
Improving Characters
Characters in Atlantis are improved through an abstract 

use of Renown. 
Renown Improvement

50 10 Points

100 10 Points
+1 point attribute increase 
of player’s choice except for 
CR & MR

150 10 Points

200 10 Points
+1 point attribute increase 
of player’s choice except for 
CR & MR

250 10 Points

300 10 Points
The Hero may pick one of the following combinations to use 
the 10 points on.

 ► Buy or raise a number of Skills by a total of 10 points 
(no more than 3 points in a given skill)

 ► Buy or raise a number of Skills by a total of 5 points 
(no more than 3 points in a given skill) and raise one 
Attribute by one point

 ► Buy or raise a number of Skills by a total of 5 points 
(no more than 3 points in a given skill) and gain one 
new professional talent

 ► Raise two attributes by one point or raise one Attribute 
by two points

 ► Raise one Attribute by one and gain a professional 
talent. 

 ► Gain 2 professional talents
 ► Gain one talent outside your chosen profession

Hero Points
Hero Points = 5+ (Charisma Attribute)

Hero Point Limit per roll
Renown Score Hero Point Max Per Roll
1–49		 	 2
50	 	 	 4
100	 	 	 5
150	 	 	 7
200	 	 	 10
300+		 	 Any
Hero Points Use:

	► Players	may	spend	Hero	Points	to	increase	a	roll	by	+2.	
Hero	Points	may	be	spent	after	the	roll	is	made.

	► One	 Hero	 Point	 may	 be	 used	 to	 negate	 a	 mishap	 or	
critical	failure.

	► One	Hero	Point	will	add	+4	to	damage	inflicted.
	► 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

	► Two	points	will	give	the	Hero	one	extra	action	for	one	
round	of	combat	without	any	multi-action	penalty.

	► Two	points	can	be	spent	to	negate	the	unconsciousness	
effects	of	a	critical	hit.

Fate Points
A	Hero	may	“Tempt”	Fate	by	using	the	Elder	Gods’	own	will	

against	them.	When	a	Hero	“Tempts”	Fate,	she	may	use	up	to	
six	fate	points	on	a	single	roll.	Each	point	acts	as	a	normal	Hero	
Point	usable	on	any	roll	at	any	time,	until	they	expire.	She	may	
do	 this	 an	unlimited	number	of	 times	during	 the	game.	 	The	
Fate	Points	can	be	used	in	any	way	standard	Hero	Points	may	
be	used.

The use of Fate must be declared before the roll is made. 
Succumbing to One’s Fate

When	 a	 Hero	 reaches	 10	 Fate	 Points	 her	 time	 is	 up,	 no	
matter	the	how	much	Renown	she	has.	The	Hero	succumbs	to	
her	 Fate	 and	 suffers	 the	 dark	 destiny	 dreamt	 of	 by	 the	 Elder	
Gods.

Magic

Attack
	 	 	 DoD	Mod
Damage	 	 -1	per	Hit	Point	damage
Attack	Bonus	 -1	per	+1	bonus
Area	 	 	 -3	per	meter	radius
Range	 20m	base	 -1	per	additional	3m
Duration	 	 -1	per	rnd	or	-3	per	rnd	
	 	 	 	 for	“Burning”	attacks

Illusion
	 	 	 	 DoD	Mod
Base	Illusion	 Level	one	 -1	per	level
Features:	 	 	 -3	per	Feature
Range	 20m	base	 -1	per	additional	3m
Duration	 10	rounds	base	 -1	per	additional	1	round

Influence
	 	 	 	 DoD	Mod
Mental	Attribute:	 	 -3	per	+/-	1	INT	or	WIL
Resistance	 WIL+	Resolve	vs	Effect	Level	
Area	 	 Single	target	 -1	per	additional	target
Range	 Line	of	sight	
Duration	 1	round	base	 -1	per	additional	1	round

Kinetic
	 	 	 	 DoD	Mod
STR:		 STR+0.			 -3	per	STR+1
SPD:		 Base	SPD-4		 -3	per	SPD+1
Area	 	 0m	radius	base	 -3	per	1m	radius
Range	 20m	base-	 1	per	extra	3m	
Duration	 1	minute	base	 -1	per	additional	1	minute

Manifest
	 	 	 	 DoD	Mod
Mass:	 10kg	 	 -1	per	10kg
Complexity:	 Simple	objects	 -2
	 	 Complex	objects	 -5
	 	 Simple	device	 -10
	 	 Complex	device	 -15
Material:	 Mundane	 -0

Difficulty Modifiers
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

Multiple Actions
Actions   Penalty
First   No penalty
Second  -5
Third   -10
Forth   -15
Fifth   -20
Sixth   -25

Time In The Game
One Round = 6 seconds

Perception Checks
Perception Checks = PER Attribute

Situation  DoD Modifier
Poor light, twilight  -2
Moonlit night  -4
Complete darkness -10

Resistance Rolls
Physical Resistance = CON
Mental Resistance = WIL
Physical resistance rolls are used to defend 

against the effects of poison, disease or other 
ailments that might affect a Hero physically. Mental resistance 
rolls follow the same procedure and are used when defending 
against a mental assault or social reaction roll. 

Movement
Movement = 30m (for Humans with SPD+0) per round

Jumping
A character’s total leaping distance (vertically and 

horizontally) from a standing position equals one-quarter of his 
Move in meters (rounded up). 
Climbing

A Hero can climb a distance equal to half his normal 
movement rate in a round. 
Swimming

A Hero can swim a distance equal to half his normal 
movement rate in a round. 

	 	 Dangerous	 -10
	 	 Precious	 	 -10
	 	 Magical	 	 -15
Range	 20	meters	base	 -1	per	3m
Duration	 1	minute	base	 -1	per	minute

Manipulate
	 	 	 	 DoD	Mod
Level	Required:	 	 See	description.	
Subject:	 One	object/person-1	per	subject
Range:	 touch	 -1	per	meter
Duration:	 1	minute	base	 -1	per	minute

Sensory
	 	 	 	 DoD	Mod
PER	 	 	 	 -1	per	+/-2	to	PER
Scrying	Range		 	 -1	per	1km	
Scrying	Time	Range	 	 -1	per	hour	past	or	future
Range	 20m	base	 -1	per	extra	3m
Duration	 1	minute	base	 -1	per	additional	minute

Shield
	 	 	 	 DoD	Mod
Hit	Point	Rating:	 	 -1	per	2	HP
PR	Rating:	 Used	for	Barriers	 -3	per	1PR
DoD	Rating:	 Used	for	Wards	 -1	per	-2	DOD
Area:		 One	target	(aura)	or
2m	radius	for	Barriers	/Wards	 -3	per	additional	meter
Range	 Touch	
Duration	 1	minute	base	 -1	per	additional	minute

Summoning
	 	 	 	 DoD	Mod
Base	DoD:	 Determined	 by	 the	 Ability	 Level	 of	 the	

creature
Casting	time:	 Base	10	minutes	-1	minute	per	spell	level.	

	 	 	 	 -1	per	minute	reduced
Duration:	 -2	for	WIL	in	minutes,	-5	for	WIL	in	hours,	

-10	for	WIL	in	days,	-20	for	WIL	in	months,	-35	for	a	permanent	
summons.	All	have	a	minimum	of	1	time	increment	

Votives & 
Sacrifices
Wealth

This represents an initial 
Wealth roll required to 
purchase a sacrificial item. 
If a Wealth roll is expended 
successfully then that amount 
of wealth may be sacrificed.
Ability Level

This represents the Ability 
Level of the live offering killed 

for the gods as a blood sacrifice
WR AL Hero Points Gained
1-2 1-2 3+Cha Hero Points
4-5 3-5 4+Cha Hero Points
6-7 6-10 8+Cha Hero Points
8-9 11-15 12+Cha Hero Points
10+ 15+ 16+Cha Hero Points
The Effects of Votives and Sacrifices

Once the votive or sacrifice is made, the Hero makes a CHA 
or Influence roll to please the gods. The DoD of this roll is at least 
-5, and may sometime be more depending on the circumstances. 

Mishap: 
The offering decays in front of the Hero’s eyes, the 
sky fills with black clouds, and babies start to cry (or 
something equally sinister).

Failure: Nothing occurs, but the gods are pleased.
Partial: The Hero receives half the Hero Points to spend.
Success: The Hero receives the full number Hero Points.
Critical: The Hero receives twice as many Hero Points.

The blessing may be saved for a number of days equal to the 
Hero’s CHA. After the allotted time the blessing is lost.

Blasphemy

As a roleplaying bonus, those who curse the gods during a 
roleplaying situation may receive Hero Points equal to double 
their CHA (minimum of two) for one action. These points must 
be spent before the end of the adventure or they are lost.

Swearing Oaths in the Gods’ Names

A Hero who swears an oath does so to the appropriate god, 
and then gains a bonus to one skill (chosen by the player at the 
time of the swearing) equal to his WIL+1. The bonus will be in 
effect only when the Hero is in pursuit of finishing the oath. 
When not in pursuit of the oath the bonus turns into a penalty 
equal to twice his WIL (minimum of one). 

If the oath is completed successfully, the Hero receives 5 
Renown.

Trivial oaths sworn to a god will anger them and result in the 
Hero losing 10 Renown.

Combat
Miscellaneous  Damage Ratings
Body Slam   DR3 + STR
Choke   DR2 + STR per round
Kick    DR2 + STR
Punch   DR1 + STR
Head Butt   DR1 + STR
Shield Bash   DR3 + STR
Burning   DR4 per round
Drowning   DR2 per round
Falling   DR2 per 1 meter drop.
Thirst   DR2 per day
Hunger   DR1 per day
Exposure   up to DR10 per hour

Scale
 ► If the attacker is larger than the defender, then the 

scale modifier is subtracted from the attack.
 ► If the attacker is smaller than the defender, then the 

scale modifier is added to the attack.
Scale Modifiers

Scale -2 -1 0 +1 +2 +3

-2 (Tiny) 0 +2 +4 +6 +8 +10
-1 (Small) -2 0 +2 +4 +6 +8
0 (Medium) -4 -2 0 +2 +4 +6
+1 (Large) -6 -4 -2 0 +2 +4
+2 (Colossal) -8 -6 -4 -2 0 +2
+3 (Gargantuan) -10 -8 -6 -4 -2 0

Example: A scale 0 opponent trying to hit a scale +3 
opponent would receive a bonus of +6 to hit his opponent.

Example: A scale +3 opponent is attempting to attack 
a scale -1 opponent. He would suffer a -8 penalty.

Scale And Damage
The scale modifier is either subtracted (minimum of one 

point of damage) or added to the damage. Once the damage is 
modified, the armor’s PR further reduces the damage.

-2 -1 to +1 +2 +3
-2 +0 -5 -10 -20
-1 to +1 +5 +0 -5 -10
+2 +10 +5 +0 -5
+3 +20 +10 +5 +0

Example: A scale +0 opponent (with a DR12 weapon) 
trying to hit a scale +2 opponent would receive a bonus 
of +4 to hit his opponent and would suffer a 5-point 
reduction in damage.

Damage
Stun

A Hero who is stunned 
loses an action that round. He 
may still act that round, but 
has a multi-action penalty as 
if he has already performed an 
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

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.  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. 

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.

Weapon Modifier Icon Key
Armor PiercingΩ
This weapon ignores half the target’s armor (round up).

Bleeding = 
Those hit by the weapon lose 4-CON Hit Points (minimum 

one point) for 3 rounds after the initial hit.

Bulky = b
The weapon is large and cumbersome. In combat, if a 

natural 1–5 is rolled, the Hero must spend an action to ready 
the weapon before using it again.

Fast = 
The weapon is extremely fast in combat situations. The 

weapon gives the user a +3 bonus to his Initiative rolls in combat.

Impaling = 
On a critical hit, the target is impaled by the weapon and 

is stuck. The user has the option of pinning the target to the 
ground or a wall. While impaled, the target suffers a penalty to 
his DEX of -3. The user must then take an action to pull it out. 
Pulling the weapon from the victim causes additional damage 
equal to half the weapon’s DR (no armor). 

Parry = †
When making an active parry action against another melee 

weapon the Hero receives a +4 to his roll.

Quick = 
The weapon may be used to make one additional attack with 

the multi-action penalty reduced by 3.

Two-Handed = 2H
This weapon requires both hands to wield properly and if 

used one-handed the Hero takes a penalty of -6 to hit. When 
this attribute is applied to a melee weapon, other melee weapons 
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