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M~lu.uf MOOfCOd~ u ergelic rail's of Elrie, St"rmbring~r, Me/nihon!, ami the Young Kingdom~ ,!Iuw jallfasy-writ;nl; a new di",ction. Hamc /alllosy 
IPJ bun the mgue province of Dun~'(1"y and a f~w deft American.,-, notably Howard and then Leiber. Generalions of E"ltli.~hmelt from Morris on had 

,-blishI'd measured bill (with Pwke among the exceptions) curiously pus.l'ionl~s books that admixed childlike behavior and adult seoUl/Us /0 produce 
II liuratlln thaI w,u . .,.'fmu"~r else, monumentully .~afe and tid}: 

1M Elrie tales Of? any/Iring but t!wl. They Ufm writ/en at break-necl; ~Jlud. They heg!n and break oJf plot-lines une>;pectediy. They madly inl'ellt 

IINi ,)"", slaughter whole armies within a few pages. Their languuge is by (urn baroque, filled wirk c%r, sparse, bare. ~·e".~ual. and unifying. ThaI' 

fUr dan8erous enCQulttUS, cunning und abrupt tltrllS ofphru.,~, .tomuimes an unexpected inlrre~·t in the $/wtegy of Iwnd_lO_hund fighting, and things 
IiU Sto~mbrinxer. the ~e ntielll, soul·drinking. almost illsUliabl~ xreal sword, that can neller be for!:otlrn. wter rale," change imporla1lf mutters, such 
ClS tht origins of MellIwone ulld of Ihe runeswords. The lales murder (110 one dies of old axe lIere) evay c/wracler rhe reader 10vt'S, a1ld then Ihe last 
_ des/roy,. Ih e universe. These aft stories ill a hurry, and the best of them rOar with creativity. 

T
HIS IS A. NEW roleplaying game about the Elric 
saga. It is approved of by Michael Moorcock, who has 
written threescore and more books since Elric first sat 
upon the Ruby Throne and pondered his fale and that 

of the Bright Empire's. 

This game maintains some continuity with Storm bringer. since 
the oockground universe is the same Young Kingdoms. Elrie is a 
different game, however. 1his is 11Qt a re-write, as a glance at the 
Spot Rules for Combat chapter will show. Even thc background 
deta ils and their implications in the Young Kingdoms chapter are 
new and different Some values for the pen;onalitics and creatures 
an; unchanged, since the fundamental mechanics of both gamcs 
are similar, and since they draw /Tom the s.1me literary source. 
TIle new game includes elemen~ from the three newest Elric 
books as well as the earlier six. 

Adventurer creation is more complete and quicker 10 accomplish. 
Combat and magic are more detailed, seem closer to the saga. 

Combat is more realistic. with more tricks and special effects 
avai lable 10 it. The quickness of combat, and ~ potency of an 
attacker with high Dexterity and high skill percentiles can be 
stunning. Fights between evenly-matched opponents can be 
stately, almost dance-like fora rotuKl or t ..... n; .....nen someone finds 
an advantage, a crippling or a deadly blow ensues. 

Magic is less high-level, so that something powerful is 
memorable. Amore-or-Ies:; paraUel set of spells and sUIl1I11OfIings 
exist, following clues in the saga. Invocations and enchantmt..'Ilts, 

;;;;::kffi;;l ;; 

two more sorts of magic, are also distinguished. Much magic 
exists in this world, but some of it has blended with reality, and 
more is impossible to renew. 1bcre i'l little in the saga about 
dt..-mons: in consequence the game centers Jess on surrunonings 
for magic effect, but those who like that approach will find 
they can achieve a wide variety of effects. 

Using or foregoing magic is an important consideration for new 
adventurers. Elric persistently reminds the player that a cosmic 
banle is being waged for his or her soul. But allegiance to Chaos, 
the Balance, or Law is man: a matter of deeds than of signing up 
and carrying a membership card; adventurers can wobble from one 
force to another as they will, and mostnccd not much worry about 
the consequences, at least for a while. The free wi/! of every 
character is upheld, a'l it was even for Elric. No game mle ever 
forces an adventurer to do something he or she choc6es not to. 

IN PREPARATION mR ELRIC 
Melnibomi, a sourcebook and scenarios about the Dreaming City 
and the Dragon lsk, will be on store shelves in August. A set of 
scenarios tentatively titled The Fate of Fools appears later this year, 
The Atlas of the Young Kingdoms is in preparation. Asourccbook 
and scenarioo for Comm is being worked on, and is articipa tedfor 
the fir.,1 half of 1994. 

Stormbringer is a supplementary game. Infonnation ex&is in it 
and its supplements nowhere else available. Conversion of 
scenarios from it is~t1y simple and quick; sec pagcs 148-149. 

WHO DID WHAT 

blCHARD WATTS wrote the Young 
."Kingdoms chapter, the Elrician portions 
in the int/oduction, and part of the 
personalities chapter. J do nol d.9re guess 
that he knows more about the Young 
Kingdoms than Michael Moorcock, but 
Richard has been iving them a lot lately. His 
advice everywhere was 'Darker. 
please--more gloom!' 
Mark Morrison coflttibuted scores of 
improvements, specific spells, spen and 
demon summaries, the Stormbringer 
conversion notes, part 01 the scenario The 
Weight of Doom,' and many wise 
observations. J ch(led him 10 the effect thaI 
he seemed best able to think up things for me 
10 do, an ignoble and dll'Sperata slur since his 
Ib.Icttes are everywhere. In great part he and 
Allen Varney (wIlo had fo(fuitous¥ fumed up 
r\ AuslJalia) created Ihe allegiance system. 

Jimmie W. Pursell Jr. wrote extensively 
about the draft manuscripts and, like Marlo; 
MOrrison and Josh Shaw, added so many 
details, e.xpansions. and new thoughts that 
they cannot be easily distinguished. To my 
mind, harmonizing dodge and parry was 
his best touch, but there are many. 
Josl'! Shaw took the system where no man 
or woman had gone with it before, leaving 
combat flexible and fluid, and pressing the 
game mechanics toward their Hmits. He has 
a keen kno'NIedge of arms and combat, and 
a sense 01 whafs fitting for a game, 
Sam Shirley, Whose desk is eight feet from 
mine, wrote the scenario, 'The Though! 
That Counts," part of !he personalities 
chapter, and cheertully furnished counsel 
upon demand. I was absent flom the office 
so much 01 the time, dealing with deaths in 
my famity, that he was in the end cheated 

s 

of the greater influence that his skil ls and 
sense 01 proportion demand. 
CharUe Krank contrib uted the 
pronuncia!ions and he and his la11ll:y helped 
shape adventurer generation. If adventurers 
seem understandable as individuals, then 
the Krank household's indefatigable efforts 
succeeded. Ottlers contributed invaluable 
insights, and the most important 01 them are 
listed on the mle page. Most wrot& long 
comm&ntaries; Mark Jason Durall a lso 
contributed most of the description 0/ High 
Speech quoted in the skills chapter. 
If you like this game, you are in the it debt. 
Notwithstanding this aid and more which 
must go unmentioned, I remain lespoosible 
for thl! great pan of this book, fQl' I!IIT'f 
annoyances, and for all mistakes. 
We have worlo;ed hard on this book.. We 
hope you enjoy rt. - Lynn w.s 
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ELRIC 

"MY lORD?" A8SENTlY. Ellie LOOKED UP. "WE HAVE THE INFORMATION NOW. MY LORD: DOCTOR JEST S 

THIN VOICE WH ISPERED ACROSS THE CHAMBER. TWO sns Of CHAINS WERE NOW EM PTY AND HAVES WERE 

GATH ERING T HINGS UP fROM THE HOOR AND fliNGING THEM ON TH< FIRE. THE TWO REMAINING 
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INTRODUCTION 

ABOUT 

T HE CHARACTER Of HRIC of Mdnibone is 
one of many created by British fantasist Michael 
Moorcock. Elfie is his most enduring creation. A 
doomed albino, while of skin and red of eye, his blood 

deficient and his life filled with anguish, EIMc is the Emperor of 
Melnibone, an ancient and prehuman Empire in decline, and he is 
cursed to dc.<;troy everything and everyone he loves. 

Reversing traditional fantasy laIrs, Moorcock has Elrie 
destroy his own klngdom (which has endured for tcn thousand 
years) instead of winning the throne, and has Elrie slay the 
princess he loves instead of reselling heT_ Elrie is a selVant of 
the Lords of Chaos, as were his ancestors fOT countles.~ 

generations, but he is also reflectiVe, and alone arnong those of 
rus world has modem sensibilities. 

As the saga progresses, Elrie turns his aUegiance towanl Law, 
although he comes to hate all gods for their manipulation of 
mortal e;w.:istence. In the end Elric hopes for a world without gods 
and magic to make a misery of human lives. He dies attempting 
to bring such a world-a world nearer the Balance-into being. 

Unlike such other fantasy heroes as Robert E. Howard'sConan 
!he Barbarian, Elric is the epitomt of civilization, a refin~ and 
sensitive sorcerer-emperor instead of an ale-swilling, 
muscle-round bmte. He is an mlcllecluaJ scholar compelled to 
frightful action because of his own dark fate, rather than through 
desire for riches and material gain. Because of his thin blood, 
Flric is by nature weak ami sickly, kept alive and alert only 
through sOt"Cerous potions and muttered mnes. Elfie gains 
Stonnbringer, a demonic weapon that drains the souls of those it 
s lays and gives part of their life-force to the albino. In 
Stonnbringer, Elric finds the energy he need .. , but at a terrible 
JIice. The constant battle between Elric and his sentient, howling 
runesword drives much of the saga. 

THE ETERNAL CHAMPION 
Elric is an aspect of the Eternal Champion, a warrior doomed 
IlCver to know peace, only eternal stmggle through countless 
incarnations. [n every world of the Million Spheres, the 
muhiveJSe of infinite possibility that Moorcock postulates in his 
IJOveis, the Eternal Champion exists in one form or another. 
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Sometimes the Champion fights on the side of Law, upholding 
civilization, order, and justice, while at other times, in other 
worlds, the Eternal Champion fights on the side of Chaos, which 
represents disorder, entropy, and change. 

The Elemal Champion is a pawn of Fale, sent hurtling from 
olle existence to another in an endless parade of grief and 
sorrow. Other aspects of Moorcock's Eternal Champion 
includc Dorian Hawkmoon and Corum, the Prince in the 
Scarlet Robe. Like EJric, they too are doomed. They too know 
love only at the price of sorrow. It would seem thaI an Eternal 
Enemy balances the Champion in each incarnation. For Elric 
this is his cousin Y yrkoon, and for Corum, Prince Gaynor the 
Damned. An Eternal Companion often accompanies the 
Champion. The Companion often is doomed to die at the 
Champion's hane!. A love or lovers also feature in the tales. 
These storics of tragedy comrast the epic nature of The Eternal 
Champion's fate. Thcy are an integral part oflhe saga. 

LAW AND CHAOS 
The battle between Law and Chaos is "n on-going theme in 
Mooreock's writing, involving as it does both gods and mortals. 
Above and beyond these warring forces is the Cosmic Balance, 
which swings in favor sometimes of Law, sometimes of Chaos. In 
a perfect world the two are stabilized, in equilibrium. 

The harmony of the Balance is all too Jacking throughout the 
multi verse. Although the Balance rules unalloyed in places, most 
univel'.;es are in a state of Chaotic turmoil or Lawful stagnation, 
Without its opposite, a plane of pure Law is as deathly rum sterile 
as one ruled by L1laOS. This flux of oppo:;ites snares the Eternal 
Champion, but he does not give up the fight against it. 

In tbe fi nal battles, Law and Balance join forces against Chaos, 
for Chaos has grown too strong. Elrie's death brings the plane 
toward the Balance. When the world reforms, there willl:e magic, 
but mIlCh 1e.">S of il. Our own world will then be born. 

In the saga, Chaos attracts because it fhasks great beau/}' and 
power even while it wreaks havoc. Elric realizes that Law 
similarly confounds the notion of good and evil, though we do not 
see it conquer the world. We imagine that Law should provide 
security, but it brings with it rigidity and sterility. What is right is 
not always easy to know. Sometimes the wrong person dies, (X" a 
quest goes unfulfilled. Sometimes the adventurers are curncd b­
doing good, or blessed for their e vil-doing. The revmal at 
expectations is an important notion in uTKIerstanding the sap... 

• 
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EL R I ( 

~ cJiJ cJiJ cJiJ cJiJ cJiJ cJiJ I!Jil cJiJ cJiJ cJiJ cJiJ cJiJ cJiJ ~ 
~ - A<SUMMARY-OF-YH E SAGA -~ = ~~, ~ 
[! 'PO .ATE. T: "RIC ""',: , "7.o.:::,:":,::::E: me", K'o,'om,. '01 t, ,,, : , ::: ~ u . short !.\ories I'IUITtlef eiQl'rt ti\Ies, end Count Smiorgan Bak:t\ead 01 1M \$\e 01 Melribonj and b&dI \hrough time by \he 

iJ cover approximately seven years ol!tle [he Purple lbwos. BefTiOnding him, the twO magiC 01 nls lather Sadrie. WhOm Elfie iJ 
.sI:>ino EmpetOr'IIIif., In Otdorol_nt~, tho Q$cap" b='< to Iho Vovng KingdomR, only ~ long doad. Sjl(jr\c ie , but hie .. pirit 
books are Elric 01 Me/nilJOoe, The Fortress to be caught up with the adventurer and sends Eirlc on 8 quest through (;()UntIeS:> 
r) the Pearl, The Saban tne Seaso/ Fate, explorer Duke Avan Astran , a Vilmlrian of worldS in search 01 his soul. II is concealed 

~ 
The WeWt101the White WoH; The V(tnWUng considerable fame. Duka Avail enli:sIS irl6ide a caNed rosewood box Molen by 1he ~ 
1OwBr. The Revonqeolthe Rose, Tne Bane Elfie's aid. which adds to ElrIe's knnwledQe ciead Emperor's body-slave several yearn 
cl the Black SwotU, and Stotmbringer. of his nation's pasL but the adventure ends ago. In S8Wig his laIMr's soul, Elrie saves 

A nll'lth boOk, fjf1c 81 tI'le end 01 llm(l, inlt1e Duke'S death. StriCken with remorse, nls own from thaI \\tlidl he most tears, nIs 

~ 
contains two EIrIe lalM alT\Ol'lQ It. wor\o;s Ell io leturns with Coul'll Smiorgan Mal"ibo"aa" hal\I13oga. 130nd leams ~ 
coIed:9dink,but neeo'notbeoonsidereda Saldhoodlo the Purple Towns. something of Ihe Iruth concerning 
oAa! part of the "-ga. Of tMse. ooe takes Alte! a shol1 adVooture at the lar end 01 Metnibof1e'$ past. He elso eams rns father·s 
plIIco after Tht:! ~ilor Of! the 51M3 of Fate, 1111'18, Elric rtltUlns 10 Melnibomi as Iong·bO:grudged~. 

~ 
and the other fits between !he last two desc.-ibedin rfw Wgjrri,oJ,~ White Wolf. The Bane 0/ the Black Sword sees Elric ~ 
stones in The Banll oIlf1e Black Sword. not to -[Ul&lhe Qragon '~Ie (8~"M: had reunited with Queen Yishana in HmiO(a. 

EIf1c of Melnlbon8 descrlbes.les~ than tl l:IOp&d},'OOr to deslro'{1t (oreve:r, E:lric's tlll66 Y"at$ lifter their lirst mtlt:!linl.1' "Th6rt:! 
~ear after Elrk: hAS oe~1'l orowll6r1 the l(;:lvola oonfirm hi3 belief thot Moll'libone Is the alhil'lo linal'Y hilS his rllvengA upon 

ra 428th Emperor of lhe RUoy Throne, ho\)' ': . an anachroni$ll¢ parasite .. Then his COUSin Theleb K'aama. but at the cost 01 \tie Ute of ra 
the machinations 01 his ambitious oouslti I' Yyrkoon seiias the flyby Throne, declaring hIS cousin, one oltws oldest comrades. 
Yyrkoon ptungo him 11'110 tho beginnings 01 "'-Ei/ic'a Iri:lllorwKI hiuiiiell Empilfor. ltti:ltling Fleeing tho destruction he ha3 wrought, 
!-is dar\\. late. Elrie is loroed Ie Summof' --- a:--neel ,ot Vnlll'lQ \(irlgdilm rAiders. ElM: Ellie, with MOOf"IgIum, moots Zalozinia ci 

~ 
Arioch of the Seven Darks, one of the atl~s the Dreaming City. hiS home, and Karlaak, a senator's daughler lost in \tie ~ 
lold~ 01 Chsu$, whu ha.$ not n~,ifeSwrJ ,the leav&ftl ne leads pillage aJl(\ bum 'Ihe W-omeMd fOlest 01 T1003. E~ as Bf':! 
IJpon !tie earth for cen turies. Using the Qidest !YId moat beautiftJl city in the WOIId. ~s lold In love with this spirited young 
~ower Ihis gall'll him, Elfic chas,es AllemPtinq to S8ve Cymor!!. Elfie woman, his doom is upon him, and sends 

~ 
Yyrkoon, who has kidnaped c..ymont. tM acddentaJ'Y slays-har because 0/ Yyrkoon's anothllr ancient cvililalion crashing to ra 
womGn.Etrio tovo$, .and fled Metnibone. In . treaChery. onlV_ Elfie's sh ip escapes do~trl.rction by hi3 plL$3lr>g. 
t&mVtIl'i!"'I her, ElliC gains p<!ssesslon 01 , Mvlnibone's tinal, -fiery brolllh, olld ho "(rav.!lr"", wilt] laromie. toherhome. B1c 
Stormbnnger, a rune ·carva~ sword ·,.--al>aodorls lUll{}letrays Count Baldhead, hI5 weds her, hoping to find happiness. For the 

~ 
J)O»ltliiSed 01 ~ malign $OI1\ience a~ friClfld am ally, so he himself mightJIve. I!fSt ~me In years E~ putS Stormbllnger ~ 
the PO .... '8r I~ dram t.he souls 01 those; it NextElricnjeetS'Moongtumo/Clwher,an 8 13it1A . <'hie 10 survivA on dtug~ he 
uyli. A. portiO!' Q! 11\1' ~ec .\rMsf~~ \~ 8dventurer -fiom the Unknown Eut wht) (Ilscovele<! In TlOos. n-.en he must feQa\m 
tI'I8 weak albrlo, gMng rwm 111& strength he ' proves 10 be Eiric's steadfast companion in the sword In an allampt to .save hiS new 

~ 
has needCld, but at • dre.dru) cost. AtJne IhD rs ah 34;' An encounter WIth a mlllor home I!om \he 009rcdo.oooo ol 0. $aVo.gB ~ 
c:oodJsiOn of the first boOk,'fSving mai:1e Cr>:!:! Lor~ dashec e lric's hopes 01 Eastern anny. Successful, EIric is relJl'lited 
Ihe a~uaJntanee 01 the fjuman hero oi$co\l9firiglhe true natun! 04 the Ul'lioIDrse. with Za(Ozinla, and resides for a time ill 
Ra~ Ihe Red Archer. EI~1c Ie«ve~ ~ls Eltic has a brief affair with Yishana, Queen KBlll1<1k by Ihe Wt:!9Vi"og W~IB. 

~ 
cousin ~s regel'll. He hImself '01,00,85 o('JlilT¥i'ir, t:!anli"9 ~I':l t\al.Ttld o( ThoiIwb SlomTbringer. the finaillo ... t 01 the EIriC iii 
adVen~mg In the Young Klngdoms ; a . K'Nlfna, a Plln TIIllgJan sorcel8t who saga, sees the albino emperor's doom 
ye~r, rn ~ea(Ch of Ine. kn~wredge'" 10 !hereafter becomes hiS deadly enemy. embrace the wor1d at large. Jagreen Lam, 
rriiuze hiS stagnant, dy;ng kingdom. . .• • __ ' . . . Inc Ch«oa.worshlplng Theoxrat 01 Pan 

~ 
Alter several minor adventures vagueto( .11'1 The van~tng Towal, Ellie IS Inv:olved TallO, Ufl!eashes msdness and harl"()( upon 'a 

desaibed, EIriC arrives at the desert city 0\- W1)J JMysllt:!lIa· 01 -~_ Oawf1 , tI1tf. ultllllitte Ihe earth. Zalazinia's simullaneous 
OUerzhasaar, last remnant 01 an emil irs Ch~rnptOI"I_,oI 1 8W In ths Young ~lI'Igdom$, kidnaping catapults El f ie into action. 
It\at long ago lttru1ened Melnibona, 10 saVlng,Jlercastie -~d~strucli?". ~n, A.Jthougl"l brielly leurn\ed with his IMods 

~ 
Jhtt Fon!ess c! the Pearl. Hara Elrie is because oJ Theleb K:aarna s manipulations, and wife, In tI1e end Elfie'S destiny means ~ 
dragged IIlto lauds between the rulers 01 hit i3 oaught up in n Mille ag~n~t the the .. deaths at his llands, on the blade 01 
.,. crry. and is forcod by them 10 embark beggar. hordes 01 Nadsokor. ~)ne seeks hi, vempirlc n.ll'lesword. Having g~ on & 

on • journey In search of a legendary refuge m Tanelom, the elemat City, a haven desperate joumey to another wOOd 10 gain 

~ 
treasure Crossing deserts and olher 101 a.ny Whose Uves ale flaughl with amaglchornwith .... 'hichtheravagedearth ra 
~ En: allast returns to Outuzhasl:tl:t l suffenng. but catY\Ol find tho peace that can De renewed, tine himseW IS k~ted by 
to ciestr"oy it. completing It .'!l!nlem:1! T~of!ers alotners. Stormbringel. Dead, e'-Ie still dltInOl know 
cassed ~aJt\st the city by Melnibone Ridlflg through the desert that surrounds peace: his soul i5 absorbed, like the 
ca-...s ago, bUt flIVel carried OU\' lila dIy, Elljc's (Itt!! =tdws up with him thousands 01 friends and loes whom he 'EI 

'a The SaO on the SoN3 01 NIle. EIriT:: ago'll. antf he ~ flunO into RnothAl wnrlcf . hirrl.seN hIlS l tain, into ~ eSMrlCe 01 the __ '*"" __ 1II'trg oC 1\1$ crue: nalLUe. as he there encountenng two aspects 0/ himself demonicblad; SWOTd. The last If/Oldsofthe 
~ W\1tI ltv,. other .specfs of Ihe as the Champion. Aiding them means Elne saga are spoken by Ihe enlity thaI is 
~ ~ 10 batlle frigNfui twin:; :lids himself, (U1d he retums to thc world of StotmbmQer ItseN, as ft laughs mockery 81 ~ 

'ea!'fI ttoa .nt"a mutlive(se the Young Kingdoms just in time to save !tie Cocrnic 8a1aoco and aU it stands for. 
.. t-.s ~ seems 81mO$I a Tanelorn from Theleb K'aarna'! wrath. 'Farewell, friend," it says to Elfie. 'I was a 
~ ~ 9'C IiIar Ir\ tuJ tie, it has a Alas, Eiric cannot save Myshella Irom Ihe thousand tmes more evil than thourO 
~ -'lea.oon """'- Afterwards Elric Pan Tangian and, with hor dead, ChaO$ ~ IlJ 
-..s h,...nous.sho \ODf1 wtICh he increases its influence upon the work!. 
OW; --.: -.r.; I'd .... 01 iIs bind OepartWlgTaneiominTheRevengeolJh8 
.:cia .aI"C ~" se on. wOftd Raw, Elf;';; lid83 east. 10 Ule Unknl1Wn 

cJ&:IcJ&:IcJ&:IcJ&:IcJ&:IcJ&:Il!IilcJ&:lcJ&:lcJill!J'ill!J'il~ 
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INTRODUCTION 

pleasure in the game-you are not only 
the actors, bUllhe audience as well. 

ABOUT MICHAEL MOORCOCK PLAVERS 

M ICHAEL MOORCO(K was 
born in London in 1939 and 

published his first novel in 1961. 
From 1964 to 1980 he edited the 
seminal imaginative fiction 
magazine New Worlds. and is 
consulting editor/or it now that it has 
resumed publication. His The 
Condition of Muzak. WUfI the 
Guardian Fiction Prize. He has 
written for and pertormed with the 
rock groups Hawkwind and Blue 
Oyster Cult. Based in London, he 
also travels lor significant parts of 
each year in the U.S.A., Europe. 
and North A/rica. 

This game concerns nine of his 
tities. In total, Mr, Moorcock has 
written more than seventy books, 
fiction and nonfiction, His circle of 
lans conlinues to widen. 

-

ROLEPLAYING 

F
ANTASY ROLEPLAYING is a form of sOcl(l1 
gaming, akin \0 acting out a novel. Tht:re are two sorts of 
players. Must players act OUI the primMY rolt's ill a 
game, the heroes around whom the tales revolve, They 

might be swaggering warriors in pi;lte armor, sly beggars whose 
"'Capons are the deformities with which they cam their living, or 
decadent sorcerers of noble hirth . One other player becomes the 
gamemaster, who devises ~nd presents the adventures in which 
the rest of the players participate. The game master deserihes the 
world in which the adventurers roam, and how that world is 
affectt:d by the players' actions. While a player aets out only one 
role, or perhaps two if playing two adventurers, the gamemaster 
presents the entire fantasy world in which the game is set, with its 
people, places, monstelS, and gods. 

Play is mo;;tly converS;l/;on: the llamemastcr Dutl;ne.~ some 
situation or encouoter, then the plnye1"::l """'')' what thcy, in the 
guise of the a(jventuren, propose to do. Relying on the mles to 

keep everything consistent (lnd fair, the gllmemaster then tells 
them how 10 dD whlll Ihry propoS\~d or, if impossibk, what 
happens instead. Dice rolls, the results of which are 
unpredictable, keep everyone honc~t and proVide surprises, 
triumphs, dismal defeats, and hairs-breadth escapes. 

Succ~';s in roleplaying comcs not frorn pbyers eliminating 
each olher, as in chcss or parchesi, but in memorably adopting 
me personas of characters quitc different from themselves, and 
in reacting as those people would to otherworldly scenes imd 
creatures. 

Part of the pkasure in roleplaying is the intemction and 
cooperation between players : a novd gives solitary plt<lsure, 
but roleplaying gives the satisfaction of theater. Cooperation 
among players is impananl in s!lC(;e!-,·.';(ully compk:ljn~ Ille 
task or quest the scenario sct forth , and in granting their own 
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A plilyer has the duty to roleplay his or 
her adwnturer within ,he limits of the 
advcnturer 's personality and <tbilities. 
Try to know as little or as much as the 
mlventurcr would in lifc; YQu'l1 be aided 
in this by the skill rolls the gamemaster 
requests. If you develop the adventurer 
well enough that everyone knows what 
he or she will do in a specific situation, 
you're among the hest ro1cplaye8. 

No single playc'T needs to know much 
about the game, especially when he or she 
begins. Read the two'page spread, 
Creming an Adventurer, since you'll want 
to crcate someone to play. Examine the 
lcrrns section at the back of the hook. If 
you have timc, s kim the Advc'-Ilturers, 
Skills, and Combat ch<tp1eTl>. If YOll take 
magic spells for your advcnturer, you'll 
want to rC;ld about those spells in the 
magic chapter, to know what they can do. 
As you can, become famil iar with the 
rulcs. 

THE GAMEMASTER 
The most fun in the game is had hy the gamemaster. Th:: player 
who acts that part modcrates the game. Using a published 
scenario or une he or she hns created. the gamema~ter narrates the 
gallle universe and aCls as the adventurers' opposition. That 
opposition must be smart and mean, or the pla)'el3 will be bored, 
and it must be presented fairly, or the players will be outnged. 

To be a gamema';ter, re1id all of the tabhtd rules sc<.-"tion, and 
then become familiar with the rest of the hook. The 
Gamemaster chapter ha.<; some useful eJ)trit~, incl uding notes 
for conversions from Stormhringer and a stock of non-player 
characters. Know the general procedures for combat and 
magic, but don't feel you need to memorize everything-most 
questions can be answered fI.<; they arise. 

Start with the sccnarios in this book, or choose and convert 
one from a Storm bringer supplement, or create one of your 
own. Photocopy some adventurer sheet<;, then invit~ some 
friends, and have them roll up advelltw-efS. Sumnwri/.e the 
rulc~ for them, lind sllpply a photocQPY of the game tables ill 
the bm;k of this book. You 'n: ready to play. 

THE PURPOSE OF PLAY 
The pU1llose of roleplaying is to h~ve a good lime. It's fun to deal 
with dangers that are not truly dangerous, threa ts that vanish 
when everyone rises from the table, and demons who evaporate 
when the Jighr~' go Oil. If you rby wdl, ),011 ,11lJ your friends emer 
a darker world for a whih:, find strength ir coping with it, and 
perhaps know victory. Emerging, you return to a world th~t is a 
darker or a brighter place because of what you experienced, and 
yuu see YO!lr.>Clf as more active ill il. 

ROLEPLAVING IN THE YOUNG KINGDOMS 
Roleplaying in the world of Elfie presents gamemaster I.Dd 
players alike with a world at once uJlrestricted and limited. 1lIC' 
Young K ingd()ms are not static. They move inexOfiIbI) towW 
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WR.tT[ YOUR. name at the topol a blank adventurerUieel. 

• Ao1i2D6+8 once each for the characteristics STR, CON, 
SIZ, INT, POW, DEX, and APP. Entertha results on the 
Lpper left of the front of the advenluret sheet. Use a pencil, 
and write lightly enough that you can erase. These nl.lfl'txml 
we the bones of your adventurer. The higlMH"they are, the 
mightier is your adventurer. 

• If you wish. r&dlstribute up to three points from STR. CON, 
SlZ. INT, DEX, and/or APP. No characteristic can 9lI;ceed 21. 
Jlyou still don'llikathe characteristics, erase atl oflhem now 
aAd star1 over. 

ATYOUR LEISURE. read the Yooog Kingdoms 
chapter and choose the adyenI~s homeland. "Who 
Me Of who were the adYenturer'slamily? Wf!Jfe they 
poW6IflJ Of hurrde? What feelings and 
responsibilities does the adventurer have toward 
them? ~e ~ advenil.l"efs OCCI4Jiltion with 
his Of her origin. Does an explanation SlJ9988IlseIr'? 
Be aIeIt for clues abooI)'I.U acMlnIaer's past. 

• Adventurers need arrror. Each now gets 600 bronzes more to help 
buy it. Prk;IIII;nj statlsllcs are foUnd In the WGapOI"I ~ COpt the 
stals 10 the adIIonIlnI" sheet. Keep the change. Of boy Mems from the --• Each advenluet a1readycmns taQ( and a ridit\g hofse (name iI), 
and each WGapOI"I to which 20 or mote skill pointa were added. Copy 
the weapon etats from the weapon tables It10 the spaces at the 
bottom of the adYooIurer sheet. Cteale )'(U moI.I'lI from the natural 
beast.s 8I.A'TWl'"Ia1Y In the aaatur98 dliIpter, and anler if on the bade: 01 
the advenIl.I"et sheet. 

• SomeIhing shows }Our edventlXer's relatloo to his or he!" 
IamiI) ct 'fa it. It oouki be a signet ring with the lamity crest, an 
andeI. wrotqlI by the lather, a potdl of healing hems gathor9d by 
the mother, an arm band brought bad( by a broIher When ho returned 
from his travels, and 90 on. Even W the acNenIl.I"cr's family is dead or 
ookncNm, this one thing has passed on. It is flOC magicaJ. ~ ~ 
ad'Ientll9l" conside!$ it precious. and 'NiB figh lor M. Its cash wbI is 
ID2Q-1 bronzes. 

I F YOUR ADVENTURER took no magic, that choice denied 
Chaos.. BlA he or she rllBY be a blower 01 Law. II so, allot 20 
pen::entJes each to 1-3 skills akeady possessing poIrts. to 
erT'phasize di~ne and Intentness. Add , poinllo the Law box 
lor each skiW 8I>lncreased. If ~ advenIurerooniea boIh CI"IAnII 
and Law, he or she is a bIoW9f of !he Balance. Add 1·3 j'lOirU to 
the advenIaer's single weakest dlamdcrislic. to iflI.Istrate the 
I'Iarmorry of ite's ~ Add !he same nurtlef of poirts to !he 
Balance box. 

lO 

• Multiply tNT x510r the Idea roU, and enter . 

• Multiply POW x5 for Ihe Luck roll, and enter. 

• Multiply DEX x510r the Dexterity rotl. and enter. 

• MuHlply APP ll510( the Charisma roll, and enter. 

IF YOU WISH. complete step F,ve now, before you 
complete steps Three and Four . 

ROll 1D6. Add the t9SlJn 10 17: \tie reN total Is 
)-QUI" adventurer's actual age . 

• Now multiply the sarno 06 resuft by 30: the 
product shows how many bronzes--.Ihe standard 
ct*1age in thegame-are In 'JOI.lt advefiuref's 
pocksI. Keep \he cash to spend in play, or use k to 
buy items from the pricll Mst in the adventurer 
chapter. Remerrber 10 inclUde extra money from 
)'OlA" oco patiOn. 

• If ~ wish" make an oIdet ~uror. tal 
106 and increase J'OOI" adVenlurOl"'s age by thai 
amount. MuMiply the &WTIO 06 resYft by 10, and 
distrtue that rnat"rf pointa among )<lIM" 
advenlurel's skills.. RoI and dstrWe as many 
times as you wish. Mer f1w age rolls, lor 
additional D6s of age deduct 2 points firsl from 
STR. then COO. INT, PON, and DEX. In order. 



YOUR ADVENTURER needs a minimum POW of 16 
10 be able 10 caSI spells. summon entities, etc. " you 
..... ish that capabilily but your adventurer tacks enoogh 
points, laise POW by tlading 2 points from other 
Charactenslfcs fo/ 1 new point of POW. You can lrade 
fOOre than OfIce. 

• Each trade lakes a successlulluck roll to 
complete, Base this Luck roll on original POW x5. A 
result 01 99 or 00 ia always a miss. When a Luck foil 
'lils, sHempt no more trades 101 that adventurer. The 
magic rul&.! detail fWD other ways to increase POW, 
though these ways ale less safe. 

• A trade of characteristics represents an important 
event In Ihe adventurer's life. Try to imagine what it 
coutd have been. Some feature. trait, or handicap 
may symbolize tt. 
• For !lach IrMe jlou make, add 1 point to Ihe Chaos 
boK in Ihe upper righl corner of Ihe adventurer shee1. 

• If you characterlstk:s associated with 
, t amounts the related 

I 

TU RN TO PAGE 38. Choose or rolt for an occupation there. 
Allot 250 points In any proportion among the occupation's 
skills. They represent what your adventurer has learned while 
womng. U&e aU of the points. 

• The adventurer can accept none, some. or aU of the spells 
lisIed br the occupatiOn, but only if PON is 16 or more. For 
each spell accepted, increase the nl.nlber OfIlhe Chaos box 
by 1. SomQ occupalions gmnt eXlla ready fl'lOIley; add the 
amount to lhe bronz&s OIl plN'SOnspacE! on the advenlur!!f .... ,. 
• II you're creating a custom adventurer, allot the 250 POints 
among any sklls but M~1ion Spheres and Unkoaovn K ingdoms 
ChooSe up to three of lhe spells listed among the occl4l<'tions. 
For exIra money, rotl2Dl 00 bronzes. 

• Add STR+StZ and lind Ihe 
die roll corfesponding to that 
tOlalOfl the Damage Bonus 
Table. Pencil In the die rott as 
given 

• Add CON+SIZ, and divide 
the result by 2. Round up any 
fraction. Ctrcle the 
oorrf/spon<llng number in Ihe 
hit poin t box. If Ihe ad~enturer 
loses hll points, mark tham off 
with a pencil. than erase the 
marks as the hit points 
regenerate. The ci rcled 
number Is the adventurer's 
maximum hit points. 

. In the magic point box, 
circle the number equal to 
pow. The ci rc led number 
represents the maximum 
magic points. In play, magic 
points wlllbe so their 

vary. iust 

SEE FOLLOWING 
(HAPTER FOR 

ABBREVIATIONS 

DAMAGE BONUS 

STR d."..g. 
.SIZ modifi.r 

2to 12 ·106 

13to 16 -104 

17 to 24 none 

25 to 32 +104 

33 to 40 +106 

41t056 +206 

57 to 72 +306 

731088 +406 

8910104 +506 

105to 120 +606 

121 to 136 +706 

137101 52 +806 

153 to 168 +9D6 

nUDY THf (HARA(TE RI~TI(~ lor your adventurer, and Imagine 
the sort 01 person you haV& cr&atec:t. Choose gender. Neiltler mate 
nor lemale h86 advantage in lhe game. 

Choose one of the Ioltowlng Of roll lD410r a ranclom resul. These 
~gesof skills are a quid< way to begin to develop your 
adventurer- there11 be more skills In the next step. The skills are 
defif\ec:l CHl pages 43 - 49. Classes of weapons are explained CHl 
pages 69 - 71 . 

1 He Of She thInks flrsl of solving problems by means of physics! 
Iorc:e and skin. Give 2() skilt pomts each to Brawl, CUmbo Dodge, 
Insight. Jump, Listen, Move Quietly. Ride, Sailing, Swim, Throw, to 
anyone elass 01 weapon. and to the Wreslle ski~. 

1 He or shellelloves Ihat technique, craft, and expertise are the 
secrets 01 success. Give 20 skill points each to anyone Craft, to 
Disguise, Dodge, Eveluale, Natural World, Navigate, Physik. Pick 
Lock, Ride. Salting, Sctibe. and Trap. and to one class of weapon. 

J He or she lirst triea 10 outsmart an opponent or to gain an 
advantage, Give 20 skill points each to Bargain. Conceal Object, 
Disguise, E'I9.luate, Fast Talk, Hide, Insight, Natural World, Oratory, 
Own Language, Pick Lock, and Search, and to anyone class 0( 
weapon, 

4 The adventl,l"8f enpjs persuading other people to work, whYe he 
or she rnal(es the decisions. GIve 2Q skill points each to one Arl, 10 
Bargain, Disguise, Evaluate, Fast Talk. I~ight , Oratoty, any one 
Other Language, Own Language, Ride, and Search, and 10 any one 
class 01 weapon. 
. ")OUf gamemasleragr&al;, )I:Iuoould also slart a CUSI()ftl 
acJvenlurer: Choose any 13 ski's except Million Spheres ancI 
Unl<nOwn Kingdoms, end add 20 skiD points to each. 

• In dislributl'lg the skill points, add In pre-prinled amoulllS oOlhe 
adventUl!!f sheet: tl'lus Fast Talk: would be 15 percent + 20 percefll_ 
35 percenl Wr~e that tOla! after the skill. 

l\JJtNTO PAGE 37. Roll or choose lrom the 
o.tn:t.w Features Tal)!e. Note Ihe features under 
,..,... adventurer's name on the adventurar's sheet 

FOR READV-TO-PLAV ADVENTURERS 

TURN TO PAGE 150 
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DEMON / ELEMENTAL SHEET 
AU.' ________ Tru . ....... _______ _ _ 

0 _ ' ________ Desc"pllo" _______ _ 
NoN _________________________ _ 

Auit"",. ....10 "'11 to Summon __ _ 

SKilLS MAGIC POINTS :::;::=-;;;;;;C;;;:;:;;-=~ 
0 -OA" Aa[ eo"vs - " 

, • _., ., • ., ., , 
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.... mo. 0 
ABILITIES 
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0 
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HAND-YO-HAND WEAPOHS 

MI_~ _ 

~- .. ~ ~ 

"- .... ...... -. ,- -
MISSILE WEAPONS 
~M' ... ,lKk •• .. rtacb" ~ -- 50'«,. ....... lI ... g. ,- -. 

-------

AGENT OF LAW, AGE 25 
An agent is an ally 01 Law who receives II regular stipend from 
someone aligned with Law. Alignment 1$ the crucial fact of his or 
her life, and this religious streak colors every action, An agent 
with enough allegiance points may become a Champion 01 Law ;r 
the Church of Law approves. An egent sp&llds much time in 
training skills and characteristics. In volunteering for missions in 
order to Improve his or her skills, and in atonement lor the 
possession 01 chaotic spells. 

STR II 

DEX 13 

CON 13 

APP10 
Damage Bo nus: +104. 

srz 13 tNT 11 POW 16 
HP13 

Weapons: Broadsword 60%, damage 108+1 +1 04 
Full Shield 55%, damage Ke+104+'04, 22 hit points 

Armor: 108+1 (helm on), Half Plate 

Spells: Chain of Being (4). Four·ln·One (2·8), Heal (2), Mem­
brane 01 Law (3). Summon Elemental (I). 

Bound Demo ns and Elementals: perhaps an elemental bound 
Into a ring. 

Skills: Bargain 60%, Disguise 45%, Dodge 60%, Hide 50%. In· 
sighI4O%, Natural Wor1d 40%, Oratory 50%. Potions 30%. 
Scribe 25%. Young Kingdoms 40%. 0 
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