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Hit Points 
 A character has a number of Hit Points 
equal to his Racial Endurance Statistic + 
Personal Endurance statistic.  Add 1 HP for 
each 200 pounds of natural weight.  
Additional Background Picks or magical 
devices may also adjust this score. 
 

Hit Point Buffer 
 A character has a score called the Hit 
Point Buffer that determines his ability to 
heal.  This score is equal to the character’s 
Personal Endurance statistic.   
 The Hit Point Buffer (HPB) is the 
maximum amount of damage a character can 
take, into the negatives, before he dies.  That 
is, if a character has a HPB of 8, he will die if 
reduced to -9 or less Hit Points. 
 HPB is also the limit in magical healing 
that a character can receive in any 1 hour 
(game time).  Magical healing includes all 
spells, kantrips, potions, and mystical devices.  
It doesn’t include accupuncture, First Aid, 
Healing, herbs, or the use of mundane 
medicines. 
 A character requires at least 8 hours of 
sleep or meditative concentration, before he 
may gain additional magical healing. 
 
 

 

Shock 
 A character will fall unconscious anytime 
he takes a number of points of damage, from a 
single or multiple hits, equal to his Racial 
Endurance Stat, unless he can make a Shock 
skill. 
 A character needs to make only one Shock 
Skill check per combat.  If the character fails 
his roll, he may check again at the beginning 
of each round of combat at his basic PSN 
score.  After falling unconscious, the character 
gains a bonus of +1 to succeed on each 
successive round. 
 A character will automatically fall 
unconscious upon being reduced to 0 or less 
Hit Points. 
 

Bleeding 
 A character will bleed 1 Hit Point every 5 
combat minutes until the wound is stopped 
through the use of First Aid, Healing, a hot 
firebrand (cauterization), or any magical 
healing spell. Bleeding to death is a distinct 
possibility. 
 If bleeding is staunched through 
conventional means, the character must rest at 
least 3 hours (game time) or the wound will 
start bleeding again.  Magical healing instantly 
mends such gaping wounds. 
 
 

Recuperation 
 A character heals 1 Hit Point a (game) day 
with modest rest.  A character can gain 
another Hit Point if staying in a quiet and 
ample Inn, hostel, or villa. If the character can 
make a Recuperation roll, he gains another Hit 
Point. 
 A character may also receive help from 
either a First Aid or Healing skill, but these 
skills can be performed according to their 
skill’s description. 
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 Magical spells, potions, and devices may 
be used to heal a character, but no more than 
the HPB may be given in such a manner, in 
any given day. 
 Critical injuries may be healed at a rate of 
1 day of mending equal to 1 hit point 
recovered.   Thus, if a critical injury resulted 
in a hand being broken for 22 days, a character 
could use 22 points of healing to mend his 
hand.  Critical healing is inclusive to normal 
healing.  That is, a character still gains only 
his HPB a day to either heal hits or to mend 
critical injuries; or Healing can be used to 
recover hit points or to cure critical but not 
both. 
 

Death 
 A character is considered dead when he 
receives damage that reduces his Hit Points to 
a negative value equal to his HPB. 
 Subtract 1 from the chance of resurrection 
for each year the corpse has been dead.  A 
typical resurrection costs 10 - 15 gold pennies 
(far beyond any commoners’ dreams)! 
 
 

Food 
 A character is required to eat an amount of 
food equal to his Size Code + a third of his 
Racial Endurance a day.  If this amount cannot 
be met, he has a number of days equal to his 
Personal Endurance Statistic, before he takes 
an accumulative –2 penalty to all skill rolls.   
 Thus, a dwarf who is size 2 and 8 Racial 
Endurance must consume (2 + 2.6) 4.6 Size 
Points of food.   
 

Water 
 A character is required to drink an amount 
of water equal to his Size Code a day.  If this 
amount cannot be met, he automatically starts 
accumulating a –3 penalty to all skill rolls. 
 

Age 
 Unlike in previous versions of Advanced 
Phantasm Adventures, the 3rd edition does 
away with age rolls and determining starting 
age.  A character may still be young, adult, 
old, very old, or wizened but that is 
determined by his choice of Background 
Picks.   
 

Age Table 
Race Young Adult Old V. Old Wizened  
Anubins 8 15 30 45 60 
Avioux 4 12 25 30 50 
Batmen 3 6 10 15 30 
Brownies 30 100 200 400 800 
Bugbears 10 20 30 40 50 
Centaurs 20 30 50 70 100 
Cyclops 30 45 70 90 140 
Delphians 5 15 30 50 70 
Dryads 100 300 500 700 1000 
Dwarves 20 60 80 100 150 
Eagles, Gt. 3 15 60 80 100 
Elves, Black 30 50 100 200 300 
Elves, Grey 100 300 500 700 1000 
Elves, High 75 125 200 300 500 
Felzinti 3 8 15 25 40 
Gimps 10 20 30 50 70 
Gargoyles 8 16 35 50 70 
Gnolls 4 9 15 25 35 
Gnomes 20 50 70 100 130 
Goblins 5 13 25 40 50 
Gzol-Uk 6 12 18 40 50 
Halflings 25 35 60 80 120 
Harpies 10 20 40 60 70 
Hawkmen 12 20 40 50 65 
Hobgoblin 6 12 20 45 70 
Humans (all) 12 18 40 60 100 
Imlors 8 16 25 40 60 
Imps 2 12 30 60 120 
Kobolds 3 6 9 12 25 
Liomen 5 10 20 40 60 
Minotaurs 6 15 30 50 70 
Mousemen 1 6 12 25 40 
Ogres 3 5 8 15 25 
Orcs (all) 1 6 8 15 30 
Pixies 20 50 100 200 300 
Rabbitman 3 5 8 25 50 
Rammons 5 10 20 40 60 
Ratmen 1 5 10 20 30 
Rock Giants 10 20 35 60 80 
Satyrs 30 70 100 200 350 
Saurigs 15 30 40 45 50 
Slidges 3 6 9 12 20 
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Age Table 
Race Young Adult Old V. Old Wizened  
Sprites 20 50 70 100 130 
Stone Giants 12 22 30 50 80 
Tafyboce 10 30 60 90 100 
Tharcs 4 8 12 30 50 
Thras Drone 1 3 5 8 10 
Thras Master 6 12 30 50 80 
Treants 200 500 700 900 1500 
Trolls 3 6 12 30 50 
Troglodytes 3 12 20 25 40 
Turtlemen 12 25 45 75 150 
Unicorns 20 50 70 90 100 
Ursoids 12 30 40 60 65 
 

Senses 
 A character has three basics senses: 
Visual, Auditory, and Olfactory.  Whenever a 
situation arises, the game will prime the player 
to roll for the appropriate sense. 
 To determine a Sense Score, take the 
Racial Sense stat plus 2d6.  Thus, a Racial 
Visual of 5 and a roll of 3 yields a 9 Visual 
Score. 
 
 For example, if the characters are trying 
to find scattered loot, the game  may ask them 
to make a Visual check.  If the characters are 
trying to listen behind a door, then an 
Auditory roll may be checked.  If the character 
is trying to determine if a loaf of bread is 
fresh, he could sniff it (using his Olfactory 
sense).   
    
Visual 
Action    Visual Adj 
Read a book at arm’s length  1 
Notice size 2 figure at 100 feet  2 
Determine target at close range  3 
Read a book from across the room  7 
Notice size 2 figure at 1000 feet  6 
Reap Lips (25’)    5 
See a pressure plate (at normal height) 5 
Spot a hidden figure within 15 feet  6 
Determine target at medium range  7 
See a trip-wire    7 
Spot a hidden figure within 30 feet  8 
Notice an ambush    8 

 
Visual 
Action    Visual Adj 
Spot a trap    6 
Read a book from across the room  8 
Determine target at long range  8 
Spot a well-hidden trap   9 
Spot a secret door   7 
Determine target at extreme range  10 
See an invisible object   15 
See a hidden invisible object  20 
Add for each 10’ of extra distance  -1 
Add for each 10’ of brightness  +1 
Add for each 10’ of semi-darkness  -1 
Add for each 10’ of darkness  -2 
Add for each 10 of total “magical” darkness -3 
 
 
 
Auditory 
Action    Auditory Adj 
Listen to conversation   1 
Hear footfalls through undergrowth  3 
Hear escaping gas (10’)   4 
Overhear conversation (20’)  3 
Listen through wood door   4 
Listen through stone door   3 
Hear the pulling of a blade from scabbard 6 
Hear target as he Moves Silently  7 
Listen through iron door   2 
Hear beating wings of size 1 target (20’) 7 
Add for 10’ distance   -1 
Hear footfalls on ground (20’)  5 
Hear padded footfalls (20’)  7 
Hear target Move Silently w/padded shoes 8 
Hear the breath of target (10’)  10 
Hear leaves in the wind   15 
 
Olfactory 
Action    Olfactory Adj 
Smell putrid flesh (30’)   2 
Smell good cooking (30’)   4 
Smell the scent of a rose   3 
Smell perspiration (30’)   6 
Smell blood in the air (40’)  15 
Smell water in the air (40’)  20 
Add for each 10’    +1 
Add if up wind (for each 5 mph)  -1 
Wind is against target   -3 
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Some Examples: 
 A Halfling is trying to read the lips of a 
subject 25’ away and down a semi-dark 
passage.  His Visual racial and personal  
score is a 10+4 .  To read lips requires a base 
of -5, the extra distance modifies his Visual 
score to 3 to 6.  The darkness subtracts 
another 2 or to 4.  The player rolls a d20 
getting a 9 and fails to read the lips.  He may 
try next round if possible.  
 
 A Hyborak Human barbarian is trying to 
listen behind a thick wooden door (AR = 6).  
Unbeknowngst to him the creature is is 60’ 
beyond the door. His Auditory Score is 4+5 or 
9 (sufficient to hear through the door).  The 
extra 60 feet decreases the human ‘s chance 
by 6 or to a chance of 3.  His player rolls a 2 
and can hear the creature rustling about. 
 
 The Tafyboce is deep within the Squalian 
desert and is very thirsty.  Unknown to him 
there is a spring 300’ to the south.  He tries to 
sniff the air for water.  His Olfactory Score is 
1+12 or 13.  The wind is with him.  To smell 
water is requires a -20 OR and he utterly fails 
In desperation he uses a potion of Acute 
Olfactory sense +10 and tries again; he has a 
15% chance and rolls a 2 and succeeds! 
 
 

Height & Weight 
 Roll 2d10 once on one of the appropriate 
tables below. After rolling the dice, the player 
can adjust the character’s Height and Weight 
roll by 1 point (up or down).   
 Cross-reference the total die roll to 
determine the character’s height.  If the player 
desires, he can modify the weight of the 
character by 3d6+10% of body weight. 
 The player should also note the Size Code 
of the character.  Size Code (SC) is a 
measuring tool to define how big a character, 
creature, or item is in the game.   

 For example:  A Rock Giant will swing a 
much larger sword than a Pixie would. 
 When purchasing equipment, armor, or 
weapons it is essential to know what SC the 
characters falls within.  And in combat, there 
are many bonuses and penalties associated 
with the SC of the character and the target of 
the attack. 
 
 
 

Size Code 
 Height  Size Code Mult 

 1” to 5”  -1  1/8 

 6” to 1’  0  1/4 

 1’1” to 3’8” 1  1/2 

 3’9” to 6’8” 2  Base 

 6’9” to 10’  3  x2 

 10’1” to 13’ 4  x4 

 13’1” to 17’ 5  x6 

 17’1” to 21’ 6  x8 

 21’1” to 25’ 7  x10 

 26’1” to 30’ 8  x12 

 30’1” to 50 9  x14 

 50’1”+  10  x16 
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Height & Weight Table For 
Mousemen 

Pixies (+2 to height roll but half weight) 
Sprites (+1 to height roll but half weight) 

Imps (+1 height) 
Roll Height Weight Size   
Less than 1 3” 4 oz. -1 
1-3 4” 8 oz. -1 
4-8 5” 10 oz. -1 
9-12 6” 12 oz. 0 
13-15 8” 1 lb 0 
16-17 1’ 6 lbs 1 
18 1’2” 8 lbs 1 
19 1’4” 12 lbs 1 
20 1’6” 15 lbs 1 
21+ 1’ 8” 18 lbs. 1 
 
 
 
 
 

 
 
 
 
 
 

Height & Weight Table For 
Batmen (-1 to roll) 

Brownies 
Dryads (+3 to height roll) 

Dwarves (+5 to roll and+50% weight) 
Giant Eagles (-30% weight) 

Grey Elves (-2 to roll) 
Gimps (+1 height roll) 

Gargoyles (+2 height roll) 
Gnomes (+6 to roll and –20% weight) 

Halfling Flatfoot (-1 to roll) 
Halfling Hairfoot (+2 weight roll) 

Harpies 
Imlors 

Kobolds (+3 height roll) 
Satyrs (-3 weight roll) 

Slidges 
Roll Height Weight Size   
Less than 1 2’  30 lbs 1 
1-3 2’4” 40 lbs 1 
4-8 2’8” 50 lbs 1 
9-12 3’ 55 lbs 1 
13-15 3’4” 60 lbs 1 
16-17 3’8” 70 lbs 1 
18 4’3” 80 lbs 2 
19 4’8” 90 lbs 2 
20 5’2” 120 lbs 2 
21+ 5’ 6” 150 lbs. 2 
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Height & Weight Table For 
Anubins (+1 to roll) 

Avioux (+3 to roll, but half weight) 
Delphians 

Black Elves (+1 to roll) 
High Elves (+4 to roll) 

Gillmen 
Goblin (+2 to weight roll) 

Gzol-uk 
Hawkmen (2/3rds weight) 

Hobgoblin 
Keltek humans (+2 to roll) 

Hyborak humans (+4 to roll) 
Stygian human (+1 to roll) 

Kobolds (-5 to roll) 
Lizardmen (+2 to roll and +30% weight) 

Minotaurs (+5 to roll) 
Orcs (-1 to roll but +30% weight) 

Rabbitmen (+6 to roll) 
Rammons (+4 to roll) 

Ratmen 
Tafyboce 

Tharcs (+4 to roll) 
Troglodytes (-4 to roll) 
Turtlemen (-2 to roll) 

Roll Height Weight Size   
Less than 1 4’  80 lbs 2 
1-3 4’4” 90 lbs 2 
4-8 5’ 120 lbs 2 
9-12 5’4” 135 lbs 2 
13-15 5’8” 160 lbs 2 
16-17 6’ 180 lbs 2 
18 6’2” 200lbs 2 
19 6’4” 220 lbs 2 
20 6’8” 240 lbs 2 
21+ 7’ 270 lbs. 3 
 
 
 
 
 
 
 

Height & Weight Table For 
Bugbears  

Centaurs (+2) 
Cyclops (+4) 

Manticora (-2; -40% weight) 
Ogre (+1; +25% weight) 

Rock Giants (+3) 
Stone Giants (+2; +30% weight) 

Thras (-3) 
Trolls 

Treants (+5) 
Unicorns (+3) 
Ursoid (+5) 

Roll Height Weight Size   
Less than 1 6’  300 lbs 2 
1-3 6’3” 400 lbs 2 
4-8 6’6” 500 lbs 2 
9-12 6’9” 600 lbs 3 
13-15 7’ 700 lbs 3 
16-17 8’ 1200 lbs 3 
18 9’ 1500 lbs 3 
19 10’ 2000 lbs 3 
20 11’ 2400 lbs 4 
21+ 12’ 2800 lbs. 4 
 

Movement 
 Adjust racial movement scores by adding 
in the average of the character’s Personal 
Strength and Personal Coordination statistic. 
 For example: A Troglodytes base racial move 
is 10/5/-.  The individual has a 4 Personal 
Strength and an 8 Personal Coordination, 
resulting in an adjusted move of 16 ground and 
11 swimming. 
 Divide all movement scores by 5 to 
determine hex movement.  That is, a ground 
movement of 16 would become 3.1 (the .1 can 
be used as a slim chance to move an 
additional hex). 
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Experience Points 
 A character gains Experience Points (EP) 
by completing adventures, achieving in 
personal goals, and for good role-playing. 
 Award the player the following EP: 
 
Per game session  1 EP 
Good role-playing  1 EP 
Saving a friends life  1 EP 
Primary Personal Goal  3 EP 
Secondary Personal Goal 2 EP 
Tertiary Personal Goal 1 EP 
 

Personal Goals 
 Beyond adventuring, a character gains EP 
by attaining Goals that have been determined 
by the player.  There are three levels of 
Personal Goals, each worth a different amount 
of EP. 
 From the following goal list, pick a 
Primary Goal, a Secondary Goal, and a 
Tertiary Goal.  Each time a character achieves 
the goal, place a mark next to it.  After 20 
such marks, the character may cash them in 
for the appropriate EP. 
 

Goals 
 Thrill Seeking: The character lives for 
new challenges and danger.  The more danger 
and cliffhanging excitement, the better.  The 
GM shall determine how many marks a 
particular experience or action is worth. 
 Explorer:   For each 20 miles of 
unexplored territory traveled, add 1 mark.  
Explorers need not move through desolate 
areas, and can journey among civilization as 
long as the territory is new.  May also be used 
to explore dungeons (GM will assign marks) 
 Combat:  The character seeks combat, 
battle glory, and carnage.  For each action of 
combat, add 1 mark. 

 Casting/Using Magic: For each 
worthwhile spell cast, magic item used, or 
potion drank, award 1 mark. 
 Steal:  The character lives to steal and 
attain wealth through theft.  For each 10 
silvers of loot gained through criminal 
activities, add 1 mark. 
 Attain Magic:  The character loves to 
collect magic items and baubles.  For each +1 
in magical power, the character gains 5 marks. 
 Attain Wealth:  The character loves 
wealth and gains 3 marks for each 5 silver 
coins worth of visible wealth (the character 
must keep the wealth).   
 Party:   The character loves to have a good 
time.  Each day of carousing, partying, 
drinking, and having a good ol’ time gain 1 
mark. 
 Player Specified: Allow the player to 
devise his own Goal.  The GM should look 
closely at any such player Specified/Designed 
goal. 
 
 Experience Points gained from goals can 
be used to increase Personal Attribute scores, 
Senses, Skill Levels, Devotion, Gaining 
Spells, or Spell Levels.  
 The GameMaster must approve each 
allocation of marks to the player’s character 
sheet.  If the player believes he deserves bonus 
marks or experience points, he should consult 
with the GM. 
 

Gold To Experience Points 
 A character can spend 3 gold pennies and 
gain 1 Experience Point in training. 
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Personal Attributes  EP 
01-10    .5 

11-15    1 

16-20 2 

21-30 3 

31-40 4 

41-50 5 

51-60 6 

61-70 7 

71+    98 

 Example:  A character has a 13 Personal 
Attribute in Strength.  The player saves 
several weeks of EP and then raises the 
attribute, thus increasing his Strength 
Statistic.  To go from 13 to 14 costs 1 EP.  To 
raise the score from 14 to 15 costs another 1 
EP.  The next point, however,  will cost 2 EP. 
 
 
Sense Level   EP 
01-30    .5 

31-50    1 

51-80    2 

81-100    3 

101-120   4 

121-150   5 

151-175   6 

176-200   7 

201+    8 

 Example:  A character has a Visual Sense 
score of  120 and desires to increase it.  Each 
point up to 150 will cost 5 EP, then 6 EP from 
151 to 175 points. 
 
 

Devotion   EP 
2-5     .5 

6-11    1 

12-14    2 

15-16    3 

17     4 

18     5 

19     6 

20     7 

21+     8 

 Example:  A character worships Enek at 
Devotion of 3, but desires to learn more about 
his god and increase his deity powers.  He 
does this by increasing his devotion, and 
spends EP.  To increase his devotion to 4 
costs .5 EP, then half another EP to raise it to 
5.  To increase his devotion to 6, however, 
costs 1 EP, and so on. 
 
 
Magic    EP 
Apprentice   4x 

Magical Race Wizards  5x 

New Circle   8 

Non-Magical Race Wizards 10x 

 Example:  A character wants to become an 
apprentice and spend 4 times his Spell Cost 
(see Clans); he looks up his Spell cost and 
determines it’s a 3.  To become an apprentice 
costs 12 EP.  His race is non-magical and 
must spend 30 EP to become a wizard.  To 
gain a new circle of magical spells, simply 
costs 8 EP. 
 
 
 


