
The boxed HAWKMOON roleplaying game contains three rulesbooks, a map, 
a set of reference sheets, character sheets, three dice, and other enclosures. 
Each item fulfills or supplements a particular need.

PLAYERS BOOK contains all of the information needed to play the game: 
introduction to Tragic Millenium Earth, character generation, movement and 
combat, and skills. Use this book to create characters from Earth. Be a sailor, 
scientist, merchant, noble, scholar, soldier, hunter -even a mutant. Equip your 
characters with appropriate skills and selected weapons, and set off to find your 
fortunes.

In the center of this book you will find four copies of the adventurer sheet 
ready-to-use. The easiest way to remove them is to carefully tear down the 
center fold. Tug each sheet away from the staples. Removing these sheets does 
not affect the page numbering of the Players Book, and reveals a magnificent 
view of the Battle of the Kamarg.

SCIENCE BOOK assembles information on the history of the Tragic 
Millenium, provides a Chronology of Events drawn from the Hawkmoon 
novels, describes the effects of the Tragic Millenium, lists technological 
devices of the era, discusses mutations, and explains the results of 
interdimensional travel.

GAMEMASTER BOOK considers (with statistics) earthly animals and 
mutant monsters; gives hint to the gamemaster on style and content of his or her 
presentation; offers two introductory scenarios (The Twisted Village, and The 
Chatillon Caverns); and assembles statistics for some of the Tragic Millenium 
Earth notables -Duke Dorian Hawkmoon, Count Brass, Bowgentle, Huillam 
D'Averc, Oladahn of the Bulgar Mountains, etc.

What's In
This Box

An Explanation of the Parts



MAP OF EUROPE can be used to locate adventures, as a reference for travel, 
and to show the relationships of the various European Kingdoms before the 
advent of the Granbretanian invasion.

The REFERENCE SHEETS and additional ADVENTURER SHEETS 
make up the rest of the booklet which you now read.

The Adventurer Sheets are immediately usable to organize the information 
describing a character. The Minor Character Description form is simply a 
halfsized copy of the adventurer sheet. Two fit on a page and are more 
convenient for the gamemaster and those hard-gaming players who run more 
than one character at a time. Permission is granted to photocopy any of the 
chracter description sheets as needed for personal use - they may not be 
reproduced for sale. Master copies of the Character and Minor Character 
sheets are provided on pages 5 and 6 of the Players Book.

The Reference Sheets summarize important information from the 
HAWKMOON rulesbooks -a price list, weapons tables, mutation effects 
tables, combat aids, and a character creation summary.

THREE DICE (1D6, 1D8, 1D20) are sufficient for play, but you probably 
will want at least two more D6s. If you are unfamiliar with the dice provided 
in this game, read about them at the end of the first chapter of the Players 
Book.
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Two-Handed Weapons: to use any two-handed weapon, you must have both 
hands and arms free. In other words, you can't also wield a shield, though you 
could sling a shield over your back. Required STR, DEX: any user of the 
weapon must have at least the stated STR and DEX to wield it properly. If your 
adventurer uses a weapon that he lacks the STR for, he is perforce much 
slower and clumsier. In game terms, he swings last on every combat round. If 
his STR is more than 3 points less than the minimum requirement, he can only 
swing once evey other round. If his opponent is also using a forbidden 
weapon, then the highest DEX still swings first. In the case of bows and 
crossbows, a character with insufficient STR can't use the weapon at all -he 
simply can't pull back the bowstring.

If your adventurer lacks DEX, rather than STR, then he can't control the 
weapon properly, and a successful hit does only half the rolled damage to the 
target.

If your adventurer lacks both STR and DEX, he suffers both handicaps.

Range (for missiles only): the number of meters a missile can be launched 
successfully. All weapons are considered to have 20 hit points for 
determining whether they have been damaged by fire, acid, being stepped on 
by a horse, etc.

SEQUENCE OF PLAY:

1 - Declaration of Intent.

2 - Resolution of MeleelMissile Fire.

3 - MovementlMagic.

PROCEDURE

Highest DEX always strikes first.

A character may PARRY as many times in a round as he 
needs to, but each attempt is -20% than his previous 
PARRY attempt.

A character may DODGE instead of ATTACK or PARRY 
in a round, never both.

A character drawing a weapon subtracts 5 from his 
DEX for purposes of determining his strike rank that 
round.

CRITICAL HITS

Any auccessful AITACK which is 10% or less of the 
needed percentage (33% skill = 3% or less for critical).

A critical hit does twice the normal rolled damage and 
ignores all armor or other forms of protection.

A critical hit may be PARRIED, but the Parrying object 
will break.

A critical hit may only be DODGED by a critical Dodge.

CRITICAL PARRIES

A critical PARRY has the same chance as a critical hit.

A critical parry will break a weapon used in a normal 
successful Attack.

A critical Parry of a critical Attack will break both 
weapons.
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