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Gothic Earth 

for 

Highlander 

“The Immortals”

 Introduction

"I am Sarah McGregor of the Clan McGregor.

  I was born in 1169 in the Highlands of Scotland.  I am Immortal and this is my tale."



I was born to William and Mary McGregor.  My mother, the unfortunate soul, died during my birth.  I was the daughter that was suppose to be the son my father always wanted.  I was taught to wield a sword rather than a pot for cooking.  I was taught hate rather than love.

I did learn love however through Malcolm Wallace in 1188.  He taught me passion and romance, things I thought never existed.  He was called to fight for Scotland in 1190.  I still can feel his lips on mine when we last kissed good-bye.

In 1193, my father died.  An army lead by Charles Wellington Smith III, came to take my land.  I cursed him and his army, damning them to hell.  

I left my mortal life thanks be to Charles.  My head spared only because of a man who came upon Charles and stopped him by taking his head instead.  The man's name was Darius.

Darius was a Roman who took me under his wings and gave me great wisdom in regards to my mortal life.  Our paths cross every so many years and his teachings still give me added wisdom.	

The only thing he can not help me with is the haunting I have of the man who brought me to my immortal life.  Charles haunts my thoughts and my dreams.  I search for some way to put him to rest and to rid him from my mind.

		I left the lands of Scotland and my beloved Malcolm behind, for how could I explain to him how I was still alive when people had seen my blood shed into my father's land.  With a broken heart, I fled to  Europe and traveled to Germany.

		In 1194, I fought to restore peace in Germany.  If only I could have restored peace within myself.  After the invasion of Italy in 1196, I then traveled on to Paris, France where I attempted to settle down for awhile.

		I became the mistress of Philip Augustus, King of France.  Because of my love for fighting, I aided in battle in 1214 when a coalition of European powers, including England, challenged the growing power of France.  Our love continued afterwards until his death in 1223.  

My heart broken again, I went to find peace in my Scotland.  However, I only found war and death again.  The fight over land with England continued.  I stayed for a few years and then returned back to France in 1228 where I have remained since.  

I have been courted by many men but none have seemed to touch my heart as my beloved Malcolm and Philip once did.  I still search for peace within myself and to rid my mind of the one who brought me to my mortal death, 

For there can be only one!
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Prelude

	This is an role playing game supplement using the Advanced Dungeons and Dragons, “Skills & Powers” system. This campaign is based on Ravenloft’s Gothic Earth setting, with Immortals as player characters. To understand the campaign and it’s universe, you will want to see the three Highlander movies and the television series, they are the following.

Highlander: The Directors Cut

Highlander II: The Renegade Version

Highlander III: The Final Dimension

Highlander the Television Series (All Seasons)

	There are various other books and material on Immortals, in the Highlander series. A good review of these other materials can be very helpful in constructing your campaign. The official Highlander web page can be found at the following address.

http://www.highlander-official.com

The TSR home page is at the following address

http://www.tsrinc.com

	There are plenty of other net resources for AD&D that can be used to inherence this campaign. Any search engine can help you locate information on the various  Highlander material, as well as the Advanced Dungeons and Dragons game system.

Credits and Legal Information

	This "netbook" is a set of unofficial rules for creating "Highlander"  Immortal heroes adventures using the "Advanced Dungeons and Dragons" fantasy role-playing game. 

"Highlander" is a registered trademark of Rysher Entertainment, 

"Advanced Dungeons & Dragons” is a registered trademark of TSR, which is owned by Wizards of the Coast. 

 	Any other trademarked products referenced in this book are the properties of their owners.

	           This supplement was created by Kevin & Stacey Webb and reviewed by Elakase. These rules were review and play tested by our group of friends, known as “The No-Talents”. We can be reached  at the following E-mail addresses.

Frodie30@aol.com

Elakase@aol.com

	           This game supplement was inspired by the film and television series of, "Highlander”, Advanced Dungeons & Dragons , and all the other net Highlander and role playing game material that can be found on the net and else where.

	             The use of the  word "Highlander," characters names, pictures, and other words and phrases associated with the "Highlander" movies or television series in this game supplement is the ownership of the Highlander movies, and of the ownership of the Highlander  television series by Rysher Entertainment.

	If you don’t have MS Word, then the viewer can be downloaded at:

http://www.microsoft.com/word/internet/viewer/default.htm��   History of the Immortals and Gothic Earth



"From the Dawn of time we came; 

moving silently down through

the centuries, living many secret lives,

 struggling to reach the time of the 

Gathering; when the few who remain will 

battle to the last. 

 No one has ever known we were 

among you... until now."



   -- Juan Sanchez Villa-Lobos Ramirez



The first movie is an original, introducing us to the fascinating world of Immortals and their lives in the “Game”. 	With the additional sequel movies and the television series, the story lines of all three movies did not connect well or not at all .  	In the following I will try to explain how all of the movies and television shows can work together in this fantasy world. 	

AD&D’s Ravenloft’s Gothic Earth know also as, “Masque of the Red Death”, is used as a basis for this world.  Gothic Earth is a Victorian setting of fantasy horror set in the 1890’s. The Immortal campaign setting can be used with any time period the DM wishes to use.

 The history of the Immortal’s from the movies and television shows is a world of swashbuckling fantasy and romance. Where you live and love forever and you cannot die., unless you lose your head and with it your Quickening.

AD&D’s Ravenloft’s “Masque of the Red Death”, also know as  Gothic Earth, is a setting of gothic horror and fantasy. Where a world of all your nightmares are true, and an ancient and evil force  known only as the “Red Death”, corrupts the very souls of humanity.

In the following reviews we have blended these two worlds into one. The result is a world of high fantasy and intrigue. We hope you enjoy your adventures as an Immortal, but beware of the night and remember,               ---  There can be only one!





�Highlander I 

The movie starts before the “Gathering” has begun. Before the Gathering can begin, the two strongest Immortals must battle to ignite the Quickening and start the processes known as “The Gathering”.

The forces of good have chosen Connor Macleod as their champion and the Kurgen as a minion of the Red Death.  

The balance of the game is up for grabs and the Red Death is not about to lose the power of the Quickening once more. 

The Kurgen is an exceptionally evil Immortal that has embraced the forces of darkness, and the Red Death uses this to it’s full advantage. 

The time has come and the place is set, 1985 in New York city, the Gathering has begun.

The two Immortals meet and battle for the prize. 	

Connor wins the deadly duel, and the takes the head of the Kurgen, defeating the forces of darkness and thus wins a small portion of the “Prize”.

At the end of the duel , Quickening sparks off the start of what is known as the “Gathering”.

The prize gives all the memories all the past Immortals lost up to that time, to Connor. 	The prize allows Connor to age normally and he does not have to battle for the prize again, unless that is, if he is challenged once more.

Highlander I I

In the movie , a rebellion takes place in Earth’s distant past, in a lost land known as Alantis.  	

This mystical land was a land of high magic, science, and also the site of all the old and secret knowledge’s of the ancient world. (This explains where the “knowledge” to make Ramirez’s sword came from. It was made  well before the art of Japanese sword making was known to the rest of the world). 

Alantis was destroyed not long after the Egyptian priest, Imhotep, spell failed to protect the Pharaoh’s tomb and in turn summoned the entity later known as the “Red Death” to Gothic Earth.

The Red Death saw Alantis as threat to it new power, and so, Alantis, must ether be conquered or destroyed.

The rebellion was fought on Alantis to save the world from the Red Death’s evil corruption of the earth. Unfortunately, some unfortunate souls had already fallen into it’s dark web of evil.

 This is when a council of those whom have remained on Alantis decided on a plan to save the “Quickening” from being overtaken by the Red Death and it’s minions.  	A group was chosen to become “Immortal”. 





To achieve Immortality, the person had to become empowered with the Quickening. Once this was done,  the pre-immortal was sent to be re-born in the future.

Unknowingly to the Alantian council, the Red Death had worked it’s way into the hearts and souls of some of the chosen, and corrupted them for it’s evil will.

Once the council found out of the infiltration, it was too late. Those who were chosen, could not be changed.  So the council once again formed another plan, a last chance of hope to save the power of the Quickening.

A time was set in the future, a “Gathering” of all the surviving Immortals. Each Immortal must fight one another and battle until only one remains. The losers of the duels will release the Quickening that was stored in each of them. 

By dueling among themselves, they can rebuild the lost power of the Quickening. The winner will gain the prize of all the lost power of the Quickening. 

If the power of the Quickening is to be used for good or evil ,will depend on the winner.

When Alantis was destroyed ,the knowledge and the power of the Quickening was also lost. The survivors were scattered through out the world. Those who were chosen to become Immortal and battle in the game, were reincarnated after the loss of the great continent of Alantis. 

Connor had won a small portion of the prize at the beginning of the Gathering, and was aging in years as a mortal would. 

With the release of a pure form of Quickening, Connor was forced back into the “Game”.  	

The pure Quickening restored too Connor, his age and power from time of his first death. 

During the battle Connor was able to return Ramirez back to life once more. This was accomplished by this use of a powerful and ancient ritual that was cast by the old council. This spell was cast  while they were still on Alantis, Ramirez was returned to the game for a short time. 

This spell was forever lost to the world ,after the Red Death’s destruction of Alantis.



Highlander I I I



	In the third movie, Connor had won the small prize and was trying to stay out of the game.  

	The Red Death feeling the need increase it’s influence in the game, released a group of buried and frozen Immortals it had sway over, upon the world again. 

	Kane and his ruthless minions, had been crushed under a mountain centuries ago, but were freed from their earthen tomb by a team of workers in Asia.  

	Feeling the call of the Gathering and revenge, Kain and Connor faced each other in a duel to the last. Thus drawing Connor back into the game once more. All under the delight of the Red Death.

Defeating Kain, Connor again won the duel and was allowed once more to remain out of the game.....for now.

Highlander the Television Show

The television show takes place after the first movie and in-conjunction with the third movie. Connor is, for the most part, out of the game and Duncan is becoming one of the more powerful rising Immortals of the time.

The Gathering has begun at this time and through this the Quickening can rebuild itself once more, restoring what was lost, from the Red Death’s destruction of Alantis.

The Red Death wishes to see his minions in the game come out as the winners. So every 1000 years the Red Death takes on a physical form to try and weaken the most powerful Immortal of the rebellion at the time.  If this Immortal fails to defeat the Red Death it could mean his death and a dark blow to the forces of the rebellion.

Who will control the Quickening will be determine at the end of the Gathering. At that time, there will be only one Immortal left, and he or she, will control the forces of the Quickening for good or evil.

Watchers

		A Lawful Neutral 	Qabal, (a Secret Organization).

The “Watchers” are the same order as the “Die Wachtern” Qabal, listed in “The Gothic Earth Gazetteer”.

 The Qabal has a separate branch to specialize in over seeing Immortals and the effects the Red Death has on the game.

While the main headquarters for the Watchers as a whole, is based in Amsterdam, the Immortal branch is located in France.

Symbol

 �



The symbol of the Immortal branch of the Watcher’s Qabal is a tattoo of the above symbol. The tattoo is located on the left forearm and is used only in the Immortal branch. The various other branch orders also have their own unique symbol also. The main symbol for all Watchers is described in “The Gothic Earth Gazetteer”, “as a monocle with a rim of silver suspended from a fine silver chain”.



Membership

The original members were knights and monks, but as time grew on the need for people from all walks of life was need to watch the Immortals as well as the Red Death and his minions. 

The Immortal branch of Watchers is made up from the culture and time of the Immortals they are assigned to watch. So the Watches may be of any region, class, or background.  

Watchers receive free class and kit training from the Qabal, and are also allowed to buy at rouges cost any rouge non-weapon proficiencies. 

All Watchers receive the following non weapon proficiencies for free as part of their basic training. 



Forbidden Lore (Immortals)

Hide in Shadows

Reading/ Writing

Tracking

History

The Watchers have their roots in the council from Alantis. When the survivors from Alantis were scattered through out the world, they vowed to watch over the game and defeat the Red Death. 

As it was, all the records on the Red Death and the Immortals were kept in the great Library at Alexandria, the Watchers original headquarters. The Watches were also members of a larger order known as “The Defiance”.

When the library at Alexandria was burned by the minions of darkness, all was lost to the darkness that prevailed that day.

All the know records, as well as many of the Watchers and the other member of the Defiance, were lost and killed that day.

 So the true nature of where Immortals come from, and why they are here, was lost and forgotten.

The Watchers did not appear again until the first Crusade near Leipzig, by a small group of knights. 

The knights had found chard remains from the library at Alexandria. This brought the attention of the Red Death. 

The great evil sent out his minions to put an end to the knights and their findings. Many of the knights paid with their lives for the ancient knowledge. 

The knights that did survive, swore to avenge themselves and rid the world the Red Death.

The knights did not understand what part the Immortals played in this. 	Immortals came from, the light, the darkness and everything in-between. So they decided not to interfere with the game, they vowed to only watch and record.

 The game must be watched over very carefully, for if in the end, the minions of darkness win the final battle, the power of the Quickening will be lost to darkness. 

The objective of the main branch of the Watchers, is to keep records and histories on all supernatural creatures and events, (including the Red Death). 

The branch that watches over the game, keeps records of the Immortals, but are sworn not to interfere. This is done because so much of Immortal history was lost, and some feel that the game is nothing more than a trick of the Red Death, but no one knows the truth for sure.

The Watchers keep records on all the Immortals due to an old legend. The legend states that the Red Death can and will, take on a physical form every 1000 years.

 It is said that only an Immortal of good and honor can defeat the Red Death and return it’s physical form back into remission. 

The game must be watched closely. The Immortal chosen to fight the Red Death, must be informed and prepared in anyway possible.

 If the Red Death were to win and defeat the Immortal ,then the Red Death would gain the use of the fallen Immortal’s body and enter the game as a minion of darkness.

� Character Generation

Where do I come from?

Where do I come from?!

Where do I come FROM!!!

          -- Duncan Macleod

First death



First Death is the date the Immortal dies from his mortal self and is reborn into immortality. 

The age at which the Immortal receives his first death at, is the age he or she will remain at until the prize is won.

This can happen in any way a normal person may die. This could come from an accident, in combat, old age and or even sickness. Anything that could result in a mortal death is appropriate. This should be recorded on the Player Character’s sheet along with the date, place and how.

The Immortal’s former life is now in his past, and now the people he once knew, could fear the Immortal. This could cause any sort of problems with the Immortal.

The Immortals first death also grants him his basic Immortal powers, and they are listed below.



Age Freeze:

 	The Immortal's age freezes at the time of death, and will not age any more until the Prize is won. Immortals can be magically aged but will re-grow younger at a rate of 1 year per day.



Regeneration:

 	Immortals regenerate at 1 Hit Point per turn. This rate increases with Immortals age, at a rate of 1 per 100 years of age. Thus an Immortal who is at the age of 1000 would regenerate 10 Hit Points per turn (or 1 per round)." 

  Any limbs that are severed will re-grow in HP x 1yr, (i.e. Liam cuts Klauses arm off, taking 25hp of damage. It will take 25 years to re-grow a new arm, unless the arm can be found and reattached, it will then regenerate normally ,but it will double the time of healing).



Sense Quickening: 

This allows the Immortal to sense another Immortals at 1 foot x 10 years of age. Thus an Immortal who was 250 years old, could be able to sense another Immortal with in 25 feet of himself.

	Immortals cannot pin-point out the Immortal in a crowd of people unless the proper Quickening Power is used. 	

	Once another Immortal enters the range of the sensing Immortal, the Immortal doing the sensing can no longer be surprised.

  This ability takes affect at the start of the range, and can affect the Immortal in various ways.

 New born Immortals will become nauseated until another Immortal becomes his mentor and teaches him the ways of “The Game”.

 This also allows an Immortal to senses Holy Ground with the same range. Sense Quickening also gives Immortals a Mental THACO that is equal to a Psionics Wild Talent. The level is equal to the Immortals age at a ratio of  1 level per 100 years of age.

Generating Ability Scores



Immortal Characters should use Method V in the Skills & Powers book. This method of rolling works out the best for Immortal characters because of the Quickening powers. 

Method V works in this manor, roll 4 d6's and drop the lowest, then arrange the scores as the player sees fit.  Racial limits apply and cannot be exceeded.

Age of the Immortal has an effect on the Intelligence and Wisdom, for every 250 years of age the Immortal receives a +1 to each ability. Intelligence and Wisdom are the only abilities that can be raised above 18. Racial maximums: Str. 18/00, Dex. 18,  Con. 18, Int. 19, Wis. 19, Cha. 19

Honor

	 Honor is a new stat that is based on how Immortal’s play the game, and it is not based on alignment. 

	The honor score will determine how much Character Points and/or Quickening Points an Immortal is given when he advances in level, wins a duel, and also in the age bonus.



Honor	   Character Points 

Score		           and / or	

Points          Quickening Points

			

  20			     6

17-19 			     5

14-16			     4

 7- 13			     3

  3-6			     2

  1-2			     1

    0			     0

Gaining Honor

Immortal’s Gain Honor points based on the DM’s judgment on how well the Immortal plays the game. A Dm’s review of the Immortal’s Honor score can be at anytime it seems necessary, a good rule of thumb is to check it after a duel or other encounters with Immortals.

Losing Honor

	Immortal will lose points of honor based on the DM judgment mostly, but some violations have set loses. Examples are as follows:

Exposing the game to non-Immortal is a lose of 1 point of honor.

Attacking on Holy Ground is a lose of 6 Honor Points of the attacking Immortal and 3 points to the defending Immortal.

Teaming up against another Immortal (i.e. two on one) is a lose of 2 points.

	These are but a few examples to be used as guide lines, the final judgment is up to the DM.



Ability Chec�ks

In Gothic Earth, Immortals will have to make good use of Ability Checks rolls. In this system the player must roll a d20 to make an Ability Check. 	

To succeed in the roll the player must roll under his ability score, (with any modifiers the DM sees fit).

A true roll of “1” is a complete success and the Immortal can double his range or duration or what ever the Ability Check was called for.

A true roll 20 is a critical fail. This is a complete disaster and could also result in damage from the Critical Hit Chart from Combat & Tactics and/ or Spells & Magic, what ever chart is appropriate. This will be up to the DM to determine.

A true roll that is equal to the Immortal’s score, is when the Critical Events Chart from Combat & Tactics is to be used. This can be found on page 18-19 in the AD&D Combat & Tactics. 

Optional Rule

	An optional rule for ability checks is as follows.

If the DM feel that an ability check must be made at a harder roll the following system should be used. 

In this system the player must roll 4d6 to make an Ability Check. To succeed in the roll the player must roll under his ability score, (with any modifiers the DM sees fit).

An unadjusted roll of “4” or “5” is a complete success and the Immortal can double his range or duration or what ever the Ability Check was called for.

An unadjusted 23 or 24 is a critical fail. This is a complete disaster and could also result in damage from the Critical Hit Chart from Combat & Tactics and/ or Spells & Magic, what ever chart is appropriate. This will be up to the DM to determine.

A true roll that is equal to the Immortal’s score, is when the Critical Events Chart from Combat & Tactics is to be used. This can be found on page 18-19 in the AD&D Combat & Tactics. 

This allows the DM more freedom in assigning penalties and bonuses.  

A DM may decide to give -4 to all normal ability checks, this would give almost the same chance of making the check, but would decrease the chance of critical success or critical failure from 5% to less than ½%.

�Character Race



In this campaign world all Immortals are human. In these rules, the setting is based upon Gothic Earth, and humans are the predominate race upon the world.

This doesn’t mean that demi-human Immortals do not exist, they indeed do. They were also based on Alantis before the rebellion as well as the rest of Gothic Earth. 

Demi-human Immortals are rolled up the same as human Immortal but they are unable to split class. 

They must stay with the starting class or classes if they were multi-classed, but they are allowed to change kits as human Immortals do.

Demi-human rates for age related abilities, changes due to their slower metabolism. They have to wait longer to receive some benefits that come with age.

The following factors will be used to adjust the age requirement for some skills. 	Multiply the race factor by the skill age requirement, and that is the new age need to acquire for that race to receive the ability.



Race		Modifier

Dwarf     	 x 2.5

Elf      		 x 3.5

Gnome 	 x 2

Half-Elf 	 x 1.25

Halfling	 x 1.1



All the other rules that apply to human Immortal apply to demi-human Immortal also.

If a demi-human Immortal is needed in the campaign for whatever reason, it is advised that he or she, must be able to pass into human society and to blend into the culture of that area.

All Immortal Characters also need to choose a nationality or a culture. This could have special benefits for the Immortal known as “Birth Gifts”.

The AD&D Historical Reference Guides are based on various cultures and times on Gothic Earth. There are certain gifts or special abilities an Immortal might receive from being from that time period and or culture.

If the AD&D Historical Reference Guides are used to design the Immortal, the guide must be followed using the fantasy setting as the bases of what is allowed. 

If a classes, item or spell is not allowed, then the Immortal cannot start with it. The Immortal may in the future be able to adjure it at some later time, but he will be unable to start with it.



�Character Class



Immortals choose from any class and kit they wish. If an Immortal wishes, every 100 years he may split class to another class with just the minim ability requirements. 

An example would be if a wizard wished to become a fighter, he would just have to have a 9 strength score and at least 100 years into his life. The Immortal must be trained and meet all other class requirements.

Kits can be change every 50 years with out any penalty as long as the requirements have been met for the kit. 

The maximum number of kits the Immortal can learn though out his Immortal life ,(regardless of class),  is equal to the same number of extra languages from Intelligence. 

Immortals have a level limit of 17th level. If the Immortal’s prime requisite ability is or above 14, he may use Table 8 on page 23 in the Dungeon Masters Guide, for advancement beyond 17th level. 

At the time of “The Gathering” an Immortal will be able to advance beyond this limit. 	At this time, all Immortals will be able to advance in their class, without any penalty and proceed in level advancement the same as any Human. 

Immortals can split class as much as he wishes, but not without a new level limit for the new class, they are as follows.



	Class 1 : Max level 17

	Class 2 : Max level 15

	Class 3 : Max level 13

	Class 4 : Max level 11

	Class 5 : Max level 09



The 5 classes are: Warrior, Rogue, Mage, Cleric and Psionisist.  Specialty mages fall under the mage class.  Add 1 level to the maximum if the Immortal is a specialty mage(+1 max level to the mages maximum, not all).

If there are additional class types (generic types) the max levels will never be lower than 09.  So, if a 6th type is added, the Class 6 would have a Max level of 09 just as the 5th class.  So on for the 7th and 8th classes.  Stats can raise the max level as explained in the DMG and the above text.

Example:  The player wants to create a warrior named Hugo.  He decides that first and foremost he will be a warrior.  Right away he marks down his primary class as that of a warrior.  Not knowing what else he will decide to do in the game, he elects to leave the rest of the classes unmarked.  After playing Hugo for a number of sessions, he decides that Hugo really wants to become a cleric.

  Noting that Hugo has lived for more than 100 game years, he elects to change his class.  Now, the player can place the Cleric class in any of the 4 remaining slots.  He decides that he will place  the Cleric class in rank 3.  Now, Hugo has the potential to become a 17th level warrior and a 13th level priest.  Later, if the player decides to change classes again, he will have the following slots open:





		Class 1: Warrior

		Class 2: Open

		Class 3: Priest

		Class 4: Open

		Class 5: Open



A person can choose the order of the classes in character generation or during game play, it is up to the player and DM.  It is recommended that one chooses during game play, not during character generation.



If additional classes are added the maximum level will remain at 9.  So, if a 6th and 7th type is added, they would both have a Max level of 09 (just as the 5th does).  Stats can effect the maximum level as explained in the DMG and the above text.

Level Draining

Immortals can be level drained, and can be drained to “0” level and beyond to the next class, (if they have other classes). 

Training will have to start over again. Immortal will still have the First Death Powers and the same total number of Quickening Points and powers gained by age.

Quickening Points cannot be drained through level draining and are not lost due to level loss.



Followers



Immortals do not attract followers of any kind at any level. Immortals are able to have more henchmen though.  

The amount of henchmen is equal to double the Immortals Charisma score for henchmen. 

The only exception to the rule is if the Immortal wishes to become a teacher and train a new Immortal in the ways of the game. 

The amount of students an Immortal can train in his life time, is based upon his Charisma score of normal amount of henchmen.

The teacher can only train one student at a time.



�      Skills & Powers of the Immortals

Remember Highlander,

Live, grow stronger.

Live another day.

          -- Methos

The following Skills & Powers can be bought by all Immortals after their first death.

An Immortal can be taught these skills from another Immortal, who is a teacher, or through the Quickening of another Immortal, whom was defeated in combat.

Immortals are not given any extra Character Points due to the Quickening. 



Immortal Nonweapon   Proficiency:

Immortal Lore

Character Points: 3

 Intelligence/ Knowledge

 Base Score: 4

This proficiency is knowledge of Immortals and the game. This skill is given free to any Watchers, but it can be bought by other Immortal. The skill gives a basic knowledge of Immortal and their powers and history.

This skill can be specialized in a specific Immortal and increased with Character Points. If this done the skill must be bought again for that specific Immortal.

This will give very specific knowledge of that Immortal.



Quickening Meditation

Character Points: 5

Willpower/ Health: 

 Base Score: 6



	This proficiency allows the Immortal to recover Quickening Points at a faster rate.  The rate is double the rate of recovery of lost points. In five hours the Immortal will have recovered all lost Quickening Points used.

	This is a trance like state and the Immortal must not be disturbed during this time. If the Immortal is interrupted during the trance, a re-roll of the Skill must be done at a -2 for each interruption. 

Society Blending

Character Points: 4 Knowledge/ Intuition: 

Base Score: 7



This proficiency allows the Immortal to move thought time in mortal society and not be recognized.  The Immortal has learn to change his identity and pass though the ages unnoticed to mortals.

Teacher

Character Points: 5

Leadership/ Knowledge

Base Score: 6

	This skill allows an Immortal to become a mentor or teacher to another Immortal.

	This skill is mostly used with a new Immortal that has just received his first death, but it can be used for training older Immortals as well.

Mentors are very selective in choosing their students, often they require Immortals to pass a test (or series of tests) before training.

	If an Immortal wishes to train another he must have this skill. To train some one in a power or skill the mentor must train with the student for one week per character point of the skill. The student must have these points to spend.

	If the mentor is teaching a new Immortal it will take 6 months to completely train him in the basic ways of immortality.

Watcher Lore

Character Points: 2   Intelligence/Knowledge 

Base Score: 5



This gives the Immortal the knowledge of Watcher society, and who the Immortal's Watcher identity is and possibly his location.  

This proficiency must actively role-play to increase the skill. 

 Example:  Thorn wants to learn more about watchers.  His skill is at 4., to raise it to a 5, he needs to search out books or infiltrate the Watchers. Time taken is 1 week a point.  To raise a 4 to a 5 would take 4 weeks roughly.  	This can be sped up if  the Immortal has a watcher ally. Character Points must still be spent.  Just to raise this skill could be an adventure in it's self.



Immortal Traits

		To buy and use these powers, the Immortal must either have a teacher who can utilize this ability, or slay an Immortal that has this ability. 	One of these traits is given free to a new Immortal after his first death, if he is trained by a mentor.

Flashback

	(4 Character Points)

This trait allows the Immortal to have memory flashbacks to his past to remember times, places, names and events in his or her life time.

Lighter Quickening

 (6 Character Points) 

This lowers the damage caused by the release of the Quickening when it is absorbed after an Immortal loses his head.

 Damage taken by the Immortal, and the surrounding area, is reduced by half.



Power Over Death's Door

	 (10 Character Points) 

This gives the Immoral the ability to do actions at 1/2 while at death's door (0 to -10 hit points). 

They may do any action at one half speed ( i.e. only 1 attack at half damage, cast magic at twice the casting time, move at half speed). 

Past -10 an Immortal can only remain awake at  1 round per 2 points of constitution, (all though no actions can be taken, the Immortal can stay awake until his head comes off).

Sense Beginning   Quickening:

 (4 Character Points) 

This allows the Immortal to sense the Quickening in someone who has not yet received his first death. 

Range is half of the standard sensing range of another Immortal.



Soft Quickening 

 (6 Character Points) 

This cuts another Immortal's Quickening sense range in half. This skill is very useful to thieves and other who may wish to conceal their where about.

Watcher ally

 (4 Character Points) 

This gives the Immortal a Watcher ally that has befriended him.  An immortal with this trait may lower the cost to learn about watchers by 1 and lower the difficulty number by up to -2 on all rolls of that skill. 

 The Immortals watcher ally may be able to train the Immortal in the skill “Watcher Lore”, provided the watcher himself has a higher score than the immortal.  

Weapon Bond

 (10 Character Points) 

The Immortal becomes bonded to a particular weapon. Through this weapon the Immortal is able to evoke other Quickening Powers through the weapon(Hide weapon, Weapon Breech and Empower weapon).  

Only one weapon may be bonded at one time.  If a second weapon is bonded, the first weapon looses the ability to channel quickening powers. 

The Immortal must spend 10 more Character Points to re-bond with a new weapon.



�Immortal Disadvantages



Disadvantages for Immortals can be use for extra Character Points or for extra Quickening Points (see chapter on Quickening). 

Disadvantages  can be taken after the first Death of the Immortal and also if the player chooses, after every 100 years he may chooses one more disadvantage.



Addicted to Quickening

 (3 points) 

The Immortal is addicted to the power of the Quickening and will go out of his way to make the kill other Immortal, regardless of what the situation is.



Allergic Quickening

 (4 points) 

Immortal is allergic to the sensing of other Immortal's quickening.  The Immortal will suffer a -1 to all rolls and abilities, (Hit, damage, movement, sensing, ect) for 2 rounds.



Body Scar 

(10 points)

 The Immortals body will retain the scares from regeneration if the wound was severe (i.e. mass burns, limbs removed and reattached, ect). 

This will give a -1 to the stat if the players choice.  Int. or Wis. for a head wound, Dex., Str. or Con. for a body wound etc.  

Magic will not heal this scar. This is a permanent scar.



Watcher Hunter

 (5 points) 

A rouge watcher is out to kill the Immortal he is watching.

This can be very dangerous especially if the Immortal is unaware of being watched.



Immortal Fanaticism

 (3 points) 

The immortal enjoys doing painful stunts, or any other odd thing. Be creative, it is an overriding part of the characters psyche and is always prevalent.



Neck Scar

 (6 points)

 The immortal has a large scar on his neck that  impedes his voice and as a result will lower Charisma by one point and will slow verbal cast spells by adding 1 segment to the casting time.



No Teacher

 ( 15 points)

The Immortal had no teacher at his first death. The Immortal will know nothing of the game or the rules and his immortality. 

The Sense Quickening Ability will make the Immortal nauseated for 1-4 rounds. During this time all rolls and scores will be at a -1.

Until the Immortal is instructed in the ways of Immortal conduct, he/she receives a -2 reaction with all other Immortal he/she comes into contact with. 

Painful Quickening

 (14 points)

 The Immortal will take the  double damage from the release of the Quickening, and must pay double the cost when using any Quickening Powers.



Phobia: Pain 

( 3 points)

 The Immoral will try to avoid any action that will cause pain and will have to make a willpower check to proceed.

The Immortal will avoid anything that would Immediately present the prospect of receiving pain to his /her body.

  

Phobia: Quickening

 (10 points)

 The Immortal tries to avoid  the releases of Quickening, The Immortal will have to flee the area of the Quickening unless he makes a willpower check at a -8.

Also finds it hard to utilize his/her own Quickening powers.  	The Immortal must make a willpower check at a -4 before using any Quickening Powers.

Slower Regeneration

 (15 points) 

The Immortal will increase the rate of regeneration at 1 point every turn, for every 200 years of life.



Strong Quickening

 (8 points) 

The Immortals Quickening can be felt by supernatural creatures.

 This will give such creatures the ability to feel the Immortal’s presence equal to the Immortal’s sense range. 

 This does not go both ways; the Immortal is not granted the ability to sense those supernatural creatures.

� Quickening 



The sensation you are feeling is the Quickening!

-- Juan Sanchez Villa-Lobos Ramirez



Quickening is the magical essences of Immortals and all living things. Quickening can be best explained as a combination form of all types of magic and psionics.

 It is an ancient and very powerful form of power, that has the combined the powers of wizardry, priestly and psionic into one pure form.

 Quickening is only released when an Immortals head has been severed from his/her body.

 The release of Quickening from a beheaded Immortal, can be viewed as an electrical discharge that can be seen as lightning bolts.

 In game terms it is applied as the following.    

Quickening  causes 1d4 points of damage, per Quickening Points left over from the dead Immortal’s Quickening Points total, that wasn’t soaked up by the winner.

 This will have a radius that is equal to the losers Sense Quickening range. 

This  damage includes the winner of the fight and everyone with in range. There is a saving throw save verses magic for 1/2 damage.

The Immortal that wins the battle will be considered fatigued based on how much Quickening was absorbed from the defeated Immortal.

For every 3 points of Quickening absorbed, the Immortal will have a -1 to all rolls for 1 turn, this is cumulative.

Gaining Quickening

Quickening is gained through age and combat. 

Age

Immortals Receive 1 Quickening Point  (plus the Immortal’s Honor score bonus),for every 100 years of life. 

When a player roles up a new character, use the table below for an initial amount of Quickening Points, (adding the above stat for age also), to start play with.





Immortal’s Age   Quickening      			Gained



Pre-Immortal	1-2

0 - 500 years		1-4

501 - 1000 years	1-6

1001 - 1500 years	1-8

1501 - 2000 years	1-10

2001 - 2500 years	1-12

2501 - 3000 years	1-20

3000 +	years 		2-30 + 1 			for every 			500

		   

       � Combat           

When an Immortal loses his head after a duel ,or what ever reason, the nearest Immortal in range, (use the dead Immortal’s Sense Quickening range), will gain the fallen Immortal Quickening. 

Use the same chart above to determine the amount of Quickening that will be received to the nearest Immortal to the beheading. 

If the roll is a maximum for that dice, the Immortal gets to roll again and add the results together.

Once this is done add the Immortal’s Honor Score bonus to the total and this is the amount of Quickening the Immortal adds to his Quickening Points total.

Spending & Using Quickening

Quickening Points can be use in several ways. They may be either spent or used.

Spending Quickening

If a Quickening Point is spent, then the Quickening Points do not count toward the Quickening Points total, and are spent.

Abilities

 Quickening Points can be spent to increases an ability score, (not exceed racial limits). 

To use Quickening Points to increase a score that is 15 or lower, it will cost 20 Quickening Points to raises the ability one point. A character with a Strength of 15, for example, can use Quickening Points to raise his Strength to 16.

If the ability score is between 16 and 18, each 10 Quickening Points will  increases the ability score by only one-tenth of a point. The character must use 100 Quickening Points to raise his Dexterity score from 16 to 17. 

If a Immortal of the warrior group has a Strength score of 18, for every 2 Quickening Points spent, it will increases the exceptional strength percentile score by 1 point. Thus, an Immortal with a Strength of 18/26 can add 20 Quickening Points and increases his Strength to 18/36. 

Hit Points

Quickening Points can also be spent to increase the Immortal's Hit Points. This cost 3 Quickening Points  to buy 1 Hit Point. The Immortal cannot increase past the appropriate Hit Dice for his Class, ( i.e. a Fighter cannot not go past 10 hit points, (plus con. bonus), per level).

Character Points

Quickening can be spent as Character Points. These cost 2 Quickening Point for 1 Character Point. 

This can only be done at certain times though.  An Immortal can convert Quickening Points only once every 100 years of age. The only exception is after a Quickening is received from another Immortal. 

The Immortal receiving the Quickening can convert as much of the Quickening Points to Character Points as he wishes.

Immortals can chooses to save these Character Points to buy from his own Skills & Powers at a normal cost, or to use it to buy form the dead Immortals Skills or Powers that he had learned.

Non-Weapon Skills Gained

The Immortal can buy any non-weapon skill from the dead Immoral at the cost of what the dead Immoral paid for the skill, (the dead Immortal must have had learned this non-weapon proficiency) at a cost of 2 Quickening Point for 1 Character Point. This must be done after the Quickening of the fallen Immortal.

If a Immortal wishes to buy another Immortals “Skills & Powers” from his race, class, or trait, this is called Power Stealing.

Power Stealing

	Quickening can be spent to steal another Immortal’s class’s Skills & Powers and/or fighting styles, (see the section on “Fighting Styles”). This done through the receiving of  another Immortal’s Quickening, either through combat of Quickening thief.

The receiving Immortal can spend his Quickening Points to buy a class Skill or Power or fighting style, that the giving Immortal had previously learned. 

The Quickening Points are spent for Character Points at a different ratio, (3 Quickening Points for 1 Character Point), and then are spent according to the skill or style cost. 

This includes all schools and spheres of magic. The amount of slots that another class’s Skills & Powers  or fighting styles that can be stolen, is equal to the # of Languages score from Intelligence.

The Skill & Power’s level is determined to start a 1st level, regardless of what level the Skill & Power was acquired at. As the Immortal increases in level so will the stolen Skill or Power. 

Using Quickening Points

Quickening Points can be used for Quickening Powers. When Quickening Points are used this way, they will be recovered.  

Recovering Quickening Points

 The Quickening Points use to evoke these powers are used are rejuvenated later on. 

The Immortal must be at rest (or sleeping), for 1 hour to regain one-tenth of his Quickening Points total.

When the Immortal reaches zero Quickening Points, they are to be considered fatigued. 

The rules for fatigued are on page 28 in the AD&D Player’s Option: Combat & Tactics

�Quickening Powers:

Immortal have stored Quickening Points that can be used for various temporary powers and abilities. These powers all have a duration’s and are limiting, but at the same time they are very powerful.

Immortals receive one of these powers at first death, then again at every 250 years of age. 

The maximum amount of skills that an Immortal can have access to, is equal to his Intelligence score slots for extra languages.

Temporary Powers and Abilities

Temporary powers have two costs that must be paid for. The base and the upkeep costs. 	Base is the amount of points needed to invoke the power. 

Upkeep cost is the amount needed to keep the power active per one game round or turn as specified. 

Breath Without Air:

 (Base: 6 points)

 (2 points per turn) 

This allows the Immortal the ability to breath without air. The Immortal may breath with out air for 1 turn per 1 point of constitution. If the Immortal is underwater ,then movement is still penalized.  Actions take the appropriate negatives as per the rules for under water combat in the Dungeons Masters Guide.  This power takes 1 round to activate.



Creature Bond : 

(Base: 6 per animal)

 (3 points per round). 

This allows an Immortal to borrow an ability from a natural creature, (i.e. movement rate of a deer). 

The creature must be with in the Immortal's Sense Quickening range. The Immortal can keep this ability active for 1 round for 1 point of wisdom.  

Note, flight is not gained from this.  This power takes 1 round to initiate.

Wisdom score is used only to determine duration, wisdom does not decrease while using this power.

Empower Bonded Weapon: 

(Base: 5 points)

This can only be applied to the Immortal's bonded weapon. For every 5 Quickening Points used the Immortal gets a +1 to hit or damage, the duration of this is equal to the Immortals age/100 (i.e. 500 years old is 5 rounds). 

After the time is up the Immortal receives a -1 to hit or damage (for every 5 Q.P.), for an equal number of rounds.

�Empower abilities:

 	(Base: 6 Q.P. per point to be 	increased)

	(4 per round)

	

 	This allows the Immortal to increases an ability by decreasing another ability. The abilities have to similar in types. (i.e. Strength for Dex or Con, or also Intelligence for Wisdom or Charisma.  

	The physical types are Str, Dex, and Con.  The mental types are Int, Wis, and Cha. One cannot exchange a physical statistic for a mental statistic. 

To gain in Strength of 1 point you have to take it from Dex or Con, for 1 point. 

Abilities are affected by the gain or loses. Strength bonus go up while Dex bonus goes down, (in the case of less Con it would be the loss of Hit Points).  This power takes 1 action to use.  (i.e. 1 attack).



Fear Radius:

 	(Base: 6 points)

 (2 per round)

 	An Immortal can use this ability to cause fear in mortals and Immortals. The Immortal can hold this power up for 1 round per 1 point of charisma. The range is equal to the Sense Quickening range. A saving through vs. fear is given. The effects of fear is equal to a failed fear check in "Ravenloft".  This power takes 2 full rounds to initiate.







Power Healing:

 	(Base: 10 points)

 (Varies by class)

 This will give the Immortal rapid healing roll. Split class or Dual class characters use their current class.   Optional:  If a dual or split class mage wants to heal 1d8 points and was a priest before splitting or dual classing, he may pay double the costs and heal as his past class.  This power takes 1 full round to activate and no other actions may be taken.



1 qp:   1d1               6 qp:   1d6 

2 qp:   1d2	         7 qp:  2d4-1 3 qp:   1d3	         8 qp:   1d8  4 qp:   1d4	         9 qp: 1d8+1 5 qp:   2d3-1	        10 qp:   1d10		

Warriors:   1d10 maximum

Priests:      1d8  maximum

Psionisist:   1d6 maximum

Rogues:      1d6  maximum

Wizards:    1d4  maximum

		

Quickening Fate:

 (Base: 2 points )

(2 points per turn) 

This allow the Immortal to have a limited form of ESP. The Immortal can guess another Immortal name or guess that there is a gun in a desk drawer. This also allows the Immortal to pin-point another Immortal that is in his Quickening Sense range.  This power is instantaneous.�

Quickening Luck:

 (Base: 10 points per roll)



 Quickening Points can also be spent during the game. If a player makes a bad roll (i.e. failed a saving throw or did not roll high enough to hit), this will allow a second roll to be made.  This power can only be used once per roll and only 3 times a day.  This power is instantaneous.



Quickening Pain: 

(Base: 12 points)

An Immortal can use Quickening to inflect mental pain on an other Immortal. The range is equal to the Immortals Sense Quickening and damage is 1d4 per 250 years of age, and there is a saving throw vs. magic for half damage  

Maximum damage is 11d4.  This power is the only power / action allowed while it is being initiated. No other Quickening power may be used while Quickening Pain is up.  This power is "evil" and good aligned Immortals should not use this power. 





Weapon Breech: 

(Base: 8 points)

(4 per round)

 This allows the Immoral to hit a creature that needs a magical weapon to hit it. This is 8 points per plus ( i.e. 16 points = +2 or better to hit), this is only use to allow to hit, it dose not give any bonus to hit or damage. This ability can only be used with the Immortal's bonded weapon.  This power takes 2 segments to initiate.  This power can be used in conjunction with Empower Weapon.



Weapon Hide: 

(Base: 8 points)

 (3 QP per weapon size / per hour).

 This allows the Immortal to hide his weapon on his person, as if in a bag of holding. The duration ratio is 1 hour per 100 years of age.  This power takes 1 segment to activate.

Small : 3 QP

Med   : 6 QP

Lg      : 9 QP

Xlg     : 12 QP













�Quickening and Alignment



Quickening can have a mysterious effect on an Immortals alignment. 

The way Quickening affects a man’s soul is unknown, but over time or through an extremely powerful Quickening, an Immortal may betray all he stands for and switch to the opposing alignment. These are known as Dark or Light Quickening.

This is very rare and very dangerous. The possession should only be checked once every 500 years or if an Immortal receives a Quickening that is equal to or greater then his Quickening Points total.  

The percentage chance of possession is rolled on a d100, and there is no saving throw.  Only through appropriate spells (see the chapter on magic) can the Immortal be reverted back to his original alignment.



Time

 To determine if a possession after the 500 year mark takes place, an Immortal must be of age, and a Quickening must have been received.

Take the defeated Immortal’s Quickening Points total, verses the winning Immortals total of:  Intelligence, Wisdom, Charisma, and Honor. 

If the defeated Immortal’s Quickening Points total surpass the total of the winning Immortal’s stats, then the deference is the score to be rolled on a d100.

If the roll is less than or equal to the score, this will cause a complete switch to the opposing alignment (i.e. Lawful Good to Chaotic Evil).

Power

If an Immortal receives a Quickening that surpass his own Quickening Points total, then there is also a chance of possession.

Take the difference in the two scores and that is the score to be rolled on a d100.

If the result is equal to or less than the score, than a possession takes place and the Immortal will switch to the alignment of the defeated Immortal.













�   Immortal Combat







“I’ll see you in Hell!”

“I’ll be the judge of that!”

--Kane’s and Connor’s last words to each other.

Combat with Immortals is handled in two different ways. 

If it is normal combat with mortals, monsters, or multiple opponents, use the normal AD&D games system for combat.

 When it comes time for two Immortals to meet and began in a duel use the following rules on duels.



Duels

The duel is the basis of “The Game”, (….for in the end there can only be one). 

When two Immortals meet, Quickening is releases into the air around them and it can be felt between the two. Nothing happens to the Quickening unless the Immortals begin combat.

When metal from the Immortal’s weapons connect for the fist time, they are considered to have grounded each other’s Quickening to that spot.

Once combat has been started, it cannot be stopped unless both Immortal wish to suffer the penalties.  

If the Immortals wish to break off the combat, then they will drained of all their remaining Quickening Points and have to rest to gain them back. 

Immortal duels are a one on one combat only. This is done for a very good reason. 

If two or more Immortals team-up against a single Immortal in combat, the Immortal that took the head receives all the appropriate Quickening of the dead Immortal and will also drain his friend’s Quickening Points, of an equal amount.

During the duel  certain combat rules must be followed to add to the flair of combat. All the rules from AD&D Player’s Option: Combat & Tactics will apply and can be found on pages 51-54. 

This only apply to Immortals dueling, all other combat should be should be held normally. 

Called shots to a the head or neck are at -8 and will not sever the opponents head until he has been incapacitated in some way.

Critical hits and fumbles charts are to be used as follows.

	Every Critical hit received by an Immortal or a fumble the Immoral dose, also causes a -1 to all rolls. This can be overcome with a successful check of the Endurance proficiencies.

The critical hits from the “Combat & Tactics” should be used for Immortal duels. These can be found on pages 100-115.

A natural roll that is equal to the Immortal’s THACO is when the Critical Events Chart from Combat & Tactics is to be used. This can be found on page 18-19 in the AD&D Combat & Tactics.

A fumble accrues with a natural roll of 1. Use the fumble chart you normally use.

Secret Fighting Styles 

To enhance the dueling of Immortals and the danger of the battle, the following fighting style  have been based on the “Red Steel” campaign’s secret passes. 

Immortals may only use the fighting style with their bonded weapon or they may take a negative modifier to use a fighting style with a different weapon.

Immortals can learn different fighting styles from their mentors and steal them from each other.

The fighting style can be used in addition to the critical hit system. 	

Fighting style each cost two Character Points. An Immortal may begin play with one fighting style only if he had a mentor teach him the ways of the game.

Learning Fighting Styles

		Immortals can learn a fighting style from a mentor or from stealing it trough Quickening.

 		An Immortal must accumulate one month's training with a mentor and make a successful Intelligence check to learn the style. If the check fails, the Immortal cannot try to learn that style again until the next 	level of experience, or the next 10 years, (which ever comes first), and the Character Points are lost. 

		An Immortal learns a style only on his bonded weapon. Once a Immortal has learned a style, spending one more Character Point on it would allow him to perform that style with any similar bladed weapon with which he is already proficient.

		To learn a Difficult fighting style, an Immortal must have already mastered two Basic fighting style. 

		To learn a Master Stroke, he must have already mastered two Difficult fighting style. 

		To learn a Death Move, he must have already mastered two Master Strokes. 

		An Immortal can never have more Difficult fighting style  than Basic fighting style, more Master Strokes than Difficult fighting style, or more Death Moves than Master Strokes.

		To determine which fighting style an Immortal's mentor chooses to teach him, refer to the list of fighting styles for his school.

		An mentor cannot teach a move until he has known it for at least ten years, and two levels of experience.

Stealing fighting style

		An Immortal can steal only moves he would be capable of learning. For example, an Immortal who knows only one Basic fighting style  could not steal a Master Stroke. 

		In order to steal someone's move, the Immortal must receive  Quickening from the Immortal he wishes to steal from. For more information on this see the section on Power Stealing.

Using fighting style

		The Immortal's bonded weapon is the most appropriate weapon for these styles, but any similar type of bladed weapon will suffice.

		Bonded weapons receive no penalty; other similar weapons receive a -1 penalty to all fighting style attacks.

		When a player rolls at least five points higher than his target number in an attack, this counts as an exceptional hit. In combat, any time an Immortal makes an exceptional hit against an opponent, he has the option to use a fighting style. 

		The degree of success necessary for each type of move is given in the following table.



FIGHTING STYLE EXCEPTIONAL HITS

Attack Roll Must Succeed By

Style                Bonded             Other

Basic Style            5                        6

Difficult Style      6                        7

Master Stroke      7                        8

Death Move         8                        9

		A player doesn't declare before rolling that he intends to use a fighting style. By rolling well in combat, the Immortal creates an opening for one of these maneuvers, and he may then choose whether to take it. 

The effects of a fighting 

style is  always in addition to the 

damage, unless otherwise stated 

in the fighting style.

Fighting styles

Fighting Styles differ according to weapon type. The five basic weapon type in Gothic Earth are the following.  

Curved Weapons: Cutlass, Falchion, Katana, Khopesh, Saber, Sapara, Scimitar, Waakizashi 

Fencing Weapons: Rapier, Saber, Main-Gauche, Parrying Dagger

Short Weapons: Gladius, Short Sword, Drusus, Sapara, Dagger, Tul-War,

Medium Weapons: Broad Sword, Falchion, Katana, Long Sword, Cutlass, Saber, Estoc

Large Weapons: Bastard Sword, Claymore, Two-handed Sword, Great Scimitar, No-Dachi�	These fighting styles distinguish themselves by their differing philosophies of each weapon. Each weapon has its own set of fighting styles, though some of the basic ones are similar and some weapons fall into multiple categories. 

If the Immortal starts to learn the weapon in a specific style, he will have to stay with that style with that bonded weapon. 

The Immortal may chooses different styles for different bonded weapons, but all the point cost and training must be spent and accomplished. 

These styles each employ  few mentors, who know all the moves, and some mentors, who know most of them.

Fighting styles are difficult to use and take great concentration to employ them.  

They are also used as a point of Honor.  It is considered dis-honorable not following the guided lines set below, but it can be accomplished. 

If an Immortal wishes to break the following code of Fighting Styles, he will have to make an proficiency check verses his Honor score. 

If the Immortal rolls above or equal to his Honor score, he may break the code and not lose a point of honor, but if the Immortal fails his roll and wishes to still make the move then the Immortal will lose 1 point of Honor permanently.









Only one death move, per opponent, per duel can be used.  

Master stokes can be used but twice per duel.

Difficult styles can be use four times a duel.

Basic styles can be used as much as needed. 

Only one style per round can be attempted.



Curved Weapons

Curved weapons have their own distinct and deadly fighting style. Most of these weapons can be found in other styles, but this style brings for the best use of the blade.

Basic Styles

Sands of Change

This attack automatically puts the opponent off balance until the end of the following round; he has a +2 AC penalty (AC 0 becomes AC 2). This attack inflicts no damage.

Dancing Maiden

The Immortal can cut any single non-living object within reach, such as a pouch, rope, candle, belt, or any object that can normally be cut by a blade. This attack inflicts no damage.�

Desert Fire

This attack is a crushing blow to the opponent's head. It gives a +2 bonus to damage; the opponent must make a successful Constitution check at a -4 penalty or be stunned, automatically missing his next attack.



Sands of Time

The Immortal is allowed to parry attacks even if he doesn’t have initiative. This cost one attack for one parry.

Difficult Styles

Locking Scissors

The Immortal has trapped the opponent’s weapon in a lock with his weapon; the trapped weapon cannot make an attack. To break the hold a successful strength check must be made a t a -4.

By Dark of Night

The Immortal hits opponent with weapon hilt; opponent must make a successful Constitution check at a -6 penalty or be stunned, losing all attacks for one round.

Seductress’s Charm

The Immortal tumbles under the enemy's weapon and adds an extra 1d6 damage on this attack.

Master Strokes



Winds of Change

The Immortal whirls his blade so quickly that the opponent is confused, missing all attacks until the end of the next round and suffering a +2 AC penalty.

Might of the Wind

Immortal creates an opening for 1d3 extra attacks, which he must apply immediately.

Death move

Vengeance of the Blade

The Immortal disembowels enemy. Opponent can no longer fight and is reduced to 0 hit points and will lose 2 points per round.

Fencing Weapon Styles

The Fencing fighting styles mainly focuses on the two-weapon fighting style, so to be thought this style, an Immortal must buy the two-weapon fighting proficiency.

Basic Styles

Duelist’s Stand

 This attack can be used only on the Immortal's first attack (in any given round). With it, the Immortal sets up his next attack, which he will use to throw his secondary weapon at a +2 bonus to hit.

 Touch of the Blade 

This attack inflicts a wound to the opponent's sword arm. The enemy fights at an attack penalty of -2 until damage is healed. (Effect is cumulative with each style until -10; then, the enemy loses all use of that arm).

Duelist’s Step

 This attack automatically puts the opponent off balance until the end of the following round; he has a +2 AC penalty (AC 0 becomes AC 2). This attack inflicts no damage.

 Sting of the Blade

This styles can be used only on the Immortal's first attack in any given round. This move is actually two successful attacks, so it also takes the place of the second attack. Damage for both attacks is rolled at a +1 bonus.



Difficult Styles



Swashbuckler’s Charm

 The Immortal hits opponent with weapon hilt; opponent must make a successful Constitution check at a -6 penalty or be stunned, losing all attacks for one round.

 Swashbuckler’s Ironsnap

 The Immortal pins the enemy's weapon. If used against an opponent fighting with one weapon, the next attack automatically hits for maximum damage unless the opponent uses his initiative (if he hasn't already used it) to make a successful Strength check, freeing his weapon. If the Strength check fails, his weapon must successfully save vs. crushing blow or break. This attack inflicts no damage.

 Two-Fisted Furry

This styles inflicts maximum damage for both weapons.



Master Strokes



Fencer's Block and Strike

 This attack must be on the first attack in any given round. The first weapon inflicts no damage, but the second weapon does maximum damage if it hits. The Immortal also automatically gains initiative in the next round. If the opponent has not attacked this round, his next hit is effectively parried.

 Fencer's Blurring Blades

 The Immortal whirls blades so quickly that the opponent is confused, missing all attacks until the end of the next round and suffering a +2 AC penalty.

�Death move

Crimson Necktie

The Immortal strikes with both weapons, opening the arteries in the enemy's neck. Opponent can no longer fight and is reduced to 0 hit points and will lose 2 points per round.  



Short Sword Fighting Styles

An Immortal must either have the tumbling proficiency or a Dexterity of 13. This can be thought by the mentor who is train the Immortal in the style.



Basic Styles



Strike of the Fang

This attack inflicts a wound to the opponent's side. The enemy suffers an AC penalty of +2 until the wound is healed. (Effects are cumulative with each style until the opponent's AC is 10; then, the attack inflicts double damage.)

Dancing Blade

The Immortal can cut any single non-living object within reach, such as a pouch, rope, candle, belt, or any object that can normally be cut by a blade. This attack inflicts no damage.





Fang of the Vampire

The Immortal's spectacular skill requires enemy to make a successful save vs. fear or flee.

Cloak and Dagger

This attack lets the Immortal swirl a cloak to confuse his enemy and entangle opponent's weapon, causing him to automatically miss the next attack.



Difficult Styles



 Mentor's Mark

The Immortal carves a personal mark into the enemy's forehead or clothing. Scar erases by regeneration in 1 day per point of damage received.

 Blind Faith

 The Immortal tumbles under the enemy's weapon and adds an extra 1d6 damage on this attack.

Slip of the Fang

The Immortal skillfully steps around an enemy blocking the way (including through a doorway), automatically gaining initiative in the next round and a +2 bonus on his next attack roll.

�

Master strokes



Sting of Opportunity 

Immortal creates an opening for 1d3 extra attacks, which he must apply immediately.

Crimson Sting

 The Immortal slashes the opponent on the forehead, inflicting maximum damage and temporarily blinding enemy, who attacks with a -2 penalty for the next two rounds.



Death move

Kiss of the Long Tooth

 The Immortal pierces the enemy through the chest. Opponent can no longer fight and is reduced to 0 hit points and will lose 2 points per round.





Medium Sword Fighting Styles

The Medium Sword fighting styles teaches that superior skill is shown through control.



Basic Styles



 Fencer’s Bane 

This disarm attack works even against an opponent using the two-weapon fighting style. Opponent must make a successful Strength check at a -4 penalty or drop all weapons he is currently holding. This attack inflicts no damage.

Blade of Havoc

This attack inflicts a wound to the opponent's leg. The enemy suffers a -2 penalty to initiative rolls until the leg is healed. (Effect is cumulative with each hit up to a -10 penalty; then, the opponent loses use of the leg.)

Warrior’s Pick

 The Immortal can cut any single nonliving object within reach, such as a pouch, rope, candle, belt, or other object which can  normally be cut with a blade. This attack inflicts no damage.

Force of the Blade

 The Immortal unbalances enemy and forces him backward. Opponent must make a successful Dexterity check at a -4 penalty or be knocked to the ground. His next action must be used to pick himself up. The Immortal can choose to execute this attack for no damage.

�

Difficult Styles



Ritual of Steel

 The Immortal makes a flourish with his blade, demonstrating such superior ability that his opponent must make a successful  save vs. Fear  at a -2 penalty or surrender.

Swordsman’s Might 

This attack inflicts damage to the opponent's sword arm. The enemy fights at a -4 penalty to all attack rolls until arm is healed. (Effects are cumulative the first two times this is used; after that, the opponent can no longer use that arm.)

Standoff of Blades

 The Immortal locks swords with the opponent, closing in until they are face to face. This effectively prevents any sword attacks by either of them until someone steps away. If the opponent steps away first, the Immortal automatically gains the next initiative with a +2 bonus on his attack roll. However, the opponent can attempt a Strength check  at a -6 penalty to push the Immortal away; if he succeeds, neither receive any subsequent bonuses.













Master Stroke



 Fist of Furry

This attack inflicts a hard blow to the side of the opponent's head. enemy must make a successful Constitution check at a -8 penalty or fall unconscious. This attack inflicts half damage.

 Warrior’s Courtesy

 The Immortal disarms the opponent and shreds his garments over a vital area. The opponent must make a successful save vs. fear at a -4 penalty or flee (if there is room) or surrender. The Immortal can choose to execute this attack for no damage.



Death move

Final Judgment

The Immortal severs (or at least completely disables)  opponent's sword arm at the elbow; opponent's hit points are automatically halved, and he must make a successful system shock roll or fall unconscious.  He will bleed to death in 1d4 hours if not healed, magically or otherwise.

�Large Weapons Fighting Styles

	The Large Weapons style 

focuses on force. Practitioners 

prefer moves that display 

strength and power. 

To be a member of this styles,

an Immortal must have a 

Strength of at least 13.



Basic Styles



Feel of the Steel

This attack is a crushing blow to the opponent's head. It gives a +2 bonus to damage; the opponent must make a successful Constitution check at a -4 penalty or be stunned, automatically missing his next attack.

 Savage's Charge

The Immortal implements a forceful forward attack. The opponent must make a Strength check at a -4 penalty or be forced backward 1d4+2 steps. This is especially useful when fighting on a ledge or cliff.

 Masquerade of Steel

The Immortal distracts the opponent and rushes in, knocking enemy's weapon to the ground. The Immortal automatically gains initiative next round and a +2 bonus on his next attack. This attack inflicts no damage.

 Barbarian Lunge

The Immortal attacks forcefully enough to knock enemy off balance. The opponent must make a successful Strength check at a -4 penalty or be thrown to the ground. His next initiative must be spent picking himself up.



Difficult Styles



Battle Royal

The Immortal doubles the damage rolled for this attack and adds +2 to the damage.

Cry of the Wild

 The Immortal runs his sword through the opponent, doing maximum damage. The opponent must make a successful save vs. fear at a -2 penalty or flee.

 Mentor's Revenge

The Immortal strikes enemy's weapon with his own sword, using massive force. The opponent's weapon must successfully save vs. crushing blow or be shattered. This attack inflicts no damage.



Master stroke



 Dead of night

 The Immortal gouges out one of the enemy's eyes. Opponent receives a -2 penalty to all attacks and initiative rolls and a +2 AC rating  penalty until the eye regenerates. If both eyes are gouged out, the enemy suffers a 4-point penalty to all the above.

 Flash of the Blade

 The Immortal successfully hits for maximum damage and grabs a nearby object, hitting the opponent for an additional 1d8 hp damage plus any Strength bonus.



Death move

Beast of War

The Immortal disembowels enemy. Opponent can no longer fight and is reduced to 0 hit points and will lose 2 points per round.

Armor

Armor that is worn in this campaign, ( for mortal as well as immortals), is given the following restrictions, (class and kit restrictions also apply). 

This modifier applies to initiative, all ability checks, and all missile weapons, (except crossbows and fire-arms).



ARMOR WEIGHT   MODIFIER

15 - 25 lbs			-1

26 - 40 lbs			-2

41 - 70 lbs			-3

71-100 lbs			-4

101+ lbs			-5







These modifiers can be over come with the armor proficiency that can be found in the AD&D Player’s Option: Combat & Tactics on page 72.



�

   Magic

"Hey, it's a kind of magic!"

              - Connor Macleod



Magic in the Gothic Earth campaign setting, applies to mortals as well to Immortals. If a different campaign setting is used, then follow the magic system of that world.

The section for magic in Ravenloft “Masque of the Red Death” should be reviewed (Chapter 5 pages 53-67) and enforced. 

These rules below are optional rules, to help enhance the magic system of the campaign.



Wizards



Casting of spells greater than 3rd level are accompanied by a show of great force, (i.e. a thunder storm or some other natural affect). This is due to the laws of nature are being manipulated for the magic of the wizard.  

This can happen in any environment or any place. The show will last for one turn per spell level or for the duration of the spell, whichever is longer, and increase in power and force (i.e. for a storm , wind speed will increase 10 mph per spell level).

Casting times of all spells are increased to the next highest increment, (i.e. segments become rounds, rounds turns, turns into hours, and hours into days).

Material comports and spell books must be enforced.

Spell that are written onto a scroll are cast at normal casting times as the Player’s Handbook. 

New Wizard Spell

Immortal Reincarnation

(Necromancy/ Dimension)

Level: 10th

Range: Touch			Components: V, S, M

Duration: Permanent		Casting Time: 1 Hour

Area of Effect: Person touched	Saving Throw: None



Only a wizard who is Immortal may cast this spell. With this spell, the wizard can send forth an Immortal to be reborn again into the future.. The Quickening of the Immortal is transferred to a future time and body. 

The Immortal ‘s Quickening will be released though some natural event such as a thunderstorm or another form of intense energy.

Reincarnation does not require any saving throw, system shock, or resurrection survival roll. A Quickening Crystal is used and is touched, and a new incarnation of the person will appear in a random time in the future. 

The Immortal reincarnated doesn’t recall any of his former life, or memories. 	

The future time period the new Immortals to be reborn, is determined on the following table.



D100 Roll		Years Ahead

 01-05			1-50 years

 06-11			60-110 years

 12-18			120-180 years

 19-23			190-230 years

 24-28			240-280 years

 29-33			290-330 years

 34-40			340-400 years

 41-47			410-470 years

 48-54			480-540 years

 55-59			550-590 years

 60-73			600-730 years

 74-79			740-790 years

 80-85			800-850 years

 86-90			860-900 years

 91-95			910-950 years

 96-00			960-1000 years



If a 00 is rolled, roll on the chart again adding 1000 years to the roll.

The material components of the spell are a Quickening Crystal and a drop of blood from an Immortal.













































�Priest



Gothic Earth’s religious pantheon has not been addressed to well and maybe a difficult subject to cover. What must be remembered is that this is a fantasy world.  With that being said the following is just an example of how religion in Gothic Earth can be handled in a way that can be some what generic.

Heaven is where all good comes from and goes. 

Purgatory is where all neutral comes from and goes.

Hell is where all evil comes from and goes.

All the cultural deities from “Legends & Lore” are to be considered to be representatives of that culture and are call the following based on where they draw their power from, Heaven, Purgatory, or Hell.  Druids draw their power from nature which is derived from Purgatory.



Angles (or Saints) 

Avatars

Demons 



All priest spheres power  come from either; Heaven, Purgatory, or Hell . A Priest must align with one of these forces and chose a Patron Saint or an Avatar or a Demon to get the spheres of influence the Priest can buy from.

All spells from the spheres of healing and spells of 3rd level or higher must make a “Miracle” check. This the based on the Priest wisdom. See below:

This is using 1-100%

Modifiers are as follows.



Modifiers        	  Added

Wisdom 		     x 4%

Level of the Priest         +*%

Spell used for Good      +10%



Modifiers 		  Subtract:

Spell level x 2                  -*%

Spell used for Evil         -10%	

Recipient benefited       -10% per 

from similar spell 

occurrence during 

adventure.

An example (Indana is a 12th level priest with a 18 wisdom casting the 5th level spell Cure Critical wounds on Darlof for the third time today.  The base chance for success is 18x4=72%. The adjustments are +12% for priest level, -10% for the spell level, +10% good, -20% the second similar occurrence.  Resulting in a 64% chance of success)

Priest must have a prayer book with spells allowed to memorized and cast, (i.e. like a wizards spell book). Priest may also make Prayer Scrolls as a wizard to decrease the casting time. 

Casting times of all spells are as above as wizards. Material comports and prayer books must be enforced.

�New Priest Spell

Immortal Resurrection

(Necromancy/ Summoning)

Reversible

Level: Quest

Sphere: Necromantic

Range: Touch			

Components: V, S, M

Duration: Permanent		

Casting Time: 1 Hour

Area of Effect: 1 creature	

Saving Throw: None

	Only priest who are Immortal may cast this spell. The priest is able to restore life and complete memories to any Immortal who has lost his head. 

	The Immortal can have been dead up to 20 years per level of the priest casting the spell. Thus, a 20th-level priest can resurrect a Immortal dead up to 400 years. The Immortal, upon surviving a resurrection survival check, is immediately restored to full strength and is immortality once again, but only for a sort time.

	The Quickening used to bring back a fallen Immortal is unstable and uncontrollable. Each day after returning to life the Immortal must make a successful constitution check with a cumulative -1 per day, or the Quickening inside the Immortal begins to break up and release, killing the Immortal once more. Note, all this Quickening is returned to nature and not given to another Immortal.

	The only way to prevent the Quickening from becoming unstable is to place a Quickening Crystal some where on the Immortal’s person. The crystal prevents the Quickening from releasing and the Immortal doesn’t have to make a constitution check every day, as long as the crystal remains on his person. 

	The remains of the fallen Immortal  are not needed, as the Quickening need to bring the Immortal back to life is used from nature, (i.e. a thunderstorm or other powerful source of energy).

	The newly reborn Immortal will appear at the sight where he lost his head.

	 Casting this spell makes it impossible for the priest to cast further spells or engage in combat until he has had one day of bed rest for each experience level of the Immortal brought back to life. The caster ages three years permanently upon casting this spell.

	The material components of the spell are a Quickening Crystal and holy water.

Quickening Cleansing

(Abjuration)

Level: 6th

Sphere: Healing

Range: Touch			

Components: V, S, M

Duration: Permanent		

Casting Time: 1 Hour

Area of Effect: 10’ per level of caster Saving Throw: None

This spell must be cast into a natural spring that is clean and clear. 

The Immortal affected by a Dark or Light Quickening must enter the spring and remain there for one turn. After the end of the turn an image of the Immortal’s opposing alignment will appear.

The image will look like the Immortal but will contain all the elements of the opposing alignment.�

The two Immortal must battle with each other for control of the Immortal’s alignment. When one of the Immortals is beheaded, the winning alignment will become permanent.

After the beheading, the Quickening that cased the possession will be released from the Immoral at double the force. The Immortal will permanently loses these points.



�

Psionics

Recovery of lost PSP’s take twice as long, and to activate any psionic power takes at least 1 round, but for the most part Psionics are unchanged in this world.



New Psionic Power

Empower with Quickening

(Psychoportive Science)

MAC:			8

PSP Cost:		50/30

Range:		10 feet

Area of Effect:	Individual

Prerequisite:		Immortal



	This psychoportive science is very old and was forever lost with the Red Death’s destruction of Alantis.

	With this power the psionicist,

(who is an Immortal), can empower a mortal with Quickening. This will bestow immortality upon the individual.

	This is a very powerful power, but unlike most psionic powers, this power requires a material component.

	The component is a clear rare crystal of immense purity. These crystals were extremely rear and only found on Alantis.

	The power must is used to empower the crystal and then break it next to the individual whom is to become immortal, (this has to be done within a 10 foot radius).

	The psionicist can channel 50 PSP’s per crystal. Only one crystal per individual can be used.

	This power can only be used once a day but only as many individuals as the psionicist has PSP for. This power takes a full turn to evoke.

	If the psionicist fumbles on his role to hit the MAC a strange and terrible affect takes place. The psionicist dies a painful death as the Quickening from the crystal turns back at the psionicist and begins to melt his brain and turn his skull into a crystals. These crystal skulls are often prized by the forces of darkness, but are often legend to be cursed.

	

	

New Magic Items

Quickening Crystals

History:

	Quickening Crystals were only found on Alantis and prized by it’s most powerful beings. 

	The Quickening Crystals are very clear and strong, very similar to diamonds, but at the same time very fragile. 

	The crystal tends to splinter apart very easily and separate. Fortunately, if all the shards from one broken up crystal are brought next to each other, the crystal will use the Quickening from the nearest Immortal to repair itself. 

	This will permanently drain the Immortal two Quickening Points per shard for the crystal to repair it’s self.

	After the Red Death’s destruction of Alantis some of the crystals were scattered around the world. 



Powers

	A whole crystal will increase an Immortals Quickening Points by a multiple of 10 times. If an Immortal has the crystal on himself and his Quickening Points were at 30, the crystal will increase his Quickening points to 300.

	The Quickening Crystal’s are also used as material components in some very high level spells and some psionic powers.











































�

       Holy Ground



Holy Ground Highlander!

Remember what Ramirez taught you!

				    --Kurgen



Immortals cannot battle each other, or other mortals on holy ground. This is rooted in tradition and honor. Holy ground is sanctuary for all Immortals from other Immortals. This tradition was founded due to some very good reasons.

Holy ground has a draining and amplified effect on Quickening. No Quickening Powers can take affect here except the powers that are received at the Immortal’s  first death.

 Immortals will regenerate and rejuvenate lost Hit Points and lost Quickening Points twice as fast on holy ground.

Mortals are also safe from Immortals on holy ground. 

If an Immortal breaks this rule and attacks a mortal on holy ground, then the ground drains half of the Immortal’s Quickening Points total and also a lose of  3 points of Honor. 

The Immortal cannot recover from the lost and will have regain normally new points. 

If the Immortal had any disadvantages at that time, he will have to keep the disadvantages also without the benefit of the points added.

A duel between Immortals on holy ground will have the following effects.

Drain all Quickening from both Immortals Quickening Points, 

Drain the winner of the duel 1 level per 1 Quickening Point, loosing all Character Points gained, including all Skills and Powers that cannot be paid for.  If the Immortal is drained passed 1st level then he has to start out a 0 level.

Attacking on Holy Ground is a lose of 6 Honor Points of the attacking Immortal and 3 points to the defending Immortal.

This will also do 1 d12 of damage per 1 Quickening Point from both Immortals, and to everything (including the surviving Immortal), with a radius equal to both Immortals “Sense Quickening” range added together and multiplied by 10, there is no save and no magic resistance. 

During the combat, all attack rolls of 1-5 are considered fumbles.  If a fumble accrues, there is a chance the weapon the Immortal is using will break. 	The chance is 10% per point, starting with 5 and going down from there,(i.e. 5 equal's 10% , 4 equal's 20%, 3 equal's 30%, 2 equal's 40%, and 1 equal's 50%). 





�         Gothic Earth’s Immortals



I am Immortal.

I have inside me blood of kings.

I have no rival.

No man can be my equal.



-- Queen, "Princes of the Universe"



	These are the Immortals and players who play tested during the past year. During that time rules and characters have changed, if you have any questions please E-mail the author of the character or the author of the book.

Character        

Dallon  O'Cormac	

Player Name   

BJ Smith

HaveN0Name@aol.com



History

I am Dallon  O'Cormac  of  the  clan O'Cormac, I was  born  in 1172 , in the village of  Larne , Northern Ireland. At birth I was given the gift of my celtic ancestors call "Riastarthae".  My father ,

Erc O'Cormac,  was called by the English king to fight for the Holy Crusades, only to die in the desert sand , far from home. My mother ,Grainne, die not long after, from a broken heart. The English nobles of the land took my 

family farm to pay their tax. On my way to speak to the English lord, I encountered the lady of the purple sash. She ran me through, for sport , that is when my mortal life ended and "The Game" began.

Stats

Class: Barbarian

Kit: Highlander	

Level:   7	

Race:   Human	

Alignment:Chaotic Neutral

Nationality: Irish		

Place of Birth: Larne in Northern Ireland

Religion: Catholic	

Occupation: Mercenary	

Stronghold: New Castle Ireland	

Height: 6' 3"  Weight: 225lbs	

Sex: Male		

Hair:  Black		

Eyes:  Green

Hit Points: 95	

AC:  0					

Quickening Points: 35		

Age at First Death:    21

Date of First Death: 1193	

Mentor: Leiam Bailey	

Birth Gift: Riastarthae

Honor: 13

		

Abilities	

STR:   18/00 	STA	18/00	  

	            MUS	18/00	

DEX:	18	AIM	18	

		BAL	18

CON:	16	HLT	14	

 		FIT	18

INT:	10	RSN	10

		KNL	10

WIS:	9	INT	9

 		WIL	9		

CHA:	11	LDR	9	

		APP	13	

	



Racial Abilities		

+1 To Hit with any Saddle Sword		

Class Abilities

Defense Bonus: -2 to AC 

Running Leap: 3d6+7	

Tough Hide: AC: 7	

Backstab: x3

Improved THCO: Start at 18

Move Silently: 75%

Hide In Wilderness: 58%

Climbing: 100%

Back Detection: 45%

Standing Spring: 1d4+3

Standing Leap: 2d4+3

Magic Resistance: 3% per Level

Running Spring: 1d6+3	

Weapon Proficiencies

Saddle Sword: Master	

Snaplock Pistol: Master	

Snaplock Musket: Master	

Harpoon: Specialized		

Two Handed Weapon Style		

Two Weapon Style

				

Large Weapons Fighting Styles

Basic Styles	

 Feel of the Steel	

 Savage's Charge	

 Difficult Styles	

 Battle Royal	

 Cry of the Wild	

 Master stroke	

Dead of night	

Flash of the Blade	

Non-Weapon Proficiencies

Tumbling 			17

Trail Less Traveled  		11

Blind Fighting

Crude Weaponsmithing 	12

Shelter Building:              	6

Fire Building:                   	8

Survival     			6

Reading/Writing:        	8

Quickness:                      	13

Weaponsmithing:        	10

Riding, Horse:                	14

Drinking:                        	13



Languages

Gaelic/ English/ Latin

Immortal Powers

Age Freeze: 21 years old

Regeneration: 4 per turn

Sense Quickening: 41' radius	

Mental THACO: 18

Weapon Bond: Saddle Sword

Quickening Powers		

Empower Bonded Weapon

Weapon Hide

Beneficial Character Traits		

Soft Quickening		

Character Disadvantages		

Limited Armor: Only use a Shield					

Miscellaneous Information

Saddle Sword, Exceptional (+1 to hit, DMG, & Int)	

Saddle Sword    DMG: 1 - 10  /  2 - 20  Wt.: 20  Size: Xlg  Type: S/P	Speed 10



Special Attacks	

Riastarthae: Str +2/ HP +2 per LVL/AC +1 per LVL	



Ring of Protection +1       



  Character   

Sean louie D' Lor r aine

Player Name

Scott Vincent

dsaber66@aol.com

History                                                                

Sean Louie D''lorraine born 1166 AD, France.  Father; Peter d' lorraine one of twelve counts of Champagne.

In 1076 AD, at age ten, was sent to Foster in Flanders at his father's brother's household (who was a count of Flanders).  Trained for knighthood; taught horsemanship, arts of fighting with lance and sword, instructed in etiquette, dance, music and poetry.  

In 1081 AD, was ritual dubbed a knight as Viscount of Champagne in service of Philip II, of the Capetian lineage, known as "Philip Augustus".

In 1090, with news of Saladin's capture of Jerusalem already three years old, Sean along with other knight of Champagne and knights from France, Brittany, England, Germany and Denmark, set sail for Palestine.  This attempt to recapture Jerusalem, known as the "The Third Crusade", was lead by Philip Augustus of France and Richard the Lion Heart of England.

When the immense force reached the Holy Land, they joined with a crusader force that had already been engaging Muslim-held Acre for over a year.  Acre fell in July 1191, Saladins forces withdrew.  The English and French king's fell into quarreling and in a fit of rage, Philip of France abandoned the crusade.

The Christian Army surrounded Acre. The Muslim Army surrounded the Christians.  Six hundred eighty-three days from start to finish, with armies always in contact.  Muslim observers noted with astonishment Frankish women (originally residents of Jerusalem) who fought on horseback in armor and a lady in a green cloak whose archery was much feared by the Muslim defenders of the city.

Sean d'lorraine  and a number of his countrymen remained in Palestine to support Richard.  They marched southward to Jerusalem, defeated Saladin in battle, by 1192 they Crusaders were within sight of Jerusalem.

The Crusaders under Richard were fated never to take Jerusalem, Saladin on the retreat destroyed all provisions, in route.  Richard with low provisions and water could not continue his trek.  So, he made peace with Saladin and returned to England in the fall of 1092.

Sean was not ready to return home.  He had collected a few items of wealth in the taking of Jerusalem and wished to travel south, to Egypt.

He joined a small force of Knights Templars soldier/monks traveling to Egypt to access the political situation.  Following Saladin's death, six months after the treaty with Richard's crusaders.

In the fall of 1093, Sean with the knights Templars entered Cairo for a year.  he assisted the Templars gaining knowledge of Egypt’s ruling structure and weakening power.  In the fall of 1094, the Templars departed Egypt, Sean, at request of a new found friend and employer remained behind.

Throughout the campaign, Saladin (Salah Ad-din Yusuf ibn Ayyub; 1138-1193) employed the most exquisite manners against his royal enemy.  When Richard was unhorsed at Jaffa, Saladin sent a fresh mount with his compliments.  When Richard later fell ill, Saladin sent snow to cool his brow.  Such courtesies came naturally to Saladin, who for all his ruthless opportunism, could also display great kindness.  While Muslims remembered him for his chivalry that made him a legend among his Christian enemies.



Stats

Class: Crusader priest

Kit: crusader priest	

Level:  7th

Alignment: chaotic  good	

Race: human/aasimar	

Nationality: French		

Religion: Christianity

Sex: male	

Age at First Death: 30 yr.	

Social Class: Knighted	

Height: 6'             

Weight: 185	

Date of First Death: 1096 	

Hair: sandy blond	

True Age: 454	

Eyes: amber/gold	

Mentor: Rebecca de lioncourt

Born 1066

Died "First Death" 1096

AC	-4

Hit Points	75

Quickening	38

Honor:	15				

Abilities		

STR: 16	STA	14	  	

		MUS	18	

DEX: 17	AIM	15	

		BAL	19	

CON 16	HLT	14	

		FIT	18	

INT: 14	RSN	12	

		KNL	16	

WIS: 15	INT	17	

		WIL	13	

CHA: 13	LDR	11

		APP	15

	



Racial Abilities

power of life: immune to death magic

& lvl. Drain attacks. And spells

fire resist.: ½ dam. -Vs- fire

immune to gas attacks

immune to poison

magic resist. 3% per. LVL. = 21%



Class Abilities	

d10 hit points

warriors THACO & con. Bon.

Multiple weapon specialization	 wizard sphere, abjuration

granted power: Protection vs. normal missiles. 2/d

Weapon Proficiencies                	

master, long sword 	

master, rapier	

broad-group, swords

spec. 2 Weapon. style

master, Snaplock pistol

spec. sword & shield style

spec. Black. Powder pistols



Medium Sword Fighting Styles	

Basic Styles	

Fencer’s Bane	

Blade of Havoc	

Warrior’s Pick	

Force of the Blade

Difficult Styles	

Ritual of Steel	

Swordsman’s Might	

Standoff of Blades	

Master Stroke	

Fist of Furry

Warrior’s Courtesy



Non-Weapon Proficiencies

riding, land             8

tumbling                12

swimming              9	

jumping                 10

quickness	

seamanship           14	

navigation             12

	

Languages

French

English

Latin		

Beneficial Character Traits		

ambidexterity	

powerful enemy- xavier St. cloud





Character Disadvantages

fanatic- justice

susceptibility- fiend magic, -2 Vs magical attacks.



Quickening Powers

Weapon Bond (Long Sword)

Empower Bonded Weapon

Weapon Breach

�

Character  

Rebecca Killian	

Player Name

Stacey Webb 

SWebb25@aol.com

History

		

	I am Rebecca Killian of Dublin, Ireland.  I was born in 1482,or so I was told.  My parents, as I knew them,  were George & Katie Killian.  They owned a small bar in Dublin were my Father brewed his special ale.  With the birth of my younger brother, Joseph, came the death of my Mother.  I then became the woman of the house, taking care of my brother & my father.  I played my songs on my violin that once belong to my Mother.  She said I had an ear for music for I learned so quickly.  "It is like magic," she said.   Her death was hard on all of us but there seemed no time for sorrow.  My music reflected the pain that I felt in my heart.

	My life changed in 1500 one evening when I was playing my

violin & dancing my jig for the patrons at the bar.  I was to leave the next day to go to the University of Dublin to further my studies of music so the bar was very crowded that night in celebration of my going to the University.  A strange crew of travelers were also there that night.  One man in particular seemed to take an interest in me.  His name was Liam Bailey.  He told me I was a special child for he sensed it.  I did not know at that time what he meant but I was soon to find out.  

	At the University, when I went the next day to show them my 

talents, was a traveling band of actors & musicians.  The owner seemed quite impressed with my talents & requested I travel the world with them.  Well of course, I could not turn him down. So I  therefore 

accepted against the approval of my Father & Liam.  Liam and the others promised my father they would travel along to keep an eye on me and protect me from danger.  

	Within the week, I learned that the crew of actors & musicians were simply cursed.  Some type of demons sent from hell.   They drained me of my life essence, bringing me to my very death.  Or so I thought.  When I came to, Liam & my other companions were before me to welcome me to Immortality.  

	Over the years, I have known love, hate, & sorrow.  I have seen the people of my Ireland die for their freedom. I have seen my father & brother die, and generations of Killians come forth.  I have married mine own enemy , English, twice.  Yet in his eyes, I see his gentle, loving soul as he does mine and ever so often, his soul seems to find mine and for a short time in my life, I have love again with my soul mate.  

	Yet through it all, I still have my love for my music, and continue to struggle for freedom whether it be freedom to live, or freedom to die... for in the end, their can be only one...





R

�Stats	

Class: Bard	

Level:  7	

Race: Human	

Nationality: Irish	

Kit: Blade	

Alignment: Neutral Good	

Place of Birth: Dublin ,Ireland (Gaelic: Baile Átha Cliath)	

Occupation: Bar Owner	

Stronghold: Killian's Pub Charleston South Carolina, USA	

Sex: Female	

Age at First Death:  18	

Height: 5' 6"  

Weight: 125 lbs	

Date of First Death: 1500	

Honor: 13		

Hair: Red	

True Age: 168	

Eyes: Blue	

Mentor: Liam Baily	

Birth Gift: Mixed Blood



Armor Class: -4

Black Studded Leather

Hit Points: 72

Quickening Points:41



Abilities		

	

18	STR:	STA	16	

01		MUS	18/76	

20	DEX:	AIM	18	

		BAL	22	

18	CON	HLT	16	

		FIT	20	

16	INT:	RSN	14	

		KNL	18	

12	WIS:	INT	12	

		WIL	12	

18	CHA:	LDR	16	

		APP	20

Class Abilities 		

Climb Walls:         55%         	

Move Silent:        40%     	

Hide in Shadows: 40%                     Read Languages:  10%                          Detect Magic:        10%             	

Pick Pockets:         25%	

Escape Bonds:       30%		

History (Identify):   35%		

Backstab:                x 3

Instrumental Spell Casting

Fighters THCO

Cast Spells

Increased Hit Dice: d10

Defense Bonus +3 to AC

Racial Abilities

Magic Resistance 3% per Level: 21%

Tough Hide: -3 to AC

+1 to Hit with a Long Sword

+1 to Hit with any weapon

+1 to Damage with any weapon				



Weapon Proficiencies

Long Sword Master

Dagger Master

Two Weapon Style

Medium Sword Fighting Styles	

Basic Styles	

Fencer’s Bane	

Blade of Havoc	

Warrior’s Pick	

Force of the Blade

Difficult Styles	

Ritual of Steel	

Swordsman’s Might	

Standoff of Blades	

Master Stroke	

Fist of Furry

Warrior’s Courtesy



Non-Weapon Proficiencies

	

Brewing: 13	

Riding, Horse: 13	

Singing: 10		

Violin: 12		

Reading/Writing: 13		

Blindfighting		

Juggling: 13 + lvl		

Dancing: 16		

Quickness: 13		

Disguise: 10		

Languages

Gaelic, English, French , German	

Beneficial Character Traits		

Ambidextrous		

	

			

Miscellaneous Information 

Long Sword, Dreamsinger: Earth Elemental Burst d8 no save 30' radius/ Protection from Charm 10' radius.	

	



Quickening Powers	

Breath without Air

Age Freeze : 18 years old

Weapon Breach	

Regeneration  		

Sense Quickening		

Weapon Bond:  Dreamsinger	

		

		





�



Character

Vladimir  Dragonov	

Player Name

Phrenzy919@aol.com

History

Its exposed position near the Russian frontier made Kyyiv a constant prey to attack. The armies of the Mongol leader Batu Khan sacked and destroyed it in 1240

Stats

Class: Cleric	

Level: 7	

Race: Human	

Nationality: Russian		

Alignment: Lawful Neutral	

Place of Birth:  Kyyiv  "Mother of Russian Cities,".		

Religion: Christian		

Sex: Male	

Age at First Death:  20		

Height: 6'       

Weight: 200 lbs	

Date of First Death: 1240			

Hair: Black		

Eyes: Black		

Birth Gift: Magical Affinity		

Hit Points 100

Quickening Points :65

AC 0

Honor: 10



Abilities		

STR: 17	STA	16	

		MUS	18/51	

DEX: 16	AIM	14	

		BAL	18	

CON: 17	HLT	15	

		FIT	19	

INT: 17	RSN	15	

		KNL	19	

WIS: 18	INT	20

		WIL	16	

CHA: 14	LDR	16	

		APP	12				

	

Class Abilities 	

All, Combat, Elemental, Guardian,

Healing, Necromantic

Wizard School: Invocation/Alteration

Warrior-Priest

Hit Point Bonus: D12

AC Improvement: -1/Even lvl

Combat Bonus: Advance as Fighter

Casting Reduction.

Wondrous Healer

Turn Undead



Racial Abilities	

Tough Hide: AC 7		

Magic Resistance: 2%/LVL

			

Weapon Proficiencies                 

Great Scimitar: High Master

Broad Group: Club, Flail, Mace

Broad Group: Swords	

Broad Group: Firearms

Curved Weapons

Basic Styles

Sands of Change

Dancing Maiden

Desert Fire

Sands of Time

Difficult Styles

 Locking Scissors

By Dark of Night

Seductress’s Charm

 Master Strokes

Winds of Change

Might of the Wind

Death Move 

Vengeance of the Blade

Non-Weapon Proficiencies                 

Drinking		

Observation		

Undead Lore		

Reading/Writing

Spellcraft

Riding, Land (Horse)	

Religion

				

Languages

Russian, English	

Beneficial Character Traits	

Ambidexterity



Character Disadvantages	

No Armor               

Awkward Casting: (Increase Wind Effects)

Double Jointed	

Bad Tempered     

Talisman (Cross)     

Behavior (Cannot refuse combat)     

Observance (Evening prayer)		

Code of Ethics (Cannot marry, Must shave head), Compulsive Honesty	



Miscellaneous Information 

Great Scimitar +2 of Cold 

	

Great Scimitar

Cost: 40 gp

Weight: 16

Size: L

Type: S

Speed factor: 9

Damage S-M/L: 2d8/4d4

Culture: Arabic	

	

	

Immortal Powers	

Empower Bonded Weapon	

Age freeze: Age 20 years old	

Power Healing	

Regeneration	

Sense Quickening	

Weapon Bond: Great Scimitar +2 of Cold	

Empower Bonded Weapon 

Power Healing	

        	�					

Character 

Leam Bailey	

Player Name 

John Harnet

Cobol90@aol.com

History

	My name is Liam Bailey, I was born in 70 A.D. on the shores of county cork in the town of lae schkele in Ireland. 	I was born to fight for my lord cu cuhlain against the foul mistress maze. A druid i was raised by my fathers to be a spiritual leader for my people. I lost my life in 90 A.D. during a battle with the forces of rome on the shores of my isle. Since then i have fought many a war , crusaded for foreign kings in their holy lands, all the while dreaming of the day when i would see the land of my birth free from its unjust sassench rulers. I have waited fifteen hundred years, i will wait fifteen hundred more if  need be , as for the prize i pray to my beloved gaia to give me the strength to fend off my would be slayers until my dream is realized. 

 Should the day come when another immortal seeks my head , as many have tried in the past, then rest assured i will fight like a true warrior and overcome all obstacles for in the end ........there can be only one ...





                                    liam  bailey



Class: Druid	

Level:  9th	

Race: Human	

Nationality: Ireland

Alignment: Neutral Good

Religion: Celt "Goibhniu"	

Sex: Male	

Age at First Death: 22		

Height: 6' 3"  

Weight: 188 lbs	

Date of First Death: 90 AD

Honor: 10   

Hair: Black	

Eyes: Green		

Birth Gift: Lucky: +1 to all d8 rolls	

Armor Class: 6

Hit Points: 78

Quickening Points: 83

Abilities		

18	STR:	STA	18	  

		MUS	18		

18	DEX:	AIM	18	

		BAL	18	

18	CON	HLT	18	

		FIT	18	

14	INT:	RSN	16	

		KNL	12	

14	WIS:	INT	12	

		WIL	16	

17	CHA:	LDR	18	

		APP	16



	

Class Abilities 

Priest Spheres:

Healing

Combat

Plant

Weather

All	

Protection

Elemental (All)	

Increased Hit Dice: d12	

Warrior THCO		

Use Any Weapon		

Use Any Armor		

Pass with Out Trace	 	

Immunity to Charm			

Reduce casting time			

Hide in Shadows: 66%

Move Silently: 80%		



Weapon Proficiencies	

Falx: Grand Master		

Two-Handed Weapon Style

Stroke of Precision	

Medium Sword Fighting Styles

Basic Styles

Fencer’s Bane

Blade of Havoc

Warrior’s Pick

Force of the Blade

Difficult Styles

 Ritual of Steel

Swordsman’s Might

Standoff of Blades

Master Stroke

Fist of Furry

Warrior’s Courtesy	

Death move	

Final Judgment

Non-Weapon Proficiency

Drinking

Riding: Horse

Tumbling

Read/ Write	

Blacksmithing

Religion	

Teacher						

Languages

Gaelic, English ,Latin, Hebrew, Arabic	





Beneficial Character Traits

Sense Beginning Quickening

Character Disadvantages

Strong Quickening                

Phobia: Severe Vs Undead

Compulsive Honesty

Powerful Enemy

	

Immortal Powers	

Breath Without Air	

Age Freeze: 22 years old	

Creature Bond	

Regeneration: 	

Empower Bonded Weapon	

Sense Quickening    

Power Healing	 

Weapon Bond:   Falx +4 	

Quickening Luck		

Weapon Breech		

Weapon Hide		



Falx

Weight: 7   Size: M  Type: S

Speed factor: 8 (one-handed) or 6 (Two-Handed)

Damage S-M/L: 1d8/1d12 (one-

handed) or 2d6/2d8 Two-Handed

Culture: Dacian/German



Proficient use: When swung Two-Handed, the Falx is +1 to hit.



+4 Falx	
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Character

Victor Smith	

Player Name

JCCompton@aol.com

History

I was born Heir Victor Grentle Stienwick Johnson-Dorpher.  Fourth son (5th child) to Hanns and Grettle.  Work was hard on the Johnson-Dorpher plantation in the middle of the Black forrest, and sad too.  I and my siblings were first generation Roman.  I enlisted in the Roman army, because food at home was scarce.

Stats

Class:  Fighter	

Level: 6	

Race: Human	

Nationality: German/Roman	

Kit: Roman Legionary	

Alignment:  Neutral	

Place of Birth: Germany	

Religion: Christian		

Stronghold: Black Forest	

Sex:  Male	

Age at First Death: 476 AD	

Height: 6'        

Weight: 185#	

Date of First Death: 22	

Honor: 15	

Hair: Blond		

Eyes: Blue

Armor Class 6

Hit Points 125

Quickening Points 55

Abilities			



18/76	STR:	STA	18/46	  Weight

	MUS	19		

16	DEX:	AIM	14	

		BAL	18	

16	CON	HLT	15	

		FIT	18	

14	INT:	RSN	12	

		KNL	16	

15	WIS:	INT	13	

		WIL	17	

18	CHA:	LDR	18	

		APP	18	

				

Class Abilities 		

Hit point bonus +1		

d12 for hit points

3% Magic Resistance	

				

Weapon Proficiencies

Falx Grand Master

Gladius Master

Spear Spec.

2-Handed Weapon Style

Two Weapons Style

Medium Sword Fighting Styles	

Basic Styles	

Fencer’s Bane	

Blade of Havoc	

Warrior’s Pick	

Force of the Blade

Difficult Styles	

Ritual of Steel	

Swordsman’s Might	

Standoff of Blades	

Master Stroke	

Fist of Furry

Warrior’s Courtesy



Non-Weapon Proficiencies

Teacher

Military Training

Endurance

Jumping

Running

Rope Use

Survival

Riding, Horse

Weaponsmith

Blacksmith

			

Languages

German, Latin, Greek, Hebrew, Spanish, French, Gaelic, English, 	



Character Disadvantages

Neck Scar 

Powerful Enemy

Deep Sleep

Honesty

Minor Phobia (Snakes & Spiders)

Slow Regeneration

Hunter Watcher



Immortal Powers

Regeneration 

Sense Quickening

Weapon Bond: Falx +5 of Sharpness

Weapon Breach

Quickening Luck

Weapon Hide

Breath w/out Air

Quickening Fate

Quickening Pain

	

Falx

Weight: 7   Size: M  Type: S

Speed factor: 8 (one-handed) or 6 (Two-Handed)

Damage S-M/L: 1d8/1d12 (one-

handed) or 2d6/2d8 Two-Handed

Culture: Dacian/German



Proficient use: When swung Two-Handed, the Falx is +1 to hit.
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 Reference Sources

“There Can Be Only One!!!”



The following are AD&D game books used to help in this campaign world. Some of these books are need for play and some are just good reference material that will enhance your game. 

Please fill free to use any resource material you wish, these are but a few that will help in your game. 



Campaign World

The world best suited for a Highlander campaign is AD&D Ravenloft's "Masque of the Red Death". This is a fantasy Earth and fits well into the platform. The horror element can be toned down some to fit more correctly with the movie and TV show. 

All the rules governing the world of the Red Death apply to this source book. Those rules that have been changed or altered have been included here and take precedes over the old rules.

 I also suggest to use the AD&D "Historical Reference" campaign source books. These source books are very helpful for the various time periods and cultures. They have special rules for that time period that apply at that time.

 If your campaign starts back in a certain time frame, please review the source book for that time and include the rules that are appropriate for your campaign. Keep in mind the base rules and time frame come from "Masque of the Red Death" campaign source books and also this source book.

Books needed to play

AD&D 2nd  Edition Player’s Handbook

AD&D 2nd  Edition Dungeon Master Guide

AD&D Player’s Option: Skills & Powers

AD&D Player’s Option: Combat & Tactics



Books to Enhance Play

Ravenloft “Masque of the Red Death”

AD&D Player’s Option: Spells & Magic

AD&D Dungeon Master Option: High-Level Campaigns

AD&D 2nd  Edition Tome of Magic

AD&D 2nd  Edition Monstrous Manual

AD&D 2nd  Edition Arms and Equipment Guide 

AD&D “Oriental Adventures”

AD&D “Legends & Lore”

Campaign Series “Red Steel” This is available for a free download from TSR On-line.

Historical Reference  “Vikings”

Historical Reference “Charlemagne’s Paladins”

Historical Reference “Celts”

Historical Reference “A Mighty Fortress”

Historical Reference “The Glory of Rome”

Historical Reference “The Crusades”

Historical Reference “Age of Heroes”

Ravenloft Campaign Setting

Ravenloft “The Gothic Earth Gazetteer”

Ravenloft “ A Guide to Transylvania”

Ravenloft “Van Richten’s Guide to the Vistani” Great for a gypsy type of character.

Al-Qadim “Arabian Adventures”

Forgotten Realms “Maztica”

Forgotten Realms “The Hoard”

Player’s Handbook Rules Supplement “The Complete Fighter’s Handbook”

Player’s Handbook Rules Supplement “The Complete Priest’s Handbook”

Player’s Handbook Rules Supplement “The Complete Wizard’s Handbook”

Player’s Handbook Rules Supplement “The Complete Thief’s Handbook”

Player’s Handbook 



























































Rules Supplement “The Complete Psionics Handbook”

Player’s Handbook Rules Supplement “The Complete Bard’s Handbook”

Player’s Handbook Rules Supplement “The Complete Ranger’s Handbook”

Player’s Handbook Rules Supplement “The Complete Paladin’s Handbook”

Player’s Handbook Rules Supplement “The Complete Druid’s Handbook”

Player’s Handbook Rules Supplement “The Complete Barbarian’s Handbook”

Player’s Handbook Rules Supplement “The Complete Ninja’s Handbook”

Dragon Mag. Has various articles on different types of cultures
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