RIVER WORLD
A pencil and paper adventure game
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Walk Through Dreams

Cost: 15%

Prerequisites: Spirit Binding

Description: You can enter the dreams of anybody who you've met before, even
over great distances. You can choose the form of your dream self, and the target
may or may not realize what's happening. You and the dreamer can both gain
control of the dream environment. You can use this spell when you're awake or
before you go to sleep to mingle your dreams with the target’s. If you're awake,
you enter a trance-like state while in the dream. If you cast this spell and it turns
out the target isn't sleeping, it doesn’t work. You can bring up to two
companions with you into the dream, as long as they're sleeping.

Weather Magic

Cost: 15

Prerequisites: either witchcraft it or boatcraft i fitt

Description: Make an action roll to try to control the weather within the area you
can see, using perception or wisdom and adding witchcraft. If you just want to
nudge the weather in a direction it might have gone anyway, it's easy. If you
want to create a sudden rainstorm or strong wind or turn rainy skies sunny, it's
moderate. Creating or stopping a thunderstorm might be hard, and a tornado or
monsoon might be very hard. If you succeed, the weather you conjured
gradually forms over the next few minutes. Casting this spell means attempting
to make a single change to the weather, but if you succeed your change can
persist for as long as you want it to up to one day.

Weird Smell

Cost: 1%

Prerequisites: either Chemistry or Smoke Bomb

Duration: One day

Description: Counterfeit any smell of your choice by burning a small packet of
chemicals. More complex spells may take up to an hour to produce, but most
can be ready immediately. The smell can have the range and force of something
extremely pungent, and lasts for a day.
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1. HOW TO PLAY

River World is an adventure game where you create a character and try to use
their skills and abilities to overcome obstacles in a fictional world. Your
'\ / adventure can happen on a river, an ocean, a desert, or any other kind of world

ou’re interested in building with your group.
2 v @ 5 @ a Y [¢] your group

CLOUD '/ STEEL . . .
GOLD SIL ER One player at a time will take the role of the narrator, and the others will create

\\j \\l \ \ / a character to play as. The narrator will describe a situation, and you’ll describe

how your character reacts.

MERCURY TITANIUM

F R WATER LEAD IRON . . .
IRE \ R Any time you want your character to take an action in the story, you can roll

4 two aice
M= )i

ICE STONE \ BRONZE'

CELESTIAL ELEMENTS
Sy, 9 9 4
LIVING DEAD COPPER TIN

MATTER MATTER ) .
How hard is the action?

BASE METALS
SALCHEMIST'S &
POCKET CHART Difficulty What you need to roll to succeed

Transmutation Easy O or higher
Moderate 7 or higher
Triage Healing Hard 9 or higher

Cost: 1%
Prerequisites: medicine i it it Very Hard 11 or higher
Description: Make a moderate action roll on a target you can touch using your Impossible 13 or higher

wisdom, perception, or dexterity and adding your medicine skill. If you
succeed, the target can restore one heart. Succeed or fail, you can then
immediately try this three more times on different targets, but the second time
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Tactical Move

Cost: 15%

Prerequisites: leadership it

Description: Use a non-attack action to let an ally of your choice who can hear or
see you make any action. If they use it to attack, you can choose their target.

Thief’s Ingenuity

Cost: 1%

Prerequisites: stealth it fitt

Description: You have a mechanical affinity, and can attempt to create or
dismantle a mechanism or device. The difficulty is one level easier than it would
normally be: hard becomes moderate, moderate becomes easy, etc.

Tracking

Cost: 1%

Prerequisites: wilderness fitt

Description: Roll to track a person or creature. Describe how you attempt to
track them, then make an action roll depending on the environment and your
target. The difficulty is one level easier than it would normally be: very hard
becomes hard, hard becomes moderate, etc.

Transfer Wounds

Cost: 1%

Prerequisites: witchcraft it

Description: When you successfully wound a foe with a close range attack, you
can immediately use this action to heal a wounded ally in your line of sight. That
ally’s wound is instantly inflicted on your target instead. The target still only
takes one wound.

Transfiguration

Cost: 1%

Prerequisites: witchcraft 1t
Duration: Until sunrise
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2. HOW TO MAKE A CHARACTER

Get a piece of paper and draw three lines across it like this:
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Sharpshooter

Cost: 1%

Prerequisites: either archery it fif or distance throwing it it

Description: Use this action any time you’re making a long range attack roll to
add one bonus dice to your roll. Can be combined with other special abilities.

Single Combat

Cost: 3%

Prerequisites: either negotiation ffft or etiquette 1t

Description: Halt a conflict and force a resolution by single combat, with terms
agreed on by both sides. Each side chooses a representative, and they fight
either to incapacitation or to the death (the fighters must agree on the terms).
The conflict is then resolved. If you try to use this action against an enemy that
outnumbers you 5 to 1 or more, you have to make a hard action roll using
charisma and negotiation. If you succeed, you can force the single combat, but
if you fail you still lose the three stars you spent.

Smoke Bomb

Cost: 2%

Prerequisites: either Chemistry or Thief's Ingenuity

Duration: Ten seconds

Description: Learning this skill means you have the ability to use substances
from your environment to make smoke bombs. When you throw one, you and
everyone in close range to you is enveloped by a cloud of thick smoke that it's
impossible to see through. The smoke lingers for about ten seconds, then
dissipates. You can choose the color of the smoke.

Sneak Attack

Cost: 15%

Prerequisites: stealth it

Description: Before you make an attack roll using your agility, you can choose to

use this action to make it a sneak attack. This can either mean you're sneaking

up on an enemy unawares, or just striking in an unexpected way. If you then fail
73

The six skills in the middle left box are your character’s dice skills.

Every time you roll the dice you use either agility, dexterity, strength,
perception, wisdom or charisma.

Every skill has a score of 1, 2, or 3, with an average person being all 2’s.

Use a pencil to assign your six dice skills however you want, as long as they
add up to a total of 13, and are all either 1, 2, or 3.

Name: Honrad Defense:

VIV, AR G

Dice Skills Items
Agility: 3
Dexterity: 2
Strength: 1
Perception: 3
Wisdom: 1

Charisma: 3

Skills Special Abilities

Which one of the six you use depends on the type of action you're trying to
succeed at:
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Prerequisites: either negotiation it or music it

Description: Your skills as an orator let you win back a crowd even if they're
skeptical at first. Any time you fail an action roll using your charisma, you can
use this ability to re-roll and use the new result instead, as long as the action
you're taking involves speaking to two or more people.

Quickdraw

Cost: 2%

Prerequisites: Return Fire

Description: If someone other than you is about to get the first move in a fight,
use this action to get to go first instead.

Repair

Cost: 15%

Prerequisites: craftsmanship it

Description: Try to fix a broken object. Describe how you attempt to fix it using
the supplies and knowledge you have access to, then make an action roll
depending on how hard the job is. The difficulty is one level easier than it would
normally be: hard becomes moderate, moderate becomes easy, etc. You can
use your wisdom or perception and add your craftsmanship skill. You cannot
use this action on things which are broken beyond repair.

Return Fire

Cost: 1%

Prerequisites: either archery it or distance throwing fitt

Description: When someone makes a long range attack against you and fails, use
this to get an immediate long range attack back against them. Like with Parry,
two opponents with this action can continue using it back and forth until one of
them hits.

Reverse Time
Cost: 5%
Prerequisites: Distort Time

71

THE OTHER THREE
ARE MORE MENTAL:

PERCEPTION s your
AWARENESS 0F YJOUR SURRAUND-
INGS, YOUR ATTUNEMENT TO

YOUR SENSES, AND YOUR ARILITY
TQ READ A PERSON OR A SITUATION.

WISDOM reeresents
HOW MENTALLY QUICK
YouU ARE AND HOW MUCH
K NOWLEDGE Y0U HAVE.

CHARISMA s sociaL

SKILLS, HowW LIKABLE You ARE,
HOW TRUSTWORTHY YoUu SEEM,
AND HOW GOOD You ARE AT
LEADING, NEGOTIATING, OR LYING.

8
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Parry

Cost: 0%

Prerequisites: either close combat it or wilderness i

Description: When someone makes a close range attack against you and fails
their attack roll, this action lets you instantly make an attack back against them.
If both parties have Parry, they can continue using it back and forth against each
other until someone lands a hit.

Pass in Silence

Cost: 15%

Prerequisites: stealth it

Duration: Until you make a noise

Description: You make yourself completely silent and can move without making a
sound. It lasts until you speak or choose to make any kind of noise.

Peak Fitness

Cost: 8%

Prerequisites: Martial Arts

Duration: Permanent

Description: Permanently change your dice skill scores (agility, dexterity,
strength, perception, wisdom, and charisma) to any numbers between 1 and 3, as
long as they all add up to 14.

Pickpocket

Cost: 15%

Prerequisites: stealth it

Description: Roll to steal an item from someone. Describe how you attempt to
steal it, then make an action roll depending on the circumstances. The difficulty
becomes one level easier than it would normally be: very hard becomes hard,
hard becomes moderate, etc. You get to know the difficulty before committing
to trying this action. You can use your dexterity and add your stealth skill.
Whether you succeed or fail, the target will notice your attempt if they can make
a very hard perception roll.

69

Next, choose one of these four backgrounds:

= The Warrior is good at fighting.
Turn to page 11

=+ The Thief is good at sneaking around and using creative or
underhanded methods to get what they want.
Turn to page 15

=+ The Merchant makes their living doing a trade. They might be a
skilled craftsman or a traveler who spends most of their time in the
wilderness.

Turn to page 19

=» The Mage can do magic.
Turn to page 22

If you're interested in playing as the narrator, turn to page 35.

10
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Martial Arts

Cost: 2%

Prerequisites: close combat it 1t

Description: You're an expert in a fight, elevating violence into an art form. You
can use this action immediately when you fail a close range attack roll. You get
to roll again and use that result instead.

Metamorphosis

Cost: 15% / 2%

Prerequisites: Familiar

Duration: Until sunrise

Description: For 1%, transform yourself, or an ally you can touch, into any animal
that you've seen before. If your target is unwilling, the spell costs 2, and you
must succeed at a close range attack roll against them, using agility or
strength and adding your witchcraft skill. Someone transformed against their
will can make a very hard action roll using charisma and adding their
witchcraft skill to turn back. You can’t transform into most monsters or magical
creatures, and some magical creatures are immune to the spell’s effects. The
transformation lasts until you choose to end it or the sun rises.

Minor Golem

Cost: 2%

Prerequisites: Transmutation

Duration: Until sunset

Description: Create a figure of stones, clay, or a material of your choice, that can
move independently and use limited intelligence towards accomplishing a single
simple task. You must write down its task and place it inside the golem. Can't be
bigger than an average human. Lasts until the next time the sun sets.

Multiple Targets
Cost: 1%
Prerequisites: distance throwing it
Description: After you make a successful range attack with a throwing weapon,
use this action to make another attack roll against a target that’s within close
67

LONG RANGE

in the skills section, add one of
these two skills:

archery it or

distance throwing fitt

Also in the skills section, add:
climbing 1t

in the items section, add one item
from this list:

a bow and arrows, a spear, four
throwing knives, a hand ax, a
boomerang

and one item from this list:

a hunting knife, flint and tinder, a
grappling hook with 60 feet of rope,
a map of the area you're in, a
sewing kit

in the Special Abilities section,
add:
Return Fire 15%

If a weapon or item you want isn’t on the list, check with the other players, you
can have it if everyone agrees it's fair.

Finish your character sheet on page 27.

12
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Use your perception or wisdom and add your craftsmanship skill. If you
succeed, the narrator has to tell you truthfully what the object is.

IlWlumination

Cost: 0%

Prerequisites: Conjure Fire

Duration: Until sunset

Description: A point of light as bright as a torch appears in your hand. It can be
any color you choose, and you can attach it to objects. It lasts until you dispel it
or the sun sets. You can make up to six at a time.

Improvised Carpentry

Cost: 1%

Prerequisites: either craftsmanship it or boatcraft 1t

Description: Scavenge available wood to build a structure. To succeed you need
to describe what tools you're using and how you’re doing it, then make an action
roll depending on how hard the job is. The difficulty is one level easier than it
would normally be: very hard becomes hard, hard becomes moderate, etc.

Improvised Weapon

Cost: 15%

Prerequisites: either close combat ffif or distance throwing it

Description: Pick up an object that’s not a weapon but could reasonably be used
as one in the circumstances. Your opponent is caught off guard by your
unexpected tactics, so if you fail your very first attack roll with the
improvised weapon you get one chance to re-roll it.

Invisibility

Cost: 2%

Prerequisites: Blindness

Duration: Until sunrise

Description: Make you or one person you can touch completely invisible. They
stay invisible until you choose to end the spell or the sun rises. Also works on

65

with archery or distance throwing

accessible now:

accessible with prerequisites:

Bodkin Arrow (archery)

Cover Fire

Improvised Weapon (dist. throwing)
Multiple Targets (dist. throwing)
Quickdraw

Return Fire

Ambush Predator
Defense Formation
Difficult Prey
Sharpshooter

with climbing

accessible now:

accessible with prerequisites:

Catlike Grace
Narrow Escape

Defense Formation
Difficult Prey

Hard to Hit

Press Your Luck

14
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Golemry

Cost: 3%

Prerequisites: alchemy it i

Duration: Permanent

Description: Create a figure of clay, metal, or a material of your choice, that can
move independently and act based on written instructions stored inside it. It is
capable of incorporating new information into itself by physically eating more
written instructions. The more writing it eats and the more complex it becomes,
the more likely the golem is to start making independent changes to its
assigned goals and actions. A golem is tethered to its physical form, and unlike
living beings, its artificial spirit cannot exist without the body it was created in.

Gravity Throw

Cost: 15%

Prerequisites: alchemy fftt

Description: Cause an object you can see to be forcefully flung in a direction of
your choice. It must be something you can physically lift, and can’t be in
someone else’s grip. Make an attack roll against the target using your
perception or wisdom and adding your distance throwing skill.

Hard Bargain

Cost: 1%

Prerequisites: either negotiation it or business fft

Description: Any time you fail an action roll using your charisma, you can use
this ability to re-roll and use the new result instead, as long as the action you're
taking involves interacting one-on-one with another person.

Hard to Hit

Cost: 0%

Prerequisites: Catlike Grace

Duration: Permanent

Description: Your nimble cunning lets you permanently raise your defense to
10.

63

BANDIT

in the skills section,
add:

close combat it
negotiation 1t

in the items section,
add one item from this
list:

a sword, a spear, a staff,
a hand-ax

and two items from this
list: a hunting knife, flint
and tinder, a compass, a
crowbar, 60 feet of rope

in the Special Abilities
section, add:
Feint Attack 15%

Finish your character sheet on page 27.

16
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against you, the spell is broken and your defense returns to normal. The spell is
also broken when the sun rises.

Flight

Cost: 6%

Prerequisites: both Witchwind and Herb Foraging

Duration: Permanent

Description: Make an ointment to use on an inanimate object that’'s no more
than about seven times your size, and which is substantial enough to support
your weight. That object permanently gains the ability to fly while you are
touching it (meaning you only have to spend the stars to cast this spell once),
and can support your weight plus about twice your weight in cargo. To make
difficult maneuvers while flying you may have to make action rolls using your
agility and witchcraft. You can choose to undo the enchantment at any time,
but can only use it on one object at a time. If you undo the enchantment and
cast it again, you have to spend the stars again.

Fourth Heart

Cost: 43¢

Prerequisites: Martial Arts

Duration: Permanent

Description: Train your body to permanently increase the maximum number of
hearts on your character sheet by one, as long as doing so doesn'’t give you a
total of more than four hearts. This works differently than most special abilities:
you only need to spend four stars to use it one time, and your maximum number
of hearts is permanently increased.

Giant Animal

Cost: 2%

Prerequisites: Metamorphosis

Duration: Until sunrise, or permanent for a familiar

Description: Increase the size of an animal you can touch, up to about the size
of a moose (or an elephant if you have fft it it in witchcraft). The transformation

61

with close combat

accessible now:

accessible with prerequisites:

Defend

Feint Attack
Improvised Weapon
Parry

Self Defense

Berserkergang
Clever Bladework
Cruel Barrage
Defense Formation
Fifth Heart

Fourth Heart
Martial Arts

Peak Fitness

Press Your Luck
Pressing Advance
Spinning Parry
Superhuman Fitness
Unbalancing Strike

with negotiation:

accessible now:

accessible with prerequisites:

Bluff

Hard Bargain
Public Speaking
Single Combat

Call a Truce
Detect Lies

18
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Feint Attack

Feint Attack

Cost: 1%

Prerequisites: either close combat it or stealth i

Description: Choose a target to try to distract. Make a contest roll using your
agility or dexterity against their perception, with both of you adding your
related fighting skills. If you win or it's a tie, you strike at them with a blow
intended only to distract. This creates an opening for an ally of your choice who
is also at close range to get an immediate free attack action against the target.
Using this action doesn’t count as an attack.

59

ARTISAN

in the skills section, add:
craftsmanship fit
negotiation it

in the items section, add one item
from this list:
a dagger, a hatchet, a bow and arrows

and three items from this list:

a spyglass, ink and paper, a saw,
scissors, a hammer, a map of the
region you're from, a book, a crowbar,
a sewing kit, a scale and weights, a
chisel

also in the items section, add
silver shells: 150

If you want to, you can use these three facts as a basis for an economy:

1. a silver shell is a small silver-colored seashell.

2. a gold sun shell is a bigger, gold-colored seashell worth 10 silver shells.
3. 1 gold shell is worth about a fair wage for one day of labor.

Finish your character sheet on page 27.
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Energy Bomb

Cost: 1%

Prerequisites: Transmutation

Description: You can charge up any object you can touch as long as it's not
made of living matter. The object remains charged for as long as you choose,
then explodes with the force of a small grenade. You can only charge one object
at a time, and it must be light enough for you to physically lift. If you're using this
in battle, make the attack roll using your dexterity or strength, and adding the
distance throwing skill if you have it. Everybody within close range of your
intended target is in danger of being hit by the blast. Make one attack roll for
each target in that range, both enemies and allies, dealing an injury from the
explosion on a success. If the sun sets while the energy bomb is still charged, it
explodes.

Expert Healing

Cost: 1%

Prerequisites: medicine i

Description: Try to heal a wound on yourself or someone else with your hands,
supplies, and knowledge of anatomy. Make a moderate action roll using your
wisdom, perception, or dexterity, and adding your medicine skill. If you
succeed, the target can restore one crossed-out heart. If you're not in a fight
and there’s no time pressure, the difficulty is easy.

Expert Transmutation

Cost: 0%

Prerequisites: both Transmutation and Distort Space

Description: When you spend two or more stars to use Transmutation, you can
use this ability at the same time to have one star instantly refunded.
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THE MAGE

A mage can use magic in one of two ways. Students of alchemy use the natural
chemicals and hard matter of the earth to fuel their magic. Students of
witchcraft commune with the power of nature and the spirits of the dead for
their spells. Nobody can have skill points in both alchemy and witchcraft. In
addition to the spells available in the Special Abilities list, once you reach higher
levels of power you can invent your own spells.

Choose one of these two paths, and add what it says to your character sheet.
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Distort Space

Cost: 2%

Prerequisites: alchemy it it

Duration: Until sunset, or until broken

Description: Your body is surrounded by a field of distorted space, raising your
defense to 11. When someone successfully hits you despite your raised defense,
you must make a hard action roll using your wisdom and adding your alchemy
skill. If you fail, the distortion is undone and your defense returns to normal.
Otherwise, the defensive field lasts until the sun sets.

Distort Space

Distort Time

Cost: 15%

Prerequisites: alchemy i it

Duration: One turn

Description: Use your ability to bend the flow of time to make yourself move
faster than the world around you, getting an extra action during your turn in a
fight. After using your first action to use Distort Time, you then get an additional
three actions. The first cannot be used to attack, but the second and third can
be used to do anything you want.
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WITCH

in the skills section, add:
witchcraft

in the Special Abilities section, add:
Transfer Wounds 15%

in the items section, add one item
from this list:
a ritual knife, a wooden staff, a

hatchet, a spear

and one item from this list:
a wooden wand, a crystal, a mask, a

book, a candle, an astronomical chart,
a mortar and pestle, flint and tinder, a
map of a foreign place, a dead
animal, a ghost in a jar.

in the action stars section, add a
fourth star.

Finish your character sheet on page 27.

24



12°}

‘u4n} JnOA JO uollde puoIas ay} asn 111s uay} ‘Aaid

NNOLLQ SN pue SAOW Y10g O} UOLIOe SUOo asn ued noA ‘ybLy e ut 104 yoele Jayl
uo Aybe asn 1snw noA 1sutebe yoene abuel Buo] 4o 9s0)d e Bulyew suokue
‘uol1oe styl Bulsn Jalje uollow JueIsuod UL utewal noA se Buoj se 1o uolduasaqg
uolow Ul utewsad noA se Buoy sy :uolieing

Jajooysdieys 40 adein) Hlj1e) DY salisinbataid

241 150D

Aaid nnaLyLa

"noA 01 BulA] st uosiad 1eyi Jayisym noA 1191 1Snw Jojelieu ay)l ‘ewsLieyd
S,9uU08Wos 1sulebe uorydadiad noA Yim 1104 1S21U0D B UM noA T :uoldudssqg
Hn1g JO UOLIBAISSUQ UDDY J9YILd :Sallsinbalald

3£] 180D

sal 10919a

‘A1@1eLpawiwl SpUs 109148 ay} ‘uoliewio

9sud}9( 9y} Ul uosiad auo Auo SL 819y} JI "'SNUOQ dSUSLSP Y1 9SO pue }JO yealq
Aoyl 1Ley A3y1 JL pue ‘uoljewsoy} Ul Aels 01 1104 UOLIOe SjeJ9pOoW e dyew 0} aAey
£dU1 ‘11Y SI UOLIBWIO) Y] UL UOSWOS USYAMA 1SaybLy ayl sey wayl JO JSAYILYM
JO 8Suaap 3yl + | 01 |enba asua}ap JIdY} 189S UBD awll swes sy} 1e uoljew.lo
9sUB}9Q SN OYM S3Lj1e NIV “119M Se 1L 9snh Aj91elpawiul Ued UoL}ewo asuayaq
sSmouy osje oym Awsus Jo Ajje Aue ‘Aitge 1etoads siyi asn nok usypy :uolduosag
uollewo} 8y} ul utewsad syuediolied omy 1sed) 1e se Buo) sy :uotjeing

3J14 JOA0D 10 puda(g 49U :saysinbalaid

3¢] 380D

uoLlew.04 asuayaq

‘uin] swes ay3} uo noA punom A)Jnyssaaons

141 Aay1 ssajun Ajje 1eyl yoelle ued Apoqou ‘pajeitoededul ale nNOA J1un

JO uJN] 1XaU INOA J1IUN "PUSap 01 Al ue asooyd 0} UOLIde SLy) 3s( :uolduoasag
Ji diysispes) 4o Ji 1equiod 9s01d JaYaLd :sallsinbalaid

3£] 180D

pusjag

14

NdWS PILSMN

SpPUNoOM opun

quog axows

SWlL] 9sJ9N9y

J31BM Ysai4 jo awnid
wia105) JOUL

soA7 Bulkyubep
uoneutwn)I

Awa)0H

sJels enx3y
uolelnwsuel) 1adx3
quog ABiau3g

awl] woistd

9oeds uoisig
Ansiway)d

ButuybL jo nog

uotlielnwsuel|
mouy] Ayneln
uol159104d J0 piatd
Buismoq

921 ainfuo)

3414 a4nfuo)

:saj1stnbatald Yim 91qISSe20e

:MOU 3)qiSSadoe

dAwayoje yum

@1 obed uo sall)lqy 1e10ads Jo 1Si) jeanraqeydie 99s suolldLIdsap J0)
abej\ e se 0] ss922y aAeY NOA sallllqy 1eldadg



jet of fire from the fireball, make a moderate action roll (also using strength
and alchemy). If you fail, the fireball burns too hot and you lose control. You can
immediately make one final attack by hurling the fireball at a target as you lose
control, then it explodes and dissipates.

Conjure Ice

Cost: 15%

Prerequisites: alchemy fitt

Duration: As long as you can maintain control of the ice beam

Description: A raw white beam of freezing energy crackles between the palms of
your hands. You can direct the beam to make long range attacks using wisdom
and adding your alchemy skill. After using the ice beam, make a hard action roll
(also using wisdom and alchemy). If you fail, you lose control and the beam
dissipates into the air.

Cover Fire

Cost: 1%

Prerequisites: either archery fit or distance throwing fftt

Duration: One turn

Description: Choose one ally you can see to provide cover for. Until your next
turn, all close or long range attacks made against that ally have one penalty
dice added, as you protect them with cover fire. On the turn that you use this
action, you must also make a long range attack. The attack does not need to
succeed, and can be made immediately after using your non-attack action to use
Cover Fire. If you are incapacitated the effect ends immediately.

Cruel Barrage

Cost: 1%

Prerequisites: Pressing Advance

Description: Choose a target and make a close range attack against them. If you
succeed, you can continue making repeated attacks against them as many times
in a row as you can until you fail. On all but the first attack, you must use
strength for the attack roll.
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with witchcraft:

accessible now:

accessible with prerequisites:

Animal Communication
Herb Foraging

Transfer Wounds
Transfiguration
Weather Magic

Animal Companion
Blindness

Familiar

Flesh to Smoke
Flight

Giant Animal
Healing Salve
Invisibility
Metamorphosis
Poison Immunity
Shapeshifter

Spirit Binding
Vanish and Return
Walk Through Dreams
Witch Eyes

Witch's Curse
Witchwind
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Bolt of Lightning

Cost: 2%

Prerequisites: alchemy it it

Duration: As long as you can maintain control

Description: A crackling thunderbolt erupts between the palms of your hands.
You can use it to strike at any target you can see, making a long range attack
using your wisdom and adding your alchemy skill. After you attack with the
lightning bolt, make a hard action roll (also using wisdom and alchemy) to try
to maintain control of it so you can use it again. If you fail, you lose the
lightning bolt but can first make one immediate free attack against a target of
your choice, hurling the loose bolt in their direction. Whenever an attack with the
lightning bolt succeeds, you can make an immediate second attack roll against
another target within close range of the first, causing a chain of lightning. You
can do this as many times in a row as you can before failing an attack roll, and
you only need to roll to maintain control of the lightning bolt the first time.

Bluff

Cost: 1%

Prerequisites: either stealth ffft, negotiation 1iit, or business 1

Description: Use this action to make it more likely that you'll get away with a lie.
Describe what you say, and if the difficulty otherwise would have been very hard
or less, it becomes one level easier, with hard becoming moderate, etc. Special
abilities like Detect Lies can counteract this.

Call a Truce

Cost: 1%

Prerequisites: Public Speaking

Description: You can use this action when you're in a fight or witness to a fight,
as long as it involves fewer than 30 people. When you Call a Truce, both sides
stop fighting for a moment and listen to you. You then have a chance to try to
resolve the conflict, but if it's not resolved within about a minute, the fighting
can resume. You can’t use this more than once during the same fight.
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3. FIGHTING and HEALING

Normally you don't need to worry about waiting for your turn: if you have an idea,
you can speak up and try it at any time. But sometimes you might get into a fight
or a struggle where you switch to going around the circle taking turns. When this
happens you can take two actions on your turn:

1. Optional non-attack action, you can do anything except attack
2. Main action, can be used to attack or do anything else

When you attack someone, use a dice skill that's related to what you're doing to
make an attack roll. Just like with a normal action roll, if you have a 3 in that
dice skill, you get a bonus dice, if you have a 1you get a penalty dice, and if
you have a 2, you just roll 2 dice.

Roll the dice, and add points for one related skill if you have one. The result must
be equal to or higher than the target's Defense to succeed. If you succeed,
you injure the target, and cross off one of their hearts. If you fail, they may have
a Special Ability that gives them a chance to attack back.
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Animal Companion

Berserkergang

Cost: X%

Prerequisites: either close combat it or wilderness fit it

Duration: One turn

Description: Your judgment and self-control give way to a bloody fury. On the

turn that you use this action, you can make a number of attack actions equal to

the number of stars you spent to use it. Your defense also increases to 12 until
the beginning of your next turn.
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Contest rolls

Sometimes you might also make a contest roll against someone, where
both of you roll on a dice skill and see who rolls higher.

For instance if two people are trying to throw each other off a narrow
bridge, that might be a contest of strength. The narrator decides the
consequences of a tie, so in that case they might both remain safe on the
bridge, or they might both topple over the side together.

Deciding the turn order

When you're in a fight with just two people, make a contest roll (usually
using agility) to see who gets to go first. If there are more than two
people involved, have each side choose a leader to make the contest roll
for their team. Then alternate between the teams until everyone has gone
once, and repeat in the same order.

It's easiest to just go around the circle in the order the players happen to
be sitting, but you can choose another order if you prefer.

If one team outnumbers the other, they'll get to go multiple times in a row
before switching back to the other team. So if two people named A1 and

A2 are fighting B1, B2, B3, and B4, the order would look like:

A1, B1, A2, B2, B3, B4, repeat.

30
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Range and Tactics

Every attack is either close range or long range. Don’t worry too much
about mapping out everybody’s exact locations, it doesn’t matter whether
someone’s 30 feet away from you or 40 feet, it just matters whether
they're at close range, at long range, or totally out of range, and you and
the other players can use your best judgment to make that call, with the
narrator acting as referee.

If a close range fighter is being attacked by long range fighters,
they can use their non-attack action to close the distance between
themselves and the attackers. If there’s treacherous terrain in between
the two, it may take an action roll to succeed. Once they've used their
first action to move up close, they can use their second action to
strike.

An archer or other long-range fighter can use their ranged weapon up
close, but doing so counts as a close range attack and can be countered
with Parry if they fail.

When you get a good night's rest (or a full day’s rest) and a full meal, restore
your crossed-out hearts and stars, but do not erase any X's you have under your
hearts. Each X requires a full week of rest and recovery before you can erase it.
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An Example Adventure

This example adventure uses a map (page 47). Maps are totally optional, but
they can be a useful tool to help everyone imagine the same setting.

The adventure begins in Bridgetown, a small prosperous trading town. The
characters are all locals, Bridgetown is their hometown, and they all already know
each other. They work at the docks together.

One day at work they hear a splash and a scream for help. A man has fallen into
the river upstream, he’s thrashing and he’s yelling that he can’t swim. If the
characters choose to ignore him, that’s okay, you don’t need to force your
players to play through any kind of specific story or adventure. Just react to what
they do and to the questions they ask, and don't be afraid to share the burden of
improvising with the other players.

If they do try to rescue the drowning man, it takes a hard strength or agility roll
to save him. Give bonus dice if the solution they come up with is clever enough.
The man tells them he’s in desperate need of help, and he can offer them
money.

His name is Kest, and his father owns the local stables on the northern outskirts
of town. It was his father who threw him into the river, in a rage after Kest
accidentally let his prized golden pig escape from its pen.

The pig has run off into the Forest of Owls, and he’s afraid to go after it himself
because of how dangerous the forest is. He'll give them each 150 silver shells if
they bring him the pig.

If they enter the Forest of Owls, have one or two encounters prepared with wild

beasts and monsters, or forest bandits. Use the suggestions on pages 42 and 43
to help create enemies for your characters to battle.

45

5. LEARNING NEW SKILLS

A five-line tally mark (1itt) represents having a single point in a skill. When you
get practice at something, you add a line. Whenever you roll the dice, you can
declare before rolling that you're adding a relevant skill. You can then add 1 to
the roll for every 1t you have in the skill. If there’s disagreement over whether
the skill is relevant, the narrator acts as referee.

For instance if you get into a swordfight, you can get one line in close combat
once the fight is over, win or lose. You don’t get one line every time you swing
your sword. An especially impressive win might get you two lines.

You can add any new skill to your skill list at any time, as long as you and the
other players agree on it being a legitimate skill and what it should be called.

You don't get any bonus for that skill until you get your first five-line tally mark
1tt, representing one skill point.

When your characters have down time, you can have a fight pitting all the
characters against each other to see who wins. If everyone agrees before a fight
that you're only sparring and not trying to hurt each other, you do not have to
mark an X when you run out of hearts, you're just out for the count and need
some rest or healing before you can keep fighting. Everyone can get one tally
line this way (in any skill they used during the practice fight), and the winner can
get two.

For a reminder of what normally happens when you run out of hearts,
see page 9.
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Dragon

A terrible flying fire-wyvern from ancient days.
0V %5

Defense: 14

Agi: 3, Dex: 1, Str: 4, Per: 3, Wis: 2, Cha: 2

Skills: close combat 1t fitt
Special Abilities: Fire Breath, Parry

The dragon attacks with its teeth and claws using its strength and its close
combat skill. Its superhuman strength score of 4 lets it roll two bonus dice on
every strength attack. If it makes a successful attack with its talons it can also
lift its target away up into the air.

Fire Breath 13%: All targets in range of the dragon’s cone of fire have to make a
very hard agility roll to avoid taking a wound.

When you're creating characters to inhabit your world, remember you can always
invent new Special Abilities for them. For instance, there's no Special Ability in
the list for Fire Breath, but a dragon wouldn’t be a dragon without it.

Wild Animals

Def. VR ¢ Agi. Dex. Str. Per. Wis. Cha. Special Abilities | Disposition

Tiger 12 2 5 3 2 3 3 1 2 Parry, Pounce predatory

Moose 10 3 3 2 1 3 3 2 2 Trample peaceful

Crocodile 9* 2 3 2 1 2 3 1 1 Death Roll watchful

Hippo- Trample,

potamus | 10 5 4 2 1 4 2 1 2 Berserkergang |violent
Parry, Feint

Wolf 11 1 3 3 1 2 3 2 3 Attack predatory

*The crocodile's defense is 9 on land, but 12 in the water.

43

This cycle can repeat as many times as it needs to. Every time it does, it
contributes to a shared reality agreed on between the players, which is how the
virtual world of the game is created.

The fun of the game comes from exploring that world, and from creating
characters and finding out what happens to them.

River World is a set of rules you can use to help you with step 3.
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This can happen with up to as many dice as you want. You may have a situation
where a player is rolling five or ten dice. But they only ever count two of them at
a time.

(If you're short on dice, you can re-roll one dice as many times as needed.)

Give bonus dice when the other players come up with creative ways to give
themselves an edge.

Skill bonuses do not stack, you only get one per roll and it can only be worth
1-3 points. If the character in the example had had it (2 skill points) in
log-lifting or some related skill, they would have gotten to add 2 on top of their
roll of 9, making it 11.

Creating Enemies, Allies, and Monsters

Populating the world with monsters, characters, and wild beasts may take
some time. As the narrator, expect to spend 15 minutes or so before the
game preparing for it. Of course, you never know what'’s actually going to
happen once the game starts, but it’s helpful to have some characters
ready.

The next few pages contain some examples of enemies, animals, and
monsters. You can use these as they are, or just use them as inspiration to
create your own.

41

A few tips that are specific to River World:

=» Remember you don't need to have a skill in something to do it. For
instance, your characters will likely get into a fight, and not all of them will
have combat skills. If you have a spear, but no skill points in close combat,
you can still attack someone with that spear. You'll just be less likely to
succeed.

=» Help the players engage with the skill learning system, remind them that
they can add tally marks to skills when they get practice with them.
They can add a new skill with no tally marks at any time, but they only get a
point once it gets up to a full 1.

=» When the characters accomplish a major goal, they get an extra star and
the chance to learn two new special abilities. You should give them a star
at the end of the first or second session of playing the game, and again
at the end of the third or fourth session. After that, you can start to make
the extra stars a little more rare. Letting the characters level up early on will
help give the players agency in creating their character.

=+ When creating enemies and allies (including allies like golems and
animal companions) to inhabit the world, you can refer to the character
stats on pages 42 and 43 for examples.

= Giving bonus dice and penalty dice consistently is an important way to
give texture to the world.
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