, improvised weapons or
melee weapons which cannot usually be thrown. In effect,
he is proficient with all weapons.

At 14™ level, the barbarian doubles the threat range when
wielding any melee weapon, including simple, martial,
exotic and improvised weapons, as well as unarmed attacks
and grapples. At 20" level this threat range is tripled.

Bite Sword: The barbarian often finds it useful to carry his
sword in his teeth, such as when he is suddenly plunged
into icy water, clutching at a crumbling cliff-face or leaping
over a palisade. When he finds he has no time to replace
his blade in its scabbard he can instead hold it in his strong
jaw. Up to once per round, as a free action, a barbarian
of 2" level or higher can place any light weapon or any
one-handed slashing weapon in his mouth and carry it
securely there for up to 3 + Strength modifier rounds,
or 3 + Strength modifier minutes if it is a light weapon,
before taking it back into his hand as a free action once
more. While carrying his weapon in his mouth in this
manner, the barbarian can act normally, though he may
not attack with the weapon in his mouth and his speech
is somewhat muffled.

Crimson Mist: Any time a barbarian of 2™ level or higher
succeeds in a Will saving throw against Terror (see page
376), he flies into a furious anger instead of becoming
terrified. This is treated in all respects as the
Fighting-Madness feat (see page 126), including

the restriction that it may only occur once per day. A
character who has the Fighting-Madness feat and is also
a barbarian of 2™ level or higher may voluntarily go into
a Fighting-Madness once per day and may also enter a
crimson mist once per day if he succeeds in a Will saving
throw against Terror.

From 11" level onwards, the barbarian’s crimson mist
becomes more powerful, with the bonus to Strength and
Constitution increasing to +6 and the bonus to Will saving
throws increasing to +3. Note that if the barbarian also
has the Fighting-Madness feat, this improved crimson mist
ability has no effect on his Fighting-Madness.

Trap Sense: At 3" level, the barbarian gains a +1 bonus to
Reflex saving throws made to avoid traps and a +1 dodge
bonus to Dodge Defence against traps. Every three levels
thereafter these bonuses increase by +1. Trap sense bonuses
gained from different classes stack.

Endurance: At 3" level, the barbarian gains Endurance as
a bonus feat. If he already has Endurance, he instead gains

Diehard.

Uncanny Dodge: From 4™ level and above, the barbarian
can still use Dodge Defence when caught flat-footed or
when struck by an invisible attacker. If the barbarian
already has uncanny dodge from some other source, such
as from being a 4™ level pirate already, he instead gains
improved uncanny dodge (see below).

Mobility: From 5™ level onwards, the barbarian gets
a +4 dodge bonus to Dodge Defence against attacks
of opportunity when he moves out of or within a
threatened area. If the barbarian already has mobility
from some other source, such as from being a 5"
level nomad already, he instead gains improved
mobility (see below). Note that mobility does

not apply if the barbarian is mounted. ,

Diehard: At 6% level the barbarian
gains Dichard as a bonus feat. If he
already ~ has  Diehard, he instead

gains Toughness.

Improved Uncanny Dodge: At 8" level,
the barbarian can no longer be flanked,
except by a character with at least four
more levels in thief or pirate than
he has in barbarian.
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Improved Mobility: From 10" level onwards the barbarian
never provokes attacks of opportunity so long as he moves
at least 10 feet during that combat round. If the barbarian
somehow already has improved mobility, he instead gains
greater mobility (see below). Note that improved mobility
does not apply if the barbarian is mounted.

Damage Reduction: Starting at 10™ level, the barbarian
gains the extraordinary ability to shrug off some amount
of injury from each blow or attack. Subtract one from the
damage the barbarian takes each time he is dealt damage.
At 13" level, this damage reduction rises to two. At 16,
it rises to three. At 19", it rises to four. Damage reduction
can reduce damage to a minimum of zero.

Greater Mobility: From 15 level onwards the barbarian
may move up to his normal speed as part of a full attack
action rather than merely taking a five-foot step. He may
move and attack in any order, so he might for example
move five feet, attack once, move ten feet, attack twice
more and then move again for the remaining fifteen feet of
his movement. Note that greater mobility does not apply if
the barbarian is mounted or wearing heavy armour.

Unconquerable: A barbarian of 17* level or higher who
is reduced to less than zero hit points (but is still alive) no
longer takes a point of damage for performing a standard
action, as he usually would according to the Diehard
feat. Furthermore, he does not die until he is reduced to
a number of negative hit points equal to his class level
and may continue to perform either a move action or a

standard action each round until that point. ;

Wheel of Death: From 18" level, the barbarian gains a

bonus attack at his highest attack bonus on any round in which
he has no allies within five feet and at least three opponents within

five feet.

- BERRERER

Adventures: Borderers are used in particular by civilised nations
attempting to push back their boundaries into wilderness. At

may also sometimes contain appropriate conditions
for borderers to find work. Some borderers may spend
most of their time as gamekeepers in the great forests of
the nobility protecting their lords’ game animals from
poachers. Others may live in border regions, acting
as bulwarks against their land’s enemies, while others
still find employment with armies or mercenary bands
as scouts and outriders.

Characteristics:

Borderers are especially at home in any woodland,
including jungle, and gain a number of bonuses while in
such terrain. The more experienced borderers also learn
to take advantage of other terrain conditions. They learn
suitable combat skills such as archery or the use of paired
weapons for dealing with hit-and-run skirmishers, They are
expert trackers and have almost unstoppable endurance,
fighting on against overwhelming odds even at the cost of
their own lives.

Religion: Most borderers revere the main deity or deities of
theirrace—usually Mitraamong the Hyborian peoples. Some
learn a few of the secrets of their enemies’ gods too, though
this may alienate them from their own people.
The cults of the Pictish gods in particular
have a good deal of hidden lore that can be
useful to any woodsman.

present Aquilonia, with its regular pushes into the Pictish
Wilderness, is the primary sponsor of borderers.
Borderers in those new settlements can expect
lives full of danger and trouble,

constantly pushing back Pictish
raids and counter-raiding
Pictish villages in turn.
Other civilised regions




Background: Most borderers are originally from regions
that are relatively peaceful but which nonetheless have
a good deal of wilderness as well as scattered farms and
villages. Growing up in these relative backwaters, such
as Tauran and the other western provinces of Aquilonia,
borderers learn the woodcraft and hardiness necessary to
excel at what they do.

GAME RULE INFORMATION

Abilities: The abilities needed by a borderer are very much
dependent on the precise role he is to play. If he is to be
predominantly a skirmishing borderer, he will need to be
very capable in combat, so Dexterity is probably his most
crucial ability, particularly if he specialises in archery, with
Strength and Constitution next. A more skill-oriented
borderer will need a high Intelligence to gain plenty of
skill points, as well as reasonable Wisdom, Dexterity and
Charisma for the skills based on those abilities.

Hit Die: d10

CLASS skills

The borderer’s class skills (and the key ability for each
skill) are Climb (Str), Craft (herbalism) (Int), Craft (any
mundane) (Int), Gather Information (Cha), Handle Animal
(Cha), Hide (Dex), Jump (Str), Knowledge (geography)
(Int), Knowledge (local) (Int), Knowledge (rumours) (Int),
Listen (Wis), Move Silently (Dex), Profession (Wis), Ride
(Dex), Search (Int), Spot (Wis), Swim (Str), Survival (Wis)
and Use Rope (Dex).

Skill Points at 1st Level: (4 + Int modifier) x 4

Skill Points at Each Additional Level: 4 + Int modifier

CLASS FEATURES

All of the following are class features of the borderer:

Weapon and Armour Proficiency: A borderer is proficient
with all simple and martial weapons, two-weapon combat
(borderers effectively gain the Two-Weapon Combat feat
for free), light armour and shields. Note that armour check
penalties for wearing medium or heavy armour apply to
the Balance, Climb, Escape Artist, Hide, Jump, Move
Silently, Sleight-of-Hand and Tumble skills. Also, Swim
checks suffer a —1 penalty for every five pounds of armour
and equipment a borderer carries.
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Track: At 1* level the borderer gains the Track feat for free.
If he already has the Track feat, he instead gains the Skill

Focus (Survival) feat.

Favoured Terrain: At 1% level, the borderer gains a
favoured terrain type from among the following: Plains,
Swamp, Hills, Forest or Mountains. Alternatively, he may
choose a particular region as his favoured terrain, such as
a province in Aquilonia or a particular clan’s territory in
Cimmeria. At 7% level, 13" level and 19* level he may
choose an additional favoured terrain.

Any time a borderer is in one of his favoured terrains and
wearing no heavier than light armour, he gains certain
benefits as follows:

® +1 circumstance bonus to all Hide, Listen, Move
Silently, Search, Spot and Survival checks.

#® +1 dodge bonus to Dodge Defence: The borderer is
adept at using the natural features of the terrain to his
advantage in combat.

If the borderer chose a particular region as his favoured
terrain, he may add his favoured terrain bonus to his
Reputation while in that region.

At 4™ level and every four levels thereafter, the borderer’s
favoured terrain bonus for his first favoured terrain increases
by +1. His second favoured terrain bonus increases by +1
at 12% and 17 levels and his third favoured terrain bonus
increases by +1 at 19 level.

The borderer gains additional benefits as his favoured
terrain bonuses increase. If he has a favoured terrain =~
bonus of at least +2 for the terrain he is in, he gains a
+10 feet circumstance bonus to his movement. If he
has a favoured terrain bonus of at least +3 for
the terrain he is in, he may use the Hide skill
even if the terrain does not usually grant M
cover or concealment. If he has a favoured
terrain bonus of at least +4 for the terrain he
is in, his movement bonus within that terrain
increases to +20 feet, replacing the +10 feet
bonus gained at +2. If he has a favoured
terrain bonus of at least +5 for the terrain he
is in, he can use the Hide skill even while
being observed.

Combat Style: At 2™ level, the
borderer may select a combat
style from among the following:
archery, trapping or two-weapon

combat. £
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Base Attack
Bonus

Base
Dodge
Bonus

+1

+0

Track, Favoured Terrain +1

+2

+1

Combat Style

+3

+1

Endurance

+4

+2

Favoured Terrain +2

+5

+2

Improved Combat Style

+6/+1

+3

Diehard

+7/+2

+3

2" Favoured Terrain +1, Guide

+8/+3

+4

Favoured Terrain +3
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+9/+4

+4

Swift Tracker

+10/+5

+5

Bonus Feat
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+11/+6/+1

+5

Combat Style Mastery

—
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+12/+7/+2

+6

2 Favoured Terrain +2,
Favoured Terrain +4

+13/+8/+3

+6

3 Bavoured Terrain +1,
Guide (fast movement)

+14/+9/+4

+7/

Bonus Feat

+15/+10/+5

Heroic Sacrifice

+16/+11/+6/+1

+17/+12/+7/+2

Favoured Terrain +5

+18/+13//+8/+3

24 Favoured Terrain +3

Bonus Feat, Swift Tracker
(full speed)

+19/+14/+9/+4

3 Favoured Terrain +2,
4* Favoured Terrain +1

+20/+15/+10/+5

Favoured Terrain +6,
Guide (mounts)
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If he selects archery, he is treated as having the Rapid Shot ~ Endurance: At 3" level, the borderer gains Endurance

feat, even if he does not meet the prerequisites for that  as a bonus feat. If he already has Endurance, he instead

feat. gains Diehard.

If he selects two-weapon combat, he is treated as having
the Two Weapon Defence feat.

Improved Combat Style: At 5% level, the borderer
improves his knowledge of the combat style he previously
selected at 2™ level.
If he selects trapping, he gains the Stealthy feat.
If he selected archery, he is treated as having the Shot on

In any case, the borderer only gains the benefits  the Run feat, even if he does not meet the prerequisites for
of the feat when wearing no heavier than light  that feat.
armour.
If he selected trapping, he may prepare snares, traps and
tricks in an area. For every twenty minutes spent preparing
a site, the borderer may set up some trick that acts like an
aid another action. The character does not have to specify
what this trick is in advance — the player may choose in any
round to take a free aid another action, as long as he can

justify it with some trick the borderer could
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have set up in advance. A character can have a maximum
number of these tricks set up equal to his Wisdom. He
also gains the Poison Use feat, even if he does not meet the
prerequisites for that feat.

If he selected two-weapon combat, he is treated as having
the Improved Two-Weapon Combat feat, even if he does
not meet the prerequisites for that feat.

In any case, the borderer only gains the benefits of the feat
when wearing light or no armour.

Diehard: At 6" level, the borderer gains Diehard as a
bonus feat. If he already has Diehard, he instead gains
Toughness.

Guide: At 7" level, the borderer learns to guide others
expertly through any of the terrains he has mastered.
Whenever he is leading or guiding other characters, to a
maximum of one per two borderer levels, through a terrain
for which he has the favoured terrain class feature, they all
gain +1 circumstance bonuses to Move Silently, Survival
and Search checks. By assisting the other characters in
finding appropriate hiding places, the borderer can also
grant them +1 circumstance bonuses to Hide checks,
though he must spend one move action to assist with their
attempt to hide.

At 13™ level, any characters being guided as above also gain
+10 feet circumstance bonuses to their movement, so long
as the borderer has favoured terrain +2 or higher for the
appropriate terrain.

At 20" level, the bonuses extend to any mounts being
ridden by the characters the borderer is guiding.

Swift Tracker: A borderer of at least 9* level may move
at his normal speed without penalty while tracking. He
may move at up to twice his normal speed while following
tracks and take only a —10 penalty, rather than the usual
-20.

From 19* level, the borderer may track while moving
at his run speed without penalty. His tracking abilities
are legendary.

Bonus Feat: At 10" level and every four levels thereafter,
the borderer may select a bonus feat from the following list:
Toughness, Great Fortitude, Lightning Reflexes, Dodge,
Improved Initiative, Self-Sufficient, Stealthy, Quick Draw,
Alertness and Run.

Combat Style Mastery: At 11 level, the borderer masters
the combat style he previously selected at 2™ level.

If he selected archery, he is treated as having the Improved
Precise Shot feat, even if he does not meet the prerequisites
for that feat.

If he selected trapping, he gains the Monster Slayer feat,
even if he does not meet the prerequisites for that feat.

If he selected two-weapon combat, he is treated as having
the Reflexive Parry feat, even if he does not meet the
prerequisites for that feat.

In any case, the borderer only gains the benefits of the feat
when wearing no heavier than light armour.

Heroic Sacrifice: At 15" level the borderer gains the
ability to sacrifice his life for the benefit of his friends,
allies or dependents, allowing him to prevail even against
overwhelming odds at the cost of his own life. When
he is reduced to —10 hit points, he may elect to either
continue fighting or collapse as though Left for Dead
(see page 75).

If he chooses to continue fighting, his death is certain. Even
after he is reduced to —10 hit points he may continue to
take either a standard action or a move action each round,
still barely clinging to life, until the end of a combat
round during which he is not adjacent to any opponents.
At that point he dies. He does not die from hit point
damage or massive damage until that point, however
much additional damage is inflicted upon him, though

he could still potentially die from other means such as
poison or sorcery.

Once the borderer reaches —10 hit points he
may not be healed or otherwise restored to
life by any means. He will definitely die at M
the end of the encounter, whatever measures
may be taken to save him.

Adventures: Most nobles lead or hire groups
of adventurers. Few will accept anything less
than the position of party leader and front
man. They are, however, eminently
well suited for this role and unless g
a group contains an especially
charismatic sorcerer, the noble M
will usually lead it. Hyborian
nobles are born into rank -
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and privilege in the most civilised countries, yet they
are political animals and political schemes will often
lead them into adventure. Some nobles become
adventurers simply because they have nothing better
to do. They are usually not sufficiently skilled to
earn a living doing a regular trade or craft and their
training and relatively wealthy background can make
them both well-equipped and ready to face a life of
adventure. Other nobles quest for specific reasons,
such as to seek revenge on an old family enemy or
retrieve a lost hereditary artefact. Some nobles are
exiles from their rightful estates, left to wander the
world and avoid assassins’ daggers. Some are usurpers
and position themselves to gain enough money
and influence to make a strike at power.

Characteristics: Nobles are the most

courtly of characters and are often

accompanied by a retinue. They frequently
favour brains over brawn and will use
others to achieve goals. They dislike being
disobeyed. The nobles of each nation have
slightly different characteristics to reflect
the particular expectations that each nation
has for its leaders. In addition, nobles may select

careers to help differentiate themselves from other
nobles. Noble characters can represent everything from
pampered courtiers to battle-hardened border lords, with
characteristics to match. What they do have in common
is their powerful leadership qualities and the ability to
command a certain degree of respect.

Religion: Nobles almost invariably follow the state
religion or other main religion from their land of origin,
at least in public. A few may have private religious
practices that are far less mainstream. Indeed, many a
noble from a supposedly civilised land turns to demon-
worship when matters do not go entirely his way. Most
nobles are not particularly pious; priests are often
their political rivals.

Background: Nobles can be bona fide titled aristocrats
or other upper-class characters such as poets or
courtiers, though this is less common. All nobles
begin their careers with the potential to
be highly influential both locally
and in their home country
as a whole, though most

a number of different social abilities during their “4.”

do not achieve that potentdal for some time. Typically,
a noble is the younger son of a landed aristocrat rather
than his heir.

GAME RULE INFORMATION

Abilities: As born leaders, nobles usually rely on Charisma
above all other attributes. For those nobles wishing to
concentrate on political intrigues, high Wisdom and
Intelligence scores are also vital, whereas for more martial
nobles Dexterity, Strength and Constitution can all be
very useful indeed.

Hit Die: d8

CLASS skilLLs

The noble’s class skills (and the key ability for each skill)
are Appraise (Int), Bluff (Cha), Diplomacy (Cha), Gather
Information (Cha), Handle Animal (Cha), Hide (Dex),
Intimidate (Cha), Knowledge (history) (Int), Knowledge
(local) (Int), Knowledge (nobility) (Int), Knowledge
(religion) (Int), Knowledge (rumours) (Int), Knowledge
(warfare) (Int), Perform (Cha), Ride (Dex), Sense Motive
(Wis), Spot (Wis) and Survival (Wis).



Skill Points at 1st Level: (4 + Int modifier) x 4

Skill Points at Each Additional Level: 4+ Int modifier

CLASS FEATURES

All of the following are class features of the noble:

Weapon and Armour Proficiency: A noble is proficient
with all simple and martial weapons, with light, medium
and heavy armour and with shields. Note that armour
check penalties for wearing medium or heavy armour
apply to the Balance, Climb, Escape Artist, Hide, Jump,
Move Silently, Sleight-of-Hand and Tumble skills. Also,
Swim checks suffer a —1 penalty for every five pounds of
armour and equipment a noble carries.

Title: The noble bears a title of nobility within his native
country, giving him a Social Standing of +5. He comes
from noble birth and family and can expect to ascend to
his father’s title if he is in the direct line of succession. If
he is not in the direct line, he can still better his title by
performing notable martial or diplomatic deeds of note.
Sample titles suitable for a character include:

Knight
Baronet

Lord (direct heir or child of a landed noble)

It is not recommended that a beginning Player Character
be a landed noble, such as a Patrician, Baron, Count or
Duke. A landed noble has little time for adventuring, being
more concerned with his position in court and his lands. A
relative of a landed noble, however, has far more freedom
and mobility and makes an excellent adventurer, albeit one
who is likely to look down on less than salubrious inns and
taverns.

Rank Hath Its Privileges: The character is a noble
within his native land. As such he possesses all benefits
and privileges bestowed on one of noble birth and title.
Depending on his country, such benefits might include the
right to bear arms, the right to have armed and liveried
retainers, the right of hospitality in another noble’s
domain, the right to attend the king’s court and the right
of trial by his peers. Along with these benefits, however,
comes the responsibility to uphold them. The character is
expected to uphold the nobility of the land and support
the king (or Queen, Khan, Prince or Duke as may be
appropriate). As such he is expected to behave in a manner
befitting his station, to remain free of the suspicion of
treason and to appear, in all ways, to be a peer

of the realm. Should the character fail to uphold his
status he will at best become a social outcast and at worst
be executed for treason.

Wealth: The noble starts with amazing wealth for a first
level character. In addition to his normal starting money
and equipment, the noble receives 200 sp + 200 sp for
every point of Charisma modifier he possesses (as long
as the value is positive). Some or all of this initial bonus
money can be added to the noble’s starting equipment
budget if desired. This money is a stipend from the noble’s
family and is provided to ensure the noble does not drag
the family’s name into the mud by appearing unkempt. The
noble receives the same allowance each year. If he publicly
squanders this money, however, he forfeits his allowance.

Special Regional Feature: At 2" level, the noble gains a
special regional feature that represents additional training
or other bonuses he gains by virtue of his regional origin.
As nobles are expected to be exemplars of their nation
and race, this is usually tied in to the racial bonuses the
character may have or to the weapons preferred by the
nobility in that region. See the Noble Regional Features
table overleaf for full information.
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At 7" level and every five levels thereafter, all the bonuses
associated with the special regional feature increase by +1.

Social Ability: The noble receives a social ability from
the list below at levels 4, 9, 14 and 19. All gained
abilities must be supported by roleplay and cannot be
chosen without the approval of the Games Master. At
the Games Master’s discretion, a noble may declare
that he is spending his time off hunting instead of
socialising, in which case he may choose a bonus
feat from the following list instead of a social ability:
Alertness or Skill Focus (Handle Animal,
Ride or Survival).

Ally: You have a close relationship with an
influential individual who will go out of his
way to aid you. Your ally holds some position
of power, whether a noble title, position of
influence within a temple or guild or some
other rank that gives him influence over
others. To gain the ally’s aid you must
address him personally or get word to him
of your need for assistance. Bear in
mind that if you are adventuring in ~ #48
a distant land, this may be time- @M
consuming or even impossible.
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The Games Master makes an Ally check based on 1d20
+ your Charisma modifier + any applicable circumstance
modifiers. Circumstance modifiers might include whether
you have recently assisted your ally (+2), whether you have
risked your life for your ally (+4) or whether you have
personally saved your ally’s life (+6 or higher).

The DC for the check depends upon the type of assistance
requested. If it is a simple request, such as for an invitation
to a social function, the loan of a small amount of money
or the like, the DC is 10. Asking your ally to introduce you
to someone of equal status to him might have a DC of 15.
A request for physical assistance, such as asking for soldiers
who are loyal to your ally to come to your aid, might
be DC 25 or higher.

You may request aid from your ally once per month.
However, for each request made in successive months, the
DC rises by two.

The ally social feature may be selected more than once. Its
benefits do not stack. Each new ally social feature represents

a different ally.

Comeliness: You take a pride in your appearance and are
naturally well dressed and groomed. You receive a +2
circumstance bonus to all Charisma-based skill checks in
situations where your appearance might be important.

Entertainer: You are highly regarded at court as much
for your skills as a poet, singer or other entertainer as for
your noble blood. You gain a +2 competence bonus to all
Perform checks. Furthermore, you may use a performance
of one of your works, such as a poem or play, to make a
political point. Creating and performing such a work takes
one week and requires a Perform check. By doing so, you
may achieve one of the following effects:

# Actempt to alter the attitude of one or more people
using your Perform check result as though it were a
Diplomacy check result.
# Ruin another’s Reputation: The DC for this is (10
+ Y4 of target’s Reputation). If successful, the target
immediately loses 50% of his base Reputation
(round up) until he can clear his name. This
ability can also be used to restore a
damaged Reputation.

#® Increase the Reputation bonus from a particular deed
by +1, to a maximum of +5. The DC is (10 + (the
current Reputation bonus of the deed x 3)).

Etiquerte: You may attempt to smooth over bad feelings from
a social faux pas or vulgar breach of etiquette committed
either by you, your companions or someone you take pity
upon. You cannot undo the mistake but you can erase the
social stigma from whoever committed the error.

For example, if Lord Stefano accidentally insults Baroness
Demarque by mistaking her for the serving wench, you can
step in to keep tempers from rising or tarnished pride from
causing an over-hasty response by delivering a discourse on
the merits of rational thought and forgiveness. If someone is
intentionally trying to cause a social incident, make opposed

NeELZ REESICNAL FEACURES

Special Regional Feature
+1 bonus to attack rolls with broadsword,
hunting bow, heavy lance and war spear.

Region

Hyboria

Hyrkania |[+1 bonus to attack rolls with Hyrkanian
longbow, scimitar and tulwar.

+1 bonus to all Intimidate and Ride checks.

Khitai

+1 bonus to all magic attack rolls.
+1 bonus to all Knowledge checks.

Kush +1 bonus to attack rolls with war spear
and hunting bow.

+1 bonus to all Perform (ritual) and Craft
(alchemy) checks.

+1 bonus to attack rolls with Shemite

Shem
longbow and scimitar.

+1 bonus to all Bluff and Sense Motive
checks.

+1 bonus to all Fortitude saving throws.

Stygia +1 bonus to attack rolls with Stygian
longbow.

+1 bonus to all magic attack rolls.
+1 bonus to all Handle Animal and

Knowledge (arcana) checks.

Vendhya |+1 bonus to attack rolls with light lance
and scimitar.

+1 bonus to all Diplomacy, Knowledge
(nobility), Gather Information and Sense
Motive checks.

+1 bonus to attack rolls with dagger,
short sword and poniard.

+1 bonus to all Reflex saving

throws.

Zamora

+1 bonus to attack rolls with
broadsword and arming sword.
+1 bonus to Parry Defence.




Diplomacy checks with all relevant modifiers. Characters with
the Etiquette ability gain a +2 bonus o this check.

You can use your Etiquette ability a number of times per
day equal to 1 + your Charisma modifier (minimum one).

Family Ties: You have strong ties to your blood kin, such
that they would delay important tasks to come to your
aid. Of course, this cuts both ways; if someone kills your
brother, you will have to hunt the murderer to the furthest
reaches of the realm and beyond. To gain your family’s
aid, you must address a family member personally or
get a message to him. As with the ally social ability (see
page 49) this may prove difficult or impossible if you are
adventuring thousands of miles away from your home
country. The Games Master makes a family ties check
based on 1d20 + your Charisma modifier + any applicable
circumstance modifiers. If you have recently done a favour
for your family, you might get a +2 circumstance bonus
to the check. If you have recently risked your life for
them, you might get a +4 or +6 bonus to the check, at
the Games Master’s discretion.

Base Attack
Level |Bonus Bonus [Bonus | Bonus [Save [Save |Save |Special
1 +0 +0 +0 +0 +0 +0  [+2 Title, Rank Hath Its Privileges, Wealth
2 +1 +0 +1 +0 +0 +0 [+3 Special Regional Feature +1
3 +2 +1 +1 +0 +1 +1  [+3
4 +3 +1 +2 +1 +1 +1  [+4  [Social Ability
5 +3 +1 +2 +1 +1 +1 |+4 [Lead By Example +2
6 +4 +2 +3 +1 +2  |+2 |45 Enhanced Leadership
7 +5 +2 +3 +1 +2  |+2 |+5 Special Regional Feature +2
8 +6/+1 +3 +4 +2 +2 +2  [+6
9 +6/+1 +3 +4 +2 +3  |+3 |+6 | Social Ability
10 +7/+2 +3 +5 +2 +3 +3 | +7 Lead By Example +4
11 +8/+3 +4 +5 +2 +3 +3 | +7 Do You Know Who I Am?
12 +9/+4 +4 +6 +3 +4 +4  |+8 Special Regional Feature +3
13 +9/+4 +4 +6 +3 +4 +4 | +8
14 +10/+5 +5 +7 +3 +4 +4  [+9 Social Ability
15 +11/+6/+1 | +5 +7 +3 +5 +5  [+9 Lead By Example +6
16 +12/+7/+2 | +6 +8 +4 +5 +5 |+10 [Rally
17 +12/+7/+2 | +6 +8 +4 +5 |+5 |+10 |Special Regional Feature +4
18 +13/+8/+3 | +6 +9 +4 +6 +6  |+11
19 +14/+9/+4 | +7 +9 +4 +6  |+6 |+11 |Social Ability
20 +15/+10/+5 [ +7 +10 +5 +6  |+6 | +12 |Absolute Power, Lead By Example +8

The DC for the check is based on the type of aid asked
for. Asking to stay at a relative’s house while you and
your companions recover from an adventure might be a
10 or 15, depending on how well you know the relative.
Requesting a cousin to meet you with armed retainers
for a midnight raid on a bandit camp might be a 15 or
20, depending on whether your cousin has been
personally affected by the bandits. Asking a
relative to help you kidnap a baron and hold %
him for ransom would be a 35 to 40 and 3
might get you and your relative disowned and
attainted if you fail.

Your family might not have the high status or
power that the ally feat provides but they are
more loyal and persistent than an ally.

Improved Standing: You may increase
your Social Standing by +2, to a
maximum of +9. This also increases
your Reputation.
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Refuge: You have some hidden place where you will always
be welcomed and can feel safe. Your refuge might be the
home of another noble, a travelling merchant caravan or
just a cave outfitted for your comfort. Whatever the case,
it is almost always open to you, unless of course someone
else gets there first.

Savoir-Faire: You have a certain flair, dashing style, élan
or bravura that marks you as someone special. Everything
you do is done with style, whether it be entering a room
and turning heads, carving your initials into a tapestry
with your rapier or even savouring a meal at a banquet
to impress your host.

You can intentionally attempt to impress others with
your style in any task. You may make any required checks
normally but if your result is five or more levels higher than
the required DC to succeed at the task, you have performed
the deed with stunning flair. The Games Master is free to
dictate any rules he wishes but some possible outcomes
include gaining an inidative bonus on successive actions or
a bonus to your Charisma-based skills to further impress
those who witnessed your deed.

It is very hard to embarrass you, for you can turn even a fall
into an elegant dance. Anytime you fail badly at something
you can make a Bluff skill check as a free action to mitigate
the failure and make it look intentional. The DC depends
on the nature of what you have done wrong but it is usually
15 or 20. The higher your result, the better your reaction
to failure appears.

As a free action, you may make a Diplomacy check to
oppose anyone trying to embarrass you, even if you are
unaware of what is going on. The Games Master can make
the roll for you.

Smear Others: You can attempt to ruin another’s good
name or instil hostility toward him in certain people. It
usually takes at least one night of socialising with the
targeted audience, similar to a Gather Information
check, in order to change their minds concerning the
object of your smear campaign. Characters normally
make Diplomacy checks to alter someone’s attitude

for the better. You can alter it for the worse with

your own Diplomacy check. Whenever
the object of your smear campaign

arrives,  people’s  initial

attitudes toward him reflect your influence. The audience
does not need to personally know the person; reputation
and name are enough.

Note: Add +5 to the DC if people in the crowd know the
individual personally.

SMEAR ANCTHER

Initial New Attitude

Attitude Hostile | Unfriendly | Indifferent | Friendly
Unfriendly | 15 - - -
Indifferent |20 15 — =
Friendly 25 20 15 =
Helpful |30 |25 20 15

Secrets: You have information about some other famous or
influential character. You can gain a +4 circumstance bonus
to Diplomacy or Intimidate checks against that character
once per session. Alternatively, you can reveal this secret,
which is invariably damaging to the character’s reputation,
standing, wealth or position in society. This social feature
may be selected more than once. Its benefits do not stack.
Each new secrets social feature represents a new victim of
your blackmailing ways.

Lead By Example: At 5" level the noble may lead by
example. When carrying out the aid another action, the
noble performs particularly well. If the noble’s attack roll is
successful, the noble’s ally receives a +4 bonus to his attack
roll or a +4 bonus to his defence (noble’s choice). At 10%
level, this bonus increases to +6 to attack or defence, at 15%
level it increases to +8 and at 20 level it increases to +10.

Enhanced Leadership: The noble receives the Leadership
feat for free. However, given his natural status as a leader of
men and peer of the realm, the noble gains a +1 bonus to
his Leadership score for every full three noble class levels he
has attained; that is, +2 at 6™ to 8% levels, +3 at 9" to 11*
levels, +4 at 12 to 14 levels, +5 at 15% to 17% levels and
+6 at 18" level or higher.

Although in most cases the noble’s followers and cohort
will be something like hereditary retainers, loyal subjects or
a division of his nation’s army placed under his command,
this need not always be the case. For example, Bélit, known
as Queen of the Black Coast, was a Pelishtim noblewoman
who rose to become leader of a fleet of Southern Island
pirates through a combination of force of personality,
noble bearing and charisma that would have put
a goddess to shame.




If the noble already has the Leadership feat by the time he
reaches 6™ level (through multiclassing), he instead gains
Skill Focus (Diplomacy) as a bonus feat. He still gains the
bonuses to his leadership for Enhanced Leadership and
may indeed gain said bonuses earlier — if he already has the
Leadership feat as a 3" level noble, he will gain a +1 bonus
to his Leadership score for Enhanced Leadership, since the
bonus is +1 for every three class levels. For single-classed
characters these bonuses are not counted until 6™ level, as
characters cannot take Leadership before 6™ class level.

Rally: As a full round action, the noble can rally his allies.
Allies within a 30-foot radius gain a +2 morale bonus to
all attack rolls and saving throws. Furthermore, if they are
already affected by Terror (see page 376), they may make
new saving throws at their original DCs to attempt to
shake off the terror. This ability lasts for one round per
class level. If the noble is attacked while using this ability
he must make a Concentration check (DC 10 + damage
received) or the rally is ineffective.

Do You Know Who I Am?: The noble receives this ability
at 11" level. As a full-round action, the noble character may
loudly declare his name, titles and heritage to all who listen.
Following this declaration any who wish to attack the noble,
whether physically or verbally, must make a Will saving throw
at DC 10 + the nobles class level + the noble’s charisma
modifier + the noble’s bonus to skill checks from Reputation.
Should the potential attackers fail this Will saving throw, they
are unable to assault the noble. Even if they pass, those who are
five or more levels lower than the noble are shaken, suffering
a —2 penalty to all attack rolls, saving throws and skill checks
for the duration of the combat. Potential attackers must be
able to see and hear the noble for this ability to take effect.
Furthermore, those affected must have some reason to be afraid
of the power of the noble. Bandits, ruffians and the like should
all have some fear for the rule of law within the noble’s native
land and rightfully be concerned about the consequences of
assaulting him. This effect lasts until the victims have had a
chance to go away and organise their thoughts, after which it
may not be used on the same people again.

However, confirmed traitors to the throne, agents of a
foreign power or wandering barbarians might well have
litcle to fear, or at least little more to fear about adding
the death of the noble to their list of crimes. Those who
are of equal Social Standing to the noble and those at
negative Social Standing relative to the noble are immune
to this effect. The Games Master decides whether a listener
is immune to this power through a lack of fear. In most
cases, Player Characters should be unaffected, although
the Games Master should feel free to at least
remind them of the likely consequences if they

do attack the noble.

Absolute Power: The noble is now in such a position of
power as to be all but inviolate. The noble receives the
benefits of the 11 level ability Do You Know Who I Am?
without having to spend the full-round action to declare
his name and heritage.

MULTICLASS NoBLeES

Although there is no particular restriction on characters
starting the game as nobles other than the usual prohibited
class restrictions for certain character races, it is not
possible for a non-noble to gain a level in the noble class
once play has begun, except by special permission of the
Games Master. This can happen if the character somehow
becomes ennobled by game play, such as by seizing power
(as Conan did) or by being knighted for valiant service to
a local lord.

EX-NoOBLES

Ex-nobles retain all class features and special abilities and s
(4

. . 7 7
— * %,

—
Ad

may use them without penalty, except as follows: At the
Games Master’s discretion, a noble who is publicly exiled
from the land from which his titles stem may lose some or
all benefits of the class. Likewise, if a noble must flee the
land in disgrace to avoid a worse fate, he may lose some
or all of the noble class benefits. These matters should
always be resolved on a case-by-case basis; for example, a

noble with a code of honour (see page 77) who is exiled &
by a dishonourable king may find that the majority of
his retainers (as represented by his Leadership score)

-
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voluntarily go with him into exile, while his family and
allies may be more willing than ever to help him if it
is perceived that his cause is just, though the nature
of their help may need to be a good deal more subtle.
Indeed, if the exiled noble uses his influence to
mobilise support against the king, perhaps even
starting a revolution, he may find himself
with still more benefits from the noble &
class than he started off with — especially
if he deposes the old regime and installs
himself on the throne!

NOMAS)

Adventures: Whether feuding with a rival,
raiding a neighbouring tribe or taking
service as a mercenary in one of the
Hyborian Age’s incessant wars, g
the nomad rarely has a quiet life! g
Simply surviving in his harsh '
desert or steppe environment can

be an adventure in itself. -




By their nature, nomads are travellers and travellers tend
to get involved in various risky ventures as well as whatever
trouble is brewing in a given locale. Furthermore, there
are many secrets out in the deep desert that can impinge
on nomads’ lives, whether as the objects of quests or the
sources of danger.

Characteristics: Nomads are powerful combatants,
excelling particularly in hit-and-run raids, guerrilla
tactics and archery. Their travels also give them quite
an edge over other characters when it comes to
mounted combat and movement, as well as survival

and ambush in the deserts and steppes.
Religion: Most nomads
revere the gods of their
region, usually the more
eastern deities. These

typically

are

Base Attack

Level |Bonus Bonus [Bonus |Bonus [Save |Save [Save |Special

1 +1 +0 +0 +0 +2 +2 +0 Track, Favoured Terrain +1,
Born to the Saddle

) +2 +1 +1 +0 +3 +3 +0 Bonus Feat

3 +3 +1 +1 +0 +3 +3 +1 Endurance

4 +4 +2 +2 +1 +4 +4 +1 Nomad Charge +1,
Favoured Terrain +2

5 +5 +2 +2 +1 +4 +4 +1  [Mobility

6 +6/+1 +3 +3 +1 +5 +5 +2 Diehard

7 +7/+2 +3 +3 +1 +5 +5 +2 Bonus Feat

8 +8/+3 +4 +4 +2 +6 +6 +2 Favoured Terrain +3

9 +9/+4 +4 +4 +2 +6 +6 +3 Second Favoured Terrain +1

10 +10/+5 +5 +5 +2 +7 +7 +3 | Improved Mobility

11 +11/+6/+1 +5 +5 +2 +7 +7 +3 | Nomad Charge +2

12 +12/+7/+2 +6 +6 +3 +8 +8 +4 Bonus Feat, Favoured Terrain +4

13 +13/+8/+3 +6 +6 +3 +8 +8 +4 Born to the Saddle

14 +14/+9/+4 +7 +7 +3 +9 +9 +4 2 Fayoured Terrain +2

15 +15/+10/+5 +7 +7 +3 +9 +9 +5 | Greater Mobility

16 +16/+11/+6/+1 |+8 +8 +4 +10 +10 |45 Favoured Terrain +5

17 +17/+12/+7/+2 | +8 +8 +4 +10 +10 |45 Bonus Feat

18 +18/+13//+8/+3 [+9 +9 +4 +11 |+11 [+6 |Nomad Charge +3

19 +19/+14/+9/+4 | +9 +9 +4 +11 +11 +6 2" Favoured Terrain +3

20 +20/+15/+10/+5 | +10 +10 +5 +12 +12 | +6 Favoured Terrain +6,
Mounted Mobility

goddesses of love and pleasure, offering an easy afterlife of
honey and houris that sharply contrasts the nomad’s tough
existence in life.

Background: There are two types of nomad: those who
are born to it and those, like Conan, who spend years
learning the customs to rise through nomad society.
Almost all nomads come from the vast desert of Eastern
Shem, the Southern Desert beyond Kush or the steppes
and plains in and around Hyrkania and Turan. Born
into families, clans, tribes or hordes, they are steeped in
nomad traditions, culture and superstitions all their lives.
However, it is also possible to become a nomad later in life.
The nomad group known as the Kozaks is formed entirely
of Hyborians and others from the western kingdoms who
were brought together as slaves by the Turanians and
escaped to band together and wreak vengeance on their
former captors. Likewise, the eastern Shemite nomad
tribes such as the Zuagirs often choose a foreigner to lead



them and an adventurer who has proved himself tough,
capable and honourable may well be permitted to join
a nomad group.

GAME RMLE
INFORMATION

Abilities: Constitution is paramount for the
nomad because his usual environment is one
of the harshest on the planet. Dexterity
comes a close second, as his combat
style is usually based on archery and
fast, furious melee fighting, though
Strength is also useful. Many of the
nomad’s class skills are based on
Wisdom, so the nomad who wishes
to emphasise survival and scouting
skills should concentrate on this.

Hit Die: d10

CLASS skills

The nomad’s class skills (and the key ability
for each skill) are Bluff (Cha), Climb
(Str), Craft (herbalism) (Int), Craft (any
mundane) (Int), Gather Information (Cha),
Handle Animal (Cha), Heal (Wis), Hide
(Dex), Knowledge (local) (Int), Knowledge
(rumours) (Int), Listen (Wis), Move Silently
(Dex), Ride (Dex), Search (Int), Spot (Wis)
and Survival (Wis).

Skill Points at 1st Level:
(4 + Int modifier) x 4

Skill Points at Each Additional Level: 4 + Int modifier

CLASS FEATURES

All of the following are class features of the nomad:

Weapon and Armour Proficiency: A nomad is proficient
with all simple and martial weapons, two-weapon combat
(nomads effectively gain the Two-Weapon Combat feat
for free), light and medium armour and shields. Note
that armour check penalties for wearing medium or heavy
armour apply to the Balance, Climb, Escape Artist, Hide,
Jump, Move Silently, Sleight-of-Hand and Tumble skills.
Also, Swim checks suffer a —1 penalty for every five pounds
of armour and equipment a nomad carries.

Track: At 1* level the nomad gains the Track feat for free.
If he already has the Track feat, he instead gains the Skill

Focus (Survival) feat.

Favoured Terrain: At 1¢ level the nomad selects either
Plains or Desert as his favoured terrain. Alternatively, he
may choose a particular region as his favoured terrain, such
as a particular region in the Kozaki steppes or a particular
tribe’s territory in Pictland. At 9* level, he gains another
- terrain or region as a second favoured terrain.
Any time a nomad is in one of his favoured
terrains and in light or no armour, he gains
certain benefits as
follows:

® +1 circum-

stance bonus to
all Hide, Listen,
Move Silently,
Search, Spot
and Survival
checks.

® +1 dodge bonus to
Dodge Defence: The
nomad is adept at using
the natural features of the
terrain to his advantage in ".__r_
combat. }

If the nomad chooses a fl =
particular region as his Ur
favoured terrain, he may \ ( \ B
add his favoured terrain bonus to his

Reputation while in that region.

At 4™ level and every four levels thereafter,
the nomad’s first favoured terrain bonus M
increases by +1. His second favoured terrain %
bonus increases by +1 at 14™ and 19® levels.

The nomad gains additional benefits as his
favoured terrain bonuses increase. If he has
a favoured terrain bonus of at least +2 for
the terrain he is in, he gains a +10 feet
circumstance bonus to his movement. If
he has a favoured terrain bonus of
at least +3 for the terrain he is in,
he may use the Hide skill even if
the terrain does not usually grant !
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cover or concealment. If he has a favoured terrain bonus
of at least +4 for the terrain he is in, his movement bonus
within that terrain increases to +20 feet, replacing the +10
feet bonus gained at +2. If he has a favoured terrain bonus
of at least +5 for the terrain he is in, he can use the Hide
skill even while being observed.

Born to the Saddle: Nomads devote an enormous amount
of time to riding, studying, caring for and going to war
with horses and camels. They are able to select the finest
steeds, beasts with just the right blend of fierceness, speed
and strength to be perfect mounts for battle. If a nomad
makes a successful Handle Animal or Ride check (DC
15), he can discern the precise number of Hit Dice and hit
points of any camel, horse or pony. This ability takes 1d6
rounds to perform and the nomad must be within five feet
of the creature to be assessed.

From 7% level, the nomad can also determine the creature’s
precise ability scores (Strength, Dexterity and so forth) if
he succeeds at the Handle Animal or Ride check.

At 13™ level, the nomad can determine all the above
information as a free action, a number of times per round
equal to his Wisdom modifier + 3, for any riding animal
that he can see.

Bonus Feat: At 2" level and every five levels thereafter,
the nomad gains a bonus feat selected from the following
list: Far Shot, Great Fortitude, Leadership, Lightning
Reflexes, Horde, Improved Precise Shot, Mounted
Archery, Mounted Combat, Point Blank Shot, Precise
Shot, Rapid Shot, Ride-By Attack, Shot on the Run, Self-
Sufficient, Spirited Charge, Stealthy, Toughness, Weapon
Focus (scimitar, tulwar, light lance or any bow). He must
meet the prerequisites as usual.

Endurance: At 3" level, the nomad gains Endurance
as a bonus feat. If he already has Endurance, he instead
gains Diehard.

Nomad Charge: A nomad of 4™ level or higher gains

a +1 circumstance bonus to attack and damage rolls

for any charge attack he makes. The bonus applies

whether he makes the charge on foot or upon a
mount of some kind.

This bonus increases to +2 at
11" level and to +3 at 18"
level.

Mobility: From 5% level onwards the nomad gets a
+4 dodge bonus to Dodge Defence against attacks of
opportunity when he moves out of or within a threatened
area. If the nomad already has mobility from some other
source, such as from being a 5™ level barbarian, he instead
gains improved mobility (see below). Note that mobility
does not apply if the nomad is mounted.

Diehard: At 6" level, the nomad gains Diehard as a
bonus feat. If he already has Dichard, he instead gains
Toughness.

Improved Mobility: From 10® level onwards the
nomad never provokes attacks of opportunity, whatever
he does, so long as he moves at least 10 feet during that
combat round. If the nomad somehow already has
improved mobility, he instead gains greater mobility (see
below). Note that improved mobility does not apply
if the nomad is mounted.

Greater Mobility: From 15" level onwards the nomad
may move up to full speed as part of a full attack action
rather than merely take a five-foot step. He may move and
attack in any order, so he might for example move five feet,
attack once, move five feet, attack twice more and then
move again for the remaining 20 feet of his movement.
If the nomad somehow already has greater mobility, he
instead gains mounted mobility (see below). Note that
greater mobility does not apply if the nomad is mounted
or wearing heavy armour.

Mounted Mobility: When he reaches 20" level, the
nomad may use the mobility, improved mobility and
greater mobility class features even when he is mounted.
All the benefits of those class features apply equally
to his mount.

RIRACES

Adventures: Whether they are freebooters from the Baracha
Isles raiding coast towns, Zingaran buccaneers attacking
Argossean shipping, black corsairs plundering the southern
seas or the ragged pirates of the Vilayet Sea preying on
Hyrkanian vessels, pirates abound in the Hyborian Age.
When they cannot get good freebooting work, many pirates
turn to honest sailing aboard a merchantman or half-honest
work as smugglers. A pirate’s life is wild and free, untamed
by the corrupt laws of the civilised lands. Pirates recognise
no authority save that of their own elected captains.

Characteristics: The pirate is one of the fastest, most agile
combatants around, combining a powerful sneak attack
ability with excellent mobility and defensive
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dodges. His initial attacks are so frenzied as to often lay
low or terrify his foes before they even have a chance to
strike back. He is even more dangerous on board ship
and knows how to use the peculiar features of shipboard
existence to his advantage.

Religion: Some pirates are conventionally religious
but many take to the worship of the devils of their own
lands, feeling that as outcasts they should have outcast
gods. Others, especially those that sail with the corsairs of
the Black Coast, may revere the strange and dark deities
of that barbaric land.

Background: Many pirates start off as sailors.
The Baracha isles are full of former
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Argossean merchant crew, while most of the Zingaran
buccaneers were once legitimate sailors too. However, pirate
ships are not too fussy as to what their recruits used to do
and many a soldier or barbarian finds his way into a pirate
crew. Most pirates value a man’s courage and fighting ability
more than they care for his seamanship, for sailors are easy
enough to find. Both the pirates of the Baracha isles and
those of the Vilayet sea call themselves the Red Brotherhood,
perhaps pointing to a shared culture between the two
groups, since so many of the Vilayet pirates are originally
from the Hyborian nations.

GAME RULE INFORMATION

Abilities: A pirate usually relies on Dexterity for his
fast-moving combat style and many of his skills, though
Strength and Constitution are also useful for any character
who expects to get into combat. Charisma is also handy to
enhance the Ferocious Attack class feature and for several
of the pirate’s skills.

Hit Die: d8

CLASS skills

The pirate’s class skills (and the key ability for each skill)
are Appraise (Int), Balance (Dex), Bluff (Cha), Climb (Str),
Craft (any mundane) (Int), Disguise (Cha), Escape Artist
(Dex), Gather Information (Cha), Intimidate (Cha),
Jump (Str), Knowledge (geography) (Int), Knowledge
(rumours) (Int), Move Silently (Dex), Perform (Cha),
Profession (Wis), Search (Int), Spot (Wis), Survival
(Wis), Swim (Str), Tumble (Dex) and Use Rope (Dex).

r

Skill Points at 1st Level: (4 + Int modifier) x 4

Skill Points at Each Additional Level:
4 + Int modifier

CLASS FEATURES

All of the following are class features of the
pirate:

Weapon and Armour Proficiency: A pirate
is proficient with all simple and martial
weapons, two-weapon combat (pirates
effectively gain the Two-Weapon
Combat feat for free) and light
armour. Note that armour check
penalties for wearing medium
or heavy armour apply to the



Balance, Climb, Escape Artist, Hide, Jump, Move Silently,
Sleight-of-Hand and Tumble skills. Also, Swim checks
suffer a —1 penalty for every five pounds of armour and
equipment a pirate carries.

Seamanship: A 1* level pirate gains a +1 circumstance

bonus to all Climb, Profession (sailor), Use Rope and
Balance checks, as well as to Defence, so long as he is
aboard a ship or boat at sea.

.E'I These bonuses increase by +1 every five levels after
1+ level.

Ferocious Attack: The pirate’s ferocity
tends to rapidly overwhelm
almost any opponent. On the
first round of any combat,

Base Attack

Level |Bonus Bonus [Bonus | Bonus |Save |Save |Save [Special

1 +0 +0 +0 +0 +2. [+2 TI+0 Seamanship +1, Ferocious Attack

2 +1 +1 +1 +0 +3 +3 +0 Pirate Code, To Sail a Road of
Blood and Slaughter

3 +2 +2 +1 +0 +3 +3 +1 Sneak Attack +1d6, Sneak Subdual

4 +3 +3 +2 +1 +4  [+4 |+1 Uncanny Dodge

5 +3 +3 +2 +1 +4  [+4  |+1 Mobility

6 +4 +4 +3 +1 +5 +5 +2 Sneak Attack +2d6, Seamanship +2

7 +5 +5 +3 +1 +5 +5  |+2 Bite Sword, Ferocious Attack
(additional attack)

8 +6/+1 +6 +4 +2 +6 +6  |+2 Improved Uncanny Dodge, Poison
Resistance +1

9 +6/+1 +6 +4 +2 +6 +6  |+3 Sneak Attack +3d6

10 +7/+2 +7 +5 +2 +7  |+7 |+3 Improved Mobility, Navigation

11 +8/+3 +8 +5 +2 +7 |+7 |+3 Seamanship +3

12 +9/+4 +9 +6 +3 +8 +8 | +4 Sneak Attack +4d6

13 +9/+4 +9 +6 +3 +8 +8 +4 Ferocious Attack (stun,
blood & slaughter)

14 +10/+5 +10 +7 +3 +9 +9 |+4 Poison Resistance +2

15 +11/+6/+1 |[+11 +7 +3 +9 +9  |+5 Sneak Attack +5d6, Greater Mobility

16 +12/+7/+2 | +12 +8 +4 +10 |+10 |+5 Seamanship +4

17 +12/+7/+2 | +12 +8 +4 +10 |+10 |+5

18 +13/+8/+3 |+13 +9 +4 +11 [+11 |+6 Sneak Attack +6d6

19 +14/+9/+4 | +14 +9 +4 +11 |+11 |+6 Ferocious Attack (fear)

+15/+10/+5 | +15 +10 +12 [+12 |+6

Poison Resistance +3 (and half effect)

the pirate may declare a ferocious attack. He gains a +2
bonus to his Initiative check and all melee attack and
damage rolls that round. However, he is unable to defend
himself very effectively during the ferocious attack and
has a -2 penalty to his Defence during the first round of
combat. Furthermore, he may not make any sneak attacks
during the round in which he declares a ferocious attack.

At 7™ level the bonuses to Initiative, attack and damage
rolls increase to +4 and the penalties increase to —4.
Furthermore, the pirate gains an additional attack on the
first round of combat at his highest attack bonus.

At 13™ level the bonuses increase to +6 and the penalties
increase to —6. Furthermore, any opponent struck and
damaged by the pirate during the first round of combat
must make a Will saving throw (DC = 10 + ¥ pirate’s class
level + pirate’s Charisma bonus) or be stunned for 1d4
rounds due to fear of the pirate. Note that if the pirate is
also able to somehow perform a successful coup de grace



on the first round of combat, any Will saving throws
called for by the ferocious attack class feature have their
DC increased by +2.

At 19" level the bonuses increase to +8 and the penalties
increase to —8. In addition, if the pirate strikes any opponent
during the first round of combat, any of that opponent’s
allies who observe the ferocious attack must make Will
saving throws (DC = 10 + % pirate’s class level + pirate’s
Charisma bonus) or suffer a penalty of -2 to attack rolls
for 1d4 rounds.

Pirate Code: A 2™ level pirate may select one pirate code
from the following: Barachan Smoke and Rockets, Black
Coast Drums, Vilayet Sea Flags or Zingaran Trumpets.
Effectively, knowing one of these codes is like knowing
an additional language, allowing for communication
with other pirates who know the code at distances of up
to several thousand feet, depending on weather, visibility
conditions and the pirates” resources to produce the code.
See Chapter 14: Campaigns in the Hyborian Age for full
information about pirate signalling methods.

To Sail a Road of Blood and Slaughter: A pirate of 2™
level or higher may perform a coup de grace as a free action
up to once per round. This coup de grace never provokes an
attack of opportunity, as the pirate is so used to dispatching
helpless opponents that he can do so before they can
react. Furthermore, the pirate gains a +4 circumstance
bonus to any Intimidate checks he makes for one round
immediately following the performance of the coup de grace,
if it was successful.

Sneak Attack: From 3" level onwards, the pirate gains the
sneak attack ability. This functions just like the thief ability

of the same name (see page 73).

Sneak Subdual: At 3" level, the pirate gains the Sneak
Subdual feat for free.

Uncanny Dodge: From 4" level and above, the pirate can
still dodge if caught flat-footed or struck by an invisible
attacker. If the pirate already has uncanny dodge from
some other source, such as from being a 4" level barbarian
already, he gains improved uncanny dodge instead (see

below).

Mobility: From 5% level onwards, the pirate gets a +4 dodge
bonus to Dodge Defence against attacks of opportunity that
occur when he moves out of or within a threatened area.
If the pirate already has mobility from some other source,
such as from being a 5* level nomad already, he

gains improved mobility instead (see below). Note that
mobility does not apply if the pirate is mounted.

Bite Sword: The pirate often findsituseful to carry hiscutlass
in his teeth when boarding an enemy ship or clambering up
the walls of a coastal fortress on a night raid. He has no time
to replace the blade in its scabbard but he has learned how
to hold it in his jaws. Up to once per round, as a free action,
a pirate of 7* level or higher can place any light weapon or
any one-handed slashing weapon in his mouth and carry
it securely there for up to 3 + Strength modifier rounds (3
+ Strength modifier minutes if it is a light weapon), before
taking it back into his hand as a free action. While carrying
his weapon in his mouth in this manner, the pirate can
act normally, though he may not attack with the weapon
in his mouth and his speech may be somewhat muffled.

Poison Resistance: At 8" level, the pirate gains a +1
resistance bonus on all Fortitude saving throws against
poisons, drugs and alcohol. His dissolute lifestyle has
allowed him to build up an incredible tolerance to almost
any poison or drug known to man.

At 14" level this resistance bonus increases to +2 and at 20*
level to +3. Furthermore, at 20™ level the pirate only suffers
half effect (rounded down) from any poison or drug, even
if he fails his saving throw against it.

Improved Uncanny Dodge: At 8" level, the pirate can
no longer be flanked except by a character with four
more levels in thief of pirate than the pirate has pirate
levels.

\.
Improved Mobility: From 10" level onwards the
pirate never provokes attacks of opportunity, no matter
what he does, so long as he moves at least 10
feet during that combat round. If the pirate
somehow already has improved mobility, he M
gains greater mobility instead (see below).
Note that improved mobility does not apply
if the pirate is mounted.

Navigation: At 10" level the pirate gains
Navigation as a bonus feat. He need not
meet the prerequisites for the feat. If he
already has Navigation, he gains Skill Focus
(Profession (sailor)).

Greater Mobility: From 15 level
onwards the pirate may move

up to full speed as part of a full
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attack action, rather than merely take a five-foot step. He
may move and attack in any order; he might for example
move five feet, attack once, move fifteen feet, attack twice
more and then move again for the remaining ten feet
of his movement. Note that greater mobility does not
apply if the pirate is mounted or wearing heavy armour.

Adventures: Scholars in the Hyborian Age must often quest
for knowledge, for there are few formal academies or other
teaching processes from which to learn and perhaps draw
an income. For many scholars, digging around in dusty
tombs or leading expeditions deep into the jungles of Khitai
is not just a way of life, it is a way to make a living, since
both ancient artefacts and rare knowledge can be valuable.
Those who attach themselves to one or another religion
as priests or shamans are commonly expected to work not
just at translating old manuscripts or preaching to the
faithful but undergoing hazardous pilgrimages to carry out
strange rituals in faraway shrines, getting involved in the
power-politics of the royal court and warring rival religions
either actively or by intrigue. Wandering independents
are almost by definition adventurers, while those who
have given their minds, bodies and souls in thrall to some
superior, whether earthly or demonic, are at their coven or
master’s beck and call.

Characteristics: The scholar is defined not merely by his
broad knowledge but more importantly by his access to
sorcery, if he desires it. Truly mastering sorcery requires
precisely thekind of focused, intense scudy that only scholars
can achieve. As the scholar becomes more experienced,
he learns a greater variety of spells, including some
of potentially devastating power.

Religion: Many scholars are irreligious, their supreme
arrogance preventing them from bowing down to either
men or gods. Even priests are not always religious, having
joined the clergy of their religion not out of genuine piety
but because of the perceived easy life of a priest, and
opportunities for bribery and blackmail or as a cover
for their secret practices of the most evil sorcery.
However, some priests are genuinely devout and

may gain a great deal of encouragement and

inner strength from their religion. For
those scholars who come from a
< primitive background, such
as the shamans of the Pictish
Wilderness and the witch-
men of Kush, their
superstitious
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religion is inextricably intertwined with their sorcerous
knowledge. Then there are those who actively align
themselves with the demons and dark gods; whether their
devotion is truly religious or merely an indication of their
corrupt ambitions is a moot point.

Background: Scholars can come from any number of
backgrounds but all share a thirst for knowledge and often
for power. Most are reliant on a teacher of some kind, such
as a higher-ranking priest, coven leader, master sorcerer,
or even some demonic entity. A few brave or foolhardy
souls elect to learn their magic by their own efforts entirely.
Many scholars are more mundane and never learn sorcery
at all. These scholars, however, rarely adventure.

GAME RULE INFORMATION

Abilities: The scholar who concentrates on pure knowledge
and skills will probably prioritise a high Intelligence. A
more sorcerous scholar will certainly need Charisma in
order to magically attack his enemies, deal with demons
and summon servitors. He will also need Wisdom for
sheer magical power. Some of the Eastern scholars
who learn mystical combat arts will also benefit from a
high Wisdom as well as Dexterity.

Hit Die: d6

CLASS skilLlLs

The scholar’s class skills (and the key ability for each skill)
are Appraise (Int), Bluff (Cha), Concentration (Con),
Craft (alchemy) (Int), Craft (herbalism) (Int), Craft (any
mundane) (Int), Decipher Script (Int), Forgery (Int),
Gather Information (Cha), Heal (Wis), Intimidate (Cha),
Knowledge (any) (Int), Listen (Wis), Move Silently (Dex),
Perform (Cha), Profession (Wis), Search (Int) and Sense
Motive (Wis).

Skill Points at 1st Level: (8 + Int modifier) x 4

Skill Points at Each Additional Level: 8 + Int modifier

CLASS FEATURES

All of the following are class features of the scholar:

Weapon and Armour Proficiency: A scholar is proficient
with all simple weapons. Note that armour check penalties
for wearing medium or heavy armour apply to the Balance,
Climb, Escape Artist, Hide, Jump, Move Silently, Sleight-
of-Hand and Tumble skills. Also, Swim checks suffer a —1

penalty for every five pounds of armour and
- . equipment a scholar carries.
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. Base Attack
H Level |Bonus Bonus |Bonus [Bonus |Save |Save [Save |Special
- T +0 +0 +0 +0 +0 |+0 |+2 |New Sorcery Style, Scholar,
"'g-‘ Background, Base Power Points,
22 Knowledge Is Power
& ;: 2 +1 +0 +0 +1 +0 +0  |+3 +1 Power Point, New Sorcery Style
2 3 +2 +1 +1 +1 +1 +1  [+3 Advanced Spell, Bonus Spell
£ 4 +3 +1 +1 +2 +1 +1 |+4 |Advanced Spell, New Sorcery Style
f‘“ 5 +3 +1 +1 +2 +1 +1 |+4 | Advanced Spell, Iron Will
] 6 +4 +2 +2 +3 +2 +2 |45 Advanced Spell, +1 Power Point,
e Increased Maximum Power Points
£ (triple)
“;’: 7 +5 +2 +2 +3 2R |2 |+5 Advanced Spell, Bonus Spell
in R +6/+1 +3 +3 +4 +2  |+2 |+6 | Advanced Spell, New Sorcery Style
A -2 S +6/+1 +3 +3 +4 +3 +3 |46 Advanced Spell
‘"‘ 10 +7/+2 +3 +3 +5 +3 +3  |+7 Advanced Spell, +1 Power Point
?* " 11 +8/+3 +4 +4 +5 +3 |+3 |+7 |Advanced Spell, Bonus Spell
i‘ 12 +9/+4 +4 +4 +6 +4  |[+4 [+8 Advanced Spell, New Sorcery Style
2 13 +9/+4 +4 +4 +6 +4 |+4 |+8 [Advanced Spell, Increased Maximum
i Power Points (quadruple)
& 14 +10/+5 +5 +5 +7 +4  |+4 |+9  |Advanced Spell, +1 Power Point
‘;“."‘“ 15 +11/+6/+1 |[+5 +5 +7 +5 +5  |+9 | Advanced Spell, Bonus Spell
H 16 +12/+7/+2 | +6 +6 +8 +5 +5 | +10 |Advanced Spell, New Sorcery Style
gen 17 +12/+7/+2 | +6 +6 +8 +5 +5 | +10 |Advanced Spell
';‘: 18 +13/+8/+3 [ +6 +6 +9 +6  |+6 | +11 |Advanced Spell, +1 Power Point
': 19 +14/+9/+4 |+7 +7 +9 +6  |+6 |+11 [Advanced Spell, Bonus Spell
f ; 20 +15/+10/+5 [ +7 +7 +10 |+6 |+6 [+12 |Advanced Spell, New Sorcery Style,
= Increased Maximum Power Points
e (quintuple)
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Scholar: All scholars have a special restriction when
spending skill points. They must spend at least 12 skill
points on Knowledge skills at 1+ level and at least three skill
points on Knowledge skills at each subsequent level.

Background: Every scholar must choose a background at
1+ level. The background indicates the manner in which he
came by his knowledge.

A scholar may only ever begin the game with one
background but at the Games Master’s discretion he may
gain an additional background or backgrounds during play.
For example, an independent may call up a demon and
make a pact with it, then some time later be accepted as
an acolyte by a sorcerous society. Likewise, a lay priest or
acolyte may conduct a little independent research
as though he were an independent himself but

in most cases his religion or coven would at best
frown upon such impertinence and at worst put
him to death if they caught him. A

The choice of background should be made in
conjunction with the Games Master, who will
inform the player of the options available in
his campaign.

Acolyte: Acolytes are members of a sorcerous
society or are occasionally apprenticed to a
lone sorcerer. They are usually in thrall to
their coven leaders, though they can

gain a great deal of power this way. 3§
The drawback is that they rarely BE
understand the power without their
masters direct assistance.
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An acolyte must always select a specific group to join or a
master to whom he may apprentice himself. An acolyte may
only ever learn new sorcery styles or advanced spells (see
below) known to his masters. Depending on his superiors
and the nature of the society, he may be able to choose
which of the various styles and spells he wishes to learn or
he may always have his sorcery styles and spells chosen for
him. Most sorcerous societies require a student to follow a
strict curriculum of specific spells for the first 10 levels but
allow him to learn whatever he wills after that, so long as
they can teach it to him or he can discover it for himself.

Sorcerers from civilised lands often take on
apprentices. This is an accepted method of
learning from Stygia to Khitai, even if one
cannot find a larger sorcerous society to join.
Some of the more primitive regions such as
Kush also have village sorcerers, along with
more shamanic or witch-doctor style priests;

these sorcerers, also known as Witchmen or

Witch-Finders, are employed on a freelance
basis to cast spells for clients and often
take on apprentices to whom they
can pass on their skills.

Independent: Independents
are the
variety of scholar, since

most versatile

they have no particular i
any
However, they also have no

ties to authority.

one to teach them or to guide
them along their sorcerous paths

and so must work a good deal
harder than other scholars to gain
access to any true secrets. Though
at best his advancement can be highly
flexible, at worst it is simply haphazard,

with the independent scholar simply picking up a little
knowledge here and there as he goes.

Every time an independent gains the new sorcery style
or advanced spell class features, he must make a
Knowledge (arcana) check. The DC is 15 for new
sorcery styles or 20 for advanced spells. Success
indicates that he may choose the style he
wishes to learn. Failure means that

the Games Master will select
a style or spell for him at
random from among those
he does not currently

know but for

which he meets the prerequisites. If his check result is
less than 10, he does not gain a sorcery style or spell at
all but must select a bonus feat or skill points instead,
as appropriate. See the new sorcery style and advanced
spell class features.

Pact: A scholar who makes a pact with a demonic entity
or other dark force to learn sorcery is in a very similar
state to that of an acolyte to a sorcerers’ ring or coven,
since he is often effectively in thrall to the source of his
knowledge. He has a lot more choice as to what he learns
but the master has no human
compunctions to prevent him
from forcing the poor scholar
to perform the direst of
acts. Furthermore, the scholar
who makes a pact will begin the
game at least somewhat corrupt,
for no truly decent sorcerer makes
pacts with demons.

A scholar with a pact begins the game with
a Corruption of one (see page 82 for more
information on Corruption). At 1* level, he must
choose the new sorcery style: Summoning and
the spell demonic pact. On gaining new sorcery
styles or advanced spells, he may choose either
to do his own research, in which case he
must make a Knowledge (arcana) check as

though he were an independent, or else

risk further Corruption by calling upon

the entity with whom he has the pact.

If he does the latter, he may freely

choose which style or spell he

learns, so long as it is one the

entity knows; however, he must

also make a Corruption check for
dealing with the demon once more.

A scholar with a pact also starts the game with one additional
bonus language available, as well as those offered him by
his race. This is Demonic. He must expend a language slot
as usual to learn to speak it.

The Games Master is always free to rule that Player
Character scholars may not begin the game with pacts.
This is particularly appropriate in short-term or one-off
campaigns, where the natural disadvantage of the pact
scholar (namely the Corruption he gains, which will
someday almost certainly doom him one way or another)
may have little impact on play. This background, which
offers immediate power at the cost of one’s soul, is better
balanced for long-term campaigns.




Lay Priest: Scholars who choose the lay priest background
are attached to a temple for purposes of study but have
litcle or no religious authority. If they wish, they can work
their way up to become fully ordained priests (see Chapter
6: Feats), a position which brings with it a number
of benefits and responsibilities.

Priests, whether they are lay priests or fully ordained priests,
do not usually have access to sorcery at all; if they do, it is
most commonly to some form or other of counter-sorcery
with which to combat evil cults. The precise nature of each
priest and which magical abilities (if any) are available to
him will vary depending on both the deity he worships and
his own honesty — or lack thereof. More information on
the cults of the various gods can be found in Chapter 12:
Religion in the Hyborian Age.

Priests are treated as acolytes in that they must gain sorcery
styles known to their religion. They do not usually need
to learn the styles in a specific order but in most cases
their religion will offer only a very limited selection of
styles in the first place. Most higher-level priests have
either conducted secret independent studies themselves
or have even more secretly made a pact with a demon or
joined a sorcerous society.

The shamans found in barbaric regions such as the Pictish
wilderness can usually be treated as lay priests, though each
tribe or village usually has only two or three shamans at any
one time. A shaman might have the Priest feat (see page
135) but will not have had any official ordination and may
have an apprentice or two.

New Sorcery Style: At 1% level, 2" level, 4" level and every
four levels thereafter, the scholar gains a new sorcery style
from the table in the Sorcery chapter on pages 239-240,
along with the basic spell associated with it. The sorcery
styles are more fully explained in Chapter 9: Sorcery.

At any time at which he is eligible to gain a new sorcery
style, the scholar may instead gain a bonus feat from
the following list: Skill Focus (any), Diligent, Iron Will,
Investigator, Negotiator, Priest or any Sorcery feat. If
the sorcerer knows the calm of the adept spell from the
Oriental Magic sorcery style, he may also select from
Brawl, Defensive Martial Arts, Improved Critical (staff or
unarmed strike), Stunning Attack or Weapon Focus (staff
or unarmed strike). In all cases, the scholar must meet the
usual prerequisites for the feat.

Note that the scholar may or may not be permitted to
choose his new sorcery style himself, depending on his
background class feature.

Knowledge Is Power: A scholar may make a special
scholarly knowledge check with a bonus equal to his level
+ his Intelligence modifier to see whether he knows some
relevant information about local notable people, legendary
items or noteworthy places. This check will not reveal the
powers of a magic item but may give a hint as to its general
function. The scholar may never take 10 or take 20 on this
check; this sort of knowledge is essentially random. The
Games Master should determine the Difficulty Class of the
check by referring to the table below.

DC Type of Knowledge
10 Common, known by a substantial minority of
the local population at least.

20 Uncommon but available, known by only a
few people in the area.

25 Obscure, known by few, hard to come by.

30 Extremely obscure, known by very few,
possibly forgotten by most who once knew
it, possibly known only by those who do not

understand the significance of the knowledge.

Base Power Points: A 1* level scholar learns to access his
own personal magical energy. This is referred to as Base
Power Points, or Base PP.

A beginning scholar has Base PP equal to 4 + Wisdom
Modifier, to a minimum of one point.

Power Points are used when casting spells and creating
magical objects. They can be regained by rest or through
the use of various lotus concoctions (see Drugs and
Herbal Preparations, page 275) or temporarily increased
by various means, most commonly by sacrificing one
or more humans. For most characters, their Power
Points can rise to a maximum of double their
Base Power Points. See Chapter 9: Sorcery for
more on Power Points and their use. .

If for some reason a character already has Base
Power Points when he becomes a scholar, such
as through the Dabbler feat, he does not gain
‘new’ Base Power Points as above. Instead,
he receives a one-time bonus of +2 to his
already acquired Base Power Points.

+1 Power Point: At 2" level and every
four levels thereafter, the scholar’s
Base Power Points increase by +1.
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Advanced Spell: At 3" level and every level thereafter,
the scholar improves his knowledge of any one of the
sorcery styles he already knows by gaining any one of the
advanced spells listed under the style. More information
about advanced spells can be found in Chapter 9: Sorcery.
Alternatively, at any time at which he is eligible to gain an
advanced spell, the scholar can instead gain two skill points.
As with the new sorcery style class feature, the scholar may
or may not be permitted to choose his advanced spell
himself, depending on his Background class feature.

Note that when a sorcerer gains advanced spell and
new sorcery style simultaneously upon gaining a new
level, he may choose to gain the advanced spell in the
new sorcery style.

Bonus Spell: From 3™ level the scholar becomes eligible
for a small number of bonus advanced spells, depending on
his Intelligence. His maximum possible number of bonus
spells is equal to his Intelligence bonus, if any. However,
he can gain only one bonus spell at 3* level and an
additional bonus spell every four levels thereafter, whatever
his Intelligence. This is summarised on the Scholar
Bonus Spells table.

STHELAR BENUES SPEULS

Intelligence Bonus
Scholar +5 or

Level +1 +2 +3 +4 higher

3 Bonus [Bonus |Bonus |Bonus | Bonus
Spell  [Spell [Spell [Spell |Spell

7 - Bonus |Bonus | Bonus | Bonus
Spell  [Spell [Spell |Spell

11+ - - Bonus | Bonus | Bonus
Spell [Spell | Spell

15% - - - Bonus | Bonus
Spell | Spell

19 - - - - Bonus
Spell

Iron Will: At 5" level, the scholar gains Iron Will

as a bonus feat. If he already has Iron Will, he may

instead select any Sorcery feat for which he meets
the prerequisites as a bonus feat.

Increased Maximum Power
Points: As scholars become

more  experienced  and
knowledgeable, they
become able to

store far more

magical power in their bodies, so long as it is available to
them by means of sacrifice or some artefact or other. At
6™ level, a scholar’s maximum Power Points rise to triple
his Base Power Points, rather than double as is usual for
most characters. At 13" level it rises again to quadruple
his Base Power Points and at 20" level it rises to quintuple
his Base Power Points.

For example, Thothmekri is a 1" level scholar with Wisdom
14. His Base PP is 6 (4, +2 Wis) and his Maximum PP is 12
(double his Base PP). By the time be is 6" level, his Base PP is
8 (4, +2 Wis, +2 scholar class feature) and his Maximum PP
is 24 (three times his Base PP).

Adventures: In the grim, war-torn kingdoms of the
Hyborian Age, there is always work for a soldier. When
there is no proper military work in the region, a soldier
skills can be put to just as good a use as a brigand, guard
or hired thug; or he can simply join a similar band of
footloose mercenaries and travel to a nearby land where
there is a war going on.

Characteristics: Soldiers gain far more feats than any other
character class and have the freedom to select them from
an enormous variety of combat-oriented feats. In addition,
they gain certain benefits when fighting alongside others
in a formation — this is particularly useful in mass combat
but can also come in handy in an adventuring party that
contains three or more characters who all have at least
three levels in the soldier class, or one character with
a high Leadership score.

Religion: Soldiers are frequently superstitious but rarely
practise a particular religion devoutly. Most would rather
rely on their own strong arms and the support of their
comrades than put too much faith in the gods, who may not
even exist and certainly show no inclination to intervene in
the world even if they do. Despite this, few soldiers will
refuse the aid of a priest if offered. Their lifestyles are so
risky and uncertain that they will take any support they
can get, even potentially spurious spiritual assistance. After
all, if you bow to receive a blessing, you lose nothing if it
does not work; and if it does work, it might just save your

life.

Background: Most soldiers join either an army or a
mercenary company at a very young age, sometimes as
children, as pages, squires or servants to more experienced
soldiers. These soldiers know no other life and often seem
very hard and grim for their age. Some soldiers may not have
access to such a formal military background




but may simply come from particularly war-torn regions or
raiding cultures such as Cimmeria, Asgard or Vanaheim.

GAME RULE INFORMATION

Abilities: Strength and Dexterity are vital for the soldier.
Though most stress Strength above all else, Dexterity
is vital for archers and skirmishers and even the most
stalwart pikeman may find it useful on occasion. All
soldiers require Constitution, whatever their role, if
they are to survive the long marches and bitter wars
that are every soldier’s lot. Those who have ambitions to
rise to positions of command would do well to have a
reasonably high Charisma too.

Hit Die: d10

CLASS skills

The soldier’s class skills (and the key ability for each skill)
are Climb (Str), Craft (Int), Intimidate (Cha), Jump
(Str), Knowledge (geography) (Int), Knowledge (local)
(Int), Knowledge (rumours) (Int), Knowledge (warfare)
(Int), Perform (Cha), Profession (Wis), Ride (Dex)
and Search (Int).

Skill Points at 1st Level: (2 + Int modifier) x 4

Skill Points at Each Additional Level: 2 + Int modifier

CLASS FEATURES

All of the following are class features of the soldier:

Weapon and Armour Proficiency: A soldier is proficient
with all simple and martial weapons, two-weapon
combat (soldiers effectively gain the Two-Weapon
Combeat feat for free), light, medium and heavy armour
and shields. Note that armour check penalties for
wearing medium or heavy armour apply to the Balance,
Climb, Escape Artist, Hide, Jump, Move Silently,
Sleight-of-Hand and Tumble skills. Also, Swim checks
suffer a —1 penalty for every five pounds of armour and
equipment a soldier carries.

Bonus Feats: At 1* level, the soldier gets a bonus feat in
addition to the feat that any 1* level character gets and
any bonus feats granted by his race. The soldier gains
an additional bonus feat at 2™ level and every two levels
thereafter (4", 6*, 8" and so on). The feats that may be
selected as soldier bonus feats are indicated in the Feats
table in the Feats chapter. A soldier must meet all
prerequisites for a feat, including ability score
and base attack bonus minimums.

Formation Combat: At 3" level the soldier learns to fight
as part of a formation rather than as an individual. He
may select one of the following formations. An improved
formation can only be selected if the character has the
corresponding basic formation:

Heavy Cavalry: Whenever the soldier is mounted and
has two mounted and allied soldiers who have also
selected heavy cavalry within 20 feet of him, he gainsa
+1 circumstance bonus to his Armour Piercing
rating with any melee weapon. All three
soldiers must be mounted and in medium &
or heavy armour. b

Improved Heavy Cavalry: Whenever the soldier
is mounted and has two mounted and allied
soldiers who have also selected improved
heavy cavalry within 20 feet of him, he gains
a +2 circumstance bonus to his Armour
Piercing rating and to damage with any
melee weapon. All three soldiers must
be mounted and in medium or
heavy armour.
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Base Attack
Level Bonus Bonus |Bonus | Bonus | Save Save Save |Special
1 +1 +0 +0 +0 +2 +0 +0 Bonus Feat
2 +2 +1 +1 +0 +3 +0 +0 Bonus Feat
3 +3 +1 +2 +0 +3 +1 +1 Formation Combat
4 +4 +2 +3 +1 +4 +1 +1 Bonus Feat
5 +5 +2 +3 +1 +4 +1 +1 Officer
6 +6/+1 +3 +4 +1 +5 +2 +2 Bonus Feat
7 +7/+2 +3 +5 +1 +5 +2 +2 Formation Combat
8 +8/+3 +4 +6 +2 +6 +2 +2 Bonus Feat
9 +9/+4 +4 +6 +2 +6 +3 +3 Officer +1
10 +10/+5 +5 +7 +2 +7 +3 +3 Bonus Feat
11 +11/+6/+1 +5 +8 +2 +7 +3 +3 Formation Combat
12 +12/+7/+2 +6 +9 +3 +8 +4 +4 Bonus Feat
13 +13/+8/+3 +6 +9 +3 +8 +4 +4 Officer +2
14 +14/+9/+4 +7 +10 +3 +9 +4 +4 Bonus Feat
15 +15/+10/+5 +7 +11 +3 +9 +5 +5 Formation Combat
16 +16/+11/+6/+1 +8 +12 +4 +10 +5 +5 Bonus Feat
17 +17/+12/+7/+2 +8 +12 +4 +10 +5 +5 Officer +3
18 +18/+13//+8/+3 [+9 +13 +4 +11 +6 +6 Bonus Feat
19 +19/+14/+9/+4 +9 +14 +4 +11 +6 +6 Formation Combat
20 +20/+15/+10/+5 |[+10 +19) ) +12 +6 +6 Bonus Feat

who have also selected heavy infantry adjacent to him, he
gains a +1 circumstance bonus to his damage rolls with any
melee weapon. All three soldiers must be on foot and in
medium or heavy armour.

Improved Heavy Infantry: Whenever the soldier has two

allied soldiers who have also selected improved heavy

infantry adjacent to him, he gains a +2 circumstance bonus

to his damage rolls with any melee weapon and a +2 bonus

to his Parry score when using a shield. All three soldiers
must be on foot and in medium or heavy armour.

Light Cavalry: Whenever the soldier has two and allied
soldiers who have also selected light cavalry within 20
feet of him, he gains a +1 circumstance bonus to all
melee attack rolls. All three soldiers must be
mounted and in light or no armour.

Improved — Light  Cavalry:
Whenever the soldier has
two and allied soldiers

feet of him, he gains a +2 circumstance bonus to all melee
and ranged attack rolls. All three soldiers must be mounted
and in light or no armour.

Whenever the

who

Skirmisher: soldier has two allied
soldiers skirmisher within
10 feet of him, he gains a +1 circumstance bonus to
Defence. All three soldiers must be on foot and in light
or no armoutr.

have also selected

Improved Skirmisher:

Whenever the soldier has two allied soldiers who have also
selected improved skirmisher within 10 feet of him, he
gains a +2 circumstance bonus to Defence and a +2 bonus
to Initiative. All three soldiers must be on foot and in light
or no armoutr.

Fighting Spirit: Whenever the soldier has two allied soldiers
who have also selected fighting spirit within 30 feet of him,
he gains a +1 bonus to Will saves and Fortitude saves.

Improved Fighting Spirit: Whenever the soldier has two
allied soldiers who have also selected improved fighting



spirit within 30 feet of him, he gains a +2 bonus to Will
saves and Fortitude saves.

The soldier may select a new formation at 7%, 11%, 15* and
19% levels.

Officer: Starting at 5® level, the soldier gains the ability
to co-ordinate and command others. He may temporarily
allow other people to count as a soldiers with a specific
formation, so long as the characters in question are of equal
or lower level to the soldier with the officer class feature. For
example, a 5" level soldier and a 3™ level soldier both have
the skirmisher formation. Under normal circumstances,
they would be unable to benefit from this formation.
However, by using the officer ability, the 5% level soldier
could extend the formation to a third character, allowing
the three to enter skirmisher formation. This ability can
affect a number of people at any one time equal to the
soldier’s Intelligence bonus.

To use this ability, the soldier must spend a free action
every round shouting orders. Those using the formation
must obey those commands. If a character uses Fighting-
Madness, crimson mist or another effect thatis incompatible
with disciplined fighting, or falls victim to fear or terror,
that character does not count as part of the formation for
the duration of the effect.

The soldier can target other soldiers with this ability
to give them formations that they do not possess. A
soldier can only use the officer ability to share improved
formations if the target already possesses the basic
version of the formation.

At 9%, 13" and 17" levels, the number of people the soldier
can affect with his officer ability increases by +1.

ICEHEATCEMBERESS]

The overwhelming majority of temptresses are women, but
very occasionally a man takes up the mantle of tempter.

Adventures: Fostering beauty and charm, the temptress
uses sensuality and sexuality as irresistible lures to bring
others to their doom. The Hyborian Age is a time of great
opportunity for temptresses. The world seems to be a place
of male domination, where men wage wars and conduct
the business of the world. However, temptresses are ideally
suited to taking advantage of these men, proving that
beauty is stronger than physical power. They ensure that
the ‘world of men’ is nothing of the sort.

While the majority of temptresses use sex as their primary
route to power, they can also be political power brokers,
crime lords or even sorceresses.

Characteristics: Temptresses use their bodies and their
seduction techniques to further their own ends. They use
their charm to get men and women to do their bidding;
their sexuality is as honed as a weapon, as keen and deadly
as any sword. Like a noble, the temptress favours brain over
brawn — and knows full well that sexuality can overcome
both the minds and brawn of her enemies.

Religion: Temptresses usually follow the religion of their
native land, although they can choose the most provocative
of the available gods and goddesses of that land.

Background: Temptresses usually come from urban settings,
although some come from more rural areas. In any case, the
culture around them must oppress women in some manner,
pigeonholing them into some role. It is this limitation and
oppression that births the temptress. She is a shadow cast by
these cultural rules.

GAME RULE INFORMATION

Abilities: Charisma, Wisdom and Intelligence are all
crucial to the temptress. She must be able to slip past the
resistance of others to see her will done. She is cunning,
manipulative and ambitious. Furthermore, she should
cultivate her Dexterity if she plans to be lithe and quick,
her Constitution to ensure she can endure as long as
possible and her Strength so that she is not unduly
overpowered.

Hit Die: d6

CLASS skills

The temptress’ class skills (and the key .
ability for each skill) are Appraise (Int),
Bluff (Cha), Craft (Int), Diplomacy (Cha),

Disguise (Cha), Escape Artist (Dex), Forgery
(Int), Gather Information (Cha), Heal (Wis),
Hide (Dex), Intimidate (Cha), Knowledge
(Local) (Int), Knowledge (Nobility) (Int),

Knowledge (rumours) (Int), Listen (Wis),

Move Silently (Dex), Perform (Cha),
Profession (Wis), Search (Int), Sense
Motive (Wis), Sleight of Hand
(Dex), Spot (Wis), Swim (Str),
Tumble (Dex), Use Rope (Dex).
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Skill Points at 1% Level: (8 + Int modifier) x 4

Skill Points at Each Additional Level: 8 + Int modifier

CLASS FEATURES

All of the following are class features of the temptress:

Weapon and Armour Profciency: A temptress is
proficient with all simple weapons and whips. Note that
armour check penalties for wearing medium or heavy
armour apply to the Balance, Climb, Escape Artist, Hide,
Jump, Move Silently, Sleight of Hand and Tumble skills.
Also, Swim checks suffer a —1 penalty for every five pounds
of armour and equipment the temptress carries.

Comeliness: A temptress takes a pride in her appearance
and is naturally well-dressed and groomed. She also has
an exceptionally well-formed body. She receives a +2
circumstance bonus to all Charisma-based skill checks in
situations where her appearance might play a part. Her
Base Reputation increases by +2.

Savoir-Faire: The temptress has a certain flair, dashing
style, élan or bravura that marks her as someone special.
Everything she does is performed with style, whether it be
entering a room and turning heads, carving her initials into
a tapestry with her rapier or even savouring a meal at a
banquet to impress her host.

The temptress can intentionally attempt to impress
others with her style in any task. The temptress may
make any required checks normally but if her result
is five or more higher than the required DC to succeed
at the task, she has performed the deed with stunning
flair. She gets a +2 circumstance bonus to her next

Charisma-based skill check.

It is very hard to embarrass the temptress, for she can turn
even a fall into an elegant dance. Anytime she fails badly at
something she can make a Bluff skill check as a free action
to mitigate the failure and make it look intentional. The
DC depends on the nature of what she has done wrong
but it is usually 15 or 20. The higher the result, the

better her reaction to failure appears.

Asafreeaction, the temptress may
make a Diplomacy check to
oppose anyone who tries to
embarrass her, even if she
is unaware of what

is going on.

The Games Master can make the roll for her.

Seductive Art: A temptress gainsan inherent understanding
of sexuality as it pertains to social situations. She gains a
+1 competence bonus on Diplomacy, Gather Information,
Intimidate, Perform and Sense Motive checks at 2™ level.
This bonus also applies to her magic attack bonus if she
takes the Sorcery Secret art at third level. This bonus
increases by +1 every four levels thereafter. Further, the
temptress relishes the conquest of new types of people.
Whenever the temptress successfully seduces a person who
is of a race and class combination not previously seduced
by her, she receives a +2 bonus to all attack rolls, magic
attack rolls, damage rolls and saving throws for the whole
of the next day. She also has a +2 bonus to Reputation for
the next week.

Compelling Performance: A temptress with five or more
ranks in Perform (any) can cause all those within 30 feet
of her who are attracted to her gender (and not otherwise
distracted, such as in combat) to become fascinated with
her. The targets are allowed a Will save (DC 10 + her
Perform skill modifier). Those who become fascinated
receive a —4 penalty to Listen and Spot checks so long as
the temptress keeps performing. Should a target make its
save, the temptress cannot attempt to fascinate that same
target again for 24 hours. If the temptress has 10 or more
ranks in Perform, the fascinated audience’s penalty to Listen
and Spot checks is further increased to —6; if she has 15 or
more ranks in Perform the fascinated audience’s penalty
to Listen and Spot checks is further increased to —8. The
temptress must be wearing no armour to use compelling
performance. At 2™ level, she can use this ability once per
day; this increases as she gains levels.

Secret Art: At third level, the temptress must choose one
secret art. She has three options — sneak attack, sorcery or
politics.

If she selects sneak attack, she gains the sneak attack ability,
which functions just like the thief ability of the same name

(see page 73). The temptress has a sneak attack of +1d6.

If she selects sorcery, she gains one sorcery style from the
table in the sorcery chapter on pages 239-240 along with
the basic spell (but not the defensive blast) associated
with it. The sorcery styles are more fully explained in

Chapter 9: Sorcery.

She also learns to access her own personal magical energy.
This is referred to as Base Power Points, or Base PP. A
temptress has Base PP equal to 2 + Wisdom Modifier, to
a minimum of one point. If for some reason




a character already has Base Power Points when she gains
this ability, such as through the Dabbler feat, she does
not gain ‘new’ Base Power Points as above. Instead, she
receives a one-time bonus of +2 to her already acquired
Base Power Points.

If the temptress selects politics, she may select one of the
following social abilities from the noble class: ally, entertainer,
improved standing, refuge, smear others or secrets.

Seductive Savant: A temptress has a gift for using sex to
enhance a single skill, using her sensual nature to dampen
the resistance of others. The temptress adds a competence
bonus equal to half her temptress class level when making
checks with one skill chosen from the following list: Bluff,
Diplomacy, Gather Information, Intimidate or Perform.

This does not stack with seductive art but can supersede it
for the chosen skill.

Binding Contract: Temptresses are usually temptresses
because they have specific goals. These

goals, which usually concern power,
mean the temptress must usually
enlist others to do her dirty work.
People will do anything to please

a temptress, usually in the hopes
that their compliance will lead to
more mutual (and sexual) pleasure

in the future. The temptress can

use this weakness to create verbal
contracts so binding the other
party must hold to the agreement

for fear that breaking it will
ultimately cost them dearly.
Creating a binding
contract requires

an opposed
Diplomacy

check between

the temptress and

the primary party
responsible for the
other side of the deal.
If the temptress wins
this contest, she creates a contract
the other party must uphold. If the
temptress fails the contest, then negotiations

have fallen through and may not be resumed for at least
another day. There is a special effect if this is used against
a sorcerer: a sorcerer who enters a binding contract with a
temptress becomes subject to the Rule of Obsession (see
page 230), either with the fulfilment of the contract
or with the temptress.

Improved Secret Art: At 7" level, the temptress’ secret art
improves.

If she selected sneak attack, her sneak attack increases to
+2d6. She also gains the ability to feint as a free action by
flashing an appropriate body part, sending a smouldering
stare or putting on a particularly fetching pout. If she
makes a successful Bluff check in combat, opposed by
Sense Motive, her target becomes flat-footed. This free
feint can only be used once per fight.

If she selected sorcery, she gains an advanced spell from
her school of sorcery. She also gains the ability to generate
Power Points through sex — for every hour of ritual passion
with a suitable partner, the temptress may make a Perform
(ritual) check. She gains Power Points based on the level of
her partner and the result of the Perform check. The partner
suffers temporary Wisdom damage equal to the number of
Power Points gained.

Perform Check Result
Level of |Less
Partner |than 10 |10-14 |15-19 [20-24 |25+
1-10 0 1 2 3 4
11-15 0 2 4 6 8
16-19 |0 3 6 9 12
20+ 0 4 8 12 16

If she selected politics, she may select one of the
following social abilities from the noble class: ally,
entertainer, refuge, smear others or secrets.

Admirers: The temptress has built up a
regular group of admirers, hangers on
or customers who provide her with
certain benefits. She gains
a +2 bonus to Gather
Information  checks .
around her social K
clique and receives a
stipend from her admirers of
100 sp per point of Charisma
per month. If she leaves a given
area, it takes her a month to rebuild
her clique.

Further, one of the admirers is
powerful ally who will go out of his
way to aid the temptress. This ally
uses the same rules as the noble

class feature (see page 49).



Inspire: The temptress often inspires others to perform
beyond their normal abilities. People want to impress
the temptress and her presence brings out their best.
. The temptress knows how to use this desire. During the
f temptress’ action, she can designate an ally within 30 feet
of her to receive a +2 morale bonus on all attack rolls,
saving throws and skill checks. This is a free action on
her part. If the ally is actively defending the temptress
(not just fighting alongside her), he may also add a
+2 circumstance bonus to his Defence (Dodge or
Parry).

Outrageous Flattery: From 9
level and above, the temptress
has faked sincerity countless
times. When she says that

a person has a lovely
physique or

Base Attack Attack
Level |Bonus Bonus [Bonus | Bonus |Save [Save |Save |Special
1 +0 +0 +0 +0 +0 +2  |+2 | Comeliness, Savoir-Faire
2 +1 +1 +0 +0 +0 +3  [+3 Seductive Art +1,
Compelling Performance 1/day
3 +2 +1 +1 +0 +1 +3  [+3 Secret Art
4 +3 +2 +1 +1 +1 +4  [+4 Seductive Savant
5 +3 +2 +1 +1 +1 +4 | +4 Binding Contract
6 +4 +3 +2 +1 +2 +5 +5 Seductive Art +2,
Compelling Performance 2/day
7 +5 +3 +2 +1 +2 +5 +5 Improved Secret Art, Admirers
8 +6/+1 +4 +3 +2 +2 +6  [+6 Inspire
9 +6/+1 +4 +3 +2 +3 +6 | +6 Outrageous Flattery
10 +7/+2 +5 +3 +2 +3 +7 |+7  |Seductive Art +3,
Compelling Performance 3/day
11 +8/+3 +5 +4 +2 +3 +7 |+7 | Advanced Secret Art, Exquisite
12 +9/+4 +6 +4 +3 +4 +8 +8
13 +9/+4 +6 +4 +3 +4 +8 |+8 | Use Weakness as Strength
14 +10/+5 +7 +5 +3 +4 +9  [+9 Seductive Art +4,
Compelling Performance 4/day
15 +11/+6/+1 | +7 +5 +3 +5 +9  [+9
16 +12/+7/+2 | +8 +6 +4 +5 +10 |+10 | Veiled In Darkness
7 +12/+7/+2 | +8 +6 +4 +5 +10 |+10 |Perfected Secret Art
18 +13/+8/+3 |+9 +6 +4 +6 +11 |+11 |Seductive Art +5
19 +14/+9/+4 | +9 +7 +4 +6 +11 |+11 | Compelling Performance 5/day
+15/+10/+5 Glorious

an impressive stance, her statements sound completely
plausible, regardless of how hackneyed her words may be.
So convincing is her power that she may sometimes use it
on the most unlikely of targets. She may attempt to flacter
any one target who could be plausibly attracted to her with
an Intelligence greater than three and that can understand
her. While the temptress is making compliments, the target
must succeed in a Will save (DC 10 + half the temptress’
class level + her Charisma modifier) in order to take any
hostile action toward her at all. This may be because the
target is genuinely flattered or it may be out of complete
bemusement and shock. If the temptress attempts to
use this ability while in combat, the target receives a +2
circumstance bonus to his saving throw. If the saving throw
result totals more than 10 above the required number, the
target is massively offended at what he perceives as mockery.
If this takes place in a combat situation, the intended target
subsequently attacks the temptress in preference to other
targets for at least one round.



Exquisite: A temptress at 11™ level is no longer merely
comely and pretty. Experience has made her an exquisite
creature. She receives a +4 circumstance bonus to all
Charisma-based skill checks in situations where her
appearance might play a part. She also receives a one-time
bonus of +2 to her Base Reputation as her beauty is highly
remarked upon wherever she goes. This supersedes the
comeliness ability.

Advanced Secret Art: At 11" level, the temptress’ secret
art improves.

If she selected sneak attack, her sneak attack increases to

+3d6.

If she selected Sorcery, she gains an advanced spell from her
school of sorcery and +2 base power points.

If she selected politics, she may select one of the following
social abilities from the noble class: ally, entertainer, refuge,
smear others or secrets. She also becomes above suspicion
— she is effectively untouchable for lesser crimes and will
not suffer arrest or interrogation for anything short of
premeditated murder. In her case, beauty and sexuality
hath its privileges. Investigators will automatically assume
she is an innocent party. If the temptress desires, she can
actually shift the investigator toward another target by
making a successful opposed Diplomacy check against the
investigator’s Sense Motive roll. Failure has no adverse effect
unless the crime is premeditated murder, in which case the
investigator becomes sure the temptress is the culprit.

Use Weakness as Strength: The temptress is accomplished
at using the weaknesses of her opponents to get the better
of them. When making an opposed Charisma, Intelligence
or Wisdom based check against the temptress, the
opponent must use the lowest of these three abilities as his
modifier. For example, if a temptress is atctempting to Bluff
another character, and that character has Wisdom 16 (+3),
Intelligence 10 (+0) and Charisma 8 (1), that character
must use his —1 Charisma modifier instead of his Wisdom
modifier on his Sense Motive check.

Veiled In Darkness: A temptress of 16™ level or higher
puts people off their guard. A willing partner in one of
her romantic or sexual endeavours may not act until
the second round of combat if the temptress attacks
him. A Will save (DC set by Bluff check) allows him to
avoid this fate.

She may also have sex with a partner that is so energetic and
exhausting that her partner may fall into a deep
slumber. After having sex with a temptress with

this ability, the partner must make a Fortitude save (DC 10 +
half temptress’ level + temptress’ Charisma modifier) or fall
into a deep, peaceful sleep. Nothing short of violence (or a
bucket of water, or the equivalent) will rouse the target of this

ability for 1d6+4 hours.

Perfected Secret Art: At 17™ level, the temptress’ secret
art improves.

If she selected sneak attack, her sneak attack increases to

+4d6.

If she selected sorcery, she gains an advanced spell from her
school of sorcery and +2 base power points.

If she selected politics, she may select one of the following
social abilities from the noble class: ally, entertainer, refuge,
smear others or secrets.

Glorious: A temptress at 20" level is a legendary beauty
and adventuress. She is graceful in her age and more
attractive than ever. She receives a +6 circumstance bonus
to all Charisma-based skill checks in situations where
her appearance might play a part. This supersedes the
exquisite ability. She gains another +2 bonus to her Base
Reputation.

ICEIIEE

Adventures: Whether cracking open a long-forgotten
tomb in Stygia, raiding a Khitan caravan or stealing
sacred jewels from a Zembabwean jungle temple, the
thief lives a risky but hopefully profitable life wherever
he goes. Thieves are common in Hyboria and are often
low born adventurers who use their wits to rob others.
Zamora is almost a state of thieves. Shem, Koth and
Zingara also have their fair share of thieves. A
thief who has acquired a reputation, or even
one foolhardy enough to go where others M
will not, is likely to be hired to break into
sorcerers’ homes or tombs. He might be asked
to gather rare artefacts, such as poison from
the snakes of the swamps of Zingara or lotus
blooms from a far eastern land. Some thieves
are hired to capture particularly valuable
slaves. Teams of thieves might work on
the more difficult tasks but there are no
formalised “Thieves Guilds’ even in
notoriously lawless regions such
as the Maul in Zamora. Nobles
will often hire thieves as spies
and assassins. When work is not
readily available thieves
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will seek out legendary treasures for their own profit. As a
member of an adventuring team, a thief’s role can be that
of scout, negotiator, assassin or anything else which suits
his particular choice of skills.

Characteristics: The thief is expert at stabbing his enemies
in the back and with a well-planned sneak attack he can be
far more devastating than the most stalwart greatsword-
wielding mercenary. His greatest strength, though, is in the
breadth and depth of skills to which he has access, allowing
him to generalise or specialise as he chooses in any of a
variety of different fields of expertise.

QUL
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Religion:
The best-known thieves’ god
is Bel, originally a Shemitish deity but now worshipped
almost everywhere Shemites are found, from the
Hyborian kingdoms to Stygia, Zamora and Turan.
Thieves from many places have been quick to adopt
Bel as their patron, with his priests’ promises of
an easy life of plunder and excess. However,
there are other gods who favour thieves,
including several in the extensive
and complex Zamorian
pantheon. Thieves from
the East and South, such
as Vendhya and
Kush, tend to

worship their own gods. Many thieves, though, prefer to
avoid religion entirely, perhaps fearing that if they give too
much credence to the gods they will never be able to break
into tombs or rob temple coffers again.

Background: Many thieves come from the sprawling
western cities in the Hyborian kingdoms or the notorious
slums and back streets of Zamora. However, not all thieves
are from urban regions and the nomadic tribes of Shem,
Hyrkania and other lands can also produce effective rogues,
as can the barbaric lands of Cimmeria and Nordheim.
Often a wanderer into the Hyborian kingdoms will find
employment as a thief before moving on to other things,
since anyone with a quick mind and nimble fingers can
turn his hands to thievery.

GAME RULE
INFORMATION

Abilities: For most thieves, Dexterity is paramount. It lets
them strike first, before their opponents can properly
defend against a sneak attack. It also drives most of
their skills. Intelligence should also be a priority, for

\| an intelligent thief is better able to acquire a range

of the skills that are so crucial to this class. The thief
who wishes to make his mark as a conman or fixer
rather than a straight robber or burglar would do well
to have a high Charisma, so as to better dupe his marks

or make his deals.

Hit Die: d8

The thief’s class skills (and the key ability for each
skill) are Appraise (Int), Balance (Dex), Bluff (Cha),
Climb (Str), Craft (herbalism) (Int), Craft (any
mundane) (Int), Decipher Script (Int), Diplomacy

(Cha), Disable Device (Int), Disguise (Cha), Escape
Artist (Dex), Forgery (Int), Gather Information (Cha),
Hide (Dex), Intimidate (Cha), Jump (Str), Knowledge
(arcana) (Int), Knowledge (local) (Int), Knowledge
(nobility) (Int), Knowledge (rumours) (Int), Listen (Wis),
Move Silently (Dex), Open Lock (Dex), Perform (Cha),
Profession (Wis), Search (Int), Sense Motive (Wis), Sleight
of Hand (Dex), Spot (Wis), Tumble (Dex) and Use Rope
(Dex).

Skill Points at 1st Level: (8 + Int modifier) x 4

Skill Points at Each Additional Level: 8 + Int modifier
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CLASS FeAturies'

All of the following are class features of the thief:

Weapon and Armour Proficiency: A thief is proficient
with all simple weapons, all light and one-handed martial
weapons and light armour. Note that armour check
penalties for wearing medium or heavy armour apply to the
Balance, Climb, Escape Artist, Hide, Jump, Move Silently,
Sleight-of-Hand and Tumble skills. Also, Swim checks
suffer a —1 penalty for every five pounds of armour and
equipment the thief carries.

Sneak Attack: Any time at which the thief’s target is unable
to dodge or parry, or when the thief flanks the target, the
thief’s attack deals extra damage if it damages the target.
The extra damage is +1d6/+1d8 at 1* level and an additional
1d6/+1d8 every two levels thereafter. The number before
the slash indicates the extra damage dealt by most
weaponry; the number after the slash indicates

/

the extra damage dealt by any weapon that is one of
the thief’s sneak attack styles. (Use either the first
figure or the second according to whether the

thief is using a weapon that is one of his

styles or not. Do not add the d6 and the d8 ~ *
damage.) Should the thief score a critical hit ¥
with a sneak attack, this extra damage is not
multiplied. The extra sneak attack damage is
only dealt if the thief either bypasses the foe’s
armour or pierces the armour without the
benefit of the extra damage.

Ranged attacks only count as sneak attacks
if the target is within 30 feet. The thief
cannot strike with deadly accuracy
from beyond that range.
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With a sap or an unarmed strike, the thief can make a
sneak attack that deals subdual damage instead of normal
damage. The thief cannot use a weapon that deals normal
damage to deal subdual damage in a sneak attack, even
with the usual —4 penalty to attack rolls.

A thief can only sneak attack a living creature with a
discernible anatomy. Any creature that is immune to
critical hits is also not vulnerable to sneak attacks. The
thief must be able to see the target well enough to pick out
avital spot that he can reach. The thief cannot sneak attack
while striking a creature with concealment or the limbs of
a creature whose vitals are beyond reach.

Sneak Attack Style: At 1* level, the thief chooses a sneak
attack style. This can be any one weapon with which he is
proficient, including unarmed strikes and missile weapons.
Whenever he makes a sneak attack (see below) using his
chosen weapon, he inflicts greater damage and gains a
+1 circumstance bonus on his attack roll. At 4™ level and
every four levels thereafter, the thief gains an additional
sneak attack style. Note that if the thief has sneak attack
as a class feature from another class, the increased damage
only applies to the damage from the sneak attack class
feature acquired by taking thief levels. For example, a
4™ level thief/5™ level pirate whose sneak attack style
is poniard deals 1d6+2d8+1d6 damage when he sneak
attacks with a poniard; 1d6 for the poinard’s base damage,
2d8 for the sneak attack damage from the thief levels
(poniard style) and 1d6 for the sneak attack damage from
the pirate levels.

Trap Disarming: Thieves (and only thieves) can use the
Search skill to locate traps when the task has a Difficulty
Class higher than 20.

A thief who beats the DC of a trap by 10 or more with his

Disable Device check can, if he chooses, bypass it rather

than disarm it. He may lead his allies past it at their normal
speed without risk.

Eyes of the Cat: At 2™ level, the thief gains the Eyes

of the Cat feat as a bonus feat. He need not meet

the usual prerequisites for the feat. If he already has
Eyes of the Cat, he gains Alertness instead.

Trap Sense: At 3 level, the
thief gains a +1 bonus to
Reflex saving throws made

to avoid traps and a +1

dodge

bonus to

Dodge Defence against attacks by traps. Every three levels
thereafter, these bonuses increase by +1. Trap sense bonuses
gained from different classes stack.

Light-Footed: At 4" level, the thief gains the Light-
Footed feat as a bonus feat. He need not meet the usual
prerequisites for the feat. If he already has Light-Footed, he
gains Fleet-Footed instead.

Special Ability: At 6™ level and every four levels thereafter,
the thief may select a special ability from the following
list:

® Crippling Strike: When the thief damages an opponent
with a sneak attack, the target also takes two points of
Strength damage.

® FEvasion: If the thief is exposed to any effect that
normally allows a character to attempt a Reflex saving
throw for half damage, he takes no damage with a
successful saving throw. Evasion can only be used if the
thief is wearing light armour or no armour.

® Jack-of-all-trades: The thief gains a +2 bonus on all
Craft and Profession skill checks.

® Opportunist: Once per round, the thief can make an
attack of opportunity against an opponent who has
just been struck for damage by another character. This
attack counts as the thief’s attack of opportunity for
that round. Even a thief with the Combat Reflexes
feat may not use the opportunist ability more
than once per round.

® Skill Mastery: The thief selects a number of skills equal
to 3 + his Intelligence modifier. When making a skill
check with one of these skills, the thief may take 10
even if stress and distractions would normally prevent
him from doing so. The thief may gain this special
ability multiple times, selecting additional skills to
apply to it each time.

® Sorcerous Protection: Experienced thieves often arrange
for minor magical protection or learn to create their
own defences, so as to more safely plunder cursed tombs
or Stygian caravans. The thief gains a +2 resistance
bonus to all saving throws against spells and spell-
like effects, whether the required roll is a Will, Reflex
or Fortitude saving throw.

® Fear: The thief may select a bonus feat in place of a
special ability, so long as he meets the usual prerequisites
for the feat selected.

Poison Use: At 8" level the thief gains the Poison Use feat
as a bonus feat. He need not meet the usual prerequisites
for the feat.
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As part of the character generation process, the following
stages enable a player to find out a little more about his
characters beyond his class, race, feats and skills.

EACE

Fate Points are a narrative device that enable players to
bring creative input to bear in the game, beyond merely
describing their own actions and throwing the dice.
With Fate Points, players can alter the game world in
some way so as to benefit their characters. Fate Points are
intended to offer players the chance to add to the story of
their characters, adapting the events around them or the
circumstances that befall them so as to improve the game
and give it a more ‘Conanesque’ feel.

At the start of his career, a player has three Fate Points.

These Fate Points are extremely precious, since they can
save a character’s life. You can achieve this by opting to be

‘left for dead’ rather than killed outright.

Fate Points have three other uses as well; but saving your
life is definitely the most crucial, so it is recommended
that you always keep one or two Fate Points reserved for
that purpose alone. Of course, the angle might be perfect
for a Mighty Blow (see below) instead, even if that leaves
one desperately short of Fate Points; that is a decision the
player must make. Magical resurrection is so scarce as to be
almost unattainable in Conan the Roleplaying Game, though
a character who has a major task left unfulfilled or a loved
one to protect from imminent peril has a chance of making
a brief return as a ghost (see Chapter 13: A Hyborian
Bestiary). Despite this, it is usually best to simply not die.

Some significant Non-Player Characters may also have
Fate Points, at the Games Master’s discretion.

USING FATE POINTS

There are seven standard uses for Fate Points: Left for
Dead, Mighty Blow, Parry or Dodge, Reroll, Resist Terror,
Repentance and Destiny. The Games Master may allow
other uses, so check with him before play.

Left for Dead: In Conan the Roleplaying Game, characters
become unconscious when reduced to —1 hit points and
die when reduced to —10 or fewer hit points. See
Chapter 8: Combat. However, when a character’s

hit points reach —10 or less by any means, he may spend
one Fate Point to avoid being killed outright. He is instead
‘left for dead.’

A character who is Left for Dead appears dead upon casual
examination, though he still has a chance of recovering,
particularly if attended quickly by a character with the
Heal skill (see page 105). If he is healed of at least one
point of damage within one hour of being Left for Dead,
either with the Heal skill or by sorcerous or other means,
he is considered to be stable and at -9 hit points (see
page 190). If he is not healed, he must make a Fortitude
saving throw (DC 20) after one hour. If successful, he
stabilises himself and is at =9 hit points. If he fails, he is
finally and irrevocably dead, whether he has any Fate
Points left or not.

A character who dies through Constitution loss may also
save himself by using Left for Dead; in such a case, the
effect that was damaging his Constitution stops when he
has a Constitution score of one point.

Left for Dead cannot be used against effects that leave no
possibility whatsoever of the character surviving, such as

draw forth the heart.

Mighty Blow: Rather than rolling the damage dice on any
successful hit or damaging magical attack, a player can elect
to declare a Mighty Blow at the cost of one Fate Point. A
Mighty Blow always deals the maximum possible damage.
This includes any bonus damage, such as that rolled for
sneak attacks. A primitive or standard quality melee
weapon always shatters irreparably when used to deliver

a Mighty Blow. Even an Akbitanan weapon used to
deliver a Mighty Blow has a 50% chance of snapping
in two, though if it does, it is usually be possible to use
the broken blade as an improvised weapon. It

will not be completely destroyed.

Parry or Dodge: A player may spend a
Fate Point to parry or dodge normally for
one round, even in circumstances where
he would normally be unable to dodge
or parry (such as when blinded or taken
by surprise). The player gets a +5 luck
bonus to his Parry or Dodge score for the
round in question.

Reroll: A player can reroll one failed
attack roll, skill check or saving
throw that he just made. The Fate
Point must be spent immediately
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after rolling the dice, and the player is bound by the result
of the second roll — he cannot reroll again by any means.

Resist Terror: A player can spend a Fate Point to ignore
the Terror of the Unknown.

Repentance: A player can spend one or more Fate Points
to leave behind his old, evil life and make an effort to start
afresh. Each Fate Point spent in this way removes one
point of Corruption.

Destiny: A player can at any time spend one or more
Fate Points, with the agreement of the Games Master,
to alter the world in some minor way. Essendially, this
allows the player to have some input into the story, over
and above the actions of his character. This change must
be one that is plausible, minor and not overwhelmingly
beneficial to the Player Characters. It may well assist them
to accomplish their goals but they must still accomplish
those goals by their own strength and wits, not simply by
spending Fate Points!

For example, a character captured by the law and imprisoned
might spend a Fate Point to have a chance at escape, such as
a comrade or slave-girl smuggling him a dagger or a guard
becoming drunk on duty, or the discovery of a loose chunk
of granite with which to smash open his ankle-chain. He
may not, however, have his escape handed to him on a
plate, such as by a sorcerer magically putting all the guards
to sleep and bursting his door open.

Another option for this use of a Fate Point is to alter a
character in some minor way by revealing a new facet of
his past. This might include knowing a language that he
did not know before, which proves useful in his current
situation or having a contact in the area from his previous
dealings in the region.

One good use of Destiny is when the players are at a dead
end in an adventure. Perhaps they have missed some
crucial clue or failed to puzzle out where to go next. A
single Fate Point in this case is usually enough for the
Games Master to offer some kind of in-game hint.
Preferably, this will not be so blatant as to have a
friendly Non-Player Character give the Player
Characters the answer outright but,
instead, might be something
more along the lines of the
background

often given out in Conan

information

stories. For example,

a lotus-dream could reveal a vision of the past history
of creatures and places crucial to the plot; or an ancient
scroll could be uncovered that, with a Decipher Script
check and a bit of logic, could provide a hint as to
where to look next.

The Games Master will be more likely to accept proposed
uses of Destiny which could plausibly relate to a character’s
own future destiny, as reflected by his goals. For example,
in the story Black Colossus, Conan is offered the position
of commander of a nation’s armies and given a fine suit
of plate armour as an indication of his position. Everyone
around observes a regal quality about him which they had
not seen before. This is a deliberate foreshadowing of his
destiny to one day be King of Aquilonia. Had Conan’s
player always made it clear that his ambition was to one day
be king, the Games Master might allow him to be made
commander for just one Fate Point, since it would allow
that very foreshadowing.

GAINING MORE
FATE POINTS

When a player spends a Fate Point, it is gone forever. It does
not recover with time, nor does the player automatically
gain new Fate Points as he advances in level.

Fate Points may be regained by Foreshadowing. To
Foreshadow, a player lists up to three situations on his
character sheet. These can be anything from ‘my character
slays one of his hated foes to ‘my character is knocked
unconscious and taken prisoner’ to ‘my character gets into a
humorously compromising situation with a beautiful maiden’
to ‘my character finds strength through his faith in Mitra.’ If the
situation comes up in the course of an adventure, the player
gains one Fate Point. Players can only gain one Fate Point
per situation and they should change their Foreshadowed
situations after each adventure. (Foreshadowed situations
are basically a way for players to tell the Games Master
what they would like to see in the game.) An adventure
generally lasts for two to four game sessions.

For example, imagine that the events of The Tower of the
Elephant comprised Conan’s first adventure as a Player
Character. Conan’s player might have Foreshadowed
these events:

® Being mocked for being a barbarian (to show that the
new character is a barbarian)

® Being attacked from behind (showing the Games

Master that he wants combat and nasty tricks)

Making a new ally (to ensure that the party gets

together)




Conan would have picked up one Fate Point when he
was mocked in the inn, another when he agreed to help
the thief Taurus steal the gemstone and a third when
he was attacked by spiders in the tower. He would not
have gotten a fourth Fate Point when he allied himself
with the demon Yag-Kosha, as he had already picked
up the Fate Point for ‘making a new ally’ by allying
himself with Taurus.

Alternatively, each time a character accomplishes a major
goal, either personally or as part of an adventuring party,
he gains from one or two Fate Points, always at the
discretion of the Games Master. Usually this occurs only
at the successful conclusion of an adventure. An entirely
unsuccessful adventure tends to mean that players do not
gain any Fate Points.

EENTPRAENS
INNSOINMON E-y4

Each character begins the game with a very small budget with
which to buy equipment. This is usually just sufficient to
buy a weapon or two and cheap, light armour. A character’s
starting equipment budget is dependent on character class.
The budget can be spent on any of the goods for sale in
Chapter 7. If he can afford them, a scholar character may
choose to spend some or all of his budget on items from

Chapter 9: Sorcery.

Note that this budget is not the same as starting money. If
the budget is not used, the character does noz get to keep
the money. The budget represents items he has managed
to acquire and keep for himself over the years prior
to the game beginning.

Any player can choose to have a starting equipment package
for his character instead of a starting equipment budget.
These are similar in value to the appropriate budgets.

STARTING MONE&EY

In addition to his starting equipment, each character has
2d6-2 silver coins at the start of the game. At the Games
Master’s discretion, this may be reduced to zero if he
wishes to start a campaign in which the characters begin
desperately short of money, rather than just very short!

COOESIOFH

Generally speaking, deciding what is moral and what
immoral is up to the individual. However, certain
dark, corrupting forces can turn humans into

cowed slaves or gibbering madmen. Holding to a code of
honour, however primitive, is one way by which heroes can
avoid such a fate.

The most common codes of honour are given over the page.
At the Games Master’s discretion, variant codes of honour
may be permitted but it is strongly recommended that
they be based on those given here. For example, the Games
Master may agree with a player that a variant barbaric code
of honour is better suited to the Vanir character he wishes
to play, given that the standard barbaric code of honour is
based more on Cimmerian morality.

However, there should be no ‘thief code of honour’ or ‘pirate
code of honour.” As portrayed in the Conan stories, most
such characters are inherently without honour, though they
may occasionally feign honour for their own purposes. Any
who do have a code of honour have retained a civilised or
barbaric code from their earlier lives but they are in the
minority and most lose even that honour sooner or later.
Conan is a rarity, a barbarian so strong-willed he upholds his
honour even when among the most treacherous and amoral
rogues and corsairs.

BENEFITS OF A
CODE OF HONOUR

Any character can begin the game with a code of honour
at no cost. Any character with a code of honour gains
a +3 morale bonus on all Will saving throws, rising
to +6 if the Will saving throw is against Corruption
(see page 82). Furthermore, he gains a +2 bonus to
Reputation (also on page 82).

However, living by any code of honour requires certain
restrictions on what the character can and cannot do
and breaking a code of honour usually means
the loss of its benefits forever.

BARBARIC COOE
OF HONO\NIR

This is Conan’s style of morality, such as it is.

The barbaric code of honour is common
only in lands with harsh climates, such as
Cimmeria, Vanaheim and Asgard in the

north and Ghulistan in the east. It
is also found among some of the
Shemites and Kozaks who live
in the great deserts that stretch
over many of the southern and

lands.
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SCARERIS B CHARNSTER CIASS
Starting
Class Budget | Starting Equipment Packages (Choose One)*
Barbarian 100 + Broadsword, dagger, Bow (any +0) and 20 arrows, | Bow (any, up to +2) and 20
10d6 sp |loincloth, belt pouch, arming sword or cutlass, arrows, battleaxe or war spear or
sandals, belt poniard, loincloth, belt pouch, |war club, leather jerkin, steel cap,
sandals, belt loincloth, belt pouch, sandals or
feathered head-dress, belt
Borderer |150 + Arming sword, axe, hunting | Short sword, battleaxe, hunting | Bow (any, up to +2) and 40
10d6 sp | bow (+0), 20 arrows, dagger, |bow (+0), 20 arrows, dagger, arrows, short sword, battleaxe,
quilted jerkin, cloak, doublet | quilted jerkin, steel cap, cloak, [leather jerkin, dagger, cloak,
and hose, work boots, shirt | doublet and hose, work boots, |doublet and hose, work boots,
and braes, hood, costrel, shirt and braes, hood, costrel, |shirt and braes, hood, costrel,
herbalist’s kit, belt pouch, kit | herbalist’s kit, belt pouch, kit [ herbalist’s kit, belt pouch, kit bag,
bag, belt bag, belt belt
Noble 500 + Arming sword, dagger, steel | Arming sword, dagger, buckler, | Short sword, light lance, steel
10d6 sp | cap, mail shirt, buckler, noble’s outfit (all of noble cap, brigandine coat, large shield,
doublet and hose, riding quality, i.e. cost is 50 times riding horse, riding saddle,
boots, shirt and braes, belt | normal: coat, hat, doublet and | poniard, warhammer, bow (any
pouch, belt hose, riding boots, shirt and +0), 20 arrows, doublet and hose,
braes, belt pouch, knight’s belt) | riding boots, shirt and braes,
cloak, hood, costrel, belt pouch,
knight’s belt
Nomad 150 + Riding horse, riding saddle, |Riding camel, riding saddle, Riding horse, riding saddle, light
10d6 sp | scimitar, hunting bow, scimitar, bow (any, up to lance, short sword, bow (any, up
20 arrows, dagger, belt, +1), 40 arrows, dagger, belt, to +1), 40 arrows, dagger, belt,
saddlebags, robes, sandals saddlebags, robes, sandals saddlebags, robes, sandals
Pirate 100 + Arming sword, silk breeks, Bow (any, up to +5) and 20 Cutlass, silk breeks, dagger, looted
10d6 sp | poniard, buckler, leather arrows, war spear or war club, [fancy coat and riding boots (coat
jerkin, sling and 10 bullets loincloth, belt pouch, belt, and boots of good merchant
feathered head-dress quality, i.e. cost is 10 times
normal), belt, belt pouch
Scholar 100 + Dagger, doublet and hose, Stiletto, robes, belt, belt pouch, [ Dagger, doublet and hose, work
10d6 sp | work boots, shirt and braes, |spell component pouch, shoes, [boots, shirt and braes, cloak,
cloak, hood, costrel, spell priestly trappings (small idol or [ hood, costrel, spell component
component pouch, belt holy symbol, jewellery of rank, | pouch, belt pouch, belt, incense
pouch, belt, quill, ink, prayer beads and so on to a worth 100 sp, herbalist’s kit, quill,
parchment, herbalist’s kit, value of 75 sp), incense worth [ ink, 10 sheets parchment, crafter’s
one dose yellow lotus resin | 50 sp, ink, quill, parchment tools (any)
Soldier 200 + Broadsword, poniard, any Bill, arming sword, crossbow, | War sword, poniard, bow (any
10d6 sp | shield, steel cap, quilted 10 bolts, poniard, any shield, |+0), 20 arrows, any shield, steel
jerkin, cloak, doublet and steel cap, quilted jerkin, cloak, |cap, leather jerkin, cloak, doublet
hose, work boots, shirt and | doublet and hose, work boots, |and hose, work boots, shirt and
braes, hood, costrel, belt shirt and braes, hood, costrel, | braes, hood, costrel, belt pouch,
pouch, kit bag, belt belt pouch, kit bag, belt kit bag, belt
Temptress | 100 + Stiletto, masterwork thieves’ | Thieves’ tools, stiletto, shift, Dagger, shift, robes or dress, spell
10d6 sp | tools, shift, dress or doublet | shoes, noble’s dress. component pouch, belt, belt
and hose, cloak, shoes, hat, pouch, shoes, quill, ink, 10 sheets
kit bag, belt, belt pouch. parchment, herbalist’s kit.
Thief 100 + Arming sword, thieves’ tools, | Masterwork thieves’ tools, Short sword, dagger, sling, 10
10d6 sp-. | cloak, doublet and hose, poniard, cloak, doublet and bullets, thieves’ tools, quilted
work boots, shirt and braes, |hose, work boots, shirt and jack, cloak, doublet and hose,
hood, costrel, belt pouch, kit [braes, hood, costrel, belt work boots, shirt and braes, hood,
bag, belt costrel, belt pouch, kit bag, belt




even strangers are given hospitality and fallen foes are
extended mercy if they ask for it, since it is recognised
that humanity must to some extent work together against
the bitter cold or suffocating heat. Barbarian tribes who
have a relatively easy time of it, such as the Picts in their
lush forests, do not usually have a need for a code of
honour, for their environment is not sufficiently deadly
as to be their most dangerous enemy. It could be argued
that the presence of a code of honour is what separates a
barbarian from a mere savage.

A character with a barbaric code of honour will:

® Respect alliances with other honourable characters.

® Ignore an alliance with a dishonourable character, even
pre-emptively, if it suits him.

® Abide loyally by a contract of employment, even with

a dishonourable employer, so long as the character is

well-treated and shown loyalty in return.

Slay a dishonourable foe, even if that foe is helpless.

Slay an honourable foe who is not helpless.

Protect those weaker than himself; at least from physical

dangers, if such protection is requested. This includes

e

ordinary folk such as peasants captured for interrogation
who will be set free once it is safe to do so and rewarded
if they were of assistance, as well as children and most
women. A woman who has demonstrated herself to be
more capable in war than the average man need not
be protected, though the typical male with a barbaric
code of honour will probably attempt to protect her
anyway.
% Offer his allegiance only to an honourable leader
who is clearly stronger and better suited for power
than himself, or to a greater cause of some kind; once
allegiance is granted, the character must be utterly loyal
so long as his leader remains honourable and loyal to
him in return. Note that a character with a barbaric
code of honour need not necessarily retain an allegiance
that was always intended to be temporary, such as a
mercenary contract, after its conditions are fulfilled.
Plunder and rob anyone other than honourable allies.
Lie, cheat and con anyone other than honourable allies.
Have no in-principle objection to slavery, being willing
to keep or free slaves as suits his purposes.
Grudgingly respect genuine piety but despise venal
priests and the typical trappings of civilised ‘religion.’
Like or dislike others based on their honour and their
actions, not their religion or race.

® ® ® w2

Be hospitable and generous to those in need, even to
strangers. It is said that no man starves in Cimmeria
unless there is a famine and all starve, because
every family will give of their own food to
anyone without.

® Respect the hospitality shown him.

® Avenge any seriously intended insult with immediate
and lethal force, if at all possible. Note that barbarians
new to civilisation are likely to avenge even a jesting
insult in the same way, not having yet learnt the
subtleties of civilised behaviour, which can allow a
man to insult another without the imminent danger of
having his skull split.

® Avenge any physical harm done him at his earliest
opportunity in a manner fitting his sense of balance
and justice.

A character with a barbaric code of honour will not:

#® Slay a wild animal or any other creature for sport alone.
He may slay in self-defence, for revenge or to get food
or other resources and he may slay a sworn enemy.

#® Slay an honourable foe who offers a ransom or throws
himself on the character’s mercy.

® Slay or steal from someone who has shown him
hospitality in his own house, even if he turns
out to be an enemy, unless the other breaks
hospitality first.

® Harm anyone currently under his protection or
receiving his hospitality, even if he turns out to be an
enemy, unless the other breaks faith first.

® Assist the authorities with any information about his
friends or allies, even if refusing to do so puts him at
risk.

® Desert his henchmen or retainers, even if they appear
to desert him. If he ever achieves the position of
chieftain or a similar authority, he feels he must set
an example to his followers. Even if they doubt him,
he must prove himself to them, particularly if they
need him.

CIVILISED COOE
OF HONOLMIR k
This is the code of honour practiced by b
most knights and nobles from the civilised
lands. Some civilised warriors, soldiers and
mercenaries also practice this code of honour.
A character with a civilised code of honour
will:

® Respectalliances with other honourable

civilised ~characters. He may
respect alliances with
honourable barbaric characters
buct this is not required.

also



Respect an alliance with a dishonourable civilised
character until that character breaks the alliance.

#® Offer his allegiance to any leader who might be regarded
as a legitimate authority, or to a greater cause of some
kind; once he grants his allegiance, the character must
be utterly loyal, so long as his leader or cause remains
honourable and loyal to him in return. Note that
a character with a civilised code of honour need not
necessarily retain an allegiance that was always intended

to be temporary, such as a mercenary contract, after the
conditions are fulfilled.

#® If seriously insulted, demand a formal duel at the
next suitable opportunity. Honour may also be
satisfied with sincere and profuse apologies, at

the discretion of the insulted party.
#® Protect those weaker than
himself, if such protection is
formally requested and if
the person requesting

N
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#® Obey the laws of his homeland and co-operate with
lawful authorities in other lands wherever possible,
unless at war with those lands. This applies even
if such behaviour would be to the detriment of his
friends or allies.

#® Have no in-principle objection to slavery, being willing
to keep or free slaves as suits his purposes.

#® Respect religious authorities.

#® If religious, make war upon the enemies of his religion

without showing mercy or offering quarter.

A character with a civilised code of honour will not:

® Break the law of the land, unless he has formally
thrown in his lot with an organised and (in his opinion)
legitimate force of rebels.

#® Slay an honourable foe who offers a ransom or throws
himself on the character’s mercy, unless ordered to do
so by a legitimate authority. Even in the latter case,
if the character believes that such an order indicates
that the authority is no longer legitimate, he may
at the Games Master’s discretion be able to avoid
killing the foe, so long as he immediately attempts
to remove the illegitimate authority from power;
this may involve something along the lines of the
rebellion mentioned above.

#® Slay a dishonourable foe of noble birth who offers a
ransom or throws himself on the character’s mercy,
unless ordered to do so by a legitimate authority.

#® Knowingly work for a dishonourable employer.

#® Attack peasants or ordinary civilians and tradesmen,
unless those folk have openly rebelled against a
lawful authority.

MERCENARY
CODE OF HONOUR

Although they wander far to make their way as
‘sellswords,” many mercenaries live by a code of honour.
Ruthless but not without principles, these mercenaries
are highly sought after and renowned for always fulfilling
their contracts to the letter.

A character with a mercenary code of honour will:

& Demand half of all promised payment up front if
payment is to be a lump sum.

® Demand two months’ payment in advance if payment
is to be monthly.

® Notify other mercenaries if a client does not pay.

® Require the client to spell out exactly what will
satisfy the requirements of employment, preferably in
writing.

#% Fulfil all requirements of employment.

) 4
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® Maintain confidentiality concerning who hired him
and what he is asked to do.

® Only work for competing employers after 30 days of a
contract’s expiry.

A character with a mercenary code of honour will not:

® Betray or disobey his employer, no matter what his
master asks of him or what bribes are offered.
Violate any stated
employment.
Violate the confidentiality of his employer including

& of
8
revealing what he was hired to do.
8
®

explicitly requirements

Take assignments from his employer’s competitors
before 30 days have elapsed.

Take any risks or perform any difficult deeds without
payment (in money or in kind), unless those deeds
bring immediate personal reward to the mercenary.

LOSING A COOE OF HONOUR

Any character who voluntarily breaks his code of honour
immediately loses its benefits.

The character may regain his code of honour if he seeks out
a priest who can provide atonement (see page 339), so long
as he worships the same gods as that priest and the priest has
a code of honour of his own. The priest will set the character
a task which must be fulfilled before full atonement
can take place.

An irreligious character or one who cannot find a suitable
priest may attempt to right a wrong himself somehow. The
Games Master will always be the judge of how much needs
to be done in this case before the code of honour can be
regained but generally it should be at least as much of a
challenge as a task set by a priest.

NEZSINNEZ,

A character may have up to three allegiances, listed in
order from most important to least important. These
allegiances are indications of what the character values in
life and may encompass people, organisations or ideals.
A character may have no allegiances, being either a free
spirit or a lone wolf, or may change allegiances as he goes
through life. Also, just because a character fits into a certain
category of people does not mean he has to have that
category as an allegiance.

If a character acts in a way that is detrimental to his
allegiance, the Games Master may choose to strip

the character of that allegiance and all its benefits and
assign an allegiance more suitable to those actions.

PLEOGING ALLEGIANCE

A character’s allegiance can take the form of loyalty to a
person, an organisation, a belief system or a nation.

In general, a character can discard an allegiance at any time
but may only gain a new allegiance after attaining a new
level. However, a character who also has a code of honour
(see above) may gain a new allegiance at any time, subject
to the Games Master’s veto. This reflects the inherent
trustworthiness of a character with a code of honour.
Characters with codes of honour may also find it difficult
to discard their allegiances without losing their honour,
though, so they should select allegiances with care.

Having an allegiance implies having sufficient intelligence
and wisdom to make a moral or ethical choice. As a result,
a character must have Intelligence and Wisdom scores of
three or higher in order to select allegiances.

Allegiances include but are not limited to the following:

Person or Group: This includes a leader or superior, a
family, a group of linked individuals such as a band of
adventurers or a discrete unit within a larger organisation,
such as members of the character’s watch on a ship or
individuals for whose safety the character is responsible.

Organisation: This may be a secret society, a caravan
train, a pirate ship or brotherhood, a local temple, a
city, a guild, a mercenary company, an employer or an

otherwise established authority.

Nation: This may or may not be the nation
in which the hero currently resides. It may
be where the individual was born or M
where the hero resides after emigrating to
a new home.

Religion: This is always a particular faith or
religion, though it need not necessarily be
limited to one god. For example, a Pictish
shaman is more likely to have allegiance to all
the multitudinous deities and obscure spirits
of his pantheon, rather than to just one
particular entity. Conversely, most
sorcerers make pacts with specific
demons or dark gods.
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An allegiance can create an empathic bond with others of
the same allegiance. With the Games Master’s permission,
the character gains a +2 circumstance bonus on Charisma-
based skill checks when dealing with someone of the
same allegiance, so long as the character concerned
has had some interaction with the other character,
allowing the connections to be discovered and thus bring
the bonus into play.

CORRSIREION

Almost all characters in the Hyborian Age are capable of
being corrupted if they face sufficiently severe challenges
to their integrity. Indeed, many begin with no integrity
whatsoever and seem to seek out self-corruption. Even
those with stringent codes of honour may fall from
their principled stance, usually without any hope
of regaining it.

This is because the worldview portrayed in the Conan
stories is essentially bleak. There are no cosmic forces for
‘Good.” Even the supposedly good gods, such as Mitra,
may be no more than creations of the priesthood. The
only good is that which can be found in a few human
beings of high moral standing, though even they are
far scarcer than the self-serving or actively evil humans
who make up the majority of ordinary people and great
heroes and villains alike.

On the other hand, ‘Evil” exists in a very real and concrete
manner. Dark forces are always afoot. The foul sorcerous
knowledge of evil priests and the vile demons they conjure
up are far more powerful than any magics or defensive
prayers to which their supposedly ‘Good’ counterparts
might have access. Many folk who might otherwise be
moral take the first steps on the road to damnation when
they realise that even if they behave virtuously, there is no
paradise in the next life, no guarantee of salvation; they
might as well take what they can here and now.

Corruption is a more serious problem for magicians
and other scholars than for most characters. Scholars
research typically causes them to make more saving
throws against corruption than most adventurers;
moreover, even those who successfully
avoid being corrupted have a
tendency to grow madder
and madder as they gain
more and more unnatural

knowledge.

CORRUPTION SAVES

Any time a character comes into contact with a demon,
evil god or an unusually powerful and corrupt sorcerer,
except in the context of actively attacking it or fleeing from
it in terror, he must make a corruption saving throw. This
is essentially a Will saving throw.

Certain magical artefacts and sorcerous practices can also
force corruption saving throws; see Chapter 9: Sorcery.

All corruption saving throws are made against a DC set by
the entity, sorcerer or object’s magic attack roll.

A character’s current Corruption isapplied asa circumstance
penalty to all corruption saving throws. Once you start on
the steady slope towards corruption, it becomes more and
more difficult to stop.

A character who successfully saves against corruption
usually need not make another saving throw due to the
presence of the same creature on the same day. However, if
the character has close, peaceful contact with the creature,
the Games Master may call for another corruption saving
throw every hour.

CONSEQUENCES OF FAILURE

Each time he fails a Corruption saving throw, a character
gains one point of Corruption. There are further effects
that will not be immediately obvious to the character: these
are given on page 402 in the Campaigns section.

RERNICATEION

During a typical campaign of Conan the Roleplaying
Game, characters will amass fewer tangible rewards for
their efforts (such as gold, land and magical items) than
characters in most fantasy settings. They are more likely
to flee a country after an adventure than receive a land
grant, unless perhaps at high levels they seize control of an
entire nation as Conan himself did. Gold, if they ever gain
it, will slip through their fingers in the taverns, gaming-
houses and bordellos of the nearest city within a matter of
a few weeks. Magical items are few and far between; unless
a character is a sorcerer, he would be well advised to steer
clear of these items , for most come with a price few would
be prepared to pay.

Adventurers in the Hyborean Age must rely on their own
skills over and above expensive equipment or magical
weaponry. Their experience and combat prowess are
paramount, though their reputation can also be of enormous
benefit. A character’s reputation, though, is




always with him, even when he is a penniless wanderer or
a captured prisoner. For example, in the Conan novel 7he
Hour of the Dragon, Conan is able to use his reputation as
a chief of the black corsairs to cause a slave revolt, allowing
him to defeat an entire shipload of Argossean sailors.

The following rules provide a mechanic to reflect the effects
of reputation in day-to-day situations. These rules should
never be regarded as a substitute for roleplaying but can
make minor encounters run much more smoothly.

Reputation works a little like the Charisma ability score.
It helps characters influence situations through the use of
skills such as Bluff, Intimidate and Gather Information, as
well as helping them recruit mercenaries and followers. The
nature of a character’s Reputation affects the way it may be
used. For example, a lowly Zamboulan street thug known
for his bloodthirsty behaviour is likely to get a very different
response when negotiating with another thief than with a
virtuous priest of Mitra. In addition, this section permits
characters to cultivate different Reputations in several
different cities or nations. For example, King Conan is
loved in Aquilonia for deposing the old, repressive dynasty
and ruling wisely and justly, yet among the black corsairs
he is Amra, the lion, the most bloodthirsty and successful
pirate leader they have ever had.

While Reputation works much like an ability score,
it rises and falls frequently, often after each scenario a
character completes.

The Reputation score measures how well known a character
is among the general population of a region or town. A
high Reputation means that many people have heard
impressive things about the character, such as tales of his
exploits in escaping the law or his theft of a heavily guarded
and incredibly expensive artefact. A low Reputation shows
that either few people have heard of the character’s exploits
or that they have heard terrible things about him, such as
his propensity to murder innocents at whim or his defeat
at the hands of a lone peasant. However, Reputation is
not always an honest assessment of a character’s skills or
exploits. As word travels of his accomplishments, some
bending of the truth takes place as rumour builds upon
rumour. Despite this, unless someone deliberately spreads
misleading lies, a character’s Reputation is largely based on
his actual actions.

A character applies Reputation to:

® Actempts to influence others with skills such as Bluff,
Intimidate and Gather Information.

® Actempts to see whether a person knows who
the character is.

AVERANESE, [REFPUISACIERN]

Reputation

Example Score

A young, inexperienced thief 1

A newly recruited guardsman 2

A bookish but well-thought-of 3

scholar

A priest who has worked among the | 4-5

people of the area

A person known to be a thief or 6-7

thug

An old soldier in a local lord’s 8-9

retinue

A scarred and battle-tested 10-15

mercenary

A sorcerer-for-hire 16-25

A person who averted a major 26-35

disaster

A gifted assassin 36-55

A priest renowned for his successful | 56-75

and active opposition to the

worshippers of Set

A nomad chieftain at the head of 2 |76-90

powerful horde that has plundered

several settlements

An evil wizard who has returned 90+

from the dead to topple kingdoms

and slay the living
GENERATING
REPUTATION

A character’s base Reputation score equals his character
level plus his Charisma modifier, though it can never
drop below one. Thus, each time a character gains a
level, his Reputation usually goes up by one,
though a low level character with a negative
Charisma modifier may have to work hard
before his Reputation can increase above
one. A characters Base Reputation score
never changes.

Actions a character undertakes also modify
his Defeating
overthrowing tyrants, slaying evil sorcerers
and completing other difficult or heroic
tasks all help boost a character’s
Reputation. On the other hand, 48

temporarily .‘- ;‘
\ Ay

Reputation. enemies,

a character who
retires from adventuring or who
departs to a distant city for many

years loses Reputation.
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Truly legendary characters’ stories may continue to
live on as popular songs and myths but the exploits of
most fade with time.

A character may choose one deed per level that adds to his
Reputation. This deed is rated from +1 to +5, and is added
to his total Reputation score. Dealing with bandits might
only be only a +1 deed, while slaying the king of Aquilonia
and seizing the throne is definitely worth +5. In general,
the level of deeds a character is capable of is proportional to
his level — beginning characters will only get +1 Reputation
per level on average, while a 10™ level character might do
a deed worth of a +3 or even +4 ranking. (As a rule of
thumb, divide a character’s level by four to get the measure
of their average deeds.)

The more famous a deed is, the more Reputation it gives.

Finding the lost Gem of the Prophets will win a character

no renown if no-one knows he has it. For example, some

of Conan’s deeds include:

® Rogues in the House, The Frost Giants Daughter: +1
(local tales, victories with few witnesses)

® Red Nails: +2 (again, few witnesses and few survive to
tell the tale, but a great victory)

® The Tower of the Elephant: +3 (cosmic horrors, a famous
landmark crashing into dust and a fine prize)

® The Queen of the Black Coast: +4 (Conan’s pillaging
won him the enmity of the Stygians)

® The Hour of the Dragon: +5 (massive battles and high
sorcery across all Aquilonia)

Each deed has a type and a location associated with
it. The location is simply the region where the deed is
done — Tarantia, the Bossonian Marches, Purple Lotus
Swamp and so forth. The type is the type of story that
will be told of the deed, the impression that people will
get of the character from the deeds. Common types
include: Heroic, Dangerous, Mighty Sorcerer, Noble,
Unholy, Rich, Treacherous, Brave, Enemy of the Picts,
Friend of Aquilonia, Traitorous, Demon-Worshipper
and so forth — whatever the dominant element of the
character’s actions was.

A character’s social position also affects his
Reputation.

SSTANRINKS

Modifier [Examples

-2 Those of a distant or hated race

-1 Criminals, foreigners

+0 Barbarian, peasant, commoner

+1 Notable barbarian warrior, local landowner,
craftsman, acolyte

+2 Priest, man-at-arms, guild member

+3 Guild master, important priest

+4 Knight, respected adventurer

+5 Baron, barbarian chieftain

+6 Wealthy baron

+7 Duke, high priest.

+8 Prince

+9 King of a lesser country

+10 Emperor or mighty king

A character cannot get a social standing of +5 or higher
without getting a noble title, or at least pretending to have
a noble title and having the wealth and finery to back up
such a claim!

Both Social Standing and deeds are affected by distance. The
further a character travels, the less important his title and
the more remote his deeds become. A character’s Standing
and all his deeds are affected by distance as follows:

RASCEANIZ AN [REPUIS/ACEIERN]

Location Modifier
Different country -1
Different region of the world (Nordheim, =)

the Hyborian kingdoms, the Black Coast,

the desert kingdoms and so on)

Very different region (the far East, beyond |4

the Vilayet sea and so on)

A deed cannot be reduced below zero. Standing, however,
can be reduced to a negative level.

For example, when young Conan travels from Zamora to
Cimmeria, the deed of The Tower of the Elephant is reduced
by -2, so it only increases his Reputation by +1. The sullen
barbarians of the north have little interest in his wild tales
of magic jewels and elephantine demons. By contrast, his
deed of The Frost Giants Daughter would be dismissed
as nothing but a tall tale in the inns of spider-haunted
Zamora, but would carry its full Reputation bonus in the
cold north, where the name of Ymir has power.
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Deeds can be forgotten over time. A deed’s Reputation
bonus decreases by one after a number of years equal to
the current bonus have elapsed. So, a deed worth only +1
is forgotten after a year, while a deed worth +5 is reduced
to +4 after five years, +3 after another four years, +2 after
three more years, +1 after another two years. It is finally
forgotten another year after that, having lasted fifteen years
in all! Only deeds are affected in this fashion.

USING REPUTATION

A character’s Reputation can be a tremendous asset among
mercenaries, nomads and thieves. When a character
encounters a person for the first time, the character should
make a Reputation check to determine if the person has
heard of him. To make a Reputation check, roll 1d20
and add the character’s Reputation score. If this matches
or equals the check’s DC, the person has heard of the
character. The standard DC for a Reputation check is 25.

If a person has heard of the character, the character may
use his Reputation score to provide a bonus when using the
following skills: Bluff, Diplomacy, Intimidate, Perform and
Gather Information. The bonus gained from Reputation
is based on its overall score and is shown on the table
below. Generally, any skill used in social situations may use
Reputation as a bonus, so long as those who the character
is trying to impress those who recognise him.

A character’s deeds affect his Reputation. Only those deeds
that actually reflect what he is trying to accomplish will
aid him and others may even hinder him, reducing his
Reputation. For example, if a character is trying to convince
a noble lord that he is trustworthy and honourable, his +5
‘betrayed his king and code of honour by turning traitor’ will
obviously be of no benefit! This means that a character may
be recognised and have his reputation work against him.

At the Games Master’s discretion, the penalty to Disguise
Checks in the table above is applied whenever a character

disguises himself in a location where he is well known.
It may be reduced if he is popularly believed to be
dead or far away.

REFUCATICN TFFEEeS

Reputation | Modifier to Penalty to
Score Skill Checks | Disguise Checks*
1-4 +0 -

5-10 +1 -

11-17 +2 -1

18-25 +3 -1

26-34 +4 -2

35-44 +5 -2

45-55 +6 =3

56-67 +7 -3

68-80 +8 —4

81-94 +9 —4

95+ +10 =

ANIASFS

An alias acquires its own Reputation, generated separately
from a character’s true identity. When travelling under an
alias, any bonuses earned to Reputation apply only to the
alias’s Reputation score. If a character gains a level because
of actions taken while under his alias, or if he earns the
majority of the experience points he needs for a level whilst
using it, his alias earns the Reputation bonus. Thus, while
a character’s true personality is barely known by anyone,
his alias could be the leading villain (or hero) in the city.

If a character’s alias is ever revealed, the higher of his own
and his alias’s Reputation becomes his true Reputation
score. In addition, he gains half of his lower score as a
one-time bonus to his new Reputation, reflecting the
uproar and interest surrounding the revelation of his
identity. However, the character only modifies his
Reputation score in this way if the general populace
learns of his alias. If only a few close friends or a
very limited number of people are in on the

secret, his alias is secure.

Aliases work best as a roleplaying tool.
The heroic outlaw who dons a disguise and
struggles against a corrupt and autocratic priest,
or the common thief who desperately tries to
keep his activities hidden from the local lords
or police are two examples of how aliases may
be used. Aliases add depth to a character’s
background and supply some interesting
roleplaying opportunities. If a player
feels an alias is appropriate to
his character, he should consult Z
with the Games Master about
adopting one.
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In Conan the Roleplaying Game, all characters are self-
sufficient, highly capable of turning their hands to just
about anything. Though almost all specialise in particular
areas of expertise, many also pick up certain skills
along the way which might be useful for their roles as
adventurers, such as sneaking about, clambering up cliff-
faces, spotting an assassin in the night and puzzling out
the meanings of ancient rolls of parchment. A barbarian
might not be quite so knowledgeable about religion as a
priest; nonetheless, even a barbarian will probably pick up
bits and pieces of information here and there if he is the
typical cosmopolitan, observant adventurer depicted in the
Conan stories.

For this reason, although all characters have to worry about
class and cross-class skills when allocating skill points
gained from their class, any bonus skill points gained
through a high Intelligence are more flexible. These bonus
skill points may be spent on any skill without penalty. In
effect, all skills are treated as class skills for the various skill
points gained through having a high Intelligence. This
applies both at 1st level and at subsequent levels.

PURCHASING SKkILLS

If a Player buys a class skill, his character gets one rank
(equal to a +1 bonus on checks with that skill) for each
skill point. If you buy skills not on your class list (cross-
class skills) with the skill points you gain from class, as
opposed to bonus skill points from a high Intelligence, you
must spend 2 skill points to get 1 rank. Character class
descriptions indicate which skills can be purchased as
class skills and how many skill points are gained when a
character takes a level in that class.

A character’s maximum rank in a skill, whether class
or cross-class, is your character level + 3.

Using Skills: To make a skill
check, roll: 1d20 + skill
modifier. The skill modifier
is equal to skill rank +
ability modifier +

miscellaneous

,

modifiers. This roll works just like an attack roll or a saving
throw; the higher the roll, the better. Either a character is
trying to match or exceed a certain Difficulty Class (DC),
or he is trying to beat another character’s check result.

Skill Ranks: A character’s number of ranks in a skill is
based on how many skill points he has invested in it. Many
skills can be used even if the character has no ranks in
them; this is called making an untrained skill check.

Ability Modifier: The ability modifier used in a skill check
is the modifier for the skill’s key ability, that is, the ability
associated with the skill’s use. The key ability of each skill

is noted in its description.

Modifiers: modifiers
include racial bonuses, armour check penalties and bonuses

Miscellaneous Miscellaneous

provided by feats, among others.

USING A SkiILL

When a character uses a skill, the Player makes a skill check
to see how well he performs. The higher the result of the
skill check, the better. Based on the circumstances, the
result must match or beat a particular number (a DC or
the result of an opposed skill check) for the check to be
successful. The harder the task, the higher the number a
Player needs to roll.

Circumstances can affect this check. A character that is free
to work without distractions can make a careful actempt
and avoid simple mistakes. A character who has lots of
time can try over and over again, thereby assuring the best
outcome. If others help him, the character may succeed
where otherwise he would fail.

skilL cHeckSs

A skill check takes into account a character’s training, which
is represented by his skill rank, his natural talent, which is
represented by the ability modifier and an element of luck,
which is represented by the die roll. It may also take into
account his race’s knack for doing certain things (a racial
bonus), what armour he is wearing (armour check penalty)
g certain feat he possesses, among other things.
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To make a skill check, roll 1d20 and add the character’s
skill modifier for that skill. The skill modifier incorporates
the character’s ranks in that skill and the ability modifier
for that skill’s key ability, plus any other miscellaneous
modifiers that may apply, including racial bonuses and
armour check penalties. The higher the result, the better
the character performs. A natural roll of 20 on the d20 is
not an automatic success and a natural roll of 1 is not an
automatic failure, unlike some combat rolls.

OIFFICULTY CLASS

Some checks are made against a Difficulty Class or DC.
The DC is a number that is set using the skill rules as a
guideline. A skill check must be equal to or higher than the
DC in order to succeed.

AFAASLSY GELASS @AMIPLES

Difficulty (DC) Example (Skill Used)

Very Easy (0) Notice something large in plain
sight (Spot)

Easy (5) Climb a knotted rope (Climb)

Average (10) Hear an approaching guard
(Listen)

Tough (15) Rig a wagon wheel to fall off
(Disable Device)

Challenging (20)

Swim in stormy water (Swim)

Formidable (25) Open an above-average lock

(Open Lock)

Heroic (30) Leap across a 30-foot chasm

(Jump)

Nearly Impossible (40) |Track a squad of nomads across
hard ground after 24 hours of

rainfall (Survival)

TRYING AGAIN

In general, a character can try a skill check again if he fails
and can keep trying indefinitely. Some skills, however, have
consequences of failure that must be taken into account.
A few skills are virtually useless once a check has failed
on an attempt to accomplish a particular task. For most
skills, when a character has succeeded once at a given task,
additional successes are meaningless.

TIME ANO
skill cHeckSs

Using a skill might take a round, take no time or take
several rounds or even longer. Most skill uses are standard
actions, move actions or full-round actions.
Types of actions define how long activities take

_skilLs

to perform within the framework of a combat round (six
seconds) and how movement is treated with respect to
the activity. Some skill checks are instant and represent
reactions to an event or are included as part of an action.
These skill checks are not actions. Other skill checks
represent part of movement.

FAVOURABLE ANO
UNFAVOURABLE
CONJITIONS

Some situations may make a skill easier or harder to use,
resulting in a bonus or penalty to the skill modifier for a
skill check or a change to the DC of the skill check. The
chance of success can be altered in four ways to take into
account exceptional circumstances:

& Give the skill user a +2 circumstance bonus to represent
conditions that improve performance, such as having
the perfect tool for the job, getting help from another
character (see Combining Skill Attempts) or possessing
unusually accurate information.

® Give the skill user a -2 circumstance penalty to
represent conditions that hamper performance, such
as being forced to use improvised tools or having
misleading information.

® Reduce the DC by two to represent circumstances
that make the task easier, such as having a friendly
audience or doing work that does not have to meet
a basic standard.

\.

® Increase the DC by two to represent circumstances
that make the task harder, such as having an
uncooperative audience or doing work that
must be flawless.

Conditions that affect a character’s

ability to perform a skill change the skill

modifier. Conditions that modify how well
the character has to perform a skill change

the DC. A bonus to the skill modifier and .
a reduction in the check’s DC achieve the
same result. Each creates a better chance of
success. However, they represent different
circumstances and sometimes that
difference is important.
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CHeCkSs
WITHOUT ROLLS

A skill check represents an attempt to accomplish some
goal, usually while under some sort of time pressure or

distraction. Sometimes, though, a character can use a
skill under more favourable conditions and eliminate
the luck factor.

OPPOSED CHECKS

An opposed check is a check the success or failure of which
is determined by comparing the check result to another
character’s check result. In an opposed check, the higher
result succeeds, while the lower result fails. In case of a
tie, the character with the higher skill modifier wins. If the
character’s skill modifier scores are the same, the players
must roll again to break the tie.

EANNMFLES CF PP @HEERS

TAKING 20

When a Player has plenty of time, which generally means
two minutes for a skill that can normally be checked in
one round, one full-round action or one standard action,
is faced with no threats or distractions and the skill being
attempted carries no penalties for failure, he can take 20.
In other words, he would eventually roll a 20 on 1d20
if he rolled enough times. So, instead of rolling 1d20
for a skill check, he simply calculates his result as if he
had rolled a 20.

Taking 20 means that a Player has the time and the
inclination to roll repeatedly until he gets a 20. It assumes
that he will fail many times before succeeding. Taking 20
takes twenty times as long as making a single check would
take. Since taking 20 assumes that the character will fail
many times before succeeding, if he did attempt to take
20 on a skill that carries penalties for failure, his character
would automatically incur those penalties before he could

complete the task. Common

! An Intimidate check is opposed by a modified level
check, not by a skill check. See the Intimidate skill
description for more information.

TAKING lo

When a character is not being threatened or distracted, his
Player may choose to take 10. Instead of rolling 1d20 for
a skill check, calculate the result as if you had rolled a
10. Taking 10 makes many routine tasks automatically
successful. Distractions or threats, such as combat,
make it impossible for a character to take 10. In most
cases, taking 10 is purely a safety measure; the Player
knows or expects that an average roll will succeed
but fears that a poor roll might fail, so he
elects to settle for the average roll,
a 10. Taking 10 is especially
useful in situations where
a particularly high roll
would not help.

- his check, the character he is helping gets a +2 bonus to

Task Skill (Key Ability) | Opposing Skill (Key Ability) ‘Eake 2/2’ . Sk%s i“CLludE
Con someone Bluff (Cha) Sense Motive (Wis) rs:iage . ﬁtm’ I 2o
Pretend to be someone else | Disguise (Cha) Spot (Wis) ™

Create a false map Forgery (Int) Forgery (Int) ANEIIEY EHIEEks
Hide from someone Hide (Dex) Spot (Wis) ADIKS7

Make a bully back down Intimidate (Cha) Special’ N EASSER
Sneak up on someone Move Silently (Dex) Listen (Wis) LEvEl CHEERS
Steal a coin pouch Sleight of Hand (Dex) [ Spot (Wis) The nc;rmal tall(e lfO andbt.?ke
Tie a prisoner securely Use Rope (Dex) Escape Artist (Dex) 20 rules apply for ability

checks. Neither rule applies

to caster level checks.

COMBINING SkilLlL CHeCkS

When more than one character tries the same skill at the
same time and for the same purpose, their efforts may
overlap. This can be done in several different ways; each
combination is subject to its own set of rules.

INDIVIOUAL EVENTS

Often, several characters attempt some action and
each succeeds or fails independently. The result of one
character’s Climb check does not influence the results of
other characters’ Climb checks.

AIO ANOTHER

A character can help another character achieve success
on his skill check by making the same kind of skill check
in a co-operative effort. If the helper beats DC 10 on




his check, as per the rule for favourable conditions. A
character cannot take 10 on a skill check to aid another
character. In many cases, a character’s help will not be
beneficial, or only a limited number of characters can
help at once. In cases where the skill restricts who can
achieve certain results, one character cannot aid another
to grant a bonus to a task that the helper’s character
could not achieve alone.

UNTRAINED SKkilLLsS

Generally, if a character attempts to use a skill he does
not possess, he makes a skill check as normal. The skill
modifier does not include a skill rank because the
character has no ranks in the skill. Any other applicable
modifiers, such as the modifier for the skill’s key ability, are
applied to the check.

Any character may attempt any task, even if he has no
formal training (skill ranks) in the appropriate skill.
Heroes are highly adaptable, after all. However, he may
never achieve more than the most basic success with an
untrained skill, however naturally adept he might be, if
that skill has ‘trained only’ in its description.

To use a ‘trained only’ skill untrained, the character simply
rolls 1d20 and adds his key ability modifier along with
any other applicable modifiers. Any die roll result of 10 or
above is treated as a result of 10. You cannot take 10 on a
check for an untrained skill.

For example, the Vendhyan noble Aisha is trying to read an
inscription on a crumbling wall above a narrow ledge. Her
first task is to make her way to the end of the ledge to reach
the inscription, which calls for a Balance check. Aisha has no
ranks in the Balance skill. Balance is not a ‘trained only’ skill,
so she simply rolls 1420 and adds her Dexterity modifier of +2.
The d20 roll is 16, which with +2 for her Dex modifier gives
a check result of 18. She easily negotiates the ledge. Reading
the inscription is another matter. It makes reference to several
Jformulas involving the binding of demon lords and calls for a
Knowledge (arcana) check. Aisha has no ranks in Knowledge
(arcana), which is a trained only’ skill. Her Intelligence is
17, for a +3 modifier. She rolls 18 on the d20 but because
she is using Knowledge (arcana) untrained, this is reduced
to 10, for an overall result of 13. The Games Master rules
that she understands the basic gist of the inscription but does
not glean its full meaning.

SKkilLL SYNERGY

It is possible for a character to have two skills that
work well together. In general, five or more ranks

o -_~
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in one skill gives the character a +2 bonus on skill checks for
each of its synergistic skills, as noted in the skill description.
In some cases, this bonus applies only to specific uses of the
skill in question and not to all checks. Some skills provide
benefits on other checks made by a character, such as those
checks required to use certain class features.

5 ranks in... +2 Synergy bonus to...

Bluff Diplomacy, Disguise checks
when acting in character,
Intimidate, Sleight of Hand

Any craft Appraise checks relating to
that craft

Craft (alchemy) Craft (herbalism)

Craft (herbalism) Craft (alchemy), Heal

Decipher Script Knowledge (arcana)

Escape Artist Use Rope checks to bind
people

Handle Animal Ride

Jump Tumble

Knowledge (architecture | Search checks for secret doors

and engineering) and compartments

Knowledge (geography) | Survival

Gather Information
Craft (herbalism)
Diplomacy

Knowledge (local)

Knowledge (nature)
Knowledge (nobility)
Search

Survival checks when
following tracks

Sense Motive Diplomacy

Survival Knowledge (nature)
Tumble Balance, Jump

Use Rope Climb checks when using a

rope, Escape Artist checks
when escaping from rope

bonds

ABILITY cHeCkSs

Sometimes a character tries to do something
to which no specific skill really applies. In
these cases, he must make an ability check.
An ability check is a roll of 1d20 plus the
appropriate ability modifier. Essentially, the
character is making an untrained skill check,
since using a skill for which a character does
not have any skill ranks is effectively
an unmodified ability check.

In some cases, an action is a
straight test of one’s ability and
there is no luck involved.
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Just as characters would not make a Height check to see
who is taller, they would also not make Strength checks to
see who is stronger. The Games Master is responsible for
determining what situations call for ability checks, which
ones use skill checks instead and which ones require no
rolls at all.

SkiLL OESCRIPTIONS

This section describes each skill, including its common
uses and typical modifiers. Characters can sometimes use
skills for purposes other than those noted here. Here is the
formar for skill descriptions:

skilL NAME

The skill name line includes the following information, in
addition to the name of the skill:

#® Key Ability: The abbreviation of the ability whose
modifier applies to the skill check.

#® Trained Only: If this notation is included in the skill
name line, an untrained character can attempt it but
can never score a result higher than 10; see above. If
any special notes apply to trained or untrained use,
they are covered in the Untrained section below.

#® Armour Check Penalty: An armour penalty applies to
checks using this skill if this notation is included in the
skill name line. If this notation is absent, an armour

check penalty does not apply.

The skill name line is followed by a general description of
what a use of the skill represents. After the description are
a few other types of information:

#® Check: What a character (‘you’ in the skill description)

can do with a successful skill check and the check’s DC.

#® Action: The type of action that a use of the skill
requires, or the amount of time required for a check.

#® Try Again: Any conditions that apply to repeat

attempts to use the skill successfully. If the skill does

not allow a character to attempt the same task more

than once, or if failure carries an inherent penalty

(such as in the case of the Climb skill), the Player

cannot take 20. If this paragraph is omitted,

the skill can be retried without any

penalty other than the additional

3 time required.
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#® Special: Any extra considerations that apply to the
skill, such as special effects deriving from its use or
bonuses that certain characters receive because of class,
feat choices or race.

Synergy: Some skills grant a bonus to the use of one
or more other skills because of a synergistic effect. This
entry, when present, indicates this bonus.

Restriction: The full utility of certain skills is restricted
to characters of certain classes or characters who possess
certain feats. This entry indicates whether any such
restrictions exist for the skill.

CLIEAS KIS

APPRAISE (INT)

Bt S

RS

As he rode, he drew from his belt a2 ring in fa
which 9]eamed 2 jewel that snared the starhg‘wt in
a shimmering iridescence. He held it up to admire
it, turning it this way and that. The compact bag of
gou pieces clinked gehﬂg at his saJtHe-ﬁbw, like 2

promise of the greater riches to come.

. — Shadows in Zamboula

Check: You can appraise common or well-known objects
with a DC 12 Appraise check. Failure means that you
estimate an object’s value at 50% to 150% (2d6+3 x 10%)
of its actual value.
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Appraising a rare or exotic item requires a successful check
against DC 15, 20 or higher. If the check is successful, you
estimate the object’s value correctly; if the check fails, you
are unable to estimate the item’s value.

A magnifying glass gives you a +2 circumstance bonus on
Appraise checks involving any item that is small or highly
detailed, such as a gem. A merchant’s scale gives you a +2
circumstance bonus on Appraise checks involving any
items that are valued by weight, including anything made
of precious metals. These bonuses stack.

Action: Appraising an item takes 10 consecutive full-round
actions, a total of one minute.

Try Again: Appraise cannot be tried again on the same
object, regardless of success.




Commoner

(see page Key
Skill Barbarian | Borderer |351) Noble | Nomad | Pirate | Scholar [Soldier | Temptress | Thief | Ability
Appraise cc cc cc C cc C C cc C C Int
Balance* cc cc cc cc cc C cc cc cc C Dex
Bluff C cc cc C C C C cc C C Cha
Climb* C C C cc C C cc C cc C Str
Concentration cc cc cc cc cc cc C cc cc cc Con
Craft (alchemy) |cc cc cc cc cc cc C cc C cc Int
Craft (herbalism) |C C cc @8 C cc C cc C C Int
Craft (any C C C cc C C C C C C Int
mundane)
Decipher Script | cc cc cc cc cc cc C cc cc C Int
Diplomacy cc cc cc C cc cc cc cc C C Cha
Disable Device cc cc S cc @ GG GG cc cc C Int
Disguise cc cc cc cc cc C cc cc C C Cha
Escape Artist* cc cc cc cc cc C cc cc C C Dex
Forgery cc cc cc cc cc cc C cc C C Int
Gather cc C cc C C C C cc C C Cha
Information
Handle Animal |C C C C C cc cc cc cc cc Cha
Heal cc cc cc cc C cc C cc C cc Wis
Hide* C C cc C C cc cc cc C C Dex
Intimidate C e cc C cc C C C C C Cha
Jump* C C C cc cc C cc C cc C Str
Knowledge cc cc cc cc cc cc C cc cc C Int
(arcana)
Knowledge cc C cc cc cc C C C cc cc Int
(geography)
Knowledge cc g cc C cc G C cc GG GG Int
(history)
Knowledge cc C cc C C cc C C C C Int
(local)
Knowledge cc cc cc C cc cc C cc C C Int
(nobility)
Knowledge cc cc cc C cc cc C cc cc cc Int
(religion)
Knowledge cc C C C C C C C C C Int
(rumours)
Listen C C C cc C cc C cc C C Wis
Move Silently* C C cc cc C C C cc C C Dex
Open Lock cc cc cc cc cc cc cc cc cc C Dex
Perform C ce cc C GG C C C C C Cha "
Profession C C C cc GC C C C C C Wis
Ride C C C C C e G C & co Dex
Search cc C GG cc C C C C C C Int
Sense Motive cc GG GG C G CG C cc C C o' Wis
Sleight of Hand* | cc cc cc cc cc cc cc cc C 1C Dex
Spot C C C C C C cc cc C C Wis
Survival C C cc C C C cc cc cc cc | Wis
Swim C C C cc cc C cc cc c “lec  |Str
Tumble* cc cc cc cc cc C cc cc C C Dex
Use Rope cc C C cc cc C cc cc C .C Dex

*This skill is affected by the Armour Check Penalty.

e

r___

C = Class Skill .
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Special: A Shemite gets a +2 racial bonus on Appraise checks
that are related to gems or jewellery because Shemites are
familiar with valuable items of all kinds

A character with the Diligent feat gets a +2 bonus on
Appraise checks.

Synergy: If you have 5 ranks in any Craft skill, you gain a
+2 bonus on Appraise checks related to items made with

that Craft skill.

Untrained: For common items, failure on an untrained
check means no estimate. For rare items, success
means an estimate of 50% to 150% (2d6+3 x 10%) of
the item’s value.

| BALANCE (D€eX;
ARMOUR CHECk PENALTY)

Check: You can walk on a precarious surface. A successful
check lets you move at half your speed along the surface
for one round. A failure by four or less means you cannot
move for one round. A failure by five or more means you

fall. The difficulty varies with the surface, as follows:

SURFAGE,
Surface DC Modifier!
Lightly obstructed  [+2
Severely obstructed | +5

Lightly slippery +2

Severely slippery +5

Sloped or angled +2
! Add the appropriate modifier to the Balance DC of a

narrow surface. These modifiers stack.

Being Attacked while Balancing: You cannot move to avoid
a blow while balancing, so you cannot dodge an attack.
You can, however, use your Parry Defence to defend
yourself, though you cannot add your Strength bonus
without putting yourself at risk. (If you parry an attack
and use your Strength bonus, you must make another
Balance check against the same DC to remain
standing.) You have no effective defence and can
therefore be sneak attacked.

If you have five or more ranks
in Balance, you can dodge
or parry while balancing
and can use your Strength
bonus to Parry

Defence without risk. If you take damage while balancing,
you must make another Balance check against the same
DC to remain standing.

Width/Condition Balance DC!
Uneven flagstone 102

7—-12 inches wide 10

Hewn stone floor 102

Sloped or angled floor 102

2—6 inches wide 15

Less than 2 inches wide |20

! Add modifiers from Narrow Surface
Modifiers, below, as appropriate.

2 Only if running or charging. Failure by
four or less means the character cannot
run or charge but may otherwise act
normally.

Accelerated Movement: You can try to walk across a
precarious surface more quickly than normal. If you accept
a—5 penalty, you can move your full speed as a move action.
Moving twice your speed in a round requires two Balance
checks, one for each move action used. You may also accept
this penalty in order to charge across a precarious surface;
charging requires one Balance check for each multiple of
your speed or fraction thereof that you charge.

Action: None. A Balance check does not require an action;
it is made as part of another action or as a reaction to a
situation.

Special: If you have the Agile feat, you get a +2 bonus on
Balance checks.

Synergy: If you have five or more ranks in Tumble, you get
a +2 bonus on Balance checks.

BLUFF (CHA)

Check: A Bluff check is opposed by the target’s Sense
Motive check. See the accompanying table for examples
of different kinds of bluffs and the modifier to the target’s

Sense Motive check for each one.

Favourable and unfavourable circumstances weigh heavily
on the outcome of a bluff. Two circumstances can weigh
against you: the bluff may be inherently hard to believe, or
the action that the target is asked to take may go against
its self-interest, nature, personality, orders or the like. If
the difference is important, you can distinguish between
a bluff that fails because the target does not




believe it and one that fails because it just asks too much of
the target. For instance, if the target gets a +10 bonus on its
Sense Motive check because the bluff demands something
risky and the Sense Motive check succeeds by 10 or less,
the target did not so much see through the bluff as prove
reluctant to go along with it. A target that succeeds by 11
or more has seen through the bluff.

A successful Bluff check indicates that the target reacts
as you wish, at least for a short time (usually one round
or less) or believes something that you want it to believe.
Bluff, however, is not a domination spell.

A Dluff requires interaction between you and the target.
Creatures that are unaware of you cannot be bluffed.

Feinting in Combat: You can also use Bluff to mislead an
opponent in melee combat to prevent him from dodging
your next attack effectively. To feint, make a Bluff check
opposed by your target’s Sense Motive check. In this case,
the target may add its base attack bonus to the roll along
with any other applicable modifiers.

If your Bluff check result exceeds this special Sense Motive
check result, the target is unable to dodge or parry the next
melee attack you make against it. This attack must be made
on or before your next turn.

Feinting in this way against a non-humanoid is difficult
because it is harder to read a strange creature’s body
language; therefore, you take a —4 penalty on your Bluff
check. Against a creature of animal Intelligence (1 or 2) the
task is even harder; you take a —8 penalty. Against a non-
intelligent creature, feinting is impossible.

Feinting in combat does not provoke an attack of
opportunity.

Creating a Diversion to Hide: You can use the Bluff skill
to help you hide. A successful Bluff check gives you the
momentary diversion you need to attempt a Hide check
while people are aware of you. This usage does not provoke
an attack of opportunity.

Delivering a Secret Message: You can use Bluff to get
a message across to another character without others
understanding it. The DC is 15 for simple messages or
20 for complex messages, especially those that impart new
information. Failure by four or less means you cannot get
the message across. Failure by five or more means that
you have accidentally implied false information, or the
receiver has inferred the same. Anyone listening
to the exchange can make a Sense Motive check

;_A

opposed by the Bluff check you made to transmit in order
to intercept your message; see Sense Motive.

Action: Varies. A Bluff check made as part of general
interaction always takes at least one round and is at least a
full-round action, though it can take much longer if you
try something elaborate. A Bluff check made to feint in
combat or create a diversion to hide is a standard action. A
Bluff check made to deliver a secret message does not take
an action; it is part of normal communication.

Try Again: Varies. Generally, a failed Bluff check in social
interaction makes the target too suspicious for you to try
again in the same circumstances, though you may retry
freely on Bluff checks made to feint in combat. Retries are
also allowed when you are trying to send a message but you
may only be attempted once per round. Each retry carries
the same chance of miscommunication.

Special: If you have the Persuasive feat, you get a +2 bonus
on Bluff checks.

Synergy: If you have five or more ranks in Bluff, you get a
+2 bonus on Diplomacy, Intimidate and Sleight of Hand
checks, as well as on Disguise checks made when you know
you are being observed and you try to act in character.

ESINMFILES

Sense Motive
Modifier
The target wants to believe you. =5

The bluff is believable and does not |+0

affect the target much.
The bluff is a little hard to believe [ +5

or puts the target at some risk.

Example Circumstances

The bluff is hard to believe or puts | +10
the target at significant risk.
The bluff is way out there, almost | +20 . \

too incredible to consider.

cLiMB (STR; ARMOUR
CHECk PENALTY)
Check: With a successful Climb check,

you can advance up, down, or across a
slope, a wall, or some other steep incline,
or even a ceiling with handholds, at
one-quarter your normal speed. =48

A slope is considered to be any (/I8

incline less than 60 degrees; a /g 4 S
wall is any incline measuring 60 (S
degrees or more.
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A Climb check that fails by four or less means that you
makes no progress. A Climb check that fails by five or
more means that you fall from whatever height you have
already attained.

A climber’s kit gives you a +2 circumstance bonus on

Climb checks.

The DC of the check depends on the conditions of the
climb. Compare the task with those on the following table
to determine an appropriate DC.

You need both hands free to climb, though you may cling
to a wall with one hand while you cast a spell or take some
other action that requires only one hand. While climbing,
you cannot move to avoid a blow, so you cannot dodge.
You can parry as normal while holding on (assuming you
are wielding a one handed weapon) but you cannot make
any climb checks to ascend until you stop parrying. You
also cannot use a shield while climbing,.

Any time you take damage while climbing, make a Climb
check against the DC of the slope or wall. Failure means you
fall from your current height and sustains the appropriate
falling damage.

ClIMEINS CHZERS

Climb DC | Example Surface or Activity

Accelerated Climbing: You try to climb
more quickly than normal. By accepting a
-5 penalty, you can move
half your speed instead
of one-quarter
your speed.

0 A slope too steep to walk up, or a knotted rope with a wall to brace against

5 A rope with a wall to brace against, or a knotted rope

10 A surface with ledges to hold on to and stand on, such as a very rough wall or a ship’s rigeing

15 Any surface with adequate handholds and footholds (natural or artificial), such as a very rough natural

rock surface or a tree, or an unknotted rope, or pulling yourself up when dangling by your hands

20 An uneven surface with some narrow handholds and footholds, such as a typical dungeon or ruin wall

25

A rough surface, such as a natural rock wall or a brick wall

An overhang or ceiling with handholds but no footholds

g 25

A perfectly smooth, flat, vertical surface cannot be climbed

Climb DC Modifier’ |Example Surface or Activity

-10

Climbing a chimney (artificial or natural) or other location where you can brace against
two opposite walls (reduces DC by 10)

Climbing a corner where you can brace against perpendicular walls (reduces DC by five)

Surface is slippery (increases DC by five)

! These modifiers are cumulative; use all that apply.




Making Your Own Handholds and Footholds: You can make
your own handholds and footholds by pounding pitons
into a wall. Doing so takes one minute per piton and one
piton is needed per three feet of distance. As with any
surface that offers handholds and footholds, a wall with
pitons in it has a DC of 15. In the same way, a climber
with a hand axe or similar implement can cut handholds
in an ice wall.

Catching Yourself When Falling: It is practically impossible
to catch yourself on a wall while falling. Make a Climb
check (DC = wall’s DC + 20) to do so. It is much easier to
catch yourself on a slope (DC = slope’s DC + 10).

Catching a Falling Character While Climbing: If someone
climbing above you or adjacent to you falls, you can
attempt to catch the falling character if he is within your
reach. Doing so requires a successful melee touch attack
against the falling character, though he can voluntarily
refuse to dodge if desired, so that you can catch him more
easily. If you hit, you must immediately attempt a Climb
check (DC = wall's DC + 10). Success indicates that you
catch the falling character but his total weight, including
equipment, cannot exceed your heavy load limit or you
automatically fall. If you fail your Climb check by four or
less, you fail to stop the character’s fall but do not lose your
grip on the wall. If you fails by five or more, you fail to stop
the character’s fall and begin falling as well.

Action: Climbing is part of movement, so it is generally
part of a move action and may be combined with other
types of movement in a move action. Each move action
that includes climbing requires a separate Climb check.
Catching yourself or another falling character does not
take an action.

Special: You can use a rope to haul a character upward
(or lower a character) through sheer strength. You can lift
double your maximum load in this manner.

A Cimmerian has a +2 racial bonus on Climb checks
because Cimmerians are agile and surefooted.

Zamorians gain a +1 racial bonus on Climb checks when
in urban or underground surroundings.

If a character has the Athletic feat, he gets a +2 bonus on
Climb checks.

A creature with a climb speed has a +8 racial bonus on

all Climb checks. The creature must make a Climb check

_skilLs

to climb any wall or slope with a DC higher than zero. It
always can choose to take 10, however, even if rushed or
threatened while climbing. If a creature with a climb speed
chooses an accelerated climb (see above), it moves at double
its climb speed (or at its land speed, whichever is slower)
and makes a single Climb check at a —5 penalty. Such a
creature can still dodge while climbing and opponents get
no special bonuses to their attacks against it. It cannot,
however, use the run action while climbing.

Synergy: If you have five or more ranks in Use Rope, you
get a +2 bonus on Climb checks made to climb a rope, a
knotted rope or a rope-and-wall combination.

CONCENTRATION (CON)

Check: You must make a Concentration check whenever
you might potentially be distracted (by taking damage, by
harsh weather and so on) while engaged in some action that
requires your full attention. Such actions include casting
a spell, concentrating on an active spell, directing a spell,
using a spell-like ability, or using a skill that would provoke
an attack of opportunity. In general, if an action would not
normally provoke an attack of opportunity, you need not
make a Concentration check to avoid being distracted.

-
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If the Concentration check succeeds, you may continue .
with the action as normal. If the check fails, the action ,, B
automatically fails and is wasted. If you were in the ".__ |
process of casting a spell, the spell is lost. If you were i
concentrating on an active spell, the spell ends as if you
had ceased concentrating on it. If you were directing a - fi 1 P
spell, the direction fails but the spell remains active. If l/ 3
you were using a spell-like ability, that use of the ability A\
is lost. A skill use also fails. In some cases a failed skill
check may have other ramifications as well.

I“.'._ . f

The table below summarises various types

of distractions that require you to make a M
Concentration check. If the distraction
occurs while you are trying to cast a spell, you
must add the PP cost of the spell you are trying
to cast to the appropriate Concentration
DC. If more than one type of distraction
is present, make a check for each one; any
failed Concentration check indicates that
the task is not completed.
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Concentration DC' | Distraction

10 + damage dealt | Damaged during the action.?

10 + half of Taking continuous damage during

continuous damage [ the action.?

Distracting spell’s Distracted by non-damaging

save DC spell.

10 Vigorous motion, such as on a
moving mount, taking a bouncy
wagon ride, in a small boat in
rough water or below decks in a
storm-tossed ship.

15 Violent motion, such as on a
galloping horse, taking a very
rough wagon ride, in a small boat
in rapids, on the deck of a storm-
tossed ship.

20 Extraordinarily violent motion,
such as an earthquake.

15 Entangled.

20 Grappling or pinned. You can
only cast spells without somatic
components, and only if you have
any required material components
in hand.

5 Weather is a high wind carrying
blinding rain or sleet.

10 Weather is wind-driven hail, dust,
or debris.

Distracting spell’s Weather caused by a spell.

save DC

! If you are trying to cast, concentrate on or direct a spell
when the distraction occurs, add the PP cost of the spell
to the indicated DC.
% For example, damage occurs during the casting of a
spell with a casting time of one round or more or the
execution of an activity that takes more than a single
full-round action, such as Disable Device. Damage may
also stem from an attack of opportunity or readied attack
made in response to the spell being cast (for spells with a
casting time of one action) or the action being taken (for
activities requiring no more than a full-round action).
See also Distracting Sorcerers, page 210.
3 For example, damage is caused by a puncture wound
caused by a sabre-toothed tiger.
*If the spell allows no saving throw, use the
save DC it would have if it did
allow a save.

Action: None. Making a Concentration check does not
take an action; it is either a free action when attempted
reactively or part of another action when attempted
actively.

Try Again: A Concentration check may be tried again,
though a success does not cancel the effect of a previous
failure, such as the loss of a spell you were casting or the
disruption of a spell on which you were concentrating.

Special: You can use Concentration to cast a spell, use a
spell-like ability or use a skill defensively so as to avoid
attacks of opportunity altogether. This does not apply to
other actions that might provoke attacks of opportunity.

The DC of the check is 15 plus the spell's PP cost, if
casting a spell or using a spell-like ability defensively. If the
Concentration check succeeds, you may attempt the action
normally without provoking any attacks of opportunity. A
successful Concentration check still does not allow you to
take 10 on another check if you are in a stressful situation;
you must make the check normally. If the Concentration
check fails, the related action also automatically fails (with
any appropriate ramifications) and the action is wasted, just
as if your concentration was disrupted by a distraction.

CRAFT (INT)

Like Knowledge, Perform and Profession, Craft is actually
a number of separate skills. You could have several
Craft skills, each with its own ranks, each purchased as
a separate skill.

A Craft skill is specifically focused on creating something.
If nothing is created through the use of a skill, it probably
falls under the heading of a Profession skill.

Check: When you are simply attempting to earn a
living by your craft, you make a Craft check every week
and earn a number of silver pieces equal to your check
result. Untrained labourers and assistants earn an average

of V2 sp per day.

The basic function of the Craft skill, however, is to allow
you to make an item. The DC depends on the complexity
of the item to be created. The DC, your check results and
price determine how long it takes to make a particular
item. The item’s finished price also determines the
cost of raw materials.

When you are attempting to Craft a specific item, you roll
a Craft check each week multiplied by the DC required




to create the item. You need a total of five times the item’s
value in silver pieces to complete it, except if you are
carrying out herbalism (see below).

All crafts require artisan’s tools for the best chance of
success. If improvised tools are used, the Craft check is
made with a -2 circumstance penalty. On the other hand,
masterwork artisan’s tools provide a +2 circumstance bonus
on the check.

To determine how much time and money it takes to make
an item, follow these steps:

1. Find the item’s price.

2. Find the DC in the table below.

3. Pay one-third of the item’s price for the cost of
raw materials.

4. Make an appropriate Craft check representing one
week’s work. If the check succeeds, multiply your
check result by the DC. If the result times the DC
equals five times the price of the item in silver pieces,
you have completed the item. If the result times the
DC equals 10 times the price of the item in silver
pieces, you have completed the task in one-half the
time. Other multiples of five times the DC reduce the
time in the same manner.

If the result times the DC does not equal five times the
price, it represents the progress you have made in one week.
Record the result and make a new Craft check for the next
week. You make more progress each week until your total
reaches five times the price of the item in silver pieces.

If you fail a check by four or less, you make no progress
that week.

If you fail by five or more, you ruin half the raw materials
and have to pay half the original raw material cost again.

The DC:s for specific items are listed in the above table.

Creating Masterwork Items: A masterwork item is a tool that
provides a bonus based on its exceptional craftsmanship,
not through being magical. To create a masterwork item,
you must create the masterwork component as if it were
a separate item in addition to the standard item. The
masterwork component has its own price (100 sp) and a
Craft DC of 20. Once both the standard component and
the masterwork component are completed, the masterwork
item is finished. Note: The cost of the masterwork
component is one-third of the given amount, just as it is
for raw materials.

Creating High-Quality Weapons: High-quality weapons are
made according to the normal Craft rules but the smith
must have at least 10 ranks in Craft (weaponsmithing) to
make them.

Creating Akbitanan Swords or Superior Armour: A character
with the appropriate feat can create weapons or armour of
legendary status. See the Feats chapter for details.

Repairing Items: Generally, you can repair an item by
making checks against the same DC that it took to make
the item in the first place. The cost of repairing an item is
one-fifth of the item’s price.

Action: Does not apply. Craft checks are made by the day
or week; see above.

Try Again: You may try again but each time you miss by
five or more, you ruin half the raw materials and have to
pay half the original raw material cost again.

Special: You may voluntarily add +10 to the indicated DC
to craft an item. This allows you to create the item more
quickly, since you will be multiplying this higher DC by
your Craft check result to determine progress. You must
decide whether to increase the DC before you make each
weekly or daily check.

Craft (herbalism) and Craft (alchemy): Two Craft
skills, Craft (alchemy) and Craft (herbalism), are slightly
different from the other Craft skills. These skills are not
open to all characters, since in the Hyborian kingdoms
they are widely regarded as belonging to sorcerers
and witches. They have separate entries on the
Skills by Class table for this reason. Craft (alchemy)
involves making magical preparations, while Craft
(herbalism) involves making purely herbal
potions as well as other natural products
such as serpent venom. .

A character with five or more ranks in Craft
(alchemy) gains a +2 synergy bonus to all Craft
(herbalism) checks. Likewise, a character with
five or more ranks in Craft (herbalism) gains

a +2 synergy bonus to all Craft (alchemy)
checks. Furthermore,
five or more ranks of Knowledge (nature)

a character with

gains a +2 synergy bonus to all Craft
(herbalism) checks and vice versa.

Craft (herbalism) is also unusual
in that the raw materials for it are
not usually available for
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Item Craft Skill Craft DC . .

- is essentially random
Stygian Tomb-Dust, Flame-Powder Alchemy 15 whether  the  plant
Acheronian Demon-Fire, Kothic Demon-Fire Alchemy 20 you are looking for is
Golden Wine of Xuthal, Lotus Smoke (any) Alchemy 25 available in the area you
Armour or Shleld Armourer 10 + DR are searching, If you
Hunting bow Bowyer 12 succeed, you have found
Any other bow Bowyer* 15 and gathered sufficient
Any bow with high strength rating Bowyer* 15 + (2 x rating) quantities of the plant
Crossbow or Arbalest Bowyer 15 to make one dose of the

Yellow Lotus Resin

Herbalism 15

appropriate drug; if you

Black Lotus Juice, Grey Lotus Blossom, Black Lotus
Wine, Black Lotus Powder

Herbalism 20

roll more than the DC,
you have found enough

Black Lotus Blossom, Green Lotus Blossom, Purple
Lotus Juice, Golden Lotus Juice

Herbalism 25

for one additional dose
for each +1 that you

Simple melee or thrown weapon

Weaponsmith |12

roll over and above the

Martial melee or thrown weapon

Weaponsmith |15

amount required. You
gain a +1 circumstance

Exotic melee or thrown weapon

Weaponsmith |18

bonus to this check for

Mechanical trap Trapmaking | 15 or higher cach day beyond the
Superior weapon or armour™* Varies +5 first that you spend
Very simple item (wooden spoon) Varies 5 looking for the plants,
Typical item (iron pot) Varies 10 as you narrow your
High-quality item (bell) Varies 15 searching area.

Complex or superior item (lock) Varies 20

If you are in a location

*If you are making a named racial bow such as a Bossonian longbow and you are not a
member of the race in question, take a —4 racial penalty to your Craft (bowyer) skill.
**You must have the appropriate feat (either Superior Armourer or Akbitanan Smith)

in which several different
plants  grow,
you can gather several

useful

to make superior armour or weapons.

purchase but must be gathered by the herbalist himself.
This means, in effect, that there is no cost for raw materials
but that the character with the Craft (herbalism) skill must
spend a day or more foraging for raw materials before he
begins the actual manufacture of the herbal preparation.
This foraging must take place in an environment and
area in which the requisite plants actually grow, of course.
Thus, it is often necessary to spend a certain amount of
time travelling before materials may be gathered and
the character may well face various problems, at the
discretion of the Games Master, including hostile natives,
predatory animals, weird monsters, ghosts, demons
and other difficulties.

Each day you spend foraging, assuming you are in
the right place, make a Craft (herbalism)
check. The DC is dependent on
the plant you are looking for
and the location in which
you are foraging. You may
not take 10 on this

check,

as it

different plants during
the same day. Make a
separate Craft (herbalism) check for each type of plant,
though you suffer a -2 circumstance penalty to each check

for each type of plant beyond the first.

In most cases, fresh herbs must be turned into the final
preparation within 2d6 weeks of being picked or they
deteriorate and become completely worthless. If you do not
have time to prepare your finds right away, you can spend
a day with a Craft (herbalism) check (DC 15) to dry them
out so as to preserve them for up to a year. In this case,
you will need to make a further Craft check to transform
the herbs into the final preparation. This final Craft check
is made like any other Craft check, with the check result
being compared to the DC and the total cost of the herbal
preparation. The only difference is that there is no raw
materials cost, since the raw materials have already been
gathered. Furthermore, you need only roll a total equal to
the silver piece value of the products, rather than five times
the silver piece value. The high price of herbal products is
more a reflection of the dangers and difficulties involved in
gathering their ingredients than the time and skill involved
in brewing them up.




Note that it is possible to prepare a large batch of an herbal
product at once, such as when you have large quantities of
the plant and need to begin Crafting it into a preparation
right away before it rots. However, if you do this, you will
not have any finished product until you have made the
whole batch. In effect, you are simmering the whole lot
together in one cauldron and cannot draw off any for use
until it is all prepared.

For versatile plants such as the black lotus, which can be
used for a variety of different preparations, each plant you
gather will provide enough to make one dose of each of the
various preparations.

Plant or Animal [ DC to gather (by location)

Apples of Derketa |20 (jungles of northern
Black Kingdoms)

Black Lotus 25 (jungles of northern Black
Kingdoms), or 20 (banks of
Zarkheba River)

Golden Lotus 30 (jungles of Khitai)

Green Lotus 20 (jungles of Khitai)

Grey Lotus 25 (Swamps of the Dead
beyond Khitai)

Purple Lotus 25 (ghost-haunted swamps
of southern Stygia)

Yellow Lotus 15 (jungles of northern
Black Kingdoms)

For example, Ankh-af-na-Khonsu is searching for the dreaded
black lotus on the banks of the Zarkheba River. His Craft
(herbalism) skill is +19 and he rolls a 13 for a rotal of 32 on
the first day, finding 13 doses of lotus: one for meeting the DC,
+12 for rolling 12 above the DC. He has come a long way,
s0 he braves the man-apes, poisonous foliage, were-beasts and
demons of that notorious jungle for a second day and rolls a 4,
+1, for a total of 24. He thus finds five more plants: one for
meeting the DC, +4 for getting 4 above the DC. With a total
of eighteen black lotus plants in his basket, he heads north for
the relative civilisation of Kush.

Ankbh-af-na-Khonsu decides to pause and make up his various
preparations before his plants begin to rot. He plans to make
black lotus wine, black lotus juice, black lotus blossoms and
black lotus powder. First of all, he spends a day drying his
[finds with another Herbalism check (DC 15), which be passes
by taking 10.

He makes up batches of 18 doses of each preparation and
simmers away. The total time it will take him to make these

is dependent on his Craft (herbalism) skill checks

but in effect he needs to make a total of 42,300 sp worth
of preparations: 18 x 300 sp = 5,400 sp for the black lotus
powder, 18 x 50 sp = 900 sp for the black lotus wine, 18 x
1,250 sp = 22,500 sp for the black lotus blossoms and 18 x
750 sp = 13,500 sp for the black lotus juice.

Ankh-af-na-Khonsu is simply going to take 10 with each roll
s0 as to save time and reduce his margin of error. He starts
with the powder. He rolls 10 + 19 = 29 each week, allowing
him to make 29 x 20 = 580 sp worth of progress each week. I
takes him a total of 10 weeks to make 18 doses of black lotus
powder. Next he makes the blossoms, making 29 x 25 = 725
sp worth of progress each week. It takes him another 32 wecks
to make the full 22,500 worth of blossoms. Next he makes the
wine, which is also DC 20, so again he makes 580 sp worth
of progress per week; two weeks later he has 18 doses of the
wine. Finally he makes the juice, again a DC 20 job, which
takes him 24 weeks more. In total, he has spent over a year
and a quarter on making herbal preparations, plus gathering
and travelling time. On the upside, he has enough black lotus
powder to last him for several bouts of intense sorcery, enough
wine to sell to fund his journey back to Stygia in style, enough
blossoms to have 18 wild lotus-dreams and enough juice to
poison all his superiors in the Black Ring sorcerous society, if

he can just find someone to deliver the doses. .. » * L
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Synergy: If you have five ranks in a Craft skill, you get a
+2 bonus on Appraise checks related to items made with @

that Craft skill. QU
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DECIPHER SCRIPT
(INT; TRAINED ONLY)

Check: You can decipher writing in an unfamiliar
language or a message written in an incomplete or
archaic form. The base DC is 20 for the simplest
messages, 25 for standard texts and 30 or higher

for intricate, exotic or very old writing. If

.79

the check succeeds, you understand the
general content of approximately one page
of writing or the equivalent. If the check fails,
make a DC 5 Wisdom check to determine
whether you draw a false conclusion about the
text. Success means you do not draw a false
conclusion; failure means you do.

Both the Decipher Script check and (if
necessary) the Wisdom check are
made secretly so you cannot tell g
whether the conclusion you draw 8
is true or false. {(
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Action: Deciphering the equivalent of a single page of
script takes 10 consecutive full-round actions, which is a
total of one minute.

Try Again: You may not try this check again.

Special: A character with the Diligent feat gets a +2 bonus
on Decipher Script checks.

Synergy: A character with five or more ranks in Decipher
Script gets a +2 bonus on Knowledge (arcana) checks.

DIPLOMACY (CHA)

you dared seek to undermine my power?7

j‘m '.‘ . L .
" You scum of the western hills,” he muttered, ‘have 3
ne

T didn’t have to, answered Conan. You lied vhen
you said 1 had nething to do with bringing in the new

your ort[ers, but ﬂmeg foug‘wt fbr me. There is not room

stronger man, | understand them better than you, and

they, me; because 1 am 2 harbarian tee.’

"And what vill they say when you ask them to fight for
Khauran?” asked Olgerd sardonica”g,

‘ﬂweg” follow me. 11l promise them a camel-train of

L_.-.,__‘\‘_ i sy

negotiations, participants roll opposed Diplomacy checks
and the winner gains the advantage. Opposed checks also
resolve situations when two advocates or diplomats plead
opposite cases in a hearing before a third party.

Action: Changing others attitudes with Diplomacy
generally takes at least 10 consecutive full-round actions,
which is a total of one minute. In some situations, this time
requirement may greatly increase. A rushed Diplomacy
check can be made as a full-round action but you take a

—10 penalty on the check.

Try Again: Retries are optional but not recommended
because they usually do not work. Even if the initial
Diplomacy check succeeds, the other character can be
persuaded only so far and a retry may do more harm than
good. If the initial check fails, the other character has
probably become more firmly committed to his position
and a retry is futile.

Special: A Meadow Shemite has a +2 racial bonus on
Diplomacy checks.

If you have the Negotiator feat, you get a +2 bonus on
Diplomacy checks.

Synergy: If you have five or more ranks in Bluff, Knowledge
(nobility and royalty) or Sense Motive, you get a +2 bonus
on Diplomacy checks.

 gold From the palace. Khawran will be villing to pay Attitude Means Possible Actions

+ that 2 2 querdon for getting rid of Constantius, After Hostile Will take risks [ Attack, interfere, berate,

+ that, Tll lead them against the Turanians as you have . - .hurt you_ ﬂe.e . -
planned. They want loot, and they'd as seen fight Unfriendly Wishes you ill | Mislead, gossip, avo.lcl,
ERE . o1 hod . watf:h suspiciously, insult

B \ Indifferent Does not .Soc1ally.expected

) W o much care interaction
i Q . 39 Friendly Wishesyou [ Chat, advise, offer limited
B . > well help, advocate
Check: You can change the attitudes of others (Non- Eelped Will take risks | Protect, back up, heal, aid
Player Characters) with a successful Diplomacy o help you
check; see the sidebar below for basic DCs. In

Initial New Attitude (DC to achieve)
Attitude Hostile |Unfriendly |Indifferent |Friendly | Helpful
Hostile — 20 25 35 50
Unfriendly |— — 15 25 40
Indifferent | — — — 15 30
Friendly — — — — 20
Helpful — — — — —
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JIsABLE Device
(INT; TRAINED ONLY)

Check: The Disable Device check is made secretly so you
do not necessarily know whether you have succeeded.
The DC depends on how tricky the device is. Disabling (or
rigging or jamming) a fairly simple device has a DC of 10;
more intricate and complex devices have higher DCs.

If the check succeeds, you disable the device. If it fails by
four or less, you have failed but can try again. If you fail by
five or more, something goes wrong. If the device is a trap,
you spring it. If you are attempting some sort of sabotage,
you think the device is disabled when it is not.

You also can rig simple devices such as saddles or wagon
wheels to work normally for a while and then fail or fall off
some time later, usually after 1d4 rounds or minutes of use.

Action: The amount of time needed to make a Disable
Device check depends on the task, as noted above.
Disabling a simple device takes one round and is a full-
round action. An intricate or complex device requires 1d4
or 2d4 rounds.

Try Again: You can retry if you miss the check by four or
less, though you must be aware that you failed in order to
try again.

Special: If you have the Nimble Fingers feat, you get a +2
bonus on Disable Device checks.

Disable

Device
Device |Time DC! Example
Simple |1 round 10 Jam a lock
Tricky |1d4 rounds |15 Sabotage a

wagon wheel

Difficult [ 2d4 rounds |20 Disarm a trap,

reset a trap

Wicked |2d4 rounds |25 Disarm a complex
trap, cleverly sabotage

a clockwork device

If you attempt to leave behind no trace of your tampering,
b p W g

add five to the DC.

CHTHIER WIAYS 190 AVCERD SRAFPS

It is possible to ruin many traps without making a Disable
Device check.

% Ranged Attack Traps: Once a trap’s location is known,
the obvious way to ruin it is to smash the mechanism,
assuming the mechanism can be accessed. Failing
that, it is possible to plug up the holes from which the
projectiles emerge. Doing this prevents the trap from
firing unless its ammunition deals enough damage to
break through the plugs.

® Melee Attack Traps: You can thwart these devices by
smashing the mechanism or blocking the weapons, as
noted above. Alternatively, if a character studies the
trap as it triggers, he might be able to time his dodges
just right to avoid damage. A character who is doing
nothing but studying a trap when it first goes off gains
a +4 dodge bonus to Dodge Defence against its attacks
if it is triggered again within the next minute.

#® Pits: Disabling a pit trap generally ruins only the
trapdoor, turning the trap into an uncovered pit. Filling
in the pit or building a makeshift bridge across it is an
application of manual labour and does not require the
Disable Device skill. Characters could neutralise any
spikes at the bottom of a pit by attacking them, since
they break just as daggers do.

discuse (CHA)

Check: Your Disguise check result determines how good
your disguise is. It is opposed by others' Spot check
results. If you do not draw any attention to yourself,
others do not get to make Spot checks. If you come to
the attention of a person who is suspicious of you, such
as a guard who watches commoners walking through a
city gate, it can be assumed that person has taken 10
on his Spot checks.

You get only one Disguise check per use of &
the skill, even if several people make Spot
checks against it. The Disguise check is
made secretly so you cannot be sure how good
the result is.

The effectiveness of your disguise depends in
part on how much you attempt to change
your appearance.
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Disguise Check
Disguise Modifier
Minor details only +5
Disguised as different gender! -2
Disguised as different race' -2
Disguised as different age category'  [-2?

'"These modifiers are cumulative; use any that apply.
*Per step of difference between your actual age category
and your disguised age category. The steps are: young
(younger than adulthood), adulthood, middle age, old
and venerable.

If you impersonate a particular individual, those who
know what that person looks like get a bonus on their Spot
checks according to the table below. Furthermore, they
are automatically considered to be suspicious of you, so
opposed checks are always called for.

Viewer’s Spot

Familiarity Check Bonus
Recognises on sight | +4

Friends or associates | +6

Close friends +8

Intimate +10

Usually, an individual makes a Spot check to see through
your disguise immediately upon meeting you and each hour
thereafter. If you casually meet many different creatures,
each for a short time, check once per day or hour using an
average Spot modifier for the group.

Action: Creating a disguise requires 1d3 x 10 minutes
of work.

Try Again: You may try to reapply a failed disguise but
once others know that a disguise was attempted, they will
be more suspicious.

If you have the Deceptive feat, you get a +2 bonus on
Disguise checks.

Synergy: If you have five or more ranks in Bluff,

you get a +2 bonus on Disguise checks when you

know you are being observed and you
try to act in character.

€sScCAPE ARTIST (Oex:;
ARMOUR CHECk PENALTY)

Check: The table below gives the DCs for escaping various
forms of restraints.

Ropes: Your Escape Artist check is opposed by the binder’s
Use Rope check. As it is easier to tie someone up than to
escape, the binder gets a +10 bonus on his check.

Manacles and Masterwork Manacles: The DC for manacles
is set by their construction.

Tight Space: The DC noted in the table is for getting
through a space through which your head fits but your
shoulders do not. If the space is long you may need to
make multiple checks. You cannot get through a space
through which your head does not fit.

Grappler: You can make an Escape Artist check opposed by
your enemy’s grapple check to get out of a grapple or get
unpinned, so that you are only grappling.

Restraint Escape Artist DC

Ropes Binder’s Use Rope check at +10
Net 20

Manacles 30

Tight space 30

Masterwork manacles | 35

Grappler Grappler’s grapple check result

Action: Making an Escape Artist check to escape from rope
bindings, manacles or other restraints (except a grappler)
requires one minute of work. Escaping from a net is a full-
round action. Escaping from a grapple or pin is a standard
action. Squeezing through a tight space takes at least one
minute depending on how long the space is.

Try Again: You can make another check after a failed check
if you are squeezing your way through a tight space, which
requires multiple checks. If the situation permits, you can
make additional checks, or even take 20, as long as you are
not being actively opposed.

Special: If you have the Agile feat, you get a +2 bonus on
Escape Artist checks.

Synergy: If you have five or more ranks in Escape Artist, you
get a +2 bonus on Use Rope checks to bind someone. If you
have five or more ranks in Use Rope, you get a +2 bonus on
Escape Artist checks when escaping from rope bonds.




FORGERY (INT)
Check: Forgery requires writing materials appropriate
to the document being forged, enough light or sufficient
visual acuity to see the details of what you are writing, wax
for seals if appropriate and some time. To forge a document
on which the handwriting is not specific to a person, such
as military orders, a government decree, a business ledger
or the like, you need only to have seen a similar document
before and you gain a +8 bonus on your check. To forge a
signature, you need an autograph of that person to copy
and you gain a +4 bonus on the check. To forge a longer
document written in the hand of some particular person, a
large sample of that person’s handwriting is needed.

The Forgery check is made secretly so you are not sure
how good your forgery is. As with Disguise, you do not
even need to make a check until someone examines the
work. Your Forgery check is opposed by the Forgery check
of the person who examines the document’s authenticity.
The examiner gains modifiers on his check if any of the
conditions on the table below apply:

Reader’s Forgery
Condition Check Modifier
Type of document -2
unknown to reader
Type of document +0

somewhat known to reader

Type of document well +2
known to reader

Handwriting not known to |-2
reader

Handwriting somewhat +0
known to reader

Handwriting intimately +2
known to reader

Reader only casually -2
reviews the document

A document that contradicts procedure, orders or previous
knowledge, or that requires sacrifice on the part of the
person checking the document, can increase that character’s
suspicion and thus create favourable circumstances for the
checker’s opposing Forgery check.

Action: Forging a very short and simple document takes
about one minute. A longer or more complex document
takes 1d4 minutes per page.

Try Again: Retries are usually not permitted. A retry is
never possible after a particular reader detects a particular
forgery. The document created by the forger mightstill fool
someone else, however. The result of a Forgery check for
a particular document must be used every time a different
reader examines the document. No reader can attempt
to detect a particular forgery more than once; if the one
opposed check goes in favour of the forger, the reader
cannot try using his own skill again, even if he is suspicious
about the document.

Special: If you have the Deceitful feat, you get a +2 bonus
on Forgery checks.

Restriction: Forgery is language-dependent; thus, to
forge documents and detect forgeries, you must be able
to read and write the language in question. A character
cannot learn the Forgery skill unless he has learned
to read and write.

GATHER INFORMATION (CHA)

Check: An evening’s time, a few silver pieces for
buying drinks and making friends and a DC 10 Gather
Information check will gain you a general idea of a city’s
major news items, assuming there are no obvious reasons
why the information would be withheld. The higher your
check result, the better the information.

If you want to find out about a specific rumour or a
specific item, obtain a map or do something else along
those lines, the DC for the check is at least 15 to 25.

Action: A typical Gather Information check takes
1d4+1 hours.

Try Again: You may try this check again but
it takes time. Furthermore, you may draw
attention to yourself if you repeatedly pursue M
a certain type of information. b

Special: If you have the Investigator feat,
you get a +2 bonus on Gather Information

checks.

Synergy: If you have five or more ranks in
Knowledge (rumours), you get a +2 bonus
on Gather Information checks.
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HANDLE ANIMAL (CHA;
TRAINED ONLYy)

Check: The DC depends on what you are trying to do.

Task Handle Animal DC
Handle an animal 10

‘Push’ an animal 25

Teach an animal a trick |15 or 20!

Train an animal for a 15 or 20!

general purpose

Rear a wild animal 15 + HD of animal

!See the specific trick or purpose below.

General Purpose | DC | General Purpose  [DC
Combeat riding 20 [Hunting 20
Fighting 20 | Performance 15
Guarding 20 |Riding 15
Heavy labour 15

Handle an Animal: This task involves commanding an
animal to perform a task or trick that it knows. If the
animal is wounded or has taken any nonlethal damage
or ability score damage, the DC increases by two. If your
check succeeds, the animal performs the task or trick on
its next action.

Push’ an Animal: To push an animal means to get it to
perform a task or trick that it does not know but is
physically capable of performing. This category also covers
making an animal perform a forced march or forcing it
to hustle for more than one hour between sleep cycles. If
the animal is wounded or has taken any nonlethal damage
or ability score damage, the DC increases by two. If your
check succeeds, the animal performs the task or trick on
its next action.

Teach an Animal a Trick: You can teach an animal a specific

trick with one week of work and a successful Handle

Animal check against the indicated DC. An animal with

an Intelligence score of one can learn a maximum of

three tricks, while an animal with an Intelligence score

of two can learn a maximum of six tricks. Possible

tricks and their associated DCs include but
are not necessarily limited to:

Attack (DC 20): The animal

attacks apparent enemies.

You may point to a particular creature that you wish the
animal to attack and it will comply if able. Normally, an
animal will attack only humanoids, monstrous humanoids,
giants or other animals. Teaching an animal to attack all
creatures, including such unnatural creatures as demons,
counts as two tricks.

Come (DC 15): The animal comes to you, even if it
normally would not do so.

Defend (DC 20): The animal defends you or is ready to
defend you if no threat is currently present, even without
any command being given. Alternatively, you can command
the animal to defend a specific other character.

Down (DC 15): The animal breaks off from combat or
otherwise backs down. An animal that does not know this
trick continues to fight until it must flee (due to injury, a
fear effect or the like) or its opponent is defeated.

Fetch (DC 15): The animal goes and gets something. If
you do not point out a specific item, the animal fetches
some random object.

Guard (DC 20): The animal stays in place and prevents
others from approaching.

Heel (DC 15): The animal follows you closely, even to
places where it normally would not go.

Perform (DC 15): The animal performs a variety of simple
tricks, such as sitting up, rolling over, roaring, barking and
so on.

Seek (DC 15): The animal moves into an area and looks
around for anything that is obviously alive or animate.
Stay (DC 15): The animal stays in place, waiting for you
to return. It does not challenge other creatures that come
by, though it still defends itself if it needs to.

Track (DC 20): The animal tracks the scent presented to
it. The animal must have the scent ability.

Work (DC 15): The animal pulls or pushes a medium or
heavy load.

Train an Animal for a Purpose: Rather than teaching
an animal individual tricks, you can simply train it
for a general purpose. Essentially, an animal’s purpose
represents a preselected set of known tricks that fit into
a common scheme, such as guarding or heavy labour.
The animal must meet all the normal prerequisites for
all tricks included in the training package. If the package
includes more than three tricks, the animal must have an
Intelligence score of two.

An animal can be trained for only one general purpose,
though if the creature is capable of learning additional
tricks, it may do so. Training an animal for a purpose
requires fewer checks than teaching individual tricks but
takes the same amount of time.




Combat Riding (DC 20): An animal trained to bear a rider
into combat knows the tricks attack, come, defend, down,
guard and heel. Training an animal for combat riding takes
six weeks. You may also ‘upgrade’ an animal trained for
riding to one trained for combat riding by spending three
weeks and making a successful DC 20 Handle Animal
check. The new general purpose and tricks completely
replace the animal’s previous purpose and any tricks it
once knew. Warhorses are already trained to bear riders
into combat and do not require any additional training for
this purpose.

Fighting (DC 20): An animal trained to engage in combat
knows the tricks aztack, down and stay. Training an animal
for fighting takes three weeks.

Guarding (DC 20): An animal trained to guard knows the
tricks attack, defend, down and guard. Training an animal
for guarding takes four weeks.

Heavy Labour (DC 15): An animal trained for heavy
labour knows the tricks come and work. Training an animal
for heavy labour takes two weeks.

Hunting (DC 20): An animal trained for hunting knows
the tricks attack, down, ferch, heel, seek and track. Training
an animal for hunting takes six weeks.

Performance (DC 15): An animal trained for performance
knows the tricks come, fetch, heel, perform and stay. Training
an animal for performance takes five weeks.

Riding (DC 15): An animal trained to bear a rider knows
the tricks come, heel and stay. Training an animal for riding
takes three weeks.

Rearing a Wild Animal: To rear an animal means to raise a
wild creature from infancy so that it becomes domesticated.
A handler can rear as many as three creatures of the same
kind at once. A successfully domesticated animal can be
taught tricks at the same time that it is being raised or it
can be taught as a domesticated animal later.

Action: Handling an animal is a move action, while
pushing an animal is a full-round action. For tasks with
specific time frames, you must spend half this time (at
the rate of three hours per day per animal being handled)
working toward completion of the task before you attempt
the Handle Animal check. If the check fails, your attempt
to teach, rear or train the animal fails and you need not
complete the teaching, rearing or training time. If the
check succeeds, you must invest the remainder of the
time to complete the teaching, rearing or training. If the
time is interrupted or the task is not followed through to
completion, the attempt to teach, rear or train the animal
automatically fails.

Try Again: You may try again, except when you
are rearing an animal.

Special: You can use this skill on a creature that is not an
animal, so long as the creature has an Intelligence score of
one or two. The DC of any such check increases by five.
Such creatures have the same limit on known tricks as
animals do.

If you have the Animal Affinity feat, you get a +2 bonus on
Handle Animal checks.

Synergy: If you have five or more ranks in Handle Animal,
you get a +2 bonus on Ride checks.

Untrained: If you have no ranks in Handle Animal, you
can use a Charisma check to handle and push domestic
animals but you cannot teach, rear or train animals.

HeAL (wis)

In Conan the Roleplaying Game, magical healing is extremely
rare; therefore, most characters are tougher, hardier and
derive more benefit from simple doctoring than their
counterparts in other fantasy games.

Check: The DC and effect depend on the task.

Task DC
First aid 15
Long-term care |15

Short-term care |15
Poison’s DC
Disease’s DC

Treat poison

Treat disease

First Aid: Administering first aid means saving a dying
character. If a character has negative hit points and is
losing hit points (at one per round, one per hour or
one per day), the healing character can make
him stable. The injured character regains no

hit points but he does stop losing them. The &
check is a standard action. q

Long-term Care: Providing long-term care
means treating a wounded person for a day
or more. If successful, the character lets the
patient recover hit points or ability score

points (lost to temporary damage) at twice

the normal rate. See the Healing rules, page
191. The healing character can tend up
to six patients at a time. He needs a
few items and supplies (bandages, A
salves and so on) that are easy to
come by in settled lands.
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Giving long-term care counts as light activity for the healer.
A character cannot give long-term care to himself.

A healer’s kit gives a +2 circumstance bonus to Heal

checks.

Short-term Care: Providing short-term care means spending
10 minutes cleaning and sewing up wounds, applying
herbal poultices and so on. After each combat in which
a creature is wounded, up to one character may give him
short-term care. If the Heal check is successful, the patient
regains (one per character level) + Con modifier in hit
points (minimum one).

Treat Poison: Treating poison means tending a single
character who has been poisoned and who is going to take
more damage from the poison or suffer some other effect.
Every time the poisoned character makes a saving throw
against the poison, the healing character makes a Heal
check. The poisoned character uses the healing character’s
result in place of his saving throw if the healing character’s
Heal result is higher.

Treat Disease: Treating a disease means tending a diseased
character. Every time the diseased character makes a saving
throw against disease effects, the healing character makes
a Heal check. The diseased character uses the healing
character’s result in place of his saving throw if the healing
character’s Heal result is higher.

Synergy: If a character has five or more ranks in Craft
(herbalism) he gets a +2 synergy bonus on Heal checks.

HIOE (DeEx; ARMOUR
CHECk PENALTY)
Check: Your Hide check is opposed by the Spot check

of anyone who might see you. You can move up to one-
half your normal speed and hide at no penalty. When
moving at a speed faster than one-half but slower than
your normal speed, you take a —5 penalty. It is practically
impossible (20 penalty) to hide while attacking,
running or charging.

A creature larger or smaller than Medium takes
a size bonus or penalty on Hide checks
depending on its size category,

as follows: Fine +16,
Diminutive +12, Tiny +8,
Small +4, Large —4, Huge
-8, Gargantuan—12,

Colossal —16.
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You need cover or concealment in order to attempt a Hide
check. Total cover or total concealment usually (but not
always; see Special, below) obviates the need for a Hide
check, since nothing can see you anyway.

If people are observing you, even casually, you cannot hide.
You can run around a corner or behind cover so that you
are out of sight and then hide but those who are watching
you will at least know where you went.

If your observers are momentarily distracted (such as by
a Bluff check; see below), you can attempt to hide. When
the others turn their attention from you, you can attempt
a Hide check if you can get to a hiding place of some kind.
As a general guideline, the hiding place has to be within
one foot per rank you have in Hide. This check, however, is
made at a —10 penalty because you have to move fast.

Sniping: 1If you are successfully hidden at least 10 feet
from your target, you can make one ranged attack, then
immediately hide again. You take a —20 penalty on your
Hide check to conceal yourself after the shot.

Creating a Diversion to Hide: You can use Bluff to help you
hide. A successful Bluff check can give you the momentary
diversion you need to attempt a Hide check while people
are aware of you.




Action: Normally, you make a Hide check as part of
movement, so it does not take a separate action. However,
hiding immediately after a ranged attack (see Sniping,
above) is a move action.

Special: If you are invisible, you gain a +40 bonus on Hide
checks if you are immobile, or a +20 bonus on Hide checks
if you are moving.

If you have the Stealthy feat, you get a +2 bonus on Hide
checks.

INTIMIDATE (CHA)

Check: You can change another’sbehaviour with a successful
Intimidate check. Your Intimidate check is opposed by the
target’s modified level check. This is resolved as 1d20 +
character level or Hit Dice + target’s Wisdom bonus (if
any) + target’s modifiers on saving throws against fear. If
you beat your target’s check result, you may treat the target
as friendly but only for the purpose of actions taken while
it remains intimidated. That is, the target retains its normal
attitude but will chat, advise, offer limited help or advocate
on your behalf while intimidated. See the Diplomacy skill,
above, for additional details. The effect lasts as long as the
target remains in your presence and for 1d6x10 minutes
afterward. After this time, the target’s default attitude
toward you shifts to unfriendly o, if normally unfriendly,
to hostile.

If you fail the check by five or more, the target provides
you with incorrect or useless information, or otherwise
frustrates your efforts.

Demoralise Opponent: You can also use Intimidate to
weaken an opponent’s resolve in combat. To do so, make
an Intimidate check opposed by the target’s modified level
check (see above). If you win, the target becomes shaken
for one round. A shaken character takes a —2 penalty on
attack rolls, ability checks and saving throws. You can
intimidate only an opponent that you threaten in melee
combat and that can see you.

Action: Changing another’s behaviour requires one minute
of interaction. Intimidating an opponent in combat is a
standard action.

Try Again: Trying again is optional but not recommended
because retries usually do not work. Even if the initial check
succeeds, the other character can be intimidated only so
far and a retry does not help. If the initial check fails, the
other character has become more firmly resolved
to resist the intimidator and a retry is futile.

gy

Special: You gain a +4 bonus on your Intimidate check
for every size category that you are larger than your target.
Conversely, you take a —4 penalty on your Intimidate
check for every size category that you are smaller
than your target.

Character immune to fear and non-intelligent creatures
cannot be intimidated.

If you have the Persuasive feat, you get a +2 bonus on
Intimidate checks.

Synergy: If you have five or more ranks in Bluff, you get a
+2 bonus on Intimidate checks.

JUMP (STR; ARMOUR
CHECk PENALTY)

Check: The DC and the distance you can cover vary
according to the type of jump you are attempting.

Your Jump check is modified by your speed. If your speed
is 30 feet, no modifier based on speed applies to the check.
If your speed is less than 30 feet, you take a —6 penalty for
every 10 feet of speed less than 30 feet. If your speed is
greater than 30 feet, you gain a +4 bonus for every 10 feet
beyond 30 feet.

All Jump DCs given here assume that you get a running
start, which requires that you move at least 20 feet in a
straight line before attempting the jump. If you do not

get a running start, the DC for the jump is doubled.

Distance moved by jumping is counted against your
normal maximum movement in a round.

If you have ranks in Jump and you succeed on
a Jump check, you land on your feet, when
appropriate. If you attempt a Jump check &
untrained, you land prone unless you beat \
the DC by five or more.

Long Jump: A long jump is a horizontal
jump made across a gap like a chasm or
stream. At the midpoint of the jump, you
attain a vertical height equal to one-quarter

of the horizontal distance. The DC for
the jump is equal to the distance
jumped in feet.

If your check succeeds, you land

on your feet at the far end. If you
fail the check by less than
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five, you do not clear the distance but you can make a DC
15 Reflex saving throw to grab the far edge of the gap. You
end your movement grasping the far edge. If that leaves
you dangling over a chasm or gap, getting up requires a
move action and a DC 15 Climb check.

Long Jump Distance [Jump DC!
5 feet 5

10 feet 10

15 feet 15

20 feet 20

25 feet 25

30 feet 30

'Requires a 20-foot running start. Without
a running start, double the DC.

High Jump: A high jump is a vertical leap to reach a ledge
high above or to grasp something overhead. The DC is
equal to four times the distance to be cleared.

If you jump up to grab something, a successful check
indicates that you reach the desired height. If you wish to
pull yourself up, you can do so with a move action and
a DC 15 Climb check. If you fail the Jump check, you
do not reach the height and you land on your feet in the
same spot from which you jumped. As with a long jump,
the DC is doubled if you do not get a running start of
at least 20 feet.

High Jump Distance! Jump DC?
1 foot 4

2 feet 8

3 feet 12

4 feet 16

5 feet 20

6 feet 24

7 feet 28

8 feet 32

! Not including vertical reach; see below.
2Requires a 20-foot running start. Without a
running start, double the DC.

Obviously, the difficulty of
reaching a given height varies
according to the size of the
character or creature. The
maximum vertical

reach (the

-

height the creature can reach without jumping) for an
average creature of a given size is shown on the table below.
As a Medium-size creature, a typical human can reach eight
feet without jumping.

Quadrupedal creatures do not have the same vertical reach
as a bipedal creature. Treat them as being one size category
smaller than they are.

Creature Size | Vertical Reach
Colossal 128 ft.
Gargantuan 64 ft.

Huge 32 fi.

Large 16 ft.

Medium 8 ft.

Small 4 ft.

Tiny 2 ft.
Diminutive 1 ft.

Fine 1/2 ft.

Hop Up: You can jump up onto an object as tall as your
waist, such as a table or small boulder, with a DC 10
Jump check. Doing so counts as 10 feet of movement, so
if your speed is 30 feet, you could move 20 feet and then
hop up onto a table. You do not need to get a running
start to hop up, so the DC is not doubled if you do not
get a running start.

Jumping Down: 1f you intentionally jump from a height,
you take less damage than when you accidentally fall. The
DC to jump down from a height is 15. You do not have
to get a running start to jump down, so the DC is not
doubled if you do not get a running start.

If you succeed on the check, you take falling damage as if
you had dropped 10 fewer feet than you actually did.

Action: A Jump check is included in your movement, so it
is part of a move action. If you run out of movement mid-
jump, your next action (on your next turn if necessary)
must be a move action to complete the jump.

Special: Effects that increase your movement also increase
your jumping distance since your check is modified by
your speed.

If you have the Run feat, you get a +4 bonus on Jump
checks for any jumps made after a running start.

A Pict has a +2 racial bonus on Jump checks because Picts
are agile and athletic.

-
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If you have the Acrobatic feat, you get a +2 bonus on Jump
checks.

Synergy: If you have five or more ranks in Tumble, you get
a +2 bonus on Jump checks. If you have five or more ranks
in Jump, you get a +2 bonus on Tumble checks.

kNowLeDGE (INT;

TRAINED ONLY)

Like the Craft and Profession skills, Knowledge actually
encompasses a number of unrelated skills. Knowledge
represents a study of some body of lore, possibly an
academic or even scientific discipline.

Below are listed typical fields of study.

® Arcana (ancient mysteries, magic traditions and

societies, arcane symbols, cryptic phrases, summoning,

binding, demons)

Architecture and engineering (buildings, aqueducts,

bridges, fortifications)

Geography (lands, terrain, climate, people)

History (leaders, wars, migrations, founding of cities

and nations)

Local (particular regions; This skill can be used in place

of Geography, History, Nature, Nobility & Royalty,

Religion or Rumours for questions relating to a

specific region)

Nature (animals, plants, seasons and cycles, weather,

vermin, were-beasts)

% Nobility and royalty (lineages, heraldry, family trees,
mottoes, personalities)

® Religion (gods and goddesses,
ecclesiastic tradition)

®
&
®
®

®

mythic history,
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.. USING RUMO\RS
~ The Knowledge (rumours) skill works a
licle differendyﬁo the other Knowledge
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skills. Tt is ically a way for the Games
Master to pass on hints to the players if they
are stuck and do not know what do to. The
Knowledge (rumours) skill will never solve
a problem — if the characters are trying to
find a kidnapped girl, for instance, then the
Knowledge (rumours) skill will never tell them
where she is being held. However, a character
could make a Knowledge (rumours) check
to see if he has heard tell of a den of thieves
and slavers in the south.

e

. N E N

.i_’-a )

" E
'RE oF N

N

® Rumours (legends, personalities, inhabitants, laws,
customs, traditions)
® Warfare (tactics, battle formations, leading armies)

Check: Answering really easy questions within your field
of study has a DC of 10, answering basic questions has a
DC of 15 and answering really tough questions ranges DC
20 to DC 30.

In many cases, you can use this skill to identify monsters
and their special powers or vulnerabilities. In general, the
DC of such a check equals 10 + the monster’s Hit Dice.
A successful check allows you to remember a bit of useful
information about that monster.

For every five points by which your check result exceeds
the DC, you recall another piece of useful information.

Action: In most cases, making a Knowledge check does
not take an action; you simply know the answer or
you do not.

Try Again: The check represents what you know. Thinking
about a topic a second time does not let you know
something that you never learned in the first place.

Synergy: If you have five or more ranks in Knowledge
(architecture and engineering), you get a +2 bonus on
Search checks made to find secret doors or hidden
compartments.

Ifyou have five or more ranks in Knowledge (geography),
you get a +2 bonus on Survival checks made to keep
from getting lost or avoiding natural hazards.

If you have five or more ranks in Knowledge (nature),
you get a +2 bonus on Survival checks made in
aboveground natural environments: aquatic,

desert, forest, hill, marsh, mountains M
or plains. b
If you have five or more ranks in Knowledge
(nobility and royalty), you get a +2 bonus on
Diplomacy checks.

If you have five or more ranks in Survival,
you get a +2 bonus on Knowledge (nature)

checks.

If you have five or more ranks in
Knowledge (rumours), you get a
+2 bonus on Gather Information

checks.
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LustenN (wis)

Check: Your Listen check is made against either a DC
that reflects how quiet the noise is that you might hear, or

opposed to your target’s Move Silently check.

Listen DC |Sound

-10 A battle

0 People talking!

5 A person in medium armour walking at
a slow pace (10 ft./round) trying not to
make any noise

10 An unarmoured person walking at a slow
pace (15 ft./round) trying not to make
any noise

15 A 1% level thief using Move Silently to
sneak past the listener

15 People whispering!

19 A cat stalking

30 An owl gliding in for a kill

'If you beat the DC by 10 or more, you can make
out what is being said, assuming you understand the
language.

Listen DC

Modifier |Condition

+5 Through a door

+15 Through a stone wall
+1 Per 10 feet of distance
+5 Listener distracted

In the case of people trying to be quiet, the DCs given in the
table could be replaced by Move Silently checks where the
indicated DCs would be the people’s average check results.

Action: Every time you have a chance to hear something
in a reactive manner, such as when someone makes a noise
or you move into a new area, you can make a Listen check
without using an action. Trying to hear something you
failed to hear previously is a move action.

Try Again: You can try again to hear something you
failed to hear previously with no penalty.

Special: When several characters are
listening to the same thing,
a single 1d20 roll can be
used for all the individuals’
Listen checks.

If you have the Alertness feat, you get a +2 bonus on Listen

checks.

A sleeping character may make Listen checks at a —10
penalty. A successful check awakens the sleeper.

MoveE siLeNTly (oex;

ARMOUR CHECk PENALTY)

Check: Your Move Silently check is opposed by the Listen
check of anyone who might hear you. You can move up to
one-half your normal speed at no penalty. When moving at
a speed greater than one-half but less than your full speed,
you take a —5 penalty. It is practically impossible (-20
penalty) to move silently while running or charging.

Noisy surfaces, such as bogs or undergrowth, are difficult
to move across silently. When you try to sneak across such
a surface, you take a penalty on your Move Silently check
as indicated below.

Check
Surface Modifier
Noisy (scree, shallow or deep bog, -2

undergrowth, dense rubble)

Very noisy (dense undergrowth, deep snow) |-5

Action: A Move Silently check is included in your
movement or other activity, so it is part of another action.

Special: If you have the Stealthy feat, you get a +2 bonus
on Move Silently checks.

OPEN Lock (Dex:
TRAINED ONLY)

Attempting an Open Lock check without a set of thieves’
tools imposes a —2 circumstance penalty on the check, even
if a simple tool is employed. If you use masterwork thieves’
tools, you gain a +2 circumstance bonus on the check.

Check: The DC for opening a lock varies from 20 to
40, depending on the quality of the lock, as given on
the table below.

Lock DC [Lock DC
Very simple lock |10 Good lock 30
Average lock 20 Amazing lock |40

Action: Opening a lock is a full-round action.
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Special: If you have the Nimble Fingers feat, you get a +2
bonus on Open Lock checks.

PERFORM (CHA)

Like Craft, Knowledge and Profession, Perform is actually
comprised of a number of separate skills.

You may have several Perform skills, each with its own
ranks, each purchased as a separate skill.

Each of the nine categories of the Perform skill includes a
variety of methods, instruments or techniques, a small list
of which is provided for each category below.

Act (comedy, drama, mime)

Comedy (buffoonery, limericks, joke-telling)

Dance (ballet, waltz, jig)

Oratory (epic, ode, storytelling)

Percussion instruments (bells, chimes, drums, gong)
String instruments (fiddle, harp, lute, mandolin)
Wind instruments (flute, pan pipes, recorder, shawm,
trumpet)

Sing (ballad, chant, melody)

Ritual (civic ceremony, religion, sorcerous)

28 B HER

Check: You can impress audiences with your talent and TRAINEO ONI'Y)

skill.

Performance

Perform DC

10 Routine performance. Trying to earn
money by playing in public is essentially
begging. You can earn 1d4 silver quarters
per day.

15 Enjoyable performance. In a prosperous
city, you can earn 2d6 silver quarters per
day.

20 Great performance. In a prosperous city,
you can earn 1d8 silver pieces per day.
In time, you may be invited to join a
professional troupe and may develop a
regional reputation.

25 Memorable performance. In a prosperous
city, you can earn 3d6 silver pieces per
day. In time, you may come to the
attention of noble patrons and develop a
national reputation.

30 Extraordinary performance. In a
prosperous city, you can earn 6d6 silver
pieces per day. In time, you may draw
attention from distant potential patrons or
even from demons of other worlds.

——

-

A masterwork musical instrumentgives youa +2 circumstance
bonus on Perform checks that involve its use.

Perform (ritual): This skill cannot be used to impress
an audience, unlike the other Perform skills. Its use is
restricted to ceremonial rites and sorcerous gatherings. In
Conan the Roleplaying Game, it is most commonly used in
power rituals to increase the might of a sorcerer. See the
Sorcery chapter for details.

Action: Trying to earn money by playing in public
requires anywhere from an evening’s work to a full day’s
performance.

Try Again: Retries are allowed but they do not
negate previous failures. An audience that has been
unimpressed in the past is likely to be prejudiced
against future performances. Increase the DC by two for
each previous failure.

Special: In addition to using the Perform skill, you can
entertain people with Sleight of Hand, Tumbling, tightrope
walking, gladiatorial combat and feats of bravery.

PROFESSION (wis;

Like Craft, Knowledge and Perform, Profession is actually
comprised of a number of separate skills. You may have
several Profession skills, each with its own ranks, each
purchased as a separate skill. While a Craft skill represents
ability in creating or making an item, a Profession skill
represents an aptitude in a vocation that requires a

broader range of less specific knowledge.

Check: You can practice your trade and make a decent
living, earning about half your Profession check
result in silver pieces per week of dedicated
work. You know how to use the tools of your &
trade, how to perform the profession’s daily
tasks, how to supervise helpers and how to
handle common problems.

Action: A single check generally represents a
week of work.

Try Again: An attempt to use a Profession
skill to earn an income cannot be

retried. You are stuck with whatever
weekly wage your check result 4
brings you. Another check may be AT S
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made after a week to determine a new income for the next
period of time. An attempt to accomplish some specific
task can usually be retried.

Untrained: Untrained labourers and assistants (that is,
characters without any ranks in Profession) earn an average
of half a silver piece per day.

RIOE (Dex)

If you attempt to ride a creature that is ill suited as a mount,
you take a —5 penalty on your Ride checks.

Check: Typical riding actions do not require checks. You
can saddle, mount, ride and dismount from a mount

without a problem.

The following tasks do require checks:

Task Ride |Task Ride
DC DC

Guide with knees 5 Leap 15

Stay in saddle 5 Spur mount 15

Fight with warhorse [10 [ Control mount in |20

battle

Cover 15 Fast mount or 20!
dismount

Soft fall 15

'Armour check penalty applies.

Guide with Knees: You can react instantly to guide your
mount with your knees so that you can use both hands in
combat. Make your Ride check at the start of your turn. If
you fail, you can use only one hand in the round because
you need to use the other to control your mount.

Stay in Saddle: You can react instantly to try to avoid falling
when your mount rears or bolts unexpectedly or when
you take damage. This does not take an action.

Fight with Warhorse: If you direct your war-trained
mount to attack in battle, you can still make
your own attack or attacks normally. This is

a free action.

Cover: You can react instantly
to drop down and hang
alongside your mount,

using it as cover.

You cannot

-

attack or cast spells while using your mount as cover. If
you fail your Ride check, you do not get the cover benefit.
This does not take an action.

Soft Fall: You can react instantly to try to take no damage
when you fall off a mount, such as when it is killed or when
it falls. If you fail your Ride check, you take 1d6 points of
falling damage. This does not take an action.

Leap: You can get your mount to leap obstacles as part of its
movement. Use your Ride modifier or the mount’s Jump
modifier, whichever is lower, to see how far the creature can
jump. If you fail your Ride check, you fall off the mount
and take the appropriate falling damage, which is at least
1d6 points, when it leaps. This does not take an action but
is part of the mount’s movement.

Spur Mount: You can spur your mount to greater speed
with a move action. A successful Ride check increases the
mount’s speed by 10 feet for one round but deals one point
of damage to the creature. You can use this ability every
round but each consecutive round of additional speed deals
twice as much damage to the mount as the previous round:
two points, four points, eight points and so on.

Control Mount in Battle: As a move action, you can attempt
to control a light horse, workhorse or other mount not
trained for combat riding while in battle. If you fail the
Ride check, you can do nothing else in that round. You do
not need to roll for warhorses.

Fast Mount or Dismount: You can attempt to mount or
dismount from a mount of up to one size category larger
than yourself as a free action, provided that you still have
a move action available that round. If you fail the Ride
check, mounting or dismounting is a move action. You
cannot use fast mount or dismount on a mount more than
one size category larger than yourself.

Action: Mounting or dismounting normally is a move
action. Other checks are move actions, free actions or no
action at all, as noted above.

Special: If you are riding bareback, you take a —5 penalty
on Ride checks.

Ifyour mounthasa military saddle you geta +2 circumstance
bonus on Ride checks related to staying in the saddle.

The Ride skill is a prerequisite for the feats Mounted
Archery, Mounted Combat, Ride-By Attack, Spirited
Charge andTrample.
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If you have the Animal Affinity feat, you get a +2 bonus
on Ride checks.

Synergy: If you have five or more ranks in Handle Animal,
you get a +2 bonus on Ride checks.

se€ARCH (INT)

Check: You must generally be within 10 feet of the object
or surface to be searched. The table below gives DCs for
typical tasks involving the Search skill.

Search
Task DC
Ransack a chest full of junk to find a 10

certain item

Notice a typical secret door or a simple trap |20

Find a difficult non-magical trap (thief only) |21 or
higher

Notice a well-hidden secret door 30

Find a footprint Varies!

'A successful Search check can find a footprint or
similar sign of a creature’s passage but will not let
you find or follow a trail. See the Track feat for the
appropriate DC.

Action: It takes a full-round action to search a five foot by
five foot area or a volume of goods five feet on a side.

Special: At first level, a borderer gains a +1 circumstance
bonus to Search checks when within his favoured terrain.

If you have the Investigator feat, you get a +2 bonus on

Search checks.

Synergy: If you have five or more ranks in Search, you get
a +2 bonus on Survival checks to find or follow tracks.

If you have five or more ranks in Knowledge (architecture
and engineering), you get a +2 bonus on Search checks to
find secret doors or hidden compartments.

Restriction: While anyone can use Search to find a trap
the DC of which is 20 or lower, only a thief can find traps
with higher DCs.

seNse moTive (wis)

Check: A successful check lets you avoid being bluffed; see
the Bluff skill above. You can also use this skill to determine

——

-

when ‘something is up’ (that is, when something odd is
going on) or to assess someone’s trustworthiness.

Task Sense Motive DC
Hunch 20

Sense hypnotism 20

Discern secret message Varies

Hunch: This use of the skill involves making a gut
assessment of a social situation. You may get the feeling
from another’s behaviour that something is wrong, such
as when you are talking to an impostor. Alternatively, you
may get the feeling that someone is trustworthy.

Sense Hypnotism: You can tell that someone’s behaviour is
being influenced by a hypnotism effect (see Sorcery) even
if that person is not aware of it.

Discern Secret Message: You may use Sense Motive to detect
that a hidden message is being transmitted via the Bluff
skill. In this case, your Sense Motive check is opposed by
the Bluff check of the character transmitting the message.
For each piece of information you are missing relating to
the message, take a—2 penalty on your Sense Motive check.
If you succeed by four or less, you know that something
hidden is being communicated but you cannot learn
anything specific about its content. If you beat the DC by
five or more, you intercept and understand the message.
If you fail by four or less, you do not detect any hidden
communication. If you fail by five or more, you infer
some false information.

Action: Trying to gain information with Sense
Motive generally takes at least one minute. You could
spend a whole evening trying to get a sense of the

people around you.

Try Again: You may not try this check again, M
though you may make a Sense Motive check b
for each Bluff check made against you.

Special: If you have the Negotiator feat, you
get a +2 bonus on Sense Motive checks.

Synergy: If you have five or more ranks
in Sense Motive, you get a +2 bonus on
Diplomacy checks.
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SLEIGHT OF HAND (Dex;
TRAINED ONLY; ARMOUR

CHECk PENALTY)
Check: A DC 10 Sleight of Hand check lets you palm

a coin-sized, unattended object. Performing a minor feat
of legerdemain, such as making a coin disappear, also
has a DC of 10 unless an observer is determined to note
where the item went. When you use this skill under close
observation, your skill check is opposed by the observer’s
Spot check. The observer’s success does not prevent you
from performing the action, just from doing it unnoticed.

You can hide a small object (including a light weapon or an
easily concealed ranged weapon, such as a dart or sling) on
your body. Your Sleight of Hand check is opposed by the
Spot check of anyone observing you or the Search check of
anyone frisking you. In the latter case, the searcher gains a
+4 bonus on the Search check, since it is generally easier to
find such an object than to hide it.

A dagger is easier to hide than most light weapons and
grants you a +2 bonus on your Sleight of Hand check to
conceal it. An extraordinarily small object, such as a coin,
shuriken or ring grants you a +4 bonus on your Sleight of
Hand check to conceal it. Heavy or baggy clothing (such as
a cloak) grants you a +2 bonus on the check.

Drawing a hidden weapon is a standard action and does
not provoke an attack of opportunity.

If you try to take something from another creature, you
must make a DC 20 Sleight of Hand check to obtain it.
The opponent makes a Spot check to detect the attempt,
opposed by the same Sleight of Hand check result you
achieved when you tried to grab the item. An opponent
who succeeds on this check notices the attempt, regardless
of whether you got the item.

You can also use Sleight of Hand to entertain an audience
as though you were using the Perform skill. In such a
case, your ‘act’ encompasses elements of legerdemain,

juggling and the like.

Action: Any Sleight of Hand check is normally
a standard action. However, you may
perform a Sleight of Hand check
as a free action by taking a
—20 penalty on the check.

Try Again: You may
try this check

again but after an initial failure, a second Sleight of Hand
attempt against the same target (or while you are being
watched by the same observer who noticed your previous
attempt) increases the DC for the task by 10.

Special: If you have the Deft Hands feat, you get a +2
bonus on Sleight of Hand checks.

Synergy: If you have five or more ranks in Bluff, you get a
+2 bonus on Sleight of Hand checks.

Untrained: An untrained Sleight of Hand check is simply
a Dexterity check. Without actual training, you cannot
succeed on any Sleight of Hand check with a DC higher
than 10, except for hiding an object on your body.

Sleight of |Task

Hand DC

10 Palm a coin-sized object, make a coin
disappear

20 Lift a small object from a person

srPotT (wis)

Check: The Spot skill is used primarily to detect characters
or creatures who are hiding. Typically, your Spot check is
opposed by the Hide check of the creature trying not to be
seen. Sometimes a creature is not intentionally hiding but
is still difficult to see, so a successful Spot check is necessary
to notice it.

A Spot check result higher than 20 generally lets you
become aware of an invisible creature near you, though
you cannot actually see it.

Spot is also used to detect someone in disguise (see the
Disguise skill) and to read lips when you cannot hear or
understand what someone is saying.

Spot checks may be called for to determine the distance
at which an encounter begins. A penalty applies on such
checks, depending on the distance between the two
individuals or groups and an additional penalty may apply
if the character making the Spot check is distracted and not
concentrating on being observant.

Condition Penalty
Per 10 feet of distance |-1
Spotter distracted =5




Read Lips: To understand what someone is saying by reading
lips, you must be within 30 feet of the speaker, be able
to see him speak and understand the speaker’s language.
This use of the skill is language-dependent. The base DC
is 15 but it increases for complex speech or an inarticulate
speaker. You must maintain a line of sight to the lips you
are trying to read.

If your Spot check succeeds, you can understand the
general content of a minute’s worth of speaking but you
still usually miss certain details. If the check fails by four or
less, you cannot read the speaker’s lips. If the check fails by
five or more, you draw some incorrect conclusion about the
speech. The check is rolled secretly in this case, so

that you do not know whether you succeeded

0\

or missed by five. P
-
Action: Every time you have a chance
to spot something in a reactive
manner you can make
a Spot check without
using an action. Trying
to spot something you
failed to see previously
is a move action. To
read lips, you must
concentrate for a full
minute before making
a Spot check and you
cannot perform any
other (other
than moving at up to
half speed) during this

minute.

action

Try Again: You can
try to spot something
that
see previously at no
penalty.  You can
attempt to read lips
once per minute.

you failed to

Special: A fascinated
creature takes a —4
penalty on Spot checks

made as reactions.

the
Alertness feat, you get a
+2 bonus on Spot checks.

If you have

¢ Y’ !iﬁ....

SURVIVAL (wis)

Check: You can keep yourself and others safe and fed in
the wild. The table overleaf gives the DCs for various tasks
that require Survival checks.

Survival does not allow you to follow difficult tracks unless
you have the Track feat. See the Restriction section below.

Action: A single Survival check may represent activity over
the course of hours or a full day. A Survival check made
to find tracks is at least a full-round action and may take
even longer.

Try Again: For getting along in the wild or for gaining
the Fortitude saving throw bonus noted in the table above,
make a Survival check once every 24 hours. The result of
that check applies until the next check is made. To
avoid getting lost or avoid natural hazards, make a
| Survival check whenever the situation calls for one.
1\‘ Retries to avoid getting lost in a specific situation

ad {.

or to avoid a specific natural hazard are not
allowed. You can retry a failed check for
finding tracks after one hour (outdoors) or
10 minutes (indoors) of searching.

Restriction: While anyone can use Survival
to find tracks (regardless of the DC) or to
follow tracks when the DC for the task is
10 or lower, only a character with the Track

L~

feat can use Survival to follow tracks when

the task has a higher DC.

Special: If you have five or more ranks
in Survival, you can automatically
determine where true north lies in
relation to your position.

If you have the Self-Sufficient
feat, you get a +2 bonus on M
Survival checks. 9

Synergy: If you have five or
more ranks in Survival, you
get a +2 bonus on Knowledge
(nature) checks.
If you have five or more ranks
in Knowledge (nature),
you get a +2 bonus
on Survival checks g
in  aboveground Z
natural environments:
aquatic, desert, forest, hill, marsh,
mountains and plains.
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If you have five or more ranks in Knowledge (geography),
you get a +2 bonus on Survival checks to keep from getting
lost or to avoid natural hazards.

If you have five or more ranks in Search, you geta +2 bonus
on Survival checks to find or follow tracks.

Survival
DC Task

10 Get along in the wild. Move up to one-
half your overland speed while hunting

and foraging, thus removing the need for
food or water supplies for yourself. You
can provide food and water for one other
person for every two points by which your
check result exceeds 10.

15 Gain a +2 bonus on all Fortitude saving
throws against severe weather while moving
up to one-half your overland speed or gain
a +4 bonus if you remain stationary. You
may grant the same bonus to one other
character for every point by which your
Survival check result exceeds 15.

15 Keep from getting lost or avoid natural
hazards, such as quicksand.

15 Predict the weather up to 24 hours in
advance. For every five points by which
your Survival check result exceeds 15, you
can predict the weather for one additional
day.

Follow tracks (see the Track feat).

Varies

SWIM (STR;
ARMOUR PENALTY)

Check: Make a Swim check once per round while you are
. in the water. Success means you may swim at up to one-
# half your speed as a full-round action or at one-quarter
: your speed as a move action. If you fail by four or less,

you make no progress through the water. If you fail by

five or more, you go underwater.

If you are underwater, either because you failed

a Swim check or because you are swimming
underwater intentionally, you must
hold your breath. You can hold
= your breath for a number

of rounds equal to your
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Then he saw sorneﬂn?ng else: bronze ladders
extending from the !e‘clges to the water's surface
at regu]ar ir\ferva]s, and there was one jusf ahead
of him. Instantly he struck out for it, fighting the
current that weuld have held him to the middle of the
stream. It dragged at him as with tangible, animate,
slimy hands, but he buffeted the rushing surge with
the strength of desperation and drew closer and
closer inshore, fighting furiously for every inch.
Now he was even with the ladder and with a fierce,
gasping p]uhge he grimned the bottom rung and
hung on, breathless.
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Constitution score but only if you do nothing other than
take move actions or free actions. If you take a standard
action or a full-round action, such as making an attack, the
remainder of the time you can hold your breath is reduced
by one round. Effectively, if you are in combat you can
hold your breath only half as long as normal. After that
period of time, you must make a DC 10 Constitution
check every round to continue holding your breath. The
DC for that check increases by one each round. If you fail
the Constitution check, you begin to drown.

The DC for the Swim check depends on the water, as given
on the table below.

Each hour that you swim, you must make a DC 20
Swim check or take 1d6 points of nonlethal damage
from fatigue.

Action: A successful Swim check allows you to swim one-
quarter of your speed as a move action or one-half your
speed as a full-round action.

Special: Swim checks are subject to double the normal
armour check penalty and encumbrance penalty.

If you have the Athletic feat, you get a +2 bonus on Swim

checks.

If you have the Endurance feat, you get a +4 bonus on
Swim checks made to avoid taking nonlethal damage
from fatigue.




A creature with a swim speed can move through water at its
indicated speed without making Swim checks. It gains a +8
racial bonus on any Swim check to perform a special action
or avoid a hazard. The creature always can choose to take
10 on a Swim check, even if distracted or endangered when
swimming. Such a creature can use the run action while
swimming, provided that it swims in a straight line.

TuMmBLe (oex:
TRAINED ONLYy;
ARMOUR CHECk PENALTY)

You cannot use this skill if your speed has been reduced by
armour, excess equipment or loot.

Check: You can land softly when you fall or tumble past
opponents. You can also tumble to entertain an audience as
though using the Perform skill. The DCs for various tasks
involving the Tumble skill are given in the table below.

Tumble
DC Task
15 Treat a fall as if it were 10 feet shorter than it

really is when determining damage.

15 Tumble at one-half speed as part of normal
movement, provoking no attacks of
opportunity while doing so. Failure means
you provoke attacks of opportunity normally.
Check separately for each opponent you
move past, in the order in which you pass
them (Player’s choice of order in case of a
tie). Each additional enemy after the first
adds +2 to the Tumble DC.

25 Tumble at one-half speed through an area
occupied by an enemy (over, under or around

the opponent) as part of normal movement,
provoking no attacks of opportunity while
doing so. Failure means you stop before
entering the enemy-occupied area and
provoke an attack of opportunity from that
enemy. Check separately for each opponent.
Each additional enemy after the first adds +2
to the Tumble DC.

Obstructed or otherwise treacherous surfaces, such as
natural cavern floors or undergrowth, are tough to tumble
through. The DC for any Tumble check made to tumble

on these surfaces is modified as indicated.

_skILLs

Surface Is ... DC Modifier
Lightly obstructed (scree, light rubble, +2
shallow bog*, undergrowth)

Severely obstructed (natural cavern floor, |+5
dense rubble, dense undergrowth)

Lightly slippery (wet floor) +2
Severely slippery (ice sheet) +5
Sloped or angled +2

*Tumbling is impossible in a deep bog.

Accelerated Tumbling: You try to tumble past or through
enemies more quickly than normal. By accepting a —10
penalty on your Tumble checks, you can move at your full
speed instead of one-half your speed.

Action: Tumbling is part of movement, so a Tumble check
is part of a move action.

Try Again: An audience, once it has judged a tumbler
as an uninteresting performer, is not receptive to repeat
performances. You can try to reduce damage from a fall as
an instant reaction only once per fall.

Special: If you have five or more ranks in Tumble, you
gain an additional +1 dodge bonus to Dodge Defence
when fighting defensively, as well as the usual +2 bonus
to Defence.

If you have five or more ranks in Tumble, you gain an
additional +2 dodge bonus to Dodge Defence when
executing the total defence standard action as well as
the usual +4 bonus to Defence.

If you have the Acrobatic feat, you get a +2 bonus on

Tumble checks.

Synergy: If you have five or more ranks in M
Tumble, you get a +2 bonus on Balance and

Jump checks.

If you have five or more ranks in Jump, you
get a +2 bonus on Tumble checks.
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USE ROPE (oex) opportunity. Splicing two ropes together takes five minutes.
Check: Most tasks with a rope are relatively simple. The = Binding a character takes one minute.
DCs for various tasks utilising this skill are summarised on
the table below. Special: A silk rope gives you a +2 circumstance bonus on

Use Rope checks.
Use Rope DC | Task

10 o If you have the Deft Hands feat, you get a +2 bonus on
10* Secure a grappling hook Use Rope checks.
15 Tie a special knot, such as one that

Sl s vl tur Synergy: If you have five or more ranks in Use Rope, you

get a +2 bonus on Climb checks made to climb a rope, a

) Tle_a repelronndyonticlf oncshandod knotted rope or a rope-and-wall combination.
15 Splice two ropes together
Varies Bind a character

If you have five or more ranks in Use Rope, you get a +2

bonus on Escape Artist checks when escaping from rope
* Add two to the DC for every 10 feet the hook is ands

thrown; see below.

Secure a Grappling Hook: Securing a grappling hook  Ifyou have five or more ranks in Escape Artist, you geta +2
requires a Use Rope check, with a DC of 10, +2 for every  bonus on checks made to bind someone.
10 feet of distance the grappling hook is y
thrown, to a maximum DC of 20 at 50 8%
feet. Failure by four or less indicates that =« *
the hook fails to catch and falls, allowing
you to try again. Failure by five or more
indicates that the grappling hook initially
holds but comes loose after 1d4 rounds
of supporting weight. This check is made
secretly so you do not know whether the

\ | ._e_"
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rope will hold your weight.

Bind a Character: When you bind another
character with a rope, any Escape Ardst %
check that the bound character makes is
opposed by your Use Rope check. You
get a +10 bonus on this check because it &
is easier to bind someone than to escape
from bonds. You do not even make your
Use Rope check until someone tries to
escape.

Action: Throwing a grappling hook
is a standard action that provokes an
attack of opportunity. Tying a knot,
tying a special knot or tying a rope
around yourself one-handed

is a full-round action
that  provokes

an attack of




In Conan the Roleplaying Game, feats are an intrinsic
part of the creation and advancement of every player
Character and Non-Player Character alike. Feats
represent special abilities or enhancements that further
distinguish a character from less adventurous individuals
of his race. Feats in Conan the Roleplaying Game can offer
additional bonuses to a character’s skills, combat abilities
or magical prowess.

All characters within Conan the Roleplaying Game will
select at least one feat at 1* level and more as they rise in
levels. Feat selection is a crucial part of customising each
character and care should be taken to choose feats that
complement the character’s class features, racial traits and
other capabilities.

A full list of all feats is given in the Feats Table, along with
the prerequisites needed to acquire each feat.

[FEINE DESERIPEICNES

Apart from a brief summary of the feat’s function, the
key points of each feat are laid out as follows. Not all feat
descriptions contain all points:

FEATS

Here is the format for feat descriptions:

FEAT NAME
(tyre oF FEAT)

Prerequisite: A prerequisite is a minimum ability score,
another feat or feats, a minimum Base attack bonus, a
minimum number of ranks in one or more skills or a class
level that a character must have in order to acquire a feat.
This entry is absent if a feat has no prerequisite. A feat may
have more than one prerequisite.

Benefit: The benefit is what the feat enables the character
(‘you' in the feat description) to do. If a character has the
same feat more than once, its benefits do not stack unless
indicated in the description. In general, having a feat twice
is the same as having it once.

—

Normal: ‘Normal’ refers to what a character who does not
have a feat is limited to or restricted from doing. If not
having the feat causes no particular drawback, this entry
is absent.

Special: ‘Special’ refers to additional facts about a feat that
may be helpful when a player decides whether to acquire
the feat.

ACROBATIC (GENERAL)

You have great coordination and control of your
movement.

Benefit: You get a +2 bonus on all Jump checks and
Tumble checks.

Aclle (GENERAL)

Your flexibility is the talk of the town.
Benefit: You get a +2 bonus on all Balance checks and
Escape Artist checks.

ADEPT (SORCERY)

You have honed your mastery of a sorcery style to the
utmost precision and speed.

Prerequisites: Scholar level 12, must know three spells
from same sorcery style.

Benefit: Choose a sorcery style in which you know at
least three spells. Whenever you cast a spell from
that sorcery style, the casting time is halved.

An appropriate spell that would usually take &
one round to cast may be cast as a standard )
action. An appropriate spell that would
usually take a standard action to cast may be
cast as a free action but you may still not cast
more than one spell per round.

Special: This feat can be gained multiple
times. The effects do not stack. Each
time you take the feat, it applies to a new
sorcery style.
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Feat

Prerequisites

Benefits

Acrobatic

+2 bonus on Jump and Tumble checks

Agile

+2 bonus on Balance and Escape Artist checks

Akbitanan Smith

Shemite, Craft (weaponsmith) 12 ranks

Create items of Akbitanan quality

Alertness

+2 bonus to Listen and Spot checks

Animal Affinity

+2 bonus on Handle Animal and Ride checks

Armour Proficiency (light)

No armour check penalty on attack rolls

Armour Proficiency (medium)

Armour Proficiency (light)

No armour check penalty on attack rolls

Armour Proficiency (heavy)

Armour Proficiency (medium)

No armour check penalty on attack rolls

Athletic

+2 bonus on Climb and Swim checks

Blind-Fight $

Reroll miss chance from concealment

Brawl $

Inflict more damage with unarmed attacks

Carouser

Constitution 13, character level 5

Resist drunkenness, get social bonuses while drunk

Combat Expertise °

Int 13

Reduce attack rolls to add to defence

Improved Disarm $

Combat Expertise

+4 bonus on disarm attempts; no attack of opportunity

Improved Feint

Combat Expertise

Feint as a move action

Improved Trip

Combat Expertise

+4 bonus on trip attempts; no attack of opportunity; free
attack on tripped foe

Whirlwind Attack

Combat Expertise, Dodge, Mobility, base attack bonus +4

Attack everyone within reach

Combat Reflexes ®

Make additional attacks of opportunity

Web of Death

Combat Reflexes, Weapon Focus, base attack bonus +5

Make attacks of opportunity on people who attack you

Dabbler

Int 13, Knowledge (arcana) 6 ranks

Minor magical ability

Deceitful

+2 bonus on Disguise and Forgery checks

Defensive Martial Arts S

Khitan, Vendhyan or Himelian o7 must have the calm
of the adept spell

Bonuses to fighting defensively, trips, overruns and grapples

Deft Hands +2 bonus on Sleight of Hand and Use Rope checks
Demon Killer Must have single-handedly defeated a monster of any  |+2 bonus to Terror saves, immune to Terror from defeated
kind, Iron Will monsters
Diligent = +2 bonus on Appraise and Decipher Script checks
Dodge * Dex 13, base dodge bonus +1 +1 bonus to Dodge Defence
Archer’s Bane $ Dodge, base dodge bonus +6 Improve Dodge Defence against ranged attacks
Mobility § Dodge +4 bonus to Dodge Defence against some attacks of opportunity
Endurance $ — +4 bonus on checks or saves to resist nonlethal damage
Dichard $ Endurance Fight while dying
Exotic Weapon Proficiency* Base attack bonus +1 Avoid nonproficiency penalty with one weapon
Eyes of the Cat Spot 1 rank Gain low-light vision

Fighting-Madness

Cimmerian, Himelian, Wazuli, Kushite, Nordheimr,
Pict, Southern Islander, Darfari or Tlazitlan, Con 13,
base attack bonus +1

Fight like a berserker

Fleet-Footed $

+10 feet base movement

Flyby Attack

Fly speed

Attack in the middle of flying move

Great Fortitude

+2 bonus on Fortitude saves

Gunderland Pike-and-
Shield Fighting $

Gunderman, base attack bonus +1, Shield Proficiency,
Martial Weapon Proficiency (pike)

Use a shield while fighting with a pike

Improved Critical* $

Base attack bonus +8

Double threat range with one weapon

Greater Critical $*

Improved Critical, base attack bonus +16

Triple threat range with one weapon

Improved Unarmed Strike 5

Make unarmed attacks without penalty

Improved Grapple ®

Dex 13, Improved Unarmed Strike

+4 bonus on grapple checks

Crushing Grip $

Str 17, Improved Grapple, base attack bonus +8

Inflict ability score damage with a grapple

Improved Initiative

+4 bonus on initiative checks

Investigator

+2 bonus on Gather Information and Search checks

Iron Will

+2 bonus on Will saves

Knowledgeable

Int 13

+2 bonus on all Knowledge checks

Leadership

Character level 6

Gain followers

Horde

Cha 13, Leadership, nomad or barbarian level 12

Gain lots of followers

Light-Footed

Hide 1 rank, Move Silently 1 rank, sneak attack +1d6

Bonuses while unarmoured

Lightning Reflexes

+2 bonus on Reflex saves

Martial Weapon Proficiency

Avoid nonproficiency penalty with one weapon

Ride 1 rank

120

Mounted Combat $ Negate hits on your mount with a Ride check
Mounted Archery S Mounted Combat Half penalties for firing while mounted
Ride-By Attack $ Mounted Combat Move before and after mounted attack
Spirited Charge $ Ride-By Attack Deal extra damage with a mounted charge
" Trample 3 Mounted Combat Bonuses to mounted overrun attacks
Multiattack Three or more natural weapons Easier to attack with multiple natural weapons
Navigation Int 13, Profession (sailor) 12 ranks Never get lost at sea
Negotiator — +2 bonus on Diplomacy and Sense Motive checks
Nimble Fingers — +2 bonus on Disable Device and Open Lock checks
" No Honour Must not have a code of honour +3 bonus to Will saves, but easy to corrupt
~ Parry $ Str 13, base parry bonus +1 +1 bonus to Parry Defence
Intricate Swordplay ® Weapon Focus, Parry, Combat Expertise, Cha 13 Add Charisma bonus to Parry Defence
Reflexive Parry ® Dex 15, Combat Reflexes, Parry, base parry bonus +8  |Parry even while flat-footed



Feat Prerequisites Benefits

Performer Cha 13 +2 bonus on all Perform checks

Persuasive — +2 bonus on Bluff and Intimidate checks

Pirate Code Expert Int 13, pirate level 2 Extensive knowledge of pirate codes

Point Blank Shot — +1 bonus to attack and damage within 30 feet
Far Shot ® Point Blank Shot Increase range increments on fired and thrown weapons
Precise Shot Point Blank Shot No penalties for firing into melee

Improved Precise Shot $

Dex 19, Precise Shot, base attack bonus +11

Ignore cover and concealment less than total.

Ranged Finesse $

Precise Shot

Make finesse attacks with a ranged weapon

Rapid Shot $ Dex 13, Point Blank Shot One extra ranged attack each round
Shot On The Run $ Dex 13, Dodge, Mobility, Point Blank Shot, base attack|Move before and after ranged attack
bonus +4
Poison Use Dex 13, base attack bonus +6 Use poison easily
Power Attack Str 13 Reduce attack rolls to add to damage
Cleave $ Power Attack Free attack when you slay an enemy
Great Cleave Cleave Cleave an unlimited number of times per round
Improved Bull Rush $ Power Attack +4 bonus on bull rushes; no attack of opportunity
Improved Overrun ® Power Attack +4 bonus on overruns; opponent cannot avoid you
Improved Sunder Power Attack +4 bonus on attack rolls against held objects; no attack of

opportunity

Greater Sunder $

Improved Sunder, base attack bonus +6

Free attack if you destroy an opponent’s weapon

Monster Slayer S

Power Attack, base attack bonus +3

More damage while Power Attacking big creatures

Priest Scholar level 4, scholar background: lay priest, other | Varied benefits when dealing with the faithful
requirements by religion

Quick Draw $ Base attack bonus +1 Draw a weapon as a free action

Run$ s Move five times normal speed as a full-round action

Self-Sufficient — +2 bonus on Heal and Survival checks

Shield Proficiency — No armour check penalty on attack rolls

Simple Weapon Proficiency*

Avoid nonproficiency penalties

Skill Focus*

+3 bonus to checks using a single skill

Sleep Mastery

Wis 13, Con 13

Gain sleep-related benefits

Sneak Subdual Sneak attack +1d6, base attack bonus +1 Deal nonlethal damage with sneak attacks
Spawn of Dagoth Hill Kothian or Zamorian, 1* level only Become inhuman
Stealthy +2 bonus to Hide and Move Silently

Armoured Stealth

Dex 13, Hide 4 ranks, Move Silently 1 rank, Armour
Proficiency (Light), Stealthy

Avoid light armour check penalties to stealth

Steely Gaze S

Intimidate 8 ranks, Cha 13

Demoralise opponents as a free action

Menacing Aura ®

Cha 15, Intimidate 16 ranks, Steely Gaze

Striking Cobra ®

Dex 15, Cha 13, Bluff 6 ranks, base attack bonus +6

Gain a surprise round all to yourself

Stunning Attack $

Dex 13, Str 13, base attack bonus +8

Stun opponent with attack

Superior Armourer

Aquilonian, Kothian, Hyrkanian/Turanian or Zingaran,
Craft (armourer) 12 ranks

Create superior quality armour

Toughness

Gain bonus hit points

Track

Follow tracks with the Survival skill

Two-Weapon Combat

Base attack bonus +1

Fight with a weapon in each hand

Improved Two-
Weapon Combat ®

Two-Weapon Combat, base attack bonus +6

Fight better with a weapon in each hand

Two-Weapon Defence $

Parry, Two-Weapon Combat

Trade off-hand attacks for bonus to Parry Defence

Weapon Focus* S

Base attack bonus +1

+1 bonus to attack rolls with one weapon

Weapon Specialisation* $

Weapon Focus, soldier level 4

+2 bonus to damage rolls with one weapon

Greater Weapon Focus* ®

Weapon Focus, soldier level 8

Further +1 bonus to attack rolls with one weapon

Greater Weapon
Specialisation* $

‘Weapon Specialisation, Weapon Focus, Greater
Weapon Focus, soldier level 12

Further +2 bonus to damage rolls with one weapon

Zingaran Surprise *

Zingaran, base attack bonus +4, sneak attack +3d6

Bypass Uncanny Dodge more easily

Sorcery Feats Prerequisite Benefits
Adept* Scholar level 12+, must know three spells from one Halve casting time for one style
sorcery style
Focused Magical Link Hexer, magic attack bonus +3, Craft (fine art, sculpture,|Create magical links to your victims
or similar) 1 rank
Hexer Magic attack bonus +1, Sorcery Style: Curses +2 bonus to magic attack rolls with the Curses style
Ritual Sacrifice Magic attack bonus +1, base attack bonus +1 Gain power points from killing victims

Opportunistic Sacrifice

Magic attack bonus +3, base attack bonus +3, Base PP
4, Ritual Sacrifice

Gain sacrifice benefits from anyone you kill

Tortured Sacrifice

Ritual Sacrifice, magic attack bonus +2, base attack
bonus +2

Gain extra power points by prolonging death .y

Sorcerer’s Boon*

Int 13, Scholar level 4, must know two or more sorcery
styles

Gain an advanced spell

Summoner

Magic attack bonus +1, Sorcery Style: Summoning

+2 bonus to magic attack rolls

Augment Summoning

* A character may gain this feat multiple times. Its effects do not stack and instead apply to a new weapon or skill.
S A soldier may select this feat as one of his soldier bonus feats.

e

Summoner, magic attack bonus +4

Summoned creatures gain +4 to Strength and Constitution
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AKBITANAN
sMITH (GENERAL)

You have been trained in the fabled smithcraft of Akbitan.
Prerequisites: Must be a Shemite, Craft (weaponsmith)
12 ranks.

Benefit: You may create weapons of Akbitanan quality,
though this takes significantly longer than usual due to
their very high cost. Creating a weapon of Akbitanan
quality follows the usual rules for the Craft skill
(see page 96).

Special: You will require a source of Akbitanan (or similarly
high quality) steel to perform your craft. Furthermore,
if you manufacture Akbitanan quality weapons outside
Akbitan itself, you are likely to incur the enmity of the
smiths of the city.

\

AlLeRTNeESS (GENERAL)

You are rarely caught off guard.
Benefit: You get a +2 bonus on all Listen and Spot checks.

ANIMAL AFFINITY (GENERAL)

You have a knack for dealing with animals.
Benefit: You get a +2 bonus on all Handle Animal and
Ride checks.

ARCHER'S BANE (GENERAL)

You are expert at dodging arrows and other ranged

weapons, particularly those hurled or shot great distances,

taking advantage of the missile’s flight time to ensure you

are not in its path.

Prerequisites: Dodge, base dodge bonus +6.

Benefit: You gain a +1 dodge bonus to Dodge

Defence against all ranged weapons for each range

increment through which the weapon must be shot

or thrown to reach you. This dodge bonus is doubled
if you are fighting defensively or executing the total
defence standard action.

ARMOUR PROFICIENCY
(HeAvy) (GENERAL)

You know how to wear and move in
plate, scale and the other heavy
armours.
Prerequisite: Armour
Proficiency (medium).

Benefit: See Armour Proficiency (light).
Normal: See Armour Proficiency (light).

ARMOUR PROFICIENCY
(LiIeHT) (GENERAL)

You know how to best wear and move in light armour.
Benefit: When you wear a type of armour with which you
are proficient, the armour check penalty for that armour
applies only to Balance, Climb, Escape Artist, Hide, Jump,
Move Silently, Sleight of Hand and Tumble checks.
Normal: A character who is wearing armour with which
he is not proficient applies its armour check penalty to
attack rolls and to all skill checks that involve moving,
including Ride.

ARMOUR PROFICIENCY
(MmedoIuM) (GeNeRAL)

You know how best to wear brigandine and other medium
armour.

Prerequisite: Armour Proficiency (light).

Benefit: See Armour Proficiency (light).

Normal: See Armour Proficiency (light).

ARMOURED STEALTH
(ceNeRrAL)

Even in armour, your tread makes no more sound than
that of a panther. This is accomplished through a mixture
of native sneakiness and cunningly padding, oiling and
blackening your armour.

Prerequisites: Dex 13, Hide 4 ranks, Move Silently 1 rank,
Armour Proficiency (Light), Stealthy.

Benefit: Whenever you are wearing light armour that you
have personally prepared, you do not apply its armour
check penalty (if any) to Move Silently or Hide checks.
To prepare light armour for stealth initially requires one
hour and materials worth 5 sp, then ten minutes per day in
maintenance time.

ATHLeTIC (GENERAL)

You have a natural talent for athletics.
Benefit: You get a +2 bonus on all Climb and Swim
checks.

AVUGMENT SUMMONING
(sorcery)

The creatures you summon are especially strong and tough.
Prerequisites: Summoner, magic attack bonus +4.
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Benefit: Each creature you conjure with any spell from the
Summoning sorcery style gains a +4 enhancement bonus
to Strength and Constitution for the duration of the spell
that summoned it.

BLIND-FIGHT (GENERAL)

You know how to fight when you are unable to see.
Benefit: In melee, if you miss because of concealment, you
can reroll your miss chance once to see if you actually hit.
An invisible attacker gets no advantages related to hitting
you in melee. That is, you can still dodge or parry your
assailant and he does not get the usual +2 bonus to melee
attack rolls for being invisible. The invisible attacker’s
bonuses do still apply for ranged attacks, however. You take
only half the usual penalty to speed for being unable to see.
Darkness and poor visibility in general reduces your speed
to three-quarters of normal, instead of one-half.

Normal: Regular attack roll modifiers for invisible attackers
trying to hit you apply and you cannot dodge or parry
your attacker. The speed reduction for darkness and poor
visibility also applies.

BRAWL (GENERAL)

L > TN
‘Will you mock me and then lay hands on me?’

grated the barbarian, his quick rage leaping wp;
ard he returned the push with an cpen-handed
blow that knocked his tormentor back against the

rude=hewn table,
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You are an expert brawler or martial artist, often knocking
out or even killing an opponent with a single punch.
Benefit: You deal 1d6 + Strength modifier points of
damage with an unarmed strike. You may elect to inflict
either lethal or nonlethal damage with no penalty.
Normal: Without this feat, a character deals only 1d3
points of nonlethal damage with an unarmed strike.

\ ¥

CAROUSER (GENERAL)

You can drink others under the table and are never too
drunk to fight.

Prerequisites: Constitution 13, character level 5.

Benefit: You suffer no penalties for drunkenness, however
much alcohol you drink. Furthermore, you gain a +2
circumstance bonus to all Bluff and Gather Information
checks related to your drinking companions after
at least two hours of heavy drinking. In addition,

after a night of wenching, drinking or other partying, you
heal normally as though you had had a full night’s rest.
Normal: Drunk characters have at least a —2 penalty to
attack rolls and Defence.

Special: Note that this feat does not assist with resisting
drugsother thanalcohol, includinglotus-based preparations
of any kind such as Black Lotus Wine (see page 275).

cleAve (GENERAL)

You know how to follow up a mighty blow.

Prerequisite: Power Attack.

Benefit: If you deal a creature enough damage to take it
out of the fight, typically by dropping it to below zero hit
points or killing it, you get an immediate, extra melee attack
against another creature within reach. You cannot take a
five foot step before making this extra attack. The extra
attack must be with the same weapon and is at the same
bonus as the attack that dropped the previous creature. You
can use this ability once per round.

COMBAT EXPERTISE
(ceNeRrAL)

You are an expert at fighting cautiously so as to minimise
the risk of being hit.

Prerequisite: Int 13.

Benefit: When you use the attack action or full attack
action in melee, you can take a penalty of as much as -5
on your attack and add the same number (up to +5) to
your Defence. This number may not exceed your base
attack bonus. The changes to attack rolls and Defence
last until your next action.

Special: If you use combat expertise while fighting
defensively, the bonuses are cumulative.

(ceNeRrAL) N
You are skilled at taking advantage of your  '§
opponent’s mistakes.

Benefit: You may make a number of additional
attacks of opportunity equal to your Dexterity
bonus. This feat also allows you to make .
attacks of opportunity while flatc-footed.
Normal: A character without this feat can
make only one attack of opportunity per
round and cannot make attacks of
opportunity while flat-footed. -
Special: The Combat Reflexes feat #8
does not allow a thief who has the TS
opportunist special ability to use it K" §
more than once per round. l




/

; v K .h*,

N

A il

!

CRUSHING GRIP (GENERAL)

The mighty thews of your hand and arm can crush a man’s
limb or neck in moments if you can get a grip on him.
Prerequisites: Str 17, Improved Grapple, base attack
bonus +8.

Benefit: If you manage to grapple an opponent and inflict
damage on him, you may choose to inflict some or all of
the rolled damage as damage to his Constitution, Dexterity
or Strength, at your choice. He gets a Fortitude saving
throw (DC 10 + your Strength bonus + %2 your Base attack
bonus) for half damage. Crushing Grip may be continued
from round to round, so long as you are grappling your
opponent and inflicting damage upon him.

OABBLER (GENERAL)

Though you might not be a formally trained sorcerer,
you have learned a little magic here and there, enough to
perhaps get you out of a tight spot or two — if it works.
Prerequisites: Int 13, Knowledge (arcana) 6 ranks.
Benefit: Choose a sorcery style from the following:
Counterspells, Curses or Divination. Up to once during
any given month, you may make a Knowledge (arcana)
check to recall a small amount of sorcerous lore that could
prove useful to your current situation. You do not have
a true, permanent understanding of the style you access
in this way but you are able to remember just enough to
attempt to use the sorcery in question. You need not meet
any prerequisites for the style except those that require
a certain number of ranks in a particular skill. If your
skill check beats DC 15, the Games Master will select an
appropriate sorcerous effect from among the basic spells to
which you are granted temporary access — enough to cast
once and once only. The effect will be something useful to
your situation, though in most cases it will not be sufficient
to completely defeat your opposition on its own. If your
Knowledge (arcana) check beats DC 25, the sorcerous
effect may be drawn from the advanced spells of a style
you dabble in. You may also spend a Fate Point to cast
a spell using this feat. If you do so, you do not need to
make a Knowledge (arcana) check — the spell may be
basic or advanced — and this does not count towards
your limit of one spell per month.

Special: You expend Power Points to cast the
spell as usual. If you do not already have
any Power Points when you select
this feat, you immediately

acquire Base Power Points
of 2 + Wisdom modifier.
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OeceITtFulL (GENERAL)

You live a life of underhanded dealings and deceit.

Benefit: You get a +2 bonus on all Disguise and Forgery
checks.

OEFENSIVE MARTIAL ARTS
(ceNeRrAL)

You have been trained to avoid blows and other attacks
directed at you in battle.

Prerequisites: Must be Khitan, Vendhyan or Himelian or
must have the calm of the adept spell (see page 262).
Benefit: You gain an additional +2 bonus to Defence when
fighting defensively or using the total defence action. This
grants you a total of +4 bonus to Defence when fighting
defensively and a total of +6 bonus to Defence when using
the total defence action. Furthermore, you gain a +2 bonus
to opposed Strength and Dexterity checks any time you
make trip, overrun or grapple attacks or when you try to
avoid trips, overruns and grapples made against you.
Normal: A character using the total defence action without
this feat gains a +2 bonus to Defence when fighting
defensively and a +4 bonus to Defence when using the
total defence action.

OEFT HANDS (GENERAL)

Your hands are naturally dextrous.
Benefit: You get a +2 bonus on all Sleight of Hand and
Use Rope checks.

OEMON kiLLeR (GENERAL)

You have hardened yourself to supernatural terrors.
Prerequisites: Iron Will, must have single-handedly
defeated a monster of any kind. Not available to Southern
Islanders or Tlazitlans.

Benefit: You gain a +2 bonus to Will saves versus Terror.
Each time that you defeat a new monster, you become
immune to the Terror effect of that creature and others like
it. You are immune to any fear effects used by a creature of
a type you have slain.

DIEHARD (GENERAL)

You can endure wounds that would drop another man.
Prerequisite: Endurance.

Benefit: When reduced to between —1 and -9 hit points,
you automatically become stable. You do not have to roll
d% to see if you lose one Hit Point each round.

When reduced to negative hit points, you may choose to
act as if you are disabled, rather than dying.




You must make this decision as soon as you are reduced to
negative hit points, even if it is not your turn. If you do
not choose to act as if you are disabled, you immediately
fall unconscious.

When using this feat, you can take either a single move or
standard action each turn but not both. You cannot take a
full round action. You can take a move action without further
injuring yourself, though if you perform any standard action
(or any other action deemed as strenuous, including some
free actions) you take one point of damage after completing
the act. If you reach —10 hit points, you die.

Normal: A character without this feat that is reduced to
between —1 and -9 hit points is unconscious and dying.

JILIGENT (GENERAL)

You are skilled at evaluating objects and writing.
Benefit: You get a +2 bonus on all Appraise and Decipher
Script checks.

D0OGE (GENERAL)

You are very nimble on your feet, ducking and weaving in
and out of combat to avoid your enemies’ attacks.
Prerequisites: Dex 13, base dodge bonus +1.

Benefit: You gain a +1 dodge bonus to
your Dodge Defence.

ENOURANCE (GENERAL)

You have incredible stamina.
Benefit: You gain a +4 bonus on the following checks
and saving throws: Swim checks made to resist nonlethal
damage, Constitution checks made to continue running,
Constitution checks made to avoid nonlethal damage
from a forced march, Constitution checks made to hold
your breath, Constitution checks made to avoid nonlethal
damage from starvation or thirst, Fortitude saving
throws made to avoid nonlethal damage from hot
or cold environments and Fortitude saving throws
made to resist damage from suffocation. In addition,
you may sleep in light or medium armour without
becoming fatigued.
Normal: A character without this feat who sleeps in
medium or heavier armour is automatically fatigued
the next day.

€XOTIC WEAPON
PROFICIENCY (GENERAL)

You have learned how to use one of the more unusual
weapons of the Hyborian age.

Prerequisite: Base attack bonus +1.

| Benefit: Pick a single exotic weapon. You
may make attack rolls with that weapon without a
nonproficiency penalty.

Normal: A character who uses a weapon with which he is
not proficient takes a —4 penalty on attack rolls.

Special: You can gain Exotic Weapon Proficiency
multiple times. Each time you take the feat, it applies to

a new type of exotic weapon.

EYES OF THE CAT
(ceNeRrAL)

You see more clearly in the dark than many men
can in full daylight.

Prerequisites: Spot 1 rank, may only be *
taken at 1*level. b
Benefit: You gain low-light vision. That is,
you can see twice as far as ordinary humans
by starlight, moonlight, torchlight or other
conditions of poor illumination. You can
even distinguish colour and detail under
these low-light conditions.
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FAR SHOT (GENERAL)
You are skilled in shooting at very long ranges.
Prerequisite: Point Blank Shot.

Benefit: When you use a projectile weapon, such as a
bow, its range increment increases by one-half (multiply
by 1.5). When you use a thrown weapon, its range
increment doubles.

Special: A Hyrkanian or Turanian need not have the Point
Blank Shot feat before selecting this feat.

FIGHTING-MAJDNESS
(ceNeRrAL)

You can enter a powerful, enraged state.

Prerequisites: Must be a Cimmerian, Himelian Tribesman,
Wazuli, Kushite, Nordheimr, Pict, Southern Islander,
Darfari or Tlazitlan, Con 13, base attack bonus +1.
Benefit: Up to once per day, you can enter a fighting-
madness as a free action. You temporarily gain +4 to
Strength, +4 to Constitution and a +2 morale bonus on
Will saving throws but suffer a —2 penalty to Defence.
While in a fighting-madness, you cannot use skills or
abilities that require patience and concentration, including
sneak attacks and finesse fighting. You can use any feat
you might have except for Combat Expertise, sorcery feats
and Skill Focus, if the latter is tied to a skill that requires
patience or concentration. A fighting-madness lasts for
a number of rounds equal to 3 + your newly improved
Constitution bonus. The increase in Constitution grants
additional hit points but these hit points go away when
the fighting-madness ends, possibly killing the warrior!
You may voluntarily end the fighting-madness at any time.
You may not enter a fighting-madness if you are under
the effect of the barbarian class feature Crimson Mist
and vice versa.

FLEET-FOOTED (GENERAL)

You are fast on your feet.
Benefit: You gain an enhancement bonus of +10 feet
to your speed when wearing light or no armour (and
not carrying a heavy load) or an enhancement bonus
of +5 feet to your speed when wearing medium or
heavy armour.
Special: You can select this feat more than once,
up to a maximum of three times. Its
benefits stack.

FLYyBy ATTACk (GENERAL)

This feat allows a creature to hit as it flies past.
Prerequisite: Fly speed.
Benefit: When flying, you can take a move action
(including a dive) and another standard action at any point
during the move. You cannot take a second move action
during a round when you make a flyby attack.

Normal: Without this feat, the creature takes a standard
action either before or after its move.

FOCUSED MAGICAL LINk
(SsorRcery)

You are capable of creating a ‘voodoo doll’ or similar focus
so as to break down a target’s resistance to your curses.
Prerequisites: Craft (fine art, sculpture or similar) 1 rank,
Hexer, magic attack bonus +3.

Benefit: You may enhance your magical link (see page
237) by crafting a representation of your victim, such as
a doll or a painting, then adding additional connections
to the victim. You take one full day, with a raw materials
cost of 10 silver pieces, after which you may make an
appropriate Craft check and refer to the table below to
determine the result.

Craft Check
Result Bonus To Magical Attack Rolls
14 or less No bonus; all materials used are wasted

(lost), including any magical links
15-24 +1

25-34 +2
3544 +3
Andsoon |And soon

Furthermore, for each additional object you incorporate
into the representation, up to a maximum of four, the
enhancement bonus increases by +1. Each object must
be one that by itself could be used as a magical link
to the victim.

GREAT CleAve (GENERAL)

Your blows are the stuff of legends.

Prerequisites: Str 13, Cleave, base attack bonus +4.
Benefit: This feat works as Cleave, except there is no limit
to the number of times you can use it per round.
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GREATER CRITICAL
(ceNeRrAL)

Select one weapon that you have already applied the
Improved Ciritical feat to. You have learned to wield that
weapon with such skill as to inflict devastating amounts of
damage on a regular basis.

Prerequisites: Improved Critical, base attack bonus +16.
Benefit: When using the weapon you selected, your threat
range is tripled. This supersedes the doubling provided by
the Improved Critical feat.

Special: This feat can be gained multiple times. The effects
do not stack. Each time you take the feat, it applies to a new
weapon. A character who has seven or more levels of the
barbarian class may not select this feat. If a character with
this feat ever gains seven or more levels in the barbarian
class, he immediately and permanently loses this feat.

GREAT FORTITUOE
(ceNeRrRAL)

You are hardier than most other people of your race.
Benefit: You get a +2 bonus on all Fortitude saving throws.

GREATER SUNDER
(ceNeRrAL)

As a follow-up to sundering an opponents weapon, you
can make an immediate attack on him.

Prerequisites: Improved Sunder, base attack bonus +6.
Benefit: If you completely destroy an opponent’s weapon
in melee combat, you immediately get a melee attack
against that opponent as if you had not used that attack to
sunder the weapon.

GREATER WEAPON FOCUS

(ceNeRrRAL)

Choose one type of weapon for which you have already
selected Weapon Focus. You are extraordinarily skilled
with this weapon.

Prerequisites: Weapon Focus, soldier level 8.

Benefit: You add +1 to all attack rolls you make using the
selected weapon. This bonus stacks with other bonuses to
attack rolls, including the bonus granted by the Weapon
Focus feat.

Special: This feat can be gained multiple times. The effects
do not stack. Each time you take the feat, it applies to a new
weapon. A character who has seven or more levels of the
barbarian class may not select this feat. If a character with
this feat ever gains seven or more levels in the barbarian
class, he immediately and permanently loses this feat.

GREATER WEAPON
SPECIALISATION (GENERAL)

Choose one type of weapon for which you have already
selected Weapon Specialisation and Greater Weapon
Focus. You are supremely good at inflicting damage with
this weapon.

Prerequisites: Weapon Specialisation, Greater Weapon
Focus, soldier level 12.

Benefit: You add +2 to all damage dealt by the weapon
with which you have specialised. This bonus stacks with
other damage bonuses, including the bonus granted by the
Weapon Specialisation feat.

Special: This feat can be gained multiple times. The effects
do not stack. Each time you take the feat, it applies to a new
weapon. A character who has seven or more levels of the
barbarian class may not select this feat. If a character with
this feat ever gains seven or more levels in the barbarian
class, he immediately and permanently loses this feat.

GUNIJERLAND
PIkE-ANDO-SHIELD
FIGHTING (GENERAL)

You have trained in Gunderland’s pike-and-shield
techniques, learning to control your shield with just a few
movements of your body and arm while both your hands
grip the pike.

Prerequisites: Gunderman, Martial Weapon Proficiency
(pike), Shield Proficiency, base attack bonus +1.

Benefit: You may wield a large shield and pike
simultaneously, without penalty to the use of the pike.
The large shield only grants a +3 shield bonus to Parry
Defence rather than the usual +4. The shield confers

its full +4 shield bonus to your Dodge Defence when
dodging ranged attacks.

Normal: A large shield can be strapped to

the back or shoulder to allow for use of a &
two-handed weapon but the bonus to Parry
Defence is reduced to +0 and the shield bonus
to Dodge Defence against ranged attacks is
reduced to +2.

Special: The Games Master may permit a
non-Gunderman to select this feat if he trains
and fights in a Gunderland pike regiment.
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HEXER (SORCERY)

You are particularly adept at cursing your opponents.
Prerequisites: Magic attack bonus +1, Sorcery Style:
Curses.

Benefit: You gain a +2 bonus to your magic attack roll
whenever you cast a spell from the Curses sorcery style.

HOROE (GEN
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1 eame into Ghulistan to raise 3 herde and plunder
the Hr\gt[oms to the south — your owh among them.
Beir\g a chief of the Afghuhs was ohl\j a start. If
1 can conciliate them, Tl have a dozen tribes
fellowing me within 2 year. But if T ean’t 11l ride
back to the steppes and loot the Turanian borders
vith the kozaki.’
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In addition to your own followers, you can call upon a great
horde of allied tribes, clans or nomad bands to assist you
with your dreams of raiding or conquest — so long as they
are assured there will be plenty of plunder for all involved
and so long as your leadership is strong and successful.
Prerequisites: Cha 13, Leadership, nomad level 12 or
barbarian level 12.

Benefit: You may assemble a horde of barbarians or nomads
in addition to the followers granted by your Leadership
feat. You must publicise your planned cause by sending out
messengers to a number of tribes, at a cost per month of
one week of your time and 100 gold lunas in gifts and other
expense. If you do so, you will gain a number of additional
followers each month equal to the followers gained solely
from your Leadership feat. These additional followers have
less loyalty to you than do your personal followers but

e

will follow you for as long as your horde is successful in

battles and raids. You must feed the horde and provide it

with plenty of opportunities for plunder or it will disperse.

Furthermore, there is a straight 20% chance per month

that a rival leader of 1d3 levels lower than you will

challenge your leadership, usually in an informal duel.

If you lose this challenge, the majority of the horde

goes off with its new leader, leaving you with only

your original followers. If you lose your horde

by inactivity or challenge, you may not

attempt to call another horde for
at least three months.

Special: A character with levels in both the barbarian and
nomad classes may combine the two class levels together
for purposes of qualifying for this feat, so an 8" level
barbarian/4* level nomad would qualify, for example.

IMPROVED BULL RUSH
(ceNeRrAL)

You rarely slip when pushing an enemy before you.
Prerequisite: Power Attack.

Benefit: When you perform a bull rush you do not provoke
an attack of opportunity from the defender. You also gain a

+4 bonus on the opposed Strength check you make to push
back the defender.

IMPROVED CRITICAL
(ceNeRrAL)

Select one type of weapon that you are proficient with. You
have learned to wield that weapon with such skill as to
inflict devastating quantities of damage very frequently.
Prerequisite: Base attack bonus +8.

Benefit: When using the weapon you selected, your threat
range is doubled.

Special: This feat can be gained multiple times. The effects
do not stack. Each time you take the feat, it applies to a new
weapon. A character who has seven or more levels of the
barbarian class may not select this feat. If a character with
this feat ever gains seven or more levels in the barbarian
class, he immediately and permanently loses this feat.

IMPROVED DISARM
(ceNeRrAL)

You are skilled at sending your opponent’s weapon flying.
Prerequisite: Combat Expertise.

Benefit: You do not provoke an attack of opportunity
when you attempt to disarm an opponent, nor does the
opponent have a chance to disarm you. You also gain a +4
bonus on the opposed attack roll you make to disarm your
opponent.

Normal: See the normal disarm rules (page 206).

IMPROVED FEINT
(ceNeRrRAL)

You make a tricky opponent for anyone.

Prerequisite: Combat Expertise.

Benefit: You can feint in combat as a move action.
Normal: Feinting in combat is a standard action (see

page 207).




IMPROVED GRAPPLE
(ceNeRrAL)

You have a knack for grabbing and keeping hold of your
opponents.

Prerequisite: Dex 13, Improved Unarmed Strike.

Benefit: You do not provoke an attack of opportunity when
you make a touch attack to start a grapple. You also gain a
+4 bonus on all grapple checks, regardless of whether you
started the grapple.

Normal: Without this feat, you provoke an attack of
opportunity when you make a touch attack to start a grapple.

IMPROVED INITIATIVE
(ceNeERAL)

You are fast to react to any threat.
Benefit: You get a +4 bonus on initiative checks.

IMPROVED OVERRUN
(ceNeRAL)

You barrel over your opponents with ease.

Prerequisite: Power Attack.

Benefit: When you attempt to overrun an opponent,
the target may not choose to avoid you. You also gain a
+4 bonus on your Strength check to knock down your
opponent.

Normal: Without this feat, the target of an overrun can
choose to avoid you or block you.

IMPROVED PRECISE SHOT
(ceNeRrRAL)

You can put your shots exactly where you want them.
Prerequisites: Dex 19, Point Blank Shot, Precise Shot,
base attack bonus +11.

Benefit: Your ranged attacks ignore the bonus to Defence
granted to targets by anything less than total cover. It also
ignores the miss chance granted to targets by anything less
than total concealment. Total cover and total concealment
provide their normal benefits against your ranged attacks.
In addition, when you shoot or throw ranged weapons
at a grappling opponent you automatically strike at the
opponent you have chosen.

Normal: See the normal rules on the effects of cover and
concealment on pages 196-197. Without this feat, a
character who shoots or throws a ranged weapon at a target
involved in a grapple must roll randomly to see which
grappling combatant the attack strikes.

IMPROVED SUNDER
(ceNeRrAL)

You are skilled at hitting weapons, shields or anything held
in your opponent’s hands.

A

Prerequisite: Power Attack.

Benefit: When you strike at an object held or carried by
an opponent (such as a weapon or shield) you do not
provoke an attack of opportunity. You also gain a +4
bonus on any attack roll made to attack an object held
or carried by another character.

Normal: Without this feat, you provoke an attack
of opportunity when you strike at an object held or
carried by another character.

IMPROVED TRIP
(ceNeRrAL)

You know how to knock your opponents
down and hit them while they are there.
Prerequisite: Combat Expertise.

Benefit: You do not provoke an attack of .
opportunity when you attempt to trip an
opponent while you are unarmed. You also
gain a +4 bonus on your Strength check
to trip your opponent. If you trip an
opponent in melee combat, you
7 7
against that opponent as if you M
had not used that attack for the %%

trip attempt.

immediately get a melee attack



you are unarmed.

IMPROVED TWO-WEAPON
COMBAT (GENERAL)

You are an expert at fighting with a weapon in each hand.

Prerequisites: Two-Weapon Combat, base attack bonus +6.

Benefit: When you fight with two weapons and take a full
attack action, you may make a second attack with the off-
hand weapon, albeit at a —5 penalty. For every five points
of base attack bonus you have above +6, you may make one
additional attack with your off-hand weapon when taking
a full attack action, to a maximum of four attacks at a Base
attack bonus of +16. However, for each attack after the
first, the attack bonus is reduced by a further —5 penalty.

For example, a 20th level soldier with base attacks of

Normal: Without this feat, you provoke an attack of IMPROVED \INARMED
opportunity when you attempt to trip an opponent while sSTRIkE (GENE.RAL)

You are skilled at fighting without weapons.

Benefit: You are considered to be armed even when
you are unarmed; that is, you do not provoke attacks or
opportunity from armed opponents when you attack them
while unarmed and you may make attacks of opportunity
as if you have a weapon in hand. In addition, your unarmed
strikes can deal lethal or nonlethal damage, at your option.
You may also parry attacks without penalty when you do
not have a weapon, shield or other object in your hands.
Normal: Without this feat, you are considered unarmed
when attacking with an unarmed strike and you can deal
only nonlethal damage with such an attack. You suffer a —4
penalty to Parry Defence when parrying unarmed.

INTRICATE SWOROPLAY

;' (ceNeRrAL)

You have been trained in the flashy, Western style of
swordplay, perhaps at one of the great fencing schools of
Zingara or Aquilonia.

Prerequisites: Cha 13, Weapon Focus (broadsword or
arming sword), Parry, Combat Expertise.

Benefit: Whenever you have a broadsword or arming
sword in one hand and are wearing no heavier than
medium armour, you may add your Charisma bonus as a
parry bonus to your Parry Defence.

Special: A character who has seven or more levels of the
barbarian class may not select this feat. If a character with
this feat ever gains seven or more levels in the barbarian
class, he immediately and permanently loses this feat.

INVESTIGATOR (GENERAL)

You look past the obvious to see what is really going on.
Benefit: You get a +2 bonus on all Gather Information and

Search checks.

+20/+15/+10/+5 who is wielding an arming sword and IRON WILL (GENERAI.)

poniard may make attacks with the arming sword at a

base of +20/+15/+10/+5 and with the poniard at a
base of +20/+15/+10/+5.

Normal: A character wielding a weapon in

per round with the off-hand

weapon.

You have a formidable sense of self-control.
Benefit: You get a +2 bonus on all Will saving throws.

each hand may only make one atack  peNOWLEDGEABLE

(ceNERAL)

You are a natural scholar.

Prerequisite: Int 13.

Benefit: You gain a +2 bonus to all Knowledge checks.
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Le ADERSHIP Leadership Number of Followers by Level
( NER. AL ) ?cori Level |1st 2 |3rd |4th  |5th |6th
GE or lower |— — — — |— e
Your powerful leadership qualities enable you to ; i:: = — —T -
draw a band of loyal followers to your side. 4 o 1 . — -
Prerequisite: Character level 6™. 5 o 2 — — .
Benefits: Having this feat enables a character to 6 3 3 - R -
attract loyal companions and devoted followers to 7 34 5 — — 1 N
assist him. You gain a single cohort — a 'sidekick’ g 4 ) — — R
close to your ability — and a variable number of 9 4 12 i . I
lesser followers according to the table below. Your ¢ 5 18 — T _ .
base Leadership score is equal to your character 77 5th 25 _ LN Em Sl E
level + your Charisma modifier. 12 6 32 1 _ = — =
Leadership Modifiers: Several factors can 13 6th 40 1 = = R
affect a character’s Leadership score, causing 14 7th 50 2 1 - T =
it to vary from the base score. The noble class 15 7t 60 2 1 = ; L
feature Enhanced Leadership gives a bonus to 16 8 70 3 1 — —  |=
a character’s Leadership score. A characters 17 g 85 3 1 — = |[=
Reputation modifier to skill checks (see page 85) 18 O 100 |4 2 1 = |[=
applies to his Leadership score for cohorts only. 19 9" 120 |5 2 1 — =
Other forms of reputation affect the Leadership 20 10® 15028 8(16 3 1 == NE=
score as shown on the table below. 21 10" 200 |8 3 1 = ==
22 11t 250 10 4 2 1 —
Leader’s Reputation Modifier 28 1 1[: ST 4 z L —
Great renown +2 24 L = = B z 1 —=
25 12 400 16 5 2 1 —
Fairness and generosity | +1 26 13% 500 |20 6 3 1 -
Special power +1 27 13® 600 |24 6 3 1 =
Failure -1 28 14 800 (32 8 4 2 1
Aloofness -1 29 14 1000 |40 10 |4 2 1
Cruelty -2 30 15+ 1250 (50 13 1|5 2 1
31 15* _ [1500 [60__[15 |5 el
32 16t 2000 |80 20 6 3 1
33 16t 2500 100 [25 7 3 1
34 17% 3000 (120 |30 8 4 2
35 or 17% 4000 |160 |40 10 4 2
higher

Other modifiers apply to attracting followers only:
Cohorts have different priorities. When the

The Leader... Modifier character tries to attract a cohort, use any of M
Has a stronghold, base of operations, +2 the following modifiers that apply. X
temple, or the like
Has the Priest feat +1 The Leader... Modifier
Is a king, shah, or other supreme rank | +4* Has a demonic pact —2*
in a nation Has a code of honour different |1
Moves around a lot 5 from that of the cohort
Caused the death of other followers -1 Has no code of honour, but the [-2
cohort does (or vice versa)
Caused the death of a cohort )

*A king will doubtless have other armies under his
command as well as his own followers; however, the only ~ * This penalty only applies if the 4 7
forces he can trust implicitly are those he gains directly  cohort fears and mistrusts those ST e
through the Leadership feat. allied with demons. :

** Cumulative per cohort killed.-
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Leadership Score: A character’s base Leadership score equals
his level plus any Charisma modifier he has. In order to take
into account negative Charisma modifiers, this table allows
for very low Leadership scores but the character must still
be 6th level or higher in order to gain the Leadership feat.
Ousside factors can affect a character’s Leadership score, as
detailed above.

Cohort Level: The character can attract a cohort of up to
this level. Regardless of a character’s Leadership score, he
can only recruit a cohort who is two or more levels lower
than himself. A character can try to attract a cohort of a
particular race, class and code of honour.

Cohorts earn XP as follows:

The cohort does not count as a party member when
determining the party’s XP.

Divide the cohort’s level by the level of the character who
attracted him with the Leadership feat.

Multiply this result by the total XP awarded to this
character and add that number of Experience Points to the
cohort’s total.

If a cohort gains enough XP to bring it to a level one lower
than the associated character’s level, the cohort does not
gain the new level; its new XP total is one fewer than the
amount needed to attain the next level.

Number of Followers by Level: The character can lead up to
the indicated number of characters of each level. Followers
are similar to cohorts, except they are generally low-level
Non-player Characters. As they are usually five or more
levels behind the character they follow, they are not as
effective in one-on-one combat as the player Characters
but can be a formidable force for waging large-scale war.

Followers do not earn experience and thus do not gain
levels. However, when a character with Leadership
attains a new level, the player consults the table above
to determine if he has acquired more followers,
some of which may be higher level than the
existing followers. He does not consult the

table to see if his cohort gains levels,
however, because cohorts earn

< experience on their own.
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LIGHT-FooTEed (GENERAL)
You dislike armour and are significantly more effective
without it.

Prerequisites: Hide 1 rank, Move Silently 1 rank, sneak
actack +1d6.

Benefit: Whenever you are unarmoured and carrying at
most 20 pounds of gear in total, you gain an extra +1 die to
your Sneak Attack damage (either d6 or d8 as appropriate),
a +1 dodge bonus to Dodge Defence and a +1 circumstance
bonus to all Hide and Move Silently checks.

LIGHTNING REFLEXES
(ceNERAL)

You can leap aside from danger at a moment’s notice.
Benefit: You get a +2 bonus on all Reflex saving throws.

MARTIAL WEAPON
PROFICIENCY (GENERAL)

Choose a type of martial weapon. You understand how to
use that type of martial weapon in combat.

Benefit: You make attack rolls with the selected weapon
normally.

Normal: When using a weapon with which you are not
proficient, you take a —4 penalty on attack rolls.

Special: You can gain Martial Weapon Proficiency multiple
times. Each time you take the feat, it applies to a new type
of weapon.

MENACING AURA
(ceNeRrAL)

You project a constant, imposing aura of menace that
gives many of your opponents pause before they even get a
chance to attack you.

Prerequisites: Cha 15, Intimidate 16 ranks, Steely Gaze.
Benefit: You may make a demoralise opponent attempt
(see the Intimidate skill on page 107) as a free action against
any opponent who comes within 15 feet of you, whether
or not it is your turn to act. You may do this against any
number of opponents each round.

MoBILITY (GENERAL)

You are better able to defend yourself when on the move.
Prerequisites: Dex 13, Dodge.

Benefit: You get a +4 dodge bonus to your Dodge Defence
against attacks of opportunity caused when you move out
of or within a threatened area. If you cannot dodge, this
bonus has no effect. Dodge bonuses stack, unlike most
types of bonuses.




MONSTER SLAYER
(ceNERAL)

Through long practice and bitter experience, you have
learned a number of techniques for killing monsters quickly
so as to risk as little damage to yourself as possible.
Prerequisites: Power Attack, base attack bonus +3.
Benefit: When making a Power Attack against a foe
of Large size or greater, you add twice as much to your
damage roll as you subtract from your attack roll, rather
than the same amount as is usual for Power Attack. For
example, you can use your Power Attack to gain a +2 to
damage for a —1 penalty to your attack roll, or a +6 bonus
to damage for a -3 penalty to attack or even a +10 bonus
to damage for a —5 penalty to attack. As ever with Power
Attack, the bonuses and penalties apply to all your attacks
in a round. The total damage bonus gained may not exceed
your base attack bonus.

Special: When using this feat with a two-handed weapon,
or with a one-handed weapon wielded in two hands,
instead add three times the number subtracted from your
attack rolls. The total damage bonus gained still may not
exceed your base attack bonus.

MOUNTED ARCHERY
(ceNeRrAL)

You can use a bow even while guiding your mount with
your knees alone.

Prerequisite: Mounted Combat.

Benefit: The penalty you take when using a ranged weapon
while mounted is halved: -2 instead of —4 if your mount
is taking a double move and —4 instead of -8 if your
mount is running,.

MOUNTED COMBAT
(ceNeRrRAL)

Your skill at arms on horseback has been honed and trained
until it is second nature.

Prerequisite: Ride 1 rank.

Benefit: Once per round when your mount is hit in combat,
you may attempt a Ride check (as a reaction) to negate the
hit. The hit is negated if your Ride check result is greater
than the opponents attack roll. For the rest of the round the
Ride check result becomes the mounts Dodge Defence if it
is higher than the mount’s regular Dodge Defence.

MULTIATTACkK (GENERAL)

Some creatures are particularly adept at using multiple
natural weapons.
Prerequisite: Three or more natural weapons.

Benefit: The creature’s secondary attacks with natural
weapons suffer only a —2 penalty.

Normal: Without this feat, the creature’s secondary natural
attacks suffer a —5 penalty.

NAVIGATION (GENERAL)

Along with a small number of brave captains around the
world, you have learned the secrets of deep-sea navigation.
Prerequisites: Int 13. Profession (sailor) 12 ranks.
Benefit: You automatically know where you are at sea, even
in the deep sea out of sight of land. You have a detailed
mental map of all the lands you have already visited and
know how to get there from where you are.

Normal: A character who is out of sight of land and does
not have this feat may attempt a Profession (sailor) check
(DC 20) once per day to stay approximately on course for
his destination. However, if he ever fails a check, he becomes
lost and strays off course; he must make a more difficult
check the following day (DC 25 + 1 per additional day

since a successful check) or remain lost and off-course.

NEGOTIATOR (GENERAL)

You can haggle with the best of them.
Benefit: You get a +2 bonus on all Diplomacy and Sense
Motive checks.

NIMBLE FINGERS
(ceNeRrAL)

You have a gift for working with locks and other
mechanisms.

Benefit: You get a +2 bonus on all Disable Device and
Open Lock checks.

NO HONOUR
(ceNeRrAL) N

You have accepted that you have no honour
whatsoever and revel in your wickedness and
dishonour. This acceptance fortifies you in
much the same manner as though you had
a code of honour yourself, except in cases
where your very soul is at stake...
Prerequisites: Must not have a code
of honour, or must have lost a code of
honour.

Benefit: You gaina +3 morale bonus
on all Will saving throws except
those made against Corruption.
Special: You may never gain or
regain a code of honour.
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OPPORTUNISTIC SACRIFICE
(SsOoRcERY)

You can take advantage of a chance to slay an opponent by
sorcery or combat and gain magical energy from so doing,
just as though you had ritually sacrificed him in a more
formal manner, by simply dedicating his death to your
dark gods or your own power.

Prerequisites: Ritual Sacrifice, magic attack bonus +3,
base attack bonus +3, base PP 4.

Benefit: You gain the benefits of the Ritual Sacrifice feat
any time you slay an enemy, whether by magic, melee or
ranged attacks.

Normal: You must slay a helpless opponent with a coup de
grace to gain the benefits of the Ritual Sacrifice feat.
Special: This feat may not be used together with Tormented
Sacrifice on the same victim, except in the case of certain
spells as described in Chapter 6: Sorcery. It is simply not
possible for most spells or weapons to cause sufficient pain
to allow the benefits of Tormented Sacrifice to work when
slaying a victim in a quick and businesslike manner, as with
Opportunistic Sacrifice.

You cannot use Opportunistic Sacrifice after slaying a foe
with a Defensive Blast.

PARRY (GENERAL)

You are experienced and effective at parrying your enemies’
actacks.

Prerequisites: Str 13, base parry bonus +1.

Benefit: You gain a +1 parry bonus to Parry Defence.

PERFORMER (GENERAL)

You are a natural performer.
Prerequisite: Cha 13.
Benefit: You gain a +2 bonus to all Perform checks.

PERSVUASIVE (GENERAL)

You are very hard to turn down when you set your
mind on something.
Benefit: You get a +2 bonus on all Bluff and
Intimidate checks.

-
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PIRATE CODE EXPERT
(ceNeRrAL)

You have travelled the world on many different pirate
vessels, shipping with the Red Brotherhood of the Vilayet
Sea, the Corsairs of the Black Coast, the Freebooters of
Zingara and the Pirates of the Baracha Islands. You have
learned the codes for all these different groups, enabling
you to easily communicate with any pirate ship.
Prerequisites: Int 13, pirate level 2.

Benefit: You know all four of the pirate codes listed
under the Pirate Code class feature (see page 59).
Furthermore, you gain a +1 circumstance bonus to all
Charisma-based skill checks and Charisma checks when
dealing with any character who has at least two levels in
the pirate character class.

POINT BLANKk SHOT
(ceNeRrAL)

At close range, your skill with a ranged weapon is deadly.
Benefit: You get a +1 bonus on attack and damage rolls
with ranged weapons at ranges of up to 30 feet.

POISON Us€E (GENERAL)

You are an experienced poison-user.

Prerequisites: Dex 13, Knowledge (nature) 4 ranks, base
attack bonus +6.

Benefit: You never suffer the usual 5% chance of poisoning
yourself if you use poison, nor do you risk accidentally
poisoning yourself when attacking with a poisoned
weapon. Furthermore, you gain a +1 resistance bonus
to all Fortitude saves against poison, as your frequent
exposure to low doses of a variety of poisons has given
your body a certain degree of habituation to poisons of
all kinds. Finally, you can take poisons directly from such
sources as the glands of a dead Ghost Snake (see page
373) or the juice of an Apple of Derketa (see page 275)
without needing to make any particular skill checks. Note
that this feat does not help with finding such poison
sources, only extracting them.

POWER ATTACk
(ceNeRrAL)

You can pour your strength into your blows to wreak
devastation upon your enemies.

Prerequisite: Str 13.

Benefit: On your action, before making attack rolls for a
round, you may choose to subtract a number from all melee
attack rolls and add the same number to all melee damage
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rolls. This number may not exceed your base attack bonus.
The penalty on attacks and bonus on damage both apply
until your next turn.

Special: If you attack with a two-handed weapon, or with a
one-handed weapon wielded in two hands, you instead add
twice the number subtracted from your attack rolls. You
cannot add the bonus from Power Attack to the damage
dealt with a light weapon (except for unarmed strikes or
natural weapon attacks), though the penalty on attack rolls
still applies.

PRECISE SHOT (GENERAL)

Your friends need not fear your missiles when you shoot
past them.

Prerequisite: Point Blank Shot.

Benefit: You can shoot or throw ranged weapons at an
opponent engaged in melee without taking the standard
—4 penalty on your attack roll.

PRIEST (GENERAL)

You have taken full ordination into the temple of your
chosen religion.

Prerequisites: Scholar level 4, scholar background: lay
priest. Most religions have additional requirements that
must be met before a priest can be ordained; see Chapter
12 for details.

Benefit: You are an ordained priest. This brings a number
of social and political benefits, as well as some restrictions.
Many of these benefits and restrictions are dependent on
your religion. See Chapter 12: Religion in the Hyborian
Age. These benefits always include the right to command
followers of the same religion, allowing priests to gain
bonuses to their Leadership scores (see page 131).
Furthermore, the priest gains a +1 circumstance bonus
to Bluff, Diplomacy, Gather Information and Intimidate
checks when dealing with other characters who follow the
same religious path as he does. In some regions, this can
mean entire nations. This bonus is cumulative with the
similar bonus from having the same Allegiance as the target,
if applicable. Finally, the priest has certain duties at temple
that fully occupy him for at least six months of every year;
it is his choice as to when he fulfils these duties. In return
for fulfilling his duties, the priest gains an annual stipend
of 10 sp/scholar level, as well as free room and board at a
temple of his religion whenever he is working there.

QuIck DRAW (GENERAL)

Just because your weapon is sheathed, it does not mean
you are defenceless.
Prerequisite: Base attack bonus +1.

Benefit: You can draw a weapon as a free action instead of
as a move action. So long as you are able to parry an attack
(when you are not flat-footed, for example) you can draw a
weapon in response to being attacked, enabling you to use
your full Parry Defence against the attack even if you did
not have a weapon drawn before. You can draw a hidden
weapon (see the Sleight of Hand skill) as a move action. A
character who has selected this feat may throw weapons at
his full normal rate of attack, much like a character with
a bow.

Normal: Without this feat, you may draw a weapon as a
move action or, if your base attack bonus is +1 or higher, as
a free action as part of movement. Without this feat, you
can draw a hidden weapon as a standard action.

RANGED FINESSE
(ceNeRrAL)
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Given sufficient time to aim, your ranged
attacks find their way between gaps in your
foes’ armour.

Prerequisite: Precise Shot.

Benefit: You may take a move action to line
up an attack with a ranged weapon. You
must aim at a specific target. The act of
aiming provokes an attack of opportunity,
just as if you had attacked with the
weapon. If, on your next turn, that
target is within 30 feet and has not
moved more than 30 feet since
his last action, you may attempt
to finesse past his armour



with your ranged attack. You can also ready an attack while
aiming but you must have been aiming at the same target
continuously for at least one round in order to attempt to
finesse. If you lose sight of your target or attack a different
target, your aim is broken. Aiming requires your full
concentration and you must make a Concentration skill
check if you suffer distraction (see page 95). If you are able
to make more than one attack in a round, only your first
attack benefits from any aiming and subsequent attacks
may not be made as finesse attempts. If you are using a
bow, you can continue to aim for a number of rounds
equal to 5 + your Strength modifier, after which you take
one point of nonlethal damage for every round during
which you continue to aim.

Normal: Ranged attacks cannot ordinarily be finessed.

| RAPIO SHOT (GENERAL)

You can have another arrow in the air before the first has
hit its target.

Prerequisites: Dex 13, Point Blank Shot.

Benefit: You can get one extra attack per round with a
ranged weapon. The attack is at your highest base attack
bonus but each attack you make in that round (the extra
one and the normal ones) takes a —2 penalty. You must use
the full attack action to use this feat.

REFLEXIVE PARRY
(ceNeRrAL)

Though you may not have time to dodge a surprise attack,
you will at least have a chance to bring up your weapon or
shield in a desperate, instinctive parry.

Prerequisites: Dex 15, Combat Reflexes, Parry, base parry
bonus +8.

Benefit: You can still parry if caught flat-footed or struck
by an invisible attacker. You are not able to parry when

grappled or helpless, however.

RIOE-BY ATTACk
(ceNeRrRAL)

You can slash at an opponent as you spur your
mount past.
Prerequisite: Mounted Combat.
Benefit: When you are mounted and
use the charge action, you may
move and attack as if with
a standard charge and then
move again, continuing
the straight line of

the  charge.
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Your total movement for the round cannot exceed double
your mounted speed. You and your mount do not provoke
an attack of opportunity from the opponent you attack.

RIT JUAL SACRIFICE
(sorcery)

You have been trained to ritually kill a helpless opponent to
gain sorcerous power.

Prerequisites: Magic attack bonus +1, base attack bonus
+1, base PP 4.

Benefit: If you attempt a coup de grace on a helpless
character or creature (see page 198), the victim gets a —2
circumstance penalty on his Fortitude saving throw to
avoid dying. In addition, you may move one step down
on the Sacrifice Table when calculating the number of PP
gained. See page 228 for the Sacrifice Table.

Normal: If you kill a creature by coup de grace but do not
know this feat, you may still gain some power points by
dedicating its death to your gods or to your own personal
power. See page 228.

RUN (GENERAL)

Your pace is phenomenal.

Benefit: When running, you move at five times your
normal speed. You may only do this if wearing light or no
armour and carrying no more than a light load. You may
move at four times your speed if wearing medium or heavy
armour or carrying a medium or heavy load. If you make a
jump after a running start (see the Jump skill description)
you gain a +4 bonus on your Jump check. You can dodge
while running.

Normal: You move at four times your speed while running
(if wearing light or no armour and carrying no more than a
light load) or at three times your speed (if wearing medium
or heavy armour or carrying a medium or heavy load) and
you are not able to dodge.

SELF-SUFFICIENT
(eNERAL)

You can survive in the wild with little fear.
Benefit: You get a +2 bonus on all Heal and Survival
checks.

SHIELD PROFICIENCY
(ceENERAL)

You are adept at using a shield to parry blows.

Benefit: You can use a shield and take only the standard
penalties.




Normal: When you are using a shield with which you are
not proficient, you take the shield’s armour check penalty
on attack rolls and on all skill checks that involve moving,

including Ride checks.

SHOT ON THE RUN
(ceNeRrRAL)

Prerequisites: Dex 13, Dodge, Mobility, Point Blank Shot,
base attack bonus +4.

Benefit: When using the attack action with a ranged
weapon, you can move both before and after the attack,
provided that the total distance moved is not greater
than your speed.

Normal: When using the attack action you must make
your attack before or after you move.

SIMPLE WEAPON
PROFICIENCY (GENERAL)

You are competent at wielding less demanding weapons.
Benefit: You make attack rolls with simple weapons
normally.

Normal: When using a weapon with which you are not
proficient, you take a —4 penalty on attack rolls.

skilL Focus (GENERAL)

You have a particular knack for one task or another.
Benefit: You get a +3 bonus on all checks involving that
skill.

Special: You can gain this feat multiple times. Its effects
do not stack. Each time you take the feat, it applies
to a new skill.

sLeeP MASTERY
(ceNeRrRAL)

You have almost total control of your body’s sleep patterns
and your waking and sleeping habits.

Prerequisites: Con 13, Wis 13.

Benefit: You need only sleep for six hours a night to
awaken fully rested. Up to once per week, you may spend
one full night without any sleep, with no penalties, so long
as you get at least twelve hours of sleep the following night.
In addition, you may make Listen checks as though you
were awake if any untoward sounds occur as you sleep;
if you succeed at such a Listen check, you may become
fully awake as a free action. Finally, you gain a +2 bonus
on all saving throws against spells, supernatural effects,
drugs and poisons that would cause you to sleep or
prevent you from waking.

sSNEAk SUBDUAL (GENERAL)

You can make sneak attacks that subdue your enemies.
Prerequisites: Sneak attack +1d6, base attack bonus +1.
Benefit: You can use a weapon that deals normal damage
to deal nonlethal damage in a sneak attack, with the usual
—4 penalty. Alternatively, when sneak attacking with any
bludgeoning weapon, you can elect to deal half normal
damage and half nonlethal damage (round down) with no
penalty.

Normal: Sneak attacks can only deal nonlethal damage if
made with an unarmed strike or sap.

SORCERER'S BOON
(sorcery)

You have spent many years studying sorcery.
Prerequisites: Int 13, scholar level 4, must know at least
two sorcery styles.

Benefit: You gain one advanced spell of your choice. You
must meet any prerequisites of the spell as usual, including
knowledge of the sorcery style in question. However,
unlike the usual spells you gain as class features, you are
not restricted by your background class feature — you may
choose any spell for which you meet the prerequisites
without needing to learn it from your masters.

Special: This feat may be taken more than once — you gain
a different spell each time.

SPAWN OF OAGOTH HILL
(ceNeRrRAL)

You are only half human, one of your parents having
been a demonic pre-human creature.

Prerequisites: Must be Kothian or Zamorian, may
only be taken at 1* level.

Benefit: You apply the Spawn of Dagoth Hill template
to your character (see page 388).

SPIRITED CHARGE
(ceNeRrAL)

You can spur your mount into the charge and
brace yourself to strike a powerful blow.
Prerequisites: Ride-By Arttack.

Benefit: When mounted and using the
charge action, you deal double damage
with a melee weapon or triple damage
with a lance.



FEATS

~ - ..__ ._.

STEALTHY (GENERAL)

You have a knack for moving sneakily.
Benefit: You get a +2 bonus on all Hide and Move Silently
checks.

sTeElLy GAze (GENERAL)

One glance from you is enough to make lesser opponents
quail in terror.

.

Prerequisites: Cha 13, Intimidate 8 ranks.
Benefit: You may perform the demoralise opponent action
(see page 107) as a free action once per round.

STRIKING COBRA
(ceNeRrAL)

You can make surprise attacks even when your
opponents are aware of your presence, using your
body language to convince them you are no threat,
then attacking with the speed and suddenness of
a striking cobra.

Prerequisites: Dex 15, Cha 13,
Bluff 6 ranks, base attack

bonus +6.
Benefit:  So
combat has not yet
begun, you

long as

may attempt a Bluff check opposed by your opponents’
Sense Motive checks. If you succeed, they are surprised and
you may make a full round of actions in the surprise round
when combat begins. An opponent who had readied an
action will lose that action if he does not beat your Bluff
check with his Sense Motive check. Opponents who do
beat your Bluff check gain a standard action in the surprise
round as usual.

STUNNING ATTACk
(ceNeRrAL)

Your punches (and similar attacks) are so accurate and
powerful that you can stun your enemies.

Prerequisites: Str 13, Dex 13, base attack bonus +8.
Benefit: You may use this feat with any of the following
weapons: unarmed strike, buckler, gauntlet or pommel.
You must declare that you are using the feat before making
an attack roll; a missed attack roll ruins the attempt. It
forces a foe damaged by your attack to make a Fortitude
saving throw (DC 10 + ¥ your level + your Str modifier),
in addition to dealing damage normally. If the defender
fails his saving throw, he is stunned for one round, until
just before your next action. A stunned character may not
act and can neither dodge nor parry. Actackers get a +2
bonus on attack rolls against a stunned opponent. You may
attempt a stunning attack once per day for every four levels
you have attained. You may not attempt a stunning attack
more than once per round.

SUMMONER (SORCERY)

You are particularly adept at summoning demons and
elementals.

Prerequisites: Magic attack bonus +1, Sorcery Style:
Summoning.

Benefit: You gain a +2 bonus to your magic attack
roll whenever you cast a spell from the Summoning
sorcery style.

SUPERIOR ARMOURER
(ceNeRrAL)

You have been trained in producing Aquilonian style plate
armour, Kothic scale or Hyrkanian mail.

Prerequisites: Mustbe an Aquilonian, Kothian, Hyrkanian/
Turanian or Zingaran, Craft (armourer) 12 ranks.

Benefit: You may create superior quality armour, though
this takes significantly longer than usual due to its very
high cost. If you are an Aquilonian, you may only create
superior visored helms, breastplates and plate armour; if
you are a Hyrkanian or Turanian, you may only create
superior steel caps, mail hauberks and mail
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shirts; if you are a Kothian, you may only create superior
scale corselets, scale hauberks and great helms; if you are
a Zingaran, you may only create superior quality leather
jerkins. Creating a suit of superior quality armour follows

the usual rules for the Craft skill (see page 96).

TOUGHNESS (GENERAL)

You can shrug off blows that would cripple or kill a
normal man.

Benefit: You gain bonus hit points equal to +1 per character
level or Hit Die, up to a maximum of +10.

Special: Each time your character level increases, if your new
level is 10™ or below you gain another +1 bonus Hit Point.

TORTURED SAC RIFICE
(sorcery)

You may draw a huge quantity of magical power from
a creature by painstakingly sacrificing it over a period
of several hours. You may bleed it to death, whip it or
otherwise inflict great torture on it. Different sorcerers may
have preferred methods of performing a sacrifice. In every
case, though, the point is to maximize the magical power
you gain from a single ritual sacrifice.

Prerequisites: Ritual Sacrifice, magic attack bonus +2,
base attack bonus +2.

Benefit: If you take at least 15 minutes to torture a victim
to death in a ritualistic manner you can move two steps
down on the Sacrifice Table (see page 228). If you are able
to spin the process out for an hour or more, you can move
three steps down on the Sacrifice Table. The victim must
be bound or otherwise helpless during the sacrifice. If for
some reason you need to know how much damage you
have inflicted on your victim part way through the process
(for example, if the victim is rescued before you finish him
off), assume that you inflicted at least a minimum of 1d3
hit points damage per five minutes. If you prefer, you could
inflict as much as your standard melee attack damage every
round if desired (this latter damage assumes that you either
have a particularly tough opponent or that you choose to
kill him quickly because he is about to be rescued). You
may also choose any amount of damage in between. If you
kill your victim before the 15 minutes is up, you only gain
the normal Power Points for a Ritual Sacrifice.

TRACk (GENERAL)

You can track beast or man across the land.
Benefit: To find tracks or to follow them for one mile
requires a successful Survival check. You must make
another Survival check every time the tracks
become difficult to follow. While tracking, you
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either move at half your normal speed, at your normal
speed with a =5 penalty on the check or at up to twice your
normal speed with a —20 penalty on the check. The DC
depends on the surface and the prevailing conditions, as
given in the table below:

TRAER NMSRAAIERS

Survival DC
Condition Modifier
Every three creatures in the group -1
being tracked
Size of creature or creatures
being tracked:!
Fine +8
Diminutive +4
Tiny +2
Small +1
Medium +0
Large -1
Huge -2
Gargantuan -4
Colossal =g
Every 24 hours since the trail was made [+1 &
Every hour of rain since the trail was made | +1
Fresh snow cover since the trail was made [ +10
Poor visibility:
Overcast or moonless night +6 .
Moonlight +3
Fog or precipitation
Tracked party hides trail (and moves

at half speed)
! For a group of mixed sizes, apply
only the modifier for the largest
size category.

* Apply only the largest modifier
from this category.




Surface Survival DC
Very soft ground 5

Soft ground 10

Firm ground 15

Hard ground 20

Very Soft Ground: Any surface, such as fresh snow, thick
dust or wet mud which holds deep, clear impressions of
footprints.

Soft Ground: Any surface soft enough to yield to pressure,
but firmer than wet mud or fresh snow, in which a creature
leaves frequent but shallow footprints.

Firm Ground: Most normal outdoor surfaces, such as lawns,
fields, woods and the like, or exceptionally soft or dirty
indoor surfaces, such as thick rugs and very dirty or dusty
floors. A creature might leave some traces of its passing,
such as broken branches or tufts of hair but it leaves only
occasional or partial footprints.

Hard Ground: Any surface that does not hold footprints at
all, such as bare rock or an indoor floor. Most streambeds
fall into this category, since any footprints left behind are
obscured or washed away. A creature leaves only traces of
its passing, such as scuffmarks or displaced pebbles.

If you fail a Survival check, you can retry after one hour
(outdoors) or 10 minutes (indoors) of searching.

Normal: Without this feat, you can use the Survival skill
to find tracks but you can follow them only if the DC for
the task is 10 or lower. Alternatively, you can use the Search
skill to find a footprint or similar sign of a creature’s passage
using the DCs given above. You cannot use Search to follow
tracks, even if someone else has already found them.

TRAMPLE (GENERAL)

You can urge your horse to lash out with its hooves as it
rides over an opponent.
Prerequisite: Mounted Combat.
Benefit: When you attempt to overrun an opponent
while mounted, your target may not choose to
avoid you. Your mount may make one
hoof attack against any target

. A you knock down, gaining
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TWO-WEAPON COMBAT
(ceNERAL)

You can fight effectively with a weapon in each hand.
Prerequisite: Base attack bonus +1.

Benefit: When you fight with two weapons, you take no
penalty to your attack rolls so long as at least one of the
weapons is a light weapon. You take only a —4 penalty to
all attack rolls if both weapons are one-handed.

Normal: A character who is not proficient in two-weapon
combat has a —2 penalty to attack rolls if using a light
or one-handed weapon in his primary hand and a light
weapon in his secondary hand, or —6 if using a one-handed
weapon in each hand.

TWO-WEAPON DEFENCE
(ceNeRrAL)

When wielding a weapon in each hand, you are an expert
at defensive parrying.

Prerequisites: Parry, Two-Weapon Combat.

Benefit: When you fight with two weapons, you can give
up one attack at your highest attack bonus with one of
the weapons to gain a parry bonus to Parry Defence for
one full round after you would have made the attack. This
parry bonus is +2 if the weapon is light, or +3 if the weapon
is one-handed.

Special: Two-Weapon Defence can also apply to shields
if you use a shield to make shield bash attacks rather than
for parrying.

WEAPON Focus (GENERAL)

Choose one type of weapon that you are proficient with. If
desired, this weapon could be ‘unarmed strike” or ‘grapple.’
You are highly skilled with this weapon.

Prerequisite: Base attack bonus +1.

Benefit: You add +1 to all attack rolls you make using the
selected weapon.

Special: This feat can be gained multiple times. The effects
do not stack. Each time you take the feat, it applies to a new
weapon. A character who has seven or more levels of the
barbarian class may not select this feat. If a character with
this feat ever gains seven or more levels in the barbarian
class, he immediately and permanently loses this feat.

WEDB OF OEATH (GENERAL)

You can spin your blade and endanger any opponents who
dare attack you.
Prerequisites: Combat Reflexes, Weapon Focus, base
attack bonus +5.




opportunity against anyone who attacks you. The normal
rules for attacks of opportunity apply. This attack is
resolved after your opponents.

Special: A character that has seven or more levels of the
barbarian class may not select this feat. If a character with
this feat ever gains seven or more levels in the barbarian
class, he immediately and permanently loses this feat.

WEAPON SPECIALISATION
(ceNeRrRAL)

Choose one type of weapon that you already have Weapon
Focus with. If desired, this weapon could be ‘unarmed
strike’ or ‘grapple.” You are especially good at inflicting
damage with this weapon.

Prerequisites: Weapon Focus, soldier level 4.

Benefit: You add +2 to all damage dealt with the weapon
you have specialised with.

Special: This feat can be gained multiple times. The effects
do not stack. Each time you take the feat, it applies to a new
weapon. A character who has seven or more levels of the
barbarian class may not select this feat. If a character with
this feat ever gains seven or more levels in the barbarian
class, he immediately and permanently loses this feat.

WHIRLWIND ATTACk
(ceNeRrAL)

You lash out at any available target, dispatching foes all
around you with terrifying speed.
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The clanger of steel rose deafeningly; the black-

mailed figure of the western king loomed among his
swarming foes, dealing blows like 2 butcher wielding
a great cleaver. Riderless horses raced dovn the
field; about his iren—clad feet grew a ring of mangled
corpses, His attackers drew back from his desperate

savagery, panting and livid.
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Prerequisites: Dodge, Mobility, Combat Expertise, base
attack bonus +4.
Benefit: When you use the full attack action, you can give
up your regular attacks and instead make one melee attack
at your full base attack bonus against each opponent within
your threatened area. When you use the Whirlwind Actack
feat, you forfeit any bonuses or extra attacks
granted by other feats, spells or abilities.
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Benefit: When taking a total defence action, you spin ZINGARAN SURPRISE
your weapon so skilfully that you can make an attack of (GENERAI.)
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Though the Zingarans are famed for swordplay, they
are perhaps still more famed for their willingness to take
advantage of any momentary distraction on the part
of an ally to give him a blow to the head from behind,
rob him and leave him for dead. Even Zingarans who
are not primarily thieves or pirates are often expert with
the sneak attack.

Prerequisites: Must be Zingaran, sneak attack +3d6, base
attack bonus +4.

Benefit: For purposes of determining whether or not
you are able to sneak attack an opponent who has the
Improved Uncanny Dodge class feature, you may use
your character level, rather than your thief or pirate
class level. Furthermore, if your opponent is distracted
at the time of your sneak attack, you may use double
your character level, rather than your pirate or
thief class level, for this purpose. You could
potentially contrive to create a suitable M
distraction with a Bluff versus Sense Motive
check or you could take advantage of a
distraction such as a suddenly revealed treasure
or bizarre happenstance.

Normal: Usually you may only sneak attack
a character who has Improved Uncanny
Dodge if you have four more levels as a
thief or pirate than that character has levels
in the class or classes that granted him
Improved Uncanny Dodge.



CF MIENZS

Acquiring wealth and objects of value is a central theme in
many adventures. However, spending it is a good deal less
interesting. Conan does not seem to go shopping for new
weapons, armour or other ‘sensible’ equipment choices
when he succeeds in stealing a hoard of treasure. Rather, he
spends the lot on high living.
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‘What do you call yourself? You haven't encugh J
money to Eug 2 hew seat fur your breeches. Your
disdain doesn’t deceive me. You know T've commanded
bigger ships and more men than you ever did in your
life. As for being penniless — what rover isn't, mest of
the time? T've sq{uandered enwsh SOH in the seaports
of the world to f\” a gayeor\. You know ﬂ\af, too,

‘ “Where are the fine s"\ips and the bold lads you

commanded now?” she sneered,

“At the bottom of the sea, rnost!\j,” he rephed
c}weerfu”g.
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The only times money should be especially useful to
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your characters are when their weapons or armour
are lost or destroyed and when it could be useful to
them to buy influence or power, usually in the form
of followers. Certainly there should be no need to
have players keep track of every last silver piece
in their purses. Either they have enough
money to get by or it is time to
go adventuring again.
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Nothing that is truly valuable can be bought and sold.
Time and again in the stories we are told of an object,
venom or lotus preparation that proved crucial for success
in a particular adventure — and required its own lengthy
and dangerous adventure to acquire in the first place.
Golden lunas can be no substitute for a personal trip to
the fiend-haunted jungles of Khitai if you are in search of
lotus blossoms...

HIGH LIVING

It is in the nature of adventurers to spend money like water
whenever they have it. Folk who regularly risk their lives
in the hope of gaining unimaginable wealth live for today,
spending their gains on gambling, good company, expensive
food, fine wines and spirits in enormous quantity and even
more frivolous pursuits. The Games Master should feel free
to enforce the High Living rule whenever characters have
a large quantity of cash and no definite plans for spending
it

EVERY WEEK, ALL CHARACTERS WILL SPEND A MINIMUM OF
50% OF THEIR CURRENT WEALTH ON HIGH LIVING, IF THAT
WEALTH IS CURRENTLY OVER 50 SILVER PIECES.

This expenditure includes all ordinary living costs such
as food and accommodation. The Games Master should
also consider granting circumstance bonuses to Gather
Information tests made by adventurers who spend
particularly large amounts of cash.

Nobles' and scholars’ expenditure on high living can,
at times, be somewhat less wasteful than that of other
classes. Once a month a noble or scholar may designate
that his high living expenditure for that week be spent on
networking parties (for the noble) and unusual scrolls or
access to other information (for the scholar). During this
more useful week, the noble may receive a +2 circumstance
modifier to any Charisma based skill tests to do with
socialising, politics, gathering information and the like;
the scholar may receive a +2 circumstance bonus to all
Knowledge tests during this same week.




It will be seen that even vast fortunes will rapidly be eaten
up by the wasteful nature of every adventurer. Some
adventurers may have specific things they spend their cash
on but everyone has some vice or vices — otherwise why
would they bother adventuring? Even a sorcerer is likely
to spend a small fortune on ancient scrolls or other obscure
research materials, most of which will prove worthless in
the long run.

CURRENCY

The most common coin among adventuring types is the
piece of silver, usually abbreviated ‘sp.’

Large quantities of money are paid as golden lunas (gl).
There are 10 pieces of silver to one golden luna. Technically
only Aquilonia mints golden lunas but they are common
throughout the Hyborian nations. Many other countries
issue gold coins of similar size and purity which are
regarded as equal in worth to the golden luna.

Pieces of silver are scored so as to allow them to be
easily cut or broken into halves or quarters. This enables
purchases valued at less than one sp to be made. For items
valued at less than % sp, barter or buying in bulk are the
only real options.

SELLING LOOT

In general, a character can sell something for half its listed
price.

It is possible that Player Characters — especially thieves
and pirates — may get their hands on valuable items that
can command a greater proportion of their true value
when sold. These commodities are the stock-in-trade of
merchants from one end of the world to the other and
include everything from dried foodstuffs, cloth, metal,
tanned hides, lumber and slaves through to more exotic
cargoes like Shemite wine, ivory, silk, spices, gems, incense
and even raw lotus blossoms from various sources. In many
nations only members of certain social classes are even
allowed to conduct trade on this scale.

The value of these trade goods varies greatly with demand
and distance from their land of origin and it is far beyond
the scope of these rules to simulate an economy. If the
characters manage to lay their hands on some ill-gotten
gains and manage to find a buyer you can assume that they
will receive 100-300 pieces of silver for a common cargo
and 1000-3000 silver for a rarer one. The most unusual
goods, such as lotus or precious metals, are never
just ‘sold’ and exchanging them for money is often

a complicated process of negotiation.

VW EARONS

Few adventurers ever manage to retain long-term ownership
of weapons or other martial equipment. Combat breakages,
thefts and accidents all take their toll on weaponry and
often characters will need to rely on daggers and other
secondary weapons, loot weapons from fallen foes or
simply pick up found objects and use them to bludgeon
their enemies to death.

Despite this, many adventurers have weapons they
especially prefer and there are certainly advantages and
disadvantages to various types of weapons. The weapons
table gives full statistics for all weapons used in Conan the

Roleplaying Game.

WEAPON CATEGORIES

Weapons are grouped into several interlocking sets of
categories. These categories pertain to what training is
needed to become proficient in a weapon’s use (simple,
martial or exotic), the weapon’s usefulness either in close
combat (melee) or at a distance (ranged, which includes
both thrown and projectile weapons) and its relative
encumbrance (light, one-handed or two-handed).

Simple, Martial and Exotic Weapons: All player classes are
proficient with all simple weapons. Many — the soldier and
barbarian, for example — are also proficient with all martial
weapons. A character who uses a weapon with which he is
not proficient takes a —4 penalty on attack rolls.

Melee and Ranged Weapons: Melee weapons are used
for making melee attacks, though some of them can be
thrown as well. Ranged weapons are thrown weapons

or projectile weapons that are not effective in melee.

Reach Weapons: Lances, pikes, staves, war spears
and whips are reach weapons. A reach weapon

is a melee weapon that allows its wielder to M
strike at targets that are not adjacent to him.
Most reach weapons double the wielder’s
natural reach, meaning that a typical Medium
wielder of such a weapon can attack a creature
10 feet away but not a creature in an adjacent
square. The wielder of a reach weapon can
still parry an adjacent foe’s attacks with it,
even if he cannot attack the foe.

Thrown Weapons: Axes, daggers,
clubs, Ghanata knives, hatchets,
hunting spears, javelins, knives
and thrown
weapons. b
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applies his Strength modifier to damage dealt by thrown
weapons, except for splash weapons. It is possible to throw
a weapon that is not designed to be thrown, that is, a
melee weapon that does not have a numeric entry in the
Range Increment column on the Weapons table; however,
a character who does so takes a —4 penalty on the attack
roll. Throwing a light or one-handed weapon is a standard
action, while throwing a two-handed weapon is a full-
round action. Regardless of the type of weapon, such an
attack scores a threat only on a natural roll of 20 and deals
double damage on a critical hit. Such a weapon has a range
increment of 10 feet.

Ranged Weapons: Arbalests, bows, crossbows, longbows
and slings are projectile weapons. Most projectile weapons
require two hands to use; see specific weapon descriptions.
A character gets no Strength bonus on damage rolls with a
ranged weapon unless it is specially built to grant such.

Ammunition: Ranged weapons use ammunition: arrows
(for bows), bolts (for crossbows) or sling bullets (for slings).
When using a bow, a character can draw ammunition as
a free action; crossbows and slings require an action for
reloading. Generally speaking, ammunition that hits
its target is destroyed or rendered useless, while normal
ammunition that misses has a 50% chance of being
destroyed or lost.

Light, One-Handed and Two-Handed Melee Weapons:
This designation is a measure of how much effort it takes
to wield a weapon in combat. It indicates whether a melee
weapon is considered a light weapon, a one-handed weapon
or a two-handed weapon.

Light: A light weapon is easier to use in your off hand than
a one-handed weapon and can be used while grappling.
A light weapon is used in one hand. Add the wielder’s
Strength bonus (if any) to damage rolls for melee attacks
with a light weapon if it is used in the primary hand, or
one-half the wielder’s Strength bonus if it is used in the
off hand. Using two hands to wield a light weapon
gives no advantage to damage; the Strength bonus
applies as though the weapon were held in the
wielder’s primary hand only.

An unarmed strike is always considered a
light weapon.

One-Handed: A one-handed
weapon can be used in
either the primary

hand or the

- x4: The weapon deals quadruple damage on a critical hit.

off hand. Add the wielder’s Strength bonus to damage rolls
for melee attacks with a one-handed weapon if it is used in
the primary hand, or %2 his Strength bonus if it is used in the
offhand. Ifa one-handed weapon is wielded with two hands
during melee combat, add 1% times the character’s Strength
bonus to damage rolls.

Two-Handed: Two hands are required to use a two-handed
melee weapon effectively. Apply 1%2 times the character’s
Strength bonus to damage rolls for melee attacks
with such a weapon.

Improvised Weapons: Sometimes objects not crafted
to be weapons nonetheless see use in combat. As such
objects are not designed for this use, any creature that
uses one in combat is considered to be nonproficient with
it and takes a —4 penalty on attack rolls made with that
object. Using an improvised weapon to parry also applies
a —1 penalty to your Parry Defence. To determine the
appropriate damage for an improvised weapon, compare
its relative size and damage potential to the weapon list to
find a reasonable match. An improvised weapon scores a
threat on a natural roll of 20 and deals double damage on
a critical hit. An improvised thrown weapon has a range
increment of 10 feet.

WEAPON QUALITIES

Here is the format for weapon entries, given as column
headings on the Weapons table below:

Cost: This value is the weapon’s cost in silver pieces (sp). The
cost includes miscellaneous gear that goes with the weapon.

Damage: The damage column gives the damage dealt by
the weapon on a successful hit.

Critical: The entry in this column notes how the weapon
is used with the rules for critical hits. When your character
scores a critical hit roll the damage two, three or four
times, as indicated by the weapon’s critical multiplier,
using all applicable modifiers on each roll. Add all the

results together.

Exception: Extra dice of damage — sneak attack damage, for
example — over and above a weapon’s normal damage are
not multiplied when you score a critical hit.

x2: The weapon deals double damage on a critical hit.

x3: The weapon deals triple damage on a critical hit.




19-20/x2: The weapon scores a threat on a natural roll of
19 or 20 (instead of just 20) and deals double damage on a
critical hit. The weapon has a threat range of 19-20.

18-20/x2: The weapon scores a threat on a natural roll of
18, 19 or 20 (instead of just 20) and deals double damage
on a critical hit. The weapon has a threat range of 18-20.

Armour Piercing: The entry in this column indicates
the number added to the wielder’s Strength modifier to
determine the final armour piercing score of a successful
blow and its effects on the opponent’s damage reduction.

Range Increment: Any weapon that is designed to be fired
or thrown has a range increment. An attack at less than
this distance is not penalized for range. However, each full
range increment imposes a cumulative —2 penalty on the
attack roll. A thrown weapon has a maximum range of five
range increments. A projectile weapon can shoot out to 10
range increments.

FIMIPLE WEAPCNS

Weight: This column gives the weight of the weapon.

Hardness: Hardness is, essentially, damage reduction for
objects. Any damage done to a weapon or other object is
reduced by its hardness. Armour Piercing never applies
against an object’s hardness.

Hit Points: The number of Hit Points the weapon has. If
reduced to zero, the weapon can be considered destroyed.

Type: Weapons are classified according to the type of
damage they deal: bludgeoning, piercing or slashing. Some
monsters may be resistant or immune to attacks from
certain types of weapons.

Some weapons can deal two types of damage. For example,
a short sword can deal slashing or piercing damage.
In a situation when the damage type is significant, the
wielder can choose which type of damage to deal with
such a weapon.

Armour |Range Hit
Weapon Cost [Damage | Critical | Piercing |Increment | Hardness | Points | Weight | Type
Unarmed Attacks
Gauntlet® 5 sp* | 1d6 x2 1 — 10 1 1 Ib. Bludgeoning
Unarmed Strike [— | 1d3 x2 — — — — — Bludgeoning
Light Melee Weapons
Daggert 3sp |1d4 19-20/x2 | 1** 10 ft. 10 1 11b. Piercing
Hatchetf 2sp [1d6 x3 1** 10 ft. 5 2 2 lb. Slashing
Knife® lsp |1d4 x2 — 10 ft. 8 1 11b. Slashing
Knife, Yuetshi® |[1sp |1d6 x2 1 — 8 1 1 1b. Slashing
Stiletto * 2sp |1d4 x4 1 — 8 1 1 1b. [Piercing
One-Handed Melee Weapons
Club — [1d8 x2 1** 10 ft. 5 4 2 Ib. Bludgeoning
Mace, Heavy 3sp |1d10 x2 4 — 7 5 4 lb. Bludgeoning
Mace, Light 2sp |1d8 x2 2 — 7 3 2v2 Ib. | Bludgeoning
Spear, Hunting |2sp |1d8 x2 Tlke 10 ft. 5 4 2 Ib. Piercing
Two-Handed Melee Weapons
Spear, War" ® 3sp |1d10 x3 2 — 7 4 5 Ib. Piercing &
Staff* } —  |2d4 x2 1 = 5 5 31b. |Bludgeoning |
Ranged Weapons
Bow, Hunting |3 sp [1d8 x2 1558 50 ft. 5 2 1 1b. Piercing
Arrows (20) lsp |— — — — 5 1 3 Ib. —
Javelin 3sp |1d8 x2 1% 30 ft. 5 3 2 Ib. Piercing
Sling 1sp [1d8 x2 ks 40 ft. = =l — Bludgeoning
Sling Bullets (10) | L sp |— — — — — — 5 Ib.

* See the weapon description for special rules.

** The Armour Piercing score for all ranged weapons is reduced by one for each range increment beyond the first.

¥ Finesse weapon
R Reach weapon
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WEAPON OESCRIPTIONS

Arbalest: This is a heavy and powerful steel-framed
crossbow, designed for penetrating armour and long-range
effectiveness. An arbalest is very slow to load, as it must be
braced against the ground and laboriously ‘spanned’ with a
mechanical device called a cranequin before a new bolt can
be loaded in place. Reloading takes three full-round actions,
so few adventurers bother to reload their arbalests during
combat. An arbalest must be wielded with both hands.

Axe:
backup weapon, easily carried in a loop on the belt and
reasonably effective against armour. It can also be used to

The axe is an effective off-hand weapon or

hook enemy weapons.
Bardiche: The bardiche is a heavy axe-blade mounted on a
thick ash shaft some four to six feet long. Though the blade
is also quite large, it is highly curved so as to concentrate
the initial impact in a very small area. This combination
allows for both excellent armour penetration and the
possibility of dealing heavy damage. The long double-
handed war-axes of the Aesir and Vanir can also be

treated as bardiches.

Battleaxe: The battleaxe is a powerful
weapon, ideal for dealing
deadly  overhead  blows
from horseback but also
sufficiently well-balanced
for fast-moving

melee combat. Mounted mercenaries favour it especially,
since it is relatively cheap but highly effective against
armoured enemies.

Bill: This versatile polearm was originally derived from a
hedging tool mounted on a long shaft but is in common
use by heavy infantry and city watchmen alike. Nemedian
soldiers, police and mercenaries favour its use. A bill has
a spearhead, curved axe-head and hook, all forged from a
single blade and mounted on a shaft around six feet long.
In better quality weapons the shaft is protected by steel
langets that extend down most of its length from the head.
You can use a ready action to set a bill against a charge,
in which case it deals double damage on a successful hit
against a charging character. A bill may be used to make
trip attempts. A character who is wielding a bill and who
is tripped while making a trip attempt may drop the bill to
avoid being tripped in return.

Bow, Hunting: These small, simple bows are used around
the world, for both hunting and combat. Any bow other
than one of the regional longbows can be treated as a
hunting bow. Hunting bows require two hands for use.
They may be used while mounted. Hunting bows always
have an effective strength rating of +0 (see sidebar).

Bow, Hyrkanian: The Hyrkanian bow is a composite
bow made from horn, wood and sinew. A Hyrkanian
bow requires both hands to shoot and may be
used while mounted. All Hyrkanian bows
strength ratings (see boxed text).

have




rolls with that bow.

of the strength rating.

rolls with it.

Bow, Shemite: The Shemite bow is very similar to the
Hyrkanian bow. A Shemite bow requires both hands to
shoot and may be used while mounted. All Shemite bows
have strength ratings (see boxed text).

Bow, Stygian: The Stygian bow is heavy and powerful,
shooting a long, weighty arrow that does a great deal of
damage but does not travel as far as most other arrows.
A Stygian bow requires both hands to shoot and may
not be used while mounted, though the Stygian nobility
often use them from chariots. All Stygian bows have
strength ratings (see boxed text).

Broadsword: This heavy, slightly tapered sword is
intended for battlefield use and is often wielded by
knights expecting to face lightly armoured enemies. It is
too expensive for most mercenaries but many adventurers
favour broadswords for their good balance and reasonable
effectiveness against armour. Though the broadsword’s
handgrip is clearly only long enough for one hand to grip
it comfortably, the pommel is large and often disc-shaped,
allowing for a warrior to get his second hand behind
the blow if need be and use the weapon two-handed. A
broadsword being wielded two-handed can be
used as a finesse weapon if desired.

All bows are made with a certain ‘pull’. The greater the pull, the more force can be put behind the arrow but the {77
harder the bow is to draw. In game terms, all bows are made with a strength rating. A strength rating is given (4
as the Strength modifier the weapon is ideally suited for and is given in brackets after the bow. For example,
a Bossonian longbow made for a character of Strength 8 to 9 would be written as a ‘Bossonian longbow (-1)’
whereas a Shemite bow made for a character of Strength 16 or 17 would be written as a ‘Shemite bow (+3).”

The strength rating of a bow indicates the maximum amount of additional damage from Strength that can be £
added to the damage of its arrows. A character shooting a bow always modifies damage and Armour Piercing
ratings with the worse of his Strength modifier and the strength rating of the bow. In addition, a character
whose Strength modifier is less than the strength rating of the bow has a —2 circumstance penalty on his attack

For longbows with strength ratings of +1 or above, the cost to buy the bow is increased by +20 sp for each +1

For example, a character of Strength 16 has a Strength bonus of +3. If he were proficient with the Bossonian
longbow, the ideal weapon for him to wield would be a Bossonian longbow (+3), at a cost of 80 sp. He would
deal 1d10+3 damage with this weapon and it would have an Armour Piercing value of 8. If he instead chose
a Bossonian longbow (+2) at a cost of 60 sp, he would only deal 1d10+2 damage (AP 7). If he picked up a
Bossonian longbow (+4), he would still deal only 1d10+3 damage (AP 8) and suffer a —2 penalty on his attack

If, on the other hand, a character with Strength 8 picked up a Bossonian longbow (+1) he would deal 1d10-1
damage with an Armour Piercing value of 4, and suffer a —2 penalty on his attack rolls with it.

Club: The club is perhaps the simplest of man-made
weapons. It is most often found in primitive countries
but may also be used by peasants and city mobs
in more civilised nations.

Club, War: War clubs are used by warriors who cannot
afford anything better or who live in areas where better
weapons are not generally manufactured.
Crossbow: Crossbows are favoured by
countries that do not have many troops %
capable of wielding any type of longbow,
which includes many of the Hyborian
nations. A crossbow is effective but the
experienced warrior will find that a bow of
any kind allows a far more rapid rate of fire.
A crossbow requires two hands to fire. It may
be reloaded as a full-round action.
Cutlass: Cutlasses are shorter
broadswords but almost as heavy and
damaging. For this reason they are
much-used by pirates, who need
a weapon that is not likely to get
entangled in rigging or stuck in 4
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Armour |Range Hit
Weapon Cost |Damage [Critical [Piercing [Increment [Hardness | Points | Weight | Type
Light Melee Weapons
Axe' 3sp [1d8 x3 1** 10 ft. 5 3 2 Ib. Slashing
Knife, Ghanata®™ |2sp |[1d8 x2 1** 10 ft. 3 2 Ib. Slashing
Pommel* v 1d4 x2 1 — * * 8 Bludgeoning
Poniard 10sp [1d6 19-20/x2 | 1** 5 ft. 10 2 1 1b. Piercing
Sword, ShortF 50sp |1d8 19-20/x2 |1 = 10 3 1% Ib. |Slashing or
Piercing
One-Handed Melee Weapons
Battleaxe 5sp |1d10 x3 4 — 7 5 3 Ib. Slashing
Broadsword* 125 sp[1d10 19-20/x2 |3 — 10 5 2Y2 Ib. [Slashing
Cutlass 50 sp |1d10 19-20/x2 |2 — 8 5 2 Ib. Slashing
Knife, Zhaibar |25 sp [1d12 x2 1 — 8 6 3 Ib. Slashing
Lance, Heavy* |7sp [1d10 x3 3 — 5 8 7 Ib. Piercing
Lance, Light* 5sp [1d10 x3 2 — 5 5 4 lb. Piercing
Scimitar 75sp |1d8 18-20/x2 |2 — 10 5 2% 1b. [Slashing
Sword, Arming® | 100 sp|1d10 19-20/x2 |2 — 10 4 2 1b. Slashing or
Piercing
Warhammer 7sp |1d6 x3 7 — 7 4 4 Ib. Bludgeoning
or Piercing
Two-Handed Melee Weapons
Bardiche 8sp |1d10+1d8|x3 5 — 7 10 7 Ib. Slashing
Bill* 7sp [2d8 x3 6 — 7 10 6 Ib. Slashing or
Piercing
Club, War 3sp |2d6 x2 4 — 5 10 6 Ib. Bludgeoning
Pike* © Ssp|2d6 = D i 5 8 10 1b. | Dicrcing
Pollaxe* 8sp |2d6 x3 8 — 7 10 7 Ib. Slashing or
Piercing
Sword, War* ¥ 150 sp| 1d12 19-20/x2 |3 — 10 8 4 1b. Slashing or
Piercing
Ranged Weapons
Arbalest 15sp [2d8 x2 6** 70 ft. 6 5 20 Ib. | Piercing
Bolts (10) 3sp | — — — — 5 1 2 Ib. —
Crossbow 12sp [2d6 x2 4* 60 ft. 5 4 15 1b. | Piercing
Bolts (10) 2sp |— — — — 5 1 11b. —

* See the weapon description for special rules.
¥ Finesse weapon
R Reach weapon
** The Armour Piercing score for all ranged weapons is
reduced by one for each range increment beyond the first. n
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decks. Any one-handed weapon larger than the cutlass that
is wielded in a low-ceilinged environment is used with a -2
circumstance penalty to the attack roll.

Dagger: The dagger is an all-purpose weapon and tool that
is carried by almost everyone in the Hyborian countries
over the age of 10 or so. Most daggers have double-edged
blades, making them more useful for stabbing than cutting
but they are still short and handy enough to have many
roles outside of combat.

Gauntlet: Gauntlets come free with all medium and heavy
armours but some characters may elect to buy a gauntlet
by itself as a weapon. A gauntlet cannot be removed with a
disarm action (see page 206).

Greatsword: Possibly the most powerful weapon fielded on
the battlefield by most Hyborian nations, the greatsword
is a large, no-nonsense killing sword. Adventurers of
Nemedia are particularly noted for wielding greatswords
but most other Hyborian armies arm at least a few knights
with this deadly weapon.

Hatchet: The hatchet is more of a woodsman’s tool than a
weapon, though it is often pressed into service in combat.
Many armies carry a number of hatchets too, simply for
cutting firewood, though alowly man-at-arms or mercenary
may certainly carry one onto the battlefield.

Javelin: The javelin is a light throwing spear that is rarely
seen among the Hyborian military but that is
sometimes used by more primitive armies. It is

rather better balanced for throwing than the hunting spear
but is a little too fragile for effective use in melee combat.
Kanife: A short, single-edged cutting tool, the knife can
only really be effective as a weapon against unarmoured
or defenceless foes.

Knife, Ghanata: The Ghanata knife is commonly used
by the tribesmen of the Southern Desert. It is two feet
long, heavy, razor-sharp and slightly curved.

Kanife, Yuetshi: The Yuetshi knife is a long, saw-edged
knife with a crescent-shaped blade. It is wielded by the
Yuetshi fishermen of the southern Vilayet sea.
Knife, Zhaibar: The Zhaibar knife isaslong as
most swords, though it is shaped very much M
like a large knife and has a thicker blade than
any sword. It is used throughout Ghulistan.
Its blade is three feet long, triangular and
intended for slashing rather than thrusting.
Most Zhaibar knives are bone-handled.

Lance, Heavy: A heavy lance used from

5

the back of a charging mount does double
damage and has a +2 circumstance bonus
to its Armour Piercing rating. A heavy
lance has reach: one can use it
against opponents 10 feet away
but not against an adjacent enemy.

Heavy lances are intended for use

when mounted and are
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unbalanced for use on foot; if used while dismounted, treat
a heavy lance as a war spear with a -2 circumstance penalty
to all attack rolls.
Lance, Light: A light lance used from the back of a charging
mount does double damage and has a +1 circumstance
bonus to its Armour Piercing rating. Light lances are
intended for use when mounted but can still be reasonably
effective on foot; if used while dismounted, treat a light
lance as a hunting spear.
Longbow, Bossonian: The Bossonian longbow has justly
made the Bossonian Marches famous for the quality and
deadliness of their archers. This massive yew bow does not
have quite the range of the Hyrkanian or Shemite bows but
the Bossonian archers make up for this with deadly accuracy
when the enemy is within range and utter steadfastness when
he is not. A Bossonian longbow requires both hands to
shoot and may not be used while mounted. All Bossonian
longbows have strength ratings (see page 147).
Mace, Heavy or Light: The mace consists of a
wooden or metal shaft topped with a heavy, blunt
striking surface, usually flanged or ball-shaped.
It is very effective against armour,
crushing both the protection and
the warrior inside it.
Pike: Pikes are extremely
spears,  highly
effective in massed

ranks but very

long
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unwieldy in close combat. A pike is a special variety of reach
weapon. A character wielding a pike can attack opponents
who are 20 feet away but cannot attack opponents
closer than that.

Pollaxe: With an axe-head backed by a warhammer-head,
the whole thing surmounted by a spear-point, the pollaxe is
a versatile if heavy weapon. The ash shaft is usually around
four to five feet long and is protected by steel langets. A
character can use a ready action to set a pollaxe against a
charge, in which case it deals double damage on a successful
hit against a charging character.

Pommel: A pommel is the heavy steel counterweight on
every sword-hilt. The following weapons can all be used
to make pommel attacks: dagger, poniard, Ghanata knife,
short sword, Zhaibar knife, arming sword, broad sword,
scimitar, cutlass, sabre, war sword, greatsword and tulwar.
Pommel attacks are useful when one wishes to make a
bludgeoning attack or when one needs to use a light weapon
— for example, when grappling an enemy. A pommel can
also be used to make a stun attempt using the Stunning
Attack feat if a character has it.

Poniard: The poniard is a heavy, long dagger designed
for war and favoured by fighting men as an off-hand or
secondary weapon. The blade is usually fifteen to nineteen
inches long, with the pommel, guard and handle bringing
the total size of the weapon to over two feet.

Sabre: The sabre is a common cavalry weapon in the
East. It is intended for one-handed use from horseback




Armour |Range Hit

Weapon Cost  |Damage |Critical |[Piercing |Increment | Hardness | Points | Weight | Type

One-Handed Melee Weapons

Sabre 125sp |1d10 18-20/x2 |2 — 10 8 4 Ib. Slashing

Sword, War* 150 sp [1d12 19-20/x2 |3 — 10 8 4 Ib. Slashing

Whip*F 2 sp 1d4 x2 — — 2 2 11b. Slashing

Two-Handed Melee Weapons

Greatsword 200 sp [1d10+1d8 |19-20/x2 | 4 — 10 10 6 1b. Slashing or
Piercing

Tulwar 150 sp |2d8 18-20/x2 |3 — 10 10 6 1b. Slashing

Ranged Weapons

Bow, 25sp | 1d10 19-20/x2 [3** 100 ft. 5 3 2 Ib. Piercing

Hyrkanian

Arrows (20) 3 sp — — — — 5 1 3 Ib. —

Bow, Shemite [25sp [1d10 x3 4 100 ft. 5 3 2 Ib. Piercing

Arrows (20) 3 sp — = — — 5 1 3 Ib. —

Bow, Stygian  [30sp [1d12 19-20/x2 | 2** 60 ft. 5 4 3 Ib. Piercing

Arrows (20) 4 sp — — — — 5 1 4 Ib. —

Longbow, 20sp [1d12 x3 5** 80 ft. 5 3 2 Ib. Piercing

Bossonian

Arrows (20) 3sp — — — — 5 1 3 Ib. —

* See the weapon description for special rules. ¥ Finesse weapon

** The Armour Piercing score for all ranged weapons is reduced by one for each range increment beyond the first.

or two-handed use on foot. Although it is classified
as an exotic weapon, it may be wielded as a martial
weapon by a mounted character or by a character using
it in both hands.

Scimitar: The scimitar is the Eastern equivalent of the
sword, with a heavy, curved blade that provides extreme
cutting power. It is the most common weapon among
Hyrkanian and Shemite nomads.

Sling: The second most basic projectile weapon — one
step up from throwing rocks — the sling is still highly
effective, hurling lead bullets capable of breaking limbs
or smashing skulls.

Spear, Hunting: The hunting spear is light enough to be
wielded with one hand and is commonly used in pairs, with
the first spear being flung and the second used to finish
off the wounded animal. Some warriors from primitive
countries use a hunting spear and shield in war.

Spear, War: The war spear is a long, heavy spear with a
broad, often leaf-shaped head. The war spear is a reach
weapon; a character wielding it may attack foes who are 10
feet away but may not attack adjacent enemies.

Staff: The staff is a thick piece of oak or ash fully eight
or nine feet long and usually shod at each end with iron.
When wielded with both hands close to the butt it provides
a good five to six feet of striking length when it is held
towards the enemy and used for thrusts, sweeps
and swings. A staff is a reach weapon but unlike

gy

R Reach weapon

more usual reach weapons it may be used freely to attack
both adjacent opponents and those who are 10 feet away.
Stiletto: This is a long, narrow-bladed dagger, favoured at
court and much used by noble ladies and assassins.
Sword, Arming: The arming sword resembles the
broadsword but is slightly shorter and lighter and often
not quite so well made. Knights and mercenaries whose
main weapon is a broadsword, battleaxe, heavy mace or
two-handed weapon carry an arming sword as a backup
weapon and some archers and crossbowmen also use

it. Furthermore, it is the only weapon in its class
light enough to be a finesse weapon (see page
171). Well made, fancy-looking versions of M
the arming sword are often worn about town ]
by nobles and other well-to-do types, since it
does not attract quite so much attention as the
more obviously military broadsword.

Sword, Short: The short sword is somewhere
between the arming sword and poniard in
length, with a blade some two feet long
or a little longer. It is handy, concealable
and can be used as a finesse weapon,
making it much favoured by thieves
and skirmishers.

Sword, War: Also known as a
bastard sword or hand-and-a-
half sword, the war sword
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is intended for one-handed use from horseback or two-
handed use on foot. Although it is classified as an exotic
weapon, it may be wielded as a martial weapon by a
mounted character or by a character using it in both hands.
Any time a war sword is being wielded in two hands, it
may be used as a finesse weapon and to make piercing
attacks. The table below summarises the various uses of
the war sword.

Movement |Hands Used |Classification | Finesse?
Mounted One Handed |Martial No
Mounted Two Handed |Exotic Yes
On Foot One Handed | Exotic No
On Foot Two Handed |Martial Yes

Tulwar: This two-handed, heavy curved sword resembles a
massive scimitar. It is wielded for its sheer cutting power and
sometimes as symbol of rank among warriors of the East.
Unarmed Strike: When you have lost your broadsword
and poniard, or when you just want to prove a point, a fist
to the jaw can be a devastatingly effective weapon.
Warhammer: Though referred to as a warhammer, this
weapon has a head that more closely resembles a meat
tenderiser, which is used for bashing in the joints of an
armoured opponent. The spike on the reverse of the head
looks a little like a pickaxe blade and can be used to pierce
right through heavy armour. The head is mounted on a
three-foot long shaft of ash, allowing for good leverage.
Whip: A whip deals nonlethal damage, though if it inflicts
four or more damage in a single blow one point of this
damage is considered to be lethal damage. It deals no
damage to any creature with damage reduction of three or
higher, whether from armour or natural DR. The whip is
treated as a melee weapon with 15-foot reach, though one
does not threaten the area into which one can make an
attack. In addition, unlike most other weapons with reach,
one can use the whip against foes anywhere within reach,
including adjacent foes. Using a whip provokes an attack
of opportunity, just as if one had used a ranged weapon.
A character can make trip attacks with a whip. If one is
tripped during his own trip attempt, he can drop the
whip to avoid being tripped. When using a whip, a
character get a +2 bonus on opposed attack rolls
made to disarm an opponent, including the roll
to keep from being disarmed if the attack
fails. Whips are finesse weapons.
A whip can also be used to
torture captives,

‘i. ?'\‘ *\
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granting
a +2 circumstance bonus

to all

Profession

(torturer) tests. The whip is assumed to be a large bullwhip,
capable of inflicting serious pain and some injury; a cheaper
cat 0’ nine tails or similar light whip can be made for one
sp. This light whip is not a weapon but can be used to deal
one point of lethal damage and 1d4 nonlethal damage per
minute on an unarmoured, helpless opponent.

WEAPON AVAILABILITY

The standard weapons listed on the weapons table are
available in most regions, including all the Hyborian
kingdoms and most of the Eastern nations. However,
weapons with a region as part of their name, such as the
Bossonian longbow and Ghanata knife, are usually only
available in or around that region.

Likewise, exotic weapons are usually scarce outside of the
regions in which most people have Weapon Familiarity
with them. For example, tulwars are scarce in the Hyborian
kingdoms but greatswords are scarce beyond them. It is
always up to the Games Master to determine which
weapons are available in specific regions.

WEAPON QUALITY

There are almost no specifically ‘magical” weapons in the
Hyborian age. However, weapons of superior and inferior
quality are sometimes available.

The standard weapons listed in the Weapons table
are assumed to be of average quality. On occasion, it
may be necessary to wield weapons of lesser quality;
conversely, an adventurer who is fortunate enough to
get his hands on a better quality weapon will likely not
give it up undl it is prised from his dead fingers or lost in
the corpse of his enemy.

In Conan the Roleplaying Game, the hierarchy of weapon
quality is as follows: primitive weapons, standard weapons,
Primitive
weapons are the poorest quality and Akbitanan weapons

high-quality weapons, Akbitanan weapons.

are the best quality available short of the extremely
scarce magical weapons.

FPRIMIEIVE, WIEANPERES

Primitive weapons are found in any place where it is hard
to get good quality materials or where the craftsmen are
relatively low skilled or, more commonly, both. This is
particularly the case throughout the Pictish Wilderness
and in many of the Black Kingdoms. Occasionally,
primitive weapons can be found in more advanced nations,
especially in frontier or isolated regions
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ERIMICIV.E
Armour [Range Hit

Weapon Cost [Damage | Critical |Piercing [Increment |Hardness |Points |Weight | Type

Light Melee Weapons

Hatchet” Isp |1d6 x2 — 10 ft. 2 2 2 Ib. Slashing

Khnife® Vasp |1d4 x2 = 10 ft. 4 1 11b. Slashing

One-Handed Melee Weapons

Club — 1d8 x2 — 10 ft. 2 4 2 Ib. Bludgeoning

Spear, Hunting |1sp |[1d8 x2 — 10 ft. 2 4 2 lb. Piercing

Two-Handed Melee Weapons

Spear, War™®  [1sp [1d10  |x3 |— = 3 |4 |51b.  |Piercing

Ranged Weapons

Bow, Hunting 1sp |1d8 x2 — 50 ft. 2 2 11b. Piercing

Arrows (20) Vasp | — _ — — 2 1 3 Ib. —

Javelin l1sp |1d8 x2 — 30 ft. 2 3 2 Ib. Piercing

ALEREARNARN
Armour |Range Hit

Weapon Cost Damage | Critical | Piercing [ Increment | Hardness | Points | Weight | Type

SimpLE WEAPONS

Light Melee Weapons

Dagger " 50 sp 1d4 19-20/x2 | 3** 10 ft. 15 2 1 1b. Piercing

Stiletto F 50 sp 1d4 x4 3 — 12 2 1 1b.  |Piercing

MartiaL WEAPONS

Light Melee Weapons

Poniard " 50 sp 1d6 19-20/x2 | 3** 5 ft. 15 4 1 1b. Piercing

Sword, Short* 250 sp | 1d8 19-20/x2|3 — 15 6 1% 1b. |Slashing or
Piercing

One-Handed Melee Weapons

Broadsword* 625sp |1d10 19-20/x2]5 — 15 10 2 1b. |Slashing

Scimitar 375sp | 1d8 18-20/x2 |4 — 15 10 2Y 1b. [Slashing

Sword, Arming* |500sp |1d10 19-20/x2|4 — 15 8 2 Ib. Slashing or
Piercing

Two-Handed Melee Weapons

Sword, War*F 750 sp |1d12 19-20/x2 |5 — 15 16 4 Ib. Slashing or
Piercing

Exoric WEAPONS

One-Handed Melee Weapons

Sabre 625sp |1d10 18—20/x2 | 4 — 15 16 4 Ib. Slashing

Sword, War* 750sp |1d12 |19-20/x2|5 — 15 16 41b.  [Slashing

Two-Handed Melee Weapons \

Greatsword 1000 sp |1d10+1d8 | 19-20/x2|6 — 15 20 6 Ib. Slashing or
Piercing

Tulwar 750 sp |2d8 18-20/x2|5 = 15 20 6 Ib.

* See the weapon description for special rules.

** The Armour Piercing score for all ranged weapons is reduced by one for each range increment beyond the first.

¥ Finesse weapon
R Reach weapon

Slashing
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where both materials and smiths may be of low quality.
Primitive weapons are usually only simple weapons, though
occasionally primitive martial weapons are made. None of
the exotic weapons can be made as primitive weapons. All
primitive weapons are brittle and tend not to be as durable
or keep as good edges as standard weapons. They are usually
made from stone, copper, bronze or poor quality iron.

Primitive weapons have only half the Hardness of standard
weapons (rounded down) and their Armour Piercing value
is reduced by two, to a minimum of zero.

Furthermore, primitive weapons break if they strike
completely ineffectively against a metal-armoured
character; that is, if the armour’s DR reduces the primitive
weapon’s damage to zero, the weapon is broken.

Primitive weapons cost only one-half the cost listed in the
Weapons table, rounded down.

For example: A primitive war spear still does d10 damage
with a x3 critical. However, its Armour Piercing value is zero
and its hardness is only three. It costs only one sp.

A list of the most common primitive weapons is provided
in the Primitive Weapons Table.

HISE QUG Y,

High-quality weapons are made by master-smiths and
wielded by the greatest of warriors and wealthiest of nobles.
They are a cut above common blades but do not match
the legendary hardness or sharpness of the fabled blades
of Akbitan.

High-quality weapons have a +1 bonus to Armour
Piercing and +1 Hardness. They cost twice as much as
normal weapons.

ANERSANIARN

The expertise of the Akbitanan smiths combines with
superb locally mined high-grade steel mined to
produce weapons that have near-perfect balance,
unsurpassed hardness and a strength and
flexibility that renders them almost
indestructible. Akbitanan weapons
can generally be found for

sale only in Akbitan itself;

these weapons are so famed that the smiths of that city
have more than enough business without actively exporting
their wares.

Thrusting his dagger-peint into the erack, Conan
exterted YeVer‘age with 2 corded forearm, The blade
bent, but it was of unbreakable Akbitanan steel. The

marHe dbor bper\ed,

— Jewels of Gwahlur
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Almost all Akbitanan-manufactured weapons are martial or
exotic. Bladed arms such as daggers, swords and scimitars
are the Akbitanan smiths’ preferred products. It might just
be possible to persuade an Akbitanan smith to manufacture
another weapon but he is unlikely to be willing to make
a hafted weapon such as a spear or axe. This is because
such a weapon must necessarily rely on a wooden shaft
for much of its strength and no smith can guarantee
the strength of wood.

Akbitanan weapons grant an enhancement bonus of +1
to attack rolls and +2 to Armour Piercing. Furthermore,
they have 1.5 times the usual Hardness and double the
usual Hit Points for the weapon type (round down). An
Akbitanan weapon costs five times the cost of the base
weapon (minimum 50 sp).

For example, an Akbitanan war sword gives +1 to all attack
rolls, has an Armour Piercing of 5, a Hardness of 15 and 16
Hit Points. It costs 750 sp.

A list of the most common Akbitanan weapons is provided

in the Akbitanan Weapons Table.

Broken weapons count as improvised and so bestow a —4
nonproficiency penalty to attack rolls and a —1 penalty
to Parry Defence when used to parry. A weapon must be
at least a one-handed melee weapon to be usable when
broken. Light weapons are destroyed outright.

Treat a broken one-handed bladed weapon as a poniard
and a broken two-handed bladed weapon as a scimitar or
arming sword, depending on its size. Broken weapons only
ever inflict slashing damage, as they no longer have sharp
points. A broken weapon retains its original hardness and
has the same number of Hit Points as a poniard or scimitar.
All broken weapons (like all improvised weapons) score
critical threats only on unmodified rolls of 20.




ARMOUR QUALITIES

To wear heavier armour effectively, a character can select
the Armour Proficiency feats; however, most classes are
automatically proficient with the armours that work
best for them. If you wear armour that you do not have
a proficiency for, you apply its armour check penalty to
all attack rolls and all Strength-based and Dexterity-based
skill checks.

A character who sleeps in medium or heavy armour is
automatically fatigued the next day. He takes a —2 penalty
on Strength and Dexterity and cannot charge or run.
Sleeping in light armour does not cause fatigue.

Armour and shields can take damage from some types of
attacks.

Here is the format for armour entries:
Cost: This column shows the cost of the armour.

Damage Reduction: Whenever a character is hit in
combat, whether by a melee or ranged weapon, the damage
reduction (DR) score of any armour he is wearing at the
time is deducted from the damage rolled by the weapon.

Maximum Dex Bonus: This number is the maximum
Dexterity bonus to Dodge Defence that this type of
armour allows. The Dexterity bonus that is added to a
character’s Dodge Defence cannot exceed this number
while he is wearing the armour. Heavier armours limit
mobility, reducing the wearer’s ability to dodge blows.
This restriction does not affect any other Dexterity-related
abilities. The character’s Parry Defence is unaffected by the
armour he is wearing.

Even ifa character’s Dodge Defence is effectively +0 because
of armour, the character can still dodge. He is not counted
as ‘unable to dodge’ for the purposes of sneak attacks.

A character’s encumbrance (the amount of gear he carries)
may also restrict the maximum Dexterity bonus to Dodge
Defence that he can use.

Shields: Shields do not affect a character's maximum
Dexterity bonus to Dodge Defence.

Armour Check Penalty: Any armour heavier than a

quilted jerkin penalises a character’s ability to use
some skills. An armour check penalty number is

gy

the penalty that applies to Balance, Climb, Escape Artist,
Hide, Jump, Move Silently, Sleight of Hand and Tumble
tests when a character is wearing a certain kind of armour.
Double the normal armour check penalty is applied to
Swim tests. A character’s encumbrance (the amount of
gear he is carrying, including armour) may also apply an

armour check penalty.

Shields: If a character is wearing armour and using a shield,
the armour check penalties stack.

Helmets: A helmets armour check penalty is applied to
Listen and Spot checks instead.

Nonproficient with Armour Worn: A character who wears
armour and/or uses a shield with which he is not proficient
takes the armour’s (and/or shield’s) armour check penalty
on attack rolls and on all Strength-based and Dexterity-
based ability and skill tests. The penalty for nonproficiency
with armour stacks with the penalty for nonproficiency

with shields.

Sorcery Failure: Armour interferes with the gestures that
a sorcerer must make to cast an arcane spell that has a
somatic component. Sorcerers thus face the possibility of
sorcery failure if they are wearing armour.

Casting a Spell in Armour: A character who casts a spell @
while wearing armour must usually make a sorcery failure N\
roll. The number in the Sorcery Failure column on the ;
Armour table is the chance that the spell fails and is
ruined. If the spell lacks a somatic component, however,
it can be cast with no chance of sorcery failure.

Shields: 1f a character is wearing armour and using a
shield, add the two numbers together to get a single
sorcery failure chance.

Speed: Medium or heavy armour slows the M
wearer down. The number on the Armour
table is the character’s speed while wearing
the armour.

Shields: Shields do not affect a character’s
speed.

Weight: This column gives the weight of
the armour.
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Armour

Damage |Maximum [Check |Sorcery
Armour Cost Reduction |Dex Bonus [Penalty [Failure |[Speed |Weight
Light Armour
Leather Jerkin 10 sp 4 +6 -1 40% 30ft. |5 1b.
Mail Shirt 400 sp 5 +4 -3 60% 30 ft. 20 Ib.
Quilted Jerkin 45 sp 3 +7 — 30% 30fc. |21b.
Medium Armour
Brigandine Coat 300sp |6 +2 -5 70% 25 ft. |30 1b.
Scale Corselet 100sp |5 +3 -4 75% 25 ft. |25 1b.
Mail Hauberk 800 sp 6 +3 —4 80% 25 ft. |35 1b.
Breastplate 2,000sp |6 +4 —4 70% 25 ft. |201b.
Heavy Armour
Mail Hauberk and Breastplate 2,800 sp |9 +1 -8 95% 25 ft. |55 1b.
Mail Hauberk and Brigandine Coat | 1,100 sp [9 +0 -9 95% 25 ft. |65 1b.
Mail Hauberk and Scale Corselet 900sp |8 +0 -8 90% 25 ft. |60 Ib.
Mail Hauberk and Scale Hauberk 1,000 sp |9 +0 -10 100% |25 ft. |75 Ib.
Mail Shirt and Breastplate 2,400 sp |8 +2 =7 85% 25 ft. |40 Ib.
Mail Shirt and Brigandine Coat 700sp |8 +1 -8 85% 25 ft.  [50 Ib.
Mail Shirt and Scale Corselet 500sp |7 +1 -7 80% 25 ft. |45 1b.
Mail Shirt and Scale Hauberk 600sp |8 +0 -9 100% [25ft. [601Ib.
Plate Armour 6,500 sp [10 +2 —6 95% 25 ft.  |551b.
Scale Hauberk 200sp |6 +1 -6 90% 25 ft. |40 Ib.
Helmets
Steel Cap +40sp | +1 — — 10% — 3 Ib.
Great Helm +350sp | +2 — -2 20% — 7 Ib.
Visored Helm +450sp | +1/+2 — -/-2 20% — 5 Ib.

ARMOUR OESCRIPTIONS

Breastplate: Worn over a quilted jerkin (included in the
cost), the breastplate gives maximum protection to the
torso and still allows for rapid movement.
Brigandine Coat: A brigandine coat or ‘coat-of-plates’
uses large, overlapping steel plates sandwiched between
two layers of heavy cloth or leather and riveted together.
It provides heavy but effective protection to the torso.
Great Helm: A great helm is a heavy steel helmet
that protects the entire head. Many are elaborately
decorated. The armour penalty for a great helm
applies to Listen and Spot tests only.
Leather Jerkin: This is a cheap and
simply made jacket of cowhide.
It is thick enough to stop a
glancing blow but can be a
little encumbering.

Mail Shirt: The mail shirt only protects the torso. The
arms and perhaps the 