
CREATURE SIZE
Each creature has a Creature Size Die (CSD) 

according to its overall size, STRENGTH, and ENDURANCE:

Large vs. Small Creatures (or Equal CSD)
When a larger creature strikes a smaller creature, 

the default d6 impact dice used to measure injury 
increase by one die-size for each difference in CSD. 
D6 impact dice are used against a like-size creature. 

Example: A d12 
dragon strikes a 
d6 human. The 
default d6 impact 
dice are increased 
three steps to d12 
impact dice.

Small vs. Large Creatures
When a smaller creature strikes a larger creature, 

d6 impact are used. However, the impact progression 
chart worsens once for each difference in CSD.

Example: a CSD 
d6 human warrior 
strikes a CSD d12 
dragon. The 
default d6 impact 
dice are used, but 
the effective 
impact is read 
from the "3 CSD 
smaller" chart, 
since d6 is three 
steps smaller than 
d12.

For even larger 
differences in 
CSD, extrapolate 
the thresholds 
proportionally 
beyond the last 
chart.

Shock Test
The CSD is the kind of dice used in Shock Tests 

resulting from wounds a creature receives. The number 
of dice is figured regularly.

Example: a dragon receives an S3 injury to the thorax,    
inducing a 3d12 Shock Test against its END of 34.   

Healing Test
A non-d6 CSD creature making a Healing roll for 

an injury translates its END to the d6-equivalent before 
applying the Healing Rate (HR) multiple. Here are the 
most common examples:

Example: a CSD d12 dragon with a 34 END multiplies 
HR x18, since a d12 '34' translates to a d6 '18'.

Outnumbering Penalty
Generally, a creature can be exclusively engaged with 
a single like-sized creature and not be outnumbered. 
However, each additional exclusively engaged like-
sized creature brings a –10 outnumbered penalty.

A CSD difference modifies this outnumbered threshold 
by a factor of one for each die-size difference. A -10 
penalty is then applied for every full amount of this 
threshold (rounding up).

Example: a CSD d6 human warrior can exclusively 
engage three (3) CSD d3 vlastas without being 
outnumberd. However, 4–6 vlastas bring about the -10 
outnumbered penalty; 7–9 (-20 penalty), etc.

Example: a CSD d12 dragon can exclusively engage   
four (4) CSD d6 humans without being outnumberd. 
However, 5–7 humans bring about the -10 
outnumbered penalty; 8–11 (-20 penalty), etc.

BESTIARY 3

COMBAT SKILLS
Combat skills are related (primarily) to battle. They

are dependent on physical attributes and are all subject
to Physical Penalty (SKILLS 6). Most are weapon skills
used to determine success in melee or missile combat.
The applications of combat skills are dealt with in the
COMBAT article. New characters may acquire weapon
skills as a result of military training. After play begins,
characters may open any weapon skill at the OML given
on the SKILLS DATA table the first time they use an
included weapon in a combat situation.

Development Limitations
Weapon Skills may be developed by

practice/training as normal, but no weapon skill can be
increased beyond ML70 except by actual combat
experience. The GM awards development rolls for
weapons used in combat according to the experience.
More than one development roll per weapon is justified
only if the character bore most of the combat,
experienced a new mode of fighting, or had a
particularly difficult time. A weapon used in a token or
minor way deserves no Development Roll.

! Experience Option: No weapon can be developed
beyond SBx5 except by combat experience. Combat
experience includes tournament contests, gladiatorial
combat, duels, etc.

! Initiative Option: No weapon, even with combat
experience, can be developed ten (10) points higher than
Initiative ML.

INITIATIVE
An automatic combat skill. Initiative reflects battle

experience, discipline, and morale. Once opened,
Development Rolls are made only for Combat Experience.
Initiative determines the order in which characters take
turns in combat (characters with higher INI move
sooner). Initiative is recorded under Combat Skills on the
Character Profile, and repeated on the Combat Profile for
convenience.

! Veteran Option: A veteran warrior is one with an
ML of 80 or more in INITIATIVE. To reflect a greater
knowledge of combat and weapons, when a veteran
opens a new weapon skill, it opens to OML + SB
instead of OML

RIDING
Riding is used to determine the ability to

ride/control a steed in combat. The skill may also be
used for other difficult mounted maneuvers at GM
discretion. The skill is opened at SBx1 on the first
attempt to mount a steed, generally a horse.

The relationship between rider and steed is
significant. Riding EML is always averaged with STEED

INITIATIVE. That means, effectively, that a separate Riding
skill exists for each steed. See: COMBAT 20.

UNARMED COMBAT
An automatic combat skill. Unarmed Combat is used

to punch or kick an opponent, applying hand or foot
impact to determine damage. The impact of an unarmed
strike may be enhanced with items such as gauntlets,
spurs, etc. The skill is also used to wrestle an opponent
when grappling.

! Martial Arts: Unarmed Combat specialty is developed
like any other specialty, except it may NOT be improved
above SBx5 without training by a qualified martial arts
teacher. Most martial arts instructors are in
fighting/clerical orders of Agrik, Larani, and Naveh.
Gladiatorial schools and the Jmorvi Shek-Pvar also teach
unarmed combat techniques.
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FISHING [First Use]
Different techniques may be treated as specialties:

Hook and Line, Spear-fishing, Net-fishing, etc. Some
characters may want to fish with their bare hands. This is
a viable fishing specialty if a character’s EYESIGHT and
DEXTERITY are at least 13.

Conditions are assessed by the GM depending on
season and locale. Characters test their skill once per
four hours of fishing with a spear, or a hook and line. The
number of fish caught is generated depending on success
level. If a net is used, double the number of fish caught.
EML is reduced when equipment is inferior.

The species and weight of each fish caught can be
generated. Three pounds of fish equal a manday of food,
but do not provide a balanced diet.

FLETCHING [1 Month]
The ability to make and repair bows and arrows.

Most archers are fletchers to some degree—it is,
therefore, a reasonably common skill. The art of the
Bowyer (bow-maker) is a viable specialty.

SALT WATER FRESH WATER
1d100 Species Weight 1d100 Species Weight
01-30 Cod 1d12 01-15 Bass 1d20
31-40 Eel 1d8 16-25 Perch 1d12
41-60 Herring 1d4 25-35 Pike 2d20
61-75 Mackerel 1d6 36-55 Salmon 1d12
76-95 Salmon 2d12 56-60 Sturgeon 6d20
96-99 Sturgeon 10d20 61-99 Trout 1d8

00 GM Discretion 00 GM Discretion
Note: If maximum weight is generated, roll again and add
previous weight.

Conditions CF MF MS CS
Poor • • 1d2 2d2
Fair • • 1d4 2d4
Average • • 1d6 2d6
Good • • 1d8 2d8
Excellent • 1d3 1d10 2d10

FOLKLORE [First Use]
Knowledge of myths, legends, and history. This is an

oral tradition in most cultures. Successful use of the skill
means the character remembers information relevant to
the subject being inquired about. EML is reduced if
detailed or obscure information is desired.

FORAGING [First Use]
Finding (vegetarian) food in the wilderness. Tested

when a character spends a watch (four hours) looking for
edible plants, etc. The GM assesses conditions depending
on season and locale, and uses the table (below) to
determine the mandays of food found.

Areas near civilization are likely to be Poor/Fair.
Wilderness would be classified as Average/Good.
Excellent conditions exist only in tropical rainforests and
special places like the Shava Forest. Season is highly
relevant.

To seek specific plants, see HERBLORE. For hunting
meat, see TRACKING.

GLASSWORKING [3 Months]
The ability to produce glassware. Appropriate tools

and materials are necessary. Most people believe
glassworkers use magic to create their wares. Glass is
used for tableware, objects d’art, alchemical equipment,
and, occasionally, for windows. It is expensive and the
preserve of the wealthy. The best glass products are of
elven make.

HERALDRY [1 Month]
The ability to recognize heraldic achievements, and

to blazon (properly describe) arms. A character’s ML may
(at GM discretion) provide access to heraldic data and
also be used to determine recognition of obscure
achievements. Any player whose character has Heraldry
skill should become familiar with the rules of Heraldry.

Conditions CF MF MS CS
Poor • • 1d2 2d2
Fair • • 1d4 2d4
Average • 1d3 1d6 2d6
Good • 1d4 1d8 2d8
Excellent • 1d5 1d10 2d10
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CSD Size STR END

d2 ! 1 ft. ! 05 04–09

d3 ! 2 ft. 04–06 05–11

d4  ! 3 ft. 05–08 06–14

d6  ! 8 ft. 06–20 08–20

d8  ! 12 ft. 16–35 10–26

d10  ! 16 ft. 31–50 12–33

d12  ! 32 ft. 45–65 14–39

d16  ! 64 ft. 60–80 18–51

d20  ! 128 ft. 75–100 22–63

FISHING [First Use]
Different techniques may be treated as specialties:

Hook and Line, Spear-fishing, Net-fishing, etc. Some
characters may want to fish with their bare hands. This is
a viable fishing specialty if a character’s EYESIGHT and
DEXTERITY are at least 13.

Conditions are assessed by the GM depending on
season and locale. Characters test their skill once per
four hours of fishing with a spear, or a hook and line. The
number of fish caught is generated depending on success
level. If a net is used, double the number of fish caught.
EML is reduced when equipment is inferior.

The species and weight of each fish caught can be
generated. Three pounds of fish equal a manday of food,
but do not provide a balanced diet.

FLETCHING [1 Month]
The ability to make and repair bows and arrows.

Most archers are fletchers to some degree—it is,
therefore, a reasonably common skill. The art of the
Bowyer (bow-maker) is a viable specialty.

SALT WATER FRESH WATER
1d100 Species Weight 1d100 Species Weight
01-30 Cod 1d12 01-15 Bass 1d20
31-40 Eel 1d8 16-25 Perch 1d12
41-60 Herring 1d4 25-35 Pike 2d20
61-75 Mackerel 1d6 36-55 Salmon 1d12
76-95 Salmon 2d12 56-60 Sturgeon 6d20
96-99 Sturgeon 10d20 61-99 Trout 1d8

00 GM Discretion 00 GM Discretion
Note: If maximum weight is generated, roll again and add
previous weight.

Conditions CF MF MS CS
Poor • • 1d2 2d2
Fair • • 1d4 2d4
Average • • 1d6 2d6
Good • • 1d8 2d8
Excellent • 1d3 1d10 2d10

FOLKLORE [First Use]
Knowledge of myths, legends, and history. This is an

oral tradition in most cultures. Successful use of the skill
means the character remembers information relevant to
the subject being inquired about. EML is reduced if
detailed or obscure information is desired.

FORAGING [First Use]
Finding (vegetarian) food in the wilderness. Tested

when a character spends a watch (four hours) looking for
edible plants, etc. The GM assesses conditions depending
on season and locale, and uses the table (below) to
determine the mandays of food found.

Areas near civilization are likely to be Poor/Fair.
Wilderness would be classified as Average/Good.
Excellent conditions exist only in tropical rainforests and
special places like the Shava Forest. Season is highly
relevant.

To seek specific plants, see HERBLORE. For hunting
meat, see TRACKING.

GLASSWORKING [3 Months]
The ability to produce glassware. Appropriate tools

and materials are necessary. Most people believe
glassworkers use magic to create their wares. Glass is
used for tableware, objects d’art, alchemical equipment,
and, occasionally, for windows. It is expensive and the
preserve of the wealthy. The best glass products are of
elven make.

HERALDRY [1 Month]
The ability to recognize heraldic achievements, and

to blazon (properly describe) arms. A character’s ML may
(at GM discretion) provide access to heraldic data and
also be used to determine recognition of obscure
achievements. Any player whose character has Heraldry
skill should become familiar with the rules of Heraldry.

Conditions CF MF MS CS
Poor • • 1d2 2d2
Fair • • 1d4 2d4
Average • 1d3 1d6 2d6
Good • 1d4 1d8 2d8
Excellent • 1d5 1d10 2d10
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1 CSD Smaller
Asp. Effective Impact

B 2+ 9+ 16+ 23+ 30+

E 2+ 7+ 12+ 17+ 22+

P 2+ 8+ 14+ 20+ 26+

F 2+ 10+ 18+ 24+ 32+

FISHING [First Use]
Different techniques may be treated as specialties:

Hook and Line, Spear-fishing, Net-fishing, etc. Some
characters may want to fish with their bare hands. This is
a viable fishing specialty if a character’s EYESIGHT and
DEXTERITY are at least 13.

Conditions are assessed by the GM depending on
season and locale. Characters test their skill once per
four hours of fishing with a spear, or a hook and line. The
number of fish caught is generated depending on success
level. If a net is used, double the number of fish caught.
EML is reduced when equipment is inferior.

The species and weight of each fish caught can be
generated. Three pounds of fish equal a manday of food,
but do not provide a balanced diet.

FLETCHING [1 Month]
The ability to make and repair bows and arrows.

Most archers are fletchers to some degree—it is,
therefore, a reasonably common skill. The art of the
Bowyer (bow-maker) is a viable specialty.

SALT WATER FRESH WATER
1d100 Species Weight 1d100 Species Weight
01-30 Cod 1d12 01-15 Bass 1d20
31-40 Eel 1d8 16-25 Perch 1d12
41-60 Herring 1d4 25-35 Pike 2d20
61-75 Mackerel 1d6 36-55 Salmon 1d12
76-95 Salmon 2d12 56-60 Sturgeon 6d20
96-99 Sturgeon 10d20 61-99 Trout 1d8

00 GM Discretion 00 GM Discretion
Note: If maximum weight is generated, roll again and add
previous weight.

Conditions CF MF MS CS
Poor • • 1d2 2d2
Fair • • 1d4 2d4
Average • • 1d6 2d6
Good • • 1d8 2d8
Excellent • 1d3 1d10 2d10

FOLKLORE [First Use]
Knowledge of myths, legends, and history. This is an

oral tradition in most cultures. Successful use of the skill
means the character remembers information relevant to
the subject being inquired about. EML is reduced if
detailed or obscure information is desired.

FORAGING [First Use]
Finding (vegetarian) food in the wilderness. Tested

when a character spends a watch (four hours) looking for
edible plants, etc. The GM assesses conditions depending
on season and locale, and uses the table (below) to
determine the mandays of food found.

Areas near civilization are likely to be Poor/Fair.
Wilderness would be classified as Average/Good.
Excellent conditions exist only in tropical rainforests and
special places like the Shava Forest. Season is highly
relevant.

To seek specific plants, see HERBLORE. For hunting
meat, see TRACKING.

GLASSWORKING [3 Months]
The ability to produce glassware. Appropriate tools

and materials are necessary. Most people believe
glassworkers use magic to create their wares. Glass is
used for tableware, objects d’art, alchemical equipment,
and, occasionally, for windows. It is expensive and the
preserve of the wealthy. The best glass products are of
elven make.

HERALDRY [1 Month]
The ability to recognize heraldic achievements, and

to blazon (properly describe) arms. A character’s ML may
(at GM discretion) provide access to heraldic data and
also be used to determine recognition of obscure
achievements. Any player whose character has Heraldry
skill should become familiar with the rules of Heraldry.

Conditions CF MF MS CS
Poor • • 1d2 2d2
Fair • • 1d4 2d4
Average • 1d3 1d6 2d6
Good • 1d4 1d8 2d8
Excellent • 1d5 1d10 2d10
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2 CSD Smaller
Asp. Effective Impact

B 3+ 11+ 19+ 27+ 35+

E 3+ 9+ 15+ 21+ 27+

P 3+ 10+ 17+ 24+ 31+

F 3+ 12+ 21+ 30+ 39+

FISHING [First Use]
Different techniques may be treated as specialties:

Hook and Line, Spear-fishing, Net-fishing, etc. Some
characters may want to fish with their bare hands. This is
a viable fishing specialty if a character’s EYESIGHT and
DEXTERITY are at least 13.

Conditions are assessed by the GM depending on
season and locale. Characters test their skill once per
four hours of fishing with a spear, or a hook and line. The
number of fish caught is generated depending on success
level. If a net is used, double the number of fish caught.
EML is reduced when equipment is inferior.

The species and weight of each fish caught can be
generated. Three pounds of fish equal a manday of food,
but do not provide a balanced diet.

FLETCHING [1 Month]
The ability to make and repair bows and arrows.

Most archers are fletchers to some degree—it is,
therefore, a reasonably common skill. The art of the
Bowyer (bow-maker) is a viable specialty.

SALT WATER FRESH WATER
1d100 Species Weight 1d100 Species Weight
01-30 Cod 1d12 01-15 Bass 1d20
31-40 Eel 1d8 16-25 Perch 1d12
41-60 Herring 1d4 25-35 Pike 2d20
61-75 Mackerel 1d6 36-55 Salmon 1d12
76-95 Salmon 2d12 56-60 Sturgeon 6d20
96-99 Sturgeon 10d20 61-99 Trout 1d8

00 GM Discretion 00 GM Discretion
Note: If maximum weight is generated, roll again and add
previous weight.

Conditions CF MF MS CS
Poor • • 1d2 2d2
Fair • • 1d4 2d4
Average • • 1d6 2d6
Good • • 1d8 2d8
Excellent • 1d3 1d10 2d10

FOLKLORE [First Use]
Knowledge of myths, legends, and history. This is an

oral tradition in most cultures. Successful use of the skill
means the character remembers information relevant to
the subject being inquired about. EML is reduced if
detailed or obscure information is desired.

FORAGING [First Use]
Finding (vegetarian) food in the wilderness. Tested

when a character spends a watch (four hours) looking for
edible plants, etc. The GM assesses conditions depending
on season and locale, and uses the table (below) to
determine the mandays of food found.

Areas near civilization are likely to be Poor/Fair.
Wilderness would be classified as Average/Good.
Excellent conditions exist only in tropical rainforests and
special places like the Shava Forest. Season is highly
relevant.

To seek specific plants, see HERBLORE. For hunting
meat, see TRACKING.

GLASSWORKING [3 Months]
The ability to produce glassware. Appropriate tools

and materials are necessary. Most people believe
glassworkers use magic to create their wares. Glass is
used for tableware, objects d’art, alchemical equipment,
and, occasionally, for windows. It is expensive and the
preserve of the wealthy. The best glass products are of
elven make.

HERALDRY [1 Month]
The ability to recognize heraldic achievements, and

to blazon (properly describe) arms. A character’s ML may
(at GM discretion) provide access to heraldic data and
also be used to determine recognition of obscure
achievements. Any player whose character has Heraldry
skill should become familiar with the rules of Heraldry.

Conditions CF MF MS CS
Poor • • 1d2 2d2
Fair • • 1d4 2d4
Average • 1d3 1d6 2d6
Good • 1d4 1d8 2d8
Excellent • 1d5 1d10 2d10

Copyright © 2003, N. Robin Crossby and Columbia Games, Inc. HârnMaster
Version 3.01

SKILLS 15

Walt McAtee (order #1194545) 74.131.134.103

3 CSD Smaller
Asp. Effective Impact

B 4+ 13+ 22+ 31+ 40+

E 4+ 11+ 18+ 25+ 32+

P 4+ 12+ 20+ 28+ 36+

F 4+ 14+ 24+ 34+ 44+

FISHING [First Use]
Different techniques may be treated as specialties:

Hook and Line, Spear-fishing, Net-fishing, etc. Some
characters may want to fish with their bare hands. This is
a viable fishing specialty if a character’s EYESIGHT and
DEXTERITY are at least 13.

Conditions are assessed by the GM depending on
season and locale. Characters test their skill once per
four hours of fishing with a spear, or a hook and line. The
number of fish caught is generated depending on success
level. If a net is used, double the number of fish caught.
EML is reduced when equipment is inferior.

The species and weight of each fish caught can be
generated. Three pounds of fish equal a manday of food,
but do not provide a balanced diet.

FLETCHING [1 Month]
The ability to make and repair bows and arrows.

Most archers are fletchers to some degree—it is,
therefore, a reasonably common skill. The art of the
Bowyer (bow-maker) is a viable specialty.

SALT WATER FRESH WATER
1d100 Species Weight 1d100 Species Weight
01-30 Cod 1d12 01-15 Bass 1d20
31-40 Eel 1d8 16-25 Perch 1d12
41-60 Herring 1d4 25-35 Pike 2d20
61-75 Mackerel 1d6 36-55 Salmon 1d12
76-95 Salmon 2d12 56-60 Sturgeon 6d20
96-99 Sturgeon 10d20 61-99 Trout 1d8

00 GM Discretion 00 GM Discretion
Note: If maximum weight is generated, roll again and add
previous weight.

Conditions CF MF MS CS
Poor • • 1d2 2d2
Fair • • 1d4 2d4
Average • • 1d6 2d6
Good • • 1d8 2d8
Excellent • 1d3 1d10 2d10

FOLKLORE [First Use]
Knowledge of myths, legends, and history. This is an

oral tradition in most cultures. Successful use of the skill
means the character remembers information relevant to
the subject being inquired about. EML is reduced if
detailed or obscure information is desired.

FORAGING [First Use]
Finding (vegetarian) food in the wilderness. Tested

when a character spends a watch (four hours) looking for
edible plants, etc. The GM assesses conditions depending
on season and locale, and uses the table (below) to
determine the mandays of food found.

Areas near civilization are likely to be Poor/Fair.
Wilderness would be classified as Average/Good.
Excellent conditions exist only in tropical rainforests and
special places like the Shava Forest. Season is highly
relevant.

To seek specific plants, see HERBLORE. For hunting
meat, see TRACKING.

GLASSWORKING [3 Months]
The ability to produce glassware. Appropriate tools

and materials are necessary. Most people believe
glassworkers use magic to create their wares. Glass is
used for tableware, objects d’art, alchemical equipment,
and, occasionally, for windows. It is expensive and the
preserve of the wealthy. The best glass products are of
elven make.

HERALDRY [1 Month]
The ability to recognize heraldic achievements, and

to blazon (properly describe) arms. A character’s ML may
(at GM discretion) provide access to heraldic data and
also be used to determine recognition of obscure
achievements. Any player whose character has Heraldry
skill should become familiar with the rules of Heraldry.

Conditions CF MF MS CS
Poor • • 1d2 2d2
Fair • • 1d4 2d4
Average • 1d3 1d6 2d6
Good • 1d4 1d8 2d8
Excellent • 1d5 1d10 2d10
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d3 d4 d6 d8 d10 d12

11 14 20 26 32-33 38-39

10 13 19 25 30-31 36-37

10 12 18 23-24 29 34-35

09 12 17 22 27-28 32-33

09 11 16 21 25-26 30-31

08 10 15 19-20 24 28-29

08 10 14 18 22-23 26-27

07 09 13 17 20-21 24-25

07 08 12 15-16 19 22-23

06 08 11 14 17-18 20-21

06 07 10 13 15-16 18-19

05 06 09 11-12 14 16-17

05 06 08 10 12-13 14-15

04 05 07 09 10-11 12-13

04 04 06 07-08 09 10-11

FISHING [First Use]
Different techniques may be treated as specialties:

Hook and Line, Spear-fishing, Net-fishing, etc. Some
characters may want to fish with their bare hands. This is
a viable fishing specialty if a character’s EYESIGHT and
DEXTERITY are at least 13.

Conditions are assessed by the GM depending on
season and locale. Characters test their skill once per
four hours of fishing with a spear, or a hook and line. The
number of fish caught is generated depending on success
level. If a net is used, double the number of fish caught.
EML is reduced when equipment is inferior.

The species and weight of each fish caught can be
generated. Three pounds of fish equal a manday of food,
but do not provide a balanced diet.

FLETCHING [1 Month]
The ability to make and repair bows and arrows.

Most archers are fletchers to some degree—it is,
therefore, a reasonably common skill. The art of the
Bowyer (bow-maker) is a viable specialty.

SALT WATER FRESH WATER
1d100 Species Weight 1d100 Species Weight
01-30 Cod 1d12 01-15 Bass 1d20
31-40 Eel 1d8 16-25 Perch 1d12
41-60 Herring 1d4 25-35 Pike 2d20
61-75 Mackerel 1d6 36-55 Salmon 1d12
76-95 Salmon 2d12 56-60 Sturgeon 6d20
96-99 Sturgeon 10d20 61-99 Trout 1d8

00 GM Discretion 00 GM Discretion
Note: If maximum weight is generated, roll again and add
previous weight.

Conditions CF MF MS CS
Poor • • 1d2 2d2
Fair • • 1d4 2d4
Average • • 1d6 2d6
Good • • 1d8 2d8
Excellent • 1d3 1d10 2d10

FOLKLORE [First Use]
Knowledge of myths, legends, and history. This is an

oral tradition in most cultures. Successful use of the skill
means the character remembers information relevant to
the subject being inquired about. EML is reduced if
detailed or obscure information is desired.

FORAGING [First Use]
Finding (vegetarian) food in the wilderness. Tested

when a character spends a watch (four hours) looking for
edible plants, etc. The GM assesses conditions depending
on season and locale, and uses the table (below) to
determine the mandays of food found.

Areas near civilization are likely to be Poor/Fair.
Wilderness would be classified as Average/Good.
Excellent conditions exist only in tropical rainforests and
special places like the Shava Forest. Season is highly
relevant.

To seek specific plants, see HERBLORE. For hunting
meat, see TRACKING.

GLASSWORKING [3 Months]
The ability to produce glassware. Appropriate tools

and materials are necessary. Most people believe
glassworkers use magic to create their wares. Glass is
used for tableware, objects d’art, alchemical equipment,
and, occasionally, for windows. It is expensive and the
preserve of the wealthy. The best glass products are of
elven make.

HERALDRY [1 Month]
The ability to recognize heraldic achievements, and

to blazon (properly describe) arms. A character’s ML may
(at GM discretion) provide access to heraldic data and
also be used to determine recognition of obscure
achievements. Any player whose character has Heraldry
skill should become familiar with the rules of Heraldry.

Conditions CF MF MS CS
Poor • • 1d2 2d2
Fair • • 1d4 2d4
Average • 1d3 1d6 2d6
Good • 1d4 1d8 2d8
Excellent • 1d5 1d10 2d10
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CSD Equal or Larger
Asp. Effective Impact

B 1+ 7+ 13+ 19+ 25+

E 1+ 5+ 9+ 13+ 17+

P 1+ 6+ 11+ 16+ 21+

F 1+ 8+ 15+ 22+ 29+

2010,



BEASTLY BLOWS
• Wing strikes are like elbow strikes.
• Tentacle strikes are like forearm strikes.
• Tail strikes are like calf strikes.

CSD BESTIARY
The following tables list the CSD for each creature 

according to the various Bestiary articles and/or the 
general beast category.

BESTIARY 4

COMBAT SKILLS
Combat skills are related (primarily) to battle. They

are dependent on physical attributes and are all subject
to Physical Penalty (SKILLS 6). Most are weapon skills
used to determine success in melee or missile combat.
The applications of combat skills are dealt with in the
COMBAT article. New characters may acquire weapon
skills as a result of military training. After play begins,
characters may open any weapon skill at the OML given
on the SKILLS DATA table the first time they use an
included weapon in a combat situation.

Development Limitations
Weapon Skills may be developed by

practice/training as normal, but no weapon skill can be
increased beyond ML70 except by actual combat
experience. The GM awards development rolls for
weapons used in combat according to the experience.
More than one development roll per weapon is justified
only if the character bore most of the combat,
experienced a new mode of fighting, or had a
particularly difficult time. A weapon used in a token or
minor way deserves no Development Roll.

! Experience Option: No weapon can be developed
beyond SBx5 except by combat experience. Combat
experience includes tournament contests, gladiatorial
combat, duels, etc.

! Initiative Option: No weapon, even with combat
experience, can be developed ten (10) points higher than
Initiative ML.

INITIATIVE
An automatic combat skill. Initiative reflects battle

experience, discipline, and morale. Once opened,
Development Rolls are made only for Combat Experience.
Initiative determines the order in which characters take
turns in combat (characters with higher INI move
sooner). Initiative is recorded under Combat Skills on the
Character Profile, and repeated on the Combat Profile for
convenience.

! Veteran Option: A veteran warrior is one with an
ML of 80 or more in INITIATIVE. To reflect a greater
knowledge of combat and weapons, when a veteran
opens a new weapon skill, it opens to OML + SB
instead of OML

RIDING
Riding is used to determine the ability to

ride/control a steed in combat. The skill may also be
used for other difficult mounted maneuvers at GM
discretion. The skill is opened at SBx1 on the first
attempt to mount a steed, generally a horse.

The relationship between rider and steed is
significant. Riding EML is always averaged with STEED

INITIATIVE. That means, effectively, that a separate Riding
skill exists for each steed. See: COMBAT 20.

UNARMED COMBAT
An automatic combat skill. Unarmed Combat is used

to punch or kick an opponent, applying hand or foot
impact to determine damage. The impact of an unarmed
strike may be enhanced with items such as gauntlets,
spurs, etc. The skill is also used to wrestle an opponent
when grappling.

! Martial Arts: Unarmed Combat specialty is developed
like any other specialty, except it may NOT be improved
above SBx5 without training by a qualified martial arts
teacher. Most martial arts instructors are in
fighting/clerical orders of Agrik, Larani, and Naveh.
Gladiatorial schools and the Jmorvi Shek-Pvar also teach
unarmed combat techniques.
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FISHING [First Use]
Different techniques may be treated as specialties:

Hook and Line, Spear-fishing, Net-fishing, etc. Some
characters may want to fish with their bare hands. This is
a viable fishing specialty if a character’s EYESIGHT and
DEXTERITY are at least 13.

Conditions are assessed by the GM depending on
season and locale. Characters test their skill once per
four hours of fishing with a spear, or a hook and line. The
number of fish caught is generated depending on success
level. If a net is used, double the number of fish caught.
EML is reduced when equipment is inferior.

The species and weight of each fish caught can be
generated. Three pounds of fish equal a manday of food,
but do not provide a balanced diet.

FLETCHING [1 Month]
The ability to make and repair bows and arrows.

Most archers are fletchers to some degree—it is,
therefore, a reasonably common skill. The art of the
Bowyer (bow-maker) is a viable specialty.

SALT WATER FRESH WATER
1d100 Species Weight 1d100 Species Weight
01-30 Cod 1d12 01-15 Bass 1d20
31-40 Eel 1d8 16-25 Perch 1d12
41-60 Herring 1d4 25-35 Pike 2d20
61-75 Mackerel 1d6 36-55 Salmon 1d12
76-95 Salmon 2d12 56-60 Sturgeon 6d20
96-99 Sturgeon 10d20 61-99 Trout 1d8

00 GM Discretion 00 GM Discretion
Note: If maximum weight is generated, roll again and add
previous weight.

Conditions CF MF MS CS
Poor • • 1d2 2d2
Fair • • 1d4 2d4
Average • • 1d6 2d6
Good • • 1d8 2d8
Excellent • 1d3 1d10 2d10

FOLKLORE [First Use]
Knowledge of myths, legends, and history. This is an

oral tradition in most cultures. Successful use of the skill
means the character remembers information relevant to
the subject being inquired about. EML is reduced if
detailed or obscure information is desired.

FORAGING [First Use]
Finding (vegetarian) food in the wilderness. Tested

when a character spends a watch (four hours) looking for
edible plants, etc. The GM assesses conditions depending
on season and locale, and uses the table (below) to
determine the mandays of food found.

Areas near civilization are likely to be Poor/Fair.
Wilderness would be classified as Average/Good.
Excellent conditions exist only in tropical rainforests and
special places like the Shava Forest. Season is highly
relevant.

To seek specific plants, see HERBLORE. For hunting
meat, see TRACKING.

GLASSWORKING [3 Months]
The ability to produce glassware. Appropriate tools

and materials are necessary. Most people believe
glassworkers use magic to create their wares. Glass is
used for tableware, objects d’art, alchemical equipment,
and, occasionally, for windows. It is expensive and the
preserve of the wealthy. The best glass products are of
elven make.

HERALDRY [1 Month]
The ability to recognize heraldic achievements, and

to blazon (properly describe) arms. A character’s ML may
(at GM discretion) provide access to heraldic data and
also be used to determine recognition of obscure
achievements. Any player whose character has Heraldry
skill should become familiar with the rules of Heraldry.

Conditions CF MF MS CS
Poor • • 1d2 2d2
Fair • • 1d4 2d4
Average • 1d3 1d6 2d6
Good • 1d4 1d8 2d8
Excellent • 1d5 1d10 2d10
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FISHING [First Use]
Different techniques may be treated as specialties:

Hook and Line, Spear-fishing, Net-fishing, etc. Some
characters may want to fish with their bare hands. This is
a viable fishing specialty if a character’s EYESIGHT and
DEXTERITY are at least 13.

Conditions are assessed by the GM depending on
season and locale. Characters test their skill once per
four hours of fishing with a spear, or a hook and line. The
number of fish caught is generated depending on success
level. If a net is used, double the number of fish caught.
EML is reduced when equipment is inferior.

The species and weight of each fish caught can be
generated. Three pounds of fish equal a manday of food,
but do not provide a balanced diet.

FLETCHING [1 Month]
The ability to make and repair bows and arrows.

Most archers are fletchers to some degree—it is,
therefore, a reasonably common skill. The art of the
Bowyer (bow-maker) is a viable specialty.

SALT WATER FRESH WATER
1d100 Species Weight 1d100 Species Weight
01-30 Cod 1d12 01-15 Bass 1d20
31-40 Eel 1d8 16-25 Perch 1d12
41-60 Herring 1d4 25-35 Pike 2d20
61-75 Mackerel 1d6 36-55 Salmon 1d12
76-95 Salmon 2d12 56-60 Sturgeon 6d20
96-99 Sturgeon 10d20 61-99 Trout 1d8

00 GM Discretion 00 GM Discretion
Note: If maximum weight is generated, roll again and add
previous weight.

Conditions CF MF MS CS
Poor • • 1d2 2d2
Fair • • 1d4 2d4
Average • • 1d6 2d6
Good • • 1d8 2d8
Excellent • 1d3 1d10 2d10

FOLKLORE [First Use]
Knowledge of myths, legends, and history. This is an

oral tradition in most cultures. Successful use of the skill
means the character remembers information relevant to
the subject being inquired about. EML is reduced if
detailed or obscure information is desired.

FORAGING [First Use]
Finding (vegetarian) food in the wilderness. Tested

when a character spends a watch (four hours) looking for
edible plants, etc. The GM assesses conditions depending
on season and locale, and uses the table (below) to
determine the mandays of food found.

Areas near civilization are likely to be Poor/Fair.
Wilderness would be classified as Average/Good.
Excellent conditions exist only in tropical rainforests and
special places like the Shava Forest. Season is highly
relevant.

To seek specific plants, see HERBLORE. For hunting
meat, see TRACKING.

GLASSWORKING [3 Months]
The ability to produce glassware. Appropriate tools

and materials are necessary. Most people believe
glassworkers use magic to create their wares. Glass is
used for tableware, objects d’art, alchemical equipment,
and, occasionally, for windows. It is expensive and the
preserve of the wealthy. The best glass products are of
elven make.

HERALDRY [1 Month]
The ability to recognize heraldic achievements, and

to blazon (properly describe) arms. A character’s ML may
(at GM discretion) provide access to heraldic data and
also be used to determine recognition of obscure
achievements. Any player whose character has Heraldry
skill should become familiar with the rules of Heraldry.

Conditions CF MF MS CS
Poor • • 1d2 2d2
Fair • • 1d4 2d4
Average • 1d3 1d6 2d6
Good • 1d4 1d8 2d8
Excellent • 1d5 1d10 2d10
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ARTICLE Creature CSD

AQUATICS Daranog d12

Vorang d16

Whale/Right d20

Whale/Sperm d20

Whale/Killer d16

Wrecan d20

BEARS Black d6

Brown d8

Snow d8

BIRDS Dreadwalker d6

Eagle d4

Falcon d3

Hawk d3

Northern Eagle d6

Owl d3

Scavengers, Large d4

Scavengers, Small d3

CATS Cheetah d6

Cougar d6

Dejekra d6

Domestic d3

Dracofelas d8

Lynx d6

Lion d8

Tiger d8

CATTLE Domestic Bull d8

CHIMERAS Centaur d8

Griffin d8

Hirenu d8

DEER Red Stag d8

DOGS Bloodhound d6

Kaldorin Sheepdog d4

Mastiff d6

Trierzi Terrier d3

Wolfhound d6

Fox d3

Black Wolf d6

Snow Wolf d6

ARTICLE Creature CSD

DRAGONS Fire or Frost d12

Ilme (female or male) d10

Wyvern d8

GARGUN (all) d6

GOAT Mountain d6

GRAVE-WIGHT — d6

HARE Rabbit d3

HORSES (all) d8

IVASHU Adwelna d10

Aklash d8

Ergath d6

Hru d12

Hygith d3

Miuruca d6

Nolah d6

Ogarna d10

Polan-Tekek d6

Scurgah d3

Tave (serpant-form) d8

Umbath •
Vlasta d3

PIG Wild Boar d6

SEALS Chubby d6

Lute d8

Mammoth d10

Sea Lion d8

Tiger d8

Walrus d10

SHEEP Mountain d6

SNAKES Adders d3

Asps d3

Constrictors d6

Myenae d3

Myenae (Gargantuan) d10

YELGRI — d6
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