
world of 

conan
The kingdoms of the world are clearly defined. The kingdoms 
of the Hyborians — Aquilonia, Nemedia, Brythunia, 
Hyperborea, Koth, Ophir, Argos, Corinthia, and one known as 
the Border Kingdom — dominate the western world. Zamora 
lies to the east, and Zingara to the southwest of these 
kingdoms — people alike in darkness of complexion and 
exotic habits, but otherwise unrelated. Far to the south sleeps 
Stygia, untouched by foreign invasion, but the peoples of 
Shem have exchanged the Stygian yoke for the less galling 
one of Koth.

The dusky masters have been driven south of the great river 
Styx, Nilus, or Nile, which, flowing north from the shadowy 
hinterlands, turns almost at right angles and flows almost due 
west through the pastoral meadowlands of Shem, to empty 
into the great sea. South of Stygia are the vast black kingdoms 
of the Amazons, the Kushites, the Atlaians and the hybrid 
empire of Zembabwei. North of Aquilonia, the western-most 
Hyborian kingdom, are the Cimmerians, ferocious savages, 
untamed by the invaders, but advancing rapidly because of 
contact with them; they are the descendants of the Atlanteans, 
now progressing more steadily than their old enemies the 
Picts, who dwell in the wilderness west of Aquilonia.

The Hybori peoples are the possessors of a civilization so 
virile that contact with it virtually snatched out of the wallow 
of savagery such tribes as it touched. The most powerful 
kingdom is Aquilonia, but others vie with it in strength and 
mixed race; the nearest to the ancient root-stock are the 
Gundermen of Gunderland, a northern province of Aquilonia. 
But this mixing has not weakened the race. They are supreme 

in the western world, though the barbarians of the 
wastelands are growing in strength.

In the north, golden-haired, blue-eyed barbarians, 
descendants of the blond arctic savages, have driven the 
remaining Hyborian tribes out of the snow countries, except 
the ancient kingdom of Hyperborea, which resists their 
onslaught. Their country is called Nordheim, and they are 
divided into the red-haired Vanir of Vanaheim, and the 
yellow-haired Æsir of Asgard.

Now the Lemurians enter history again as Hyrkanians. 
Through the centuries they have pushed steadily westward, 
and now a tribe skirts the southern end of the great inland 
sea — Vilayet — and establishes the kingdom of Turan on 
the southwestern shore. Between the inland sea and the 
eastern borders of the native kingdoms lie vast expanses of 
steppes and in the extreme north and extreme south, deserts. 
The non-Hyrkanian dwellers of these territories are scattered 
and pastoral, unclassified in the north, Shemitish in the 
south, aboriginal, with a thin strain of Hyborian blood from 
wandering conquerors. Toward the latter part of the period 
other Hyrkanian clans push westward, around the northern 
extremity of the inland sea, and clash with the eastern 
outposts of the Hyperboreans.

- Adapted from “The Hyborian Age” by Robert E. Howard.

race

Howard’s Conan stories are a fantasy of a world where race 
is a real tangible thing, where one’s ancestry is an indelible 
marker of one’s true nature. It asks what value civilisation 
has against the untold millennia of humanity’s prehistory. It 
asks what is the natural state of humankind: civilised 
society, or howling barbarism? In the world of Conan, these 
two are absolute values, with civilisation represented by 
“whiteness”, and “blackness” representing savagery. Howard 
gives us one answer to these questions, in Conan. Maybe 
with this game you can give a different answer?

"Know, oh prince, that between the years when the 
oceans drank Atlantis and the gleaming cities, and the 
years of the rise of the Sons of Aryas, there was an Age 
undreamed of, when shining kingdoms lay spread 
across the world like blue mantles beneath the stars — 
Nemedia, Ophir, Brythunia, Hyperborea, Zamora 
with its dark-haired women and towers of spider-
haunted mystery, Zingara with its chivalry, Koth that 
bordered on the pastoral lands of Shem, Stygia with its 
shadow-guarded tombs, Hyrkania whose riders wore 
steel and silk and gold. But the proudest kingdom of 
the world was Aquilonia, reigning supreme in the 
dreaming west. Hither came Conan, the Cimmerian, 
black-haired, sullen-eyed, sword in hand, a thief, a 
reaver, a slayer, with gigantic melancholies and 
gigantic mirth, to tread the jeweled thrones of the 
Earth under his sandalled feet."

— The Nemedian Chronicles.



tyrant
Aquilonian, Nemedian, Ophirian, Stygian, Kothic, 
Shemite, Brythunian, Corinthian, Turani, Zamoran, 
Zingaran, Puntan.

Furs, fine silks, jewelry, armour.

Leonine body, aged body, fat body, tall spare body, bullish 
body, sensual body.

Steel+2 Thews-1 Allure+1 Cunning+1 Weird=0 
Steel+2 Thews+1 Allure+1 Cunning+1 Weird-2 
Steel+2 Thews-2 Allure=0 Cunning+2 Weird=0 
Steel+2 Thews=0 Allure+1 Cunning-1 Weird+1 

Leadership: when your guard fights for you, roll+steel. On 
a 10+, hold 3. On a 7–9, hold 1. Over the course of the 
fight, spend your hold 1 for 1 to make your guard: 

• make a hard advance 
• stand strong against a hard advance 
• make an organized retreat 
• show mercy to their defeated enemies 
• fight and die to the last 

On a miss, your guard turns on you or tries to hand you 
over to your enemy. 

Warfare: When you send your armies to make war, roll
+army. On a 10+, your armies crush your enemies and 
drive them before you. You can (pick one):

• capture territory along your border
• repel an invasion
• secure contested territory
• quell insurrection

On a 7-9, choose one:

• your armies are locked in battle. Take -1 Army forward
• you face your enemy on the battlefield

On a miss, your kingdom is compromised, and choose one:

• Barricade yourself against a siege
• Flee into exile
• Hunt out the traitors in your court

Wealth: If your kingdom is secure and your rule 
unchallenged, at the beginning of the session, roll+steel. 
On a 10+, you have surplus at hand and available for the 
needs of the session. Army is +2. On a 7–9, you have 
surplus, but choose 1 want. Army is +1. On a miss, or if 
your kingdom is compromised or your rule contested, your 
kingdom is in want. Army is -1. The precise values of your 
surplus and want depend on your kingdom, as follows. 

kingdom 

By default, your kingdom has: 

• 7,500-10,000 souls. 
• for livelihood, a mix of hunting, farming, and trade 
(surplus: 1-riches, want: hungry). 
• an armory of spears and shields. 
• a personal guard of about 40 trained soldiers (3-harm 

guard medium unruly 1-armor).  
• a simple palace of wood and stone. Your guard gets 

+1armor when fighting from inside your palace. 
• an army that patrols your borders, polices the populace, 
and extracts taxes. Army=0

Choose 4: 

• your population is large, 20,000-30,000 souls. Surplus: 
+1riches, want: +rebellions. 

When I was a fighting-man, the kettle-drums they beat,
The people scattered gold-dust before my horses’ feet;
But now I am a great king, the people hound my track
With poison in my wine-cup, and daggers at my back.

— The Road of Kings



• your population is small, 5,000-6,000 souls. Want: 
anxiety instead of want: hungry.
• for livelihood, add raiding. Surplus: +1riches, want: 
+reprisals. 
• for livelihood, add protection tribute. Surplus: +1riches, 
want: +obligation. 
• for livelihood, add skilled craftsmen. Surplus: +1riches, 
want: +idle. 
• for livelihood, add a bustling, fabled market. Surplus: 
+1riches, want: +idle. 
• your guard is large instead of medium, 60 trained soldiers 
or so. 
• your guard is well-disciplined. Drop unruly. 
• your armory is sophisticated and extensive. Your guard 
gets +1harm. 
• your palace is tall, deep and mighty, of stone and iron. 
Your guard gets +2armor when fighting in its defense. 
• your army is large and well-equipped. You get Army+1
• your palace is luxurious and decadent. Surplus: -1riches. 
When you seduce or manipulate within your palace walls, 
you can roll +riches spent.

And choose 2: 

• your population is filthy and unwell. Want: +disease. 
• your population is lazy and drug-stupored. Want: 
+famine. 
• your population is decadent and perverse. Surplus: 
-1barter, want: savagery. 
• your kingdom owes protection tribute. Surplus: -1riches, 
want: +reprisals. 
• your guard is small instead of medium, only 10-20 violent 
people. 
• your guard is a pack of jackals. Want: savagery. 
• your armory is poor. Your guard gets -1harm. 
• your palace is mostly tents and pavilions. Your guard gets 
no armor bonus when fighting to defend it. 

Also detail your personal attire. As well as finery, jewels, 
and a mount, you have: Any weapon or weapons you like, 
armour, elaborate or practical, worth 2-armour, and two or 
three personal slaves or attendants (name them).

hx 

Everyone introduces their characters by name, look and 
outlook. 

Take your turn. 

List the other characters’ names. 

Go around again for Hx. On your turn: 

• Choose whether you are by nature generous with your 
trust and resources, or reserved. If the former, then tell 
everyone Hx+1. If the latter, then tell everyone Hx=0.

On the others’ turns, choose 1 or both: 

• One of them has been with you since before. Whatever 
number that player tells you, give it +1 and write it next to 
the character’s name. 
• One of them once betrayed you or stole from you. 
Whatever number that player tells you, ignore it; write Hx
+3 next to the character’s name instead. 

Everyone else, whatever number they tell you, write it next 
to their character’s name. At the end, find the character 
with the highest Hx on your sheet. Ask that player which of 
your stats is most interesting, and highlight it. The MC will 
have you highlight a second stat too.  

tyrant special

If you and another character have sex, you can give the 
other character gifts worth 1-riches, at no cost to you. 

tyrant improvement

Whenever you roll a highlighted stat, and whenever you 
reset your Hx with someone, mark an experience circle. 
When you mark the 5th, improve and erase. 

Each time you improve, choose one of the following. 
Check it off; you can’t choose it again. 

__ get +1thews (max thews+2) 
__ get +1weird (max weird+2) 
__ get +1steel (max steel+3) 
__ get +1allure(max allure+2) 
__ get +1cunning (max cunning+2) 
__ choose a new option for your kingdom 
__ choose a new option for your kingdom 
__ erase an option from your kingdom 
__ get a move from another playbook 
__ get a move from another playbook



sellsword
Ophirian, Kothic, Shemite, Brythunian, Corinthian, Turani, 
Zamoran, Zingaran, Vanir, Aesir, Kushite, Hyperborian, 
Hyrkanian.

Hawkish face, ratlike face, scarred face, impassive face, 
pockmarked face.

Squat body, rangy body, huge body, fat body, or sculpted 
body.

Filthy clothes, fine silks, outlandish clothes, armour.

Choose one set: 

• Steel+1 Thews+2 Allure-1 Cunning+1 Weird=0 
• Steel+1 Thews+2 Allure+1 Cunning=0 Weird-1 
• Steel+1 Thews+2 Allure=0 Cunning+1 Weird-1 
• Steel+2 Thews+2 Allure-1 Cunning=0 Weird-1

You get both: 

Pack alpha: when you try to impose your will on your 
men, roll+thews. On a 10+, all 3. On a 7–9, choose 1: 

• they do what you want 
• they don’t fight back over it 
• you don’t have to make an example of one of them 

On a miss, one of your men makes a dedicated bid to 
replace you for leader.

Resourceful: when you have your band search their packs 
and saddlebags for something, roll+thews. It has to be 
something small enough to fit. On a 10+, one of you 
happens to have just the thing, or close enough. On a 7–9, 
one of you happens to have something pretty close. On a 

miss, one of you used to have just the thing, but it turns out 
that some son of a whore stole it from you. 

band

By default, your band of men consists of about 30 or so 
ruthless jackals with poor weapons and armor, and no 
discipline at all (2-harm band medium savage 1-armor). 

Then, choose 2: 

• your band consists of 60 or so ruthless jackals. Large 
instead of medium. 
• your band is well-armed. +1harm. 
• your band is well-armored. +1armor. 
• your band is well-disciplined. Drop savage. 
• your band is mounted. Each of them has a horse and can 
ride it well.
• your band is nomadic at heart, and able to maintain and 
repair its own equipment without a home base. It gets 
+mobile. 
• your band is self-sufficient, able to provide for itself by 
raiding and scavenging. It gets +rich. 

And choose 1: 

• your band is loose-knit, with members coming and going 
as they choose. Vulnerable: desertion. 
• your band is in significant debt to someone powerful. 
Vulnerable: obligation. 
• your band is filthy and unwell. Vulnerable: disease. 
• your band is untrustworthy and greedy. Vulnerable: 

betrayal.
• Your band is only 15 or so strong. Small instead of 

medium.

In addition to your band, detail your personal attire, worth 
1-armour or 2-armour, your choice. Choose two impressive 
weapons:

"Today in the shadow, tomorrow in the sun," quoth 
Olgerd, loosening his crimson girdle a trifle and 
reaching again for the wine-jug. "That's the way of 
life. Once I was a hetman on the Zaporoska; now I'm a 
desert chief. Seven months ago you were hanging on a 
cross outside Khauran. Now you're lieutenant to the 
most powerful raider between Turan and the western 
meadows. You should be thankful to me!"



• Great-Axe (3-harm hand autofire)
• Broadsword (3-harm hand messy)
• Crossbow (2-harm close reload)
• Composite bow (2-harm close/far)
• Sabre (2-harm hand)
• Flail (2-harm hand area)

hx

Everyone introduces their characters by name, look and 
outlook. 

Take your turn. List the other characters’ names. Go around 
again for Hx. On your turn, choose 1, 2 or all 3: 

• One of them has fought shoulder to shoulder with you. 
Tell that player Hx+2. 
• One of them once left you bleeding and did nothing for 
you. Tell that player Hx-2. 
• Choose which one of them you think is prettiest. Tell that 
player Hx+2. 

Tell everyone else Hx=0. 

On the others’ turns: 

• Choose which character you think is smartest. Whatever 
number that player tells you, add 1 to it and write it next to 
the character’s name. 
• Everyone else, whatever number they tell you, write it 
next to their character’s name. 

At the end, find the character with the highest Hx on your 
sheet. Ask that player which of your stats is most 
interesting, and highlight it. The MC will have you 
highlight a second stat too. 

sellsword special

If you and another character have sex, you take +1 forward. 
At your option, they take +1 forward too. 

sellsword improvement

Whenever you roll a highlighted stat, and whenever you 
reset your Hx with someone, mark an experience circle. 
When you mark the 5th, improve and erase. 

Each time you improve, choose one of the following. 
Check it off; you can’t choose it again. 

__ get +1thews (max +3) 
__ get +1steel (max +2) 
__ get +1cunning (max +2) 
__ get +1weird (max +2) 
__ get +1weird (max +2) 
__ choose a new option for your band 
__ choose a new option for your band 
__ get a hideout (detail)
__ get a move from another playbook 
__ get a move from another playbook



pirate
Zingaran, Argossean, Kushite, Shemite, Vanir, Turani.

Burly body, tigerish body, lithe body, scarred body, barrel-
shaped body.

Scarred face, grizzled face, sunburnt face, passionate face, 
smooth face.

Thin lips, pouting lips, curled lip, pursed lips, smiling lips, 
full lips.

• Steel+2 Thews-1 Allure+1 Cunning+0 Weird=0 
• Steel+2 Thews=0 Allure=0 Cunning+1 Weird-1 
• Steel+2 Thews+1 Allure-1 Cunning+0 Weird=0 
• Steel+2 Thews-2 Allure=0 Cunning+1 Weird+1

You get these 2: 

Sea Dog: when aboard your ship... 

...if you do something under fire, add your ship's power to 
your roll. 
...if you try to seize something by force, add your ship's 
power to your roll. 
...if you go aggro, add your ship's power to your roll. 
...if you try to seduce or manipulate someone, add your 
ship's looks to your roll. 
...if you help or interfere with someone, add your ship's 
power to your roll. 
...if someone interferes with you, add your ship's weakness 
to their roll. 

Captain: when you try to impose your will on your crew, 
roll+steel. On a 10+, all 3. On a 7–9, choose 1: 

• they do what you want 
• they don’t fight back over it 
• you don’t have to make an example of one of them 

On a miss, one of your crew makes a dedicated bid to 
replace you for captain.

ship

Choose one of these profiles: 

• Power+2 looks+1 1-armor weakness+1 
• Power+2 looks+2 0-armor weakness+1 
• Power+1 looks+2 1-armor weakness+1 
• Power+2 looks+1 2-armor weakness+2 

Choose its frame: 
Galley, dhow, war-canoe, brigantine.
Choose its strength or strengths: 
Fast, rugged, war-fitted, shallow draught, huge, responsive, 
uncomplaining, capacious, workhorse, easily disguised. 
Choose as many as its power. 
Choose its look or looks: 
Sleek, pristine, luxurious, flashy, quirky, pretty, 
handcrafted, spikes & plates, garish, menacing. 
Choose as many as its looks. 
Choose its weakness or weaknesses: 
Slow, fragile, sloppy, lazy, cramped, unreliable, distinctive, 
deep draught. Choose as many as its weakness. 

crew

By default, your crew consists of about 15 hardy salts with 
scavenged and makeshift weapons and barely a shred of 
loyalty (2-harm gang small unruly). Then, choose 1: 

• your crew consists of 30 or so sailors. Medium instead of 
small. 
• your crew’s well-armed. +1harm. 

"I think of Life!" he roared. "The dead are dead, and 
what has passed is done! I have a ship and a fighting 
crew and a girl with lips like wine, and that's all I ever 
asked. Lick your wounds, bullies, and break out a cask 
of ale. You're going to work ship as she never was 
worked before. Dance and sing while you buckle to it, 
damn you! To the devil with empty seas! We're bound 
for waters where the seaports are fat, and the merchant 
ships are crammed with plunder!"



• your crew’s well-disciplined. Drop unruly. 

And choose 1: 

• your crew is loose-knit, with members coming and going 
as they choose. Vulnerable: desertion. 
• your crew is in significant debt to someone powerful. 
Vulnerable: obligation. 
• your crew is filthy and unwell. Vulnerable: disease. 
• your crew is a pack of sea-wolves. Add +savage.

In addition, detail your personal attire, worth 1-armour or 
0-armour, your choice. Choose two unpleasant weapons:

• Whip (s-harm (very)close)
• Cutlass (3-harm hand messy)
• Bow (2-harm close reload)
• Spear (3-harm hand/close)
• Dagger (2-harm hand infinite)
• Throwing knife (2-harm hand/close infinite)

hx

Everyone introduces their characters by name, look and 
outlook. Take your turn. List the other characters’ names. 
Go around again for Hx. On your turn:

• Tell everyone Hx+1. You’re not that complicated. 

On the others’ turns: 

• One of them has stood up to you, crew and all. Whatever 
number that player tells you, give it +1 and write it next to 
the character’s name. 

• Everyone else, whatever number they tell you, give it -1 
and write it next to their character’s name. By default, you 
don’t really care much about, y’know, people. 

At the end, find the character with the highest Hx on your 
sheet. Ask that player which of your stats is most 
interesting, and highlight it. The MC will have you 
highlight a second stat too. 

pirate special 

If you and another character have sex, they immediately 
change their sheet to say Hx+3 with you. They also choose 
whether to give you -1 or +1 to your Hx with them, on your 
sheet. 

pirate improvement

Whenever you roll a highlighted stat, and whenever you 
reset your Hx with someone, mark an experience circle. 
When you mark the 5th, improve and erase. Each time you 
improve, choose one of the following. Check it off; you 
can’t choose it again. 

__ get +1thews (max thews+2) 
__ get +1steel (max steel+3) 
__ get +1cunning (max cunning+2) 
__ get +1weird (max weird+2) 
__ get +1weird (max weird+2) 
__ choose a new option for your crew 
__ get a hideout (detail)
__ get a move from another playbook 
__ get a move from another playbook



barbarian
Aesir, Vanir, Cimmerian, Pict, Darfar cannibal, Puntan, 
Bamula.

Pantherish body, massive body, compact body, lithe body.

Wisps of silk, furs, jewels, hides, nothing.

Brooding eyes, wild eyes, searching eyes, wide eyes.

• Steel+1 Thews+3 Allure=0 Cunning+1 Weird-1
• Steel+2 Thews+3 Allure=0 Cunning=0 Weird-1
• Steel+1 Thews+3 Allure+1 Cunning+1 Weird-2
• Steel+1 Thews+3 Allure-1 Cunning+1 Weird=0

Choose 2:

The blood is strong: when you give yourself over to the 
inexorable urgings of your blood, roll +thews, not +weird.

Merciless: when you inflict harm, inflict +1harm. 

Savage instincts: when you’ve read a charged situation 
and you’re acting on the MC’s answers, take +2 instead of +1.

Animal reflexes: the way you move unencumbered counts 
as armor. If you’re naked or nearly naked, 2-armor.

Battle-hardened: when you act under fire, roll +thews 
instead of roll+steel. 

Indomitable: with your back to a wall or to a doughty 
companion, surrounded, you count as a band (3-harm band 
small), with armor according to the circumstances.

gear

Choose a weapon from any playbook, and scavenged or 
battered bits worth 1-armour.

hx 

Everyone introduces their characters by name, look and 
outlook. 
Take your turn. List the other characters’ names. Go around 
again for Hx. On your turn: 

• Tell everyone Hx+1. You put yourself out in the public 
view. 

On the others’ turns: 

• Choose the character you trust the least. Whatever 
number that player tells you, ignore it; write Hx+3 next to 
the character’s name instead. 
• Everyone else, write whatever number they tell you next 
to their character’s name. 
At the end, find the character with the highest Hx on your 
sheet. Ask that player which of your stats is most 
interesting, and highlight it. The MC will have you 
highlight a second stat too.

barbarian special
When you and another character have sex, heal one segment.

barbarian improvement
Whenever you roll a highlighted stat, and whenever you 
reset your Hx with someone, mark an experience circle. 
When you mark the 5th, improve and erase. 

Each time you improve, choose one of the following. 
Check it off; you can’t choose it again. 

__ get +1steel (max +2) 
__ get +1allure (max +2) 
__ get +1cunning (max +2) 
__ get +1weird (max +2) 
__ get a new barbarian move 
__ get a new barbarian move 
__ get a move from another playbook 
__ get a move from another playbook

"Well, last night in a tavern, a captain in the king's 
guard offered violence to the sweetheart of a young 
soldier, who naturally ran him through. But it seems 
there is some cursed law against killing guardsmen, 
and the boy and his girl fled away. It was bruited about 
that I was seen with them, and so today I was haled into 
court, and a judge asked me where the lad had gone. I 
replied that since he was a friend of mine, I could not 
betray him. Then the court waxed wrath, and the judge 
talked a great deal about my duty to the state, and 
society, and other things I did not understand, and bade 
me tell where my friend had flown. By this time I was 
becoming wrathful myself, for I had explained my 
position.

"But I choked my ire and held my peace, and the judge 
squalled that I had shown contempt for the court, and 
that I should be hurled into a dungeon to rot until I 
betrayed my friend. So then, seeing they were all mad, 
I drew my sword and cleft the judge's skull; then I cut 
my way out of the court, and seeing the high 
constable's stallion tied near by, I rode for the wharfs, 
where I thought to find a ship bound for foreign parts.”



thief
Zamoran, Zingaran, Argossean, Vendhyan, Nemedian, 
Shemitish, Ophirian.

Small body, fat body, lithe body, rangy body.

Tiny hands, supple hands, trembling hands, concealed hands.

• Steel=0 Thews-1 Allure+2 Cunning+2 Weird=0 
• Steel+1 Thews=0 Allure+1 Cunning+2 Weird-1 
• Steel=0 Thews+1 Allure=0 Cunning+2 Weird=0 
• Steel+1 Thews-2 Allure+1 Cunning+2 Weird+1

You get this:

Nose for trouble: at the beginning of the session, roll
+cunning. On a 10+, hold 1+1. On a 7–9, hold 1. At any 
time, you can spend your hold to have you already be there, 
with the proper tools and knowledge, with or without any 
clear explanation why. If your hold was 1+1, take 
+1forward now. On a miss, the MC holds 1, and can spend it 
to have you already be there, but somehow pinned, caught 
or trapped. 

And then choose two:

Better part of valour: name your escape route and roll
+cunning. On a 10+, you’re gone. On a 7–9, you can go or 
stay, but if you go it costs you: leave something behind, or 
take something with you, the MC will tell you what. On a 
miss, you’re caught vulnerable, half in and half out. 

Good in the clinch: when you do something under fire, roll
+cunning instead of roll+steel.

Clever: You get +1 Cunning (cunning+3)

Cat-footed: If you are unseen (at the moment you roll), you 
may roll +cunning when you go aggro, seize by force, or act 
under fire.

hx
Everyone introduces their characters by name, look and 
outlook. Take your turn. List the other characters’ names. 
Go around again for Hx. On your turn: 

• Choose whether you are by nature generous with your trust 
and resources, or secretive. If the former, then tell everyone 
Hx+1. If the latter, then tell everyone Hx=0.

On the others’ turns, choose 1 or both: 

• One of them has seen you at your lowest point. Whatever 
number that player tells you, give it +1 and write it next to 
the character’s name. 
• One of them once betrayed you to the authorities. Whatever 
number that player tells you, ignore it; write Hx+3 next to 
the character’s name instead. 
Everyone else, whatever number they tell you, write it next 
to their character’s name. At the end, find the character with 
the highest Hx on your sheet. Ask that player which of your 
stats is most interesting, and highlight it. The MC will have 
you highlight a second stat too. 

thief special
If you and another character have sex, roll+steel. On a 10+, 
it’s fine, no big deal. On a 7–9, give them +1 to their Hx 
with you on their sheet, but give yourself -1 to your Hx with 
them on yours. On a miss, you gotta go: take -1 ongoing, 
until you prove that it’s not like they own you or nothing.

thief improvement
Whenever you roll a highlighted stat, and whenever you 
reset your Hx with someone, mark an experience circle. 
When you mark the 5th, improve and erase.  Each time you 
improve, choose one of the following. Check it off; you 
can’t choose it again. 
__ get +1steel (max steel+2) 
__ get +1thews (max thews+2) 
__ get +1allure (max allure+2) 
__ get +1weird (max weird+2) 
__ get a new thief move 
__ get a new thief move 
__ get a hideout (detail)
__ get a move from another playbook 
__ get a move from another playbook

Rascals gathered in every stage of rags and tatters—
furtive cut-purses, leering kidnappers, quick-fingered 
thieves, swaggering bravoes with their wenches, 
strident-voiced women clad in tawdry finery. Native 
rogues were the dominant element—dark-skinned, 
dark-eyed Zamorians, with daggers at their girdles and 
guile in their hearts. But there were wolves of half a 
dozen outland nations there as well. There was a giant 
Hyperborean renegade, taciturn, dangerous, with a 
broadsword strapped to his great gaunt frame—for 
men wore steel openly in the Maul. There was a 
Shemitish counterfeiter, with his hook nose and curled 
blueblack beard. There was a bold-eyed Brythunian 
wench, sitting on the knee of a tawny-haired 
Gunderman—a wandering mercenary soldier, a 
deserter from some defeated army. And the fat gross 
rogue whose bawdy jests were causing all the shouts of 
mirth was a professional kidnapper come up from 
distant Koth to teach woman-stealing to Zamorians 
who were born with more knowledge of the art than he 
could ever attain. 



sorcerer
Stygian, Khitan, Vendyhan, Zamoran, Pict, Thurian, 
Lemurian, Other.

Man, woman, ambiguous.

Frail body, lanky body, starved body, powerful body, 
desiccated body.

Stony eyes, crazed eyes, hollow eyes, piercing eyes, 
blazing eyes.

• Steel+1 Thews+1 Allure-2 Cunning+1 Weird+2 
• Steel=0 Thews=0 Allure+1 Cunning=0 Weird+2 
• Steel+1 Thews-2 Allure-1 Cunning+2 Weird+2 
• Steel+2 Thews-1 Allure-1 Cunning=0 Weird+2 

Choose 2:

Whispers: you can roll+weird to get the effects of going 
aggro, without going aggro. Your victim has to be able to 
see you, but you don’t have to interact. If your victim 
forces your hand, your mind counts as a weapon (1-harm 
ap close loud-optional). 

All-seeing eyes: when you read someone, roll+weird 
instead of roll+cunning. Your victim has to be able to see 
you, but you don’t have to interact. 

Mesmerism: when you try to seduce someone, roll+weird 
instead of roll+allure. 

Genius: Once per session, when you declare retroactively 
that you’ve already set something up, roll+cunning. On a 
10+, it’s just as you say. On a 7–9, you set it up, yes, but 
here at the crucial moment the MC can introduce some 
hitch or delay. On a miss, you set it up, yes, but since then 
things you don’t know about have seriously changed. 

Immortal: when you meet someone important (your call), 
roll+steel. On a hit, they’ve heard of you, and you say what 
they’ve heard; the MC will have them respond accordingly. 
On a 10+, you take +1forward for dealing with them as 
well. On a miss, they’ve heard of you, but the MC will 
decide what they’ve heard.

Visions of death: when you go into battle, roll+weird. On 
a 10+, name one person who’ll die and one who’ll live. On 
a 7–9, name one person who’ll die OR one person who’ll 
live. Don’t name a player’s character; name NPCs only. 
Thee MC will make your vision come true, if it’s even 
remotely possible. On a miss, you foresee your own death, 
and accordingly take -1 throughout the battle. 

Death Spell: your pointed finger and a spoken word counts 
as a weapon, (6-harm ap close reload). If you are using a 
Death Spell, on a miss, you take 6-harm ap.

Youthful guise: in darkness or near-darkness, you have 
allure+2.

Master of Darkness: you get +1 weird (weird+3)

Then choose two pieces of Sorcerer gear:

Books of Lore: When you spend hours poring over your 
books of lore, hold 1 (max 1). Spend 1 hold to use any 
Sorcerer move, even if you don't have the move.

Altar Stone: When you sacrifice a human life or goods 
worth 1-riches on your altar, ask 1: 

• who wishes me harm? 
• which enemy is most vulnerable to me? 
• which enemy is the biggest threat? 
• what should I be on the lookout for? 
• what’s my enemy’s true position?

"He was a magician from far Khitai, returning to his 
native kingdom after a journey to Stygia He took me 
with him to purple-towering Paikang, its minarets 
rising amid the vine-festooned jungles of bamboo, and 
there I grew to womanhood under his teaching. Age 
had steeped him deep in black wisdom, not weakened 
his powers of evil. Many things he taught me--"

She paused, smiling enigmatically, with wicked mystery 
gleaming in her dark eyes. Then she tossed her head.

"He drove me from him at last, saying that I was but a 
common witch in spite of his teachings, and not fit to 
command the mighty sorcery he would have taught me. 
He would have made me queen of the world and ruled 
the nations through me, he said, but I was only a harlot 
of darkness. But what of it? I could never endure to 
seclude myself in a golden tower, and spend the long 
hours staring into a crystal globe, mumbling over 
incantations written on serpent's skin in the blood of 
virgins, poring over musty volumes in forgotten 
languages.

"He said I was but an earthly sprite, knowing naught 
of the deeper gulfs of cosmic sorcery. Well, this world 
contains all I desire--power, and pomp, and glittering 
pageantry, handsome men and soft women for my 
paramours and my slaves. He had told me who I was, 
of the curse and my heritage. I have returned to take 
that to which I have as much right as you. Now it is 
mine by right of possession."



Demon Familiar: The demon familiar counts as a weapon 
(3-harm remote alive, 2-armour). If you use the demon 
familiar with a move, on a miss it suffers any 
consequences, as an NPC, not you.

Mummy Dust: Mummy dust is a weapon (hand s-harm 
infinite).

hx

Everyone introduces their characters by name, look and 
outlook. Take your turn. List the other characters’ names. 

Go around again for Hx. On your turn: 

• You are mysterious and inscrutable. Tell everyone Hx=0.

On the others’ turns,

• Choose the character who you’ve sworn assistance to. 
Whatever number that player tells you, ignore it; write 
Hx+3 next to the character’s name instead. 

• Everyone else, whatever number they tell you, give it +1 
and write it next to their character’s name. You see the 
truth about people.

At the end, find the character with the highest Hx on your 
sheet. Ask that player which of your stats is most 
interesting, and highlight it. The MC will have you 
highlight a second stat too. 

sorcerer special

If you and another character have sex, Roll+weird. On a 10
+, hold 3. On a 7–9, hold 2. they can spend your hold, 1 for 
1, by: 

• giving you something you want 
• acting as your eyes and ears 
• fighting to protect you 
• doing something you tell them to 

For NPCs, while you have hold over them they can’t act 
against you. For PCs, instead, any time you like you can 
spend your hold, 1 for 1: 

• they distract themselves with the thought of you. they’re 
acting under fire. 
• they inspire themselves with the thought of you. they take 
+1 right now. 

On a miss, they hold 2 over you, on the exact same terms. 

sorcerer improvement

Whenever you roll a highlighted stat, and whenever you 
reset your Hx with someone, mark an experience circle. 
When you mark the 5th, improve and erase. 
Each time you improve, choose one of the following. 
Check it off; you can’t choose it again. 
__ get +1steel (max steel+2) 
__ get +1thews (max thews+2) 
__ get +1allure (max allure+2) 
__ get +1cunning (max cunning+2) 
__ get a new sorcerer move 
__ get a new sorcerer move 
__ get a new piece of sorcerer gear 
__ get a move from another playbook 
__ get a move from another playbook



slave
Any race.

Man, woman, eunuch.

Huge body, lush body, broken body, exotic body.

Haughty eyes, blank eyes, lowered eyes, calculating eyes.

• Steel+1 Thews+3 Allure=0 Cunning+1 Weird-1
• Steel+2 Thews+3 Allure=0 Cunning=0 Weird-1
• Steel+1 Thews+1 Allure+3 Cunning+1 Weird-2
• Steel+1 Thews-1 Allure+3 Cunning+1 Weird=0

You get the following two moves:

Enslaved: When someone makes you do something 
onerous, that you don't want to do, they mark experience.

Freedom: If you’re ever not a slave anymore, you may 
change your character to a new type, just like the expanded 
advancement.

And then choose two of the following:

Strangler: Your bare hands count as weapons (3-harm ap 
intimate). Against other player characters, they do your Hx 
with them in harm.

Kept Close: While you are touching someone (or they’re 
touching you), they roll at +1.

Irresistible: When you offer sex to someone, it always 
counts as leverage, and take +1 forward.

Valuable: When you are bought and sold, take +riches 
spent forward.

Implacable: While you are following someone’s direct 
instructions, you have Steel+3.

hx

Everyone introduces their characters by name, look and 
outlook. Take your turn. List the other characters’ names. 
Go around again for Hx. On your turn: 

• Choose the character who is your owner. Tell them Hx-1.
• Everyone else, tell them Hx+1. There is little privacy in 

your life.

On the others’ turns,

• The character who is your owner, ignore whatever 
number they tell you and write Hx+3.

• Everyone else, whatever number they tell you write it 
next to their name.

At the end, find the character with the highest Hx on your 
sheet. Ask that player which of your stats is most 
interesting, and highlight it. The MC will have you 
highlight a second stat too. 

slave special

If you and another character have sex, nullify the other 
character’s sex move. Whatever it is, it just doesn’t happen. 

slave improvement

Whenever you roll a highlighted stat, and whenever you 
reset your Hx with someone, mark an experience circle. 
When you mark the 5th, improve and erase. Each time you 
improve, choose one of the following. Check it off; you 
can’t choose it again. 

__ get +1steel (max steel+2) 
__ get +1allure (max allure+2) 
__ get +1thews (max thews+2)
__ get +1cunning (max cunning+2)
__ get a new slave move 
__ get a new slave move
__ get 3-5 attendants (detail) and pack alpha 
__ get a move from another playbook 
__ get a move from another playbook

No great length of time lay between her and the 
palaces of Kordava, but it was as if a world of change 
separated her from the life she had lived before 
Zaporavo tore her screaming from the flaming caravel 
his wolves had plundered. She, who had been the 
spoiled and petted daughter of the Duke of Kordava, 
learned what it was to be a buccaneer's plaything, and 
because she was supple enough to bend without 
breaking, she lived where other women had died, and 
because she was young and vibrant with life, she came 
to find pleasure in the existence.



basic moves
Most of the basic moves remain the same from Original 
Flavour, substituting stats in the way you’ve probably 
already guessed: Cool is now steel, hard is now thews, hot 
is now allure, sharp is now cunning, and weird stays weird.

There is one basic move that’s changed: “Open your brain”. 
There’s no psychic maelstrom, so you can’t open your 
brain to it. Instead, you can do this:

give yourself over

When you give yourself over to the inexorable urgings of 
your blood, roll +weird. On a hit, you hold yourself in 
check. On a 10+, hold 3. On a 7-9, hold 1.

Spend one hold to:

• When you inflict harm, inflict +1 harm.
• When you take harm, take -1 harm.
• When you act under fire, roll +1

On a miss, the MC will make a hard move as usual.

What does giving yourself over to the inexorable urgings of 
your blood look like? That’s for you to answer, but 
probably look at your race for some clues. 

threats
A game in the Hyborian Age requires a slightly different set 
of threats than the original game. 

outsiders

An outsider is a being with desires and motives 
incomprehensible to ordinary humans. Their schemes may 

encompass centuries, or else they may be apparently 
unthinking, acting out of weird and inscrutable instincts.

• Ancient God (impulse: to take sacrifice)
• Sorcerer (impulse: craves mastery)
• Alien Being (impulse: craves restitution)
• Monster (impulse: the ruination of all)

MC Moves for outsiders: 

• Display the nature of the world it inhabits.
• Attack someone through proxies or minions.
• Attack someone from behind or otherwise by stealth. 
• Attack someone face-on, but without threat or warning. 
• Insult, affront, offend or provoke someone. 
• Offer something to someone, or do something for 

someone, with strings attached. 
• Put it in someone’s path, part of someone’s day or life. 
• Threaten someone, directly or else by implication. 
• Steal something from someone. 
• Seize and hold someone. 
• Ruin something. Befoul, rot, desecrate, corrupt, adulter it. 

warlords

A warlord threat is the warlord plus the armies and subjects 
under their control.

• Conquerer (impulse: to take land)
• Prophet (impulse: to establish a new order)
• Packmaster (impulse: to hunt and dominate)
• Immortal (impulse: restore the world they knew)

MC Moves for warlords: 

• Outflank someone, corner someone, encircle someone. 
• Attack someone suddenly, directly, and very hard. 
• Attack someone cautiously, holding reserves. 
• Seize someone or something, for leverage or information. 
• Make a show of force. 

Glance briefly at the peoples of that age. The dominant 
of Hyborians are no longer uniformly tawny-haired 
and grey-eyed. They have mixed with other races. 
There is a strong Shemitish, even a Stygian strain 
among the peoples of Koth, and to a lesser extent, of 
Argos, while in the case of the latter, admixture with 
the Zingarans has been more extensive than with the 
Shemites. The eastern Brythunians have intermarried 
with the dark-skinned Zamorians, and the people of 
southern Aquilonia have mixed with the brown 
Zingarans until black hair and brown eyes are the 
dominant type in Poitain, the southern-most province. 
The ancient kingdom of Hyperborea is more aloof 
than the others, yet there is alien blood in plenty in its 
veins, from the capture of foreign women — 
Hyrkanians, Æsir and Zamorians. But the barbarians 
have kept their bloodstream pure; the Cimmerians are 
tall and powerful, with dark hair and blue or grey eyes. 
The people of Nordheim are of similar build, but with 
white skins, blue eyes and golden or red hair. The Picts 
are of the same type as they always were — short, very 
dark, with black eyes and hair. The Hyrkanians are 
dark and generally tall and slender, though a squat 
slant-eyed type is more and more common among 
them, resulting from mixture with a curious race of 
intelligent, though stunted, aborigines, conquered by 
them among the mountains east of Vilayet, on their 
westward drift. The Shemites are generally of medium 
height, though sometimes when mixed with Stygian 
blood, gigantic, broadly and strongly built, with hook 
noses, dark eyes and blue-black hair. The Stygians are 
tall and well made, dusky, straight-featured — at least 
the ruling classes are of that type. The lower classes are 
a down-trodden, mongrel horde, a mixture of negroid, 
Stygian, Shemitish, even Hyborian bloods. 



• Make a show of discipline. 
• Offer to negotiate. Demand concession or obedience. 
• Claim territory: move into it, blockade it, assault it. 
• Buy out someone’s allies. 
• Make a careful study of someone and attack where 
they’re weak. 

Warlords act primarily through their people, acting directly 
themselves only when cornered or caught out in the open.

landscapes

A landscape threat can be natural or constructed, and 
whatever size you need. The cruel sea, the Pictish 
Wilderness, the ruins of Alkmeenon.

• Ruin (impulse: conceal a secret)
• Wilderness (impulse: to generate badness)
• Fortress (impulse: to deny access)
• Other Realm (impulse: to entice and betray people)

MC Moves for landscapes: 

• Reveal something to someone. 
• Display something for all to see. 
• Hide something. 
• Bar the way. 
• Open the way. 
• Provide another way. 
• Shift, move, rearrange. 
• Offer a guide. 
• Present a guardian. 
• Disgorge something. 
• Take something away: lost, used up, destroyed. 

affliction

An affliction threat isn’t a person, it’s something 
threatening that people are doing, or that is happening, or 
that has come to be. Choose which kind of affliction: 

• Curse (impulse: to bring the mighty low)
• Custom (impulse: to promote and justify violence)
• Superstition (impulse: to dominate people's choices and 

actions)
• Condition (impulse: to expose people to danger)

MC Moves for afflictions: 

• Someone neglects duties, responsibilities, obligations. 
• Someone flies into a rage. 
• Someone takes self-destructive, fruitless, or hopeless 
action. 
• Someone approaches, seeking help. 
• Someone approaches, seeking comfort. 
• Someone withdraws and seeks isolation. 
• Someone proclaims the affliction to be a just punishment. 
• Someone proclaims the affliction to be, in fact, a blessing. 
• Someone refuses or fails to adapt to new circumstances. 
• Someone brings friends or loved ones along. 

“Someone” in these moves will usually be an afflicted 
NPC.

brutes

• Cult (impulse: to victimise and incorporate people)
• Mob (impulse: to riot, burn, kill scapegoats)
• Enforcers (impulse: to victimise anyone who stands out) 
• Hunting pack (impulse: to victimise anyone vulnerable)

MC Moves for brutes: 

• Burst out in uncoordinated, undirected violence. 
• Make a coordinated attack with a coherent objective. 

• Tell stories (truth, lies, allegories, homilies). 
• Demand consideration or indulgence. 
• Rigidly follow or defy authority. 
• Cling to or defy reason. 
• Make a show of solidarity and power. 
• Ask for help or for someone’s participation.

hideouts
Some of the playbooks above let you take a “hideout” as an 
advance. Here’s rules for that.

By default, your hideout is in a secluded location, with 
food and lodgings for a half-dozen people for a week (more 
at a stretch). Then, choose two:

• Your hideout is large (lodgings for several dozen)
• Your hideout is well-stocked (food for a month)
• Your hideout is hidden and guarded by traps
• Your hideout is guarded by three or four loyal retainers
• Your hideout is defensible (2-armour for a group 

defending it)

And choose one:

• Your hideout’s location is well-known
• Your hideout is difficult and dangerous to reach
• Your hideout is filthy and ill-kept
• You share your hideout with someone you don’t 

command


