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Tools, Not Rules
Think of  HeroQuest Glorantha not as a set of  inviolable 
rules that you must adhere to in order to be running 
the game properly, but as a toolkit containing a variety 
of  ways of  resolving dramatic situations as they arise 
in play. It is meant to facilitate your creativity and 
then to get out of  your way. It offers multiple ways 
of  resolving conflicts, and relies on you to choose 
the best one for the current moment based on your 
storytelling instincts.

Every HeroQuest Glorantha Game Master can, 
and should, use the toolkit the game provides to 
run it in her own way. You may run it differently 
from one campaign to the next, or to suit your 
players. It does not make specific decisions for 
you, but instead helps to shape and guide your 
own decision-making process. It is well suited to a 
collaborative, friendly group with a high degree of  
trust in each other’s creativity. 

If  the members of  your group are often at 
odds and rely on their chosen rules kit as an arbiter 
between competing visions of  how the game ought 
to develop, HeroQuest Glorantha is not the rules set 
you need. Stick with your more structured system of  
choice, but feel free to borrow and use any concepts 
from this book you find useful.

HeroQuest Glorantha becomes your game as soon 
as you start to use it. This principle is known as 
YGWV: Your Game Will Vary. For those concerned 
about canonical Glorantha, it also stands for Your 
Glorantha Will Vary.

Glorantha
HeroQuest Glorantha is set in the fictional world of  
Glorantha, one of  the oldest and best-defined 
fantasy roleplaying settings. Glorantha is a Bronze 
Age world, and people hold allegiance to tribe, city, 
and cult, not to abstract alignments or ideologies. 
Although humanity is the dominant species, their 
dominance is due only to the quarrelling of  the Elder 
Races who still rule large parts of  the world.

Glorantha’s main theme is religion and the 
magical relation of  man to god. In Glorantha, the 
gods and goddesses are real, and play an active and 
important part in most major events through their 
followers and cults. The Sun, the Earth, the Air, 
the Water, the Darkness, and the Moon all have 
powerful deities associated with them, as do powers 
such as Death, Life, Change, Stasis, Illusion, Truth, 
Disorder, and Harmony. There are lesser deities to 
things as diverse as cats, cows, boats, vengeance, 
and volcanoes.

Glorantha is a complete universe. It is self-
contained, and from its myths to its molecules 
it must be taken on its own terms. You will find 
no worshipers of  Zeus or Allah here. There are 
no Romans, Vikings, or Huns; although there 
are certainly empires, pirates, and nomads. Many 
creatures rightfully rooted in other fantasy settings 
have no representatives here.

The world of  Glorantha is fully described in 
Moon Design Publications' Guide to Glorantha, but a 
brief  summary is presented in this book. 

Introduction

Version History
HeroQuest Glorantha 
began its life in 2000, 
under a slightly different 
title, Hero Wars. The 
game was reissued, in 
a revised edition, as 
Heroquest, in 2009. 
Now in 2015, it is being 
revised again to focus fully 
on Glorantha. The book 
you hold in your hands is 
the game’s reappearance 
for the setting of  Greg 
Stafford’s classic fantasy 
world of  Glorantha, first 
glimpsed in 1975 through 
Chaosium’s boardgames 
White Bear and Red 
Moon and Nomad Gods 
and now fully detailed in 
Moon Design Publications' 
Guide to Glorantha.

HeroQuest Glorantha is a roleplaying rules engine designed for play in the world of  Glorantha. 
The game presents a simple and flexible system allowing Game Masters to make decisions the 
way that epic stories and myths do. HeroQuest Glorantha encourages creative input from both 
Game Master and players, resulting in an exciting, unpredictable narrative created through 
group collaboration. Its abstract resolution methods and scalable character levels allow you 

to fully experience the magical world of  Glorantha from the mundane to the heroic.

Sam
ple 

file



Glorantha 5

HeroQuest
Roleplaying in a Nutshell
Roleplaying is a hybrid experience, combining 
elements of  game play and collective storytelling. 
A group gathers together to talk its way through 
a spontaneously created story, like a sort of  
improvisational radio theater. All but one of  the 
participants, called players, create fictional characters 
(called heroes) defined by various abilities written 
down on paper called character sheets. Using these 
abilities, the heroes pursue various goals in the mythic 
world of  Glorantha portrayed by a participant called 
the Game Master. 

The Game Master controls various other people 
and creatures in Glorantha. The players describe how 
their heroes pursue their goals; the Game Master 
challenges them by putting obstacles in their path. 
Sometimes these barriers to success come in the 
form of  non-player characters who oppose them; 
at other times, they’re impersonal physical or mental 
challenges, like a lock that must be picked or a cliff  
the heroes have to climb. Whenever the heroes try 
to overcome a difficult obstacle, the Game Master 
decides how difficult it will be. Using numbers 
attached to their abilities, the players roll dice to 
see if  they prevail. The Game Master rolls dice to 
represent the difficulty posed by whatever challenge 
they face. Their success or failure, as determined by 
the die rolls, changes the direction of  the story, in 
either a big or small way. 

Although some games last for only an evening, 
it is typical for one group to play a series of  stories 
(usually called “adventures”) involving the same 
heroes and setting over a period of  time. We refer 
to them collectively as a campaign. (The latter term 
derives from the origins of  the roleplaying form in 
historical war games).

Thinking in Story Terms
Although there’s no right or wrong way to play the 
game, a certain story-based logic does underlie the 
entire system. Where traditional roleplaying games 
use tactical simulation to navigate an imaginary 
reality, HeroQuest Glorantha emulates the techniques 
of  fictional and mythic storytelling so that it can 
describe the story and myths of  Glorantha.

Understanding this distinction will help you to 
run the game in a natural, seamless manner. One 
of  this book’s objectives is to get under the hood 
of  narrative technique and show you how it works. 
This will either help you to run the game in its native 
emulative style, or, if  you prefer a more tactical 
approach, to understand how you’ll need to modify 
it to suit your own preferences.

For example, say that you’re running a game set 
in the ruins of  the Big Rubble of  Pavis. A hero is 
running along the top of  ruined buildings, pacing a 
zebra ridden by the main bad guy. The player wants 
his hero, Vargast the Thunderer, to jump onto the 
zebra and cut the villain down. You must decide how 
hard it is for him to do this.

In most roleplaying games (particularly those 
often described as “simulative”), you’d determine 
how hard this is based on the physical constraints 
you’ve already described. In doing so, you come up 
with imaginary numbers and measurements. You’d 
work out the distance between the ruined buildings 
and the zebra. Depending on the rules set, you might 
take into account the relative speeds of  the running 
hero and the zebra. You determine the difficulty of  
the attempt based on these factors, and then use 
whatever resolution mechanic the rules provide you 
with to see if  the hero Vargast succeeds or fails. If  
he blows it, you’ll probably consult the falling rules 
to see how badly he injures himself.

In HeroQuest Glorantha, you start not with the 
physical details, but with the proposed action’s 
position in the storyline. You consider a range 
of  narrative factors, from whether it would be 
Maximum Game Fun for him to succeed, how 
much failure would slow the pacing of  the current 
sequence, and how long it has been since Vargast 
last scored a thrilling victory. If, after this, you 
need further reference points, you draw inspiration 
more from the tropes of  heroic fiction than the 
physics of  real-life jumps from buildings onto 
zebras. Having decided how difficult the task ought 
to be dramatically, you then supply the physical 
details as color, to justify your choice and lend it 
verisimilitude—the illusion of  authenticity that 
makes us accept fictional incidents as credible on 
their own terms. If  you want Vargast to have a 
high chance of  success, you describe the distance 
between ruin and the zebra as impressive (so it feels 
exciting if  he makes it) but not insurmountable (so 
it seems believable if  he makes it). 

Maximum Game Fun
When writing, thinking, and gaming about 
Glorantha, always ask yourself, “Now, in this 
situation what will be the most fun?” and then go 
with it. That’s Maximum Game Fun (MGF). Keep 
this principle in mind whenever you apply the 
rules of HeroQuest Glorantha to any situation. 

Need 
More Help?

Have any questions 
about the rules of  about 

Glorantha that this book 
doesn’t answer? Please 
head on over to www.

glorantha.com and join 
the friendly and supportive 

Gloranthan Tribe. We 
have articles, forums, a 

mailing list, a full set of  
detailed products, and 
many other resources. 

And better yet, ask 
the community itself.
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