TIME IN THE GAME
One Round = 6 seconds

Combat in Detail
1. COMBATANTS ROLL FOR INITIATIVE

maneuver (tumbling through Skelos’ defenses to get at his back)
he receives a -3 to his Results Table roll (modifying the brawl
skill further to +3). Dayn's player rolls a 7 and adds the modiﬁer
of +3 for a result of 10: Partial Success. The GM rules that Dayn
has successfully grappled Skelos but his chokehold causes no
damage.
Because of their unusual nature and wide variety of effects, Grappling Attacks
have different Results Table results than standard Close Attacks as follows:

Before rolling for a combat action, the player or GM must state his character’s
Intent. The GM states Intent for his NPCs. This is done by choosing a weapon or
Combat Skill, and a Combat Tactic.
There are four categories of Combat Tactics: Attack, Defend, Movement,
and Stunt.
Each has a number of variations, as described in the section on Combat.
Example: A character’s Intent might be to throw a spear, parry
with a shield, retreat, or try to trip or distract an opponent.
The winner of the Initiative roll can choose to declare Intent ﬁrst or wait until
other combatants have done so, in order to anticipate their opponents’ moves and
act accordingly. Either way, the individual who has the Initiative rolls ﬁrst.

3. GM DETERMINES BONUSES OR PENALTIES

After the player/GM indicates the weapon and tactic being used and describes
the character’s Intent, the Game Master determines if any bonus or penalty will be
applied before the player/GM rolls on the Results Table.
Apply a bonus based on the Combat Skill Rating chosen by the player/
GM. To save time during the game, it’s a good idea to have players ﬁgure their
characters’ modiﬁed Combat Skill Ratings in advance and record these numbers
on their Character Sheet.
Apply a modiﬁer based on the Degree of Difﬁculty. If the Combat tactic
is being opposed by another individual or creature, the Degree of Difﬁculty is
always based on the defender’s abilities. Decide which ability is most appropriate,
based on the following considerations:
B The DoD to hit a an opponent in combat is usually equal to the target’s
DEX + Evade skill.
Example: Dayn has a melee weapon skill rating of +10. His
opponent has an Evade skill rating of +6. Dayn has a DoD+4.
B If the opponent is actively parrying, the DoD is equal to the opponent’s
CR + Parry skill (See Defense Rules).
Example: Dayn has a Sword skill rating of +10. His opponent
has an Axe skill of +12. The Hero has a DoD-2.
If the attack is unopposed, then the Degree of Difﬁculty is based on how
simple or difﬁcult it will be for the character to achieve his or her stated Intent.
Example: If Dayn the Forgotten is trying to hit an unwary
opponent with an arrow, the Degree of Difﬁculty would be based
on such factors as the target’s range and degree of cover, not the
opponent’s combat abilities.
Compare applicable bonuses and penalties, and use the total as the modiﬁer
that will be applied to the player’s Results Table Combat roll.

4. PLAYER/GM ROLLS TO ATTEMPT THE ACTION

To determine whether the Combat action is successful or not, the player/GM
adds his Combat Skill Rating to the DoD and rolls 1D20, adding it to the result.
Example: Dayn wants to shoot the unaware opponent. Dayn’s
player rolls the D20 and gets a result of 15, and modiﬁes the roll
with the DoD (Degree of Difﬁculty) of -3. The ﬁnal number is 12
(15 – 3 = 12), a Success.

5. GM JUDGES RESULT

After the player/GM rolls, the GM interprets the Results Table result,
taking into account the speciﬁc circumstances surrounding of the action, and
other factors. Combat actions intended to cause damage will produce one of the
following results:
Critical Failure:

The attack fails due to a mishap of some sort; the attacker
stumbles and falls, hits himself, hits an unintended target,
breaks the weapon being used, etc. (GM’s ruling)

Failure:

The attack misses the intended target.

Partial Success:

The attacker scores a glancing blow that only does half
the attack form’s total Damage Rating (rounded-up to the
nearest whole number).

Full Success:

The attack does its full Damage Rating.

Critical
Success:

The attack does full Damage Rating and achieves the
attacker’s stated Intent. If the Intent was to injure or kill,
the victim suffers a Critical Wound, and must make a roll
using his Constitution Rating to determine how badly he
is hurt. Subtract the Damage Rating of the attack from
this CON roll. Partial Success means the victim suffers
a penalty of -5 on all further actions until healed of the
Critical Wound. Failure or Critical Failure means the victim
is incapacitated until healed. See the chapter on Combat for
more information of Critical Wounds.
Example: Dayn gets a full success with his roll of 12 and does
full damage with his arrow. If the roll had a DoD of -8 the ﬁnal
result would have been a 7 (15 – 8 = 7), a Partial success doing
half-damage.

GRAPPLING ATTACKS

A Grappling Attack is any attempt to grab, restrain, or throw an opponent
through the use of strength, leverage, or special grappling weapons. Grappling
Attacks are handled as per Close Attacks. However, a defender who has been
grabbed or restrained may take no further actions until he attempts to escape. If
the defender’s escape attempt is unsuccessful, on the next turn the attacker can
either throw or choke the defender without the need for a second attack roll. A
thrown defender can be hurled up to 2 meters away (+1 meter per +3 STR), and/
or body slammed (DR 3 + STR). Choking causes STR+4 DR per round until the
defender escapes or is rendered unconscious.
Grappling Attacks cannot be used against multiple targets. A single target
can be both grabbed and choked or grabbed and thrown in the same turn, at a -5
penalty for the extra action. While engaged in a Grappling Attack, the attacker has
a -5 penalty to his defensive Skill Rating and the victim has an effective defensive
Skill Rating of zero.
Example: Dayn is having a few drinks in a bar and has had
the misfortune of drawing the attention of the local tough, Skelos
the Unclean. Dayn knows that Skelos, who is far larger and
stronger than he, will try to get him in a hold and choke him.
Dayn, who is faster, decides to be the ﬁrst to try to get a hold. He
jumps on the back of the brawny Skelos and attempts to apply a
choke hold. Dayn 's Pankration Rating is +14 while Skelos’ is +8
(modifying Dayn’s skill to +6).
The GM decides that since Dayn is attempting a very daring
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Hit Points = CON + Racial Hit Point Total
This is a measure of a character’s ability to sustain injury before dying. The
average number of Hit Points an individual or creature possesses is determined
by race (and may be further modiﬁed through the selection of Talents). This total
is modiﬁed one time only for beginning characters by adding or subtracting a
number of points equal to the individual’s Constitution Rating. Thereafter, Hit
Points do not increase. Hit Points are not used as an Attribute Modiﬁer nor are
they used to make Omni Table rolls.

When Making a Grapple Attack:
Critical Failure:

The attacker has twisted himself into an awkward position
and failed to effectively hold his opponent. The opponent
receives a +5 bonus on their next attack vs. the grappler.

At the beginning of any combat situation, each combatant makes an SPD
Attribute roll. This is called rolling for Initiative. This roll is not judged on the
Failure:
The attacker fails to grab the defender.
Results table but is simply the sum of the D20 roll + the Hero’s SPD.
Partial Success: The attacker gets a partial hold but has little leverage. No
The character with the highest Initiative total is allowed to act ﬁrst, and may
choke or throw attacks may follow this attack. The defender
choose a tactic based on the slower opponent’s Intent (see #2). The combatant
gets a +5 bonus to his or her attempt to escape this hold.
with the next highest total goes next, and so on until all the combatants have taken
their turns.
Full Success:
The attacker achieves the hold they were attempting. They
Have the combatants roll for Initiative each round of combat, to establish
may throw or choke the defender with their next action, or
who goes ﬁrst, second, and so on. Then have all opponents proceed in turn for the
simply continue to hold.
remainder of the ﬁght.
Critical
The hold is especially well placed and strong. The defender
Example: Dayn is ﬁghting two opponents. The Hero has a
Success:
takes an additional -5 penalty to any escape attempts.
SPD+2, the ﬁrst opponent has a SPD+0, and the last opponent
has a SPD+3. They all roll a D20 and add the result to their SPD
Attribute. Dayn rolls a 7 and adds his SPD+2 for a total of 9. The When Escaping:
To escape the victim must make a CR + STR (or Pankration) versus a DoD
ﬁrst opponent rolls an 11 and adds his SPD+0 for a total of 11,
equal
to the grappler’s CR + STR (or Pankration).
and the last opponent rolls a 9 and adds his SPD of +3 for a total
of 12.
Critical Failure: The defender twists himself into an even worse position.
The order of the combat round is second opponent, ﬁrst
He takes an additional -5 penalty to any further escape
opponent, and then Dayn.
attempts.
Note that further Critical Failure results do not add to this
penalty. The maximum is -5.

2. PLAYER/GM STATES INTENT

Hit Points (HP)

Failure:

The defender remains in the hold.

Partial Success:

The defender slips partway out of the hold. Add +5 to his
next escape attempt.

Full Success:

The defender escapes the grapple.

Critical
Success:

The defender performs a perfect reversal. The defender
may make an immediate attack on his opponent at full skill,
ﬂee, or perform any other action.

DEATH & DYING

Individuals or creatures reduced to zero or less Hit Points are rendered
unconscious and on the verge of death. Should this happen the Game Master
should immediately roll on the Results Table, using the victim’s CON versus a
DoD equal to the number of points he is below zero Hit Points. The total will
yield one of the following results:
Critical Failure

The character is dead.

Failure

Things are looking grim. The victim is fading fast and
will need to make another CON roll every minute at a
cumulative penalty of -1 per minute. A result of failure
or worse on any of these subsequent CON rolls results in
death. A result of partial success or better, and the victim
gets to live for another minute. At best, the victim will
suffer a permanent injury of some kind (as per a result of
Partial Success). The need for the CON roll can be negated
if someone with the Heal or Medicine skill stabilizes the
Hero with a roll versus a DoD equal to the number of Hit
Points below zero. This roll will not restore Hit Points; only
stop the need for further rolls.

Partial Success:

The victim will recover, but will suffer some sort of
permanent injury. Possibilities include disﬁguring scars, a
1-point reduction of one of the victim’s Attributes, amnesia,
or some other disability appropriate to the circumstances
surrounding the victim’s “near-death experience” (GM’s
ruling).

Full or Critical
Success

The victim will recover completely, with or without
medical attention, and suffer no permanent damage. These
rules should be reserved only for PCs or important NPCs.
Any other individual reduced to 0 HP or less can simply be
considered dead at once.
Example: Dayn (CON+1) has taken damage that has reduced
him to -5 Hit Points. His CON roll DoD is -4. He rolls the D20 and
gets a Partial Success, meaning that he will eventually recover
with some sort of scar or permanent wound.

A Hero’s Glory encompasses his deeds and reputation throughout the
Known Worlds. This value represents his performance, special abilities,
attitude, and all the other subtle acts that together represent his stature in the
eyes of individuals.
Heroes earn Glory as they adventure across the stars upholding justice
and seeking truth. Points of Glory are earned by doing deeds that no normal
person could ever hope to accomplish, such as solving a heroically difﬁcult
riddle or stopping a reactor core leak while others escape.
For Glory rewards of 1–5, it doesn’t matter if the Hero succeeds or
fails; all that matters is that he tried. For such acts of heroism the character
receives the full reward. For Glory acts of 10–20 the character gets a full
reward for success and only half for failure (in these cases failure usually
means death).
Example: Iolaus saves three innocents while defeating a
beast. Iolaus receives 5 Glory points.

Glory Earned

Fighting naked and with abandon

10% of the creatures slain (minimum
of 1pt)

Fighting in Hand-to-Hand combat

5 points

Fighting with Style and Heroics

5 points

A Very Difﬁcult skill level attempt in a time of crisis

5 points

An Extreme skill level attempt in a time of crisis

10 points

A Beyond Extreme skill level attempt in a time of crisis

15 points

Legendary skill level (DoD-20) attempt in a time of crisis

20 points

For completing an Ambition successfully

3 points

Saving a planet from destruction with the help of the group

100 points

21–30

-6

Slaying a great villain or creature

The Glory he possessed

31–40

-5

Falling in love and winning a paramour’s affection

10 points

41–50

-2

51–100

0

101–150

+2

151–200

+3

300+

+5

Siring or bearing healthy children
20 points per child
When multiple Glory awards are applicable they stack, yielding a larger award.
Example: A naked Hero ﬁghting and killing a 100 Glory opponent in hand-tohand combat would receive 115 Glory.

Example: While helping with a disastrous ﬂood in the
port city of Athenoi, Iolaus sees that a retaining wall is
Below is a benchmark list of what Glory is
about to give way. Knowing that if the wall fails the area will
1–10
A Hero known in a local town
be ﬂooded and hundreds, if not thousands will die; Iolaus
21–30
A Hero known in one major city
braces his back against the wall and pushes. The Game
Master decides that the task will be a Legendary feat of
31–40
A Hero known in one planetary region
Strength and calls for a STR roll. Iolaus will either live to tell
A young Hero known on one world
the glorious tale or die and have songs sung of his heroism, 41–50
but either way the situation will garner him 10 Glory points.
51–100
A known Hero in one sector
NOTE: Always give Glory right on the spot. Do not treat Glory like
NOTE:
Experience Points that are doled out at the end of the game. The
immediate reward emboldens the players to continue to strive for more
Glory.

Glory as a reward given by the GM when he has performed noteworthy deeds.
Glory has a beneﬁt in combat and social situations. When the GM’s characters
encounter a player’s Hero, they may roll against his Glory to see if he is known by
the individual. The more Glory that the Hero possesses, the easier it is to recognize
him. This can be a beneﬁt and sometimes a bane, as people will have heard stories of
the Hero’s deeds, losses, weaknesses, and foibles. To know of someone’s legend the
person must make an INT roll with a DOD determined by the amount of Glory the Hero
possesses. If a player wants to know more about someone, the DOD goes up one level.
Example: Iolaus (150 Glory) wants to impress a nymph with his
greatness. With 150 Glory she needs to roll DoD+2 to have heard of
the great Iolaus.
In social situations, Glory adds a bonus of +1 per 50
Glory
Difﬁculty
points of Glory to any social dice roll situation where your
1–10
-7
name is heard. In some cases it will act as a penalty.

Situation

101–150

A Hero known on several worlds over a few sectors

151–200

A Hero known in all of Hellene space

Example: Iolaus (150 Glory) is seeking an audience
with the King of Argos. While speaking to the palace’s
Major-Domo, Iolaus says, “I am Iolaus of Thebes, son
of Iphicles. I would like to speak to the great king of this
house.”
Iolaus rolls his CHA with an added bonus of +3 (150/50
= 3). He rolls a success!
Since the Major-Domo knows of Iolaus and his great
deeds he rushes to his king to tell him of the great Hero that
stands outside his doors. If, on the other hand, the MajorDomo had a reason to hate the Spartan Hero or his father,
then the Glory would act as a penalty of -3.

LOSING GLORY

300+
A Hero whose deeds have become legend. Recognized throughout Known Space
The more Glory that a Hero possesses, the better he is known in civilized areas. Depending on
what his deeds are, he will either be regaled or reviled by the common folk. The character will amass

Failure/Critical
Failure

Partial Success:

Victim is incapacitated and rendered incapable of
movement, regardless of actual Hit Point total. No further
actions can be taken until the Critical Wound damage is
healed with a Medicine skill roll. In the case of minor
NPCs, a critical hit can cause instant death or knockout
(GM’s ruling) without the need for a CON roll.
Victim can continue, but suffers a penalty of -5 on all
die rolls until the Critical Wound damage is healed (by
Dynamist or non-Dynamist healing, or through rest and
recuperation).

Full/Critical
Victim can continue without penalty.
Success
Example: a Hero swings his sword and critically hits his
opponent. The opponent takes 5 points of damage after armor
reduction. The opponent must make a CON roll with a DoD-5
(the damage taken). The opponent rolls a 14 and gets a success
to carry on ﬁghting as normal, but with a particularly nasty wound.
Later that same battle, the Hero again scores a critical hit on
his opponent who must again make a CON roll. This time the
opponent gets only a partial and continues to ﬁght, but now with
a penalty of -5 to ALL his actions.

MOOKS’ DEATH AND DYING, AND CRITICAL HITS

The critical hit rules are only used for Heroes and important NPCs. A mook
or henchman (or any other character not central to the story) dies or is otherwise
rendered unconscious and out of combat when they reach zero Hit Points and may
not roll on the Death and Dying Chart. When a mook is hit with a critical hit they
automatically fail and are taken out of the combat.

Healing
Natural Healing = 5 Hit Points per day + CON Attribute
Healing occurs at the rate of 5 Hit Points per day, plus one additional point
of healing per +1 Constitution Rating. Individuals with negative Constitution
Ratings heal at the rate of 5 HP per day, minus one point of healing per -1 CON
Rating (the minimum rate of healing is 1 HP per day). These healing rates assume
reasonably good conditions and treatment as well as no strenuous activity. Note
that speciﬁc injuries, such as broken bones, may take longer to heal than simply
regaining the Hit Points lost. This is left to the GM’s discretion.

Below are several examples.
Situation

Glory Lost

Looking foolish or acting dishonorably in
front of the common man.

4 points

Losing a lover because of personal
negligence.

4 points

Allowing oneself to be bamboozled by a
small-time criminal. Disregarding the pleas
of the helpless.

8 points

Allowing an insult to go unanswered. Not
defending the honor of one’s companions.

12 points

Allowing a great injustice to go unanswered
or running in the face of defeat.

15 points

Allowing a companion to die because of
one’s incompetence or cowardice.

20 points

Turning one’s back on a helpless city or
world and allowing them to be destroyed
because of one’s inaction.

60 points

Conversely, a Hero can do something that would bring dishonor to his name. This
will cause the Hero to actually lose Glory. Imagine when confronting a hydra that is
about to attack a small town the Hero loses his resolve and turns to run. If survivors live
to tell the tale they will cry that the Hero was a coward. The gods do not like having
their names associated with the deeds of such an ignoble Hero and may well turn on
him, so not only will a Hero’s name lose luster, but he may lose a divine gift bestowed
upon him.
It’s much easier to lose Glory than to gain it, and the worlds love to see the glorious
fall or blunder. Dishonorable deeds spread much faster than the honorable ones, so
therefore a Hero loses a larger proportion of honor than he gains.

Critical Failure: not only does the attempted
action fail, but it fails miserably and may have
additional negative consequences (accidental
damage to the character attempting the action,
opposite of the intended effect, etc.). It’s the GM’s
job to determine the actual results of any Mishap,
based on the circumstances surrounding the
attempted action.
Failure: the action fails to achieve the intended
result.
Partial Success: the action is only moderately
successful, achieving part but not all of the
intended effect (such as half-damage from an
attack or partial effect from a Dynamism).
Full Success: the action achieves the intended result.
Critical Success: the action is even more successful than intended, achieving the player’s stated
intent and also yielding additional beneﬁts of some sort (attack causes a Critical Wound that disables
the opponent, increased effect from a Dynamism, etc.). It’s the GM’s job to determine the actual
results and extent of any Critical Success, based on prevailing circumstances.

CRITICAL WOUNDS

Any attack that is made with the intent to kill or injure that yields a Results
Table result of Critical Success will cause a Critical Wound. Assuming the victim
has not been reduced to zero or less Hit Points, he must make a roll vs. his CON
Rating (minus the DR of the attack) to determine the extent of the injury, as
follows:

The GM is the ﬁnal arbiter of the reduction of Glory and
once it is gone it cannot be atoned for. A Hero may ﬁx the
problem later but the damage is already done. He may even
gain Glory from ﬁxing the problem but the die is cast and the
blemish still stands.

Difﬁculty

Modiﬁer

No chance of failure

No need to roll

Any fool could do it

+10

Very Easy

+7

Easy

+5

Simple

+3

Routine

+0

Tricky

-3 to -6

Difﬁcult

-7 to -10

Very Difﬁcult

-11 to -15

Extreme

-16 to -20

Beyond Extreme

-21 or more

NOTE: Why only a percentage of the money earned? Because it is assumed that the rest
goes towards general upkeep and normal expenditure of a normal life. The Hero must pay for
lodging and food like everyone else.

The Destiny & Tempting Fate

Event that Occurs during the Respite

During the course of play the Hero is constantly trying to complete Ambitions and reach his destiny
without succumbing to his Fate. While in the pursuit of these goals his drive manifests in the form of
bonus Hero Points that can be used when these goals become paramount. Destiny may be called upon
a number of times when the Hero is in a situation that is appropriate to one of his Ambitions. The Hero
Points acts as normal Hero Points in every way, and have a few other beneﬁts listed below.
Hero Points
Destiny points may be used in the exact same way as Hero Points with the same effects and beneﬁts.
The Hero can spend these points in addition to his normal limit as per the Glory rules.
Sharing
It may be the Hero’s destiny to help another person reach his goal because doing so may beneﬁt the
Hero. A Hero may spend the points on another player’s roll. The Hero can spend up to his maximum
amount in this way.
A Hero may choose to use either Destiny or Fate in the pursuit of his goals and does not have to
use the full amount listed. The difference is that Fate allows for the use of more points at a lower level
of Glory. Fate is more enticing and easier to use but ultimately leads to the Hero’s demise. If any of the
Fate Points are used and roll a natural failure (a roll of 1–5 on the D20), even if ultimately the roll was
a success then the player takes a number of Fate Points equal to half the amount of points used (round
up). If Fate Points are used for negating damage, the Hero takes a number of Fate Points equal to half the
number of points used automatically and no roll is made. As discussed earlier, once the Hero has 10 Fate
Points he has caught the attention of the Moirae who enact their dark fortune upon him.
Fate is easier to call upon, but Destiny is more rewarding and safer in the long run.

DESTINY POINTS
Destiny Progression

Roll

Result

Attribute

1–2

Family intrigue

PER

3–4

Tragedy

WIL

5–6

A small adventure

DEX

7–8

A romance or affair or a visit by someone important

CHA

9–10

A mystery or riddle requiring illumination

INT

11–12

A test or vigor and physical prowess

STR

13–14

Chased or pursuing something or someone important

SPD

15–16

Struck by a hardship or sickness

CON

17–18

A battle was fought

CR

19–20

A moment of clarity or introspection

DYN

Time Spent during the Respite
Roll

Time

Roll

Time

1

1D20 months

11

5 years+1D20 months

2

2D20 months

12

5 years+2D20 months

3

3D20 months

13

4

4D20 months

5

1

A great Kraken cuts off a busy Slipspace route.

2

A leader on a random planet is assassinated.

5 years+3D20 months

3

A close ally of the Hero is missing or dead.

14

5 years+4D20 months

4

A planet close to a random player is under martial law or suffers civil unrest.

5D20 months

15

5 years+5D20 months

5

A random world cuts off all contact to the outside universe.

6

3 years+1D20 months

16

7 years+1D20 months

6

7

3 years+2D20 months

17

7 years+2D20 months

The Enemy is silent but a random Hero has vivid dreams of a princess on a random world in great
danger.

7

3 years+3D20 months

18

7 years+3D20 months

3 years+4D20 months

19

3

4

5

6

Uses Per Adventure

DYN+2

DYN+4

DYN+6

DYN+8

DYN+10

8

Glory Range

1–50

51–100

101–150

151–250

251+

9
10

3 years+5D20 months

20

RESPITE PHASE AND MONEY

Hero Points

4

6

8

10

12

Uses Per Adventure

DYN+3

DYN+6

DYN+9

DYN+12

DYN+15

Glory Range

1–40

41–75

76–150

151–200

201+

Note: Fate Points can be used at anytime during the course of play and do not have to be tied to the

Hero’s Ambitions. If a Hero wants to tempt Fate on trying to impress a young woman at Aphrosia’s sacred
grove, then so be it.

The Adversaries’ Machinations
Machinations

2

Fate Progression

When does the Respite occur during the game?
The Respite Phase should occur between story arcs, usually every 3–6 adventures. This helps time pass,
allows the characters to age, and creates an epic quality to the campaign. Depending on how ambitious the
GM and players are, the Respite Phase can happen as little as 3 times or as many as 10 times.
The Game Master rolls to see how many months are spent in the Respite Phase for the entire group.

Roll

Hero Points

TEMPTING FATE

The amount is then multiplied by the number of months away during the Respite Phase to get the ﬁnal
amount earned by the Hero.
Example: Iolaus is a Spartan who earns 100 Drachmas a month in the employ of the
Spartan army. Iolaus comes home from another amazing adventure and goes back to his
trade as a trained soldier. The Respite Phase last for 15 months and during that time Iolaus
performs adequately (rolling a success at the end of the 15 months). During that period
Iolaus earned 1,500 Drachmas for his trouble but almost all of it goes to the upkeep of his
modest home, occasional nights out to the Agora, and the essentials such as food and other
necessities leaving him with only 150 Drachmas when all is said and done (10% of his actual
earnings).

Hero Points
Hero Points = 5 + (Charisma Attribute x2)
Hero Points represents the cosmic luck that all Heroes have in ﬁction —
that little bit extra that gets him through the harrowing ordeal. There is always
something different about a Hero that helps him stand apart from his more
mundane counterpart. He is able to climb the mountain no sane person would, he
can ﬁght and best a lion, and he can take injury that would lay a normal person
low. This is illustrated by the Hero spending Hero Points.
Your Hero starts the game with a pool of points that can be use to affect the
outcome of dice rolls or damage taken. The maximum amount of Hero Points
the character may have in her Pool is equal to 5+ double her Charisma Attribute
(minimum of 5 Hero Points). This amount goes up as the Hero gains Glory.
Whenever a player makes any roll (Attribute, skill, damage, power, and so
on), she may spend Hero Points to increase the total. She may use Hero Points
up to a maximum based on the Hero’s Glory score. Use the following chart to
determine the allowable number of Hero Points.
Glory Score

Hero Point Max Per Roll

1–20

2

21–40

3

41–100

5

101–150

6

Give another Hero Points
A Hero may give any or all of his available Hero Points to another by clasping
hands and wishing the other luck. This takes one round and during this time
the two Heroes may do nothing else other than reafﬁrm their friendship and
willingness to help one another. A Hero may only be “gifted” a number of Hero
Points equal to 3 times his normal amount. The Gifting Hero will not regain his
normal amount until the “gift” is used or given back.
The Hero Points are available until used and must be used ﬁrst before their
own personal pool is used. If the gifting Hero dies before the Hero Points are used
the receiving Hero takes one Fate Point because of grief and guilt.
Regaining Spent Hero Points
Hero Points are used through out the course of the adventure and only reset
at the beginning of a new adventure. An adventure may be more than one game
session long, so players should use the points wisely.

Glory and Hero Points
The more Glory the Hero possesses, the more Hero Points the Hero will
151–200
10
eventually have at his disposal. When a Hero attains a certain levels of Glory they
may add two points to their permanent Hero Point total. A Hero adds these points
200+
Any
at 60pt, 100pt, 150 pt, 200pt, 250pt, and the 275pt level of Glory
Example: Iolaus (with 5 Hero points) reaches 60 Glory. He
Example: A Hero with 20 Glory may only spend 2 Hero Points
may add 2 points to his Hero Points for a total of 7 points.
during an action, while his much more famous friend with 150
Glory can spend up to 6.
Gaining more Hero Points during Play
A Hero can gain more Hero Points during play a number of ways.
B Activate a disadvantage
B Pray to or blaspheme the gods (This is covered in the section of the
gods)
B Offer sacriﬁce or votives to the gods (This is covered in the section of
the gods)
B Swear an Oath in the name of a god (This is covered in the section of
the gods)
B Tempt Fate (For more information on Tempting Fate see the entry later
in this section)
B Pursue your Destiny (For more information on Destiny see the entry
later in this section)

Experience Points (XP)

When an adventure comes to an end, the Game Master gives the Heroes
something to represent the challenges they went through and the experience
they acquired. This is done through Experience Points (XP) and Glory.
Distribute Experience Points based on the challenge level of the adventure
(pre-made adventures do this for you). If the adventure was simple, with the
Heroes effortlessly overcoming most obstacles, then the reward can be small. If
they needed to use all their wits and most of their skills, be sure that the reward
reﬂects the greater obstacles.
For the typical adventure of two or three lengthy or involved scenes, which
may take two short sessions, Heroes should receive between 3 and 16
Experience Points or more if the adventure contains particularly challenging
obstacles like going up against an Atlantean or Titan. For signiﬁcantly shorter
scenarios, decrease the points given. For longer scenarios, ones that have at
least four to ﬁve lengthy scenes, Experience Point awards should be doubled.
Point rewards should only be given at the end of scenarios.
Glory
Adventure Glory should equal 1 point for every 5 XPs given for the
adventure.
Example: A group receives 25 XPs for the adventure and 5
Glory.

GUIDELINES

Here are some guidelines that you can use to determine suitable rewards:
XP Reward

Did the group accomplish its goal? For each
game session or completed adventure

2–20 XPs. For
particularly harrowing
goals or ones that require
grand-scale Heroic
actions, consider adding a
few points of Glory

Group worked as a team and everyone enjoyed
themselves. You should also award several
Experience Points for each major obstacle
the Heroes overcame, such as defeating an
Atlantean’s henchmen while keeping innocent
bystanders from getting hurt.

2–5 XPs

For completing an Ambition

10

A random Hero’s world falls sick to a mysterious plague and is quarantined.

For outstanding roleplaying and storytelling

2–10

8

A pirate ﬂeet savages a planetary system looking for something.

1 XP per week

8 years+3D20 months

9

A food riot takes place on a random world.

Per week spent learning and training in a skill
for the sake of improvement

9 years+3D20 months

10

A relative of a random Hero joins the enemy.

11

A huge space battle is being fought over a peaceful planet in a distant sector.

12

A boy claiming to be a god takes a distant world as his own. He shows many fantastic abilities and
powers.

13

A temple moon is blockaded by the enemy.

14

A world is decimated and the inhabitants all disappear.

15

A coup happens on a random planet involving a Hero’s relatives.

16

A lost space colony appears from Slipspace, ﬂoating aimlessly through space.

17

A Hero’s Enemy calls him out.

18

A Hero is impersonated and vile acts are committed in his name.

19

A planetary ruler has gone mad and executes a person close to the Hero.

20

An outlying settlement peopled by distant relatives of the Hero vanishes.

During the Respite Phase it is assumed that the Hero goes home and back to his “normal” life. He has
family to see to, bills to pay, and work to do. During this downtime it is assumed that the Hero works at his
profession and earns a living.
The amount of money earned is determined by the base money received from the profession.
Each Hero rolls on the Omni Chart using his Profession skill with a DoD of -2 as a blanket adversity
during his employ, with the following results:
Failure & Partial Success: The Hero receives 5% of the base amount listed
Successes:: The Hero receives 10% of the amount listed
Critical Successes: The Hero receives 20% of the amount listed

Your character can use Hero Points for a variety
of things:
B Players may spend Hero Points to increase a roll by +2. Hero Points may
be spent after the roll is made.
B Hero Points may be used to negate a mishap or critical failure.
B One Hero Point will add +4 to damage inﬂicted.
B Hero Points may be spent to negate 4 points of damage per point spent.
The Hero can spend up to his maximum amount of Hero Points in this way
Example: Iolaus is ﬁghting a giant machina construct on the
asteroid archipelago in the Myrtoum Solar Sea Expanse. At his
disposal are three Hero Points. The machina shoots a salvo of
micro missiles at the nimble Hero, hitting him for 30 points of
damage! Iolaus is in the pursuit of a Diomedean bridle (one of his
Ambitions) and decides this would be a good time to use his Hero
Points to negate the damage. Iolaus’ player spends all three Hero
Points and negates 12 points of damage.
B Two points will give you one extra Action for one round of combat
without any multi-action penalty.
B Two points can be spent to negate the unconsciousness effects of a critical
hit. This takes a full turn to complete.

IMPROVING EXISTING SKILLS
Cost to improve a skill after Character Creation = new skill level +1 XP

As players earn Experience Points (XP) for adventures, they can use
accumulated XP to improve their character’s skills. The cost in XP to improve
a skill is equal to the new skill level (not the total Skill Rating, which is the
combination of skill plus Attribute modiﬁer) plus one.
Example: The dynamist Alkon has Lore (Arcane) at a Level of
+5. To improve his level to +6, Alkon must spend 7 XP — the new
skill level of +6 plus 1.
Skills can only be improved one level at a time. Though PCs can improve more
than one skill at a time, the same skill can only be improved once per week of game
time.

ACQUIRING NEW SKILLS
Purchasing skills after Character Creation = .5 XP x Training Period

Experience Points accumulated through adventuring can be used to acquire
new skills. Additional skills can be acquired at a cost of XP equal to the Training
Period of the skill (as indicated in the skill’s description).
Example: A skill has a Training Period of 6 Weeks. The skill
would cost 3 XPs and take 6 weeks to learn at +1.
For some skills, characters may also need to hire a qualiﬁed person to teach
the new skill. For example, if a warrior wanted to acquire the Tracking/Shadowing
skill, he might have to hire a tracker or hunter to teach him this skill.
Once the necessary XP and time have been expended, the player can add the
new skill to the Hero’s Character Sheet. All new skills have a beginning level of
+1.

GAINING NEW TALENTS

After Character Creation, Talents become more expensive to acquire. First, the
Hero must have a reasonable explanation for why her character suddenly has the
Talent and secondly, the player must pay for the Talent with Experience Points.

Purchasing Talents after Character Creation = 20 XP

IMPROVING ATTRIBUTES
Cost to improve an Attribute after Character Creation = new Attribute

level x5 XP
Like skills, a character’s Attributes may also be increased by expending XP.
The cost to improve an Attribute is 5 times the new Attribute rating. Improving an
Attribute requires a number of weeks equal to the new rating multiplied by two in
training time.
Going Above Racial Maximum
One thing that deﬁnes the Hero is his abilities beyond that of the normal
Hellene. If a player wants to increase his character’s Attributes beyond the racial
maximum, he must spend double the normal cost for the increase.
Increasing Combat Rating and Dynamism

Cost to improve an CR or DYN after Character Creation = new

Attribute level x10 XP
The Combat Rating and Dynamism Attributes cost twice as much to raise after
Character Creation.

