Adventure Tables

[81.1] Coin Value Chart





Abbr.
Weight
Conversion

Copper Farthing
cf

4 oz.

4 / 1sp

Silver Penny

sp

1 oz.

12 / 1gs

Gold Shilling

gs

1 oz.

21 / 1tg

Truesilver Guinea
tg

2 oz.

-

[82.7] A character may regain Fatigue Points by resting or eating a hot meal.

Activity

Fatigue Points/hour

Relaxation

1
Nap



2
Sleep


3
Eat Hot Meal

2
1. A character's Fatigue Point total may benefit from a hot meal no more than three times during a 24 hour period, and each time must be separated by at least 4 hours.

2. If a character's Endurance is less than 10, he recovers one‑hatf of a Fatigue Point less per hour or meal, and if his Endurance is less than 5, he recovers one less Fatigue Point. However, a character must always recover a minimum of one‑half a Fatigue Point when resting.

3. If a character's Endurance is from 21 to 30, he recovers an additional one‑half of a Fatigue Point per hour or meal. Each succeeding ten point Endurance bracket carries an additional one‑half Fatigue Point per hour or meal bonus.

[83.2] An adventurer will use horsemanship to direct animals which he rides.

Horsemanship = [(Modified Agility + Willpower)/2 + (Rank x 8)], rounded down. The type of mount a character is riding will modify his horsemanship as follows:

Donkey

‑10

Palfrey
+15

Mustang

‑ 12*

Warhorse
‑5*

Quarterhorse
‑10

Camel
‑15

Dire Wolf

‑10

Mule

‑8

Draft Horse
‑5

Pony

+10

Elephant
‑10

* ‑ rating unless trained by rider; in that case, 0.

Using horsemanship while in combat may be done in combination with any other Action. A trained horseman receives certain abilities as he rises in Rank:

Rank 3
May use two‑handed weapons

Rank 5
May fire a weapon while moving

Rank 7
May use two one‑handed weap​ons at once

[83.3] An adventurer can use stealth to move as soundlessly and unobtrusively as possible.

Stealth = [3 x Agility] + [5 x Rank]. The greatest Perception value of the beings who may be able to discover the character using the stealth ability is subtracted if those beings are unaware of the character's presence, or three times that Perception value if they are. If the GM's roll is equal to or less than the success percentage, the character is undetected. If the roll is between the success percentage and that percentage plus the character's Agility, he has made a slight noise or given a being a glimpse of himself, and may be (at the discretion of the GM) discovered. If the roll is greater than or equal to the success percentage plus the character's Agility, he has been discovered.

[85.3] A character must spend money between adventures on his upkeep.

Life‑Style

Expenses/Week
Penalty

Sub-subsistence

0 sp



Fatigue & Endurance temporarily reduced to ½ rounded down, living out of garbage heaps and outdoor

Subsistence

20 sp



Fatigue & Endurance temporarily reduced to ¾ rounded down

Moderate


45 sp


Comfortable

65 sp

Expensive


100 sp

Extravagant

150 sp and up

Except for sub-subsistence level, the above sums will purchase food and lodging for a week, including drinks at bars, laundering of clothes, etc. Any permanent acquisitions (such as clothes and furniture) must be paid for separately.

[86.4] A character can gain Experience Points for practicing his abilities while not on an adventure.

Proficiency Level (see 86.2)

Mercenary
 Adventurer
 Hero

15 EP/Day

30 EP/Day

50 EP/Day

