VWORLDS OF HEROES & TYRANTS

Introductory Edition

Customizable Epic Adventure Game

Introduction:

Welcome to The Worlds of Heroes & Tyrants
Introductory Role Playing Game. This free booklet
contains all the basic rules and guidelines you will
need in order to play this exciting and unique
fantasy role-playing game.

The Worlds of Heroes & Tyrants RPG has been
designed to be both easy to learn and fun to play. It
has a free form system that allows the rules to be
adapted to your liking and to fit nearly any
adventure setting. With a skill based design you
can customize the Worlds of Heroes & Tyrants
RPG to meet the exact needs of your campaign.
You can even design your own skills and spells
using asimple point based system, outlined in these
rules.

If you have never played a role playing game
before, make sure to read the What Is A Role
Playing Game section below, otherwise feel free to
skip that section.

In addition to this rule booklet you will need the
following materials before game play can begin:

? 1Sixsideddie.
?  Penor pencil.

?  Print out copies of as many character
sheets as needed.

? An active imagination & desire for
adventure.

What Is A Role Playing Game?

A role-playing gameis a set of guidelines and rules
that alow players to create interactive fantasy
adventures powered by the joint creativity of all the
players and the Readm Master. A theatrical
experience with no set manuscript, where the
Realm Master unfolds the storyline based upon the
decisions and actions made by the players. In a
role-playing game there are two types of players.
The first are players, who by use of the rule
booklet, draft fictional characters with the intent to
guide those characters through a variety of quests
and challenges. The second is the Realm Master;
the person who utilizes the rules to design the
adventures and challenges that the fictional
characters will have to face. The Ream Master
then outlines the scene the characters are in, the
details of their surroundings and the events that
unfold around them. The players in turn must
decide how they wish to have their characters
respond to the challenges and events presented to
them by the Realm Master. As the players make
choices not anticipated by the Realm Master he
must improvise the initial story to compensate and
in this fashion both the players and Realm Master
interact to develop exciting and challenging
adventures for the fictional characters.

Role playing games are social games conducted
verbally. Both the players and Realm Master use
descriptions to inform the others of their characters
actions and everyone uses their imagination to
picture the scene and events as they unfold. Some
players like to use props such as charts or maps of
the scene/location of the adventure, plus miniature
figurines to assist them in their visualization of the
game as it proceeds. For ideas or help in selecting
such props visit your loca gaming hobby shop.
You can find a shop near you by visiting the Guild
of Blades Retail Locator. You can find alink to our
Retail Locator on our web page.

http://www.quil dofbl ades.com/what.html
Ok, so how exactly do you play?

Generaly the first step in any role playing game
will be for the players to generate their fictional

characters. Cops and Robbers, Cowboys and
Indians, etc; it was as simple as picking one or the
other. However the Worlds of Heroes and Tyrants
game provides more structure. Each player may
define the characteristics, personality, and abilities
of the characters. Additionally the Ream Master
must also spend some time designing the
"adventure” that he will guide the players through.
This booklet will only attempt to provide the Realm
Master and players with al the basic information
they will need to get started. The World of Heroes
& Tyrants Realm Master Guide book will be fully
dedicated towards assisting Realm Masters in the
creation of new adventure materials and Realm
Mastering in general. You will be able to purchase
the Ream Master Guide at your loca gaming
retailer or here at the Guild of Blades web site.
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Example of play:

It is a Saturday night and everyone is at Erics
house. Eric is the Ream Master (RM) and the
playersare Mike, Ryan, Bruce and Al.

RM (Eric): You are walking down adark hall. The
light from the torch you are holding only gives you
enough light to see about 8 feet in front of you.
There are spider webs near the celling and a few
rats scurry in and out of the light every so often.

Bruce: These arent mutant rats right?

RM: Nope, they are regular rats.

Bruce: What about the Spiders, they aren't mutants
either?

RM: No these are just regular spiders.

Ryan: | have my long sword out and I'm ready for
an attack.

RM: No attack. You guys all travel close to 50 feet
and the hall forks off into two other halls.

Al: I'm getting out my crystal ball, does it give me
any hints?

RM: Ok, roll your die (the RM gives finding the
threat a4 Al rollsa2)

RM: No, you don't get anything from it.

Mike: I'm going to cast a spell.

RM: Ok, what spell?

Mike: I'm going to cast my glow spell, this spell
makes everything within 20 feet on me glow.

RM: Well rall for it (it isazero cast spell and Mike
puts 1 spell point into it and rolls a 5). It works
VERY well. It appears that about 30 feet around
you is now glowing. And because of the glow you
can see severa Holes (see creature section in this
book) waiting for you guys down the hall to the
right.

Bruce: Are they mutant holes?

RM: No, they are normal holes.

Mike: Nothing to the left?

RM: No, you guys don't see anything.

Ryan: Il go first, you guys stay right behind me.
Mike: | have a spell ready to heal you incase you
are attacked.

Bruce: | will go last and make sure nothing comes
at us from behind.

RM: You get about 30 feet and you can see
something lying on the ground.

Al: What isit?

Ryan: I'm going to get as close as | feel | can
without putting my character in danger.

RM: Your character gets to within 20 feet and you

can tell that it is apile of bones in the middle of the
hall.

Bruce: Any mutant bones?

RM: Nope, they look like they belong to a normal
human.

Ryan: I'm going to get close, to within 3 feet and
see what happens.
RM: Nothing.

Ryan: It looks like it is just some old bones. Il
have my character say.

RM: As your character says "old bones" the bones
begin to whirlwind and within a second you see a
skeleton with a short sword.

Ryan: Crap.

Mike: Go ahead Ryan, | have a healing spell ready
for you.

Al: I'm all for Ryan taking him on, if he dies | call
his equipment and money first.

Ryan: Hey guys I'm still right here!

RM: Ok Ryan rall initiative; the hall isto close for
more than one character to fight the Skeleton. (the
RM rolls a4 with the skeleton having a 2 initiative
for atotal of 6. Ryan rolls a 6 and on the second
roll has a 2 with his characters initiative of 4 for a
total of 12). Ryan, you win, so what are you
doing?

Ryan: I've had my long sword out so I'm going to
takeaswing at it.

RM: Rall for it Ryan (Ryan rolls a 5. with the
attack level of a long sword a 3 and Ryan's
character having 3 weapon masteries for a total
attack level of 6 along with the roll (of 5) would
make the attack an attack of 11)(the RM rolls the
defense level for the skeleton, he ralls a 2 along
with the defense level of 1 that a skeleton has for a
total of 3)(the RM now delivers the damage to the
skeleton so he takes the 3 defense off the 11 attack
for a total of 8 points and that is how many hit
points the skeleton losses)(the RM makes a few
notes such as how many Hit Points the skeleton has
left <17>).

Al: Good hit man.

RM: Now it is the skeleton's turn (first the RM has
to figure out the attack level of the skeleton. The
skeleton has a weapon mastery of 3 and the short
sword has an attack Level of 2 for atotal of 5. The
RM ralls the die for the skeleton and rolls a 6. The
RM then rolls the three weapon mastery dice for
the skeleton and rollsa 3, 2 & 5. The RM then rolls
the non-weapon mastery die and rolls a 4. That
makes the total attack level 25 against Ryan's
character).

Ryan: | hope you have that spell for me Mike.

Mike: | have it right here, but it won't work if you
are adready dead.

RM: Ryan, time for you to roll your defense. (Ryan
rollsa5 and his plate mail armor has a defense of 6
for atotal of 11. So the RM takes away 11 from the
skeleton attack of 25 for atotal of 14 hit points lost
for Ryan's character, Ryan makes a note on his
character sheet so he can tell how many hit points
he has | ft).

Mike: I'm casting my spell: healing.
RM: Give me aradll then (mike puts 5 spell points

into the spell and rolls a 5). Ryan, your character
gets 10 hit points back.

Ryan: All right, | have him now.

RM: Anyone else want to do anything?
Bruce: Just waiting for the mutants

Al: Nothing.

RM: Ok lets rall for initiative (Ryan rolls a 1 and
the RM rolling for the skeleton rolls a 5). The
Skeleton has an initiative of 7 and Ryan has an
initiative of 5 for this round. The Skeleton goes

first. (The RM rollsa 3 + 3 for weapon mastery + 2
attack level of short sword for atotal attack of 8).
OK Ryan roll defense (Ryan rolls a6 and then a 5
along with his armor rating of 5 for a grand total of
16). The attack does NO damage because Ryan's
defense level was above the attack level of the
skeleton.

Ryan: My turn (Ryan rolls a 5 for his attack +3 for
weapon masteries and +3 for long sword for a
grand total of an 11attack level).

RM: I'l roll for Bones (the RM rolls a 1 with the
skeletons defense of 2 for a grand total of 3, and
that means the skeleton takes 8 hit points of
damage and the skeleton has <9> | eft).

Al: | have an attack spell | want to use now.
RM: Fine, everyone has acted pretty much.

AL : | want to use my disintegration spell (Al has a
level 10 spell level is disintegration and puts 10
spell points into the spell and ralls a5 for atotal of
15 attack level Vs the skeleton)

RM: Wait he could still live. (The RM rollsa 6 and
then a 1 for agrand total of 9, the skeleton takes 6
hit points of damage and now has <3> hit points
left.)

Mike: Since we have him on the run, I'm going to
throw a dagger at him (Mike rolls a 5 and with the
dagger attack level of 1 for agrand total of 6).

RM: OK, I'll roll defense to seeif you guys get him
(the RM ralls a 3 with the skeletons defense of 2
for a grand total of 5, so the skeleton loses 1 hit
point and has <2> |eft.

Bruce: Ok, | will rescue you guys. Il throw my
hand axe at it (Bruce rolls a5 and +2 for the hand
axe and +1 for the 1 weapon mastery that he hasin
hand axe for agrand total of 8).

RM: Wedll.... you guys seem to want him gone
redly bad. Il roll his defense (the RM rolls a 3
with +2 for the defense level of the skeleton for a
total of 5 defense level Vs an attack of 8 and the
skeleton loses 3 hit points. The skeletonisat -1, the
negative number means death even for a dead
skeleton).

RM: The skeleton crumbles and turns to dust.
There seems to be nothing | eft.

Bruce: I'm glad that's over.

RM: Now you guys see mutants coming down the
hall.

Bruce: Did you say Mutants??

And so our adventures defeat evil wherever it might
be.
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CREATING A CHARACTER

Making a new Worlds of Heroes & Tyrants
character is a seven-step process. Follow each step
as outlined below.

Step 1: Chose a Race

As a fantasy game, the Worlds of Heroes &
Tyrants allows players to select one of a variety of
humanoid races. Each race has its strong points and
weak points, both in physical and mental attributes.
Youll note that every race begins with a free skill,
traditionally acquired by the character during his
youth. See "Skills & Using Skills' for further
details on skills.

Dwarf: The Dwarf is
short and stocky, typically
stronger the average race.
They tend to favor long
unkempt hair and beards.
They are an ornery folk.
who are only truly happy
when they are being
challenged to  ther
physical limits. Dwarven
societies tend to be clan
oriented with rivaries
between the leading clans
afact of life. Additionally Dwarves favor caves and
underground dwellings and often base their
economy on mining, tunneling, and genera
construction jobs.

Free Skill: Mining 2. A

Elf: Elves are short and
dender with pointy ears
and noses. They are a s <
nature-loving race and WAL
prefer solitude to
interaction  with  other
races. Elves place high
value on honor and social
skills with much emphasis
placed on their socid
status. Elvin communities tend to be in secluded
areas within the deep wilds of a forest or
mountainous region. Elven economies are
traditionally fairly isolated from those of the other
races and are self-sufficient.

Free Skill: Hunting 2.

Giant: Giants are large,
awkward people who
resemble the dassic
picture of the Neanderthal /
man, only larger. They are %
not as dumb and barbaric
as many legends would
have us believe. Giants
typically avoid other races
and travel desert or forest
lands in roving bands,- -
though more from fear of bemg hunted than any
natural shyness. Once far more numerous, Giant
civilizations have become more scarce. Fear of
these skilled warriors has made them a target for
most of the other races.

Free Skill: Reading & Writing 1

Gnome: The gnome is
typicaly  short and
chubby, with a bright and
cheery disposition. They
are asimple folk who live
in peaceful rural
communities.  Gnomish
societies tend to be quiet
farming communities with
limited governments, |
often centered around a

respected wise man. Though not natural warriors,
Gnomish armies have proven fairly successful and
rely upon smart tactics and close formation
structures.

Free Skill: Farming 2.

Goblin: The Goblinisa
tribal creature. Despite
their small stature, they
are quite fierce. Goblin
tribes usualy are
located aong well-
traveled trade routes,
though as far between
major  settlements  as
possible. Goblins hold
al other races in contempt. Goblln Settlements
typicaly are sprawling wood fortresses, often
poorly constructed, positioned to dominate trade
and or to run bandit operations from.

Free Skill: Tracking.

Human: This race is
fairly  self-explanatory.
We're sure youve met a
few of them in your time.
Human settlements tend to
be built upon industry and
trade. Human craftsmen
produce goods of all kinds 7,
to trade with other human #/
settlements and  where
possible other races. Most
human settlements are well fortified, with the Iarger
ones typically walled cities. Of the races, human
settlements tend to grow larger and more organized
than those of the other races.

Free Skill: Speak 1 extra
language

Orc: The Orc is ancther
tribal  race that often
plagues civilized lands.
They are large creatures;
big, ugly, and stupid.
Unlike Goblins, Orcs tend
to live near large
settlements  for the
purpose of raiding and
plundering them. Orcs
often take everything
more  seriously. What
humor they can manage generally leans towards the
sarcastic.

Free Skill: Weapon Mastery: club 1

Orion: The Crion are a
warrior race, said to have
been originaly spawned
by magic. Orions tend to
take little serioudly, often
not even mortal combat.
This despite the fact they
excel in the use of
weapons. Though fairly
human in appearance the
Orion is actualy a cold-
blooded race and only
thrives in warm weather
climates. Orion villages, though rare can typically
be found in tropical lands or swamps. In severe
cold the Orion suffers half movement and initiative
pendlties. The few Orion living in cold climates
will actually hibernate during the winter months.

Free Skill: Ambidexterity.

Rylar: The Rylar are an.
aguatic race; tall and
scay. Rylar have both
lungs and gills thus can
live above or under the
water. They must soak
their bodies every few
days or their scales will
begin to dry out and
become brittle suffering 10 ____
hit points of damage aday. =
Rylar prefer solitude, even from their own kind,
and will generally only suffer through the
companionship of others when striving for some
personal gain or goal. Once each year Rylar feel
compelled to return to their origina spawning
waters to mate. Failure to due so will distract the
Rylar (-3 awareness and initiative) until a full
month after the spawning period.

Free Skills: Swimming 5. Deep Sea Diving: 4.
Fishing 4

Step 2: Core Attributes

Every character is partialy defined by a set of core
attributes that represent their natural physical and
mental capabilities. To get the starting point value
for each Core Attribute simply roll a six-sided die
one time (1d6) for each attribute. Then distribute a
total of three additional points among the attribute
or attributes of your choice. A basic attribute may
not start with more than seven points unless thereis
nowhere else to put the bonus points (i.e. in the
case of very high die resultsin all attribute rolls).
Below you will read a basic description of each
Core Attribute.

Core Attribute Adjustment Ratings
As afunction of the Worlds of Heroes & Tyrants
game system each core attribute a character has is
aso assigned an "Adjustment Value'. The
Adjustment Vaue is used to determine certain
combat and mental capabilities as well as potential
bonuses the character might receive.

The adjustment value will be determined by the
current rating of the Core Attribute and is found by
referencing the following table.
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CoreAttribute Adjustment Table:

| Attribute: 1 23 45
| Adjustment: -1 0 +1

Strength: Strength is the character's physical
prowess. It represents the character's brute strength
and their knowledge of how to apply that strength.
A character can lift (30 x Strength) +100 pounds
when hislifting is tested. Additionally Strength will
allow the character to deal more damage in combat.
The Strength Adjustment is added directly to the
character's attack level. (See Step Four: Combat
Attributes).

Health: Thisisthe character's physical staminaand
constitution. It represents their ability to withstand
physical exhaustion as well as their natural
defenses to sickness and disease. Whenever the
character spends experience points to buy a Hit
Point (see Combat Attributes), his Hedth
Adjustment is the chance on a D6 that an additional
Hit Point will be gained for free. A negative
adjustment cannot cause the character to lose a Hit
Point.

Awar eness: This is the character's alertness; their
ability to quickly notice events happening around
them.

Beauty: The character's physical attractiveness and
skill at flaunting it.

Charm: This is the character's charisma,
persuasiveness and general leadership ability. This
attribute can heavily influence the loyalty of
underlings and friends the character has.

Intelligence: This is the character's ability to
reason as well as their accumulation of knowledge.
The intelligence adjustment is added to all spell
ratings (See Spells & Spell Casting). Whenever the
character purchases a Spell Point, his Intelligence
Adjustment is the chance on a D6 that an additional
spell point will be gained for free. A negative
adjustment cannot cause the character to lose a
Spell Point.

Dexterity: This is the character's agility and
reaction, and run speed. The Dexterity Adjustment
affects their Dodging skill rating and Initiative. It
also indicates the number of times a character may
attempt to dodge attacks in a single turn. Lastly, a
character may only gain Weapon Mastery levels
equal to his Dexterity Adjustment rating for each
weapon being mastered. Though a Level one
Weapon Mastery may be studied no matter how
poor the character's Dexterity is.

Core Attributes Adjustment by Race
Every race varies some in what they are and are not
naturally good at. This is presented by a racia
modifier to some of the Core Attributes.

? Dwarf: +1 strength -1 luck
? Elf: +1 Dexterity -1 strength

? Giant: +1D6 Hit Points, +2 Strength -1
Health, -1 Dexterity, no Luck

? Gnome: +1 Intelligence -1 Dexterity

? Goblin: +1 Dexterity -1 Intelligence

? Human: No adjustment, No adjustment
? Orc: +1 Strength -1 Intelligence

6-7 89 10-11 12-14 15 \
+2 43 +4 45 46 |

? Orion: +1 Dexterity -1 Strength, -2 Movement
? Rylar: +1 Health -1 Charisma, -1 Dexterity

Using the Core Attributes

At various points during game play the character's
abilities will be tested. This may be a test of
knowledge, a physical challenge (jumping a stream
for instance), or a socia problem (gaining an
informer's trust). The character's skill or attribute to
be used for a given situation will, naturally, be up
to the Ream Master based upon the particular
circumstances at hand.

Whether it is a core attribute or a skill being tested,
the method for determining the outcome is the
same. The challenging action, event or opposing
element is given a number based upon its general
difficulty. This will be termed the Difficulty Factor
or DF. An extremely easy DF would be zero. An
average DF is four and a very difficult challenge
would be seven or higher for the average starting
character. Thereisno limit to the DF range.

The player rolls the d6 once and adds the characters
core attribute or skill rating (whichever is being
tested) to the result. If a "6" is rolled then an
additional d6 is rolled and added to the first result.
1D6 is also ralled for the opposing task and is
added to the DF. Again if a 6 is ralled, then an
additional d6 is rolled and added to the DF. Note
that continually rolling 6 will allow more d6 ralls,
so with sufficient luck; there is no limit to the
potential results.

If the player's total was greater than that of the
Difficulty Factor's total then the character
succeeded, at least marginadly, in whatever was
being attempted. The higher the player's tota is
above the total for the DF the greater the success
will be. Likewise, if the DF total is equal to or
higher to the player's total, the character will have
falled. The greater the difference between the
opponent’s and character’s totals, then the greater
the failure.

Average Height, Weight and L ifespans by Race

Step 3: Misc. Attributes

Miscellaneous Attributes are those characteristics
that have no meaningful impact on the game rules,
yet clearly add to the detail and flavor of the
character.

Luck: Sometimes people just flat out get lucky, or
unlucky. Every once in a while, despite excellent
game play, those dice will just conspire against
you. For such occasions the character can utilize a
Luck Paint to try and change that luck. Characters
begin play with (1D6+3) Luck Points. A Luck
Paint is basically a "Save your butt" point. A luck
point may be spent to make any die result be re-
rolled. Once a Luck Point is spent, it is gone
forever. Luck points cannot be used to re-ral die
results during character generation.

Personality: This is a set of single word and/or
short phrases that are used to describe the
character's attitude, mind set, beliefs and everything
psychological and philosophical. The character will
receive experience points based on how accurately
the player role-plays the Personality Traits chosen
for the character (See Step Five: Experience).

Height, Weight, Age. These are datistics that,
while important to your character's description,
rarely play an integral part in game mechanics.
Assign your character the necessary descriptive
attributes to better describe his or her physical
traits. Keep your character's Race in mind when
deciding what numbers to use (See Step One:
Races). The table of averages is at the bottom of
this page.

Step 4: Combat Attributes

Combat Attributes are those game characteristics
which are used to determine at character's combat
prowess. These attributes are not usualy rolled for,
but are rather a tally of other factors. Factors such
as. the weapon and armor the character has, his
skill with the weapon, his strength, dexterity, and
other combat specific skills. Each Combat Attribute
and how to determineitsrating is described bel ow.

Hit Points: These represent the character's ability

Average Height Average Weight (Lbs) |Average Life

Race Male Female Male Female |Span (Years)
Dwar f 48" 44" 160 125 85
Elf 52" 46" 115 70 130
Giant 86" 82" 400 350 60
Gnome 45" 42" 130 130 80
Goblin 44" 47" 100 90 50
Human 58" 53" 160 120 55
Orc 6'3" 510" 230 185 50
Orion 6'8" 6'6" 210 180 100
Rylar 62" 5"0" 235 140 70
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to withstand physical damage. If the character gets
injured they will temporarily lose Hit Points. If
their Hit Points total ever reaches zero, the
character will become unconscious. Once
unconscious the character will regain one Hit Point
per turn until they reach atotal of one and become
conscious again. If the character's Hit Point total
falls into the negatives, with a negative total equal
to or below the character's Health, the character
dies.

Resting, using medicines or magic may restore Hit
Points. A character regains two Hit Points per full
night of rest, plus an additiona number of Hit
points equal to the character's Health Adjustment.
Healing cannot raise the character's Hit Points
above their normal Hit Point Maximum.

To determine the character's starting Hit Points, rall
two six sided dice (2D6), adding the results
together. Add a number of additional D6 equal to
the character's Health Adjustment. Once initially
determined, from that point forward the Character's
Hit Point Maximum can only be raised by using
Experience Points to purchase additional Hit Points
or via certain magical effects.

Spell Points: Spell Points represent the character's
mystical stamina. They are used to cast spells. To
determine a character's number of starting Spell
Points, roll 1D6. Add a number of additional D6
rolls equal to the character's Intelligence. Once
initially determined, from that point forward the
Character's Spell Point Maximum can only be
raised by using Experience Points to purchase
additional Spell Points or via certain magical
effects. A character's Spell Point total will return to
maximum once they have received a full night's
rest. Failing to get a full night's rest would only
allow the character to partially replenish spent Spell
Points.

Initiative: Thisis how quickly the character is able
to react. Initiative rolls will determine who gets to
act first in combat. The character's Initiative is a
combination of a number of factors. The "Base"
initiative is the characters Dexterity. Added to this
is one point for each Weapon Mastery level the
character has with the weapon in use, or in the case
of a spell being cast, plus the character's
Intelligence Adjustment. Then subtracted from this
number are any initiative penaties for the weapon
and armor types the character is using/wearing.
Finaly, aD6 isrolled and the result is added to this
total every time initiative needs to be determined. If
a"6" is rolled on an initiative roll, then add that
result to the initiative and then roll an additiona
D6. Repeat this process for each six that isrolled.

The character with the highest initiative gets to take
the first action, the second highest gets second
action and so on. In case of atie both characters go
at the sametime.

Dodging: Dodging is the character's ability to
avoid being hit. The character's dodging rating is
pitted against the attacker's Attack Level, with both
sides ralling a D6 and adding it to the result. As
usua if a"6" is rolled, add the result and add an
additional D6. If the character's Dodge result is
higher, then the character successfully dodges the
attack. If it is a tie then +2 is added to the
character's Defense Level for the purpose of rolling

the Defense vs. that attack. Otherwise, the character
is hit and combat proceeds to dealing damage.

The character's base Dodging rate is equal to their
Dexterity Adjustment. In combat, 1D6 isrolled and
added to the base Dodging rate whenever a dodge
is performed. Additions to Dodging may be
purchased with experience. A character may
attempt as many dodges in a single combat turn as
their Dexterity Adjustment. If a character is
attacked and they have no Dodge attempts
remaining to them that combat round, then
automatically proceed to damage dealing.

Attack Level: This is a combination of the
character's ability to hit an opponent and to deal
damage. The character's Attack Level is equa to
the Attack Level of the weapon the character was
using plus any Weapon Mastery levels the
character has. This is added to the character's
Strength Adjustment. Like usual, 1D6 is added to
the character's Attack Level whenever conducting
an attack roll. The attacker and defender roll their
dice simultaneously.

If the attacker rollsa"6" on the attack an additional
D6 is rolled and added to the previous result as
usua. Furthermore, when a six is rolled, if the
attacking character has one or more Weapon
Mastery levels with the weapon in use, then an
addition 1D6 is adso rolled for each and every
Weapon Mastery level. Unlike most rdlls in the
Worlds of Heroes & Tyrants system, the bonus
Weapon Mastery D6 rolls are NOT open ended.
Which is to say, if a"6" is rolled on the Weapon
Mastery bonus dice, then no extra bonus dice above
and beyond the initial bonus dice are received.

Example

Dorf the fighter has a Level 2 Mastery with a Short
Sword (Attack Level 2), giving him a base Attack
Level of 4 (2 W.M. Levels +2 for the short sword).
In addition to that, Dorf is fairly strong, with a
Strength of 6, giving him an additional +1 from his
Strength Adjustment. Thus Dorf has an Attack
Level of 5. On any normal attack, Dorf's player
gets to rall 1D6 and add his Attack Level of 5 to
that dieroll result. Now, if the player rollsa"6" on
the initia attack roll (an 11 attach thus far: 5+6),
the player first gets his standard free dice. Let's
assume he does not roll another "6", and instead
rolls a 3 (attack of 14 thus far: 5+6+3), and thus
receives no more free dice on the base roll. Now,
Dorf had two Weapon Mastery levels with a short
sword. Because of that the player now gets to roll
two more additional dice (2D6). He rolls them; let's
say getting results of a 2 and 6. Since these are
Weapon Mastery bonus dice, that "6" does not
receive yet another bonus dice, so Dorf gets to add
the 8 points to hisrolling total (5+6+3+6+2), for an
Attack roll of 22, fairly impressive.

Once the attack rall has been figured, the defender
may then attempt a Dodge rall, trying to beat Dorf's
attack roll of 22. That's not likely to happen, so
upon failing to dodge, the defender would then rall
his defensive roll (See below). If the defensive rall
were greater than the attack roll, then no damage
would be dealt. If the defensive roll were less than
the attack roll, then merely subtracting the defense
roll from the attack roll would indicate the amount
of damage Dorf did to his foe. (See example below)

Defense Level: Defense Level is a combination of
the character's ability to minimize the impact of an
attack and the strength of their armor and other
defensive items worn. Like Dodging, a result from
a D6 is added to the character's Defense Level. As
usua thisis an Open Ended rall; meaning that on a
roll of "6" the six gets added to the Defense Level
and then an additional dice is rolled to be added to
that result. Defensive items are most often things
such as a suit of armor, but can aso include a
shield, perhaps a staff, or even mystical defenses.

Example

Gunger is the unfortunate fool that must face the
swordsmanship of Dorf. Gunger is wearing a suit
of leather armor (Def Lv 2) and is also carrying a
medium shield (Def Lv 2), thus making his normal
Defense Level 4 (2+2). But Gunger aso has a
mystical cloak that provides him an additional +1
to his Defense Level, making his Defense Level a
5. Weve aready determined Gunger had failed his
Dodge attempt. So now its time to roll his defense,
a D6 isralled, the dice turning up a 4. So Gunger
managed a total defensive roll of 9 (5+4), thus
received 13 total points of damage from Dorf's
attack (22 attack - 9 defense = 13 damage).

Lastly, to complete our example, page forward to
"Step Six: Equipment” to read the section on Break
Factors. Because Dorf had rolled a six for his
attack, there was a chance that Gungar's cloak,
armor, or shield would become damaged due to that
attack.

Step 5: Experience

Experience Points are the primary measure of skills
and abilities in the Worlds of Heroes & Tyrants
RPG. All starting characters receive 50 Experience
Points with which to initially purchase skills,
spells, and improvements to their core attributes
and select combat attributes. Players may opt to
spend all of their starting Experience Points or save
some of them to be applied to their character |ater.

Through Adventuring and training the character
will earn additional Experience Points, which are a
mark of the character's improvement. Experience
Points may be spent to improve attributes or skills
as well as acquire new skills and spells. As a
character gains more Experience Points it is
important that the player keep track of total
Experience Points gained and total Experience
Points as of yet, unspent. See the "Power Mongers"
section on for more information on keeping track of
Experience Points.

Gaining Experience Points

There are basically four different ways for the
characters to gain experience point. These are
determined by the Realm Master through the course
of an adventure and awarded to the players at the
end of each game session.

Per sonality Traits: Award 2 Experience for each
Personality Trait the player accurately role-plays.
This means if the player selected greedy as a
personality trait, then their character will earn 2
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Experience Points in any adventure where that
character acts greedy.

Strength of Foe: Award 1 Point per 25 Experience
Point Strength of a defeated foe. In this, a foe can
be defined by anyone who has chosen to oppose the
player characters, beit in direct combat, trickery, or
even simply political opposition. Defeating a foe
can mean anything from merely thwarting a
political or business rival to physically overcoming
monsters or other enemies in combat.

Hours Played: Award 1point per hour the player
participated in the game.

Realm Master Bonus: Ream Masters can award
bonus Experience Points based on anything they
wish to promote as good play in the games they
run. This could be the honesty of the players,
creative thinking, ssmply showing up on time, etc.

Spending Experience Points

The following is a list of al things Experience
Points may be spent on. How much experience is
needed to advance an attribute, skill, spell, magical
ability or anything else will depend on the current
rating of the field being modified. Everything that
may be purchased with Experience Points is given
a classification that will indicate which of the
following tables will be used to chart its
advancement (noted in parenthesis beside the
heading). The number listed under each level rating
indicates how many Experience Points must be
spent toraise the field 1 point.

Example: Godfrey has a strength of 3 and wants to
increase it to 4. He knows that he needs to
reference Table 1 (below) in order to find how
much experience must be spent. In this case, it
requires 12 Experience Points to advance. This is
the number listed under rating 3 on Experience
Table 1, which is the table used for advancing Core
Attributes.

? Core Attributes (Table 1): Core attributes
can be raised to a maximum of 15.

? Dodging (Table 1): The character's Dodging
Rating may only reach a maximum of 15. The
base Dodging Rating is equa to the
character's Dexterity Adjustment. Any
additions to Dodge bought with Experience
are considered bonuses to the Base Dodging
Rating. A total of 9 bonus points may be
purchased. When determining the character's
Rating for purposes of buying additional

bonuses, add the character's current bonuses
and Dexterity Adjustments together.

? Skills (Table 2): Skills are he character's
ability to apply knowledge through any
physical and/or mental means available to the
individual. Skills represent the application of
a character's attributes using life knowledge.
l.e. attempting to lift a boulder is a use of the
Strength attribute, but to throw it accurately is
a skill. Simply put, if an action is not magic
and the testing of an action can't be covered
by one of the Core Attributes, or any other
attribute, then it is the character's "Skill"
pertaining to that which is being tested. See
Skills & Using Skills. Skill ratings have no
limit to how high they may go. Rating points
must be individually purchased for each and
every skill.

? Spells (Table 2): Spells are the use of
mystical energies to accomplish a desired
effect. Each desired effect must be learned by
the spell caster as a separate spell. Every spell
cast will require the use of a Spell Paints (See
Spells & Spell Casting on page ). If a
character does not have the required Spell
Points to cast a spell, then the spell cannot be
cast. or only may be cast at a power level for
which the character does have Spell Points
for.

? Spell Points (Table 2): Spell Points are used
to cast spells. The number of Spell Points
required to cast each spell is defined by the
design elements of each spell (See Spells &
Spell Casting on page). 50 Experience Points
required per level rating beyond 15.

? Initiative (Table 3): These are bonuses to the
character's initiative die rolls. A total of 6
bonuses may be purchased for initiative.
When determining the Experience needed to
gain a bonus point, consider only the rating of
the character's current bonus, not the
Dexterity Bonus (thus, it costs 8 to go from
zero to one).

? Weapon Masteries (Table 3): These are
skills which involve wielding weapons with
greater than average proficiency. A separate
rating must be learned for each and every
weapon that is to be mastered. Weapon
Masteries are then added directly to a
character's Attack Level. In addition, any

Experience Table 1:

Rating 0 1 2 3 4 5 6 7 8 9 10 11 12 13 14
Experience: 3 5 8 12 17 23 30 38 47 57 68 80 93 108 125
Experience Table 2:
Rating 0 1 2 3 4 5 6 7 8 9 10 11 12 13 14
Experiencee 5 2 4 6 8 10 12 14 16 18 20 22 24 27 30

Experience Table 3:

Rating: 0 1 2 3 4 5
Experience: 8 15 25 40 60 100

attack roll of "6" rolled in combat indicates
that a character not only receives the standard
open ended bonus D6, but aso receives
additional, non open ended D6 for each level
of the Weapon Mastery. A Weapon Mastery
rating may not exceed the character's
Dexterity Adjustment (One Weapon mastery
is dways alowed regardless of character's
Dexterity).

? Magic Smithing (Table 3): Thisis the ability
of creating mystical items. See Spells & Spell
Casting for full details on the Magic Smithing
skill. Magic Smithing may only be learned up
tolevel six.

? Permanent Magical Effects (Specia): This
skill is much like that of Magic Smithing
except the magic being placed into the item is
permanent (see Spells & Spell Casting for full
details). A character must have arating of 6 in
Magic Smithing before any ratings may be
learned in Permanent Magical Effects. The
experience required to advance ratings in this
ability are double that listed for Experience
Table 3. i.e, to go from level 2 to 3 would
cost 50 Experience Points.

? Hit Points (Specid): A Hit Point can be
purchased with 5 Experience Points.
Whenever experience is spent to gain a Hit
Point, the character has a chance to gain
another Hit Point for free. Whether or not the
free Hit Point is gained depends on the roll of
a D6. If the result is less than or equa to the
character's Health Adjustment, the bonus Hit
Point is earned.

Example: Dorf spends 5 Experience Points to
go from 9 hit pointsto 10. His Health attribute
is 7, making his Health Adjustment a 2. Thus
arall of 1 or 2 on the 6 sided die earns Dorf 2
Hit Point instead of just 1.

? Spell Points (Specia): A Spell Point may be
purchased with 4 Experience Points.
Whenever experience is spent to gain a Spell
Paoint, the character has a chance to gain
another Spell Point for free. Whether or not
the free Spell Point is gained depends on the
roll of aD6. If the result is less than or equal
to the character's Intelligence Adjustment, the
bonus Spell Point is earned.

? Luck (Specia): Additional Luck Points may
be purchased for 4 Experience Points.

Step 6: Equipment

Money and Valuables

Each character starts with 65 money. Use whatever
money system you prefer: gold, silver, dollars,
rocks, bottle caps, etc. With money the characters
may buy weapons, armor, shields and cther items.
During the course of play characters will have the
opportunity to gain more money with which to
purchase additional items, weapons, etc.

Weapons & Armor
Each item has 4 listings in the tables below. They
are Attack or Defense Level, Initiative Penalty,
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Break Factor and Cost. Additionally, weapons and
shields will have a listing that tells how many
hands (1 or 2) are needed to use that item.

? Attack level: offensive power of the weapon

? Defense level: Defense power of armor or
shields

? Initiative Adjust.. How much slower the
character using it will be. Initiative penaties
are subtracted from the character's initiative
rolls.

? Break Factor: The Break Factor of an item
tells the Realm Master how likely the item is
to break if hit very hard. If adefender rollsa 6
in combat there is a chance that the attacker's
weapon will break due to impact. Likewise, a
6 from the attacker has a chance to destroy the
armor or shield (whichever absorbs most of
the impact) used by the defender. To save the
item from being broken, a roll on a D6 is
needed. If the roll is greater than the Break
Factor of the item, then it does not break.

Notes:

? A staff aso provides its wielder with a +1 to
defense.

? A Horseman's Lance only has an Attack Level
of 2 if used as weapon by someone not on
horseback.

? Quiver can hold up to 25 arrows or bolts and
cost 5 money. Arrows and cross bolts cost 4
money per dozen. Cross Bows have a +2
initiative on any round where the crossbow
was loaded prior to the start of the combat
round. They have a -5 initiative on any combat
round where the character must load the
weapon that same round.

Fixing Damaged Weapons & Armor: Weapons
and armor can be damaged in battle. For a weapon
this often means that it becomes cracked or even
broken in half and largely unusable. For armor the
first damage done to it may simply reduce its
defense level by 1, though additional damage may
eventually render it useless. Broken weapons
typically cannot be repaired, or repairing them cost
as much, if not more than buying a new one. Armor
often can be repaired, with the cost relative to the
damage it sustained. Fixing armor can range in cost
from a mere 10% of its origina cost right up to
about 90%.

Step 7: Character Backgrounds

The players should now invent a history for their
character. This should include such things as place
of birth, family, and any other important peoples.
Players are encourage to create full and rich
histories for their characters so the Realm Master
can use that information as a source to provide the
character both friends and ties to the world being
played in and potential foes and problems from the
character's past.

ArmorsList
Defense | nitjative Break
Armor Level Adjust. Factor Cost
Hides/Skins 1 0 5 8
Leather Armor 2 0 4 14
Chain Jerkin 3 -1 3 20
Full Chain 4 -2 3 25
Banded Mail 5 -3 2 55
Plate Mail 6 -4 1 80
M elee Weapons List
Attack | nitiative Break
Weapon Level Adjust. Factor Cost Hands
Dagger 1 0 2 5 1
Staff 1 0 3 5* 2
Lance 2 -2 1 12 2
Hand Axe 2 -2 1 11 1
Mace 2 -1 3 10 1
Short Sword 2 -1 2 11 1
Spear 2 0 3 8 1
Long Sword 3 -2 2 23 1
Bastard Sword 4 -3 1 30 2
Horseman's Lance 4 -3 1 30*1 1
Giant Sword 5 -4 2 45 2
Great Axe 5 -4 1 55 2
Ranged Weapons List
Attack | nitiative Break
Weapon Level Adjust. Factor Cost Hands Range
Long Bow 4 -4 1 28 2 180
Short Bow 2 -1 1 15 2 55
Cross Bow 5 +2/-5 1 23 2 80
Shield List
Defense Initiative Break
Shield Level Adjust. Factor Cost Hands
Buckler 1 0 3 7 1
Medium 2 -1 2 16 1
Full Body 3 -3 0 30 2
Services and Supplies/ Animals List
Services and Supplies Cost |Animals Cost
Dray Rations (1 week) Riding Horse (Att O, Def 1, HP 10, D O, | 1) 50
Tinder Box Medium Horse (Att 0, Def 1, HP 16, D O, | 1) 75
\War Horse Armor (Def 2) 35 |War Horse (Att 3, Def 1, HP20,D 0, | 1) 200
Rope 50 3 [Dog(Att 2, Def 0, HP 4, D 3, 1 3) 6
First Aid Kit Hawk (Att 2, Def 0, HP 2, D 5, | 5) 100
Stabling Fees (per day) Elephant (Att 6, Def 2, HP 35, D 0, | 0) 350
Meals (per meal) 2-5 |[Tiger (Att 5 Def 1, HP 20, D 2, | 3) 150
Lodging (per night) 2-10 |Pegasus (Att O, Def 1, HP 16, D 1, | 2) 700
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SPELLS AND SPELL CASTING

This section will cover the use of magic, from the
design and effects of spells and the creation of
mystical items.

Designing a Spell

Magic can achieve nearly any given task. How
effective the spell is depends on the caster. Spells
with greater ranges and longer lasting effects are
tougher to learn and require more spell points to
achieve their desired effect.

In W.H.A.T. players design their own Spells. In
order to do so, the players determine the desired
effect of a certain spell, them work with the Realm
master to calculate what is required to make the
spell work. All Spells start with a zero difficulty.
This number is modified according to 20 special
circumstances. If the spell involved does not
involve any of the following circumstances, the
Spell Difficulty Factor (SDF) remains zero.

1 Range 11-100 yards

Range no further eyesight
Unlimited range

Duration no greater than 1 hour
Duration no greater than 1 day
Duration no greater than 1 week
Duration no greater than 1 month
Duration no greater than 1 year
Unlimited Duration

Multiple targets (<=6)

Multiple targets (<=50)

Multiple targets (<=100)

Mass number of targets (<=500)

N O O WN

9-11
12

13

14
15-20

Add one DF to the spell for each one of the listed
circumstances the spell needs to function, excepting
Unlimited Duration which adds 3 SDF, and Mass
number of targets which adds 6 SDF. The SDF
cannot exceed twenty.

Spell Design Example # 1: Dorf decides to create
aFire Ball spell. He only wants it to affect 1 target,
be able to launch it up to 10 yards, and have
duration of only one round. This spell does not
include any Spell Difficulty Factors from the above
chart, thus has a Spell Difficulty Factor of zero.
Dorf spends the 5 Experience Points needed to
attain a level 1 Skill Level for his Fire Ball spell.
He then subtracts the SDF rating of zero from his
Skill Level of 1 tofind he still has a Casting Ability
of 1.

Spell Design Example #2: After many months of
adventuring Dorf has acquired a lot of unspent
Experience Points and now wishes to design an
extremely potent spell. He decides on a Turn
Peopl e to Stone spell which will have a duration no
greater than one year (+5 SDF), range no greater
than eyesight (+2 SDF), and have a mass number of
targets (up to 500. +9 SDF). Dorf's Turn People to
Stone spell will have atotal Spell Difficulty Factor
of 16. Hell need to spend a lot of Experience
Points point to get a high Skill Level if this spell is

to have any hope of being cast successfully (see
below). Dorf spends 368 Experience Points to get a
Skill Level of 18 in his new Turn People to Stone
spell. Subtracting the SDF of 16 from his Skill
Level, Dorf ends up with only a Casting Ability of
2 with this spell. Still, any man potentially capable
of turning 500 people to stone ought to be feared.

Players should be encouraged to design spells with
as many details fleshed out as possible. For
instance, how does Dorf's Fire Ball spell launch the
fire ball forward? Does it simply shoot forth from
Dorf's hand? Perhaps from his elbow, chest, or
maybe even his foot? Or maybe the Fire Ball forms
in Dorf's hand and it requires him to physicaly
throw it. These details can be important to game
play as it provides everyone a clearer idea of what
is happening and alows the Ream Master to
effectively judge the effects of and respond to the
player's decisions on how they use the spell. Also
keep in mind that Ream Masters may add
additional Spell Difficulty Factors for nearly any
reason, but usualy for spells that attempt to
circumvent the existing rules and limitations
somehow.

Spell-casting

The SDF (Spell Difficulty Factor) of a spell is
subtracted from a character's Skill Level to arrive at
the Casting Ability of a spell. Casting Ability can
be positive or negative numbers, or even zero.
Thus, if a character has a Plant Growing spell that
can affect any plant within eyesight (+2 SDF),
affect up to 50 targets (+2 SDF) and last up to aday
(+2 SDF) it will have a Spell Difficulty Factor of 6.
Say, through spending experience points, the
character advances his Plant Growing spell up to a
Skill Level of 5. That would give the character a
Casting Ability of —1. Also affecting the Casting
Ability is the character's Intelligence Adjustment.
This will either subtract one, or add from 1 to 6 to
the character's Casting Ability with that spell. Well
assume the character has an Intelligence of 5, and
thus an Intelligence Adjustment of +1. This +1 is
added to the Casting Ability of -1 to give the
character an actual Casting Ability of zero when
casting the Plant Growing spell. When the spell is
cast, 1D6 is rolled and the result is added to the
Casting Ability of zero. In most cases when a spell
is cast, weather it be at a person, or simply to gather
information, the player's roll will be facing a
difficulty factor rolled by the Realm Master.

Casting a spell will use a character's action for the
turn and may not be done on the same turn as
another action was taken (exception: see Power
Mongers). Whenever a spell is cast, the player must
spend Spell Points to power the spell. To cast a
level 10 spell a character must cast expend 10 Spell
Points. The amount of Spell Points required to cast
a spell is NQOT the character's Casting Ability with
that spell, but rather their Skill Level with that
spell. Referencing our examples above, the number
of Spell Points required to cast Dorf's Turn People
to Stone spell is 18; which is Dorf's Skill Level
with that spell prior to the Spell Difficulty Factor
and Dorf's Intelligence Adjustment modifying
thingsto arrive at his Casting Ability.

A character does not need to cast a spell at his’her
maximum Skill Level if they do not wish to. Any
number of Spell Points may be spent, ranging from
zero up the character's Skill Level for a particular
spell, when casting a spell. The number of Spell
Points used will represent the actual Skill Level
when determining the Casting Ability for a spell.
For instance, if Dorf were to only spend 10 Spell
Points when casting his Turn People to Stone spell,
the SDF of 16 for that spell would be subtracted
from the Level 10 power (Because heis only using
10 Spell Paints) of the spell to give Dorf a negative
6 Casting Ability if casting this spell with only 10
Spell Points. So why would a character opt to use
less Spell Points than the maximum possible? Well,
sometimes the maximum would simply be overkill
and waste of valuable (and limited) Spell Paints. If
a character with a Skill Level 15 Spark Fire spell
merely wanted to light atorch, he would likely only
use 0, 1, or 2 Spell Pointsin order to cast a spell at
levels 0-2 and use only that many Spell Paints. If
he cast it using al 15 Spell Points he would merely
be wasting 12 or more Spell Points and instead of
just lighting the torch, odds are he would set the
entire room ablaze with such a powerful spell. If a
character spends zero Spell Points to cast a spell,
then the Skill Level is automatically considered to
be negative 2.

Spell Casting Example #1: Dorf gets ambushed
by a Thief who steals his money bag and is now
running away from him. Dorf knows he is slow so
decides to use his Fire Ball spell to try to stop the
Thief. The Realm Master decides that since the
Thief is running away and has his back turned to
Dorf that the Thief should get a penalty to his
Dodging. Dorf's player rolls a 4, adding that to his
Casting Ability of 1 with this spell, to get a result
of 5. Dorf's player remembers to subtract 1 Spell
Point from Dorf's character sheet. The Thief has a
Dodge of 2, which the Realm Master reduces to 1.
He then ralls a 2, giving the Difficulty Level a
result of 3. Dorf got lucky and hit the Thief. Since
the Fire Bal spell aso has the potentia to do
damage, the Realm Master now |ooks at the Thief's
Defense Level of 1 (he is wearing Hides). The RM
rolls a 3, adding that to the Defense Level of 1 to
get a total defense roll of 4. The Thief only takes
one Hit Point of damage (att 5 - Def 4 =1) and
keeps on running, successfully getting away. Better
luck next time Dorf.

Spell Casting Example #2: Erknar the Wizard has
been studying Dorf for a while now, from afar. He
checks on him every day. Erknar accomplishes this
with his Far Seeing spell. Erknar has a Casting
Ability of 8 with his Far Seeing spell, a true feat
since it is a complex spell and can track Dorf's
activities for an entire day, and at a great distance.
Dorf, however, wears a magica ring with
protection against scrying attempts, so Erknar's Far
Seeing spell is not always successful. Erknar rolls a
4, added to his Casting Ability of 8 gives his far
seeing attempt a 12. Dorf's ring gives him a level 4
protection against scrying; he rolls a 5, giving him
a defense of 9 in this instance. Erknar's spell is
successful today and his Far Seeing spell quickly
shows him Dorf's activities for the day.
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Magic Smithing:

This is the ability to create magical items. The
Smith does not actually create the magic item, but
rather projects magic into an item. Nearly any ietm
can be instilled with magic in this fashion. Thiswill
be represented by magical charges. Each charge
used reduces the remaining charges by one. Once
used up there will be no magic left in the item.

In order to place magic into the item the smith must
first be able to cast the spell that is desired to be
imbedded into the item. This spell is cast as normal
and the effects are projected into the item rather
than functioning in the usual manner. An additional
5 Spell Points must be spent beyond the spell's
normal requirement for each charge inserted in the
item. However, before the Magic Smith may place
magical charges into an item, he must first prepare
the item. It will take 8 full hours of work for each
spell level to be placed into the item, multiplied by
the number of charges to be placed into the item.
Hence to place a spell with a final Spell Level
Rating of 7 into an item, with 6 charges (times the
magic may be used), it would take the Magic Smith
336 hours to prepare the item to receive the magical
charges (8 hoursx LV 7 = 56 x 6 charges = 336)

Example: Roi the Magic Smith attempts to give a
rope the ability to stand straight so it can be
climbed at any time. He casts a telekinesis spell
with a final Spell Level Rating of 5 (SDF of zero)
on the rope and pays 10 spell points (5 for the spell
+5 for Smithing it) per charge. He then has amagic
rope.

The magical effect will placed into the item will
have a maximum rating equal to either the Spdl
Level Rating or the Magic Smithing rating,
whichever islower. This, in the previous example,
Roi must also be alevel 5 Smith in order to put the
spell in. If he were Smith level 4, then the
embedding would still cost 10, but only install a
level 4 magicintotheitem.

Permanent Magical Effects

This skill is much like that of Magic Smithing
except the magic being placed into the item is
permanent. A character must have a minimum
rating of 6 in Magic Smithing before any ratings
may be learned in Permanent Magical Effects. Like
Magic Smithing, the rating of the magic to be
installed into the item is limited to the lower of the
Spell Level Rating and the Permanent Magical
Effects level.

Permanent bonuses may also be added to weapons
and armors. A +1 to the Attack Level of a weapon
or to the Defense Level of armor may be added for
every 2 points a character hasin this skill.

Like Magic Smithing, placing permanent magical
effects into an item is very difficult and time
consuming, but even more so. It will take one
month of continual work (assuming a full days
work) for each level of the magic to be smithed into
the item. Hence to add a permanent level 5
telekinesis to the rope would take the Magic Smith
five months worth of solid work.

Skills & Using Skills

Skills are treated somewhat like spells, only they
are of a non-magical nature. Skills represent the
ability to accomplish certain tasks, or to know
certain knowledge. Some examples of skills would
be farming, blacksmithing, carpentry, cooking,
hunting, tracking, first aid, tanning, basic math,
geometry, architecture, etc. All characters are
automatically assumed to know a few basic skills;
skills such as: 1) The ability to speak the language
of their birth, 2) Basic cooking, 3) The basic lore
and/or religion of their people, etc. If a Readm
Master is nice, he or she may even alow the
characters to begin knowing how to read and write
the character's native language, swim, and a few
other mundane skills. Others may require players to
purchase such skillswith their starting experience if
the player wants their character to have those skills.

Skills may not be selected in an attempt to
circumvent or replace existing game attributes. For
instance, the skill of weight lifting would not make
the character's Strength increase, though it could
become handy when lifting extremely heavy items
and the Ream Master would probably grant the
character bonuses to do so. The Skill of Weapon
Mastery could not be studied using the Skills
advancement table, as Weapon Mastery Levels are
clearly purchased using Experience Table Ill. If a
character has no Skill Level in a given skill, then
they are automatically assumed to have a negative
2 Skill Level with that skill. This makesit possible,
though unlikely, for a person without the specific
knowledge of a particular skill, to still successfully
do that skill.

Example of Skill Use #1: Dorf is traveling
between towns. It is time to pitch camp for the
night so Dorf selects a clearing and pitches his tent.
He would like to conserve his dry food rations, so
Dorf goes into the woods and tries to hunt. Dwarf
has a Hunting Skill Level of 4. Dorf's player rolls
the die, getting a 3, so Dorf has a hunting attempt
of 7. The Ream Master decides this particular area
of forest is well populated with wild animals, so
sets the Difficulty Level at only 2. The Ream
Master rolls a 2, giving him a total Difficulty result
of 4. Dorf beat that, so looks like hell have caught
dinner. The RM decides he caught awild boar.

Example of Skill Use #2: Dorf just finished
dragging his wild boar back to his campsite. Dorf
butchers the boar in preparation to cook it. He has
no skill at tanning and the player decides to roll for
it at a -2 would be a waste of time, so he doesn't
even try. Thus Dorf will get no value from the
boar's hide. That's ok, he just wanted Dinner
anyway. Dorf has a Skill Level of 1 in Cooking.
Dorf's player rolls a 1, adding that to his Skill Level
of 1 to get a cooking attempt of 2. The Ream
Master decides that Dorf has no spices and a poor
campfire in which to cook the pig, so gives this
cooking attempt a Difficulty Level of 4. The RM
rollsa 3. (skill result 2 - difficulty result of 7, = -5)
Looks like Dorf failed his cooking attempt by a
long shot. That'll be some poor tasting food. Being
Pork, the RM may even rall to see if it was under
cooked and will end up making Dorf sick.

Power Mongers

Power Mongers are those characters that have
advanced in skills and abilities so much that they
are no longer mortal, having joined the ranks of the
Immortals and the Overlords. Becoming an
Immortal or an Overlord is NOT easy and requires
agreat deal of successful adventuring. It is a level
of advancement that most characters will never
achieve.

Immortals

Immortals are highly evolved characters that are no
longer mortal at al. They have reached a state of
mental, physical, and possibly magica
advancement that has brought them one major step
closer to becoming an Overlord. To become an
immortal a character must have a 12 or higher in at
least 3 core attributes and have no more than one
attribute score lower than 5. The character must
have accumulated at least 5,000 Experience Points
and have a minimum of 150 Hit Points. Once a
character has met these requirements they may
spend 500 Experience Points to become an
Immortal. Below are the benefits of Immortality:

? Immortals regain 25 Hit Points per full night of
rest, plus an additional number of Hit points
equal to the character's Health Adjustment.
Healing cannot raise the character's Hit Points
above their normal Hit Point Maximum.

? Immortal's have tremendous willpower and this
willpower will create an invisible aura of
protective energy around the Immortal
whenever they are conscious. This aura will
provide the character bonuses to their Defense
Level, with the bonus equal to the character's
Intelligence Adjustment.

? Immortal's do not age and will never becomeill
and can't be affected by non-magical poisons.

? Immortals will instantly sense the aura of
another Immortal or Overlord if within a mile
of that person. Immortals can aso sense all
magic within 100 yards and get +5 to
Determine Magic skills.

? Immortals do not become unconscious when
their Hit Points fall into negative numbers.
They do not die until their Hit Points are
reduced to a negative number equal to negative
three times their Hedlth attribute - (3 x Health).
However, if their Hit Points fall below the
negative equivalent of their Health, then they
will lose 1 point to their Health attribute.

?In combat, both on offense and defense,
Immortals get to roll an additional die
whenever they roll a5 or 6, rather than just a 6.
However, after the first rall, only a roll of 6
will earn the character yet ancther free die.

? Immortal's also have the potential to be partially
empathic to the thoughts of others. If they
spend 250 experience points they will gain the
ability to always sense the true emation that
another person or anima is feeling.
Additionally, once this ability has been
purchased, Immortals have the potential to
learn a Level 7 Weaponry Mastery skill in any
weapon they already have mastered to level 6.
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The Immortal must aso aready have 15
Dexterity before they can purchase LV 7
Weapon Mastery for any weapon. This costs
350 Experience Points for each weapon raised
tolevel 7.

? Immortals have the potentia to be much faster
than normal mortals. This can allow them to
have two actions per round where normal
mortals only have 1. This could be used to cast
two spells, attack twice, or conduct any two
actions. This ability cost 500 Experience
Points.

? Immortals have a number of Essence Points
(see below) equal to their Intelligence
Adjustment.

Overlords

Overlords are extremely powerful creatures and are
as far above Immortals as Immortals are above
mortals. They are often worshiped as gods by less
advanced civilizations. Overlords are naturaly
more comfortable in the Upper Realms, a series of
mystically sustained aternate dimensions, than
they are in the reams of morta men. In fact,
Overlords draw substantial power from the Upper
Realms and can grow weaker among the realms of
men until such a time as they return to the Upper
Realms.

To become an Overlord a character must have a 15
in at least 3 core attributes and have no more than
one attribute score lower than 7. The character must
have accumulated at least 12,000 Experience
Points, have a minimum of 350 Hit Points, and
already be an Immortal. Once a character has met
these requirements they may spend 750 Experience
Points to become an Overlord. Overlords have all
the abilities of an Immortal, plus the following
enhanced and/or additional skills & powers.

?Overlords regain 100 Hit Points per full night of
rest, plus an additional number of Hit points
equal to the character's Health Adjustment x 10.
Healing cannot raise the character's Hit Points
above their normal Hit Point Maximum.

?Overords have tremendous willpower and this
willpower will create an invisible aura of
protective energy around the Overlord at all
times. This aura will provide the character
bonuses to their Defense Level, with the bonus
equal to the character's Intelligence Adjustment x
2.

?Overlords may shape change into any alternate
form, living or otherwise, a will. They must,
however, maintain the same mass as their true
salf.

?Overlords will instantly sense the aura of ancther
Immortal or Overlord if within ten miles of that

person.

?Overlords do not become unconscious when their
Hit Points fall into negative numbers. They do
not die until their Hit Points are reduced to a
negative number equal to negative five times
their Health attribute - (3 x Health). However, if
their Hit Pointsfall below the negative equivalent
of their Health, then they will lose 1 point to their
Heslth attribute.

?In combat, both on offense and defense,
Overlords get to roll an additional die whenever
they roll a 4, 5 or 6, rather than just a 6.
However, after the first rall, only aroll of 6 will
earn the character yet ancther free die.

?Overlords have the potential to learn a Level 8
Weaponry Mastery skill in any weapon they
already have mastered to level 7. This costs 500
Experience Points for each weapon raised to
level 8.

?Overlords have the potential to be much faster
than Immortals. This can allow them to have
three or more actions per round. A third action
per round cost 1,000 Experience Points, a fourth
action costs 2,000, a fifth action 4,000, a sixth
action 8,000, etc.

?Overlords may teleport anywhere among the
realms of men at will. They may do this an
unlimited number of times. Only locations
protected from teleportation with at least alevel
6 magic can deny an Overlord access via
teleportation.

?Overlords may learn Magic Smithing levels and
Permanent Magic Smithing levels above 6. A
level in Magic snithing must be attained before
the equivaent level in Permanent Magic
Smithing can be learned. Additional levels in
Magic Smithing can be learned at a cost of 250
Experience Points while additional levels in
Permanent Magic Smithing cost 500 Experience
Points. Each point of magic beyond level 6 for
Permanent Magic Smithing requires 6 months of
constant smithing work instead of 1.

?In addition to those Essence Points they had as
Immortals, upon becoming an Overlord the
character receives +10 Essence Points. They also
gain additional Essence Points based upon the
number of mortal worshipers they have. An
Overlords gets +4 Essence Points per exponent of
10 number of worshipers they have.. Thus, 10
worshippers give +4 Essence Points, 100
worshippers give +8 Essence, 1,000 worshippers
+12, 10,000 worshippers +16, 100,000
worshippers +20, etc.

?OQverlords can only draw the Essence Points from
their worshippers while in the Upper Reams.
When in the realms of men they may still use
Essence Points, but a nights rest will not
replenish them (see below), except for a number
equal to their Intelligence Adjustment (Those
they would have had as Immortals). Overlords
may open a portal between somewhere in the
Upper Realms and the realms of men only once
per week. Overlords are the only powers capable
creating such a portal. Mortals and Immortals,
however, may travel to the Upper Realms if a
portal is opened for them to travel through. Also,
any Overlord in the Upper Realms, if they know
when an Overlord in the realms of men will try to
open such a portal, may utilize their weekly
portal capacity to prevent the overlord in the
realms of men from successfully opening a portal
to the Upper Realms. This potential to be blocked
from returning to the Upper Realms is of great
concern to many Overlords and the primary
reason most Overlords rarely venture into the
realms of men.

Essence Points

Essence Points are really the power of the soul, or
for Overlords, the power of many souls being
channeled and shaped to their will. Essence can,
like magic, accomplish nearly anything. One
Essence Point may be used to "cast" a spell at
rating 10, two Essence Points to cast it at level 20,
3 Essence for level 30, etc. This power is used to
obtain the same effect of a spell, though it is not
actual magic and cannot be prevented by things
which would hinder or restrict magic. The target of
such a "spell" will be able to sense an unusual
power and redlize it is being cast by a great entity.
Essence Points are replenished just like spell
points. They are used throughout the course of a
day and replenish after a full night's rest. Those
Essence Points above and beyond the character's
Intelligence Adjustment can only be replenished by
a full night's rest somewhere within the Upper
Realms. Essence points can a so do the following:

1. Have damage from a single attack or
spell.

Add 5 Attack Levelsto an attack.

Use instead of a Luck Point.

Heal 1D6 x 10 Hit Points.

Restore 1D6 x 10 Spell Points.

Dispel any non-permanent mortal magic.

Resurrect any mortal life form. (10
Essence to resurrect any Immortal & 25
Essence to resurrect an Overlord.)

8. Read any mortal's mind.

SAMPLE NON PLAYER CHARACTERS
In the listing below each character is given two
Experience Point values. The first is the total EXP
value of the character and can be used to gauge
how tough the opponent is in relation tot he
characters. The second val ue represents the number
of Experience Points earned by the character when
defeating the non player character.

N o g~ wWDd

Low Experience Fighter (Human)

Strength: 5 Attack Level: 1 + W&M
Intelligence: 2 Defense Level: 2
Health: 4 Initiative: 3
Dexterity: 4 Dodging: 1

Awar eness:; 3 Hit Points: 11

Beauty: 2 # of Attacks: 1

Charm: 3 Luck: 4

EXP Value: 50/2 Spell Points: 0
? Long Sword (Att Lv: 3. Break: 2)
? Leather Armor (Def Lv: 2. Break: 4)
? Weapon Mastery: Long Sword: 1
? Horse Riding: 2
? Leather Working: 2
? Tracking: 1
? 1 Additional Language: 1 (RM chose)
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Low Experience Thief (EIf)

Strength: 2 Attack Level: 0 + W&M
Intelligence: 3 DefenseLevel: 1
Health: 3 Initiative: 6

Dexterity: 6 Dodging: 3

Awar eness: 4 Hit Points: 8

Beauty: 2 # of Attacks: 1

Charm: 3 Luck: 5

EXP Value: 50/2 Spell Points: 4

? Dagger (Att Lv: 1. Break: 2)

? Crossbow (Att Lv: 5. Break 1).
? 12 Crossbow Bolts

? Hides (Def Lv: 1. Break: 5).

? Weapon Mastery: Dagger: 2

? Hunting: 2

? Pick Pocket: 3

? Appraising: 2

? Move Silently: 2

? Spell: lllusion: 1

Low Experience Mage (Orc)

Strength: 3 Attack Level: 0 + W&M
Intelligence: 5 Defense Level: 3
Health: 3 Initiative: 0

Dexterity: 4 Dodging: 1

Awar eness; 3 Hit Points: 9

Beauty: 1 # of Attacks: 1

Charm: 2 Luck: 2

EXP Value: 50/2 Spell Points: 9

? Great Axe (Att Lv: 5. Break: 1)

? Club (Att Lv: 1. Break: 2)

? Chain Jerkin (Def Lv: 3. Break: 3)
? Weapon Mastery: Club: 1

? Reading & Writing: 2

? Detect Magic: 1

? Spell: Heal: 1

? Spell: Detect Persons: 1

? Spell: Ignite Fire: 1

? Spell: Turn Stone to Mud: 1

? Spell: Binding Rope: 1

? Spell: Decipher Written Language: 1

Mid Experience Fighter (Human)

Strength: 6 Attack Level: 2 + W&M
Intelligence: 2 Defense Level: 8
Health: 6 Initiative: 5

Dexterity: 8 Dodging: 2

Awar eness:; 3 Hit Points: 30

Beauty: 2 # of Attacks: 1

Charm: 3 Luck: 6

EXP Value: 350/14 Spell Points: 0

? Long Sword (Att Lv: 4. Break: 1. +1 Magic Att
Lv)

? Medium Shield (Def Lv: 3. Break: 1.+1 Magc
Def Lv)

? Banded Mail Armor (Def Lv: 5. Break: 2)

? Weapon Mastery: Long Sword: 3

? Horse Riding: 2

? Leather Working: 2

? Tracking: 3

? Hunting: 1

? 2 Additional Language: 1 (RM chose)

Mid Experience Thief (EIf)

Strength: 2 Attack Level: 0 + W&M
Intelligence: 3 Defense Level: 2
Health: 4 Initiative: 11

Dexterity: 9 Dodging: 4

Awar eness: 6 Hit Points: 14

Beauty: 2 # of Attacks: 1

Charm: 5 Luck: 9

EXP Value: 350/14 Spell Points: 8
? Dagger (Att Lv: 2. Break: 3. +1 Macic Att Lv)
? Heavy Cloak (Invisibility: 5 {4 charges}.)
? Crosshow (Att Lv: 5. Break 1)
? 12 Crossbow Bolts
? Leather Armor (Def Lv: 2. Break: 4)
? Weapon Mastery: Crossbow: 2
? Weapon Mastery: Dagger: 3
? Hunting: 2
? Pick Pocket: 7
? Appraising: 3
? Move Silently: 4
? Spell: lllusion: 4
? ScaleWadll: 2
? Pick Lock: 4

Mid Experience Mage: Orc

Strength: 4 Attack Level: 1 + W&M
Intelligence: 9 Defense Level: 6
Health: 4 Initiative: -2

Dexterity: 4 Dodging: 1

Awar eness: 5 Hit Points: 16

Beauty: 1 # of Attacks: 1

Charm: 2 Luck: 3

EXP Value: 350/14 Spell Points: 39
? Great Axe (Att Lv: 5. Break: 1)
? Club (Att Lv: 1. Break: 2. Unbreakable)
? Plate Mail (Def Lv: 6. Break: 1. Flight: 4 {2
Charge})
? Weapon Mastery: Club: 1
? Weapon Mastery: Great Axe: 1
? Reading & Writing: 2
? Detect Magic: 1
? Spell: Heal: 1
? Spell: Detect Persons: 4
? Spell: Ignite Fire: 2
? Spell: Turn Stone to Mud: 3
? Spell: Binding Rope: 2
? Spell: Decipher Written Language: 1
? Spell: Fire Ball: 6
? Heal Multiple Tagets (up to 6): 3 (DF:1)

Awar eness. 8

Immortal Giant

Strength: 14 Attack Level: 5+ W&M
Intelligence: 8 Defense Level: 7 +3 Aura
Health: 12 Initiative: 12

Dexterity: 15 Dodging: 11

Hit Points; 220

Beauty: 2 # of Attacks: 2

Charm: 5 Luck: 10

EXP Value: 8700/348 Spell Points: 150
Essence: 3

?Great Axe (Att Lv: 8. Break: 1. +3 Magic Att Lv;
Flies back to owners hand when summoned. Heals 3
Hit Points per turn)

?Plate Mail Armor (Def Lv: 7. Break: 1. +1 Magic
Def Lv; Heads 4 Hit Points Per Turn. Mending: 2
{healsitself at the rate of 2 Def levels per turn).

?Scepter of Thunder: 1) Lightning Attack: 6. Up to
100 targets. 2) Summon Major Hail. Range Eyesite.
Att Lv: 6-9. 7 charges.

?4 Throwing Daggers of Seeking: (Att Lv: 4. +3
Magic All Lv) 1) Phasing: Bypasses all non magical
armor. 2) Poison: 10. Roll a separate, LV 10 attack for
poison whenever daggers do damage. 3) If target
dodges or dagger fails to strike, then dagger will fly of
its own accord and strike at the target again each
subsequent turn, independant of the character's
actions.

?Helm of the Dead: 1) All people sane in battle
within eyesight of the character become Skeltal
Warriors under the command of the character. These
Skeletal Warriors will have all the weapon masteries,
attributes, and armor the original person had. But they
will only have one tenth the original person's
maximum Hit Points and may not use spells or
Essence. Skeletons which are destroyed do not come
back again.

?Heavy Travelling Cloak: 1) Teleportation.
Unlimited Range. 8 charges 2) Flight.
Long Sword (Att Lv 4. Break 1. +1 Magic Att Lv) 1)
Vampire Bane. x3 Damage to Vampires.

? Immortal Empathy

? Weapon Mastery: Great Axe: 7

? Weapon Mastery: Hand to Hand: 7

? Weapon Mastery: Throwing Daggers: 6

? Weapon Mastery: Long Sword: 3

? Magic Smithing: 6

? Perminant Magical Effect: 6

? Horse Riding: 4

? Black Smithing: 12

? Weapon Smithing: 12

? Tracking: 7

? Hunting: 7

? 8 Additional Language: 5 (RM chose)

? Reading & Writing: 10

? Fishing: 3

? Saling: 5

? Acid Fog: 23. Eyesite. Up to 100 Targets. (DF:
5. Casting Ability: 18)

? Mass Heal: 22. Eyesite. Up to 100 targets. (DF:
5. Casting Ability: 17)

? Turn People to Stone: 12. EyesiteUp to 6
targets. (Df:1 Casting Ability: 11)

? Paralyze: 10

? Read Thoughts: 12

? Anti  Balistic Barrier: 15 (prevents all
projectile items from reaching the character.
Lasts 1 hour.)

World of Heroes & Tyrants

Introductory Edition

Page 11



W.HAT. Sample Creatures

Dragon

There exist a large variety of different types of
Dragon. From the Frost dragons of the frozen north
to the Fire dragons of the lava wastelands, dragons
are feared the world over. Dragons are kings of all
draconian species and live upwards of 2,000 years.
The ancient dragons become emmensely powerful,
both is physical size and mystical spell casting
ability. Even younger dragons are fierce creature to
be feared by the humanoid races. And while many
draconian races are peacefully inclined, those few
evil breeds cause enough terror and destruction to
give al dragons a bad name and give all humanoid
nightmares.

The information below details the “average”
dragon breed at its young, adult, and ancient age
categories. Understand that these are “ generic’
dragon listings and not specific to any one dragon
type. The Worlds of Heroes & Tyrants Deluxe
Players Guide and Creature Compendiums will
contain information on alarge number of draconian
species.

Young Dragon: Dragons are hatched from eggs,
typically in quantities of 2-10 at a time, depending
on the species. Dragons are very vulnerable the first
few months of thier life, during which time they are
growing their killer teeth and claws and learning to
fly. After the first few months they are taught how
to fight and defend themselves, how to speak, fly,
and even cast their first spell or two at low levels.

Strength: 8 Attack L evel: 5/5/1/Specia
Intelligence: 7 Defense Level: 3

Health: 8 Initiative: 5

Dexterity: 6 Dodging: 4

Awar eness; 7 Hit Points: 20 +6D6
Beauty: 4 # of Attacks: 4 (see below)
Charm: 1 Luck: 2

EXP Value: 550/22 Spell Points: 5

Dragons can attack 4 times per turn. The first two
are claw attacks. The third is alashing with its tail.
The fourth attack is either a bite from its massive
fangs or the use of a breath weapon or spell. A
Young Dragon’'s bite attack would be an attack
level of 6-8. Breath weapons will vary by dragon
type, from fire, an ice blast, acid, etc, and have an
attack 3-5 and be able to hit multiple targets nearby
each other. At this age a dragon will typically know
1-3 spells at skill levels of 1 or 2. Sleep, Hed,
Teleport, Read Minds, etc. The Readlm Master
should chose for each dragon individually.

Adult Dragon: Dragons reach adulthood after
approximately 50 years, with their adulthood stage
lasting for several hundred more. At this stage
dragons begin to become truly capable of using
their bodies as weapons and to master spell use
skillfully. Most dragon breeds reach lengths of 200
feet or more as adults and can fly at speeds of over
100 miles per hour.

Strength: 12 Att. Level: 10/10/8/Specid
Intelligence: 12 Defense Level: 7

Health: 10 Initiative: 9

Dexterity: 13 Dodging: 5

Awar eness: 10 Hit Points: 150 + (2d6x10)
Beauty: 2 # of Attacks: 4 (see below)
Charm: 2 Luck: 5

EXP Value: 3750/150 Spell Points: 95

As adults dragons become much more efficient at
dive bombing attacks, where they can fly by at high
speeds and use both claw attacks and their
bite/breath/spell attack, though usually need their
tale for flight and thus can’t attack with it. These
fast fly by attacks leave only a brief moment where
persons on the ground can actually attack the
dragon. Adult dragons also become very proficient
in spell use, typically knowing 10 or more spells,
with some learned up to skill levels of 15 or
greater. They have weapon mastery levels of 4-6 in

their claw, bite, and tail attacks. Breath weapons
reach attack levels of 8-10 and bite 12-15.

Ancient Dragon: Ancient Dragons can live up to
2000 years and reach lengths of 500 feet or greater.

Strength: 15 Att.Lvl: 20/20/15/Specia

Intelligence: 15 Defense Level: 14+ 4Aura
Health: 13 Initiative: 14

Dexterity: 15 Dodging: 8

Awar eness. 14 Hit Points: 350+ (6d6x10)
Beauty: 0 # Attacks: 4 (see below)
Charm: 5 Luck: 15

EXP Value: 14,000/560 Spell Points: 350

Ancient dragons are immune to all poison, have
aura shields like Immortals and Overlords and have
weapon mastery level 7 in their claw, tail, and bite
attacks. Their breath weapons can reach attack
level 25 or more, and bite attacks of 20-25. Ancient
dragons also have a number of Essence equa to
their Intelligence Adjustment x2. They know 20 or
more spells with some of their best spells reaching
skill levels of 35 or greater. Ancient dragons may
also teleport once per turn instead of doing any
attacks.
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Mutants:

Mutants are very ugly, strong, dumb and smelly.
They typicaly live in caves and hunt for food that
might be available in the area. Most of the time
they like to hunt living people and eat flesh without
cooking it. A few will know magic (1 out of 100)
and that will (most likely) be the chief of the tribe.
When Mutants attack they attack as a tribe (this
means that 50 to 150 attack). All but the chief will
likely use clubs. Most of the time mutants will
attack roving bands of adventurers and once in a
great while they will attack a village or small city
(Or on rare occassions a larger city when several
Mutant tribes band together).

The Chiefs: The chiefs are as smart as normal
humans and they lead the tribe as best they can.
One becomes a chief not by fighting but besting the
current Chief in a game of wits called “ quo’. This
game is taught to young mutants that the chief says
are smart. Many times the chiefs can be paid off not
to attack avillage or city.

Strength: 15 Attack Level: 7 +W&M
Intelligence: 1 Defense Level: 2
Health: 6 Initiative: 1

Dexterity: 4 Dodging: 1

Awar eness: 3 Hit Points: 50 +(3d6)
Beauty: 0 # of Attacks: 1

Charm: 0 Luck: 1

EXP Value: 765/31 Spell Points: 1

Hole:

Holes are rather interesting creatures that live in
dungeons and dark overgrown forest lands and
swamps. The size of a hoe is directly
representative of its recent diet, so the more a Hole
eats, the larger it grows, taking on its natural
grayish-brown hue. Asit slowly starves awaiting its
next victim, it gradually shrinks and, concurrently,
assumes the shape and texture of its surroundings.
Using this camouflage, a Hole almost never moves,
but instead waits petiently for something alive and
juicy to inadvertently stumble across it, whereupon
the Hole will instinctively grab hold of its meal
with its clawed appendages and proceed to stuff the
unfortunate passerby down its gullet.

Strength: 4 Attack Level: 6/2
Intelligence: 1 Defense Level: 2
Health: 2 Initiative: 3
Dexterity: 3 Dodging: 0

Awar eness; 2 Hit Points: 2d6
Beauty: 0 # of Attacks: 1
Charm: 0 Luck: 1

EXP Value: 25/1 Spell Points: 3

Entrenched and hidden in this manner, a Hole is
difficult to spot (a character must roll less than his
or her Awareness on 3d6 to detect). As the Hole
attacks, each character within its reach gets one
Dodge attempt against an Attack Level of 12. If the
character fails the Dodge, however, damage is dealt
based on the Hole's normal Attack Level of 6.
After this initial reflexive action by the Hole,
combat proceeds as normal.

Holes have been known to attach themselves to
ceilings, but are most commonly encountered
spread across floors. The most interesting aspect of
Hole biology is its inability to digest gold. This
works out quite well for the Hole, as the gold lays
exposed in its gaping maw, which sometimes has
the effect of luring tasty morsels to the precise spot
the Hole wants them.

Holes are sometimes kept as “ pets’ by the wealthy
wishing to remain wealthy; these Holes are used as
living traps and are bound by magical means to
resist attacking their owners. Unless the treasure it
protects is constantly sought after, a Hole in this
environment needs to be fed approximately once a
week, and are often given sheep or pigs for
nourishment.  This “hand-feeding”, however,
weakens the reflexes of a Hole (characters must rall
under their Awareness on 2d6 to detect, and may
attempt to Dodge against an Attack Level of 8
during the Hol€e's first surprise attack). A captured
Hole in good condition (subdued with blunt
weapons) can expect to command a price of 100-
200 coins on the open market, though this sort of
trading has been outlawed by a number of
kingdoms.

Larve:

Larve are repulsive little magical parasites. They
possess soft translucent bodies with moist skin.
Their skeletal system is composed entirely of a
cartilage-like material, excepting more hardened
claws on their hands, feet, and fangs. Larve stand
between one foot and one and a half feet tall.

Larve typically will be found in small bands of 2D6
creatures. They are very intelligent and will
actively hunt any creatures that possess magical
skills, spell points, or mystical items. Larve are
patient hunters and will wait for the most opportune
time to attack a magucal creature or character with
magic. They will set traps when possible, or wait to
ambush the creature when it is sleeping or
otherwise non attentive.

Strength: 1 Attack Level: 3/2
Intelligence: 5 Defense Level: 2

Health: 3 Initiative: 7

Dexterity: 5 Dodging: 2

Awar eness; 3 Hit Points: 1d6

Beauty: 0 # of Attacks: 2 (see below)
Charm: 0 Luck: 1

EXP Value: 25/1 Spell Points: 5

Larve attack twice per combat round. The first
attack is with their large fangs with which the
Larve will attempt to bite onto any magica
character or items. They will instictively target a
character with spell points first. If no such
characters exist, then the Larve will attempt to bite
into any magical items instead. If the characters
have no magic whatsoever, then the Larve will
have no interest in attacking them. If the Larve
successfully attacks its target with a bite, they will
latch onto the character or item and not let go. Each
round the Larve is attached to the character or item
it will drain 5 Spell Points, 1 magical charge from
an item, or reduce a perminant magica item's
magic level by one. This “sucking” of magic will
allow the Larve to regenetrate 1D6 of Hit Point
damage done to them per turn. It aso gives the
Large 1D6 Spell Points per turn which it may use
either to power its energy claws or cast spells.

Most Larve will use their claws as their second
attack. Normall these claws have an attack level of
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2. If a Larve has sucked magic from a creature or
item it may use 2 spell points to electrify their
claws, adding +1 attack level for each 2 spell points
spent in this manner. On rare occasion some Larve
learn actual spells. These tend to become the
leaders of a Larve clan or tribe and will possess
anywhere from 5-50 spell points of their own with
which to cast spells, above and beyond what they
are able to drain from others. These Larve will
know 1D6 spells at levels 1D6 for each spell.

Myesh:

The Myesh are Intelligent creatures that dwell
among the forest canopy within tropical areas.
They have their own language, culture and
traditions. They are a race in tune with nature and
utilize very few hand made tools, though they
possess the ability to make many. Among the few
such items made are weapons of war that are
awarded to the warrior caste. The Myesh are a
seclusive race, and while they will treat an outsider
in their forest with a cautious friendliness, they are
naturally suspicious of other races.

A Myesh stands approximately 4 feet tall, owning
beige, brown, or reddish fur. They have exceptional
vision, rivalling that of birds. The Myesh beak is
extremely powerful and dense and can be used as a
deadly weapon, though that usage is strictly
forbidden in disputes against other Myesh.

Strength: 4 Att. Level: 3, or 1+W&M
Intelligence: 3 Defense Level: 1 or Armor
Health: 3 Initiative: 10

Dexterity: 8 Dodging: 4

Awar eness: 8 Hit Points: 15 +3D6
Beauty: 1 # of Attacks: 1

Charm: 3 Luck: 1

EXP Value: 25/1 Spell Points: 0

The Myesh do not speak verbally amongst their
own kind, but rather use a form of natura
telepathy. This gives them an advantage in dealing
with outsiders and often in communications during
heated combat or war. A Myesh warrior is typically
trained in the use of two weapons; those being a
spear and a throwing dagger. The average Myesh
warrior will hold a level 2 Weapon Mastery in
each. These will betheir preferred form of attack. If
disarmed the Myesh will attack with their attack
level 3 beaks, though Myesh in the warrior caste

will often have level 3 or greater Weapon Mastery
with their beaks as well. Myesh warriors will
typically wear alight style of leather armor, though
it will have enchanted with a smal magic to
prevent it from absorbing water.

Myesh society is regimented into different caste
groups. The most likely caste any outsider will
encounter is the warrior caste. On rare ocassions a
Myesh from the merchant caste or spell caster caste
will travel outside Myesh lands to interect with
other races. And on even rarer occassions a Myesh
will leave Myesh society to explore the world
beyond. Due to their telepathy the Myesh are
extremely adept a learning to languages and can
become excellent trandators and scribes. Myesh
who leave the community in this fashion are
frowned upon, an sometimes even hunted by the
warrior caste. Myesh view this as a threat to their
own safety and prefer their own kind to intermix
with outside races as little as possible. Most Myesh
societies are governed by a council of
representatives  from the various castes.
Occassionally a powerful mage, merchant or
warrior will come to rule as a dictator.

Skeletons:

Skeletons are undead creatures, typically animated
by the magic of a wizard. The wizard's magic
raises the skeleton, which will serve the wizard in
whatever capacity it is able. Most wizards are only
able to animate a skeleton for a limited period of
time; not indefinitely.

Aver age Skeleton:

Strength: 1 Attack Level: 0 + Weapon
Intelligence: 1 Defense Level: 0 + Armor
Health: 0 Initiative: 1

Dexterity: 2 Dodging: 1

Awar eness; 2 Hit Points: 1D6

Beauty: 0 # of Attacks: 1

Charm: 0 Luck: 0

EXP Value: 25/1 Spell Points: 0

How strong an animated skeleton will be is reliant
on how strong that person had been in life. An
imprint of a person’s spirit is linked to a person’s
skeleton after death and this imprint is what
empowers to the animated skeleton to a certain
degree. The vast mgjority of skeletons will merely

belong to peasants or unskilled warriors or guards.
A few might have belonged to a skilled soldier or
local hero, and far fewer yet to famous war lords.
The more powerful the spirit imprint associated
with skeletal bones, the more challenging it will be
for the mage to animate and control the skeleton.
The fighting skill and other skills owned by the
skeleton will be equal to a portion of the skill of the
person who the bones had belonged to in life. On
the rarest of occassions a skeleton may be animated
that is still able to cast spells, so long as those
spells may be cast using physical motions aone (no
verbal elements, since the skeleton will have nolips
or tongue with which to speak). The animation fails
once a skeleton’s hit points are reduced to zero.

Skeletal Warrior:

Strength: 6 Attack Level: 2 +W+2WM
Intelligence: 3 Defense Level: 0 + Armor
Health: 0 Initiative: 4

Dexterity: 5 Dodging: 2

Awar eness: 4 Hit Points: 8 +3D6
Beauty: 0 # of Attacks: 1

Charm: 0 Luck: 0

EXP Value: 150/6  Spell Points: 0

Skeletal Warlord:

Strength: 7 Attack Level: 3+ W+4WM
Intelligence: 3 Defense Level: 0 + Armor
Health: 0 Initiative: 5

Dexterity: 6 Dodging: 3

Awar eness: 5 Hit Points: 15 +6D6
Beauty: 0 # of Attacks: 1

Charm: 0 Luck: 0

EXP Value: 325/13 Spell Points: 0

Werewolf:

The Werewolf is a mystical beast of great strength.
They are people who suffer from the desease of
Lycanthropy. This desease is mystical in nature,
likely an experiment from a great mage gone
completely wrong. Lycanthropy mutates its victim
into a cross between their origina race and some
anima type. There are lycanthrop breeds of all
kinds, though the Werewalf is the most commonly
known and among the most powerful.
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Strength: 13 Attack Level: 8/12

Intelligence: 4 Defense Level: 2 + Armor
Health: 12 Initiative: 10

Dexterity: 8 Dodging: 5

Awar eness; 12 Hit Points: 65 +4D6
Beauty: 0/5 # of Attacks: 2

Charm: 0/0 Luck: 0

EXP Value: 2,000/80 Spell Points: 26d

Werewolves are their native race by day and
change to become the Werewalf by night. Their
origina humanoid form retains al the memories of
its former life. While in Werewolf form the
Werewolf will be driven by a powerful need to hunt
and feed...humans, cattle, wildlife, its all good. Any
humanoid bitten or scratched by a Werewolf will
be infected with the Lycanthrop desease and within
a weeks time become a Werewolf themselves.
Unlike Vampires, Werewolves rarely work or
travel in groups and are fiercely territoria,
especialy against their own kind. The first week
after a Werewolf's transformation the Werewolf
will act on apurely animal instinct, killing any prey
it can, regardless of any human ties the Werewolf
might have had with those victims.

Lycanthropes tend to be creatures of the night,
preferring the cloak of darkness while they hunt in
wolf form. Older Lycanthrops begin to learn how
to control when they assume Werewolf form. They
still prefer night time, though can be perfectly
comfortable in daytime and among pecple and
cities. Most Werewolves prefer to fight hand to
hand, using their two attacks; first with their claws,
then with their powerful bite. Older Werewolves
often learn and master one or more weapons in
order to fit in with the local human warriors and
society.

Werewolves age very slowly, at roughly 1/3 that of
their humanoid race. They are immune to poisons
and desease. They have extraordinary senses of
smell and hearing. Werewolves are very vulnerable
to silver, which will inflict tripple damage, just as
wood does to a Vampire. Werewolves regenerate 4
Hit Points per turn.

Vampire:

Vampires are a form of undead creature. They are
creatures of the night, due to an extreme
vulnerability to yellow star sunlight. Any vampire
exposed to sunlight will suffer 4D6 (roll each dice

open ended; meaning if you roll a“ 6", add another
1D6 for each 6 rolled) hit points of damage for
each turn of the exposure. Vampires are plagued
with of mystical curse of uknown origin. The
Vampire curse dictates that a vampire’s only form
of nourishment beto drink the blood from living
creatures.

Strength: 10 Attack Level: 4 + W&M
Intelligence: 5 Defense Level: By Armor
Health: 10 Initiative: 8

Dexterity: 5 Dodging: 3

Awar eness; 7 Hit Points: 50 +6D6
Beauty: 1D6 # of Attacks: 1

Charm: 1D6+2 Luck: 0

EXP Value: 2,200/88 Spell Points: 10-60

Vampires are soulless creatures; the curse meant to
force vampires to spend eternity hunting prey for
blood, loosing any semblence of humanity over
time. Vampires do not age, nor can they be killed
by desease. Vampires also may not be killed from
simple hit point lose. This part of the curse
condems them to feel the full impact of physical
pain and torture. Vampires will regenerate 2 hit
points per turn and al minor wounds, though the
lose of full limbs generaly won't be replaced. A
vampire may only be destroyed by decapitation, a
wooden stake through the heart or by prolonged
exposure to sunlight. Vampires do fall unconscious
when their hit points reach zero. Vampires must
feed once every few days or they begin to weaken,
eventually suffering great pain and face withering
skin and muscles. No amount of blood stavation
can actually kill a vampire, but it can leave them

completely crippled and unable to move. A
vampire may turn any other living creature into a
vampire by drinking their blood, but not to the
point of killing the creature. Newly created
vampires tend to have very strong bonds to their
sire.

Vampires may not enter a household of any person
without that person’s permission. They cast no
reflection in mirrors, water, etc. Also a Vampire
may turn into a mist for up to 1 hour, travelling on
the air, though may not carry any items with him as
a mist. Actual damage (Not Att LV) delt to a
Vampire by wooden weapons is trippled, due to a
vampire weakness to wood. Vampires are very
dangerous largely due to the fact that they don't
age. They tend to live for very long periods, the
average being a couple hundred years or greater.
This allows them to gather a lot of experience,
gaing weapon masteries, hit points, spells and spell
points, etc, like any long lived successful
adventurer.

Well, that's it. This is the complete introductory
Worlds of Heroes & Tyrants epic adventure

game rules.
Want more?

Check out the Worlds

of Heroes & Tyrants

Deluxe line of game and sourcebooks. You can

also check out

information on the World of

Chaos Fantasy Adventure Setting, and Worlds
of Heroes & Tyrants fiction.

Enjoy.

For questions, contact: sales@quildofblades.com

2002 copyright, Guild
Group

of Blades Publishing
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Guild of Blades Publishing Group Presents:

Electronic Game Downloads
Srategy Game Coupon Booklet

2007 Edition

What is this?

So what exactly isthisbooklet? Its not agamein and of
itsdlf, but itisacoupon booklet that will giveyou bothalink
to download the Button Wars Tactical Spaceship Combat
Game, plusit providesyou other va uabl e discount coupons
for other e ectronic game downloadswe offer for sale.

Who is the Guild of Blades?

TheGuild of BladesPublishing Groupisasmal gamedesign
and publishing firm started in 1994. It has published hun-
dredsof board games, strategy games, miniaturegamesand
roleplaying gamesintheyearssince. Someof thegameswe
offer for sdleare printed gamesavailableby mail order, oth-
ersaree ectronic PDF game downl oadsfor salethrough our
onlineretailersandimediately availablefor downloading.

Where to buy Guild of Blades print games?

Guild of Bladesprint gamesareavail ablethrough our website
at http://www.guildof bl ades.com and through select hobby
gameretail storesacrossNorth Americaand Europe.

Where to buy Electronic PDF Game Down-
loads?

Guild of Blades electronic game downloads are for sale
through aselect number of onlineretailers. To redeemthe
special priced dealsoffered in thiscoupon book, follow the
download linksoffered through each coupon. Otherwiselinks
toour overadl PDF game catal og can befound on our website.

Dice Armies

A Strategic Table Top Miniatures Game

A table top miniatures

. gamethat letsplayerswith

large collections of game
diceto usethem astheac-

1 tua combat unitsfor the

game. So all you need is
thisgamerulesset plusa
rather hedlthy collection of
dice. Theseshouldinclude
dicewiththefdlowingnum-
ber of sidesto them. D4,
D6, D8, D10, D20 and
D30. Multiplesof eachare
recommended.
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: GameFormat: PDF Game Download
I

: Regular Price: $1.99

I

| Special Coupon

I

| Save 25%

I

! Click Hereto Buy


http://www.guildofblades.com
http://www.rpgnow.com/?coupon=55800

Grunt 3rd Edition Fantasy Miniature Battles
A campaign based fantasy miniatures strategy game

_ Firgt printedin 1996, intheyearssnceGrunt . cludes 45 Crunt Battle Cards
- s has sold thousands and thousands of copies
Fantasy Miniature Battles | o four print versons(Origina 1t edition, ] |
Core Rules 2nd Edition, 2nd Edition: Deluxe and 2nd

Edition: Deluxe 2 player Box Set). Now
newly updated to Grunt 3rd Edition, thisre-
vised edition of Grunt hasbrought thegame
system back to itsroots, afast paced, easy
tolearn all purposefantasy miniaturessys-
temthatsextremely affordable.

Grunt is a unique miniatures system that
focusses on army development, whereyou
may recruit new unitsthrough the course of
| gameplay, plushaveexisting unitsgain ex-

perience pointsand levels. With expans on setsyou can expand your army building 2d City Template

optionstoincludeskills, abilities, expand your kingdom, customizeyour castles, add Ny —
wizardry, monsters, magical items, develop heroesandimmortalsand more. T
Inthisfashion, you striveto build up your army and kingdom over multiplebattles H El H

(gamesessions). You must weigh the coststo your army to achievevictory inyour
battletoday against the gainsvictory can gainfor your army for thelong haul .

b i,
Frwarm I Filema £

Also Includes:

Grunt 3rd Editionisacomplete miniatures game system, including gamerules, 45
Battle Cards, acastletemplate, city template, assorted cut-out Battlefidld Markers, | - 2 Armies of Cui-Out Units
pluscut-out army unitsenoughtofield two completearmies. And, of course, youcan = - Assoried Battlefield Markers
alwaysprint out more asneeded!.

Grunt 3rd Edition Includes I GameFormat: PDF Game Download
Cover + 38 pages

- GameRules

- 45 Battle Cards

- Castle Template

- City template

- 2 Cut-Out Armies

- Assorted Battlefield Markersthat include Supply,
Traps, Cavary, Fortifications, Fortresses, Scaling
Ropes, Ballisti, Sege Towers, Castle Defenses,
and Catapults.

Regular Price: $3.99

Special Coupon
Save 50%!

Click Hereto Buy

Alsoavailablefor the Grunt 3rd Edition gaming system:
Grunt Wizardry

Grunt Monster Summoning

Grunt Skills& Abilities Grunt sourcebooks
Grunt Kingdoms sold Separately
GruntBattle Cards Set #1


http://www.rpgnow.com/?coupon=13866
http://www.rpgnow.com/product_info.php?products_id=20769&
http://www.rpgnow.com/product_info.php?products_id=3596
http://www.rpgnow.com/product_info.php?products_id=3653
http://www.rpgnow.com/product_info.php?products_id=4422
http://www.rpgnow.com/product_info.php?products_id=6302

Free Games

Thank you for downloading our coupon book and giving consideration to the offers presented
here. As promised in the product text for this download, we have three FREE games we can aso
offer you. Please give these games atry and if you like them, consider visiting our website to
purchase some of the print and electronic game downloads we offer for sale.

Mol baaa 17w Mhia graim:

Button Wars. Tactical Spaceship Combat Game
- gl ButtonWarsisatactical

spaceship combat . — L -1s e

miniaturesgame. Button Fightes Uisit Diagras:

Warsisafast paced, T . Py
easy toplay science — ﬁ -
fiction fleet combat game _,'::;
that utilizesfull color, -

ready to play metal disksasminiatures. Additionaly, the second edition
of Button Warsincludescompleterulesfor fighter and mechaunitsthat

come packaged asready to play plastic tokens.

Shield Rings Shield Generators

Turn Markers

Based on the 5th Galactic War background set inthe Empires & Over-
lords Universe, Button Wars presents shipsfor numerous gal actic pow-
al  ersand roguefactions. Thise-product givesyou shipsfromfour of those

, factions. Thosebeing:

1) Elvesferran Federation Download Free !
2) ThrashEmpire : . :
3) EarthAlliance Click Here

Ergincs FighterMecha  4) FOIklOnian Empire :______________:

Faction Symbaol Bays

Empiresof History Online Gaming Network
Free Multi Player Turn Based Online Strategy Games

1483 Online Thermopylae Online
A 28 player turn based " ;?. - @:‘I A 2 player turn based 5
medieval strategy gamewhere ||| - | | Strategy gamepresenting
playersusediplomacy toforge || 1 | theGreek and Persian
dliancesand pactsand move | = || | amiesattheinfamous

armiesinan attempt to grow ’ " ! Battleof Thermopylae.

their empires. War against
your enemies, but trust your aliesfully at your own
peril! Bewarethe broken treaty.

www.14830online.com

Usesauniquebidding
system to determinewho playseach faction and
victory condition. How muchtail canyour 300
Spartanskick?

www.ther mopylae-online.com



http://www.guildofblades.com/buttonwars-pdf.pdf
http://www.1483online.com
http://www.thermopylae-online.com

