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1: CARD DRAW  2: ACTIONS  3: QUEST POINTS t

PLAYERS HAVE 3 ACTION POINTS TO USE |
ON THEIR TURN. 1 ACTION POINT MAY BE USED TO: ‘

\

| ] PLav A MOVE 1
@ill LOCATION LOCATION |
I (x) PLAY A TRADE/GIVE] |
PV Y CHARACTER AN ITEM
W 1 ENGAGE IN PICK UP
COMBAT AN ITEM ,

SEARCH LOCATION HP R EQUIP/USE
5 1d6 +@: 8 or MORE )(/ AN ITEM

(Battle Turn Order)
At the beginning of combat, all involved characters roll
' Y (SPEED) + 2d6 + FIRST STRIKE BONUSES ;
\ |
“ (Damage Dealt) 1‘
~ ® (POWER) + 2dé ++ (ATTACK BONUS) |
SUBTRACT the defending character’s % (ARMOR BONUS)
_then reduce their @ (CURRENT HEALTH) by this score. //)A

COMPLETE AND UNABRIDGED. FIRST EDITION.



