Yost WRoads of Lociam

Flow-chart of an attack

First know

*  Attacker's chance to hit
*  Defender's chance to block/Evade/Dodge

»  Attacker's AS (AS of weapon + damage-bonus)
* DS of defender's weapon/shield (if any)

*  Class of damage of attacker's weapon (H/S/C/O)
*  Armor-roll and protection of defender's armor

s

Botch
(roll 99-00)

Hurt yourself with AS/2

all attacks next turn

hit automatically

Roll to hit
(Modify with Cool-loss, Range, Movement and so on (page 60-61)

Hit

Opponent

defends

0

Success

Fail

_—

React-block

Block
AS-DS

Roll Damage as per AS
1D10 As1 2 3 4 5 6 7 8
; 8 8 2 ; ; g i g * If a'Good Hit' was rolled (10% or less of attackers change
to hit) the roll is always a 10.
3 0 1 2 3 3 4 5 6
4 1 1 2 3 3 4 5 6 * If hit was Perfect then ASx2
5 1 1 2 3 4 5 6 7
6 1 2 3 4 4 5 6 7 » If ASis higher than 8 the attack deals 1D10 + (AS-5) points
7 1 2 3 4 5 6 7 8 of damage
8 2 3 4 5 6 7 8 8
9 2 3 4 5 6 7 8 9
10 3 4 5 6 7 8 9 10
Roll for armor
(Roll equal to or lower than Armor-Roll)
T
Success Fail Not wearing armor
Subtract appropriate protection from damage dealt \
(page 58)
~———— Record damage
Damage x Pain = Cool-loss
Range Modification Record Cool-loss
<2m Not possible Attacker Modification
2m - Range/3 -2 Standing +0
Range/3 - Range/2 -10 On knees +5
Range/2 - Range 10 Lying, on stomach ~ +10
Range - Rangex2 +10 Lying, on back +20
Rangex2 - Rangex3 +20 Running +100(range)/+50 (melee)
Target movement Modification Vision Modification Cover Modification
Unaware/Unconscious/ Pitch black +50 Full impossible
Not defending -30 Darkness +20 Head visible +20
Immobile, down -30 Dim +10 Quarter-figure +10
Immobile, standing -10 Smoke, dense fog +10 Half-figure +5
Crawling, walking +0 Attacker blind +40 All visible +0
Running, Flying +10 Target invisible +50
Sprinting +20

AS-DS/2

Evade/Dodge

\

AS-2

N

Deal damage

\

Perfect
(roll 01-02)
Opponent defends with +25 to roll
(If target is caught unaware or otherwise
unable to defend him/herself, the target dies)

Perfect

React-Evade/Dodge

AS-1

No damage
to target

Roll on table below and cross-reference with AS after defense for damage

Miss

\\

Botch

ASx2
(if hit was perfect,
target is killed)

I
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Combat-actions Travel-distance
Action Turns Terrain Walking Stealth Riding Wagon Sailboat Canoe
Attack (melee) 1 Road 35 ; 50 30 - -
Attack (projectile) 1+1* Open 30 15 40 10 - -
Block 1 Forest 25 12 20 - - -
Evade 1 Dense forest * 15 10 7 - - -
Dodge 1 Hills * 18 7 20 - - -
Thought (magical) Drain+1 Mountain* 10 7 0 - - -
Spell (magical) Drain+1 Caves * 73 ' ' ) )
R cal Drain+40-DEX Swamp 10 5 5 - - 30

une (magical) ramnTal- River - - - - 30 #w% 50w
Ritual (magic) Drainx720 Open sea . 3 ) 80 50
Pick up an object 1
Drop an object 0 Trail +7 +4 +10 - - -
Change weapon 1 Tracking x0.9 x0.8 x0.6 x0.5 x0.1 x0.1
Draw weapon 1
Apply first aid 1D10 * means that the modification for trail can be used if the party
Rise up 1 is using a marked trail.
Lay down 0 ** means that a horse an only travel through mountains if a
Talking 0+ trail is followed.
* Normally it takes a turn to reload after *** means that the currents may modify the speed by +1-20 km per
firing, but a character who succeeds using day, depending on direction and power of current.

his/her skill (Fast-draw for thrown
weapons) to reload can do so without it taking a Encumbrance
turn. The "fast-loaded" shot is done with a +20 Modifier to all DEX- and SPD-based skills.

modifier for bows and +10 for slings due to haste. If Ratio Modifier
the attempt fails it still takes a turn to load/draw and 0-25% 0
if it is botched, the shooter/thrower can not do 20-50% +10 (-10% to Movement)
anything for three turns due to the misfortune. 51-100% +25 (-25% to Movement)
101-200% +50 (-50% to Movement)
201-300% +75 (-75% to Movement)
Human unarmed attacks 200w% (Cannotmove oract
with Brawl-modifier. Causes C-class damage
Aﬁack AS Pain Modifier Astral roll
Fist L2 £0 er Fathom-level
Kick 2 2 420 P
Head-butt 2 3 +40 General roll = general sense, range, MANx10 meters.
Knee 1 4 +20 Focused roll = focus on oath, MANx2 meter long
and MAN/2 meters wide. Nature of magic will be
. detected.
Natural Heahng Searching roll = search for closest magical
Healing-time for 1 point of Health. item/ creature/ effect within MANx100 meters.
CON Time Fathom General Focused Searching
1-4 54 hours Non-Fathom - - -
5-8 48 hours Open-eyed PERx2.5 - -
9-12 42 hours Looking PERX5 - -
13-16 36 hours Seeing PERx5 PERx2.5 -
17-20 30 hours Discovering PERx10 PERx5 PERx2.5

21+ 24 hours Understanding PERx10  PERx5 PERX5
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Language-notes
related languages with substitute words

Language

Substitute

Deepspeak
Salgod

Leafwhisper

Kooger

Merchantspeak

Bamfyver
Oceanspeak

Napteri

Sandtongue

Obdin
Sinkspeak
Laaner
Snowspeak
Mykier
Wavecrash
Baufer
Windspeak
Liniek

Difficult words
Mountain, metal, caves/mines
smithery

Forest, archery, hunting,
herbs

Barter, sell, money, deal
Water, swim, dive,
shallow/deep

Desert, water, travel, sand
Marsh, battle, night, fish
Glacier, ice, book, spirit

Coast, ocean, fishing, boats

Horses, archery, plains, barter

Drain of Magical Sphere-effects

Cross-reference effect level with proficiency in

Arcane.

Natural Charms
Modification to Normal CHA-roll
Relationship

The character is...

Relative to target *0
Close friend to target +5
Friend to target +10
Acquaintance to target +15
Stranger to target +20
Enemy to target +20
Employer to target +20
Employee to target -5
Incentive The character promises...
Bribe (day salary) -5
Hefty bribe (week salary) -10
Outstanding bribe (month salary) -20
King's ransom (year salary) -40
Pain -5
Bodily harm -10
Permanent injury (loss of limb) -20
Death -30
Setting

Friendly (buying food and such) -10
Drunk (victim is drunk) -10
Scared (has rolled on Fear-table) -15
Outnumbered -10
Alone (isolated) -10
Post-combat (friends hurt/killed) -20
Proposal

Reasonable (no strong feelings) 10
Unreasonable (strong feelings) +10
Dangerous (against orders) +20
Unethical (against conviction) +20
Illegal +20

level 5
5 5
10 -
15 -
20 -
25 -
30 -
35 -
40 -
45 -
50 -
55 -
60 -
65 -
70 -
75 -
80 -
85 -
90 -
95 -
100 -

10

Effect- Proficiency-level

15 20 25 30 35 40 45 50 55
4 4 3 3 2 2 1 1 1
5 4 4 3 3 2 2 1 1
5 5 4 4 3 3 2 2 1
- 5 5 4 4 3 3 2 2
- - 7 7 6 6 5 5 4

- - 7 7 6 6 5 5
- - - - 7 7 6 6 5
- - - - 7 7 6 6
- - - - - 7 7 6
N - - 8 8
- - - - - - - -8

10O N U U R m R D

65 70 75 80 85 90 95 100
1 1 1 1 1 1 1 1
11 1 1 1 1 1 1
1 1 1 1 1 1 1 1
1 1 1 1 1 1 1 1
3 3 2 2 1 1 1 1
4 3 3 2 2 1 1 1
4 4 3 3 2 2 1 1
5 4 4 3 3 2 2 1
5 5 4 4 3 3 2 2
7 6 6 5 5 4 4 3
7 7 6 6 5 5 4 4
8 7 7 6 6 5 5 4
8 8 7 7 6 6 5 5
- 8 8 7 7 6 6 5
- - 1010 9 9 8 8

- - 1010 9 9 8
- - - - 10 10 9 9
- - - - -.10 10 9
- - - - - - 10 10
- - - - - - -10
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Language-notes
related languages with substitute words

Language

Substitute

Deepspeak
Salgod

Leafwhisper

Kooger

Merchantspeak

Bamfyver
Oceanspeak

Napteri

Sandtongue

Obdin
Sinkspeak
Laaner
Snowspeak
Mykier
Wavecrash
Baufer
Windspeak
Liniek

Difficult words
Mountain, metal, caves/mines
smithery

Forest, archery, hunting,
herbs

Barter, sell, money, deal
Water, swim, dive,
shallow/deep

Desert, water, travel, sand
Marsh, battle, night, fish
Glacier, ice, book, spirit

Coast, ocean, fishing, boats

Horses, archery, plains, barter

Drain of Magical Sphere-effects

Cross-reference effect level with proficiency in

Arcane.

Natural Charms
Modification to Normal CHA-roll
Relationship

The character is...

Relative to target *0
Close friend to target +5
Friend to target +10
Acquaintance to target +15
Stranger to target +20
Enemy to target +20
Employer to target +20
Employee to target -5
Incentive The character promises...
Bribe (day salary) -5
Hefty bribe (week salary) -10
Outstanding bribe (month salary) -20
King's ransom (year salary) -40
Pain -5
Bodily harm -10
Permanent injury (loss of limb) -20
Death -30
Setting

Friendly (buying food and such) -10
Drunk (victim is drunk) -10
Scared (has rolled on Fear-table) -15
Outnumbered -10
Alone (isolated) -10
Post-combat (friends hurt/killed) -20
Proposal

Reasonable (no strong feelings) 10
Unreasonable (strong feelings) +10
Dangerous (against orders) +20
Unethical (against conviction) +20
Illegal +20

level 5
5 5
10 -
15 -
20 -
25 -
30 -
35 -
40 -
45 -
50 -
55 -
60 -
65 -
70 -
75 -
80 -
85 -
90 -
95 -
100 -

10

Effect- Proficiency-level

15 20 25 30 35 40 45 50 55
4 4 3 3 2 2 1 1 1
5 4 4 3 3 2 2 1 1
5 5 4 4 3 3 2 2 1
- 5 5 4 4 3 3 2 2
- - 7 7 6 6 5 5 4

- - 7 7 6 6 5 5
- - - - 7 7 6 6 5
- - - - 7 7 6 6
- - - - - 7 7 6
N - - 8 8
- - - - - - - -8

10O N U U R m R D

65 70 75 80 85 90 95 100
1 1 1 1 1 1 1 1
11 1 1 1 1 1 1
1 1 1 1 1 1 1 1
1 1 1 1 1 1 1 1
3 3 2 2 1 1 1 1
4 3 3 2 2 1 1 1
4 4 3 3 2 2 1 1
5 4 4 3 3 2 2 1
5 5 4 4 3 3 2 2
7 6 6 5 5 4 4 3
7 7 6 6 5 5 4 4
8 7 7 6 6 5 5 4
8 8 7 7 6 6 5 5
- 8 8 7 7 6 6 5
- - 1010 9 9 8 8

- - 1010 9 9 8
- - - - 10 10 9 9
- - - - -.10 10 9
- - - - - - 10 10
- - - - - - -10
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Flow-chart of an attack

First know

*  Attacker's chance to hit
*  Defender's chance to block/Evade/Dodge

»  Attacker's AS (AS of weapon + damage-bonus)
* DS of defender's weapon/shield (if any)

*  Class of damage of attacker's weapon (H/S/C/O)
*  Armor-roll and protection of defender's armor

s

Botch
(roll 99-00)

Hurt yourself with AS/2

all attacks next turn

hit automatically

Roll to hit
(Modify with Cool-loss, Range, Movement and so on (page 60-61)

Hit

Opponent

defends

0

Success

Fail

_—

React-block

Block
AS-DS

Roll Damage as per AS
1D10 As1 2 3 4 5 6 7 8
; 8 8 2 ; ; g i g * If a'Good Hit' was rolled (10% or less of attackers change
to hit) the roll is always a 10.
3 0 1 2 3 3 4 5 6
4 1 1 2 3 3 4 5 6 * If hit was Perfect then ASx2
5 1 1 2 3 4 5 6 7
6 1 2 3 4 4 5 6 7 » If ASis higher than 8 the attack deals 1D10 + (AS-5) points
7 1 2 3 4 5 6 7 8 of damage
8 2 3 4 5 6 7 8 8
9 2 3 4 5 6 7 8 9
10 3 4 5 6 7 8 9 10
Roll for armor
(Roll equal to or lower than Armor-Roll)
T
Success Fail Not wearing armor
Subtract appropriate protection from damage dealt \
(page 58)
~———— Record damage
Damage x Pain = Cool-loss
Range Modification Record Cool-loss
<2m Not possible Attacker Modification
2m - Range/3 -2 Standing +0
Range/3 - Range/2 -10 On knees +5
Range/2 - Range 10 Lying, on stomach ~ +10
Range - Rangex2 +10 Lying, on back +20
Rangex2 - Rangex3 +20 Running +100(range)/+50 (melee)
Target movement Modification Vision Modification Cover Modification
Unaware/Unconscious/ Pitch black +50 Full impossible
Not defending -30 Darkness +20 Head visible +20
Immobile, down -30 Dim +10 Quarter-figure +10
Immobile, standing -10 Smoke, dense fog +10 Half-figure +5
Crawling, walking +0 Attacker blind +40 All visible +0
Running, Flying +10 Target invisible +50
Sprinting +20

AS-DS/2

Evade/Dodge

\

AS-2

N

Deal damage

\

Perfect
(roll 01-02)
Opponent defends with +25 to roll
(If target is caught unaware or otherwise
unable to defend him/herself, the target dies)

Perfect

React-Evade/Dodge

AS-1

No damage
to target

Roll on table below and cross-reference with AS after defense for damage

Miss

\\

Botch

ASx2
(if hit was perfect,
target is killed)

I




