REAEMS OF NORMANDIE

AR AR zn N \
N f p—o M.s./ﬂ,..”rﬂ .
g, B

R

e



CHARACTER CREATION

Constitution modifies a characters hit points each level (this

_ bonus is applied to each roll for new hit poin¢sper die
To create a character for the Blessed Realmslafmandie rolled).

you must first determine your characters attribute scores.

Each character is defined by six attributes (all familiar o Charisma, this modifier applies to reaction railsen dealing
players of the original rolglaying game) these attrilies are: with NPCs & monster<Charisma also affects the number of

Strength, Intelligence, Wisdom, Dexterity, Constitution, and  pjrelings you may have and their loyalty to your character.
Charisma. To determine your scores, roll 3d6dach ability

scorein order. Charisma Max Hirelings Loyalty Base
) » 3to4 1 -2
Each score will have a modifier based on that score as 5t06 2 1
outlined in the table below. 7109 3 +/-0
10to 12 4 +/-0
Ability 13t0 15 5 +1
Sore Modifier 16 to 17 6 +2
3 -3 18+ 12 +4
4-5 -2
6-8 -1 Prime requisites for each class are as follows:
9-12 +/-0
13-15 +1 Clericc Wisdom
16-17 +2 FightingMen ¢ Strength
18 +3 MagicUsersg Intelligence

Thieves; Dexterity

The Strength score modifies melee attack rollsHitorolls)

and damage rolls. A character earns bonus experience points (XP) if his score is
high enough for his class based on the ¢abélow:

Intelligence modifies your characters bonus langusagall

characters start speaking their nortngongue (French for Score  XP Mod.
characters from the Blessed Realm Nobrmandi§. The 3-8 -10%
modifier is for bonus languages, and scores below 9 should be 9to 12 0%
GNBFGSR & n 02ydza fFy3adz 3Sa 13-15 5% 32dz OlFyQid KI @S yS3ali
languages). 16+ 10%
Wisdom has no in game modifier. After determining your attributes, you pick a class, roll your
hit dice, and then roll 3d6 x 10 for your starting gold pieces.
Dexterity modifies a characters ability to hit with missile You then buy any starting equipment you wish to have.

weapons (tehit roll).




CHARBCTER CLASSES

There ared classes in th&lormandiecampaign These are:

o Clerics

o FightingMen
o MagicUsers
o Thieves

Levels: Each class can advance only as far'a&tél in this
campaign setting.

Experience Points: Experience points are awardeithe end
of each session based upon the encounters overcome,

treasure found (and spent), and of course carousing (thanks
to Jeff Rients).

Hit Dice: These are used to determine your characters hit
points. Each level all dice are-r@led. If the total idess than
your current HP total, keep your total and add 1.

Spells per Level: Clerics & Mabisers gain spell casting
ability at each level, and these spells are automatically gained
each level.
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CLERICS

Clerics have the advantages of both Fighfiten and MagidJsers in that they have the use of magitnor andsome magic
weapons (blunt weapons onhand they have a number of their own spellfiey may not use any missile weapon howeren
Clerics reach'8level (Patriarch) they may opt to buitdeir own stronghold. This stronghold will only cost 50% of their normal cost
due to their connections with their religious institutioh.K Sy | aGNRy3IK2f R A& o0dzZAfG=Z I ydzyo S
and offer their service at no chargedwill be fanatically loyal. The GM will determine the number and oultfitting of these followers.

Clerics with a stronghold of their own will control a territory similar to that of a Figktingy ' YR @6Aff NBOSAGS
inhabitant per year.

Clerics are able to cast spells that they receiver daily from their prayers. They

must prepare these spells before adventuring and cannot change their spells
once prepared for the day

CLERIC ADVANCEMENT TABLE

Spells per Level

Level Title XP HD(@®) 1 2 3 4 5
1 Acolyte - 1 N
2 Adept 1,500 2 T - - - -
3 Village Priest 3,000 3 2 - - - -
4  Vicar 6,000 4 2 1 - - -
5 Curate 12000 4+1 2 2 - - -
6 Bishop 25,000 5 2 21 1 -
7 Lama 50,000 6 2 2 2 11
8 Patriarch 100,000 7 2 2 2 2 2
9 Patriarch 200,000 7+1 3 3 3 2 2
10 Patriarch 400,000 7+2 3 3 3 3 3

/£ SNAOa faz2z KIFIFS GKS FroAtAade d2 a
/ £ S NRhaoté destrby®hem outright. To turn the undead, consult the tab
below. The numbers are the target number (on 2d6) that must be rolled
higher to turn the undead.

A result of N means No Effect.

A result of T means the monster is automatically turned away (up to 2d¢
number).

A result of D means dissolved / destroyed {af2d6 in number).

CLERIC vs. UNDEAD TABLE

Undead Cleric Level

Type 1 2 3 4 5 6 7 8 9 10
Skeleon 7 T T D D D D D D D
Zombie 9 7 T T D D D D D D
Ghoul 12 9 7 T T D D D D D
Wight N 11 9 7 T T D D D D
Wraith N N 11 9 7 T T T D D
Mummy N N N 11 9 7 T T T D
Spetre N N N N 11 9 7 7 T D
Vampire N N N N N 11 9 9 7 7




FIGHTING~MEN

Fightingmen are able to use all weapons and armor, and have more hit dice available than the other classes. Upon #&meng 9

(Lord), Fightingvlen are able to buildi KSANJ 26y OF aGf S
inhabitant per year. They will also be able to attract a body of fmearms (determined by the GM) who will serve as long as they

are paid fairly.

FIGHTING MAN ADVANCEMENT TABLE

Level Title XP HD (d6)

1 Veteran - 2

2 Warrior 2,000 3

3 Swordsman 4,000 4

4 Hero 8,000 5

5 Swashbuckler 16,000 6

6 Myrmidon 32,000 7

7 Champion 64,000 8+1
8 Super Hero 120,000 9+2
9 Lord 240,000 10+1
10 Lord 500,000 10+3
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MAGIC-USER5

MagicUsers are able to cast spells as well as create certain magical items. They are restricted to the use of daggers, and may
wear any armor.

They gain access to powerful spells as they advance in level.-Maggie begin play with spell book and the spell Read Magic. In
addition they randomly determine 2 othef'level spells that are in their spell book.

They can only cast those spells that they memorize during periods of rest, so they must prepare their spells aheadantitime,
cannot change spells once they are memorized.

MAGIGUSER ADVANCEMENT TABLE

Spells per Level

Level Title XP HD(@6) 1 2 3 4 5 6

1 Medium - 1 1 - - - - -

2 Seer 2500 1+1 2 - - - - -

3 Conjurer 5,000 2 31 - - - -

4 Necromancer 10,000 2+1 4 2 - - - -

5 Thaumaturgist 20,000 3 4 2 1 - - -

6 Magician 40,000 3+1 4 2 2 1 - -

7 Enchanter 80,000 4 4 3 2 2 1 -

8 Warlock 150,000 5 4 3 2 2 2 1

9 Sorcerer 300,000 6+1 4 4 3 2 2 1

10 Wizard 600,000 7 5 4 4 4 3 2
ENCHANTING/ CREATING ITEMS
Item Cost/ Time
Scroll 100 gp per Level (takes 1 week per lev
Potion 200 gp per Level (takes 1 week per lev

Enchanting 20 arrows 1,000 gp per level (takes 4 weeks)
Enchanting Armorto +1 2,000 gp per level (takes 4 weeks)
Enchanting a weapon to +1 3,000 gp per level (takes 6 weeks)




THIEVES

Thieves are able to use only one handed weapons and any missile weaponay only wear Boiled Leather armdrhey have
special skills that only they may perform in game as follows:

Open Locks

Remove Traps

Pick Pockets

Move Silently

Climb Sheer Surfaces
Hide in Shadows
Hear Noise

O O O O 0O O o

THIEF ADVANCEMENT TABLE

Level Title XP HD (d6)
1 Apprentice 0 1
2 Footpad 1,200 2
3 Robber 2,400 2+1
4 Burglar 4,800 3
5 Cutpurse 10,000 3+1
6 Sharper 20,000 4
7 Pilferer 40,000 4+1
8  Thief 80,000 5
9 Master Thief 160,000 5+1
10  Master Thief 320,000 6

THIEF SKILL TABLE

Level Open Lock Remove Trap Pick Pocket Move Silently ClimbSheer Hidein Shadows HearNoise

1 15% 10% 20% 20% 87% 10% 1-2
2 20% 15% 25% 25% 88% 15% 1-2
3 25% 20% 30% 30% 8% 20% 1-3
4 30% 25% 35% 35% 90% 25% 1-3
5 35% 30% 40% 40% 91% 30% 1-3
6 40% 35% 45% 45% 92% 35% 1-3
7 45% 40% 50% 50% 93% 40% 1-4
8 50% 45% 55% 55% 94% 45% 1-4
9 55% 50% 60% 60% 95% 50% 1-4
10 60% 55% 65% 65% 96% 55% 1-5




OTHER CHBRBCTER TYPES

DWARVES Dwarves may opt only for the fighting class, and
they may never progress beyond the 6th level (Myrmidon).
Their advantages are:

1) They have a high level of magic resistance, and the
thus add four levels when rolling saving throws (a
6th level dwarf equals a 10th level human)

2) They note slanting passages, traps, shifting walls and

new construction in underground setting? in 6

chance

ELVES Elves can begin as either Fightign or Magic
Users and freely switch class whenever they choose, from
adventure to adventure, but not during the course of a single
game. Thus, they gain the benefits of both classes and may

use both weaponry and spells. They may use magic armor
and still actas MagieUsers. However, they may not progress
beyond 4th level Fightinrlylan (Hero) or 8th level Magidser
(Warlock). Elves are more able to note secret and hidden
doors(2 in 6 chance)

HALFLINGS Should any player wish to be one, he will be
limited to the FightingMen or Thiefclass. Halflings cannot
progress beyond the 4th level (Heras a Fighting Man, o'
level (Sharper) as a Thiethély have magieesistance equal
to dwarves (add four levels for saving thrgws

NOTE None of the norhuman chsses are allowed to build
strongholds in the Normandie setting. This is because they
FNB a2dziaARSNBE |yR ONXBI (dz2NB &
the decline in the Blessed Realms and few (if any) are ever
encountered by the local @santry.
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BAsIc EQUIPMENT & COSTS

EQUIPMENT Cost EQUIPMENT Cost
Axe, Hand 3gp Warhorse, Light 75 gp
Axe, Long (2H) 79p Warhorse, Medium 125 gp
Dagger 3gp Warhorse, Heavy 200 gp
Flail (2H) 8gp Saddle 25 gp
Lance 4 gp Saddle Bags 10 gp
Mace 5gp 50' Rope lgp
Morning Star 6 gp 10' Pole 1lgp
Pike (2H) 5gp Iron Spikes (12) lgp
Pole Arm (2H) 79p Sack, Small lgp
Spear (2H) 1gp Sack, Large lgp
Sword, Long 10 gp Backpack 50p
Sword, Short 5gp Wineskin lgp
Sword, Two Handed (2H) 15 gp Torches (b 1lgp
Bow, Short 25gp Lantern 10 gp
Bow, Long 40 gp Flask of Oil 2gp
Crossbow, Light 15 gp Stakes (3) & Mallet 3gp
Crossbow, Heavy 25gp Steel Mirror 50p
Quiver of 20 arrows 10 gp Silver Mirror, Small 15gp
Case of 30 quarrels 10 gp CrossWooden 29p
Silver Tipped Arrow 5gp Cross, Silver 25 gp
Boiled Leather Armor (AC 8) 10 gp Vial of Holy Water 25 gp
Mail Hauberk (AC 5) 75 gp Wolvesbane (bunch) 10 gp
Plate & Mail (AC 4) 200 gp Belladona (bunch) 10 gp
Full Plate Armor (AC 3) 350gp Garlic Bud 5gp
Full Helm 10 gp Wine (quart) 1gp
Round Shield 5gp Rations, Iron (1 week) 15gp
Kite Shield 10 gp Rations, Standard (1 week) 50p
Reinforced Round Shield 15 gp Cart 50 gp
Reinforced Kite Shield 20 gp Wagon 200 gp
Barding, Mil 125 gp Raft 30gp
Barding, Plate & Mail 400 gp Small Boat 100 gp
Mule 20 gp Galley, Small 10,000 gp
Horse, Riding 50 gp Galley, Large 30,000 gp
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COMBAT SYSTEM

This system is based upon the defensive and offensive capabilities of the combatactighings as speed, ferocity, and weaponry
of the monster attacking are subsumed in the matrixes. There are two charts, one for men versus men or monsters and one f
monsters (including kobolds, goblins, orcs, etc.) versus men.

ATTACK MATRIX 1: MENATTACKING

CH C 48 C 912 C 13+
MU 1-5 MU 610 MU 11+
AC Description FM 13 FM 46 FM 79 FM 1012 FM 1315 FM 16+
1 Full Plate + Shield 18 16 13 11 9 6
2 Full Plate 17 15 12 10 8 5
3 Plate & Mail 16 14 11 9 7 4
4 Mail Hauberk + Shield 15 13 10 8 6 3
5 Mail Hauberk 14 12 9 7 5 2
6 Boiled Leather + Shield 13 11 8 6 4 1
7 Boiled Leather Armor 12 10 7 5 3 1
8 Shield Only 11 9 6 4 2 1
9 No Armor 10 8 5 3 1 1
All attacks which score hits do 1 -6 points damage unless otherwise noted.
ATTACK MATRIX 2: MONSTERS ATTACKING
Monster's HD
AC 1 1+1 2t03 4t05 6to7 8to9 10to 11 12+
1 18 17 16 14 13 12 10 8
2 17 16 15 13 12 11 9 7
3 16 15 14 12 11 10 8 6
4 15 14 13 11 10 9 7 5
5 14 13 12 10 9 8 6 4
6 13 12 11 9 8 7 5 3
7 12 11 10 8 7 6 4 2
8 11 10 9 7 6 5 3 1
9 10 9 8 6 5 4 2 1
All base scores to hit will be modified by magic armor and weaponry. Missile hits will be scored by using the above tables at long
range and decreasing Armor Class by 1 at medium and 2 at short range.
SAVING THROW MATRIX
Class & Level Death Ray, Poisor Wands, Polymorph, Paralyzatio = Stone Breath Staves, Spells
Cleric 14 11 12 14 16 15
Cleric 58 9 10 12 14 12
Cleric 912 6 7 9 11 9
Cleric 13+ 3 5 7 8 7
MagicUser 15 13 14 13 16 15
MagicUser 610 11 12 11 14 12
MagicUser 1115 8 9 8 11 8
MagicUser 16+ 5 6 5 8 3
Fighting Men 13 12 13 14 15 16
Fighting Men 46 10 11 12 13 14
Fighting Men 8 9 10 10 12
FightingMen 1012 6 7 8 8 10
FightingMen 13+ 1 5 5 5 8







