SAGAS OF MIDGARD: 

	Rollover system (d100)

1-30: This action can be done almost perfectly every time by someone with rudimentary training.
31-50: This action is moderately difficult to an untrained person, but a trained person should be able to accomplish it most of the time.
51-70: This action is very difficult to someone untrained. They will fail most of the time.
71-100: This action is nearing impossibility. Only someone with proper training has a true chance.
101-120: This action requires training, luck, and the will of the Gods. Anyone else is doomed to fail.
120+: No one can do this excepting a great Hero of Midgard. Unless you’re one of those, don’t even try.



Domains

For general “ability checks,” bonuses to rolls are added based on total number of skill points spent in one of the relevant Domains:

Might of the Storm (Thor): Might of the Storm is used for any actions that require brute strength; climbing a windy mountain, kicking down a door, or, perhaps in rare circumstances, making a show of your strength to intimidate an opponent.


Natural Leader (Tyr): Natural Leader refers to your Hero's ability to inspire your allies and strike fear into your foes.


One-Eyed Wisdom (Odin): One-Eyed Wisdom is used to intuit and perceive the world around you.


Light Hands (Loki): Used for stealing, sneaking, and other sleight-of-hand dextrous trickery.


Force of Nature (Freyja): Used for survival in the wild, tracking, and other tests of heartiness and endurance.

The total points in these domains originate from points spent on specific Powers within Subdomains. You will find that skills in weaponry and combat are spread out around all five Domains.

	Favor

Powers are fueled by a resource called Favor. Here is how you get Favor:

Raiding and Sacrifice via blota
3 Hacksilver will convert to one point of Favor
Certain Powers
Feats of Strength (awarded by Skald)
The Blood-Eagle



Blessings

Total points spent in Domains also grant permanent divine Blessings according to the following table. See individual Domains for these permanent powers.

Blessed of: 15 SP 
Favored of: 30 SP 
Chosen of: 45 SP 
Exalted of: 60 SP 
Descended of: 75 SP


A player can only have one “Descended of ” Bonus active at one time.


	Surname and Title

Every character also has one Surname and one Title which grants the character further bonuses or abilities.



Runes

Finally, every character begins play with 2 Runes. These are “one-shot” expendable resources. Additional Runes will be discovered during play and are to be used freely to overcome formidable obstacles.

	Basic Attack

Roll (d100) against enemy’s Rollover (Dodge) adding bonus from Subdomain (Axes, Swords, Knives, Bows, etc.)

Any ranged attack performed when there are enemies within axe-range is done at a +30 rollover.


There is no way to buy into a Basic Attack with a weapon beyond buying skills within that subdomain.



Base Damage

In the Domain skills you will see damages referred to with Base Damage plus/minus a modifier. Your Base Damage with a particular weapon is Three for a One-Handed Weapon, Five for a Two-Handed weapon.

+1 damage for every +10 you receive to your roll for that weapon (Spent SP + any surname/title/artifact bonus)


	Range

Axe: Representing about a 30 foot radius, this is the center of the storm: all creatures within axe-range can hit any other creature within axe range.


Javelin: About 20 feet beyond axe range, this represents someone at the edges of a skirmish. Many ranged effects and spell abilities go out to javelin range.

Bow: Up to about 100 feet from the combat center, this is someone who has not yet entered melee.


Scouting Range: Someone watching from a distant vantage point. Excepting certain runes and spell effects, this person may be visible but is essentially out of combat and cannot be affected by any actions.



Combat Actions

Initiative: To determine your initiative (for entire combat), make a Light Hands (Loki) check. Enemies use their base rollover as their initiative score.
Delay Turn: Choose new initiative turn.
Move one Distance Increment
Use one Action
Use one Fast Action (if you have any)
Dodge: Dodge is the chance you have to dart around a foe’s attack. There are two subdomain skills by which Heroes can raise their dodge score: The Daggers and Dodge subdomain and the Shield subdomain. Additionally, any Hero equipped with a shield or choosing to forego armor each grant +10 to dodge. This is applied to the Dodge Roll to see if an attack hits you.
Focused Ability: If you choose a different action on your turn, the focused ability ceases to function.
Interrupt: One per round. Spend Favor cost.
Pushing: You may wish to push an enemy in combat, whether with hands, shield, or body. To attempt this, make a Might of the Storm (Thor) check at the creature’s base rollover +10. If you succeed, you may push them into another creature or an environmental effect. The effect of this will depend on into what you are pushing the creature and to what purpose and will be resolved by your Skald.


Non-Lethal damage: Most creatures in Midgard (Heroes included!) will fight to the death and will do everything they can to kill their enemies. Still, there may come a time when it is advantageous to take an enemy alive. In this instance, you may opt to do non lethal damage: striking non-vital body parts, hitting with the flat of the blade, etc. If you wish to deal non-lethal damage, you must declare it at the beginning of your action and make an attack at a +30 rollover. Any damage not expressly designated as non-lethal will negate any non-lethal damage. If a creature takes its hit point total in non-lethal damage, it is unconscious instead of dead for 5 minutes minute. These creatures will awaken with 1 HP after these five minutes have elapsed.

	Weapons

AXES
Hatchet (1 Handed Thrown) Axe (1 Handed Melee) Greataxe (2 Handed Melee)
HAMMERS
Hammer (1 Handed Thrown) Warhammer (1 Handed Melee) Maul (2 Handed Melee)
SWORDS
Sword (1 Handed Melee) Greatsword (2 Handed Melee)
SPEARS
Javelin (1 Handed Thrown) Spear (1 Handed Melee) Pike (2 Handed Melee)
DAGGERS
Dagger (1 Handed Thrown or Melee)
BOW
Bow (2 Handed Ranged)

Dual wield gains +10 to melee attacks
Using a two-handed weapon one-handed add 20 to rollover
Thrown weapon can be used up to javelin range



HP

15 at start +4 for every 15 SP after creation 

	Armor

None +10 to Dodge.


Light Armor (DR 2, Rollover 50)
Gambeson: Made of layers of linen or wool that would be stuffed with a variety of materials to offer padding and protection to those wearing it. This type of quilted armor was surprisingly effective and still allowed for maximum mobility on the battlefield. 

Aurochshide: An armor made of boiled and hardened aurochs leather. Multiple pieces would be used together to protect the torso and limbs from various weapon attacks.


Medium Armor: (DR 2, Rollover 30, -20 to Light Hands)
Donning Medium Armor requires 20 Spent SP invested in Thor or Tyr domains (any combination therein).


Brynja: Drengr blacksmiths are some of the best in the world and making mail armor is one of their specialties. This chainmail armor is made of interlocking rings of steel. It is most typically a long shirt that covers the chest, arms, and legs down to the knees. It is secured with a large belt to help distribute the weight and reduce the hindrance to mobility.


Spangabrynja: Not the most typical of Drengr armors, this set of scale mail will definitely turn heads. Modeled on foreign styles of armor, this scale mail is made of interlocking plates of steel or iron sewed onto a leather backing. It provides a good combination of protection and mobility.


Heavy Armor (DR 3, Rollover 25, -30 to Light Hands)
Donning Heavy Armor requires 40 Spent SP invested in Thor or Tyr domains (any combination therein).


Tvifold Brynja: Viking Double Mail. This armor is the pinnacle of Drengr chainmail. It is extremely difficult to make as it utilizes almost twice the number of interlocking rings that regular brynja has. This makes it noticeably heavier but offers much more protection. Fine Drengr blacksmiths take pride in their ability to make this armor and will usually adorn it with rings made from alloys of shiny metals. This adds a decorative element without sacrificing strength.


Armor acquired from foreign lands (Gallian Plate Mail, Brigandine, etc): This kind of armor is very uncommon in the Drengrlands as only the bravest warriors who have won it in battle and trained in its use are able to wear it. It consists of plates of metal that are articulated for movement and cover the whole body.



Healing

Safely Rest: In meadhall or fort. Gain full hp.
Mead-Break: Twice a day. One hour. Any healing actions may be used ONCE with the appropriate favor cost and all players may recover 1/4 of their hit point total.
Sleeping Around the Campfire: 1⁄2 hit point total.


	Dying

With Joy I Cease: In your darkest hour, you call upon the Gods to give you strength for one final act of glory. Advancing toward your enemy, you strike him with a death-blow; with his dying breath he strikes you down as well. Any healing, magical effects, rune effects, or damage reduction effects are ended upon you. Your hit-points are then immediately brought to zero and you die. Any other Heroes within bow range gain 5 Favor. This ability must be used on your turn and can be used on any creature. Creatures with the "Immortal" tagline are dealt 1/2 of their Total HP in damage instead of being killed outright. Creatures with the "Epic" tagline are dealt only 30 damage.


Additionally, the party will receive a death boon: a bonus (based upon your surname) that will trigger and help the party make the most of your sacrifice.



Structure of Adventures

Raiding: Favor is generated.
Heroic Deeds: The adventure “proper.”
The Mead-Hall: The players’ jarl (or king, or skald, or whatever NPC is appropriate here) has them boast of their accomplishments in the raid, as well as their heroic deeds. Players should think of their finest moment from that session, and sell it to the rest of their assembled group as best they can. The players will act both as heroes and warband here; after their tale, they will write on a piece of scrap paper the deed they felt was most memorable. The players should not vote for themselves (Odin is always watching you).
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