iceless Dungeons 2

Che Diceless TWilds

Kules for Continuing Creursions $nto the Dark
by
James ¢ 1obpn George

lde
Rouse
Rules



Cepyright (C) 2020
by James & Robyn George

Electronic Edition

A1l rights reserved. No
part of this book may be reproduced
or transmitted in any form or
by any means whatscever without
express written pérmission
from the authors,except im the case of
brief quotations embodied in
critical articles and reviews. Please
refer all pertinent questions
to the publisher.

Printed innthe United States of America
www.cldehouserules.com

First Printing, September 2020



Te my wife Robyn,
who taught me everything
about love and could
teach a master class on the value
of imaginative play...

Cover by the incomparable
Martin Schongauer,
with interior art courtesy of
Sebastian Minster and
others in the publi¢ domain

With special thanks
to Brett Bermstein, Abraham
Gray, Jehn Grumph,

Matt Jackson, Michael Julius,
Norbert Matausch, Tony
Obert, Talen Waite, and everyone
else who believed...



TABLE OF CONTENTS

INTRODUCTION.....cocvininininininnnennes .

ONE: SWELLING THE RANKS.......... ’ 3
TWO: EXPEDITIONS........cccvevenene e
THREE: PERILS OF THE OVERL
FOUR: INTO THE WILDS.............«L.0 5




INTRODUCTION

This is a supplement to the Diceless Dungeons
game and as such, requires the eriginal rules te
play. Diceless. The word seems at odds with an
activity known for them, a milieu where risk and
uncertainty are scught-after things. But how
is there risk without dice? Or uncertainty with
no rells to miss? Ask children, for their play
has always been diceless. It is something adults
forget and maybe need to learn again.

Whether cops and robbers or superheroes, kids
understand diceless play. They négetiate, agree
on the details, and let things happen. This is
fantasy play in its purest form...

It was in this creative spirit that Diceless
Dungeons was born. War-gaming, with its demse
rules and technical hef%t, effered up an adult
alternative to childlieod play, and oene with lots
to offer. But then, not all rules require dice,
especially mnot cld-schoal games, where persenal
cheoice is the lifebloed of victery. That said,
this bock expands the first, adding new content
for the best in adult (and childhood) fun!
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Childhood play is the secialsontract in action,
and to this end, Diceless bungeons was always
more of a framework around which players could
negotiate. This book keeps it upiwith...

(1) Non-human characters,including dwarves,
elves, and halflings. This adds a high-fantasy
atmosphere with.tactical@ptions.

(2) Additional talents, maost emphasizing new
rules for hirelimgs and wilderness adventures,
along with more spells for greater power.

(3) New monsters, many alse indigenous to the
wildermess above, with new magical items ready
to win from ancient, gleaming hoards.

Of course, this changes the trajectory of the
basic game, with comsequences for existin
campaigns everywhere. Not te worry,; all of this
is optional, and the referee is free to include
what they want and discard the rest, for this is
still an old-school system. Nonetheless, all
ames benefit from new content, for evil things
haunt the woods even in the ordinary world,
wicked things to be put down by heroic hands...
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ONE: SWELLING THE RANKS

The basic game imagined a so—called erdinary
world of medieval men and women, fortune seekers
all of them, leaving their quaint villages for
lives of adventure. Aside from welves and greedy
brigands, the surface was safe. Foul monsters
crawled from their darkened lairs at night, but
mostly eccupied the underweorld, which was a
place of chaos and evil. Magic was equally rare,
being the domain of mysterious sorcérers who
resided in dark towers far from home.

No more, for The Diceless Wilds adds new content,
starting with NON-HUMAN races...

THE FEY FOLK

Dwarves 1live in the far=away mountains, and
elves, those immortal forest folk, dwell in their
primeval woods. Evemif the referee prefers a
low-magic setting,/the rarity and isclation of
these people means that most will have never
encountered them. On the other hand, the referee
might shift o a‘higher-fantasy milieu.

NOTE: Nom=humans are ancient and powerful,
making game balance an issue. To this end, these
begim iavnx but a single talent, bolstered by
tlmelr racial abllltles Humans are younger and
less powerful, but already renowned for their
cleverness, which means more talents.

DWARVES are a type of so—-called 1ittle people,
similar to gnomes (cevered later), although
considerably more robust as befits a race given
to mining the earth. They stand 4 tall and
prefer the mountains and their mines, where they
harvest precious metals and craft artifacts of
exquisite beauty. If they have any weakness, it
lies in a greed for mimeral wealth, which they
crave almeost as much as glory on the battlefield.
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