
http://fictivefantasies.wordpress.com/ 

 

Crumbling Epoch 
Character Record 

 
Name:  
Class:  
Player:  Created:  
Languages: Common,  

 

Skills:  
  

 

Level Combat+ Max HP HP 

    

 

Weapon,  Damage AC (shield?) 

  
 

Special Abilities: 
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Saving Throw, Skills. 1d20 under [lvl +4]. The DM can call for a smaller die to be used for easier situations. 
 

STEALTH AND MOVEMENT 

To sneak, hide, climb, and swim: Roll under a 10 on 1d20, +1 per movement slowing condition. Relevant skills give 

a -3 advantage each. 
 

Surprise. Characters surprised on 1 in 6 lose an action. If not stealthy and using caution, 2 in 6. Foes surprised on 2 

in 6, or 1 in 6 if characters are stealthy. Detect can make -1, Stealth can make +1. 
 

 

Base Move 10’ 20’ 30’ 60’ 90’ 120’ 150’ 180’ 
Difficult  (-1/3) 6’ 14’ 20’ 40’ 60’ 80’ 100’ 120’ 
V. Difficult (-2/3)  3’ 7’ 10’ 20’ 30’ 40’ 50’ 60’ 

Wary movement: Slow by 1/3 to automatically detect most corridor and room traps, and secret doors. Takes 10 

minutes to search 20 square feet. Just walking by, those with the “detect” skill get a roll. 
 

ENCUMBRANCE 

1,000 coins (or equivalent) is 1 slowing condition. Characters can carry 3,000 coins, or 2,000 and wear metal armor. 
 

SKILLS 

 

You can take a skill or HP when you level.  

 Gain +2 on the roll to use a skill 

o Level +4 unskilled. +6 skilled. 

 “Trained only” only done by expert. 

 

1. Pick Locks (Trained only, Level +4) 

2. Read Magic (Trained only, Level +4) 

3. Paired Weapons (also roll 1d4, choose) 

4. Stealth (+1 of surprise, -3 move roll) 

5. Running (-1 condition, -3 move roll) 

6. Climbing and Swimming (-3 move roll) 

7. Set/Remove Traps 

8. Detect (-1 of surprise, Level +6 detect) 

9. Identify Monster 

10. Formal Education 

 

HEALING 

10 minutes to bandage wounds and rest, heal 1 hit point 

per level, 3 times a day. 

If hit to 0 hit points, roll under level on 1d10 to survive, 

then heal after a full day of rest. 

INITIATIVE—MISSILES—MOVE/MELEE 

Initiative. 1d6, -1 encumbered -1 metal armor. Best 

goes first. PCs win ties. Redo every time there is a 

morale test. 
 

Missiles. Roll damage, vs. armor, combat + maybe, 

shield. Into melee, randomize target. 
 

Move. Before or after combat, move that many feet. Or 

yards, but then others in melee get a free attack. 
 

Attack. [roll]+[combat bonus]+[ally bonus] 

Points over the foe’s total inflict hit points. 

Armor and shields soak points before the target takes 

them. 

 Ally. Less than 1d6, +1. 1d6 or more, +2. Use combat 

bonus if it is higher. 
 

Stances: Default is Balanced. 

 All-Out. +1d4, no soak. 

 Defensive. Soak 1d4 extra hp. Lose bonus, move, or 

1 die size. Can move defensively 5 ft per hp. 

Protective. Take a hit for another, but lose bonus, move, 

or 1 die size. 
 

Armor 

Type AC 

No armor 0 

Leather 1 

Chainmail 2 

Plate mail 3 
 

Weapons 

Unarmed 1 

Light 1d4 

Medium 1d6 

Heavy 2d6, 

keep higher 
 

Shield: -1 hit point from 1 attack a round. 

Deny Movement. 1d6, modified, free action with tie to the status quo. 

 +1 for scoring damage 

 +1 for outnumber, +2 for surround 

 +1 if target denied movement last round 
 

Multiple Hits. If a target has already acted and is assaulted, the 

target’s roll is /2 rounded down and the target can only use combat 

bonus and allies once a round. 
 

Conditions 6 5 4 3 2 1 0 Movement Slowing Conditions: 

  Caution,   Darkness,   Stealth, 

  Mapping,   Metal Armor, 

       Encumbered. 

Per Turn 15’ 30’ 60’ 90’ 120’ 150’ 180’ 

Running, Round 15’ 30’ 60’ 90’ 120’ 150’ 180’ 

Combat, Round 5’ 10’ 20’ 30’ 40’ 50’ 60’ 


