
Skill Checks: 2D6 ± Attribute DM ± Other DM  8 = Success≥
Attribute DM Difficulty DM Situation DM Wyrd Success Level

0-2 -2 formidable -4 Foggy -2  ≤ -6 Fumble
3-5 -1 difficult -2 Dim -1 -1 to -5 Fail
6-8 0 Average +0 Darkness -2 0 Bare Success
9-11 +1 routine +2 Storming -1 to -3 +1 to +5 Success
12-14 +2 easy +4 ≥ 6 + Critical
15-17 +3

Armor AR ENC Cost Notes
Hood / Cap +1 0 2sp

Helm +2 1 15sp

Helm w/ Face +3 2 30sp -1 DM Perception tests

Cloth Armor 3 1 5sp

Brynja 6 3 500sp -1 DM to Move tests
Shield Cover ENC Cost NOTES
Small shield -1 DM 1 5sp

Round shield -2 DM 2 10sp

Weapon Dam Hands ENC cost init notes
Punch 1D3 1H 0 ‒ 0

Kick 1D6 1Foot 0 ‒ -1 -1 DM to hit
Blades

Knife 2D6 1H 0 5sp -1 Can be thrown 1 zone

Sæx 2D6 1H 1 10sp 0

Sword / Longsæx 3D6 1H 1 80sp 0 +1 DM to hit
Axes

Handaxe 2D6 1H 1 7sp 0 Can be thrown 1 zone

Greataxe 3D6 2H 2 15sp 0 Shatter

Club 1D6 1H 1 2sp 0 Also for improvised weapons

Maul / Pickaxe 3D6 2H 2 10sp -2 -1 DM to hit
Spears

Staff 2D6 2H 2 3sp +1

Short spear 2D6 1H 2 8sp +1 Can be thrown 1+ MGT DM zones

Long spear 3D6 2H 3 10sp +3
Projectile DAM Range ENC COST INIT notes
Hunting Bow 2D6 2 2 10sp 0 10 arrows = 1 ENC

War Bow 3D6 3 2 12sp -1 10 arrows = 1 ENC

Sling 1D6 2 0 2sp -2 10 stones = 1 ENC, Reload

Staff-sling 2D6 2 2 5sp -1 10 stones = 1 ENC, Reload
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Combat Steps
1) Check for Surprise
2) Determine Initiative
3) Perform one action in Initiative order
4) Check Morale

Terrain Type dm 2D6 Encounter Range
Open or Clear Terrain  +3 DM ≤ 2  0 zones

Forests or Mountains  -1 DM 3-4  1 zone

Open Streets or Villages  -2 DM 5-6  2-4 zones

Inside a Structure  -5 DM 7-8  5-8 zones

Large being / 10+ in group +2 DM 9-11 9-10 zones

Low visibility (fog, dusk) -2 DM ≥ 12  10+ zones

Storm / blizzard -1 to -3 DM

Initiative = 1D6 + RES DM + Weapon INIT ± Other DM

To Hit:  2D6 ± Skill ± Attribute DM ± Other DM TN (8+)≥
Damage:  DAM ± Might DM + Wyrd - Target AR

Actions: Attack, Grapple, Guard, Move, Charge, Focus, Action

Attack Modifiers Melee Ranged Total Moral Results
Target in cover -1 DM -2 DM  ≥ 8 Rally, +2 DM on all subsequent Morale checks.

Target moving -1 DM -2 DM 5-7 Carry on the fight

Target prone +2 DM -2 DM 4 Stand fast,  select Guard action next turn

Low Visibility -1 DM - 2DM 3 Retreat from the field

Focus previous round +2 DM +2 DM ≤ 1-2 Drop weapons and Flee or Surrender

High ground +1 DM —
Per extra zone range — -2 DM
Outnumbered 2:1 -1 DM —
Outnumber foes 2:1 +1 DM —

Travel Table
Mode of Travel Path Open Lands Woods Hills Mountains Wetlands  River Ocean

March 12 10 8 8 5 - -

mounted 18 15 10 5 5 - -

Pack Animals 10 10 8 8 5 - -

Cart/Wagon 10 8 1D6 1D6 1D6 - -

Boat - - - - 10 10x knots 20x knots
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Savage wounds
Area Location Effects (extra effects on 1d6)1, 2

1-3) Skull Unconscious 1D6 hours. Brain damage. Permanent -1 CRA.

6) Head 4-5) Face (1-2) 1D3 teeth knocked; (3-4) nose smashed or severed; (5-6) One eye destroyed, permanent
-2 DM to all ranged attacks and vision-based Perception tests.

6) Neck Throat slashed and bleeding out.
1-3) Gut Gut perforated and bleeding out. -2 RES until fully healed.

4-5) Torso 4-5) Chest Ribs shattered and muscles severed; -2 MGT until fully healed.

6) Groin Genitals severed / crushed; prone & in shock for 1D6 minutes. -2 RES until fully healed.
Permanently barren.

1-2) Foot Foot mangled / severed. In shock for 1D6 rounds. Permanent -2 AGI. Can only crawl until
fully healed and using crutch, then -2 DM all movement tests.

3) Leg 3-4) Thigh Thigh slashed open near hip. Bleeding out. Prone -2 MGT and -2 Move tests until fully
healed.

5-6) Hip Hip joint shattered. In shock for 1D6 rounds. Permanent -2 AGI. Can only crawl until
fully healed and using crutch, then -2 DM all movement tests.

1-2) Hand Hand or fingers mangled / severed. In shock for 1D6 minutes, Permanent -2 AGI, hand
unusable.

1-2) Arm 3-4) Elbow Arm is mangled / severed at the elbow. In shock for 1D6 minutes. Permanent -2 AGI.

5-6) Shoulder Shoulder destroyed. In shock for 1D6 rounds. Bleeding out. Arm completely useless until
fully healed. Permanent -1 MGT and -1 AGI.

1) Bleeding out: Lose 1 Health per combat round until bandaged. Any strenuous activity opens the 
wound on a 1-2 on 1D6 requiring bandaging.
2) A character in shock is prone and completely helpless and can take no actions unless stabilized by 
healing before then.

npc Attitude
2D6 Attitude Probable Reaction
2-3 Hostile, Angry Attack
4-5 Cool, Unfriendly Ignore, mock, rudeness
6-8 Indifferent, Cautious Wait patiently, converse, politely excuse self
9-10 Amiable, Interested Buy a drink, swap stories or rumors, play games
11+ Friendly, Helpful Offer aid, invite to meal, introduce to contacts
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Character Sheet
Name:                                                     Sex:                  Social Class:                          
role:                       title:                      honor:                  Terms:           Age:                          
Appearance & personality:                                                                                                           
                                                                                                                                                       
                                                                      
 

MGT AGI RES CRA LOR SOC
2D6
DM

                                                                                                  

Move:             wealth:                sp 

Health:       /          Savage Blow:         

AR:          Shield:                 ENC:             
Family:                                                                                                                                            
                                                                  
History:                                                                                                                                          
                                                                                                                                                       
Skills (Attribute)                       
Animals (RES) – Carousing (CRA) – Herbalism (LOR) – Persuade (SOC) – Stealth (CRA) –
Archery (AGI) – Crafting (CRA) – Intimidate (MGT) – Riding (AGI) – Survival (RES) –
Axe (MGT) – Farming (RES) – Law (LOR) – Sailing (LOR) – Sword (AGI) –
Bargain (CRA) – Galdr (LOR) – Perception (CRA) – Seiðr (LOR) –
Brawling (MGT) – Healing (LOR) – Perform (RES) – Spear (AGI) –
Animals (RES) – Carousing (CRA) – Herbalism (LOR) – Persuade (SOC) –

Hand Weapons Dam Hands ENC INIT NOTES

Ranged Weapons DAM Range ENC INIT Notes

Armor / Shield AR ENC Notes

Other Inventory:                                                                                                                                                                    
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