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By my WordSQ Cities burﬂ. In my youth, I carried the sword, led from

the front, charged the gap and showed the soldiers around me that I would risk death at their side. Those days their
shed blood mingled with that of royalty. I killed men face to face, in the clash of arms, and at night I drank in victory
and slept in perfect tranquility.

I miss those days.

War taught me well how to seize men'’s hearts with words, and in the peace I traveled our new lands, telling
all they were now free, they were now part of a greater nation, they were partaking in a triumphant destiny that
would remake the world. I spoke my grand words and they believed, they endured the taxes on their labor and the
exhaustion of their fields and, in time, they gave me their children for the next war. The last war, I promised them.
I gave them my word, my royal vow.

Those nights I drank to be cordial. Most nights I slept, having listened only to the ¥ery
fanatics I'd persuaded. Most nights I believed it all.

That next war I served as general and I came to understand why my youth
had been a series of triumphs, that a good war is not built on fair fights but on
maneuver and advantage and the treachery of the frightened. I welcomed betrayers
and I poisoned brave champions before they could shake my ranks’ confidence. I
countenanced atrocity to terrify my enemies, I led sorcerers who could sweep the land
with plague, bring the dead back hungry, shatter walls in on the children, the wives,
the frail elders huddled within. Given the choice to crush everything'the enemy
fought for, I accepted it and eagerly.

Those nights, I slept poorly. Or I drank.

Now I wear the crown. My father fell to an assassin who,was never captured,
who may well be a laborer in my very castle. The people whe once adored
me whisper that by my hand this deed was done. The whispers are fed by
the mothers whose sons never came back, by thé soldiers who saw: their
compatriots made monstrous by enchantment, by the paupers taxed
into penury by the army’s hungry demands.

I cannot sleep, and I dare not drink.

The conquered Iands have rebelled; and.the riots
are beginning even here. My own people cry out
against me. My people, for whem,my blood fell,
and that of so many others./The people call me
a liar and a murderer, when everything I have
done is for them, for the land, for my country.

But the troops whe looted and came home
rich in my employ, they are loyal. The wizards
answer my call, for gold or power or simply
achance to test theéir twisted might. I speak
the word, sign the paper, gesture with
my royal scepter and all the horrors
I havé raised can descend on those
cities, my cities, the cities I won.

At my command they too can burn.

If Ldo.it; I know what the passionate speakers will say, and
I know what cause will call the brave swordsmen. If I turn
on my own in wrath, there is no turning back until the land is
completely broken, chained with despair, sapped of will like a whipped and
whimpering dog.

It may be the only way.
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elcome to Reign, a
game of excitement,
intrigue, mass battles,

tough choices, and dramatic
personal responsibility. It’s a fant
bizarre creatures and glint-

the ground up to let you be
character can become the

oKy is larger and more influential than a few oddball
KN . .
DO d you can use it to work your will on the world

s based on the One Roll Engine, and T've tried to leave
¢ system open. There are other One Roll Engine games out
there—Godlike, Nemesis, Wild Tulents, A Dirty World and Better
Angels. The Company system from Reign should easily sit on
top of those, allowing you to add a layer of government to those
games’ personal focus. In fact, I've tried to make the Company
rules portable enough that you could stack them on top of any

hip)and

RULES AND SETTING

Tabletop RPGs are conversation-created stories told, most often,

by a group of players in collaboration with a game moderator or
“GM.” Now and again, to throw a wrench in everyone’s plans,
dice get thrown. There’s a set of rules—the “engine” or “mechan-
ics"—that open up some options and cut others off. “You can only
kill that guy in a single stroke if you roll a pair of tens,” just to keep
things interesting. If youre an experienced gamer, you get all this.

If you're new, hey, welcome! You belong here. I've got a couple
articles up on the internet for total beginners at the following
places:

* http://www.gregstolze.com/HowtoPlay.zip
* http://www.gregstolze.com/HowtoRun.zip

This edition of Reign has two books, divided by rules and
setting, but as you get into them, it becomes clear that the
division is... imperfect. The rules have elements of setting 2
baked in to their descriptions because that’s how they were N
composed and conceived. The rules are tailored for the setting
(and, eventually, settings). So feel free to read either book
first. Reading the rules can make the different cultures more S?\V e
sensible since this game focuses on societies and guiding or, 3 & N7
controlling them. On the other hand, reading the setting first ’ 7®<}> <>> @
can inspire you to see what sort of character you want to h%e_,\. b g %

¢ %
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other RPG you play.
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?/@\ YOU GET A PASS
}«& ¢ As a GM, there is one set of circumstances where you should let the players succeed without rolling even if the task is important
7 W or tricky. It’s when the options are “cither they succeed or everything stops.” If there’s no story unless they succeed at getting
' 2 through a particular door, their attempts to pick it or batter it down shouldn’t require a roll.
2 £ D. Vincent Baker phrases it as “say yes or roll the dice.” My take on that is, if an outcome doesn’t matter, letting the characters be
awesome has few downsides. I'd clarify it to “make your yes/no/maybe situations clear.” Some things they just can't do—*No, you can't
;\’\; roll to chew through handcuffs, ’mon.” Some things, 7any things, you roll for, but some you just give them. Understand that someti
<é/'/ your first instinct may be to make ‘em roll, but the game moves faster and has more interesting events if you let the little stuff sli
-]
S ‘ and what sorts of adventures you want to' pursue, l.eading you REIGN: REALMS
to the many, many, many specialized options in this volume.
The first part of this rulebook is the general stuff that shows
up in 90+% of the Reign games played—how players roll to do of your own creatio of
things, how they make characters, etc. The second part is a col- e semes)
lection of modular rules that your group can use to play the stuff’ e o EsvEes] fa o
you enjoy while disregarding elements that interest you less. If e Eeaiinems am
| you want to emphasize combat, you can use a set of highly par- ragtag group of primitive no
é o ticular “advanced” rules. If that interests you less than having greatest political entity, The Em
b/é v o exciting chase scenes, you can use simpler ﬁghts and the more Tres o o ofF e —cimmekil shmmemm
p elaborate pursuit mechanics in the chapter entitled After Them!
§"\ X ._ In different recipes, different ingredients get used. - eneral e o the wenkl wiidh i
j % )\“\( This ?ook also has a third section of appenfilces, coverin . Brace yourselves.
/Q\‘ 4 mechanics for the first two alternate fantasy settings: Nain, ackwards, starting with the
%@// Ardwin. Each has been updated with suggested system recip en expanding out to the general,
NORS from part two. o clarify. By the time you reach the
;>§} », ontinents, you should already have a good
- X WH AT lS THE anding of the daily concerns of the people living on

N ONE-ROLL ENGI

an archery contest if some
matters to wher
doubt, and
what happ

en-sided dice (or d10s). In most cases, you
dice equal to a character’s Stat (a measure of
talent) plus a Skill (which measures training,

s

your pool for that task. If, for example, my character
is trying to convince a merchant to give me a break on a large
purchase, I'd roll my “haggle pool.” This consists of my Haggle
Skill (which measures mercantile bullying) and my Command
: DA Stat (which shows how generally impressive and overbearing I
% . @ <« “<'can be). If my Haggle Skill is 4 and my Command Stat is 2, my
: p_ool for haggling is 6 dice (The abbreviation of this is 6D).

S N

that’s ultimately where your stories are going to
play out. Check out Reign: Realms and immerse yourself!

READING THE RESULT

You want to look for matches—dice in your pool that turned
up the same number. If I roll 2,3,5,6,9, and 10, I receive zero
matches and the roll fails.. If I roll 1,1,4,5,7, and 7, I receive two
matches. One is a pair of 1s (abbreviated 2x1), and one is a pair
of sevens (2x7). It’s a little like poker—you're looking for pairs
and treys, and higher cards are generally better.

There are two measures of success with this system: how
many dice turned up in a set (the set’s Width) and the size of
the number itself (its Height).

The most common set is the smallest, a pair. That’s a match
with Width 2. A pair of twos, a pair of nines, a pair of fives—
they all have different Heights but the same Width.

Higher and Wider are both desirable, though in different ways.
A 4x1 result has poor Height but great Width. A 2x10 result has
great Height but poor Width. Which is better? That depends on
the situation because Height and Width indicate different things.

GOOD WIDTH, POOR HEIGHT

POOR WIDTH, GOOD HEIGHT

9®&W ISR @mm«m

<



