he receives a -3 fo his Results Table roll (modifying the braw!

skill further to +3). Dayn's player rolls a 7 and adds the modifier OA(MOTON oHtlkl A R . ] Q(A PRO ”(OH(

of +3 for a result of 10: Partial Success. The GM rules that Dayn be spent after the roll is made.

TiME IN THE GAME has successfully grappled Skelos but his chokehold causes no - A PHROSIA - H EPHASSTO [ g * P H i RS o - P HE<A ) _' % Hero Points may be used to negate a mishap or critical failure.

p +
One Round = 6 seconds damage. Hit Points = CON + Racial Hit Point Total One Hero Point will add +4 to damage inflicted.

[ 3 g . ' . . . . .
Because of their unusual nature and wide variety of effects, Grappling Attacks . A ° ° A ‘ | a . - ———— — e — . % Hero Points may be spent to negate 4 points of damage per point spent.
have different Results Table results than standard Close Attacks as follows: P I' L N H t R M I A = ' ; o o I A R P u L 5 L I B H t LTSI measure.of alcharacFer > C.lblhty o mjw bef(.)fe dylng_. Ul The Hero can spend up to his maximum amount of Hero Points in this way
average number of Hit Points an individual or creature possesses is determined Example: lolaus is fighting a giant machina construct on the

COMBAT IN DETAI L WHEN MAKING A GRAPPLE ATTACK: ® A R t ’o N . H t $TI A ' o ! ' . : . . t R t N PS A Q u : $ py race (and may be further modiﬁeq through the selectior} of Talents). This total asteroid archipelago in the Myrtoum Solar Sea Expanse. At his

is modified one time only for beginning characters by adding or subtracting a disposal are three Hero Points. The machina shoots a salvo of

Critical Failure:  The attacker has twisted himself into an awkward position . T * : by . P ‘ number of points equal to the individual’s Constitution Rating. Thereafter, Hit y o ; e gy )
1. ComBaTANTS RoLL For INITIATIVE and failed to effectively hold his opponent. The opponent ARTZESIA HtusoN ‘ SARTI +TusstoL Points do mat incrcase, FliupmE NI ) e i —— micro missiles at the nimble Hero, hitting him for 30 points of
At the beginning of any combat situation, each combatant makes an SPD receives a +5 bonus on their next attack vs. the grappler . ; th d to.make R TE damage! lolaus is in the pursuit of a Diomedean bridle (one of his
' ’ i ; : . P ey used to make Omni Table rolls. o ; ; ] g
Attribute roll. This is called rolling for Initiative. This roll is not judged on the — S ATHENIA HostIDON _ *GEMEN POS<CE Ambitions) and decides this would be a good time to use his Hero
Failure: The attacker fails to grab the defender. Points to negate the damage. lolaus’ player spends all three Hero

Results table but is simply the sum of the D20 roll + the Hero’s SPD. ; . . ] : ‘ HERQO POINTS Points and negates 12 points of damage
The character with the highest Initiative total is allowed to act first, and may Partial Success:  The attacker gets a partial hold but has little leverage. No qu g Glory as a reward given by the GM when he has performed noteworthy deeds. The GM is the final arbiter of the reduction of Glory and . ) g P ge.

. Situation Glory Earned . e ) o . . ~ . N i ill giv jon fi . ;
choose a tactic based on the slower opponent’s Intent (see #2). The combatant choke or throw attacks may follow this attack. The defender . Glory has a benefit in combat and social situations. When the GM’s characters once it is gone it cannot be atoned for. A Hero may fix the Hero Points = 5 + (Charisma Attribute x2) '\fv\l’iﬁfﬁtlz;s}":’;ﬂlf;ié’g; ;élr?afl:?ytra MR e

with the next highest total goes next, and so on until all the combatants have taken gets a +5 bonus to his or her attempt to escape this hold. Fighting naked and with abandon 10% of the creatures slain (minimum  encounter a player’s Hero, they may roll against his Glory to see if he is known by problem later but the damage is already done. He may even Hero Points represents the cosmic luck that all Heroes have in fiction — S . . N
o Y . . . . ; - . - ; Two points can be spent to negate the unconsciousness effects of a critical
et e, Full Success: The attacker achieves the hold they, were-attsfipting. They of Ipt) the individual. The more Glory that the Hero possesses, the easier it is to recognize gain Glory from fixing the problem but the die is cast and the that little bit extra that gets him through the harrowing ordeal. There is always hit. This takes 2 full turn to complete
Have the combatants roll for Initiative each round of combat, to establish may throw or choke the defender with their next action, or Fighting in Hand-to-Hand combat 5 points him. This can be a benefit and sometimes a bane, as people will have heard stories of blemish still stands. something different about a Hero that.helps him stanq apart from his more LI . D C0Q
who goes first, second, and so on. Then have all opponents proceed in turn for the simply continue to hold. A Hero’s Glory encompasses his deeds and reputation throughout the i i S peadl e S the Hero’s deeds, losses, weaknesses, and foibles. To know of someone’s legend the mundane counterpal“[.. He is able to cllmb_the mountain no sane person would, he GIVE ANOTHER HERO POINTS
remainder of the fight. m . X Known Worlds. This value represents his performance, special abilities ghtng W yie S PO person must make an INT roll with a DOD determined by the amount of Glory the Hero Below are several examples. . can fight and best a lion, and he can take injury that would lay a normal person . - . . .
= le: D is fighting t b T et [ Critical The hold is especially well placed and strong. The defender : : > 3 % A Verv Difficult skill level T ¢ orisi 5 1o Ifaol ts to kn bout the DOD level low. This is illustrated by Gl TEIE T 1 A Hero may give any or all of his available Hero Points to another by clasping
xample: Dayn is fighting two opponents. The Hero has a S . tak dditional -5 ey £ I, attitude, and all the other subtle acts that together represent his stature in the ery Difficult skill level attempt in a time of crisis points possesses. If a player wants to know more about someone, the goes up one level. Situation Glory Lost - y SO ERRET . hands and wishing the other luck. This takes one round and during this time
SPD+2, the first opponent has a SPD+0, and the last opponent uccess: akes an additional -5 penalty to any escape attempts. ¢ of individuals - - - o . Example: lolaus (150 Glory) wants to impress a nymph with his Your Hero starts the game with a pool of points that can be use to affect the N & . ;
4 Sy OIF MINEIEL, An Extreme skill level attempt in a time of crisis 10 points . Kine foolish i ish lv i g g g : the two Heroes may do nothing else other than reaffirm their friendship and
has a SPD+3. They all roll a D20 and add the result to their SPD . 3 Heroes earn Glory as they adventure across the stars upholding justice greatness. With 150 Glory she needs to roll DoD+2 to have heard of Looking foolish or acting dishonorably in g2 outcome of dice rolls or d e taligigPhie maximum SQEEEEEEEEE illingness to hel ther. A H ly be “gifted” ber of Her
Attribute. Dayn rolls a 7 and adds his SPD+2 for a total of 9. The WHEN ESCAPING: and seeking truth. Points of Glory are earned by doing deeds that no normal A Beyond Extreme skill level attempt in a time of crisis 15 points the great lolaus. front of the common man. 4 o the character may have in her Pool is equal to 5+ double her Charisma Attribute ;Vl_ 1?°nes> l(t) ; tp It ;l_no a* | A mta}_};l)né f:f nge aATFIntel ot il_o
' ) N vy - . . AP ) . ) J .. . . . oints equal to 3 times his normal amount. The Gifting Hero will not regain his
first opponent rolls an 11 and adds his SPD+0 for a total of 11, To escape the Vliﬁm must make a CR + STR (or Pankration) versus a DoD person could ever hope to accomplish, such as solving a heroically difficult ~ Legendary skill level (DoD-20) attempt in a time of crisis 20 points Glory Difficulty ) In So‘mal situations, Gl.01y gdds a b(?nus Aof +1 per 50 Losing a lover because of personal 4 points (minimum of 5 Hero Points). This amount goes up as the Hero gains Glory. e e?mount Ol . W = g
and the last opponent rolls a 9 and adds his SPD of +3 for a total ~ €qual to the grappler’s CR + STR (or Pankration). ; s e ity A <Ml 1oints of Glory to any social dice roll situation where your : Whenever a player makes any roll (Attribute, skill, damage, power, and so : SE s ‘ :
PP riddle or stopping a reactor core leak while others escape. F o Ambiti full % oaf . T negligence. e e o £¢: D The Hero Points are available until used and must be used first before their
of 12. Critical Failure: The defender twists himself into an even worse position. For Glory rewards of 15, it doesn’t matter if the Hero succeeds or DI CSIIELERIE Sl Adnibi T e eEEsnl iy points 1-10 =1 name is heard. In some cases it will act as a penalty. on), she may spend Hero Points to increase the total. She may use Hero Points '

; : -~ 3 . . . . : i i i Allowing oneself to be bamboozled by a 8 points - > . : ; : own personal pool is used. If the gifting Hero dies before the Hero Points are used
The order of the combat round is second opponent, first He takes an additional -5 penalty to any further escape fails: all that matters is that he tried. For such acts of heroism the character  Saving a planet from destruction with the help of the group 100 points 21-30 Example: lolaus (150 Glory) is seeking an audience . el : ) up to a maximum based on the Hero’s Glory score. Use the following chart to N . N :
; ) ) ith the King of Argos. Whil king to the palace’ small-time criminal. Disregarding the pleas the receiving Hero takes one Fate Point because of grief and guilt.
opponent, and then Dayn. attempts. receives the full reward. For Glory acts of 10-20 the character gets a full Y AUTEET AU, RIS SRS PRI & S s & g

.. . . A > 4 - Slaying a great villain or creature The Glory he possessed 31-40 Major-Domo, lolaus says, “l am lolaus of Thebes, son of the helpless.
Note that further Critical Failure results do not add to this reward for success and only half for failure (in these cases failure usually of Iphicles. | would like to speak to the great king of this Glory Score Hero Point Max Per Roll REGAINING SPENT HERO POINTS

2. PLAYER/ GM STATES INTENT penalty. The maximum is -3. means death). Falling in love and winning a paramour’s affection 10 points 41-50 o Allowing an insult to go unanswered. Not 12 points - 5 EONET A LD T, oursc of the adventure and only reset
Before rolling for a combat action, the player or GM must state his character’s ~ Failure: The defender remains in the hold. Siring or bearing healthy children 20 points per child 51-100 lolaus rolls his CHA with an added bonus of +3 (150/50 | defending the honor of one’s companions. at the beginning of a new adventure. An adventure may be more than one game

; o e o L Example: lolaus saves three innocents while defeating a Wh ltiple Gl d licable thev stack. vieldi 5o l = 3). He rolls a success! Allowi & fneien b d 05 e 21-40 3 . A : :
Intent. The GM states Intent for his NPCs. This is done by choosing a weapon or : . I ? - ; ) €n mulliple Glory awards are applicable they stack, yiclding a larger award. 101-150 : ) . owing a great mnjustice to go unanswere pomnts session long, so players should use the points wisely.
Combat Skill, and a CombIRINE EIEl R e | Wl deibndlar allig: o gy ol off 1hs Melih A -5 (O L beast. lolaus receives 5 Glory points. Example: A naked Hero fighting and killing a 100 Glory opponent in hand-to- Since the Major-Domo knows of lolaus and his great or running in the face of defeat. 41100 5

X . . \ next escape attempt. - e Id ive 115 GI 151-200 +3 deeds he rushes to his king to tell him of the great Hero that
There are four categories of Combat Tactics: Attack, Defend, Movement, 20 COMuaie Ol O CElle any. stands outside his doors. If, on the other hand, the Major- Allowing a companion to die because of 20 points 101-150 () GLORY AND HERO POINTS
and Stunt.

Full Success: The defender escapes the grapple. Ex_am/.))cllz.'hWhi/t_a 7ellping with fa) disastroy§ ﬂoodI/}n. the 300+ 45 Domo had a reason to hate the Spartan Hero or his father,  one’s incompetence or cowardice. J The more Glory the Hero possesses, the more Hero Points the Hero will
Each has a number of variations, as described in the section on Combat. Critical The defender performs a perfect reversal. The defender g ZZUiI;}; Oivet ;;OI’KSO?NU; S?f?:tef?;)ea ﬁ;lggg t\;;/: a:f;a will BELOW IS A BENCHMARK LIST OF WHAT GLORY IS then the Glory would act as a penalty of -3. Turni s back helol . 60 point ’ 151-200 10 eventually have .at his disposal. When a Hero atFains a certain levels of Glory Fhey
Example: A character’s Intent might be to throw a spear, parry | Sucecess: may make an immediate attack on his opponent at full skill, g v g —— 1-10 A Hero known in a local town B iy W ity or PR g 200+ Any may add two points to their permanent Hero Point total. A Hero adds these points
. ; . , . be flooded and hundreds, if not thousands will die; iolaus world and allowing them to be destroyed at 60nt. 100pL. 150 t. 2000t. 2500t. and the 275pt level of Glo
with a shield, retreat, or try to trip or distract an opponent. flee, or perform any other action. braces his back against the wall and pushes. The Game 21-30 A Heto known in one major city LosING GLORY because of one’s inaction pt, 1UUpL, pt, 20Upt, 2>Upt, pt Ty
The winner of the Initiative roll can choose to declare Intent first or wait until ; ) Example: A Hero with 20 Glory may only spend 2 Hero Points Example: lolaus (with 5 Hero points) reaches 60 Glory. He

other combatants have done so, in order to anticipate their opponents’ moves and e L cocTIe ey 31490 A Hero known in one planetary region Conversely, a Hero can do something that would bring dishonor to his name. This ' during an action, while his much more famous friend with 150 may add 2 points to his Hero Points for a total of 7 points.

Strength and calls for a STR roll. lolaus will either live to tell will cause the Hero to actually lose Glory. Imagine when confronting a hydra that is
h : : g o ] : / h 3
the glorious tale or die and have songs sung of his heroism, e apiouiyaiene hoign on ane world about to attack a small town the Hero loses his resolve and turns to run. If survivors live Cll/iceppIelialn 19°6 GAINING MORE HERO POINTS DURING PLAY

D E A I I I & D I l N G but either way the situation will garner him 10 Glory points. 51-100 A known Hero in one sector to tell the tale they will cry that the Hero was a coward. The gods do not like having RGN g T iR i B UL ol

#
their names associated with the deeds of such an ignoble Hero and may well turn on Pl el dvani g

unconscious and on the verge of death. Should this happen the Game Master NOTE: Always give Glory right on the spot. Do not treat Glory like him, so not only will a Hero’s name lose luster, but he may lose a divine gift bestowed : Plzy T
s g 3 pp 151-200 A Hero known in all of Hellene space upon him. e

should immediately roll on the Results Table, using the victim’s CON versus a Expenence Points that are doled out at the end Of the N The . It icnio 05 . i sl b ool ‘ % Ofter sacrifice or votives to the gods (This is covered in the section of
DoD equal to the number of points he is below zero Hit Points. The total will boldens the players to for more 300+ A Hero whose deeds have become legend. Recognized throughout Known Space L1 to 05 LRI 10 BRLL, SAC e SOTES- SLAR SEaltic 2'OUSRE the gods)

yield one of the following results: 7. The more Glory that a Hero possesses, the better he is known in civilized areas. Depending on fall or blunder. Dishonorable deeds spfead much faster than ﬂ_le honorable ones, so
what his deeds are, he will either be regaled or reviled by the common folk. The character will amass  therefore a Hero loses a larger proportion of honor than he gains.

- b L ‘L- y ? ¥
m——— HELLENE <ODS | | ey ZoRAN $OD 3 TN
] 1 ifyi i OF THINGS:

% Players may spend Hero Points to increase a roll by +2. Hero Points may

determine the allowable number of Hero Points.

act accordingly. Either way, the individual who has the Initiative rolls first.

3. GM DeTeErRMINES BoNuses OR PENALTIES

After the player/GM indicates the weapon and tactic being used and describes
the character’s Intent, the Game Master determines if any bonus or penalty will be
applied before the player/GM rolls on the Results Table.

Apply a bonus based on the Combat Skill Rating chosen by the player/
GM. To save time during the game, it’s a good idea to have players figure their
characters” modified Combat Skill Ratings in advance and record these numbers Critical Failure  The character is dead.
on their Character Sheet.

Apply a modifier based on the Degree of Difficulty. If the Combat tactic
is being opposed by another individual or creature, the Degree of Difficulty is
always based on the defender’s abilities. Decide which ability is most appropriate,
based on the following considerations:

# The DoD to hit a an opponent in combat is usually equal to the target’s

DEX + Evade skill.

Individuals or creatures reduced to zero or less Hit Points are rendered 101-150 A Hero known on several worlds over a few sectors

5 Swear an Oath in the name of a god (This is covered in the section of
the gods)
Tempt Fate (For more information on Tempting Fate see the entry later
in this section)
% Pursue your Destiny (For more information on Destiny see the entry
later in this section)

Failure Things are looking grim. The victim is fading fast and
will need to make another CON roll every minute at a
cumulative penalty of -1 per minute. A result of failure
or worse on any of these subsequent CON rolls results in .
death. A result of partial success or better, and the victim L Lol : M Critical Failure: not only does the attempted
gets to live for another minute. At best, the vietim will ; 8l action fail, but it fails miserably and may have
Example: Dayn has a melee weapon skill rating of +10. His ;l;g?;1aslflircr:s;fr¥}:gjgzdoiosrotr}? : ggg(fosup :;f gzsl? : Z{e d Z - e . [ R G o o (]
opponent has an Evade skill rating of +6. Dayn has a DoD+4. : : Sy e o 0 OR LESS LEIT1C-11_-;-FM damage to the character attempting the action, — ~
if someone with the Heal or Medicine skill stabilizes the - opposite of the intended effect, etc.). It’s the GM’s Difficulty Modifier

Hltheop p oneqt IS P b7 Beisriags, ihe 1 ) s sgmaliis (o opensies Hero with a roll versus a DoD equal to the number of Hit 1-5 FML_IL'FE 8] job to determine the actual results of any Mishap, No chance of failure No need to roll
CR + Parry skill (See Defense Rules). Points below zero. This roll will not restore Hit Points; only 1 — 1 based on the circumstances surrounding the

Example: Dayn has a Sword skill rating of +10. His opponent Y Iy ur— : 6-10 PARTIAL 51 . Any fool could do it +10
has an Axe skill of +12. The Hero has a DoD-2. E : ] = @m 1 attﬁ.tmpted actlot}. . _ _
If the attack is unopposed, then the Degree of Difficulty is based on how Partial Success:  The victim will recover, but will suffer some sort of ! 11-19 SUCCE Failure: the action fails to achieve the intended Very Easy

simple or difficult it will be for the character to achieve his or her stated Intent. permanent injury. Possibilities include disfiguring scars, a { § result. B
P Example: If Dayn the Forgotten is trying to hit an unwary 1-point reduction of one of the victim’s Attributes, amnesia, ; 20 OB MORE ¢ . il Partial Succes.s: the action is only moderately ACT I ON DE C K DI S C ARD S'asyl
opponent with an arrow, the Degree of Difficulty would be based or some other disability appropriate to the circumstances | successful, achieving part but not all of the SIEs
on such factors as the target’s range and degree of cover, not the surrounding the victim’s “near-death experience” (GM’s intended effect (such as half-damage from an Routine
opponent’s combat abilities. ruling). attack or partial effect from a Dynamism). Tricky ™

. . . Full Success: the action achieves the intended result.
Compare applicable bonuses and penalties, and use the total as the modifier Full or Critical ~ The victim will recover completely, with or without Y .

that will be applied to the player’s Results Table Combat roll. Success R T T T, o Critical Succesg: th.e actlon. is even more successful than intended, ach1ev1pg the player’s stat.ed Difficult 7to-10
. intent and also yielding additional benefits of some sort (attack causes a Critical Wound that disables -
rules should be reserved only for PCs or important NPCs. Very Difficult -11 to -15

: i P oo . the opponent, increased effect from a Dynamism, etc.). It’s the GM’s job to determine the actual
4. PLaver/GM Rotuis To ATTEMPT THE ACTION Ay -other gl s nged foid P @ s e el e results and extent of any Critical Success, based on prevailing circumstances. Extreme -16 t0-20
To determine whether the Combat action is successful or not, the player/GM considered dead at once. Brec i andh NS 3
p ; y Xtr
adds his Combat Skill Rating to the DoD and rolls 1D20, adding it to the result. himEt()J(éicjnilzlliet. P[c))(;'jfi/tr; (Elgl\égl)\li;i; tDaCI)(glvisdf”ZnaH% erg;lzt t,;;é;s[;;guacne: . d . X ! 8 When an adventure comes to an end, the Game Master gives the Heroes
Example: Dayn wants to shoot the unaware opponent. Dayn’s . i : . : ' ' y I k. = B something to represent the challenges they went through and the experience
player rolls the D20 and gets a result of 15, and modifies the roll gets a Partial Success, meaning that he will eventually recover ; i A B :

) - . : with some sort of scar or permanent wound. ' ‘ . - 3 e y . . . they acquired. This is done through Experience Points (XP) and Glory. Al h i i i
?;/gh tf\]ge D;)ZD) (DeSgree of Difficulty) of -3. The final number is 12 p - ' : . Distribute Experience Points based on the challenge level of the adventure a skill is equal to the new skill level (not the total Skill Rating, which is the
-3= , a Success.

(pre-made adventures do this for you). It the adventure was simple, with the combination of skill plus Attribute modifier) plus one.

‘ : Y it i . o , 3 - Example: The dynamist Alkon has Lore (Arcane) at a Level of
5. GM JubpcEs RESULT C RITICAL WOUN D S NOTE: Why only a percentage of the monsy egrned7 Because "t is assumed that the rest Heroes effortlessly overcoming most obstacles, then the reward can be small. If : ‘
After the player/GM rolls, the GM interprets the Results Table result, goes towards general upkesp and normal expenditure of a normal life. The Hero must pay for B they needed to use all their wits and most of their skills, be sure that the reward +5. To improve his level to +6, Alkon must spend 7 XP — the new

L I inceL b M Any attack th:.at. is made with t.he intent to k.illl or injure that yiel(lls a Resu.lts. lodging and food like everyone else. reflects the greater obstacles. ! skill level of +6 plus 1. ‘ _
g P £ ’ Table result of Critical Success will cause a Critical Wound. Assuming the victim For the typical adventure of two or three lengthy or involved scenes, which Skills can only be improved one level at a time. Though PCs can improve more

gﬁiﬁ?{fgf;ﬁgnbat actions intended to cause damage will produce one of the has not been reduced to zero or less Hit Points, he must make a roll vs. his CON THE DE STINY & TE MPTI N G F ATE EVENT THAT OCCURS DURING THE RESPITE The amount is then multiplied by the number of months away during the Respite Phase to get the final b may take two short sessions, Heroes should receive between 3 and ]’6 than one skill at a time, the same skill can only be improved once per week of game

Rating (minus the DR of the attack) to determine the extent of the injury, as . ) . . . . . Roll Result Attribute amount earned by the Hero. time.
Critical Failure: The attack fails due to a mishap of some sort; the attacker T Tt During the course of play the Hero is constantly trying to complete Ambitions and reach his destiny

stumbles and falls, hits himself, hits an unintended target without succumbing to his Fate. While in the pursuit of these goals his drive manifests in the form of Family intrigue PER
Tierlks e weapon’ being used, ’etc. (GM’s ruling) : bonus Hero Points that can be used when these goals become paramount. Destiny may be called upon Tragedy WIL
a number of times when the Hero is in a situation that is appropriate to one of his Ambitions. The Hero
Points acts as normal Hero Points in every way, and have a few other benefits listed below.

EXPERIENCE POINTS (XP) IMPROVING EXISTING SKILLS

Cost to improve a skill after Character Creation = new skill level +1 XP
As players earn Experience Points (XP) for adventures, they can use
accumulated XP to improve their character’s skills. The cost in XP to improve

i ; Experience Points or more if the adventure contains particularly challenging
Example: lolaus is a Spartan who earns 100 Drachmas a month in the employ of the obstacles like going up against an Atlantean or Titan. For significantly shorter

Spartan B, lolaus colgy home f"_ om another amazing adventure and Goss ba(':k to his _ scenarios, decrease the points given. For longer scenarios, ones that have at AcQUIRING NEwW SKiILLS

trade as a trained soldier. The Respite Phase last for 15 months and during that time lolaus  least four to five lengthy scenes, Experience Point awards should be doubled. . . . . - .

A small adventure DEX performs adequately (rolling a success at the end of the 15 months). During that period \ | Point rewards should only be given at the end of scenarios. Purchasing skills after Character Creation =.5 XP x Training Period
lolaus earned 1,500 Drachmas for his trouble but almost all of it goes to the upkeep of his : Glory Experience Points accumulated through adventuring can be used to acquire
modest home, occasional nights out to the Agora, and the essentials such as food and other Adventure Glory should equal 1 point for every 5 XPs given for the new skills. Additional skills can be acquired at a cost of XP equal to the Training
9-10 A mystery or riddle requiring illumination INT necessities leaving him with only 150 Drachmas when all is said and done (10% of his actual . AT, Period of the skill (as indicated in the skill’s description).

Partial Success:  Victim can continue, but suffers a penalty of -5 on all The Hero can spend these points in addition to his normal limit as per the Glory rules. 1-12 Atest or vigor and physical prowess STR RALS- . Gl Example: A group recgliEZo g Rl v T Toegd 5 Wou%i?g’?)’?I;skglnfj;ieza";g;if Ie()n/c;ilsvf a6t ‘1/;99/(3- it
die rolls until the Critical Wound damage is healed (by 13-14 Chased or pursuing something or someone important SPD -’

For skills, charact 1 d to hir lified person to teach
Critical The attaCk dOeS fu” Damage Ratmg and aChieVeS the Dynamist or non_Dynamist healing’ or [hrough rest and SH_ARING WHEN I)OES THE RESPITE OCCUR DURING THE GAME? GU[DEL[NES OT SOMQIRTTS, Soadillrs M2y 4150 gurl L U o Poroon 0 fead

y . . . . L - : 3 & 1 . . the new skill. For example, if a warrior wanted to acquire the Tracking/Shadowin
Success: attacker’s stated Intent. If the Intent was to injure or kill, recuperation). It may be the Hero’s destiny to help another person reach his goal because doing so may benefit the 15-16 Struck by a hardship or sickness CON The Respite Phase should occur between story arcs, usually every 3—6 adventures. This helps time pass, Here are some guidelines that you can use to determine suitable rewards: skill, he might have to hpire T R NS i teacqh him this skill % %

& 5 Y Success . > op 1920 A moment of clarity or introspection play . P PP Y as . new skill to the Hero’s Character Sheet. All new skills have a beginning level of

is hurt. Subtract the Damage Rating of the attack from The Game Master rolls to see how many months are spent in the Respite Phase for the entire group. Did the group accomplish its goal? For each 220 XPs. For 41

this CON roll. Partial Success means the victim suffers ; A Hero may choose to use either Destiny or Fate in the pursuit of his goals and does not have to y game session or completed adventure particularly harrowing
a penalty of -5 on all further actions until healed of the (r)é) 553;’;':' 77_—;;': gz g gggg; ;?ngnf :f k(zn;S C()(gl({larr(;?g/ ?t : Zegigi?r use the full amount listed. The difference is that Fate allows for the use of more points at a lower level UIMESPENT DURUESEIEY SIS PIIE THE ADVERSARIES' MACHINATIONS . goals or O, 1t require

Critical Wound. Failure or Critical Failure means the victim i dam:age L T e G T £ S ) S & eSS of Glory. Fate is more enticing and easier to use but ultimately leads to the Hero’s demise. If any of the . Roll  Time Roll Time Roll Machinations grand-scale Heroic GAINING NEw TALENTS

is incapacitated until healed. See the chapter on Combat for Fate Points are used and roll a natural failure (a roll of 1-5 on the D20), even if ultimately the roll was : L 1D20 months 11 5 years+1D20 months _ actions, consider adding a After Character Creation, Talents become more expensive to acquire. First, the
more information of Critical Wounds. a success then the player takes a number of Fate Points equal to half the amount of points used (round 1 A great Kraken cuts off a busy Slipspace route. " few points of Glory Hero must have a reasonable explanation for why her character suddenly has the
Example: Dayn gets a full success with his roll of 12 and does up). If Fate Points are used for negating damage, the Hero takes a number of Fate Points equal to half the 2D20 months 5 years+2D20 months Talent and secondly, the player must pay for the Talent with Experience Points.
full damage with his arrow. If the roll had a DoD of -8 the final number of points used automatically and no roll is made. As discussed earlier, once the Hero has 10 Fate
result would have been a 7 (15— 8 = 7), a Partial success doing Points he has caught the attention of the Moirae who enact their dark fortune upon him.
half-damage. Fate is easier to call upon, but Destiny is more rewarding and safer in the long Tun. 4D20 months 5 years+4D20 months A planet close to a random player is under martial law or suffers civil unrest.

Failure/Critical ~ Victim is incapacitated and rendered incapable of
Failure movement, regardless of actual Hit Point total. No further
Failure: The attack misses the intended target. actions can be taken until the Critical Wound damage is
healed with a Medicine skill roll. Tn the case of minor
NPCs, a critical hit can cause instant death or knockout HERO POINTS

(GM’s ruling) without the need for a CON roll. Destiny points may be used in the exact same way as Hero Points with the same effects and benefits.

Partial Success:  The attacker scores a glancing blow that only does half A romance or affair or a visit by someone important CHA
the attack form’s total Damage Rating (rounded-up to the

nearest whole number).

Full Success: The attack does its full Damage Rating.

Example: a Hero swings his sword and critically hits his

to carry on fighting as normal, but with a particularly nasty wound.

Later that same battle, the Hero again scores a critical hit on
his opponent who must again make a CON roll. This time the
opponent gets only a partial and continues to fight, but now with
a penalty of -5 to ALL his actions.

A leader on a random planet is assassinated. Group worked as a team and everyone enjoyed  2-5 XPs

3D20 months 5 years+3D20 months A close ally of the Hero is missing or dead. themselves. You should also award several Purchasing Talents after Character Creation =20 XP
Experience Points for each major obstacle

the Heroes overcame, such as defeating an IMPROVING ATTRIBUTES

A random world cuts off all contact to the outside universe. . Atlantean’s henchmen while kecping innocent

’ 5D20 months 5 5 years+5D20 months

Mooks’ DEATH AND DYING, AND CRITICAL HiTS DEsTINY POINTS % T : e w e bystanders from getting hurt. Cost to improve an Attribute after Character Creation = new Attribute
The critical hit rules are only used for Heroes and important NPCs. A mook : . 3 years+1D20 months 7 years+1D20 months The Enemy is silent but a random Hero has vivid dreams of a princess on a random world in great S level x5 XP

or henchman (or any other character not central to the story) dies or is otherwise Destiny Progression danger. , For completing an Ambition 10

rendered unconscious and out of combat when they reach zero Hit Points and may Hero Points 4 5 6 3 years+2D20 months 7 years+2D20 months A random Hero’s world falls sick to a mysterious plague and is quarantined.

‘ I ) . e 3 > not roll on the Death and Dying Chart. When a mook is hit with a critical hit they ; ; :

ﬁiazbifl o restrained = take no further actions :Lntﬂ het ?tteng’lts ti S I tomatically fail and are taken out of the combat Uses Per Adventure DYN+6  DYN+8  DYN+I0 S e PN Py months A pirate fleet savages a planetary system looking for something. Per week spent learning and training in a skill | XP per week
e defender’s escape attempt is unsuccesstul, on the next turn the attacker can o od 1 ) ) " for the sake of improvement

either throw or choke the defender without the need for a second attack roll. A Glory Range - . 101-150 151-250 251+ 3 years+4D R p gy 3RP0 months iR el e o agandar world

thrown defender can be hurled up to 2 meters away (+1 meter per +3 STR), and/ 3 years+5D20 months 9 years+3D20 months A relative of a random Hero joins the enemy. Going Above Racial Maximum

or body slammed (DR 3 + STR). Choking causes STR+4 DR per round until the . oy ) . " - One thing that defines the Hero is his abilities beyond that of the normal

defendzr escapes (gr is rendered)unconsciius. . HEALIN G TEMPTING FATE Ahugg space Palis being foushfrevemasracUBREEEREY distant scctar. Hellene. If a player wants to increase his character’s Attributes beyond the racial
Grappling Attacks cannot be used against multiple tgrgets. A single target (R e Y e N (T Fate Progression RESPITE PH ASE AND MoNEY . ‘ A boy claiming to be a god takes a distant world as his own. He shows many fantastic abilities and . maximum, he must spend double the normal cost for the increase.

can be both grabbed and choked or grabbed and thrown in the same turn, at a -5 During the Respite Phase it is assumed that the Hero goes home and back to his “normal” life. He has powers.

penalty for the extra action. While engaged in a Grappling Attack, the attacker has family to see to, bills to pay, and work to do. During this downtime it is assumed that the Hero works at his A temple moon is blockaded by the enemy. i Increasing Combat Rating and Dynamism

ot healing per +1 Constitution Rating. Individuals with negative Constitution
a -5 penalty to his defensive Skill Rating and the victim has an effective defensive Ratings ﬁg egl at the rate 6 5 HP per 5’ ay; minusjone point O? HealinBperl CON Uses Per Adventure DYN+6 DYN+9 DYN+12  DYN+I5 profession and earns a living.
Skill Rating of zero. -

. . ) y Rating (the minimum rate of healing is 1 HP per day). These healing rates assume
Example: Dayn is having a few drinks in a bar and has had

; - : reasonably good conditions and treatment as well as no strenuous activity. Note
the misfortune of drawing the attention of thg focal tough, Skelos g specific injuries, such as broken bones, may take longer to heal than simply Note: Fate Points can be used at anytime during the course of play and do not have to be tied to the
the Unclean. Dayn knows that Skelos, who is far larger and

: e, 1 regaining the Hit Points lost. This is left to the GM’s discretion. Hero’s Ambitions. If a Hero wants to tempt Fate on trying to impress a young woman at Aphrosia’s sacred Failure & Partial Success: The Hero receives 5% of the base amount listed ) :
stronger than he, will try to get him in a hold and choke him. grove, then so be it. Successes: The Hero receives 10% of the amount listed A Hero’s Enemy calls him out.

Dayn, who is faster, decides to be the first to try to get a hold. He Critical Successes: The Hero receives 20% of the amount listed o impwaﬁ dw:ommitted R e
Jjumps on the back of the brawny Skelos and attempts to apply a .

choke hold. Dayn 's Pankration Rating is +14 while Skelos'is +8 ] . ' . A planctary ruler has gone mad and executes a person close to the Hero.
(modifying Dayn’s skill to +6). i ‘ ' i utl  dista shes. ‘.B-
The GM deCIdes-that smce Dayn is atZempt/ng a very dar/ng -, L ; hts i . . 4 4 : — - . - h
» .-l“ il | ‘- 'I - " - " '.- = Jl 410 | . - i

GRAPPLING ATTACKS

A Grappling Attack is any attempt to grab, restrain, or throw an opponent
through the use of strength, leverage, or special grappling weapons. Grappling
Attacks are handled as per Close Attacks. However, a defender who has been

Like skills, a character’s Attributes may also be increased by expending XP.
For outstanding roleplaying and storytelling 2-10 The cost to improve an Attribute is 5 times the new Attribute rating. Improving an
Attribute requires a number ot weeks equal to the new rating multiplied by two in
training time.

Healing occurs at the rate of 5 Hit Points per day, plus one additional point Hero Points 6 8 10 12

A 7 N L Cost to improve an CR or DYN after Character Creation = new
Glory Range 41-75 76-150 151-200 201+ The amount of money earned is determined by the base money received from the profession. Lo R R e Attribute lcvzl x10 XP

Each Hero rolls on the Omni Chart using his Profession skill with a DoD of -2 as a blanket adversity A coup happens on a random planet involving a Hero’s relatives.

The Combat Rating and Dynamism Attributes cost twice as much to raise after
during his employ, with the following results:

A lost space colony appears from Slipspace, floating aimlessly through space. Character Creation.

=i
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