


T SKIRHOSH, YOU HEED AT LEAST TWd COMHANHDERS (HUHAH
FLAYERS)Y WHICH COMHAND THEIR FRAITHFUL CREWS INTD PATTLE FOR
THE COHBAT Z0OMWHE (TRABLETOF).

EACH CREW COMNSISTS OF FOUR HODELS. HINIATURE SCALE OH AN
SHAFE PASE. HODEL LINE OF SICGHT AND FOSITIONING HATTERS!
HODELS SHOULD FHYSICALLY REFRESEHNHT THEIR EQUIFHENT OR CFERR.
EACH COMHANDER SHOULD BE BRIEFED ONH THEIR OFFONHENTS CRENWS,
ESPECIALLY IF THERE ARE DISCREFANCGCIES BETWEEHN THE FHYSICAL
HODEL AND THEIR EQUIFHEHNT. FEEL FREE TD USE TOKEHS TOD
REFRESENT YARIOUS DBJECTS OM THE BATTLEFIELD.

THE COHMBAT Z0HE 15 ABOUT 2° X 2" SOUARARE AREA WITH TERRAIN.

BOTH COMMANDERS SHOULD AGREE OM THE TABLE AND FLACEMENT OFj
TERRAIH. USE TOKEHS TO R EHT 'I'H:}Mﬁn.ﬁ-EI.IKE TRAFS ANHD
CHESTS.

COHMHAHDERS HE &Z
-
D%, D&, DB, Dlﬂ%

THE THRILL:



THE CDOHBRAT ZONE
SET ASIDE 2" X 2" OF PFPLAYING SPFACE, AMND ACGREE
UPFON THE CONDITIONS OF THE BATTLEFIELD. DEFLOY OH
DFFOSITE SIDES OF THE COMPAT ZONME WITHIH 3™ OF THE
EDGE OF TRAPLE. GRAP D& CHESTS AMND DE TRAFS. DROF

THEH OHNH THE TRABLE CEHTER FROMH A DISTANHCE. WHERE
THEY LAHNHD IS5 WHERE THEY RERE. @@
=

oW

COMDITIONS :
CLEAR SKIES - PLAIN, YAHNILLA, ORDINARY FIELD OF BATTL

BOGGY HUD - THICK FPUDDLES OF HUD HAHFER HOVEHEHN %

{FLAGE MUD FATCHES AROUWD THE BATTLEFIELD EWEML Y} %‘_—_’J
HAGHA HEAT - LAYA BUBBLES, TOMGUES OF HEAT ROAST YOUR FEET

(1D6 MAGHA FOOLS ARE PRESEMNT]}

DEEF FITS - YAWHING CHASHS GAFE AND WAIT T
(106 FITS ARE FRESEMT] PN
TRAP-STREWH - WATCH YOUR STEF OR LOSE YOUR FOOT -
(ROLL POLYHEDRAL DICE SET IN CENTER OF TABLE TWIGE. FLACE A TOKEN WHERE '™
EACH DIE LAMDS TO SERWE A5 A TRAF. ﬁ'-_-l_efql-;\- y,
UNTAHED WILDS - YOU ARE UNWELCOHE HERE BY FLORA AND |=nuun"“\-i,;-’__-_}___:i:;"
(FLAGE A BEAST IM THE TABLE GEMTER. FINOD A WEUTRAL R0 FARTY TO -
COMTROL IT DURIMG ITS OWM TURM. DEMSE WEGETATION FRESEMT) PR
LIGHTHING STORH - FPOURING RAIM AMD LIGHTHING STRIKES

(-1 TO HIT AT RAMGE, 1/20 GCHAWGE OF LIGHTHING STRIKE METAL MODEL)
(LIGHTMIMG DEALS 1020 DAMAGE)

THE FOG - 15 COHING

(-3 TO HIT AT RAMGE. LIME OF SIGHT LIMITED TO s".vggifé?‘:(‘,

-

R

SFECIAL TERRAIN
RUBBLE - HALF MOWEMEMT WHEM WALKIMG THROUGH -
FLOOR TRAF - IF STEFFED QM. ROLL A DIE, ODD RESULTE IN 10% DAMAGE
(TEAF BREAKE. EVEME THE TREAF IZHMT TRIGGERED.

DEHSE YECETATIOM - HALF MOWEMERT AMD CARMOT ATTACK WHILE WITHIM.
1 DAMAGE AT EMD OF TURMK DUE TO THORMZE.
HUD - FEMALTY TO MELEE (ROLL TWICE TAKE LOWER REZULT) AMWD 1 / &
CHAMKCE TO =ZLIF, FALLIMNG FROME AT EMD OF TURHM.
HAGCHA - 1020 DAMAGE FER TURM WALKIMG THREOUGH IT.
FIT - DEATH
BOMNELS - 1 DAMAGE IF FALLEM IMNTO

l/l(\\\\




THE CRENS, THE ¢O0OHNH SOQUARADS
EACH CREW COMEIZTE OF FOUR MODELE. CHOOSXE AWM ARCHETYFE
FOR EACH MODEL, THEM ALLOCATE FOIRWTE IMTO EACH OF THE FOUR
STATE: STREMGTH (=STR), DEXTERITY (DEX), DEFEMZE/HEALTH

(BEEF), § LUCE (LUCKE) (2 FOIMT MIMIMUM EACGH, 10 FT MAX) / /\
EACH MODEL HAE A BASE MOWE OF &" AMND 1 ATTACK FER W/H/F'l% To

HELD. EACH MODEL HAS Z0 FOIMTS TO ALLOGCATE TO ITS STATS (2 BE. ~

MIM FER STAT). EACGH CREW GETS 100C TO SFEND OM EQUIPMEMT, JE

AMD WEAFOMS. EXCESS GEMTS MUST BE STORED IM GREW MEMBER }/,7
FOCKETS. (S
SOME CREW MEMBERS HAWE MO ARME, +2" 57E'EEIZI IF 0. e 7

ARCHETTFES
THE QUICK - +2" MOWEMEMT
THE FOOQL - +DZ LUCK
THE GLADIATOR - +1 ATTAGK (1W1=)
THE LARD - +D= BEEF
THE DUELIZT - +1 TQ HIT / WOURND
THE THIEF - STEAL D10 INZTERD
THE BRUTE - +D0Z= 5TER
THE =LIMK - DAZH +D04"
THE TRAIM - MOWING THROQUGH EMEMY MODELZ= DEALE = DAMAGE
THE BRAWLER - +1 FIST ATTACK
THE ACREOBAT - +0Z DEX
THE WIMGED - GAIM WIMGE BUT -D4Y% BEEF, IGMORE WERTICAL MEASUREMENT
THE MEDIC - AID DE IMESTEAD OF D=
THE LOCKFICKE - ROLL UMDER LUGCK TO URMLOCE CHEZT IMSTEAD OF KEY
THE TERROQFR - EMEMIEZ IM MELEE ROLL AFRAID AT EMD OF TURHM
THE SHARFZHOOTER - +2" SZHOOQTIMG
THE FIMNCHER - 1D& DAMAGE FIMNCHER(E) (SLAZ
THE SKULLCRUEHER - +1 GCRUEH DMG
THE GLUTTOM- EAT CORFSE,. HEAL D=
THE DECAFITATOR- +1 SLASH DMG
THE HERALD- +1 THEILL F. TURH
THE WRESTLER- +=2 TO HIT GREAFFLE
THE ZHAMEK- DAGGER ALWAY S CRITE TO WOUMND
THE BUG - FOUR ARME, TWO LEGE
THE UMDEAD - GAIM "UMDEAD" STATUZ=
THE MAGIC UZER - GAIM BATTLE MAGIC,
MUST WEAR CLOTH ARMOR,




SET UF

CREWEX
CHOOSZE AMOUNT OF FLAYEREZ. EACH FLAYER ZELECTE FOUR
FAMTAZY MODELEZ AZ THEIR CREW. EACH FLAYER =ZTATZ THEIR
CREW. EACH MODEL BPEGIME WITH &" OF MOWEMERT. EACH MODEL
HAZ =20 FOIMTS TO BE ALLOCATED TO EACGH OF ITS FOUR STATS:
STRE. DEX,. BEEF, AMD LUCE. (2 FT MIM, 10 FT MAX). CHOOSZE AN
ARCHETYFE FOR EACGH MODEL. EACH FLAYER ZTARTS WITH 100 & TO BUY GEAR AMD

THEIR LOaGQ, AE YOQUR CREW IZ IMNJURED, MODIFY THE DOODLEE ACCORDIMGLY!

FLAY

TABLE =ETLF
MAKE AT LEAST 2x= FEET OF FREE ZFACE, THIZ CAM BE ACCOMFLISHED THROUGH
FUZHIMG STUFF OFF MOM'S COFFEE TABLE QMTO THE FLOOR. SET TERRAIM OM THE TABLE
HOWEWER ¥OouU'D LIKE. ROLL OFF THEM DEFLOY OM OQFFOQZITE SIDEZ OF THE COMBAT Z0ME
WITHIM =" OF THE EDGE OF THE TABLE. GRAP D& CHE=TZ AMD DEe TRAFE (USE TOKEME OR
MODELZ). DROF THEM OM THE TABLE CEMTER FROM A DISTAMCE. WHERE THEY LAMD IZ=

TURM SEQUEMGE
EACH TURM BEGIMS WITH EACH FLAVER ROLLIMG A D20 FOR IMITIATIVE.
THE FLAYER WITH THE HIGHEST SCORE CHOOSES A MODEL TO ACT FIRST. @;‘é
EACH MODEL MAY UZE TWO ACTIOWE DURIMG THEIR ROURD.

THEH,. IM ZEQUEMTIAL ORDER, EACH FLAYER CHOOQZEZ A MODEL TO ACT AMD
CHOOQZES ACTIOME, AFTER OME MODEL FOR EACH FLAYER HAZ ACTED, THE ROUMD ERMDE.
REFEAT IM THIS ORDER UMTIL EACH MODEL HAS ACTED, THEM THE TURHM IS OWER.

A KMEW TURM THEM BEGIMZ WITH EACH FLAYER ROLLIMG A D0 FOR IMITIATIVE. THIE
COMTIMUES UMTIL OME CREW REMAIME. THEM CLEARM-UF BEFIME. THE ZURYIWIMNG GREW
MAY LOOT FOR OME ADDITIOMAL ROUMD BEFORE THE GAME IS OWER.

7



#f

OTH - COMFY! +2" MOYE, +1 DEX. OC
LEATHEER / MATUREAL ARMOFR - +1 BEEF. +1" MOWVWE, 100
CHAIM - +Z BEEF . -1" MOYWE,. -1 DEX, 1EC

FLATE - +% BEEF. -z" MOVE, -Z DEX. ZEC

SHIELD - 1 HAMWD,. +1 BEEF, -1 DEX,. COUMTER,. 100
HELHET - 1 HEAD. +1 BEEF. MLULLIFY FIRZT CEIT. EC
wigARD HAT - 1 HEAD, +1 LUCK, 10C

gQUIYER » AMMO FOLCH - &£ AREOWE OR Z LEAD BALLS, EC
NEAFONS
DAGGER - 1 HAKWD, O=Z-1 DAMAGE. SLASHIM,. +1 DEX. EC
SHORTZWORD - 1 HAKWD,. OY% DAMAGE. ZLAZHIM,. 10C
LOMGEWORD - 1 HAMDO, O%+4+1 DAMAGE. ZLAZHIM. 15C
BALL % CHAIW - & HAKWD,. -1" MOWEMEMT,. D%+1 DAMAGE,. CRUSHIM, 100

GREATZWORD - = HAWMD, D& DAMAGE. 5LAXHIM,. Z0C
cLUB - 1 HAKO, OD%+1 DAMAGE., CREUSHIM, -1 DEX,. ZC
GREAT cLUB - =& HAMWD, DE+Z DAMAGE. CREUSHIM, -z DEX,. 7C (‘
‘ :“O ‘

MACE - 1 HAMD,. DY DAMAGE, CRUSHIW & SLASHIMN, 100
AXE - 1 HAKMDO, O%+1 DAMAGE, SLASHIN, 10C

MALLET - 1 HAKD,. OY DAMAGE. CRUSHIM,. & ¢

BATTLEAXE - &€ HAKWD,. 0% DAMAGE, SLAZHIM. Z0C
FOLEARM - = HAKMD, DY DAMAGE. =" FEAMGE., 5SLASHIM, 1E5C
%ZFEAR - 1 HAKWD. D& DAMAGE. =" RAMGE. FIERCIMG, 15C
SCIMITARE - 1 HAKMD, D& DAMAGE. 5LASHIW,. +1 DEX. 15C fies ‘O

FLAIL - 1 HAKWD,. D%+4+1 DAMAGE, ZLAZHIM OF CREUSHIM, 10C N
WARHAMHMER - & HAKD. OD% DAMAGE., CRUSHIM, -1 DEX,. =0C
SHOaRTEBOW - 2 HAKD, 10" RAMGE. D DAMAGE,. FIERCIM, 100

LOMGBOW - & HAKMD, 20" RAMGE., OY DAMAGE. FIERECIM, 15C
CROZZBOW - = HAKWD, 12" RAMGE. D% DAMAGE. FIERCIM. FELOALD, 15C

FLINTLOCKE - 1 HAWD. 6" RAMGE. D& DAMAGE. BLAZTIM. EELOARD,. 15C
BOMEB - 1 HAKD, Z" EXFLODE RAMGE, 0% DAMAGE
BLAXTIM,. BOMBE EXFLODE 10% ROLUMDE AFTER THROUWHM. 15C
ODvYHAMITE # FLUWNGER - 1 HAKD, &" EXFLODE RAMGE.
0% DAMAGE., BLAZTIM, 200,
MUZT USE FLUWGER TO DETOMATE.
IMEZTREUMENT - 1 OF & HAKD, ODZ-1 DAMAGE. FERFORHMIW,., CRUSHIM, 10C
AREOW - 1 HAKWD,. 4" RAMGE, D=Z-1 DAMAGE, FIERECIM, 1C EACH
5ZTAFF - 1 HAKD. 0% DAMAGE. CREUSHIM (FREOME OKH DAMAGE), 10C
EOCK - 1 HAKWD, 0DZ-1 DAMAGE. CREUSHIM, 10" RAMGE, 1C
~. BOULDER - & HAWD, DE-1 DAMAGE. CRUSHIM,. 20
%\‘ﬂ I'-1Hllll'i__IC-‘ SCROLL- 1 HAWDO,. 1 UZE OF SFECIFIC 5FELL. AMT ARCHETYFE
,/ {r’&j};—“\w \""'i,\ CAM UZE AS AWM ACTIOMW,. BLAZTIM,. EAWGE AY SFELL. 20C
g L //S /{ BHHHHH FEEL- 1 HAWD. " FAMGE. IMFLICTS FREOKWE IF WALKED OYWER,. 1C
\.V(’ B HAEX Bb\TTLE -1 HAHMO, DREUMWE IF EGQUIFFED. 1-2 DAMAGE SLASHIM. 1C

%T - 1'HAMD, 1-2 DAMAGE, CRUSHIM

A
S
S
o




WEAFON DAMAYGE TTFES

(ROLL UMWDEFR LUCK AFTER FEECEIVWIMGE DAMAGE OF AMY TYFE TO AYWOID AFFLICTION

Y2LAZHIM - WHEM DEALT *LAXHIM DAMAGE. DEFEMDER EOLLE LUMWDER LUCK (D121, IF
FAILED. AFFLY A BLEED COLUKMTER (ZTACKIMGY TO TARGET. AT THE
EMD OF A TURHM. TAKE 1 DAMAGE FER BLEED COUKWTER.

CRUZHIM - WHEMW DEALT CRUZHIM DAMAGE., DEFEMDER ROLLE UMDER LUCEK rO1Z).

IF FRILED, DEFEMDER |5 DAZED DURIMG MEXT TURHM.

4 FyRL‘-’IH - WHEMW DEALT FIERECIM DAMAGE. DEFEMDER EOLLS LUMDER LUCK.
e /\ e IF FRILED, -1 MOYWEMENWT (STACKIMGI. OME MAYT AID OF EQUIF WITHIM
d/\LQ 1" OF A FIERCED TARGET (IMCLUDIMG SELF) TO REEDLUCE A

COUMWTER OF FIERCIM BT 1.
< fEL&\ETIH- WHEHK DEALT BLAXTIM DAMAGE. TARGET MUST ROLL UMDER LLUCKE

OFR BE FUSHED AWAYT 1" AMD KHOCKED FREOME.
FERFORHMIM - GAIM THE FERFORHM ABILITY. ‘FRIEMDLY MODELZ
WITHIM &" GAIM OZ LUCK UMTIL EMD OF TURHMI,

DEATH BT SLASHIN

1. HEAD LOFFED OFF ¥. CUTS SFPILL OoUT
Z. LIMB EYISCERATED LS. SLASHED TO RIBBONS
ZF. BLEEDED OoUT &. BISECTED

DEATH BT CRUSHIN

1. FPANCAKED %. TENDERIZED
2. CLOBBERED 5 FPULFED
F. MASHED 6. SMEARRED

DEATH BT FIERCIN

1. FIN-CUSHIONED ¥. CORED
2. GFAFPED 5 _ IMFALED
F. SHISHKEBABBED &. SKEWERED

DEATH BY PLASTIN

1. LIMPD PLOWMN OFF ¥. SHOKED
2. SHREAFHELED 5. CHARCORARLED
F. BODT EXFLODED &. TORM AFART

s . s S

SHOULD pAVE wollN A VELRET




CREW HAMHE
CREW LOGD

(ARCHETYPFPE:- Y ICEHTS IN POCKETS: b
5TR -

DEX -

BEEF [ (CURRENT HF} - P ) ¥

LUCK -

MOYE - (E" PASE]}
GEAR (S HAX) -
WERFDHS -

.

CARCHETYPE: Y ICEHTS IN FOCKETS: X
5TR -

DEX -

BEEF / (CURRENT HF} - P ¥

LUCK -

MOYE - (6 PASE)Y
GEAR (T HAX) -
WERFDHS -

m.

(ARCHETYPFPE:- Y ICEHTS IN POCKETS: b
5TR -

DEX -

BEEF [ ({CURRENT HF} - P ) ¥

LUCK -

MOYE - (E" PASE]}
GEAR (S HAX) -
WERFDHS -

.

CARCHETYPE: Y ICEHTS IN FOCKETS: X
5TR -

DEX -

BEEF / (CURRENT HF} - P ¥

LUCK -

MOYE - (6 PASE)Y

CFEAR (5 HAX) -
WERPFDHLS -

FLEASE DOODLE EACH CREW MEMPER IH THE ADJACENT BLANHK 5FACE



THE TURH
EACH TURM BEGIME WITH EACH FLAYER ROLLIMG A D20 FOR IMITIATIVE.
THE FLAYER WITH THE HIGHEST SCORE CHOOSEZ A MODEL TO ACT FIRET
AMD CHOOZES TWO ACTIONE., THEM, IKM ZEQUERTIAL ORDER, EACH FLAYER
CHOOQSES A MODEL TO ACT AMD CHOOSES ACTIOME. AFTER OME MODEL
FOR EACH FLAYER HAZ ACTED, THE ROURMD ERMDZ=. REFEAT IM THIZ ORDER
UMTIL EACH MODEL HAS ACGTED, THEW THE TURHM |5 OWER, AMD A HEW
TURHM BEGIMZ= WITH EACH FLAYER REOLLIMKG A D20 FOR IMITIATIWE. THI=
COMTIMUES UMTIL THE GAME IS5 OWER.
A MODEL MAY UZE TWO ACTIONE FER TURHM.

THE ACTIOHNS

EFIﬁH MODEL GETE TWO ACTIONE FER TURHM
d’j ACTIOMNE WITH AR _* F IRE A FREE HAMD

HMOWE: FULL MOWEMEHNT
DASH: SECOMND MOWEMERMT
CLIHB: 1/2 YERTICAL MOWEMEM
EQUIPXk: FUT AN OBJECT IM A HAND
UHEQUIF¥X: STOW EQUIFFED OBJECT
CRAFFPFLEX: ROLL TO HIT, IF SUCCESZ, BOTH
MODELS CAMMOT MOWE URTIL DEFEMDER ROLJSE |
UMDER =TE

CHOKEX: |IF GRAFFLING TARGET,. DEAL
DEe DAMAGE IF HIGHER =ZTRE THAM TARGET
THROW: TOSS WEAFOM OR OBJECT TR
AWAY. IF TARGETIMG A MODEL, ROLL TO HI
AMD TO WOURMD AS IF ATTACKIMNG
THROW PERSOM: TOSS GRAFFLED FERSON

RELOAD: RELOAD CROZZBOW / GUN
SEARCHX: LOOK FOR A KEY (1 / &1
RFORH: TARGETS WITHIM &" GAIM OZ
LUCE FOR TURH.

AID*: FICK UF A FROME MODEL WITHIM 1" OF

HEAL IT D= HF OFR REMOWE BLEED
STAHD: STAMND ZELF UF FROM FROME.

HIDE:= LAY MODEL OM ZIDE TO REDUCE

7 SZILHOUETTE AMWD &0 FROME.
;o UMFP: OMLY AFTER MOWEMEMT WITH A
V‘ DIZETAMGCGE EQUAL TO E" MOWED.

L ¥ LOOT®: TAKE SOMETHING OFF THE DEAD/

. GROUMD AMD FLACE IM GEAR.
. CRARR
e ]

Y¥k: ASZZIST A MODEL WITHIM 1" IM

STRE" AWAY. THROWHM MODELE TAKE FALL MOWEMEMT (HALF SFEEDI.%
DAMAGE EQUAL TO DISTAMCE. OPEMH¥X: ATTEMFT TO OFEM A CHEST.
MUZT ROLL OWER DEFEMDER BEEF AMD OWER RALLY: REMOWE FEAR FROM AWM ALLY
THREOWER =ZTR. OTHERWIZE THE THROQW FAILE | UF TO %" AWAY.

AMD THE GRAFFLE IZ BROKEM
SHOVEX*: FUSH MODEL IM MELEE .5 STR"
ATTACK: ATTACE

HYFE: & ACTIOME, INCREASE THERILL +1

D, % SiEiH]/t= IF BEHIMD MODEL IMN MELEE. STERAL
2
NEE e 0D10C FROM FOCEETE

HUMKER: +1 BEEF FOR TURHM “‘_? ) BITE: ROLL T HIT, 103 DAMAGE
Ny N
COUNTER: GAIM COURNTER FOR TURH 5 A= CRAST SPELL: TAKES TWO ACTIONE:
HOGCK: -1 LUCE TO TARGET &" AWAY N EOLL UMDEFR LUCEKE TO CAST ZFELL. AMY

REST: ¢ ACGTIOMNE,. HEAL D= HF ARCHETTYFE CAM USE SCROLLE. EACH

L =
-
DISEMGRAGE: FLEE FROM COMBAT SUCCESZFUL CAST ADDZ +1 MODIFIER




NN

50
1

&

TG HIT - ROLL r0O1c) OVER DEFEMDEFR DEX (12 = CRITH
TO WOUMD - ROLL (DI1Z) UWDER ATTACKER 5TR (1 = CEIT) /Gl

IF HIT AND WOUMDED, INFLICT WEAFPOM DAMALGCE TO DEFEMDER .,
A MODEL WITH 1 BEEF 15 UNCONSCIOUS.
\

A MODEL WITH 0 OR LESS BEEF IS5 DEAD.

SUBTRACT FREOM BEEF 5CORE.

COUNHTER
WHEHM AW ATTACKER MIZSEZ A TARGET WITH COUMTER
IM MELEE RAMGE. THE DEFEWMDER MAY IMMEDIATELY
RETALIATE WITH A MELEE ATTACK.

DISEHGAGE

A MODEL MAY ATTEMFT TO DISEMGAGE FROM COMBAT
RATHER THAM ATTACK. TO DO 20, THEY MUST ROLL
URDER THEIR DEX =ZTAT (D12). IF FAILED. THEY MAY
STILL MOWE QUT OF COMBAT, BUT THOSE WITHIM 1"
MAY MAKE A REACTIOM ATTACK IM THE FROCEZS. A

SUCCESS ALLOWSE MOWEMEMT OUT OF COMBAT
WITHOUT SUFFERIMG THIZ REACTION ATTACK

FALL DAMACGE
FURTHER THAMW 2", 1 DAMAGE FER IMCH.

RETREAT
WALKIMG OFF A TABLE EDGE REMOWES THE MODEL
FROM BATTLE TO ZAFETY.

DOoOM TRABLE L
1-9 : DEAD: DUST IM THE WIND

10 : TRAUMA: FEAR WHEK WOURMDED TO 2/= TOTAL HF.
-D= BEEF, =.

-DE BEEF, =Z. -DE =ZTER

11 : HINOR INJURY: 1. -D= MOWEMEMT, =.
12 - SERIDUS INJURTY: 1. -DE MOWEMENT, Z.

THE BRATTLE

HELEE IS BRASE TO PASE COMNTACGCT
OR TOUCHING PHY SICALLY

/
/ FAMGED ATTACKS REQUIRE LIME OF ZIGHT

A CEIT TO HIT AUTOMATICALLY WalKHOZ,
; = A CRIT TO WOoUKWD DEARLS DOUBLE DEALT DAMAGE.

TIF vOUu CRIT Ta HIT, ROLL TO WoUKWD OMLY TO SEE IF IT CRITE A
IF IT DOEZ, THIS |15 A DOUBLE CRIT. INCREEAZE THEILL COLUKWTER By 11
TO HIT CRIT FAIL = 1. TO WolUKWD CRIT FAIL =1Z.

TNENY 600% sEis YOU Rowe A NATIR

WELLX

FEAR:
A MODEL WITH HALF OFR LE== OF THEIR TOTAL
HEALTH MUZT ROLL UMDER LUCK AT THE EMDO OF THE
TURK Ta AYWOID BECOMIMG AFRAID DURIMEG THE

FOLLOWING TURM. AM AFRAID MODEL MUST MOWE e
~—

AMD DASH TOWARDS THE CLOSEST TRBLE EOGE, @
) >
ATTEMFTIMG T EZCAFE BATTLE. 5\ §iu@) e »)
A~ (72
5/a N3

L
DoOMH &
AX Z00KW AZ A MODEL |5 REDUCED TO 0 OR\LEZS 0\

HF. ROLL oW THE DOOM TABLE TO ZEE THEIR FATE. H
DEAD MODELZE ARE GOWE. LOST FOREWER. FOR DEAD
MODELZ, RaLlL OMW THE TABLE MATCHIMG THE DAMAGE

TYFE THAT EMDED THEM TO ZEE HOW THEY DIED.
MODELE THAT ARE WOT DEAD ARE IMZTEARD
ZERIOUSLY WOUMDED, ZET THEIR HEALTH To 0. THET
ARE K.0'0., THEZE MODELE CAMWOT ACT UMLEZS
HERLED ABOYWE 1 BEEF.

OBLITERATED
AMY MODEL REDUCED TO ITZ MAX HF (OFR LEZX) IM
MEGATIYE YALUE |5 IMMEDIATELY DEAD,. REODUCED To
A BLOGDY MESS

-D= =TR



DAZED FOISOH
I1-2. MaVE z" AWAY FROM AT THE EWMD OF EACH TURH.
MERRE=T MODEL AZ MOYWEMEMT TAKE 10Z DAMAGE.
F-%. MOVE TOWARRDE CLOSEST MODEL AT MAX
SFEED. ATTACKING IF ABLE %’ﬁigj STUMMED
& - 6. DAZED. BLINKING. SKIF ACTIONS 45;‘}‘[‘ ” > SKIF BOTH ACTIOMS FOR MEXT ROUMD.
@2y
BLEEDIN N BURMIN

[ETACKING]
AT THE EWD OF A TURHM. TAKE 1 DAMAGE FER
BLEED COLUWTER. ROLL UWDER LUCE. IF FAIL,
INCREASXE BLEED 5TACK BY 1.

1De DAMAGE AT START OF TURKM UNTIL FROM

DRUNK
EAMDOM MOWEMEMT FOR 1DZ TURHNE

(UZE SCATTER DIE OR ZFIMMERY .
SLEEFIH

AT THE EWMD OF EACH ROUMWD,

REOLL UWDER LUCE TO AWARKEM.

AMY SLEEFIM MODEL THAT TRAKE= DAMAGE
WAKE= UF IMMEDIATEL Y.

UHMDEARD
DOES WOT FEEL FEAR. A
WHEW REDUCED TO 0 LIFE, DO WOT ROLL DOOM.

/f\/\ IM=TERD,. KO'D AMD FROME.
t\ N AT THE EWD OF THE TURMW, SET HF To 1.
@h@ UMDEARD ARE OMLY KILLED WHEW OBLITERATED.
N
4\
ITEHS IH

THE CHEST

1-4%: WEAFOM OF CGHOICE
E-10: RAMDOM MAGIC SCROLL
11-15: 2Dz0 GOLD
15-1%: 4YDz0 GOLD

c0: ROLL TWICE MORE

Eail's
7\

": @ S |
DAY cas

Y &

i v

TR



MAGIC USERZ KHOW # OF SFELLE

= 1/ LUCK STAT. Ta CAZT A SFELL:

FOLL UMDEFR LLUCEK. EACH SUCCESSFUL
CAZT ADDE +1 MODIFIER To ROLL. IF

FAILED,. FEOLL OM FAILLUERE TABLE.

I. FIREBALL

FAMGE: 2" ., &" DIAMETER =FHEFRE
UFOM ATTEMFTIMG THIS ZFELL, FIRET
TAKE D% DAMAGE AMD BURKMIM. ALL
CAUGHT IM EXFLOZION TAKE D%
DAMAGE AMD RECEIYE BURHMIN.

Il. LIGHTHIHNC POLT
FAMGE: 1z" LIME. 1" WIDE
UFOM ATTEMFTIMG THIS ZFELL, FIRET
TAKE D& DAMAGE. ALL CAUGHT IM BOLT
RECEIYWE =D& DAMAGE AMD ARE
STUMMED. FAILURE STUMEZ CASTER

1l. WIZARD FIST 7/

WIZARD SLAF
FAMGE: TOUCH
CHOOSE BETWEEM IMMEDIATEL v
GRAFFLIMG TARGET OF Z0DZ FIZT ATTACK
CTAUTOMATICALLY HIT=) DEALIMG DAZE OF
ETLUH.

1YW, FOISON CLODUD

EAMGE: &", 4" CcLOLD

ALL CAUGHT IH cLOUD MUST ROLL UWDER
LUCK OF BE FOISOWED SRASTER |5

W. (REJAHIHATION
FAMGE: TOUCH
ZET DEAD TARGET
HF To 1 AMD
MAKE UMDERD.

Yi. SUCK [/

BLOW
FAMGE: &"
FUZH TARGET " = 1/2 CAZTER LUCK (A%
THREOWHKI OF FLULL TAREGET " = 1/2

CASTER LUCE (A% THREOUWHMI

/ e S
Yil. ABSORB //; ﬁ\i\\
RAMGE: TOUCH -
STEAL 104 HF FROM TARGET. IND

Yill. GRAYWITY SURCE
EAMGE: &"
FORECE TARGET IMTO BEIMG FREOME,
TAKIKMG 10Z DAMAGE.

YWix. BODZE CGEYSER
FEAMGE: &", Z" FLUDODLE
CAZTER AMD ALL CAUGHT IM BLAZT
BECOME DRUME [

X. SUHHOH BANAHA FEEL
FEAMGE: SELF

A BAMAMA FEEL AFFEARY IM OME FREEE
HAKMD OoF 0K THE FLOOR WITHIM 1" OF
CAZTER.

SFELL FRAILURE
1. CAST OH SELF 3. 1D% DAHAGE
2. STUNHED %. 108 DAHACGE

(FLAYVERZ MAY IMNWEMT THEIR OWH ZFELLE.
FLEAZE AGREE UFOM THEIR FUM / FAIRMEZZ)




THE CLEARHNUF
JisC AFTER ALL EMEMIES ARE DEAD &P
THE WICTOR GETS 1 TURM TO LOOT THE BODIES BEFORE FOWERFUL THIMGS

BEGIM TO ARRIVE.. GRAB WHAT YOU CAM AMD GET ¥

1. 20 GOOBLINS ¥. ORC WADWRBAND, &
2. THIEF CABAL 5. TWO GIANTS N '
2. EVIL WIZARD 6. THE BLEHMYRAES \Jj

WHEM A MODEL INTERAGTE WITH A CHEST FOR THEX €T TIME 'ROLL A DIE. IF EVEN, IT IZ
UMLOCKED AMD QFEMZ. IF ODD, IT IS LOCKED. IF THE DD MUMBER IZ A 1, IT I TRAFFED
(DEALIMG DY DAMAGEY WHEM ATTEMFTED TO BE OFEMED FOR THE FIRET TIMED.

A ZUITABLE KEY IS AROUMND HERE ZOMEWHERE. UZE THE ZEARCH ACTION TO TREY FIMDIMG
IT. FI\H DEL WITH A KEY MAY QFEM A LOCGEKED CGCHEST,., A KEY MAY OMLY BE UZED OMCE

/

GEAR AMD WEAFOME™Y.

THE TRAYWERH e
EECEUITIMG REFLACEMEMTE FOR THE CREW I= EASY! z
FRESH MEAT IS FREE TO HIRE (THEIR GEAR AIMT, BUB.) o
GET OUT THERE AMD =SKIEMOZH!

GAME

)
B A i //
GOOBIMSGITZ +3e(f ' [
3
SIMPSOMIMIATURES U\/

ILLUETEATIONE BY THE COMMUMITY




