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Gameplay Walkthrough:
Andrew Shepherd and
the Woll Attack
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This is an interactive walkthrough of the Zurn roleplay system, taking
you through a short scene (or “encounter” as we call it) that will help you
learn how to play the game. All you need is a set of dice (12 six-sided dice
for this encounter, one of which should be a different color or size from
the rest) or a six-sided dice app on your phone. Everything else is on us.

For this encounter you will play Andrew Shepherd, a man hired by a
village elder to drive off a pack of wolves. You will choose what Andrew
does, roll for his actions, note the results, and then see what happens.

Andrew’s character sheet looks like this:
L0

BLY

CHARACTER MNAME: ANDREW SHEPHERD AFFILIATICN. ORDER

RACESCLASE. HUMAN RANGER ALIGNMENT: MEUTRAL

Adrvancement Points: O Character Points: 5

‘ Channel Dice (ZDE&)

Commaon Rolls:

Base Ztrength: _ 40

~Fmoad- 10D -Tomo: 9D F, 5D+1 30 -Army SD+2 F, 4D M -Fom /Jomp: 4002
-Bow: BD+2 ~Zhield: H+30 /ML -Elements 3D ~Chreh: £D0+2

Base Finesse: 5D

~Fmead Hat 9D -Boo Hit 9D -Drodge SD+2 -Hade- 80

-Swead Famy: 11D -%hizld Farry: 90¢+1 -Search /Dretect: TD¥

Base Charm: D

-Intimidate: 03 -Taming I -Fiesist Charme 200

Base Lore: 3D

-Cast Fore Spallc 4D -Frxeball Dareaze: 80 -Willpower 4D -Anteal Tdantify: 410

EBEoqupment: Weapons and Armnor

Frimary Wezpon: Stesl Brozdswrond

Secomd Hamd: Hazel Large Ronnd Shisld

Addiicez] Wespoms: Huxter's Bow

Head [Afax: 2 Ttems): MNome

Torso (Mfax: 3 Ttems): Rimg Mfadl Shirt
-Wolf Hide West

Lags [fax: 2 Ttems): INome

Clozk: (fax: 1 Ttema): Hooded Clozk

Shoss (Lfzx: 1 Ttem): Leather Boots

Adjsctive: & Descrptions:

~Aspireg Humter (Tier 1 Adjective)]
“Warr [Tier 1 Adjective]

-Amatenr Swrordsman (Tier 1 Adjsctirs)
Stromg A (Tier 1 Adjactive)

~Quick Hards [Tier 1 Adjective): May shaw oz

BaStoN &7 5 fer sriiow vk bt

—"‘5-*:‘*.'.' :B;Hsns' [Rzce Trit): FIN+1D Swronds,

Axes awd Flalhards

Magic Spells:

-Firkal Fire Spall (Difficnly: 10+

You will notice that Andrew is a traditional warrior from the medieval era,
armed with a sword and shield for protection in close combat, but he also



bears a bow (useful when hunting dangerous animals) and the Fireball spell
from the Lore of Fire, which is a cheap, reliable attack spell.

Since we are starting the day, we roll ALIGNMENT: NEUTRAL
tor our Channel Dice (see the top right of the
character sheet) so that we know how many
additional dice we can add to a casting or
dispel attempt: roll 2 dice (or 2D for
short), and add the total. There is no Wild |
Dice on this roll: simply roll the dice, and jot the number down.

You also have 5 Character Points:
additional dice you spend on any of your
rolls to represent the .character us.ing Points, see our free How /o
added effort and energy into performing Perform a Roll pamphlet on the
the task. Use these only when something | 7.rn website.
really needs to work, because you only
have five.

Take a moment to look over his character sheet, noting his strengths.
If a roll does not show up in the Common Rolls section at the top (his
ability to prophesy, for example, which would be a Lore roll), he does not have any
bonuses to that for the encounter, and simply rolls the base statistic for
that roll (which, in this case, would be 3D).

Channel Dice (2D6):

Note: If you need a refresher
on Wild Dice and Character

THE ADVENTURE BEGINS...

The village of Annadale is a small human village on the outskirts of the
Forest of Berun. The village is known for its shepherds, but recently a pack
of wolves have attacked their flocks, and the village called to you for help.

As you set out on the road, choose what weapons (if any) you draw.
Andrew can wield the sword and shield at the same time, but the bow
requires two hands to use. Also, when Andrew has [

the shield equipped, because he upgraded the
wood on his shield to hazel wood, it also gives him
a casting bonus, so he rolls 4D to cast Fireball if he has the shield equipped,
and 3D to cast Fireball it he does not have the shield equipped.

Once you select your weapons, roll to search the forest. This is most
commonly done using a Search/Detect roll (which is a Finesse roll), but
there are other ways to see things in Zurn (a prophet may roll Prophecy 7o
limpse the future, a wizard gifted in Arcane magic may cast a Fell Sight spell, etc.).

Note: Wooden items
tend to boost casting

Search rolls can also be used for hearing, smelling, tasting, or feeling rolls
it desired, each giving different information. Roll to Search (a Finesse roll;
we reproduced the Common Rolls section below for convenience):

I Character Points: 5 | Channel Dice 2Dé):

Advancement Points: 0

Common Rolls:

Base Strength: _4D

-Sword: 10D “Torso: 9D P, 5D+1 1L -Arms: BD+2Z P, 4D AL -Run /Jump: 4D+ 2
-Bow: 8D+2 -Shield: X+3D P/M -Elements: 3D -Climb: 4D+2
Base Finesse: 3D

-Sword Hit: 9D -Bow Hit: 9D -Dodge: 6D+2 -Hide: 6D

-Zwozd Pacgy: 11D -Shield Pargy 9D+1 -Zearch /Detect: 7D

Base Charm:_2D

-Intimidate: 4D -Taming: 2D -Fesist Charm: 2D

Base Lore: _3D

-Cast Fire Spell=: 4D -Firehall Damage: 6D Willpower: 4D -Animal Tdentify: 4D

His best sight roll is Search (as he rolls 7 dice, or 7D, as noted above under Finesse),
but if you wanted you could roll
Prophecy (which is his base Lore of 3D
since he has no bonuses to Prophecy).
Select your action and perform the roll.
If you roll above a 20, continue reading.
If you roll less than a 20, skip to The Wolves Approach below.

Note: If you need a refresher
on how to perform a roll, see
our free How to Perform a Roll
pamphlet on the Zurn website.

You see four wolves with time to take an action. You can climb a tree
(roll Climb on a Difficulty: 15+), shoot an arrow (if you have a bow
equipped: roll Bow Hit on a Difficulty: 15+), or cast Fireball (roll Cast Fire
Spells on a Difficulty: 10+). If the roll is successful, you accomplished the
task (you climb a tree, hit a wolf with the arrow, or successfully cast the spell).

If you attacked a wolf, roll damage (Strength for Bow if you performed
a ranged attack, or Fireball Damage if you cast a Firebal/ at him) and calculate
the total. If you roll above a 30, the wolf crumples over, bleeding out. If
you roll a 21-29, the wolf is wounded, suffering a -3 penalty to future armor
and damage rolls. If you roll a 20 or below, the attack does no damage.



In addition, if you cast Fireball this beat, make an immediate Intimidate
roll (as the wolves are afraid of fire). If you roll a 14 or above, the wolf
you attacked flees. Continue to THE SECOND BEAT below.

The Wolves Approach: You see four wolves nearby as they surround
you and prepare to strike. If you do not have the sword or shield equipped,
you may equip both your sword and shield for battle. The wolves are
closing in too quickly to fire a bow, but you
may cast Fireball (roll Cast Fire Spells on a
Difficulty: 10+).

If the casting attempt is successful, roll
damage (roll Fireball Damage) and calculate
the total. If you roll above a 30, the wolf crumples over, bleeding out. If
you roll a 21-29, the wolf is wounded, suffering a -3 penalty to future armor
and damage rolls. If you roll a 20 or below, the attack does no damage.
Continue to THE SECOND BEAT below.

Note: You may only cast a
spell once per beat, so buy

more spells if you decide to
build a dedicated caster.

THE SECOND BEAT: THE WOLVES ATTACK

We are now in combat, so the number of actions you take matters. If
you perform one action this beat (beyond a free parry with each weapon
and a free dispel), roll your full dice pool.
If you take two actions, you suffer a -1D
penalty to both actions, and if you take 3
actions (the maximum) you suffer a -2D
penalty. The most common actions in
combat are attack actions (welee, ranged, or magical), defensive reactions
(parry, dodge, and dispel), or support actions (bealing, angment/ hex: spells, etc.).

For Andrew, his best rolls in combat are attack rolls (with his sword,
bow, or Fireball spell) and parry rolls. He also has good damage with the
sword and the bow, and armor for his torso (which is 9D against physical
damage, with an added +3D if he is using the shield).

Look at your character sheet, and decide how many actions you will
take: one of the wolves is howling (az Intimidate 7o/, which is a Charm
attack), while two more are charging you (attacking you in melee combal).

If you choose to switch weapons, you may equip any one weapon as
a free action for the beat (from your Quick Hands adjective); equipping any

Note: If a roll is not an action
(armor, damage, Willpower,
resisting Charm attacks, etc.),
they do not suffer this penalty.

additional weapons requires an action for the beat (but do not roll for it: it
is automatically successful). Skip to The Wolves Attack below.

If you choose to hide, roll Hide (on a
Difficulty: 20+). If you pass the roll, you are
able to slip behind a tree, avoiding attention.

Note: All attacks in Zurn
require line of sight: use
terrain to avoid wounds.

The wolves do not attack you this beat, but
your first attack will reveal your location. While hidden, wolves will not
dodge ranged attacks (so #he difficulty to-hit will be on a Difficulty: 15+).

If you choose to run, roll Run/Jump (on a Difficulty: 21+). If you fail
the roll, the wolves catch you and attack you (s& 70 The Wolves Attack 7
the righ?). If you roll a 21 or above, you outrun the wolves, giving you
distance to perform ranged attacks this beat (roll Bow Hit on a Difficulty:
15+ for each attack you wish to perform, followed by Strength for Bow if
successful. Remember multiple action penalties apply to Bow Hit rolls).

If you stand your ground, you gain

initiative, and may make melee attacks ’ "
before the wolves attack (resolve any number * ’
of melee actions up to your remaining action limit,

then skip to The Wolves Attack below).

If you climbed the tree, the wolves 4,400 Shepherd and the Wolves
circle the tree, jumping up to reach you. If
you would like to climb a tree, you may do so an as action for the beat (roll
Climb). 1f you rolled a 19 or above, the wolf misses you, and you are still
safely in the tree. If you rolled an 18 or below, the wolf grabs hold of you
(skip to The Wolves Attack).

If you attack with your sword, roll Sword Hit (on a Difficulty: 3+, as
the wolf is not opting to dodge). If you successfully hit the wolf, roll for
damage: If you roll above a 30, the wolf crumples over, bleeding out. If
you roll a 27-29, the wolf is dealt a severe blow, and is incapacitated, losing
all its actions until healed. If you roll a 21-26, the wolf is wounded, suffering
a -3 penalty to future armor and damage rolls. If you roll a 20 or below,
the attack does no damage.

The Wolves Attack: You are under attack! Two wolves come at you,
attacking your torso from the forward arc. In Zurn there are two standard




defensive actions against melee and ranged attacks: the parry and the
dodge. You get one free parry with each of your melee weapons
(including your shield), so if you have the sword and shield out, you have
two free parries this beat (free parries don’t suffer multiple action penalties). Y ou
may also attempt to dodge if desired as an action for the beat (so don’t
forget those multiple action penalties).

If you opt to parry, roll Parry for each of the weapons you have. If
you roll a 35 or above, you parry the attack. If you roll below a 35, you are
scratched by the claws of the wolf: roll your physical armor for your torso
(usually designated in shorthand with a “P” on your Torso roll, with your magical armor
designated with an “M”), adding the extra +3D from your shield if you have
your shield out. If you roll a 28 or higher, you resist the damage. If you
roll a 25-27, you suffer a -1 penalty to all of your Strength-based rolls. If
you roll a 23-24, you suffer a STR-1D penalty to all of your rolls. If you
roll a 21-22, you suffer a STR-1D and FIN-1D penalty to all your rolls. If
you roll a 20 or lower, you are dealt a severe blow, and fall down
incapacitated (and you are eaten by the wolves: don’t let this happen!).

If you opt to dodge, roll Dodge: If you roll a 33 or above, you dodge
the attack. If you roll below a 33, resolve the damage as noted above.

The Wolf Howls: As you fend off the
attackers, you hear the howl of the wolves Cannons”: characters who
around you, chilling you to the bone. Roll | . 1 with words. Being
to Resist Charm against the Intimidate | sple to resist Charm attacks
roll from the wolves. If you roll a 10 or | will aid you in your travels.
above, you hold your ground, unshaken by
the sound of the predators (continue to THE THIRD BEAT below). If you
rolled a 9 or below, you are caught off-guard, and a temporary panic sets
in (sk7p to Courage, Adventurer below).

Note: Be wary of “Charm

Courage, Adventurer: You have been attacked with a Charm attack
(the wolf howl), and you did not resist it with your Resist Charm roll. But
much like failing a parry or dispel attempt against a melee or magical attack,
you still get an “armor roll” to resist the attack: you can set your teeth and
not give in to fear by rolling a Willpower Test.

Willpower is a Lore roll, done on a Difficulty: 10+ with a LOR-1D
penalty for each multiple of 10 that you lost the Charm attack by (in #his
case, you didn’t lose by any multiples of 10, so your Willpower roll is unmodified). Roll
Willpower: if you roll a 10 or higher, you hold it together and stand your

ground (sk7 7o THE THIRD BEAT below). 1f you roll a 9 or lower, Andrew
runs for the village, and the mission ends. Remember: you can use
Character Points (if you still have them) to add dice to your roll!

THE THIRD BEAT. ANDREW’'S REJOINDER

Andrew is now in the thick of combat, with two wolves hounding him.
Your actions reset for the beat: what would you like to do?

If you opt to attack the wolves, determine how many attack actions
(and other actions) you will take this beat, and prepare to roll to-hit if using
a melee or ranged weapon, or to cast Fireball.

Resolve all melee actions / \
(Andrew is assumed to have initiative, so you | Note: Notice how the difficulty
to parry the first attack was 35,

mafke your strifes before the wolves do): roll :
Sword Hit (on a Difficulty: 18+ as the wolf and now ir’s 27¢ That's because
is attempting to dodge this time). 1f you hit E};e d\chl)h;eS;c?ieri)l](l) Z&rﬁtchuiig?e
the wolf, roll for damage: If you roll will vafy iaase d on what your
above a 30, the wolf crumples, Qp ponent rolls.

bleeding out. If you roll a 27-29, the
wolf is incapacitated. If you roll a 21-26, the wolf is wounded, suffering a
-3 penalty to future armor and damage rolls. If you roll a 20 or below, the
attack does no damage. Don’t forget to modity the difficulty if you have

already wounded the wolf!

If you are not attacking with a melee attack, the wolves attack: both
of the wolves (if they are still alive) attack: you may attempt to parry with
the sword and the shield if they are equipped: if you roll a 27 or higher,
you successfully ward away the attack (no armor roll required). If you roll
a 19 or lower, they roll for physical damage against your torso: if you roll
a 20 or higher, you successfully avoid the damage (your armor holds). If
you roll a 17-19, you suffer a -1 penalty to all of your Strength-based rolls.
If you roll a 15-16, you suffer a STR-1D penalty to all of your rolls. If you
roll a 13-14, you suffer a STR-1D and FIN-1D penalty to all your rolls. If
you roll a 12 or lower, you are dealt a severe blow, and fall down
incapacitated (and you are eaten by the wolves: don’t let this happen!).



Once the Melee Phase is complete, resolve any ranged actions (this
may require you to move first to get out of melee range of the two wolves).
Roll Bow Hit (on a Difficulty: 15+): if you hit the wolf, roll for damage: If
you roll above a 30, the wolf crumples over, bleeding out. If you roll a 27-
29, the wolf is incapacitated. If you roll a 21-26, the wolf is wounded,
suffering a -3 penalty to future armor and damage rolls. If you roll a 20 or
below, the attack does no damage. Don’t forget to modify the difficulty if
you have already wounded the wolf]

Once this is complete, resolve any magic attacks (which may be used
in melee range, so there is no need to move). Roll to Cast Fireball (on a
Difficulty: 10+): if you hit the wolf, roll for damage: If you roll above a
30, the wolf crumples over, bleeding out. If you roll a 27-29, the wolf is
incapacitated. If you roll a 21-26, the wolf is wounded, suffering a -3
penalty to future armor and damage rolls. If you roll a 20 or below, the
attack does no damage. And don’t forget to adjust the difficulty if you have
already wounded the wolf!

After resolving these attacks, if you cast Fireball this beat, roll an
Intimidate roll against the wolves. If you roll a 10 or higher, the wolves
run, terrified of the flame (and the encounter ends: move to \WWRAP UP below).
If you roll a 9 or lower, repeat THE THIRD BEAT until all of the wolves
are incapacitated/dead, you are incapacitated, or they run in fear.

WRAP UP

Did you notice how the flow of rolling is designed to help you tell a
story? This is because Zurn, at is core, is a storytelling engine: it’s designed
to move the action, not get hung up on a list of rules for gameplay. So if it
matters in the scene, roll for it. If not, don’t roll: work out its success by
discussing it with the game master and keep the energy of the scene alive.

Now naturally if you had a different character, this encounter would
go very differently. Imagine if Andrew was a troll with a tough hide with
plenty of defense against wolf claws? Or if he was a slender elf who lacked
armor but possessed magic spells that teleported him or commanded tree
roots to hold a wolf in place? All adventures in Zurn will be different based
on your skills, so feel free to revisit this gameplay walkthrough when you
build a character before bringing him to the table!

One final word of advice: good adventurers will have three good rolls:
a roll to perform out of combat (Charm rolls, Knowledge rolls, Crafting
rolls, etc.), a roll to perform in combat (Intimidate, Attack, Parry, etc.),
and a roll to perform while traveling (Search/Detect, Prophecy, and
Movement rolls are common). Naturally you can (and eventually should)
have more than one, but it is wise to have at least one good roll (10D+) in
each area so that you always have something useful to contribute during
the session.

We hope that you enjoyed this walkthrough! If you like the flow of the
game, we encourage you to support our efforts here at Zurn and purchase
a copy of our core rulebook, The Warriors of Zurn, on our website, or at a
discount at www.DriveThruRPG.com. You can find links to our page on
DriveThru on our website at www.zurncentral.com.
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